For safe use of this product, carefully read the following section of this manual and the
Precautions section of the instruction manual supplied with the PSP® (PlayStation®Portable)
system before use. Retain both this software manual and the instruction manual for future
reference.

Health precautions

* \When operating the unit, play in a well-lit room and keep a safe distance from the
screen. ¢ Avoid prolonged use of the console. Take a break of about 15 minutes during
every hour of play. ® Do not use the console when you are tired or short of sleep. ® When
using headphones, do not turn the volume up before putting the headphones on. Also, do
not listen at loud volume levels for extended periods of time. Stop using the console
immediately if you experience any of the following symptoms. If the condition persists,
consult a doctor. ® Lightheadedness, nausea, or a sensation similar to motion sickness.
* Discomfort or pain in the eyes, ears, hands, arms, or any other part of the body.

Use and handling precautions

® This disc is PSP® (PlayStation®Portable) format software and is intended for use with the
PSP system only. If the disc is used with other devices, damage to the disc or to the device
may result. ® This disc is compatible for use with the PSP® system marked with FOR SALE
AND USE IN U.S. ONLY. ® Depending on the software, a Memory Stick Duo™ or Memory
Stick PRO Duo™ (both sold separately) may be required. Refer to the software manual for
full details. ® Do not use while driving or walking. Do not use in airplanes or medical facilities
where use is prohibited or restricted. ® Set the PSP® system’s wireless network feature to
off when using the PSP® system on trains or in other crowded locations. If used near
persons with pacemakers, the signal from the PSP® system'’s wireless network feature
could interfere with the proper operation of the pacemaker. e If paused images are displayed
on the screen for an extended period of time, a faint image may be left permanently on the
screen. ® Store the disc in its case when not in use and keep in a place out of the reach of
children. If the disc is left out this may result in warping or other damage to the disc. ® Do
not leave the disc in direct sunlight, near a heat source, in a car or other places subject to
high heat and humidity. ® Do not touch the opening on the rear of the disc (recording surface
of the disc; see drawing). Also, do not allow dust, sand, foreign objects or other types of dirt
to get on the disc. ® Do not block the opening with paper or tape. Also, do not write on the
disc. e If the opening area does get dirty, wipe gently with a soft

cloth. e To clean the disc, wipe the exterior surface gently with a soft

cloth. ® Do not use solvents such as benzine, commercially-available

cleaners not intended for CDs, or anti-static spray intended for viny!

LPsasthese maydamagethedisc.®Donotusecrackedor

deformed discs or discs that have been repaired with adhesives as

these may cause console damage or malfunction. ® SCE will not be

held liable for damage resulting from the misuse of discs.

Ejecting the disc

Press the right side of the disc until it is in the position shown
in the drawing and then remove it. If excess force is applied
this may result in damage to the disc.

Storing the disc

Insert the bottom side of the disc and then press on the top
side until it clicks into place. If the disc is not stored properly,
this may result in damage to the disc.

"PlayStatiol PS” Family logo, and "PSP" are registered trademarks and "UMD" is trademark of

Sony Computer Entertainment Inc. “Memory Stick Duo” and “Memory Stick PRO Duo” are
trademarks of Sony Corporation.
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WIRELESS (WLAN) FEATURES

Software titles that support Wireless (WLAN) functionality allow the user
to communicate with other PSP™ systems, download data and compete
against other users via connection to a Wireless Local Area Network
(WLAN).

AD HOC MODE

Ad Hoc Mode is a Wireless (WLAN) feature that allows two
MR  or more individual PSP™ systems to communicate directly
with each other.

Some software titles feature Game Sharing

Game Shaing facilities which enable the user to share specific
game features with other users who do not have a PSP™
Game in their PSP™ system.
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INFRASTRUCTURE MODE

Infrastructure Mode is a Wireless (WLAN) feature that allows
the PSP™ system to link to a network via a Wireless (WLAN)
Access Point (a device used to connect to a Wireless
network). In order to access Infrastructure Mode features,
several additional items are required, including a
subscription to an Internet Service Provider, a network
device (e.g.a Wireless ADSL Router), a Wireless (WLAN)
Access Point and a PC. For further information and setting
up details, please refer to the PSP™ system instruction
manual.

STARTING THE GAME

Right side view

— i —

POWER/HOLD switch

Front view

Disc cover DC OUT connectors

L )] ]
——— ———
IR port UsB OPEN latch

connector

Set up the PSP™ system according to the instructions in its instruction
manual. Turn the PSP™ system on and the POWER indicator will light up
green.The Home Menu will be displayed. Press the OPEN latch to open
the disc cover. Insert the Bubble Bobble Evolution disc with the label
side facing the rear of the PSP™ system and then securely close the disc
cover.

Select the s 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.

PLEASE NOTE: the information in this manual was correct at the time of
going to 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.
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Introduction

Bub and Bob have evolved!
The place: London, the time: the 18th Century.

Brothers Bub and Bob are playing close to the river Thames. Bub and Bob
soon grow tired of their game and decide to head home when suddenly
from out of nowhere the two boys are transformed into green and blue
dinosaurs!

Bub tries to shout but much to his surprise he makes no sound and
instead blows a large bubble! Bub and Bob look at each other in
stunned amazement.

A mysterious voice bellows,”"How do you like your new costumes? How
about | take you somewhere where you can put them to good use!”

The two brothers are captured by a dark cloud which whisks them off to
an unknown location which has two very mysterious looking towers.The

cloud disappears and the two brothers fall towards the sinister buildings.

As they descend, the roof of each tower opens up and the brothers are
separated, falling straight into the towers, bumping all the way to the
bottom.

The mysterious voice returns:

“Gentlemen! How do you like your new home? Enjoy yourselves and
welcome... welcome to my towers of entertainment!” And with a
cackling laugh, the voice is gone... and a new adventure for Bub and
Bob has begun!

Game Modes

Bubble Bobble Evolution has
several play modes. Press

at the title screen to

access the main menu.

New Game:

Start a new Bubble Bobble Evolution game. The tutorial is
recommended for first time players.

Load Game:

Carry on a Bubble Bobble Evolution adventure from the last saved
game.

Versus Multiplay:

Start or join a competitive Multiplayer game.
Options:

Adjust game settings here.

Select mode with the directional buttons and press the € button.

Memory Stick Duo™

To save game settings and progress, insert a Memory Stick Duo™ into the Memory
Stick Duo™ slot of the PSP™ system. Saved game data can be loaded from the same
Memory Stick Duo™ or any Memory Stick Duo™ containing previously saved game
data. Please ensure there is enough free space on your Memory Stick Duo™ before
starting play.

PSP™ (PlayStation’Portable) system configuration
L button LCD screen R button

Directional [oDIAIC]
buttons buttons

MEMORY T Qe - — @0 @ |— POWER
STICK 1o
indicator
puo™
access
. HOLD
indicator Nes
Volume indicator
WLAN
access
indicator Right speaker
Analog stick — START button
Strap holder — SELECT button
Left speaker Sound button
HOME button —— —— Display button
Basic contrOIS Press and hold for
Enter door Yoyo Bubble
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Change Camera
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x I
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Screen Layout

Bub: This is the player's character. Bonus Iltem: Pick up these
| for extra points.

Enemy: Trap them with
your bubbles!

Bubbles: These come in several
kinds. More about them later!

. = = 5.1 — Platforms:
- . Bub and Bob
H - 3 walk around

& - on these to get

—f—* around
— 0 12 the levels.

I If a section
# J of a platform
is semi-
transparent then
the player can
jump through
—_— i - them.

= = = L
Left/Right Tower: Bub starts in Score: The
the Right Tower and Bob starts current score.
in the Left tower.
Switches: These are used to change variou:
things within the levels. A switch can alter the
air currents to affect the flow of bubbles,
change environmental conditions and so on.

Level name: The name of
the level the player is
currently on.

Health Meter: The blue line is the player's

health meter. If it completely drains, it's

L Air Particles: Tiny air particles that show the game over. The Red section is the player's
direction of the air current and the direction the ~ Maximum health limit. This can be
bubbles move around the level. Watch how these extended by collecting all of the letter
change direction when some stone switches are  DubDIes.
operated.

Environment Gauge: This shows the status of
the environment in the current section with a
separate orb for each environmental condition.

el

Red: Temperature. Will fill up as the temperature rises.
Green: Atmospheric pressure. Will fill up as the pressure rises.
Blue: Gravity. Will fill up as gravity increases.

Orange: Bubble speed. Will fill as bubble speed increases.

Basic play:

Bub and Bob must escape the towers in which they have been imprisoned. They
must solve many puzzles whilst fending off the hordes of baddies. This is done by
capturing them in a bubble and then bursting it. The easiest way to do this is to burst
the bubbles against the spikes on their backs.

Each floor of the towers has three sections, each packed with enemies to get rid of
and puzzles to solve before the player can continue up to the next floor. The towers
are split into 4 areas with each area containing more floors than the last.

# The player can jump on bubbles and use them to reach

4.4 places beyond their normal reach. This is done by pressing
—- i and holding down the & button.The player simply has to
keep the & button held down once the jump has started.

The player can move between the three sections by using
doors in the section walls. This is done by walking up to an
- open door and pressing the 4 button. Use wooden switches
- - | l ¥ to open doors.

[’

Lifts

A These move the player between floors and are therefore
i ultimately the player’s goal for each floor. Like doors, stand in
I I front of a lift and press the 4" button. Note that lifts need to be

activated before they can be used.

[ There are also pipes that can transport Bub and Bob to a different part of
the level or even to the other tower.

Air ducts in the section walls suck in bubbles and spit them out on the

other side and into the next section. This technique can be used to move

items from one section to another.There will be times when you'll need to

adjust the direction of the air current to make the bubbles flow in the
direction you want. Do this by using the stone switches.

Changing Character:

The current character can be changed by pressing the Q button.
This allows the player to switch between Bub and Bob, who are stuck in different
towers.

Map Screen:

The Map Screen can be displayed by pressing the button. Here the player can
see a map of the two towers as well as which
character they are controlling and the current

BB status of both characters including the level of
o B their abilities. See page 10 for information about
ol how to increase Bub and Bob's abilities by eating
= candy.
Robot Parts:

The player should keep a lookout for robot parts on their quest to escape the
towers. Collect them all to find out why.

Saving a game:

The player will be asked if he/she wishes to save the game when moving between
floors. A saved game can be loaded from the main menu by using the Load Game
option.

Advanced play:

The player can form a bubble chain by repeatedly firing bubbles.
Popping the first bubble that’s nearest the player will pop all of the
bubbles in the chain meaning players can affect things they may
only be able to reach with a bubble chain such as turning a switch.

B



Special Player Bubbles:
Yoyo Bubble:

g - A Yoyo bubble takes time to charge and is
DT o

performed by pressing and holding the @

button. Bub or Bob will flash when the bubble is
ready to fire which can be triggered by releasing the
® button. This will make a special bubble shoot out
in front of the player and then return, much like a
real Yoyo!

Press and hold the @ button to fire an Oblong
bubble.These can capture multiple enemies.
Release the @ button when the character flashes
to fire an oblong bubble.

Bubbles found around the levels:

Power Bubbles:

These bubbles appear from the bubble ducts and drift around the levels they
F appear on.When burst by the player, they produce special effects that the
player can use to help complete the level!

Bubble Converters

Use these machines to change your normal bubbles into different types of
bubbles such as lightning bubbles. You may need to add power before they
can be used.

Letter Bubbles:

These spell out a certain word which is spelt out as the player bursts bubbles
containing the letters.

If the player manages to collect the entire word, their maximum health limit (the red
part) will be EXTENDed in size as a reward.

Switches

Switches are activated by blowing a bubble in front of the switch and then bursting
it. There are three types of switches for you to play around with:

Metal: Turn items on or Wood: Open or close
0 off such as fire and . doors'
ice obstacles. .

Stone: Alter something
in the environment.

Bonus Items:

Bonus items are left behind when a captured enemy’s bubble is burst.

0 24@ fg@-

Keep an eye out for many other items too!

Candy:

Candy comes in four types:
Bubble Speed Candy:’ Bubble Rate Candy: This
This makes the player’s !ﬁ increases the rate at which
bubbles move faster. the player can fire bubbles.
Bubble Distance Candy:

ﬁg; This increases the distance .
k] the player’s bubbles will

travel before they start
floating naturally.

Player Run Candy: This makes
x the player move faster.

Candy power-ups are cumulative. They increase in power with each candy that the
player collects.The current power of your two characters can be checked on the Map
Screen by pressing the button during the game.

Key Items:
These are items the player must use to solve puzzles.
Door Key:
This opens Plant Seed: Move this to a
ﬂ locked doors. a‘ flowerbed and
: = add water.

Block of Ice: Melt
or dissolve this to #=n  Lantern:Capture this in a bubble to
q get a water bubble. 1. make a fire bubble
‘WE:  (under the right conditions!).

Battery: Use
this to make a

m e _— - Enemy Generator and Enemy
L Ieitisfing Lotz @ E | Generator Switch:

Enemies are regenerated
from these points. Use these
switches to disable them.

Enemies!

These are some of the enemies who are trying to prevent Bub and Bob from escaping
the towers.

L ﬁfg" p
A W = -L{‘ r
'! ™ . e

Zenchan Baneboh Monsuta

Bosses:
At certain points in the game the player will have to defeat a giant boss.These huge
monsters may seem invincible but there's always a way to take them down!




Multiplayer Modes: Setting Up A Game

To start a multiplayer game, the player selects “Versus Multiplay” from the main
menu.

Once chosen, the player chooses if they are to host a multiplayer game or join one
already being hosted by another player.This is called being a Guest.

Hosting a Versus Multiplayer game:

Select “Host” from the menu by highlighting it and pressing the S button.The
player will now be presented with the Host setup menu.

Here the hosting player can select the level

by choosing “Select Stage” with the S button.

One of the three sections will be randomly
selected.

Back in the Host Menu, choose “Start” to begin
- a game or “Exit"to return to the main menu.
-| Please make sure the WLAN switch is turned
on before starting a multiplayer game.

The host player now waits for 1-3 guest players to join. Once everyone has joined,
press the S button to start the game.

Note that the order in which the players join the game will denote which colour
character they will control.

Joining a Versus Mode game:

To Join a game being hosted by another
player, the player must select Guest from the
Versus Multiplay menu. Make sure the WLAN
] switch is turned on before starting a
multiplayer game.

Once Guest is selected, a menu will then be displayed showing available games
which the player can Join.To start, simply select a game to join and press the S
button. Joining players must wait for the Host to start the game before the action
can begin.

If more than one game is being hosted, you can use the ID numbers to the right to
determine the game you wish to join.

Versus Multiplayer

Versus Multiplayer allows up to four players to
fight each other in an elimination battle.The
last one standing wins!

If a player loses all their health, they will be
knocked out of the game.

At the end of each game the scores for each
player are displayed.

Special Versus Multiplayer features:

Bombs!

% Bomb Bubbles are used to attack other players. Bomb Juice allows players
¢ ~  to blow up ten Bomb Bubbles per Bomb Juice. The player cannot stockpile
Bomb Juice so they must blow up all ten Bomb Bubbles before they can

pick up another one.Bomb juice appears when the player bursts a bubble

with an enemy captured inside.

Bomb Bubbles are fired by pressing the F button and will explode after

‘\,‘.-,/' travelling a short distance or coming into contact with another player.

Options

Several game settings can be altered in the options menu which can be selected
from the main menu by highlighting Options and pressing

the button.

The options available allow you to:

Button Configurations: Alter the control assignments.

Sound Effects: Alter the volume for the game’s sound effects.

Background Music: Alter the volume of the game’s music soundtrack.

View Results: View statistics.

Exit: Return to main menu.

For hints and tips, please go to www.risingstargames.com/bubblebobbleevolution
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LIMITED WARRANTY

THE CODEMASTERS SOFTWARE COMPANY LIMITED SOFTWARE LICENSE AGREEMENT

IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM (WHICH INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED 10 YOU ON THE TERMS SET FORTH BELOW, WHICH GONSTITUTES A LEGAL AGREEMENT

COMPANY LIMITED. (*CODEMASTERS"). BY USING THE PROGRAM, YOU AGREE TO BE LEGALLY BOUND
BYTHE TERMS OF THIS AGHEEMENT VT CODEMASTEHS,

THE PROGRAN i protected by the copyrightlaws of the Unted States,iterationalcopyright treaties and conventions and ot aws. The Program i icensed, and
ot sold, and this Agreement confers no title or ownership to the Program or any copy th

1. Limited Use License. Codemast ts you the 3 . limited right and license to use one copy of the Program solely for your personal

Ownership. Al intellectual property rights in and to the Program (including but not imited to video, audio and other content incorporated therei) and title to any and
o e B GG R e e o o e ettt e o Feoos e ragyam 1 herser

YOU SHALL NOT:

* Copy the Program.

* el ren, leaso, ianse,distributo o atherwiss ransfer or make avallable o any other parson the Program, n whols orin part, or use the Program o any part therof
in any commercial coniext,incucing but not mited to use in a Service bureau, “cyber cafe", computer gaming center or any other commercal location in which

access fhe Program. offer o baroi o0 15 mek e rogram atasic o comimarol vee,
 the contact information below.

- Reverse engineer.deriv soura code, iy, decoplle, dsassemble o ceats deratve waks of the Program,in whole o i part
Remove, disat t fetary noticet on or within the Program.

* Export of re-export ins Program of &ny copy or adaptation In violation o any applicabls U-S. export restrictions o other laws or regulations

LIMITED WARRANTY. Codemasters warrants to the original consumer purchaser of the Program that the recording medium on which the Program is recorded will be
free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium of a product is found defective within 90 days of original
purchase, Codemasters agrees 1o replace, free of charge, such product within such period upon ifs receipt of the Product, postage paid, with proof of the date of

substitute a similar program of equal or greater value. This warranty is limited to the recording medium containing the Program as originally provided by Codemasters
and is not applicable and shall be void i the defect h b treatment, or neglect. ibod
tothe 90-day period described above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING
ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF
ANY KIND SHALL BE BINDING ON OR OBLIGATE CODEMASTERS.

When returning the Program for warranty replacement please send the original product disks orly in protective packaging and Include: (1) a photocopy of your dated
sales receipt; (2)your name and return adiress typed or clearly printed: (3)a brief note describing the defect, the problems) you encountered and the System on which
You are running the Prograr: (4) f you are retuning the Program after the 90-day warranty period, but withir one year after the date of purchase, piease include check
‘or money order for $15 U.S. currency per CD o floppy disk replacement. Note: Cerlified mail recommended.

Send to: Warranty Replacements, Codemasters Inc., 2000 Polo Parkway, Suite 105, Midiothian, VA 23113, USA.

LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION. USE OR MALFUNCTION OF THE PROGRAM. INCLUDING DAMAGES O PROPERTY; LOSS OF GOODWILL, COMPUTER FALLURE OR MALFUNGTION
/AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. CODEMASTER'S UABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE T0 USE THIS PROGRAM. SOME STATES/COUNTRIES
DO NOT ALLOW LIMITATIONS O NG AN IMPLIED WARRAI iE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DRMAGES, SO THE ABOVE IMITATIONS ANG/OR EXGLUSION O LIVITATION OF LIABILITY MAY NOT APELY T YOU- 1115 WARRANTY GIVES Y00 SPEGIFC
LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.

‘TERMINATION. Without prejudice to any other rights of C: tis Agreement wil y f you fail to comply with s terms and conditions. In
B e e e e Bty e S 1 componom b

US: GOVERNVENT RESTRICTED RIGHTS, The Program and documentation have been developed el at privats sxpense and ate provided as “Commercial

are” or “restricied computer software." Use, duplication or disclosure by the U.S. Government or'a U.S. Government subcontractor is subject fo the
FeaEhons set forn i suopara yaeh (C11)0) of me Rights i Technical Data and Gompuier Software clauses in DFARS 562.557.7013 o as sel forh n subparagraph
©)(1) and (2)of the Commercial Gorn Restricted "227-19, a3 applicable. The Contractor/Manufacturer is Godemasters Inc., 2300
Polo Parkay, Sute 105, Midiothian, VA 23113, USA.

INJUNCTION. Because Codemasters would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Codemasters shall be
entitled, without bond, other securiy or proof of damages, o appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other
remedies as Codemasters may otherwise have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Codemasters, its partners, affiiates, contractors, officers, directors, employees and agents harmiess from all
‘damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of this Agreement,

MISCELLANEOUS, Tris Agrseret represents tho complets agresment concerning thi cense between the paries and supersedes all prio agroements a

representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable for any

fesson,such provision shall e reformed anly o th extent necessar o make | enfrceatle and e remalning provisions oftis Agreement shall ot bo affcted, Tia
(0 be performed within California,

exceptas  governed by ederal law and you consert o e exmuswe lurisdcton ofthe state e and Iecere) cour n Low Angaies, Catorma
If you have this icense, you may conta

‘The Codemasters Software Gompany Limited, Leamington Spa Warwickshire CV47 2DL, United Kingdom. Tel +44 1926 814 132, Fax +44 1926 817 595.

US customer support: (646) 432-6888

NetBSD

The communications function of this product includes software developed by the
NetBSD Foundation, Inc. and its contributors. For a complete list of contributors please
see http://www.scei.co.jp/psp-license/pspnet.txt

Updating the PSP® (PlayStation®Portable) system

pdating the PSP® system sof

This UMD™ includes the latest update data for the PSP® system. If a screen prompting you to
update the system software is displayed when you start the UMD™, you must perform an update
to start the software title contained on the UMD™.

Performing the update [\J]
When you insert the UMD™, an icon (as shown on

the right) is displayed under [Game] in the home :E (o] @
menu. Select the icon, and then follow the on-screen
instructions to perform the update. @ PSP* Update ver XXX

Before starting the update:

 Fully charge the PSP® system battery.

* Connect the AC adaptor to the system and plug it
into an electrical outlet.

During an update:

Do not remove the AC adaptor, turn off the system or remove the UMD™.

If an update is canceled before completion, the system software may become damaged, and the
system may require servicing to repair or exchange.

Checking that the update was successful
After the update has been completed, select [System Settings] under [Settings] from the home
menu, and then select [System Information]. If the System Software field displays the version
number of the update, the update was successful.




