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Consumer Service/ Technical Support Line 1-800-345-7669
Call this number for technical support, installation or general questions regarding PLAYSTATION®3  and its peripherals. 
Representatives are available Monday – Saturday 6AM – 8PM and Sunday 7AM – 6:30PM Pacific Standard Time.

      WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES
A very small percentage of individuals may experience epileptic seizures or blackouts when exposed 
to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television 
screen or when playing video games may trigger epileptic seizures or blackouts in these individuals. 
These conditions may trigger previously undetected epileptic symptoms or seizures in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition 
or has had seizures of any kind, consult your physician before playing. IMMEDIATELY DISCONTINUE 
use and consult your physician before resuming gameplay if you or your child experience any of the 
following health problems or symptoms: 
• dizziness • eye or muscle twitches • disorientation • any involuntary movement 
• altered vision  • loss of awareness • seizures  or convulsion. 

RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN._____________________________________________________________________________
Use and handling of video games to reduce the likelihood of a seizure
• Use in a well-lit area and keep as far away as possible from the television screen.
• Avoid large screen televisions. Use the smallest television screen available.
• Avoid prolonged use of the PLAYSTATION®3 system. Take a 15-minute break during each hour of play.
• Avoid playing when you are tired or need sleep.
_____________________________________________________________________________
Stop using the system immediately if you experience any of the following symptoms: 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.  If the condition persists, consult a doctor.

NOTICE:
When using the SIXAXIS™ wireless controller motion sensor function, be cautious of the following: 
If the controller hits a person or object, this may cause accidental injury or damage. Before using, 
check that there is plenty of space around you. When using the controller, grip it firmly to make sure it 
cannot slip out of your hand. If using a controller that is connected to the PS3™ system with a USB 
cable, make sure there is enough space for the cable so that the cable will not hit a person or object. 
Also, take care to avoid pulling the cable out of the PS3™ system while using the controller.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PLAYSTATION®3 system to a projection TV without first consulting the user manual 
for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

HANDLING YOUR PLAYSTATION®3 FORMAT DISC:
• Do not bend it, crush it or submerge it in liquids. • Do not leave it in direct sunlight or near a radiator 
or other source of heat. • Be sure to take an occasional rest break during extended play. • Keep this 
disc clean. Always hold the disc by the edges and keep it in its protective case when not in use. Clean 
the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use 
solvents or abrasive cleaners.
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CF SD/miniSD 

Disc slot

CF*1 slot†

*1 CompactFlash®

*2 Secure Digital

SD*2 Memory 
Card slot†

Memory 
Stick™ slot†

Slot cover†

Power button

Vent

USB connectors
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WLAN access indicator

Eject button

Eject button

Insert the disc with the  
label side facing up.  

SELECT button

USB connector 

L2 button
L1 button

Directional
buttons

Left stick/
L3 button*

START button 

R2 button 
R1 button 

 button 

 button 
 button 

 button 

Right stick/ 
R3 button* 

PS button 

Port indicators 

* The L3 and R3 buttons function when the sticks are pressed. 

† Note: Some models of the PLAYSTATION®3 system do not include media slots. For specific features
included, refer to the instructions for use of your model of the PLAYSTATION®3 system.

Starting a game: Before use, carefully read the instructions supplied with the PLAYSTATION®3
computer entertainment system. The documentation contains information on setting up and
using your system as well as important safety information.

Check that the MAIN POWER switch (located on the system rear) is turned on. Insert THE EYE
OF JUDGMENT™ disc with the label facing up into the disc slot. Select the icon for the software title
under THE EYE OF JUDGMENT™ in the PLAYSTATION®3 system’s home menu, and then press ≈≈.
Refer to this manual for information on using the software.

Quitting a game: During gameplay, press the PS button on the wireless controller. Then select
“Quit Game” from the screen that is displayed.

Note: To remove a disc, touch the eject button after quitting the game.

GETTING STARTED
PLAYSTATION®3 system front Using the SIXAXIS™ wireless controller (for PLAYSTATION®3)

Note: To use the controller, you must first register or “pair” the controller with the PLAYSTATION®3 system
and assign a number to the controller. For details, refer to the instructions supplied with the system.

Saved data for PLAYSTATION®3 format software
Saved data for PLAYSTATION®3 format software is saved on the system’s hard disk. The data
is displayed under “Saved Data Utility” in the Game menu.

3
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CHECKING THE PACK CONTENTS 
IMPORTANT: Before playing, make sure you
have the following items:

∑• PLAYSTATION®Eye Camera

∑• Camera Stand

∑• Play Mat

∑• Starter Deck (30 Game Cards)

∑• Booster Pack (8 Game Cards)

• 4 Function Cards

Revolutionize your interactive gaming and online communication experience with the
PLAYSTATION®Eye Camera. The PLAYSTATION®Eye has the ability to reduce background noise
and focus on the spoken word for smoother, more accurate speech recognition and transfer.
The faster frame rate allows for improved tracking and responsiveness for pristine video
quality. The PLAYSTATION®Eye is also engineered to perform well in low-light conditions and
includes a zoom lens for close-up and full-body options.

PREPARING THE PLAY MAT AND PLAYSTATION®EYE CAMERA
∑• Place the Play Mat on a flat surface such as a table or a desk.

∑• Assemble the Camera Stand and place it alongside any edge of the Play Mat.

∑• Securely attach the PLAYSTATION®Eye Camera to the top of the Camera Stand and ensure that
the camera overlooks the Play Mat.

∑• Insert the camera’s USB connector into one of the USB connectors on the front of the
PLAYSTATION®3 system. The blue LED power indicator on the front of the camera will light
up to indicate that the camera is now ready to use.

∑• Turn the camera’s lens angle selector to the right so that the lens angle marker is in line with
the blue lens angle indicator for “wide angle view”. 

∑• Make sure that the lighting in the room isn’t too dark or too bright, and that the Play Mat isn’t
covered in shadows or flickering lights.

Please carefully read this manual as well as the instructions for the equipment to be used. If the
user is a young child, make sure a parent reads this manual and ensures the child's safe use of
this product.

Retain all manuals for future reference.

SETTING UP THE CAMERA STAND 
1) Insert the poles into the stand base 

2) Connect the poles to the joint, and then insert the rest of the poles into the joint

3) Attach Camera Holder-B to the poles

4) Attach Camera Holder-A to Camera Holder-B

5) If desired, put the user seal on the stand base

Note: When dismantling the Camera Stand, do not pull out the poles forcibly; rotate them carefully
to remove.

1. Camera Holder-A

2. Camera Holder-B

3. Pole

4. Joint

5. Pole

6. Stand Base

The camera stand includes:
1) Camera Holder-A x 1 4) Stand Base x 1
∑2) Camera Holder-B x 1 ∑5) Pole x 4
∑∑3) Joint x 1

4 5
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INSTALLING THE PLAYSTATION®EYE CAMERA 
1) Insert the PLAYSTATION®Eye Camera into the camera holder

2) Push down until the camera base is fastened by the stopper

3) Secure the camera cable using the cable holder

Note: For more information about the PLAYSTATION®Eye, please refer to page 29.

PREPARING THE GAME CARDS 
Choose a total of 30 cards to be your “deck” during battle. Your deck can consist of Creature
Cards and Spell Cards. There are limitations to the number of the same Creature Card or Spell Card
that may be included in a deck. Normally a deck may contain three of any one card, but certain
cards may specify other restrictions. If you own more than 30 Creature Cards and Spell Cards,
choose 30 of your favorite cards.

Look out for THE EYE OF JUDGMENT™ Collectible Card Game 8-Card Booster Packs — available 
at all good retailers. 

Note: Function Cards are outlined later in this manual.

SETTING UP
Set up the PLAYSTATION®3 system according to the instructions in the Quick Reference document
that is supplied with the system. At start-up, the power indicator will be lit red to indicate that
the PLAYSTATION®3 system is in standby mode. Touch the power button and the power indicator
will turn green. 

Insert THE EYE OF JUDGMENT™ disc into the disc slot with the label side facing up. Select
THE EYE OF JUDGMENT™ icon under the Game menu. A thumbnail image of the software will 
be displayed. Press ≈ to start loading. Do not insert or remove accessories once the power is
turned on. Please refer to the PLAYSTATION®3 system’s Quick Reference document for further
details about setting up and recharging a SIXAXIS™ wireless controller. Make sure there is
enough free space on the system’s hard disk before you start to play.

THE GAME SCREEN 

Note: the Remaining Time will be displayed when the Time Limit setting is turned on in the Options Menu.

Stopper Camera Holder

Camera Base Cable Holder

1. Mana

2. Current Time

3. Library

4. Hand

5. Graveyard

6. Board

7. Lock

8. Field

9. Remaining Time
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USING MENU SCREENS 
Press the C, V, Z or X directional buttons to highlight an option, then press ≈ to confirm.
To return to the previous menu screen, press Ω.

GETTING STARTED 
At start-up, follow the on-screen instructions to configure your television and the
PLAYSTATION®Eye Camera. All configuration settings will be saved automatically. Press ≈
to access the Game Card Recognition Test screen.

Game Card Recognition Test
Place a Creature Card in the central field of the Play Mat. If the camera recognizes the card
successfully, then the card recognition icon will be displayed on-screen. Press ≈ to continue.

A short, cinematic introductory sequence will be displayed. Press ≈ to skip the cinematic
sequence and access the Title Screen. Press ÷ to access the <Main Menu>.

MAIN MENU

Battle Arena
Challenge a human player or a computer controlled opponent to a battle, or view a battle between
two computer-controlled opponents, by first setting the skill levels and deck types to be used.

Card Profiles
Select <Card Profiles> to view creature or spell data for cards in your possession. Place a card
in view of the camera to access some additional on-screen info for that card.

Deck Builder
Construct personalized decks by adding cards from your card file. Choose either <Edit a Deck>
or <Edit with PLAYSTATION®Eye>, then highlight a Game Card to add/remove from the deck or
view the Card Information Screen. Press Q or E to cycle backwards or forwards through
the Game Cards.

Judgment
Play a mini-battle using Creature Cards to battle against each other.

Guidance
View movies to help you grasp the basics of THE EYE OF JUDGMENT™.

Online
To play THE EYE OF JUDGMENT™ online against real life opponents:

∑• Register an online deck using the <Deck Builder> option 

∑• Accept the terms of the User Agreement displayed on-screen. 

∑• Edit the <Player config> 

∑• Select a kingdom to duel in. 

∑• Choose either <Ranked Match> using official rules, or <Custom Match> using customized rules. 

∑• Search for a room that matches your criteria or create a room and wait for a challenger.

Press f to access the on-screen keyboard and send messages to other competitors. Press f to
turn the on-screen chat log text box on or off. By turning this on you can chat with other players.

Options
View and adjust a range of settings and options, including audio options and screen settings.

Note: To avoid cheating when playing online, the computer will inform each player of which cards have
been drawn from their library.

8 9
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STORY OF CREATION
One day, it burst apart. The next day, the world was born. This Source of all beings scattered
fragments of life throughout the land. This life took many forms, and filled the world. The life
forms named this Source the “Supreme Being”.

Pleased with this name, the Supreme Being gave the land dwellers his son Juno to be their servant.
Juno used materials from the forest to construct a tower to live in. It was so tall that its top was
hidden in the clouds. The life forms called this tower the “Juno Tower”, while the forest from which
Juno had harvested materials came to be known as “Juno Forest”.

Birth of the Bioliths
Enough time passed for oceans to become mountains. At last, the life forms that had filled the
land began to covet the heavens as well. They built tools of iron to aid them in their rebellion
against the gods. They built the Bioliths. Unbeknownst to the life forms, they were now guilty
of committing the sin of “pride”.

A young man by the name of Scion led a huge army of Bioliths in war against the gods. The war
dragged on and on, until the Supreme Being finally ordered Juno to punish the life forms. Juno
sang quietly to himself, and all the Bioliths were immobilized by rust. A stamp of the feet, and
the rusted Bioliths turned to dust. Scion then fled to the top of a mountain of fire and threw
himself into the simmering lava, where he burned to death.

The Four Saints and The Four Nations
Enough time passed for mountains to become oceans. The life forms rebounded over time, giving
birth and spreading throughout the land. When pride started to take root once again, the Four
Saints were born of the Juno Tower.

The first was Saint Dhees, who took fire in hand and journeyed to the northern continent. The
second was Saint Toritona, who took a water jug in hand and left for the northern cape. The third
was Saint Val na Vos, who bore a heavy stone on his back as he proceeded to the east. The fourth
was Saint Til Vorg, who travelled south while chewing on a sprout of grass.

The children spawned by these Four Saints became the progenitors of powerful new races
in each of the four lands.

Flourishing of the Four Nations and War
Having accomplished their goals, the Four Saints returned to the Tower, just as Juno had so long
ago. The four races they had left behind closely followed the precepts of each Saint, planting
trees, building bridges, clearing forests, and building nations.

Humanity experienced unprecedented growth and prosperity, once again filling the land.
Unfortunately, humanity had not learned a thing. Pride spread through the four nations as
ever before, as the people gave in to greed. Bloodshed ruled the day, and the nations were
enveloped in strife. The fighting went on and on.

The Great Scourge, and the Dying World...
On that day...The autumn sky was rent asunder like so much silk, and an ill-omened mechanical
fortress slipped through the cracks into this world. This was the flying castle of machines. As this
airborne fortress passed overhead, the rusted, decayed Bioliths came back to life, one after the
other. Thus began a concerted attack on the living, from the air as well as the ground.

The four nations, engrossed in conflict as they were, were instantly thrown into absolute chaos.
The nation of fire was swallowed up by the Bioliths, the nation of water attempted to appease the
Bioliths, and the nation of earth was driven to the brink of collapse. It was then that the Seer Vizak
came before the pontiff of the nation of wood with a message. Accordingly, the pontiff invited a
lone wizard to Cape Edgeworth as the message demanded,beseeching him to defeat the Biolith
Castle. The chosen wizard set upon a journey to the Tower of Juno, to reunite with the heroes
and sprits once doomed.

10 11
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PLAYING THE EYE OF JUDGMENT™
Preparing your hand
Shuffle the 30 card deck and place it facing down near the Play Mat. Pick the first five cards
from the top of the deck. These five cards will be your “hand”. Hold the hand so that the picture
side of each Game Card faces you and ensure when playing against an opponent that they do not
see your hand.

Quick Start Guide – Let Battle Commence!
The objective of the battle is to occupy five fields to win. During a battle, both players take
turns alternatively.

A flow of a turn is as follows:

Phase 1: Draw a Card

Phase 2: Mana Charge

Phase 3: Actions

Phase 4: Summon a Creature

Phase 5: Turn Resolution

Types of Card
Creature Cards
A Creature Card is a creature that can be summoned to a field. To summon a creature, your mana
reserves must be equal to or greater than the Summoning Cost of the Creature Card. If a Creature
Card displays the Summoning Lock around the Summoning Cost, then that creature cannot be
placed on a field belonging to a different element until the Summoning Lock becomes unlocked.

∑A summoned creature can only attack enemy creatures situated in the directions indicated by
the Attack Zones icon on the Game Card. The style of attack will be determined by the Attack
Zones icon, the amount of attack points currently held, and the creature’s natural abilities.

The attacked creature will counterattack according to the Defense Zones
icon on the Game Card. When a creature is attacked, Hit Points (HP) will
be deducted and when the HP level
reaches zero, the creature will be
removed from the field.

To activate a creature, the amount
of mana reserves must be equal to
or greater than the Activation Cost
indicated on the Game Card.

12 13
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Creature Card

Orientation
The direction a creature is facing, defined
by the top edge of its card.

Race Name/Affiliation
The name of the creature’s race/
designation.

Tracking Icons
Markers that track the Summoning Cards
placement and orientation.

Element Color and Element Icon
Indicates the creature’s attribute.

Set/Rarity Icon
This symbol denotes the Card Set
as well as rarity.

Card Number
Indicates the card series collector number.

Text
Describes the creature’s attack method,
defense method, and other special abilities.

Defense Zones Icon
The fields that the creature can defend against
relevant to its location and orientation.

Attack Zones Icon
The fields that the creature can attack
relevant to its location and orientation.

Card Name
The creature or spell name.

Summoning Cost
The amount of mana that you must spend
to summon a creature or cast a spell.

Activation Cost
The amount of mana you must spend to
make a creature attack or rotate 90 º̊ on
its field.

Summoning Lock Icon
A creature with a summoning restriction
can only be summoned under the proper
conditions.

Hit Points
The creatures initial HP. This is reduced
when the creature takes damage. Depending
on which field a creature is summoned on,
its HP will change. The creature dies if HP
reaches 0.

Attack
The higher the Attack Power, the greater the
attack power. A plus symbol (+) or minus symbol
(-) indicates a possible change to the Value.

Card Limit (Copies of card)
Shown if there is a restriction on the
number of copies of this card in a deck.

Race Limit
(Copies of cards of same race)
Shown if there is a restriction on the number
of cards of the same race in a deck.

14 15
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Spell Cards
A Spell Card is a card that has the power to cast many different magic spells with wondrous
effects and awesome results.

During Action Phase 1 of a turn (outlined earlier in this manual), hold a Spell Card up to
the PLAYSTATION®Eye Camera, and choose a target if necessary. The “Summoning Cost” will
be deducted from your mana reserves and the spell will be cast.

Function Cards
Function Cards are non-gameplay cards which can be used to carry out specific actions,
thus limiting the need to use a Wireless Controller:

Turn End Card Ends your turn without summoning a creature

Action Card Specifies the target of an action, attack or spell when placed on a
creature or field

Status Card When you hold this card up to the PLAYSTATION®Eye Camera the status
of the whole field is displayed. When you place it on a field, the status
of the creature summoned on that particular field appears

Cancel Card Cancels the current event or closes the status display. Visual Effects such
as battle animations cannot be cancelled. When you rotate the card which
is not in the screen, you need to use the Cancel Card.

Note: use a wireless controller to change the camera angle, or while online, check the cards in your
hand, library, or graveyard. Player can use the deck window only using online battle mode or 'Player
vs COM' battle mode.

16 17
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Fields
Every field is founded upon a core element of Fire, Water, Earth, Wood or Biolith. A field’s
element may affect the HP of a creature that is summoned onto it, for example an Earth Field
will add two HP to an Earth Creature, whereas a Wood Creature will have 2 HP taken away by
being placed on the same Earth Field.

A field can be “fieldquaked” by a spell and this major event can cause the field’s element to
change, as the field is flipped over. When the field’s element changes, it will usually have an
effect on the creature currently occupying it.

Depending on the field’s element type, a creature will be affected when summoned to it, as
indicated in the following table:

When summoning a creature, always try to summon it onto a field of the same element type – when
a creature other than a Biolith is summoned to a corresponding field, 2 HP will be added. However,
if a creature is summoned to a field of the opposite element, 2 HP will be subtracted. Even if you do
not have a corresponding card in your hand and have no choice but to summon a creature on a
field with a different element type, try to avoid opposite elements as much as possible.

Summoning a Creature
A creature is summoned by placing a Creature Card on a field within the Play Mat, as long as
certain criteria are met:

Check the Summoning Cost
In order to summon a creature, your mana should be the same or more than the Summoning
Cost displayed on the Creature Card. You cannot summon when the Summoning Cost is greater
than the mana in your possession. Depending on the Creature Card, there may be a Summoning
Lock or particular conditions that must be met in order to summon.

Check That Summoning is Possible in the Field
A creature can only be summoned on an empty field adjacent to the four sides of a field already
occupied by an enemy or allied creature. When there is no creature summoned by you on the
board, you can summon in any field. 

Note: when playing against a computer controlled opponent, your cards are the only ones that will
actually be placed on the play mat, so check the TV screen to see which fields are empty.

Check the Card’s Direction
Creatures face in a particular direction, so you need to carefully place cards in the direction that
you wish to summon them. Depending on which way a creature faces, you may or may not be able
to attack or counterattack. A creature’s ability to attack or defend against corresponding fields is
indicated on each card by an “Attack Zones Icon” and a “Defense Zones Icon,” so be sure to check
these and choose the most appropriate direction before summoning your creature.

Note: cards cannot be placed onto a field diagonally.

After Summoning a Creature
Once the Creature Card on the field has been recognized, the applicable Summoning Cost will
be paid from your mana reserves and the creature will be summoned. When there is an enemy
creature within the attacking range of your summoned creature, a battle begins automatically.

RULES OF BATTLE 
A battle begins automatically when there is an enemy within the
attacking range of an activated creature, or when a spell that
initiates a battle is cast.

Type and Range of Attacks
There are two types of attack; a “Physical Attack” and a
“Magic Attack.” The range of a particular creature’s attack
is indicated on the card’s “Attack Zones Icon” – remember
that the range is not always limited to the adjacent square
in front.

Fire Water Earth Wood Biolith

Fire +2 -2 — — —

Water -2 +2 — — —

Earth — — +2 -2 —

Wood — — -2 +2 —

Biolith — — — — —

Field’s Element

Creature’s Element 

18 19
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Physical Attacks
These attacks use the most tried and tested of tactics: brute force. Depending on the direction
of your opponent’s defending creature, certain attack adjustments might be made, which may
work for or against your creature.

When attacking from the defending creature’s side, sometimes they will not be able to counter-
attack. When you attack from the defending creature’s blindside (designated by the letter “B” on
their Defense Zones Icon), 1 attack point is added and the enemy will not counterattack. 

Dodge Attempts Sometimes assaulted creatures will automatically attempt to 
dodge an attack

Reduction Checks Sometimes an ability to “reduce the damage” of an attack is 
applied automatically

Magic Attacks 
An attack using the power of magic. No blindside attack adjustments, dodge attempts,
or reduction checks will be applied during magic attacks. Additionally, the enemy will
not counterattack.

Types and Direction of Defense 
The direction and the type of defense used to counterattack enemy assaults can be ascertained
from the “Defense Zones Icon” on a card.

Note: some creatures possess the ability to attack in several directions at the same time – take care
though, as allied creatures within the target range can also be damaged by these attacks!

During the course of a game, battles may vary according to the abilities and positions of both
attacking and defending creatures. The battle rules are administered automatically, so the more
you play, the clearer different battle circumstances will become. Here’s a quick example of how a
battle may pan out:

1. A creature is summoned on the field
If there is only one enemy creature in immediate play and therefore no need to select an
opponent, the battle begins immediately. When a creature that can only attack one enemy
at a time has several possible enemies to attack, you need to choose one target.

2. The battle begins
Depending on the “Attack Zones” and “Defense Zones” of the attacking and defending creatures,
the direction of attack and the possibility of a counterattack are determined.

3. The offending creature attacks
After any attack adjustment has been made, attack points are subtracted from the HP of the
defending creature. When the HP of the defending creature becomes 0, that creature is removed
from the field and its owner gains 1 mana. After the battle is finished, the player needs to pick
up the defeated creature card from the field and place it in the graveyard.

4. The defending creature counterattacks
If possible, the defending creature will attempt a counterattack. If its target is not within the
attack zone, the direction of the defending creature will be temporarily adjusted so it faces the
target. Once the counterattack is completed, it will revert to its original direction. If a counter-
attack reduces the HP of the offending creature to 0, the offending creature will be removed
from the field and its owner gains 1 mana. After the battle is finished, the player needs to pick
up the defeated creature card from the field and place it in the graveyard.

JUDGMENT TIME 
1. You lose when you can no longer draw a card
If, at the beginning of a turn or in the middle of the game, you no longer have a card to draw,
you will lose the game.

2. If you occupy 5 fields at the end of a turn, you win

Manage to occupy 5 fields with your creatures to win
the game. When you only need to acquire one more
field to win, a “Check” icon will be displayed on-screen
for the player who is close to victory.

3. You lose when you violate 

the time restriction three times

In an online duel, a player
loses the game when the
player goes past the time
restriction three times.

If your opponent achieves a
“Check”, aim to defeat an enemy
creature, reducing their HP to 0.
If you cannot decrease the territory
occupied by your opponent within
your turn, they may summon a
creature during their turn and the
possibility of defeat will become
very high.
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Magic Attack
Unless otherwise stated on the card, a Magic Attack

targets 1 enemy creature of your choice. Magic Attacks

cannot be counter-attacked and are not affected by

Dodge attempts or Protection.

Mana
Mana is a form of energy that is required to play a

Game Card. Mana is gained at the start of a turn and

mana reserves must first be built up so that more

powerful Game Cards can be played.

Mulligan
The act of replacing your cards if you are not content

with your opening hand. In this case, you return all 5
cards to the deck, reshuffle, and draw another hand

of 5 cards. This may only be carried out once at

the beginning of a battle.

Owner
The owner of the card stays the same throughout

the battle.

Perfect Dodge

A creature with Perfect Dodge avoids all damage

from physical attacks all the time.

Phase

A set of action steps within a turn. During the same

turn, a player cannot go back a phase.

Possession

When you gain Possession of an enemy creature you

can activate it in your Phase 2 as if it were one of

your own creatures. The possessed creature cannot

be activated by its original owner. Creatures that are

possessed upon summoning do not carry out their

initial attack. A possessed creature cannot be activated

on the turn it is possessed. Creatures with the power

of Possession may themselves be possessed.

Protection

When a creature has Protection, the damage from

a physical attack is reduced by the amount of that

protection. For example, Protection +2 would reduce

an Attack of 4 to an Attack of 2. In the case of a

creature that attacks more than once, each attack

is reduced by the amount of the Protection.

Quickness
A creature with Quickness counterattacks before the

attack of a creature without Quickness. Attacking a

creature with Quickness can be dangerous — if the

counterattack destroys the attacking creature, it is

destroyed and does not attack at all. If both attacker

and target have Quickness, the attacker attacks first

as normal.

Sacrificed
If a creature is sacrificed, its card is taken from a

field and put into the player’s graveyard. The creature’s

owner does not receive mana for losing the creature

(see Destroyed).

Spell
The effect of magic that appears with the use of

a Spell Card. The four major types of spell are

“Ritual”, “Conjuration”, “Dominion”, and “Sorcery.”

Summoning Lock
When four or more creatures have been summoned

onto the board, the summoning lock will be unlocked

and the summoning restriction will be lifted.

Trash
The act of discarding a Creature Card to the

graveyard. A Creature Card is trashed when the HP

falls to zero in battle. The owner of a Creature Card

whose Hit Points falls to zero during battle gains one

point of mana.

Turn
A turn is a set of actions taken by a player,

such as casting a spell or summoning a creature.

Battles are fought between two players taking

alternate turns. 

Board
The board is the area of the Play Mat that consists

of nine fields and is where battles take place.

Cast
The act of using a spell.

Creature
A character that is summoned when a Creature Card

is placed on a field. All creatures fall into one of the

following element categories: Fire, Water, Earth,

Wood, Biolith or “Neutral.”

Deck
The 30 cards to be used during battle. A deck can

consist of Creature Cards and Spell Cards and can

be assembled according to strategy or preference.

Dodge
A creature with Dodge avoids all damage from physical

attacks half the time. A creature may have more that

one Dodge attempt — only one needs to succeed to

negate all damage.

Draw
The act of taking a card from the deck.

Element
An element is one of five attributes that categorize

either a creature or a field. The five elements are

Fire, Water, Earth, Wood and Biolith. A field’s element

affects the Hit Points of a creature that is summoned

on to it, for example an Earth Field will naturally

favor an Earth Creature. Biolith Fields have no affect

on any creature±’s Hit Points and Biolith Creatures

are not affected by any particular Field element.

Field
There are nine fields on the board and each field

is essentially a square of land. When a creature

is summoned onto a field, the field becomes the 

summoning player’s own territory.

Fieldquake
A magical effect that results in a field tile being

flipped over to its reverse side.

Fortress
A Fortress cannot attack. It may counterattack,

if able to do so.

Graveyard
Discarded cards are placed in the Graveyard, as well as

Creatures trashed from the board, and cast Spell Cards.

Cards in the Graveyard are viewable by the opponent.

Half the Time
Certain cards refer to events that happen half the time.

Before starting the game, you should agree on how to

resolve these events. This can be done by flipping a

coin, rolling a die, playing ‘Rock, Papers, Scissors’, or

any other method with a 50/50 probability. You should

define one outcome as a ‘win’ and the other as a ‘lose’

for the affected player.

Hand
A set of Game Cards in a player’s possession at any

one time.

Incarnation
Incarnation is a form of summoning. A creature with

Incarnation may be brought onto the board on top

of an existing allied creature of the same element.

You must sacrifice the allied creature on the board

to summon the new creature onto that field, paying

the difference between the Summoning Cost of the

new creature and that of the sacrificed creature. 

Invisibility
When a creature gains Invisibility it avoids all damage

from physical and magical attacks all the time.

Library
The deck of 30 cards that you draw from throughout

the game. Shuffled and placed face down at the start

of the game.
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SHIROGUMI INC.

Director
Kei Matsumoto

CG Artists
Masakuni Taira

Masaki Takahashi

Takayuki Ueki

Tatsuya Hayasaki

Seiko Umeki

Data Management
Mika Emura

Digital Media Lab.,Inc.

Producer
Shusaku Chamoto

Director
Hiroki Morikawa

CG Artists
Gento Fujiwara

Toshiharu Katayama

Anima.Inc

Producer
Haruyasu Akagi

Director
Kunihiko Taniwaki

Production Management
Shinji Miwa

Kazuhito Aragane

CG Artists
Kimitaka Yamagami

Hiroshi Seki

Sachiko Kurihara

Naoki Kumazawa

Kang Kyoung Suk

Manabu Konno

Naoyuki Shigekawa

Kentarou Narimatsu

Naoki Terada

Winds Inc.

CG Artists
Yoshinao Ooya

Tomohiro Abe 

Nobuhiro Fujimoto 

Hidetoshi Oohashi 

Yae Sato 

Park Hyun-Ah

SPHEREFRAME Co., Ltd.

CG Artists
Toshi Sato

Kengo Suzuki

Movie
Production
SHIROGUMI INC.

Producer & Director
Hiromasa Inoue

Assistant Producer 
Keiko Tozawa

CG Director
Satoru Sasaki

CG Artists
Hiroshi Saratani
Yuka Onoue
Hiroyuki Tokutake
Noritaro Shinozaki
Satomi Ogasawara
Kazuhiko Takahashi
Tsukasa Sakamoto
Kenji Kawasaki
Asami Takahashi
Ryuji Hida
Nozomi Kudo 
Junpei Sako 
Daisuke Minatoya 
Shizu Sato 

Naoki Watanabe 
Takayuki Kimura 
Kenichiro Noborio 
Hiroshi Hamasaki 
Daisuke Sasaki 
Daisuke Ichikawa 
Katsuyuki Wada 
Shuji Ishikawa
Hirotaka Yoshida
Fumi Takeuchi

System Engineer
Masaru Suzuki

Motion Actor
Toshinori Daidouji

Teruo Yamaguchi

Shinya Shimokawa

Video Recording
Jun Suganami

Masayuki Hosoyama

Toshiaki Kimura

Voice Over Coordination
Masaya Hojo (TOHOKUSHINSHA

FILM CORPORATION)

Hideki Kobayashi

(Inagawa Motoko Office)

Voice Over
Robert Garth
Walter Roberts
Peter Gomm
Cynthia Cheston
Michael Rhys
James Jones
David Schaufele
James Barrado
Margaret Holloway
Ein Diaz
Nobutoshi Kanna

Game Production
Sony Computer
Entertainment Inc.
Worldwide Studios JAPAN
Studio

Game Designer
Yusuke Watanabe

Shou Asano (Paical Inc.)

Kyousuke Wakasa

Eiji Yamada

Sho Suga

Graphics
Chief Artist
Shunsuke Saito

Characters
Yasutoshi Amemiya

Visual Effects
Takeshi Okui

Takuma Matsunaga

Kayoko Sato

Ayumu Kimura (Daisy Inc.)

Yoshio Namiki

Taijuro Hachiya

Masakatsu Yoneta

Shunpei Suzuki

Daisuke Uchikawa

Hitoshi Niwa

Background
Motokazu Sakai

Shiori Asano

Takuma Matsunaga

Interface Design
Koji Hasegawa

Yasushi Jingu

Kengo Suganuma

Junko Harada

Normal Map &
Emblem Design
Rory Little

Kazunori Yahata (Studio A-CAT Inc.)

Card Design
Kengo Suganuma

Programming
Chief Programmer
Hirofumi Okamoto

Programmer
Tetsuya Kimura

Kazutomo Sasaki

Takenori Shikimi

Masanori Takano

Tsuyoshi Murakami

Tai Yamaguchi

Hirokazu Yamaguchi

Yutaka Yokokawa

Mayumi Ochiai

Coordinators
Masaaki Doi

Yuri Kato

Shoko Matsumiya

Image & Setting
Koroku Inumura

Chihiro Minagawa (Q’tron)

Yoshihiro Maruyama

(RUN and GUN Co.,Ltd.)

Richard Galland (Hasbro Games)

Shou Asano (Paical Inc.)

Character Design
Taro Yamazaki

Masaki Okamoto

Shun

Sumihito

Map Design
Yasushi Suzuki

Storyboard
Yayoi Shikichi

Yorinao Matsuura

Shunsuke Saito

Shunji Ohba

Naoki Habe

Character Model &
Animation
Studio A-CAT Inc.

Producer
Kenichirou Sakuno

CG Artists
Kazunori Yahata

Yuichi Goto

Takahiko Kimura

Masamune Shimada

Shingo Nakanishi

Takeshi Karino

Masami Sueoka

Syouji Sasaki

Daisy Inc.

Director
Masato Inagaki

Art Director
Tadamitsu Kurihara

Daisuke Miura

CG Artists
Yoshida Hiroshi

Minobu Fujii

Ayumu Kimura

Utako Komori

Minoru Kobayashi

Takanori Yamaki

Yoko Ide

Nishikawa Tetsuo

Nakano Toshihiko

CREDITS
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Director
Ian MacDougall

Keiichiro Miyoshi (TOHOKUSHINSHA

FILM CORPORATION)

Recording Engineer
Yasuo Hiruma (SOUND INN)

Yasuhiko Miyasaka

(HITOKUCHI-ZAKA STUDIOS)

Chinese Localization
Engineer
Masatsuna Chubachi

Opening Theme
“Reborn”
Performed by Stone Sour

Produced by Nick Raskulinecz

Mixed by Randy Staub

Music and Lyrics by Corey

Taylor/James Root/Josh Rand/

Shawn Economaki

Published by EMI April Music

Inc./Stone Sour Music (ASCAP)

2006 The All Blacks U.S.A., Inc.

from the Roadrunner Records

album “Come What(ever) May”

used by permission.

Ending Theme
“Cardiff”
Performed by Stone Sour

Produced by Nick Raskulinecz

Mixed by Randy Staub

Music and Lyrics by Corey

Taylor/James Root/Josh Rand/

Shawn Economaki

Published by EMI April Music Inc./

Stone Sour Music (ASCAP)

2006 The All Blacks U.S.A., Inc.

from the Roadrunner Records

album “Come What(ever) May”

used by permission.

BGM

Music by 
Nittoku Inoue (Dogschool)

Producer, Guitars, Bass,
Keyboards, Programming,
Mixed, Recorded, and
5.1 surround mixer
Nittoku Inoue (Dogschool)

Screaming Vocals
Leah Collery (of Hell Hath No Fury) 

Shootie HG

Coordination & Recording
Eric Gorfain @ Quietstreet Studio,

Hollywood, CA

Technical Adviser
Haruo Saitoh (THERMAL MIX)

Assistant
Takayuki Furuta

Hiroya Takayama

Management for 
Nittoku Inoue
Kaori Takai (CIS Inc.)

Music Producer
Tomonobu Kikuchi (Sony Music

Publishing Inc.)

Production Coordination
Shigeru Ohtake (Daybreak Inc.)

JAPAN Studio Sound & 
Video Group

Sound Producer
Shinpei Yamaguchi

Lead Sound Designer
Masao Kimura

Sound Designer
Yuji Yamauchi

Sound & Video Library Team
Isamu Terasaka

Hiroshi Yamamoto

Tomohito Ito

Mitsuteru Furukawa

Junichi Komori

CyberCode
Sony Computer Science
Laboratories, Inc.
Jun Rekimoto

Yuji Ayatsuka

Tsukasa Yoshimura

Tetsu Natsume

Web Site Programming &
Operations
Keiichiro Suzuki

Junichi Akatsuka

Tomomi Nakamura

Package Manual
Coordination
Komiya Hironori

Atsuyuki Sakimae

Yasuko Nii

Kazuaki Kawakami (SMC)

Kenji Suganuma (SMC)

Package Manual Design
Masato Suzuki (LINER Inc.)

Photographer
Eric Bossick

Software Manual 
Kenichiro Yasuhara (Toyotama-ya)

QA
QA Manager
Yuichi Imai

QA Staff
Syumei Aoyama

Daisuke Masugata

Toshiki Ono

(DIGITAL Hearts Co., Ltd.)

Naoki Hiruta

(DIGITAL Hearts Co., Ltd.)

Takeshi Nakashiraho

(DIGITAL Hearts Co., Ltd.)

Takashi Nonaka

(DIGITAL Hearts Co., Ltd.)

Sato Shinichi

(DIGITAL Hearts Co., Ltd.)

Hajime Kumagai

(DIGITAL Hearts Co., Ltd.)

Promotion
Megumi Hosoya

Mizuho Hanada

Hiroyoshi Beppu

Hirotaka Fukushima

Yuuki Kawada

Sales Marketing
Hiroshi Ueda

Mitsutaka Masumoto

Tetsurou Asakawa

Taku Nishijima

Hideki Akaura

Merchandising
Satoshi Satake

Tatsuro Nakamura

Business Relations
Mena Sato

Mika Sumita

Product Management
Chikashi Aoki

Yasuhiro Kitao

Trading Cards
Hasbro Games/Wizards of
the Coast Team

Producer
Paul Barclay 

Writer
Richard Galland 

Senior Game Designer
Rob Daviau 

Brand Communication
Manager
Steve Tester

Graphic Production Manager
Sarah Reddington 

Marketing Services Director
David Foster 

Senior Production Engineer
Mitzi McCart 

Marketing, Europe
Helene Bergeot

Vicky Korstanje 

Marketing, Asia
Dale Aitken

Director of Marketing 
Christy Newton

Camera Stand
Taihei Muroaka

(PRESIDENT JAPAN CO.,LTD.)

Play Mat
Nobuko Negishi (PALUC)

Akihiko Nakamura (PALUC)

Kengo Suganuma

Special Thanks
Yasuhide Kobayashi

Katsuhiko Kanazawa

Bill Ritch

Satoru Miyaki

Kazuo Kato

Koji Mitsuda

Yasuharu Inamasu

Masayuki Mizuno

Hiroaki Sato

Naoko Isono

Hisao Wada

Naohiro Kakizoe

Nobuyuki Shimizu (SMC)

Fumiatsu Nagano

Naoko Kino

Mika Sugiyama

Phil Jackson (Hasbro Games)

Asoma-navi,Inc.

Associate Producer &
Director
Yusuke Watanabe

Executive Producer
Kazuhito Miyaki

Supervisor
Fumiya Takeno

Masatsuka Saeki

Tomikazu Kirita

Takahiro Kaneko
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SCEA Marketing

Product Marketing
Director, Software
Product Marketing
Jeff Reese

Product Marketing Manager
Mark Valledor

Associate Product
Marketing Manager
Chuck Lacson

Product Marketing
Specialist
Verna Hsu

Public Relations

Senior Director,
Communications and
Brand Development
Dave Karraker

Senior PR Manager
Jennifer Clark

PR Specialist
Brian Keltner

Promotions
Senior Promotions Manager
Donna Armentor

Mobile Marketing Manager
Andrew Adams

Associate Promotions
Managers
Jill Grabenkort

Johanna Legarda

Senior Promotions Assistant
Natalie Behrman

Promotions Assistant
Keith Hovey

Channel Marketing &
Events
Director, Channel
Marketing and Events
Joby Hirschfeld

Senior Manager,
Channel Marketing
Bob Johnson

Retail Manager,
Channel Marketing
Kip Roggendorf

Manager,
Channel Marketing
Michael Delacruz

Senior Specialist,
Channel Marketing
Marie Manapat

Event Managers
Lori Chase

Quinn Pham

Senior Manager,
Creative Services
Jack Siler

Senior Creative
Services Specialists
Alicia Beam

Joseph Chan

JM Garcia

Miguel Godinez

Creative Services Specialist
Blanca Hernandez

Packaging & Manual Design
CMB Design

PLAYSTATION®Network
Senior Director,
PLAYSTATION®Network
Susan Nourai

Director, Operations
Eric Lempel

Senior Manager, Web &
Loyalty Marketing
Josh Meighen

Loyalty Associate Manager
Chris Hagedorn

Web Content
Planning Manager
Dawson Vosburg

Associate Project Manager
(Official Game Site)
Trevor Ehle

Web Producer
Cyril Tano

Senior Web Content Designer
Michael McIntire

Web Specialist
Sara Kwan

Asset Artist
Noel Silvia

Senior Manager,
PLAYSTATION®Store
Grace Chen

Sony Computer
Entertainment Europe
Simon Roberts

Daniel Maher

Anna Wojewodzka

Mark Hardy

Kimberley Piper

Charlotte Panther

Russell Coburn

Sam Holding

All of THE EYE OF JUDGMENT™
Development Team.

Copyrights
Sony Computer
Entertainment Inc.

The typefaces included herein

are partially developed by

DynaComware.

CyberCode was developed

by Sony CSL.

SCEA Product
Development
Senior Producer
Felice Standifer

Associate Producer
Kyle Zundel

Director of Production
Jim Molinets

Director of 
San Diego Studios
Scott Rhod

Vice President of 
Product Development
Shuhei Yoshida

SCEA First 
Party Quality
Assurance
Director
Ritchard Markelz

Test Operations

QA Test Manager
Tim Vanlaw

QA Test Supervisor
Kevin Hoiland

Lead Quality 
Assurance Tester
Rodger Aladray

Senior Quality 
Assurance Testers
Dennis Miller

Richard Noble

Quality Assurance Tester
Matt Bolger

Lab Technician
Vince Loughney

Contingent Game 
Test Analysts
Sean Davis

Jobe DeHaas

Minh Lam

Charles Mack

Christopher Mandell

Steven Peer

John Walker

QA Support

Manager
Ken Kribs

Applications Admin
Christian Davis

Manager, Online Support
Chris Cromwell

Online Support Leads
Ken Overbey

Derek Baurmann 

Online Support Analysts
Edward O’Neill

Joe Schmedding

Michael Brown

Brandon Fenton

And the Online Support Test Team

Program 
Management Group

Sr. Manager
Jim Wallace

Manager, Project
Management
Eric Ippolito

Supervisor, Training
Benjamin Forrest

Senior Project Coordinator
Justin Flores

Project Coordinators
Jesse Reiter

Ronald Pascucci

Brent Gocke
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PLAYSTATION®Store
Coordinator
Rommel Hernandez

PMT Manager
Jen Woldman

Legal
Director, Legal &
Business Affairs
Lisa Lunger

Paralegal
Suzanne Williams

We would like to thank each

individual at Sony Computer

Entertainment America for their

contributions, support and

dedication to the success of

THE EYE OF JUDGMENT™

with special recognition to

the Executive Management

team including:

Kaz Hirai

Jack Tretton

Peter Dille

Jim Bass

Glenn Nash

|Phil Rosenberg

Steve Ross

Riley Russell

Shuhei Yoshida

We would also like to thank

Phil Harrison and Will Treves at

Sony Computer Entertainment

World Wide Studios for all their

help and support.

Game Experience May Change During Online Play.

ONLINE USER AGREEMENT

PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREE TO ITS TERMS BY CLICKING THE
“ACCEPT” OR “DECLINE” BUTTON AT THE BOTTOM OF THIS SCREEN. IF YOU CLICK THE “DECLINE” BUTTON YOU WILL
NOT BE ABLE TO PLAY THE ONLINE VERSION OF THIS GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA
INC. (“SCEA”) CONSUMER SERVICES AT 1-800-345-7669 WITHIN 30 DAYS OF YOUR PURCHASE FOR REFUND OR RETURN
INFORMATION. PLEASE HAVE YOUR PURCHASE RECEIPT AVAILABLE. 

1. ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 years or older. By clicking the “ACCEPT”
button, you affirm that you are an adult 18 years or older and you are accepting this Agreement on your own behalf or on behalf
of your minor child (under 18).

2. GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for play on a PlayStation®3 computer
entertainment system only. You may not (i) rent, lease or sublicense the software, (ii) modify, adapt, translate, reverse engineer,
decompile or disassemble the software, (iii) attempt to create the source code from the object code for the software, or (iv)
download game content for any purpose other than game play. You have no proprietary rights in any game content including
game play statistics. SCEA may modify such content at any time for any reason.

3. AUTHENTICATION/SERVICE. SCEA may retrieve information about a user’s hardware and software for authentication, copy
protection, account blocking, system, rules, or game management and other purposes. SCEA does not guarantee the continuous
operation of the game servers and shall not be responsible for any delay or failure of the game servers to perform. In the event
of a systems incompatibility or inoperability, the sole liability of SCEI, SCEA and their affiliates shall be limited to the repair or
replacement of the user’s affected game software, console, or peripherals at the option of SCEA. SCEI, SCEA and their affiliates
shall not be liable for any delays, system failures, authentication failures, or system outages, which may, from time to time,
affect game play or access thereto.

4. NO EXPECTATION OF PRIVACY. You agree that you have no expectation of privacy or confidentiality in the personal information
you may intentionally or unintentionally disclose through login, game play and chat. You should avoid saying anything personally
identifying in chat. SCEA has no liability for any violation of this Agreement by you or by any other player.

5. ONLINE CONDUCT. When you play, you agree to be respectful of your fellow players and never to engage in any behavior
that would be abusive or offensive to other players, disruptive of the game experience, fraudulent or otherwise illegal. This
includes but is not limited to:

(a) Harassing or intimidating other players while chatting or playing this game online or using information obtained while chatting
or playing this game to harass or intimidate fellow players outside of the game;

(b) Using language, selecting user, character, clan or team names or creating any other content that is racially, ethnically or
religiously offensive, sexually abusive, obscene or defamatory; 

(c) Selecting as a user, character, clan or team name any word, symbol or combination of words and symbols which is identical
to or substantially similar to any character, weapon, vehicle or other intellectual property element owned by SCEA which
appears in this game or any other SCEA game or a 3rd Party.

(d) Using content that is commercial in nature such as advertisements, solicitations and promotions for goods or services; 
(e) Falsely representing that you are an employee of Sony Corporation, Sony Computer Entertainment America, or any other

affiliated or related company; 
(f) Disrupting the normal flow of chat in game chat rooms;
(g) Making a false report of user abuse to SCEA Consumer Services; 
(h) Violating any local, state or national law including but not limited to laws related to copyright, trademark, defamation, invasion

of privacy, identity theft, hacking and the distribution of counterfeit software; 
(i) Using a cheat code, cheat device or any device that modifies the executable game code or data. For a detailed explanation

of the SCEA policy on cheating visit www.us.playstation.com/onlinecheating.
(j) Any attempt to deliberately alter, damage or undermine the legitimate operation of this game, including but not limited to

exploiting the ranking system by creating “dummy accounts.” 
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6. REPORTING ABUSE. To report violations of this Agreement or to inquire about a blocked account, call SCEA Consumer
Services at 1-800-345-7669. 

7. VIOLATIONS OF ONLINE CONDUCT. SCEA has no liability for any violation of this Agreement by you or by any other player.
Further, if you violate this Agreement in any manner, SCEA may at its discretion and without notice to you temporarily or
permanently block your account and/or reset your stats and/or rankings in this game and any related games. In appropriate
cases, SCEA may bring legal action against you or cooperate in any government or private legal action or investigation relating
to your conduct within the game. 

8. HOTSPOT AND INTERNET SERVICE PROVIDERS. SCEA and its affiliated companies are not affiliated with any of the Internet
service providers (ISPs) or Hotspot Operators (collectively “Service Providers”) that you may connect to when you wirelessly
access the Internet and are not responsible for any damages or injury arising from or related to your use of these services.
When you access an ISP through a Hotspot you are providing information directly to the Service Provider and not to SCEA.
This information is collected by the Service Provider and is not shared with SCEA. SCEA does not control the Service Provider’s
use of the information you provide. Before wirelessly accessing the Internet you should carefully read the Service Provider’s
advertisements, user agreement/terms and conditions and privacy policy carefully. If you are unclear whether your use of the
Service Provider’s services may involve charges or whether all of the Service Provider’s advertised features will be available through
the PlayStation 3 system, or if you have any other questions concerning their services, please contact the Service Provider directly.

9. WARRANTY/DISCLAIMER. SCEA WARRANTS TO THE ORIGINAL PURCHASER OF THE GAME DISC THAT THE DISC IS
FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP FOR A PERIOD OF NINETY (90) DAYS FROM THE DATE OF
PURCHASE. SEE GAME MANUAL FOR LIMITED WARRANTY DETAILS. EXCEPT AS PROVIDED HEREIN, THE GAME DISC,
SOFTWARE AND ALL RELATED SERVICES ARE PROVIDED “AS IS” AND, TO THE MAXIMUM EXTENT PROVIDED UNDER
LAW, SCEA DISCLAIMS ALL WARRANTIES OF ANY KIND, WHETHER EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED
TO ANY WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. Without limiting the foregoing,
SCEA does not promise that this software will work properly with any memory card storage or other peripheral device that
has not been manufactured or licensed by SCEA or a related company. To insure compatibility use only PlayStation
licensed or approved products. Additionally, SCEA does not guarantee that you will be able to play this game through
online or Wi-Fi connectivity at any time you want. From time to time, there may be problems related to availability,
access, delay and failure to perform that are beyond the immediate and reasonable control of SCEA. In the event of a dispute
regarding the online functionality of this software, you agree that the sole liability of SCEA and its affiliated companies
will be limited to repair or replacement of the game software at SCEA’s option. SCEA may, at its sole discretion, discontinue
hosting of the game server at any time. SCEA has no liability for such discontinuance. 

10. MODIFICATION. SCEA at its sole discretion may modify the terms of this Agreement at any time. You are responsible for
reviewing the terms of this Agreement each time you login to play. By accepting this Agreement and by playing the game online,
you agree to be bound by all current terms of the Agreement. To print out a current copy of this Agreement using your computer,
go to www.us.playstation.com/support/useragreement. 

11. MISCELLANEOUS. This Agreement shall be construed and interpreted in accordance with the laws of the State of California
applying to contracts fully executed and performed within the State of California. Both parties submit to personal jurisdiction
in California and further agree that any dispute arising from or relating to this Agreement shall be brought in a court within San
Mateo County, California. If any provision of this Agreement shall be held invalid or unenforceable, in whole or in part, such
provision shall be modified to the minimum extent necessary to make it valid and enforceable, and the validity and enforceability
of all other provisions of this Agreement shall not be affected thereby. This Agreement constitutes the entire agreement
between the parties hereto related to the subject matter hereof and supercedes all prior oral and written and all contemporaneous
oral negotiations, commitments and understandings of the parties, all of which are merged herein.

PLAYSTATION®EYE CAMERA INSTRUCTIONS
Before using this product, carefully read these instructions for the PLAYSTATION®Eye camera and retain it for
future reference. Read also the instructions for the PLAYSTATION®3 system.
Warning
To prevent fire or shock hazard, do not expose the unit to rain or moisture.

The PLAYSTATION®Eye is not compatible with the PlayStation®2 computer entertainment system
or EyeToy®–compatible games.
Use and handling precautions
• Avoid prolonged use of the PS3™ system and the PLAYSTATION®Eye camera.

• Do not expose the product to high temperatures, high humidity or direct sunlight.

• Do not allow the product to come into contact with liquids.

• Do not put heavy objects on the product.

• Never disassemble or modify the product.

• Do not throw or drop the product or subject it to strong physical shock.

• Do not twist the cable or pull it forcibly.

• Do not place any rubber or vinyl materials on the product exterior for an extended period of time.

• Do not touch the metal parts or insert foreign objects into the connector for the product.

• Do not place or use the product on an unstable surface.

• Check that you have enough room to play.

Cleaning the camera
• Before cleaning the product, be sure to disconnect it from the PS3™ system.

• Use a soft, dry cloth to clean the product. Do not use solvents or other chemicals. Do not wipe with a
chemically-treated cleaning cloth.

• Use air pressure to clean off any dust that has collected on the lens.

• This product contains small parts which, if removed, may present a choking hazard to children. Any cleaning
of the product should be done by an adult, or under close adult supervision.

For Customers in the U.S.A.
FCC NOTICE
This equipment has been tested and found to comply with the limits for a Class B digital device, pursuant to part
15 of the FCC Rules. These limits are designed to provide reasonable protection against harmful interference in
a residential installation. This equipment generates, uses and can radiate radio frequency energy and, if not
installed and used in accordance with the instructions, may cause harmful interference to radio communications.
However, there is no guarantee that interference will not occur in a particular installation. If this equipment does
cause harmful interference to radio or television reception, which can be determined by turning the equipment off
and on, the user is encouraged to try to correct the interference by one or more of the following measures:

• Reorient or relocate the receiving antenna.

• Increase the separation between the equipment and receiver.

• Connect the equipment into an outlet on a circuit different from that to which the receiver is connected.

• Consult the dealer or an experienced radio/TV technician for help.
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For customers in Canada
This Class B digital apparatus complies with Canadian ICES-003.

If you have questions about this product visit www.us.playstation.com or call our technical support line
at 1-800-345-7669,

For consumer mail, write to:
Sony Computer Entertainment America
Consumer Services/Technical Support
PO Box 5888, San Mateo, CA 94402-0888 U.S.A.

Connecting the PLAYSTATION®Eye camera
Securely insert the camera’s USB connector into one of the USB connectors on the front of the PS3™ system. The
blue LED power indicator on the front of the camera will light up to indicate that the camera is now ready to use. 

Disconnecting the PLAYSTATION®Eye camera
To disconnect the camera, gently pull the camera’s USB connector from the PS3™ system. Do not pull on the cable
itself as this may cause damage to the connector. Removal of the camera during play will result in the termination
of the live feed.

Using the PLAYSTATION®Eye camera
Insert the PLAYSTATION®Eye-compatible software and follow the on-screen instructions. It is recommended that
you stand between 5 and 6.5 feet (1.5 – 2.0 meters) away from of the camera. 

Switching between wide angle and standard view
Check that the lens angle selector is rotated to the appropriate setting. Turn the lens angle selector to the right 
so that the lens angle marker is in line with the blue dot for “wide angle view.” Alternatively, turn the lens angle
selector to the left so that the lens angle marker is in line with the red dot for “standard view”.

Adjusting the camera angle
If your camera is positioned on the floor, simply tilt the camera for extra elevation or swivel the camera base
around to reposition it. People of different heights should tilt the angle of the camera for extra convenience.
DO NOT move the whole camera, just tilt it gently.

Hints
• Check that the background behind you is as motionless as possible, as background motion may hinder gameplay.

• Check that there is enough room to play – watch out for shelves, doors, walls, pets and above all, other people.

For more information on the PLAYSTATION®Eye camera’s voice/video chat feature, refer to the user’s guide for the
PS3™ system.

Troubleshooting
Go through this section if you experience difficulty in operating the product. Should any problem persist, visit
www.us.playstation.com or call SCEA Consumer Services at 1-800-345-7669 for assistance. 

The PLAYSTATION®Eye camera does not recognize your movements.
• There may be a problem with the lighting in your room. 

• Check that there are no flickering lights and that you are evenly lit from the front. 

• Avoid using low-energy bulbs and fluorescent tubes if possible and switch on any extra available lights.

The on-screen buttons activate without your interaction.
• There may be background motion behind you. Check that the background behind you is as motionless as possible.

• If there is a window in your background, consider drawing the curtains and using artificial lights instead.

Your on-screen image appears too bright or too dark.
• The lighting in the room is not suitable.

• If your on-screen image looks too dark, switch on all available lights in the room and point them at you.

• If your on-screen image looks too bright, draw the curtains and use artificial lights instead.

You cannot see yourself on the screen.
• The camera is not plugged in.

• The camera is not positioned correctly.

Specifications

PLAYSTATION®Eye Limited Warranty
Sony Computer Entertainment America (SCEA) warrants to the original purchaser that this product is free from
defects in material and workmanship for a period of one (1) year from the date of purchase. This warranty does
not apply to any consumables (such as batteries). Upon a showing of proof of purchase, SCEA agrees for a period
of one (1) year to either repair or replace this product with a new or refurbished product at SCEA’s option. For the
purpose of this Limited Warranty, “refurbished” means a product that has been returned to its original specifications.
You must call 1-800-345-7669 to receive instructions, and then must deliver the product, freight prepaid, to the
authorized service facility specified to obtain repair/replacement services.

This warranty shall not be applicable and shall be void if the defect in the SCEA product has arisen through abuse,
unreasonable use, mistreatment, neglect, or means other than from a defect in materials or workmanship. THIS
WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY
NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS PRODUCT,

Interface USB 2.0

Connector USB

Power consumption DC 5V, Max. 500 mA 

Dimension (approx.) 84 x 67 x 57 mm (3.3 x 2.6 x 2.2 in)

Weight (approx.) 173 g (6.1 oz)

Cable length (approx.) 2 m (6.6 ft)

Operation temperature 5°C to 35°C (41°F to 95°F)

Video capture 640 x 480 pixel

Video format Uncompressed or JPEG

Lenshead 2.1 F-stop, <1% distortion, fixed focus (25 cm (9.8 in) to                                at 75º FOV)

Field of view 56º to 75º FOV zoom lens

Frame rate 640 x 480 at 60 frames/second
 320 x 240 at 120 frames/second
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“PLAYSTATION” is a registered trademark and “PS3” is a trademark of Sony Computer Entertainment Inc. The ratings icon is a trademark of the 
Entertainment Software Association. SIXAXIS is a trademark of Sony Computer Entertainment Inc. © 2007 Sony Computer Entertainment Inc. 

THE EYE OF JUDGMENT™ LIMITED WARRANTY
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 1-800-345-7669 to 
receive instructions to obtain repair/replacement services.

This warranty 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 OBLIGATE SCEA. ANY 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 DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE SCEA SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions 
or limitations of consequential damages, so the above limitations and/or exclusions of liability 
may not apply to you. This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state.

USE OF UNAUTHORIZED PRODUCT:
The use of software or peripherals not authorized by Sony Computer Entertainment America 
may damage your system and/or invalidate your warranty. Only official or licensed peripherals 
should be used in the controller ports or memory card slots.

Unauthorized copying, reproduction, rental, public performance or broadcast of this game is a 
violation of applicable laws. All rights to make copies of any portion of the game for subsequent 
redistribution is retained by the copyright holder. Please contact SCEA at 1-800-345-7669, if you 
are unwilling to accept the terms of this license.

INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED
TO THE ONE (1) YEAR PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SCEA PRODUCT.
SOME STATES OR PROVINCES DO NOT ALLOW LIMITATION ON HOW LONG AN IMPLIED WARRANTY LASTS
AND SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATIONS OF CONSEQUENTIAL OR INCIDENTAL
DAMAGES, SO THE ABOVE LIMITATIONS OR EXCLUSION MAY NOT APPLY TO YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary from state to state
or province to province.

This warranty is valid only in the United States and Canada.

About national export control
This product may fall within the scope of national export control legislation. You must comply fully with the
requirements of such legislation and of all other applicable laws of any jurisdiction in relation to this product.

Notice about U.S. Export Administration Regulations
This product contains components and software that are subject to certain restrictions under the U.S. Export
Administration Regulations, and may not be exported or re-exported to U.S. embargoed destinations. In addition
this product may not be exported or re-exported to persons and entities prohibited by the U.S. Export
Administration Regulations.

The Bluetooth word mark and logos are owned by the Bluetooth SIG, Inc. and any use of such marks by Sony
Computer Entertainment Inc. is under license.
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Folklore is a trademark of Sony Computer Entertainment America Inc ©2007 Sony Computer Entertainment Inc. Developed by Game Republic. All rights reserved.

“PlayStation”, “PLAYSTATION” AND “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. “Blu-ray Disc” and “Blu-ray Disc” logo are trademarks.

Alcohol Reference
Blood
Fantasy Violence
Mild Language
Mild Suggestive Themes
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