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4 on manual supplied with the
both ‘this soﬁware manual and th

d prolonged use of the console. Take a break of about 15 min
play. » Do not use the console when.you are tired oF short of sle
ones, do not turn the voiume up before putting the headphcrnes
aud volume levels for ‘extended penods of time: Stop using

ompatible for use with the PSP system marked with EOR S
epending on the software a Memory Stick™ Duo or qu

or walking. Do not use in airplanes or medicat fac tie
> ,éstncted Set the PSP™ system’s wireless network feature ¢

Essential Items . . .
Missions . ......

idity. = Do not touch the opening on the rear of the disc (recording surface € . Dream Séquences .
irawing). Also, do not allow dust, sand, foreign objects or other types of di

 area does, /get dirty, wipe gently with a soft cloth To Qean - | BUQ Combat
ipe tl’:; exterior surface gently with a soft cloth. e Do net | : =
suoh as benzine, commercially-available cleaners ﬂct - : : Wi-Fi
d for €Ds, or anti-static spray intended for vinyl LPs as these | - Wi Play =
s damage disc. ® Do not use cracked or deformed discs or £ 7 ks 3 -
that have been repaired with adhesives as these may cause . I Credits . .....
e damage or malfunction. ¢ SCE will not be held liable for " {

2 : Recording surfa P :
restggngfrom the misuse of discs. . g surfe Warr‘anty -

Eiecting the disc

Press the right side of the disc until it is in the po

in the dfewmg and then remove it. If excess for
_ this may resul’g in damage to the disc.

Storing the disc
. Insert the bottom side of the disc and then
_side until it clicks into place. If the disc i
this may result i in damage 1o thi -




AOXO
buttons

POWER/HOLD switch

: Front\new; ~ Disc cover ~Dcout connectors

IR port —

o usB L+ OPEN latch
- ‘ connector X

t up your PSPW‘ (PlayStauon“Purtable) system according to the mstructlons inthe

tructions m nual supplied with the system. Turn the system on. The power indicat
hts up in gréen and the home menu is displayed. Press the OPEN latch to open the di
over. INSERT DAXTER™ disc with the label facing away from the system, slide uni
inserted and close the disc cover. From the PSP™ system’s home menu, select the Ga
icon and then the UMD™ icon. A thumbnail for the software is displayed. Select the
,thumbnall and press the & button of the PSP™ to start the software, Follow the
_on-screen instructions and refer to this manual for mformatmn on using the softwar:
0 o not ejecta UMD™ while it is playing

ep. Memary Stick Duo™ media out of reach of small cmldren, as the medx
lowed by accident.

slot of your PSP. You can load saved game data from the same Memory Stii
mory StlckDuoTM containing previously saved games.

LCD screen

2 Eelip—1 ey

Volume +/- button

{x) buttg_u

 Pause Game/Open Pause §Ii/le,'nu

/Resume Game

s = {
Navigate Menu/Change

© button

Select Highlighted

Menu Item |
Menu Iﬁem ;




Naote: Daxter’s movement : ' Jump Spin
control default is set to the . ’ | Swat Uppercut
~ analog stick. You can change the
__control configuration to the directional
butions by selecting CONTROLS from the
Options Menu, and then choosing DIRECTIONAL
BUTTONS CONTROL. Selecting DIRECTIONAL
_ BURTONS CONTROL enables Free Look mode to 2 ~ Spray Gun - -
be . bagssed by pressing 4 on the ANALOG STICK. At the outset of his adventure, the only .
= ~ thing between Daxter and the Metal Bugs
- , s his sizzling Electric Bug Swatter. However,
Daxter’s Basic Nloves oy ~the furry ottsel’s exterminating arsenal
. - : will eventually include a handy Spray Gun
Analog stick Walk,/Run,/Climb that has the ability to temporarily stun hi
| button Rotate Camera Left - enemies. With the addition of some nift
BN button Rotate Camera Right ;
+ @M buttons | Reset Camera
. ' Fr'ee Look/First Person
Analog stick Look Around (while in Fi
¥ Exit Free Look
& button Jump .
__® button, @ button Double Jump ;
7 O button . Sneak/Crawl (Toggle On/Off)
'+ ® button Swat
4 _ Game Stats

Pause

N
|

Sppay Stream 1 =
_Spray Hover.

opportunity to pﬂot a vanety of Zoomers.
While some Zoomers have unique ahilities,

such as releasing Bug Spray or carrying an
extra rider, they all feature similar controls.

. Press & to'access the Pause Venu. . .
e Pause Menu will allow you to keep track of i Analog stick Steer Vehicle
e number of items collected, mission eb/ecttves i + BG8 buttons Rotate Camera Left;
d ilerall progress. ’ {when stopped]
& button Accelerate
® button Brake,/Reverse
| EGE button or © button | Release Spray,/Fire |

Baxter s~Advanced Atl;acks

attacks with his Electric Bug Swatter, they

ust be arned by completing special Dri L
For mYJre ln?or-magtma,' @ button (hold) Guick Hop

,® button Dismount




_and press the @button to conflrm
your choice.

Load Game
" You can resume the game fmm pre\nously
saved data.

Yoh can adjust the Options befor-e or
dumng your game. The Options Screen
allows you to access Controls, Game
and Sound optmns

Secrets
URL: secrets.ottsel.com
Jak X: Combat Racing™ [PlayStatlo (

_ You can also scan saved-data from Daxt

to unlock secret bonus content. Connect

" a PSP™ (PlayStation®Portable) with sa

Daxter™ data to one of the PJayStatlon®2
USB connectors, highlight “scan for secret .

Nat;e A USB cable with a M’ lini B
connector is required ta connect the P,SP’

to a PlayStation®2 console.

COmbat Bugs
Collect special Combat Bugs and

valuable item ,thrnughout Daxt

nd then use them in head-to-head

‘against computer-controlled challenge

ayer battles agail

Highlight an option with the directi

4 and § and press the & button to

selection. Use the directional buttons

= to toggle/adjust the choices. Press

button to accept the changes. Press ti
utton to reset the o s to their d

Press the ® button to return to t:h  previ

menu or resume the game

Controls ,
amera: Toggle Camera ccm%ﬁr | bet
IORMAL and REVERSE




Control: Toggle Controls between ANALOG
STICK and DIRECT!DNAL BUTI'DNS

Game Options
Subtitles: Toggle Subtitles DN/OFF

«Aufgosave- Toggle the Autosave functlcn .

. Speech \Iolume- Adjust the game’s

- Speech voiume <

3 Music Volume: Adjust the game 's
Musm volume.

- ‘Nnt:e ~'Any changes made to the gam% l

_ must be accepted in order to save the change:
Hit t,“he ® button to do this. If you just back ou
of lgbe Options menu using the ® button,

_ changes will not be saved. .

 Autosave

As you progress, a special Save icon will
appear on screen mdtcatmg your progress

s being saved. While the icon is on screen,

DO NOT remove the Memory Stlck DuuT"'
ar turn off your system. g

ote If the Memory Stick Duo"" is remave -
or eplaced durmg gameplsy, the appllca

Loading a Saved Game
If you want to resume your most recem: Y
saved game, choose LOAD GAME at the

Title Screen.

 Health Meter

Gem Count.

THE GAME SCREEN

Health Meter

qund in and around Haven
information, see Essentia




S
number of Precursor Orb
she current area. For maore

see Essential ltems, page 15.

= of Haven City and is an essentnal
6l of nawgat;mn The green arrow.

the direction he is facing. lcons show
 destination of yuur next mlssmn.

Electric Bug
Swatter can
' stun and finis|
, off the variou:
! Metal Bugs
J he encounter:
Pressing the

@ butt:on wrll cause Daxter to swat the

nearest bug. If there are multiple Metal

- Bugs within swatting range, pressing

® button repeatedly will allow DaXte’ t

_them quickly.

. Spray Gun

In addition to the Electnc Bug Swattg
Daxter will receive a Spray Gun. Th

temporarily stuns Metal Bugs, allowing

_ Daxter to get up close and personal with
_his Bug Swatter. To fire a stream of Bug

Spray, press and hold the ® butl:on.‘

Not just a handy weapon, the Spray gun
can also help Daxter get through, over
and above

some tricky

obstacles.




e ,\\ - = 55
EXTERMINATION 107

Spray Hover
With a special modification, Daxter can
use the Bug Spray inside the Spray Gun’s

canister to temporarily hover in the ain® =

~ allowing him to get across gaps as well
- as fly up to hard to reach areas. To Spray

= Hover, press.
the @ button to

jump then press -
| and hold the ©

button. Daxter
) will only be able
) to stay in the
3 air for a limited .
o amount of time
= ﬁ before he run
5 out of Spray,
_but can 1 continue to hover by collecting
more Green Eco whlle in mid- alr}
X
,Sprav Fire
When combined with a fire sour'ce the
volatlle Bug Spray inside Daxter’s Spray
Gun turns into a powerful flamethrower.

Shoot Spray at a fire source to change it
into a stream of molten heat and then use
it to melt through barriers:and obstacles.

In addition, you can use flames to get an
_extra boost while spray hovering.

i e e b O

The Spray Gun has two upgrade
attachments that are granted
over the course of the game.
Once an upgrade has been
acquired, selecting DIBEGTIONAL
BUTTONS CONTROL and pressing
<= and = on the analog stick will
cycle between attachments.

Flamethrower Attachment
upgrade gives Daxter the
of using the flame all the time, wreaklng
fiery death_on bugs, and allowing greab r
“spray distance and he:ght: .

Ultrasonic Attachment - ThIS

upgrade allows Daxter to launch
a projectile attack with radial damage
Hovering helght: ls unchanged by the

and Daxter will oftentimes be requnred t

y on his Sneakmg/crawhng skills to




Vehicles ,
_In the extermination field, sometimes
hoofing it on paw just won’t cut it. That's
where Zoomers come in. Daxter can hop
__on a variety of Zoomer vehicles and use
them to hover across large expanses
e 3 and uneven
landscapes,
sometimes
spraying,
ramming and
tracking down
pesky Metal

" To execute a hop, press the

~ while accelerating. To dlsmount

press the @ button

1 ﬂ button to use it.

,Note:,lnﬂarder to dlsmount spme Zoomers,
the vehicle must be hovering over a launch pa

ESSE,NTIALIVTEMS' .

Metal Bug Gems

These shiny yellow gems can be acquired
from fallen Metal Bugs and must be
collected to complete Daxter’s extermmat,

- mission Ob]ECtI\IES

Precursor Orbs
Precursor Orbs can be found stashed in
and around each environment. Find enough

- of these valuable Orbs and Daxter will

be able to unlock and access new Dream
Sequences, which can be completed to ear
more powerful Electric Bug Swatter move:
and Health Bars. For more information;

_ see Dream Sequences page 17.

'Bug Spray

Used to stun Metal Bugs, you g n find

_globules of this toxic green spray i

around the environment. One globule of,

- Bug Spray does not always refill a quarter
~ of Daxter’s Spray Gun Meter. Many of the

- Green Eco pickups vary on how much the

_refill Daxter’s Spray Tank; 1/2, 1 /3 '

full tank, etc.

‘Bug Cages

These contain Combat Bugs, and are pmze

discoveries throughout Haven City! For more

- —mformatmn, see Bug Combat, page 18

. Batt!e Tokens

These |ncred|bly valuab!
key to a wmnmg strateg




Accomplishing missions and tasks is
the key to survival, and, ultimately, savip
Jak. Unfortunately, belng a Metal Bug

_exterminator is not all it’s cracked up to
be — each mission is more dangemus
hai1 the last .

: ’Mlssum Strucl:ure

‘ g is stripes as an exterminator fo
the'Kridder Ridder Extermination Compan
which grants the access he needs to
~ explore Haven City in search of Jak. Osmo,
Daxters boss, Wl“ send him to various

| SEQUENCE

Dream Sequences *
Always one to embellish a story or
situation, Daxter’s tall tales aren’t only
for waking hours. Help Daxter achieve
victory in a variety of far-fetched and
outlandish dreams. Dream Sequences
are unlocked with Precursor Orbs. Once
Daxter has collected the required amount,
a Dream Sequence will become available

to play. To access unlocked Dream ;
' Sequences, Daxter needs to hop on his

bed and take a snooze at the back of the

_Kridder Ridder shop. Once unlocked, you

can play Dream Sequences over and over
in an effort to better your score and -
achieve higher medals.

_In every Dream Sequence, you

time and match your button. presses

‘and/or directional movements to the
‘corresponding button icons as they
appear or ﬂash on screen.

Daxter can also leam and execute a

variety of advanced Electric Bug Swatter

attacks by completing Dream Sequences

which must first be unlocked using

Precursor Orbs. These moves include:

@ button, ® button | Jump Swat Spin
® button, & button | Swat Uppercut




Bug Combat

is a mini-game

! where you

. will have the
opportunity to

. collect special
Combat Bugs
and then pit.
them against

Vials

These
collectibles
can be found in
and around the
environment
during Daxter's
adventure. Once

collected, Bug
J ic Vla_ls can

w - only one Combat Bug , 
‘There are hundreds of known species of ‘ Gameplay

. Combat Bugs that are found in Haven City, , '
all with different strengths and. weaknesses "
Bugs begm at a certain level, bu{t can |

:Gombat Bug against a
!eveled up using bug juice vials. 0

__gameplay occurs in thre
Once these phases ha
_completed, you will get

Combat, and can

battle for a
strong strategi
impact. For
example, there
are sirriple, les:

Phase 1: Choose Att:
During this phase, yo

lays. Each player is allowe
battle. Tokens are no
ollected, you wnll always h




ap (:
Ambush defeats Claw, and Claw
’def’eats Spit. Cycle between the

,q,u bUg s Attack and Defense power‘
Vo bars that surround the attack

Ad Defense [blue] strengths of the

g for that attack type. The white
ine is placed at the high point of attack
ower. Press the < buttun to lnltlat:

‘Meter as close
as possible to

Phase 3: Opponent's Attack Revealed
Token Play

The final phase will reveal your
opponent’s attack, and the big red
scratch marks indicate which bug is the
loser. However, it's not over yet! Your
Tokens now appear above the 'Spinner’
on the right of the screen. Use the
dlrectmnal buttons and § to select
between your available Tokens and press
the & button to use them. You can
choose to play one or all of the Tokens
(or none) in order to influence the
ultimate outcome of the battle. Tokens
must be played before the timer counts
down, and their effects occur in real
time - your play is |mmedxately revealed

_to your opponent and vice versa. [Your

opponent’s Tokens are shown on the Ie

Once all TD e played the
final attack layed and the mund
is complete. This continues until one

_of the bugs resigns or is defeated.




Bug Browser . ~
The left side of the Bug Browse
displays your available bug cages
_ scroll through your choices by pre
 the directional buttons 1 and E

“ne i/ou want to use, press he
<7 button to select it. -
\

: Press the ® button to apply
When you're ready, press the

‘buttons €= and = to cycle
through your available Tokens and press

@ but:tun to select and confirm your

Menu and then load a Daxter™ save
file. One player must host. The other
player must join. However, the play
is the same for both.

Ad Hoc Mode
Wi-Fi Mode uses 2 PSP™ systems
connected wirelessly using:

. - feature (Ad Hoc mode]

Before begmmng Bug L‘ombat

make sure each person participal g
does the following: .

Set-up the same Ad Hoc Settmgs in the
_ “Settings” area of the PSP™ system’'s
- Home Menu, and check that all users
set the “Ad Hoc Mode” settmgs to “Aug

- 'Play CIose By

ams used in batt?@ e
00 feet of each _other.
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Sony Computer Entertainment America (SCEA)

~ warrants to the original purchaser of this SCEA

- product that this software is free from defects in
material and workmanship for a period of ninety
(90) days from the original date of purchase.
SCEA agrees for/a period of ninety (90) days to
either repair or replace, at its option, the SCEA
product. You must call 1-800-345-7668 to receive

strucgons tosobtain repair/replacement services.

This warraﬁt;y» shall not be applicable and shall be

_ void if the defect in the SCEA product has arisen
- through abuse, unreasonable use, mistreatment
_ or neglect. THIS WARRANTY IS IN LIEU OF

~ ALL OTHER WARRANTIES AND NO OTHER :
- REPRESENTATIONS OR CLAIMS OF ANY NATURE

SHALL BE BINDING ON OR DBLIGATE SCEA. AN

IMPLIED WARRANTIES APPLICABLE TO THIS

- SOFTWARE PRODUCT, INCLUDING. WARRANTIES

OF MERCHANTABILITY AND FITNESS FOR A

PARTICULAR PURPOSE, ARE LIMITED TO THE

. NINETY (90) DAY PERIOD DESCRIBED ABOVE

IN NO EVENT WILL SCEA BE LIABLE'FOR

~ INCIDENTAL OR CONSEQUENTIAL DAMAGE

- RESULTING FROM POSSESSION, USE O
- MALFUNGTION OF THE SCEA SOFTWARE
~ PRODUCT.

’Some states do not allow limitations as to h
long an implied warranty lasts and/or exclu:
or limitations of consequential ‘damages, so the :
above limitations and/or exclusmns of liability ma
‘not apply to you. This warranty gives you specif
legal rights, and you may also have other nghts
w ch vary from state to state

UNAUTHORIZED USE
Unauthorized copying, reproductmn,,
‘pubhc performance or broadcast of l:h

is licensed solely for wireless distributio
PSP systems for noncommercial pur

Cartoon Violence

Crude Humor
PlayStation.Portable

s 2 registered trademark of Sony Computer Entertainment Inc. “PSP” and “UMD! are trademarks of Sony Computer
rianment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. “PlayStation™ and the
S" Family looo 2= registered trademarks of Sony Computer Entertainment Inc. © 2006 Sony Computer Entertainment Inc.
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