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intfrobpvction
| Gd\fter centuries of magical
imprisonment, a terrible foc
 fjas broken free and now resumes
its mission to Oestroy

the infhabitants of
Magi-Nation™.

%/Iagi»%’(ation'“’s only fope is a
young man from anotfjer worfd
named Cony Jones. Join Eony on the
adventure of a fifetime as fje fearns to
master the magic of dreams and prepares
for the ultimate confrontation witfj an
ancient evil. Begin a journey to the ¢dge of
your imagination and beyond!



COITTROLS

+ CONTROL PAD

MAIN SCREEN: This will
control the movement of Tony
throughout the world of
Magi-Nation”.

BATTLE SCREEN: Use the +Control Pad fo
navigate menus and select targets for commands.

SELECT o—
MAIN SCREEN: This has no use on the main screen.

BATTLE SCREEN: This has no use on the Batile screen.

A BUTTON
MAIN SCREEN: (Acion) Pressing the A Button attempts to inferact with whatever
Tony is currently facing. This can be used 1o talk to people, open boxes, ete. Try
pressing the A Button in many places and when you get new abilities.

BATTLE SCREEN: (Select/Confirm) Use the A Button fo select and confirm your
choices in the battle.

B BUTTON

MAIN SCREEN: (Run/Jump) Holding the B Bution will make Tony run. If foced
with an obstade that can be jumped, holding the B Bution while pressing the
+Control Pad in the appropriate direction will cause Tony to leap over it.

BATTLE SCREEN: (Cancel) Use the B Button to cancel the current action or selection.

——® START
MAIN SCREEN: This will bring up the Main Menu screen.
BATTLE SCREEN: This has no use on the Buttle screen.



GETTING SYARTED

Insert the Magi-Nation™ Game Pak into your Nintendo® Game Boy® Color system
and turn the power swiich fo the ON position.

When the Title screen appears, press START to view the New / Continue Game screen.

New / Continue Game Screen

This screen will allow you to start a new gume
or continue a previously-saved game. The first
time you view the New/Continue Game screen,
go through the door on the far left to start o
new game. You can only save one game. If
you start a new game and save it, all progress
on any previous game will be erased.

New Game
Using the +Control Pad, move Tony Jones into the left hand door.

Continue Game

To continue a game, there must be
a previously-saved game. Using
the +Control Pad, move Tony Jones
into the right hand door. You will
resume game play from the point
where you last saved the game.




THE mAin MENUV

Pressing START on the map brings up the Main Menu. The bottom part of the Main
Menu displays:

- Tony’s ordinary ‘money” Animite (sphere icon)

- Tony’s current ond maximum Energy (X icon)

The bottom of the main menu also displays the following options, some of which
will not do anything at the start of the story:

Tony

This brings up the Tony menu, which displays Tony’s Level and Experience.

Tony gains Experience whenever he and his Creatures win battles. Whenever Tony gains
100 Experience Points, he goes up a Level and his maximum Energy increases.

Over the course of the game, the Tony menu will show pictures of certain items Tony gets
that give him special abilities, such as the Energy Band that allows him to kick blocks.

Spells

After Tony gets his first spell from Evu, selecting ‘Spells’ will list Tony's spells,
indicated by a scroll icon. Spells are used during battles; see page 13.

Rings

After Pruitt makes Tony his first ring, selecting ‘Rings’ will display
the rings Tony has equipped, showing the statistics of the Creatures
he can summon. See 'Creature Statistics’ on page 17.

Shown below each Creature’s statistics are two slots for Relics, indicated by
question mark icons. To attach a Relic o a Creature, select a Relic slot and select o
Relic from your collection to fill that slot (or replace the Relic already in there). To
detach o Relic from a Creature or fo review the Relic effects on a Creature’s
Statistics, press left or right on the +Control Pad or SELECT, when the pointer is af
a filled Relic slot.



Items
Items can be found in treasure chests, given to Tony during story events, won in
battles, or bought at shops.

If Tony has any items af all, selecting ‘Items’ from the Main Menu will list them.
Certain items, such as the Baloo healing items and the Water of Life, can be
selected and used from this menu. Most other items can only be used during battles
and will tell you so when you fry to use them.

To find out what certain items, spells, or Relics do, ask o Historian; see page 23.

Relics are not ifems and are not listed in this menu. To see Tony's Relics, go fo the
Rings menu.

Items that give Tony special abilities are also not listed here. To see them, go to
the Tony menu.

Save
Saving from the Main Menu can only be done on the overworld (when everything
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appears smaller and Tony walks in place if you don’t touch the Control Pad.)
Selecting ‘Save’ marks the spot from which you will continue your game when you
take the right-hand door at the New/Continue Game Screen; see page 6.

At havens such as Inns and Gia's hut, people will offer Tony the chance fo record
his journey. Recording the journey will save the game without having to use the
Main Menu. It will also restore Tony to his full Energy — this will not happen if you
save on the overworld.

*List
The star icon is the symbol for Infused

types Tony has goiten Infused Animite from @ \
in alphabetical order, as well as how much WM
Infused Animite Tony has collected from each
of those Creature types. /



BATTLES

A standard battle is broken up into a series of turns. Each turn the following things

I'ICIPPBI'II aRey PARRY '.,-?9’1 R

1. Decide what action Tony will take. ' ) d =@

2. Decide what action each of Tony’s Creatures will
take.

3. Opposing Magi and Creatures decide what actions
they will take.

4. The actions are played out.

Tony’s Actions
Tony has five actions he can take, and he can only take one action per turn. The
five actions are:

SUMMON
This is the most important action in any battle. To summon a Dream Creature, Tony must
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pay Energy equal to that Creature’s maximum Energy; the Creature will then appear
with that much Energy. If Tony has less Energy than the maximum Energy of a Creature
he wants fo summon, he cannot summon that Creature.

ITEM

This allows Tony to use one of his items. The types and uses of items vary widely.
You can use items to heal a Creature or improve a Creature’s statistics. Using an
item costs no Energy.

SPELL

Tony will learn new spells throughout his adventures. Casting them will use some of
Tony's Energy and have an effect, similar to items. Spells never run out, but you
need fo have enough Energy to use them.

FOCUS
Focusing allows Tony fo ‘pass” his turn fo gain a small amount of Energy.
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RUN

If the battle is not going in your favor, or if you do not wish to waste your time with
the battle, you can try o run. You may not be able fo run in all situations, and if you
do run, the Energy remaining on the Creatures you have summoned is lost.

Tony’s Creatures’ Actions

A summoned Creafure gets to do one action of its own each turn, except during the
turn in which it was summoned. Creatures have three kinds of actions:

FIGHT
‘Fight’ is a Creature’s normal attack. Creatures do not have to spend Energy to
fight, but it has no special effects.

DEFEND
While the cursor is on Fight, you can change Fight to Defend by pressing left
or right on the +Control Pad, and vice verso.

‘Defend’ allows a Creature to prepare for attacks. When a Creature chooses fo
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defend for o turn, it takes less damage from attacks during that turn, but it
also does not get to attack during that turn. Defend, like Fight, does not cost
its user any Energy.

SPECIAL

Creatures must spend Energy to use special abilities, which have a variety of
effects. The cost to use o special ability is listed next to the ability's name. A
Creature cannot use a special ability if it does not have enough Energy.

Opposing Actions

After choosing what Tony and his Creatures will do, the opposing Creatures (and
sometimes Magi) decide what they will do. You will not know what actions your
opponents have chosen until the actions are played out.

Resolution
The actions that have been chosen are played out. Tony's action always happens
first, followed by the action of the opposing Magi (if any). The Creatures on both
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sides then tuke turns, with Creatures of higher Speed having a better chance to go
earlier in the turn. Some Creatures are stronger or weaker against certain fypes
of opposing Creature attacks. For example, Shadow Creatures lose more Energy fo
the Life-type attacks of Naroom Creatures.

Sometimes when the time comes for ifs special ability to be played out, a Creature
will not have enough Energy fo use the planned ability because it lost Energy from
another attack earlier in the turn. When that happens, the Creature will Fight or
Defend instead, depending on whether the ability was ‘friendly’.

Example: Tony's Abaquist, which has 15 Energy, is going to perform an attack that
costs 12 Energy. Before the Abaquist's attack executes, the Abaquist is hit by a

Weebo and loses 5 Energy. The Abaquist now has only 10 Energy,
and since it can no longer afford the 12 Energy attack, it uses
Fight instead.

When the actions of Tony, his Creatures, and his opponents
have all been played out, a new round of battle begins.
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Winning

Against a random appearance of Dream Creatures, you win when there are no more
(reatures opposing you. Against another Magi, you win when the Magi has no more
Energy AND no more Creatures. Remember that Creatures are an extension of their Magi's
Energy. This means Tony himself will lose only if he has no Energy AND no Creatures.

When Tony wins a battle, all his Creatures disappear. All Energy remaining on those
Creatures returns to Tony.

“Rally Point” Energy

Whenever Tony defeats an opposing Dream
Creature, he gains o small amount of Energy as the
defeated Creature returns to the Dream Realm.

Creature Statistics

STRENGTH
Effectiveness of physical attacks (Fight, \ !
Pummel, Punch, Tackle, etc.). ay N \ (179,



SKILL
Effectiveness of non-physical maneuvers (Flame, Gust, Leaf, Tide, etc.).

DEFENSE
Resistance to physical attacks.

RESIST
Resistance to non-physical attacks.

LUCK

The less Luck a Creature has, the more consistent
the damage and effects of ifs attacks will be. If your
Creature has high Luck, its attacks will sometimes do
very well, but they will sometimes do poorly. As
Luck is not necessarily a good thing, it does not
change when your Creature goes up a Level.
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ENERGY
The amount of Energy you must have to summon the Creature. This is also the
Energy the Creature will have when summoned.

LEVEL

With every 100 Experience Points a Creature gains, it will go up one Level. When a
Creature goes up a Level, it will also gain points in its stafistics and sometimes
learn a new special ability.

EXPERIENCE

Your Creatures gain Experience at the end of each battle you win. The amount of
Experience that a Creature gains is based on the level of difficulty of the battle. If
you fight battles that are too easy or too hard for your Creatures, they will gain
less Experience.

Example: You have a Furok at Level 15 and o Weebo at Level 5. If the Furok and
the Weebo both get into a battle against Level 5 Creatures, the Furok will gain less
Experience than the Weebo. However, if the Weebo and Furok fight Level 15

Creatures, the Furok will gain more Experience. 2



WORLD OF mAGi-mation™

The Magi, inhabitants of Magi-Nation™, are driven by
their hunger for knowledge and their love of batle.
Magi spend their lives exploring their world and
collecting the dream mineral Animite, the substance
that drives all existence in Magi-Nation™.

Magi use Animite fo bring Creatures from the Dream
Realm into reality. By using these Dream Creatures to
battle others, Magi gain treasures and Experience that
will aid them in their search for wisdom.

Overworld
As Tany Jones, you will have many quests to complete before the final battle. In the
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world of Magi-Nation™, you can explore unusual terrain,
find mysterious hidden areas, meet amazing people, and
learn to summon incredible Dream Creatures.

Dream Creatures and Animite f <

How does one learn to control a Dream Creature? ' % = S
When Dream Creatures are defeated and sent back fo the Dream Realm, they leave
behind a small deposit of a mineral called Animite. Animite is what connects the
real world with the Dream Realm and allows the Dream Creatures to come into
reality. Animite is also the currency of Magi-Nation™, because of its rarity.

Infused Animite

Occasionally, when a Dream Creature is defeated, it will leave behind o small piece
of Infused Animite — that is, Animite containing the essence of that particular
Dream Creature.

21



Relics

When attached to a Dream Creature, Relics modify that Creature’s stafistics. You
will find Relics in chests all over Magi-Nation™. To learn more about Relics, see
‘Rings’ on page 9.

Ringsmiths

Ringsmiths can take Infused Animite of a particular Creature type and
forge a ring for you to use to summon and conirol a Creature of that
type. The following menus are accessible from any Ringsmith:

FORGE

When you select ‘Forge’, you will see the different rings that the Ringsmith can
make, as well as how much regular and Infused Animite you need fo make a
particulor ring.

EQUIP
When Tony has equipped a ring, he can summon that ring’s Creature. Selecting
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‘Equip’ will display all of your rings, showing whether or not they are equipped.
From this menu you can equip, de-equip, or destroy rings. You can equip up fo fen
rings, one on each finger. Unequipped rings do not appear in the Main Menu Rings
submenu (see page 9) and can only be viewed or equipped by using a Ringsmith's
Equip menu. Whenever a new ring is made, if you have less than fen rings
equipped, you will automatically be asked if you want to equip the new ring.

POWER
A Ringsmith can also ‘power up’ an existing ring by adding more Infused Animite
of the ring's Creature type to the ring. Powering up a ring raises ifs Creature’s

Level by one, and the amount of regular and Infused Animite needed to power up
increases with the Creature’s Level.

Historians

Historians, like Evu, can tell you what your Spells,
ltems, and Relics do.
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CGAIME PLAY HELP

Vash Naroom
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Follow Eidon to the forest town of Vash Naroom.

When you first arrive in Vash Naroom, go to see Orwin. Orwin lives in the far upper right
corner of the city.

After Orwin and Eidon argue, go to see Pruitt. Pruitt
lives in the lower right corner of the city. Pruitt will
make a ring for Tony. Since you have less than ten
rings, it will be automatically equipped for you.

Go to see Evu. Evu lives in the upper left corner of the
city. Evu will talk about Jellybeans. Tony will have to
find jellybeans for Evu.

Go to see Poad. Poad lives in the lower left corner of
the city. Poad is the innkeeper, and will save a record
of the game. Poad will give you jellybeans as a gift.
Take the jellybeans to Evu. Evu will thank you, and give you a spellbook in refurn.

Go down to the entrance of Vash Naroom. Eidon will be waiting for you there. Eidon will

take you to the training grounds.

In the training grounds, you will meet Yaki, who will
explain how battles in the game work. You will alse
have a chance fo fight a fraining battle with Salafy.
While in the training grounds, an earthquake begins.
Orwin leaves the city to see what caused the
earthquake. Orwin runs into the glade to the right of
Vash Naroom. Tony should go to the glade. There will
be people in the glade looking for Orwin.

After Tony finds Orwin and the Shadow Geyser, he must go to see Gia. Gia lives to the
left of Vash Naroom. Go left on the overworld map to the forest. Go through the forest,
staying along the bottom path. You should move down and left to get through the forest.
After exiting the other side of the forest, try to find Gia's hut, which is next to a
windmill.

When you meet Gia, she will give you a key to get into the Shadow Geyser. You must
now go back to the Shadow Geyser and enter it.

In the Shadow Geyser, pull the levers to open the gates.

Feadd for a

ATraining match?

25
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GAME PAK PRODUCT SERVICE ITTFORIMATION

For product support, please visit our web site ot hitp:/ fwww.magi-natien.com er call our Consumer Service Department at
206-405-2727. Hours of aparation are £:30 am. 1o 5:30 p.m., Pacific Time, Manday - Friday [fimes subject i change). If o problam cannct
be solved ovar the telophcne or with the on-ine roubleshooting inb it may ba ry fox you fo ship the complele product te Inkeractive
Imaginasion , FREIGHT PREPAID AND INSURED FOR LOSS OB DAMAGE . Please do not send ory products 1o Infefactive imagination wifhoul j
calling us first. }

LIMITED WARRANTY
[ Imagi Carps {"eractive Imogination™] warrants w2 the arginal and-vsar purchaser that the product shall b e from defects
in moterial and weskmonship for o period of ninsty [90) days from the dete of onginal purchose. If (1 o defect covered by this warranty eccurs
during this ninety [90} day warranty period, {iil o imely wartanty claim is made as provided below, and [ii] you provide the eriginal purchose
recaipt, than, subijoct 10 the milabans set loth below, Inkractive Imagination will repoir or rapkoce the defective prodct, al its oplion, free of
chorge, However, in fieu of repoir or replacement. Ineractive Imagination, inits sole discrafion, resarvas e right to refund the omaunt paid by the
original purchaser for the product. Warranty chaims st b mceived by Interoctive Imaginaticn i wriling of its mail addiess shown below no lamn
than six [4) menths afier the date of purchase by the ariginal purch As proof of f you must refain your original, dated
purchase receipt. Failure 1o relum the woranty card o 1o ragiuter o our waks sitg, www, maghaoficn.com (il availabla] shall not void the
‘warranty rms. |

This worenty shall ot apply'if this product. |o) is used an or with products not soldion licenped by Minfende [including, bl nal limited %o, non-
ficansed game enhancement ond copier devices fsee the "Unautharized Copying, nclice, below], odoptars, and power supplies]; ib) is used ather
than in ! with Inferactive Imaginafion’s written eian, (¢] is usad for ol purposes fincluding mntal); [d) is medified o
Jampered with ot 1§ subjocted 1o repales of stempied repairs by any perten (including fhe purchaser) ather than by on authorized Interoctive:
Imaginsii peirp (e} iz o d by negligence, occident, water, foréign objects, unreosanable vse, or by ather causes ynraloted lo
defoclive materials of workmanthip; éc ff) has hed hie serial number aliered, defoced or rameoved

REPAIR OR REPLACEMENT AS PROVIDED UNDER THIS WARRANTY 15 THE EXCLUSIVE REMEDY ©F THE PURCHASER. THIS WARRANTY IS IN
LEU OF ALl OTHER ORAL OR WRITTEN WARRANTIES, LABILITIES OR DBUGATIONS OF INIERACTIVE IMAGINATION. ANY APPLICABLE
IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY DISCLAIMED. N MO EVENT SHALL INTERACTIVE IMAGINATION BE LABLE FOR CONSEQUENTIAL OF INCIDENTAL DAMAGES OF
ANY KEND INCLUDING DAMAGES FOR 1055 OF USE, DAMAGE TO EGHIPMENT, OR INJURY| WITH RESPECTITO THE PRODUCT, WHETHER
THE CLAM IS BASED THE BREACH OF ANY IMPLED OR EXPRESS WARRANTIES, OR CTHERWISE. Soma sales di not allow limitatiens on
herw long an implied warrcnty lasts oe exdision of consequential or incidantol domoges, 38 ihe obove limilations may nol dpply to you
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1
This warranty gives you spacific legal rights, and you mey also have other rights which vary om sete fo stale. Interactive Imegination's address i

o tet forth below. This warronty is only walid in the United Siates.

SERVICE AFTER EXPIRATION OF WARRANTY
ﬁwn isit our wab sl ol www.mogiaation com or call our Consumer Service Department of 2064052727 for troublesheoting assisiance. fn

= jome insiarices, it may be necessory for you o ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, 1o Inisractive
Inaginaion. Pleose do not send any products 1o ive Imog withaut irg ws first
|

- UNAUTHORIZED COPYING

ARMING: Copying of any Interactive Imogination gome is iBegal and is stricly prohibited by domestic ond inkemafional copyright lows. “Back-
ar "archival” coples are not outhorized and are nol necessary fo profect your seftware. Vislators will be prosocuted.  This Interactive

Imagination game is not designed for use with any unauthorized copying davice. Use of any such device will invalidate your Interoctive
Ineination produe weirranty. | Imagination and /o oy Inferacti ination Licensee or diskributar] is nal responsibla for oy
damage or loas cavsed by the use of any such device If use of wich device causes your game fo skop aperaling, discannect the device carefully lo
avid damage and resume nermal gome play 1 your gome ceases to operate and you have 1o device aifoched fo i, please contact Inlerackive
Imogination.

This manual and ciher printed matier accomponying this game are ¢ d by domestic and
|rternational capyright kows. Tht software, computer coding and ofhier eperctional, ereative g =
and appearance features of the product ond game ere provided solely for the e of the
- enduser ender licanse for recreaionol purpases caly. The rentol or offer commercial
e ot resale of this gome without permission of Interoctive imagination o it licensees
{8 shictly prohibited.

K Information:
| Mail Address  Interoctive Imagination Consumer Service
| i PO Bax 4039

Seottle, WA 981040039

USA

Afention: Warranky Claims Administrator

| Web Site W magi-nalion.com
Emoil worman| giration eom
Phone 206.405.2727

Fou 2062649974
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