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intRpDuction 
A fter centuries of mc$icaf 

Cs vimprisonment, a terri6fe foe 

fj as broken free anb now resumes 

its mission to best km j 

tfje inhabitants of 
GM AA\- O/t A £ | |' 

aeji-QrlationISMs only fjope is a 

;Cl Vijounq man from another wo rib 

nameb ^ony 3ones. 0oin Cony on tfje 

abtxnture of a lifetime as fje Teams to 

master tfje macjic of breams anb prepares 

for tfje uftimate confrontation witfj an 

ancient emC 'Becjin a journey to tfje ebeje of 

your imagination anb beyonb! 



conf RPLS 

+ CONTROL PAD 

MAIN SCREEN: This will 
control ihe movement of Tony 
throughout ihe world of 
Magf-HaiiorT 

BATTLE SCREEN: Use ihe +Control Pad to 
navigale menus and select targets for commands. 

A BUTTON 

MAIN SCREEN: (At lion) Pressing the A Bui Ion attempts to interact with whatever 
Tony is currently feting. This tan he used lo talk to people, open boxes, etc. Try 
pressing the A Butlon in many places and when you gel new abilities. 

BATTLE SCREEN: (Select/Confirm} Use ihe A Button to select ond confirm your 
choices in the battle. 

B BUTTON 

MAIN SCREEN: (Run/Jump} Holding the 8 Butlon will make Tony run. If faced 
with an abslade that can be jumped, holding the G Bui Ion while pressing ihe 
+Control Pad in the appropriate direction will cause Tony lo leap over it. 

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

START 

MAIN SCREEN: This wilt bring up the Main Menu screen. 

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



GEtfinG SfARjED 
Insert the Mngi-Nation™ Gome Pok into your Nintendo® Game Boy® Color system 
and turn the power switch to 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 game 
or continue a previously-saved game. The first 
time you view the New/Continue Gome screen, 
go through the door on the far left to start a 
new game. You can only save one game. If 
you start a new game and save it, oil progress 
on any previous game will be erased. 

New Game 

Using the ^-Controf Pad, move Tony Jones into the left hand door. 

Continue Game 

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



The mAin mEnv 
Pressing START on the map brings up the Main Menu. The bottom part of the Moin 

Menu displays: 
- Tony's ordinary 'money' Animite (sphere icon} 

- Tony's ter rent nnd maximum Energy (I iron) 

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 ond 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 Bond that allows him to kick blocks. 
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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 bottles; 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 to a Creature, select a Relic slot and select a 
Relic from your collection to fill that slot (or replace the Relit already in there). To 
detach o Relic from a Creoiure or to review the Relic effects on a Creature's 
Statistics, press left or right on the +Control Pad or SELECT, when the pointer is ot 

a filled Relic slot. 
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Items 

Hems can be found in treasure chests, given to Tony during story events, won in 
battles, or boughl ot shops. 

If Tony hos any items at 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 try to use them. 

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

Relics are not items and are not listed in this menu. To see Tony's Relics, go to 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 Pod.) 
Selecting 'Save' marks the spot from which you will continue your game when you 
lake the right-hand door at the New/Continue Game Screen; see page 6. 

At havens such as Inns and Gta's hut, people will offer Tony the chance to 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 
save on the overworld. 

*List 

The star iron is the symbol for Infused 
Animite, which is used to make summoning 
rings. Selecting List' will list the Creature 
types Tony hos gotten Infused Animite from 
in alphabetical order, as well as how much 
Infused Animite Tony has collected from 
of those Creature types. 



BAffLES 
A standard bottle is broken up into a series of turns. Each turn the following things 
happen: 

1. Decide what action Tony will take. 

2. Decide what action each of Tony's Creatures will 

take. 

3. Opposing Magi and Creatures decide what actions 

they will lake. 

4. The actions are played oat. 

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 o 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 mnximum Energy of a Creature 
he wonts to 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 leorn 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 to hove enough Energy to use them. 

FOCUS 

Focusing allows Tony to 'pass' his turn to gain o 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 bottle, you can try to run. You may not be obte to 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 Creature 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 !o 
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 Pod, and vice versa. 

'Defend' allows a Creature to prepare for attacks. When a Creature chooses to 
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defend for a turn, ft 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 cos! !o 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 ond his Creatures will do, the opposing Creatures [and 
sometimes Magi) decide what they wilt 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 Mogi (if any). The Creatures on both 
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sides then take turns, with Creatures of higher Speed having a better thonce to go 
earlier in the turn. Some Creatures ore stronger or weaker against certain types 
of opposing Creature attacks. For example, Shodow Creatures lose more Energy to 
the Life-type attacks of Noroom Creatures. 

Sometimes when the time comes for its special ability to be played out, a Creature 
will not have enough Energy to 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 on 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, 
ond since it can no longer afford the 12 Energy attack, it uses 

Fight instead. 

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

W 
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Winning 
Against o random appearance of Dream Creatures, you win when there are no more 
Creatures opposing you. Against another Magi, you win when the Mogi has no more 
Energy AND no more Creatures. Remember that Creatures are on 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 os 
defeated Creature returns to the Dream Realm. 

Creature Statistics 

STRENGTH 

Effectiveness of physical attacks (Fight, 
Pummel, Punch, Tackle, etc.}. 17 



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 its attacks will be. If your 
Creature has high Luck, its attacks will sometimes da 
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 o Level, it will also gain points in its statistics 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 a 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. 
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world of mAGi-nAtion’ 
The Magi, inhabitants of Magi-Nation', ore driven by 
their hunger for knowledge and their love of bottle. 
Magi spend their lives exploring their world and 
collecting the dream mineral Animite, the substance 
that drives all existence in Magi-Nation . 

--TTZ- 

l. Mijigr 

J i 
M: J| 

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

Overworld 
As Tony 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 areos, meet amazing people, and 
learn to summon incredible Dream Creatures. 

Dream Creatures and Animite 
How does one learn to control o Dream Creature? 

When Dream Creotures are defeated and sent back to the Dream Realm, 
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 a small piece 
of Infused Animite - that is, Animite containing the essence of that particular 

Dream Creature. 
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Relics 
When attached to a Dream Creature, Relics modify that Creature's statistics. You 
will find Relics in chests all over Magi-Nolion . To learn more about Relics, see 
'Rings' an page 9. 

Ringsmiths 
Ringsmiths can take infused Animite of a particular Creature type and 
forge a ring for you to use to summon and control 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 to make a 
particular 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 ore equipped. 
From this menu you can equip, de-equip, or destroy rings, You can equip up to ten 
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 Ringsinilh's 
Equip menu. Whenever a new ring is made, if you have less than ten rings 
equipped, you will automatically be asked if you want to equip the new ring. 

POWER 

A Ringsmith can also 'power up' on existing ring by adding more Infused Animite 
of the ring's Creature type to the ring. Powering up a ring raises its Creature's 
Level by one, and the amount of regular and infused Animite needed to power up 
increases with the Creature's Level. 

Historians 
Historions, like Evu, con tell you what your Spells, 
Items, and Relics do. 



GALlE PLAY HELP 
lfash Naroom 
• Follow Eldon to the forest town of Vash Naroom. 

• When you first arrive in Vash Nuroom, go to see Orwin. Orwin lives in the for upper right 

corner of the city. 

• After Orwin end Eidon argue, go to see Pruitt, Pruitt 

fives in the lower right corner of the city, Pruitt will 

make u ring for Tony. Since you hove less than ten 

rings, it will he automatically equipped for you, 

« Go lo see Evu. Evu lives in the upper left corner of the 

city, Evu will talk about Jellybeans. Tony will have to 

find jellybeans lor Evu, 

• Go to see Pool Food lives in the lower left corner of 

the «ty. Pood is the innkeeper, end will save a record 

of the gome. Pood will give you jellybeans as a gift. 

• Take the jellybeans to Evu, Evu will thank you, and give you a speltbook in return, 

• Go down to the entrance of Vash Naroom. Eidon will be wailing for you there. Eldon will 
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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 also 

hove a chance to fight a training buttle with Salsfy. 

* 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 

he 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, 
slaying along the bottom path. You should move down and left to get through ihe forest. 

* After exiting the other side of the forest, fry fa 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 bock to the Shadow Geyser and enter it. 

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

Nostalgie 
for piano 

Slpwf with [acting 
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a tempo 

29 



CREDifS 
GAM? TEAM 
PRODUCED AND DIRECTED BY 
Patrick Meehan 

DIALOGUE BY 
Jon Winkler 

LEAD SCENE PROGRAMMER 

Ryan Starkey 

SCENE PROGRAMMERS 
Jon Winkler 
Mike Bloch 
Afon Epley 
Justin Ricfer 
Jesse Wilke 

CONCEPT ART CHARACTER AND 
CREATURE DESIGN 
Mall Halm berg 
Mike Vega 

LEAD GAME BOY ARTIST 
Palrkk Meehan 

GAME BOY1 ART TEAM 
Tim Gaelic 

30 

Atfrion Ferrer 
Chcno Gilman 
Rich Werner 
Kayato Sato 

CHARACTER ANIMATION AMD 
TONY JONES DESIGN 
Tim Gillette 

FX ANIMATION BATTLE SCENE GRAPHICS 
Hoyato Soto 

ORIGINAL MUSIC COMPOSED BY 
Jerry Lim 

AUDIO TOOLS 
Fad or 5 
MirsyX 

LEAD PROGRAMMER 
Patrick Meehan 

GAME PROGRAMMERS 
DyEon 'ExoByte' Mayo 
Emory George 
EfiJi Hutchinson 

AUDIO ENGINEER 
Emory Georges 

TOOLS PROGRAMMER 
Josh Lytle 

GAME DESIGN 
Josh Lytle 
Tloyalo Soto 

SHADOW GEYSER DESIGN 
Josh Lytle 

STORY CONTINUITY, KORGAND 
ZET WRANGLER 
Dylan 'ExaByte1 Mayo 

DUALITY CONTROL 
Mall Hoi mb erg 
Beau- Winey 

BASED ON AN ORIGINAL STORY BY 
Phillip TaireJ 

EXECUTIVE PRODUCERS 
Phillip Tavel 
Greg Richardson von Oy 

SPECIAL THANKS 
Gf, Claude Comair 
Digipcn Inslilute of Technology 

lire Art Institute of Seallle 
Dim TrbbJes 
Keenan Thompson 
Mox Woodring 
Nik Kanetomi 
Mihyun Nam 
Merrill Keith 

EXTRA SPECIAL 
THANKS 10 

Our spouses and partners far their 
palience! 

Greg Rkhardson 
Phillip TaveS 

INTERACTIVE I M AG IN ATI 
CREATIVE DIRECTOR 
Philip Tave! 

SENIOR VP Of OA 
Grog Rkhardson von Oy 

CEO 
Rich Sfytfra 

VP OF SALES & MARKETING 
Glenn Halveth 

CREATIVE ART DIRECTOR 
Mike Christopher 

CREATIVE ASSISTANT 
Ryan Shreve 

ON CORPORATION 
ARTIST AND WEBMASTER 
Shawn Wood 

MAGI NATION DUEL WEBMASTER 
Don Tibbies. 

SOFTWARE DEVELOPMENT DIREOOR 
Patrick Meehan 

INTERACTIVE IMAGINATION CO FOUNDERS 
Don Morris 



GAmE FAK PRODUCT SERVICE I FIFO Rlh ATI OH 
GENERAL INFORMATION 
For produtl support, pteute vUil our web rife Ot bttp;//www.mogimilion.£erTS or coll orar Coti sunwr Servke Deportment ot 

104-405-3727. Homs of operation n-i 8'30 u.m. la 5:!l0 p.m., Pacific Tima. Monday Fnidcty [Hmw lubber ig change) H a problem cannot 

be solved over Urn Mepbane or with the enlum l rau Wes hooting inlormolion. il may be mrcMwiry U you to dnp iw commute product to Jhlwoclwti 

Irtiogiiwfan , FREIGHT PREPAID AND INSURED FOR LOiS O* CAMAGT Please dks not send t*y products to Interactive Imagination without 

calhr-g ui First. 

Lsteroetiv* Imagination Corporation rbvteratliv* lmogFraiiortl7 wtetunfe ra (He original end-user purchas** lho> the produci drall bo hee (rani deVls 

tn material ord, wotimamh.p Far a period aF ninety [VO* dkiyb horn the dole of a.ignwl pufchaw 'F R a cMed covered by rbi? warranty occurs 

during this ninety [Pty day warranty period, H o iimcty warranty cbm i» made as prided below, and |iiij you piov»de A* original purchase 

receipt, ihea, subject to ih* Eimitahani Ml Forth below. Inwostivc Imagination will rapoir or replace lit# defective product. its opAan, bee aF 

charge. However, In Iwu of rapa»r or replacement, IrtteraLtiuo Imagines Iran, in its sale (Jiscreflon, r«s™ right to fffund the amount paid by iho 

anginal purchaser hr the -product Warranty chlms rmwt be received by letetrixRv* tesagmesion in writing ai it* mart oddses* shown Lwtow no later 

than rix [t\ months after the date a* purchase by the original purchaser At proof of purchase you rr>u*i retain your original, dated 

purchase- receipt. Foil me la return iho warranty card or ia register ol our web tin. www.miogi'fiaaioo.cam {if avnjbUt] shall not void lh* 

warranty terms. 

This warranty shaB not apply iF this product jo) is wed on or with product not told or kerned by Nintendo {including, but rial limited to. non- 

fceirtod game eiihoncemeni arid copier device* {Me she 'Unauthorized Copying..1' ntf ice, beW), c-dapten, and power supplies], jb( i wad other 

than in oecordcmce wiBi Inleroelwo Imagination's wniian iwtorcKm, vied For commerced flwrposdj. deluding rentol{; {d| il iWWlM or 

ton.pared with or ii wAjectod ia repairs or nttempicd repn.n by any person {j-nduding she pyrdhoM-l athcr Ilian by on ayihedzed Imerairii™ 
Imagination repoirperson; [e{| is damcsgedby negligence, aCddem, wafer, rpteign eh|eats. yrmotoruLble utte. or by uihor-toywt unrelolod to 

defective materiali or workmanship; Or 0 has had die serin) number aherod, doloced or lemoiwd 

REPAIft Ofi REPLACEMENT A5 PROVtOlO UNDER THft WARRANTY JS THE EJSCLUStVE REMEDY Of THE PURCHASER. FHlS WAFSRANTV IS IN 

LIEU Of ALL OTHER ORAL OR WRITTEN WARRANTIES, LWajpES Ok O0UGAT1ONS Of IN I £RACTIVE 1MAOtNATK>N ANT APPLtCARLLt 

IMPLIED WARRANTIES, INCLUDlNO WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 

HERESY DISCLAIMED. IN NO EVENT SHALL INTERACTrVE IMAGINATION BE LIABLE FOR CGNSEOUENTLAL OR INCIDENTAL DAMAGES Of 

ANY K>N0 pNCLUDlNG IMAGES FOR LOSS Of USt UAWlACE TO EQUIPMENT. OR INJURY] WIIH KESPfCT TO THE PRODUCT, WHETHER 

THE CLAIM IS BASED ON THE BREACH Of ANY IMPLIED OR EStfRESS WARRANTEES, 0* OTHLRWISE.. Some unto. ds oor allow linrikitionn on 

how long Cm implied warronly ttart or anthnttl yl comeiri-entl.d o« mcrdenlol damogw., ia the oitoV* Ben tod on* rwjy not apply to you 
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