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]WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER F ; ' _

ENTERTAINMENT SYSTEM. .ﬁ= ‘:\i‘\\
A very small percentage of individuals may experience epileplic seizures @y =
when exposed to certain light patterns or flashing lights. Exposure to certain - .
paitems or backgrounds on a television screen or while playing video
games, including games played on the PlayStation®2 console, may induce .|
an epileptic seizure in these individuals. Certain conditions may induce , TRABLE OF CONTENTS
previously undetected epileptic symptams even in persons who have no
his_tory.oi primi §eizum or epilepsy. if you, or anyone in your family, has an Getting Started 2
epileptic condition, cansult your physician prior to playing. if you experience
any of the following symptoms while playing a video game — dizziness, StertingUp 3
altered vision, eye or muscle twitches, loss of awareness, disorientation, s Baike Coutvals &
any involuntary movement, or convulsions — IMMEDIATELY discontinue use .
and consult your physician before resuming play. Omelotes. &
Saving 5
WARNING TO OWNERS OF PROJECTION TELEVISIONS: Makiktas - 8
Do not connect your PlayStation®2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD Introduction 6
type. Otherwise, it may permanently damage your TV screen. e G ™
USE OF UNAUTHORIZED PRODUCT: Character Controls &
The use of software or peripherals not autharized by Sony Computer Camera Control 13
Entertainment America may damage your console and/or invalidate your _
warranty. Only official or licensed peripherals should be used in the Eallenles: - 008
contraller ports or memory card slots. Ammo 4
HANDLING YOUR PLAYSTATION®2 FORMAT DISC: i
« This disc is intended for use only with PlayStation®2 consoles Credits 16
with the NTSC U/C designation. - Limited Software Warranty
| * Do not bend it, crush it or submerge it in liquids. and License Agreement 23
* Do not leave it in direct sunlight or near a radiator or other source of heat. I Warranty 24
* Be sure to take an occasional rest break during extended play.
 Keep this compact disc clean. Always hold the disc by the edges and Product Support 25
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. L
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GETTING STRARTED

MEMORY CARD slot 2
MEMORY CARD siot 1 ——-—-—l B ——— s Lo (£

USE conneclor ._.-‘_T ‘

controller port 1
controller port 2 -—.

* Note: lilustration may not match all
—_— PlayStation 2 console types. For owners of
SCPH-70000 series PlayStation 2 systems, refer

= _".JJ_ RESET button

_I_"— OPEN button

to the setup inst: pplied with your sy

Set up your PlayStation®2 computer entertainment system according to the

instructions in its Instruction Manual. Make sure the MAIN POWER switch
(located on the back of the console) is turned ON. Press the RESET button.

When the power indicator lights up, press the OPEN button and the display
will open. Place the ZATHURA™ disc on the disc tray with the label side fac-
ing up. Press the OPEN button again and the disc tray will close. Attach game

controllers and other peripherals, as appropriate. Follow on-screen instruc-
tions and refer to this manual for information on using the software.

MEMORY CARD (8MBXFOR PLAYSTATION®2)

To save game settings and progress, insert a memory card (8MB)(for

PlayStation®2) into MEMORY CARD slot 1 of your PlayStation®2 system. You
can load saved game data from the same memeory card or any memory card

(8MB)(for PlayStation®2) containing previously saved games.
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L2 button
L1 button ﬁ
§ } -

directio
buttons

left analog Sti

(L3 button when pushed down)

SELECT button
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ANALOG mode
START button

button

right analog stick

(R3 button when pushed down)

R2 button
; }— R1 button

X button
— LR e

LOADING AND SAVING GAMES

When you start ZATHURA, load your saved game from your memory card
(8MB) (for PlayStation®2) as shown below. MEMORY CARD slot 1 and MEM-
ORY CARD slot 2 are both supported.
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BASIC CONTROLS

[ NAVIGATING THE MENUS

RETURN TO
PREVIOUS PAGE

CONFIRM
SELECTION

DELETE
PROFILE /

UP/DOWN START/PAUSE GAME BACKSPACE
SELECT MENU ITEM

|  CHARACTER CONTROLS

SPECIFIC
CHARACTER
ATTACK MOVE

! SELECT

f‘:' L w
(a2 oo i
lI‘. =t START |,

|

CAMERA CONTROL OR BUTTON WHEN CLOSE

TARGET BUMP

’ CHARACTER MOVEMENT

GAME PROFILES T

Upon booting the game, you will be asked to create a User
Profile. This stores your game progress and settings.

CREATE PROFILE
Select this option to create a new profile. You will be prompted to select a
profile slot and profile name.

LOAD PROFILE

Sefect this option to load a previously created profile.

SAVING

Zathura uses an Autosave feature that saves your game progress as each
game level is completed. This feature can be turned off in the OPTIONS
menu under GENERAL.

MAIN MENU

START GAME

Choose this option to start a
new game or continue a game
associated with the current
profile. If the currently selected
profile has saved game data,
you can select any of the
previously unlocked levels.

OPTIONS

Select Options to adjust the
audio and controller settings for
the game. You can also turn Autosave on or off.

EXTRAS

Select this to view exclusive bonus material. Game Extras are unlocked by
completing levels.

PROFILES

Select this to create, load, and delete profiles.

CREDITS

Select this to view the game credits.

LATHURA
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INTRODUCTION

athura starts with two ordinary brothers left alone for the afternoon.

As expected, the brothers, Walter and Danny, soon start fighting.
Walter chases Danny and though Danny is quick and sneaky, his brother is
older - if not a bit wiser. He finds Danny and traps him in the basement of
their old home. Down there, in the darkness and clutter, Danny finds some-
thing - something mysterious and extraordinary - a game. Zathura.

He quickly brings his new discovery to Walter and asks, as a peace offering,
if he'd like to play. Of course the sour Walter says no. But Danny is persist-
ent and chooses to play anyway. He turns the crank, punches the button, a
card pops out, and nothing is ever the same again.

Now twao brothers, a runaway Robot, and an inexplicable Astronaut must
find their way hame. Wherever that may be. For once the game is begun -
it must be finished. There is no turning back. They can only go forward.

So take a turn - adventure is waiting...
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THE GAME SCREEN < >

A

AMMO ENERGY
COUNTER METER

Z COUNTER

ENERGY METER -
Reflects the state of your character.

AMMO COUNTER -
Shows the type and amount of amma for each character.

Z COUNTER -
Reflects the number of Zathura Collectables that have been picked up.
For every 50 Z's a character collects, the Energy Meter is increased.
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CHARACTER CONTROLS

DANNY

Danny is a determined little boy out to prove he’s not the baby his big
brother thinks he is. Though he is initially very timid and easily scared, he
must overcome those fears in order to beat the game. Armed with a high-
powered slingshot, Danny quickly learns that his small frame is exactly what
is needed at times.

Station®2

Character Movement

right analog stick

Camera Control or Target Bump

< when Locked On
l & button Jump
"  button Climb (while grasping ledge)

left analog stick
while holding ledge

Hand Walk

@ button e Shoot Sling Shot B
| ® button » Activate Button when close
[ @ button Low/Sweep Kick

@ button Kick

[ A1 ] Duck

! IGXR + left analog stick

Sneak (done while ducking)

' IGXER -+ up on left analog stick

+ & button Sneak Roll Be i
Lack-On
i + left analog stick /e Strafe Left/Right

N + left analog stick 4m/mp

+ € button Dodge Left/Right
+ left analog stick down
+ & button Dodge Back

directional button /4

Ammo Change




WALTER

Walter is athletic and his love for sports will certainly come in handy. He

PlayStation®2

wields a broken robot arm with mighty homerun swings and uses his quar- left analog stick Character Movement -

| terback skills to launch handy projectiles at enemies. His robot arm is ideal right analog stick Camera Control or Target Bump
| for reflecting incoming projectiles back at enemies. when Locked On

€3 button Jump

& button Climb (while grasping ledge)

1 left analog stick while holding ledge Hand Walk

@ button Throw

@ button Activate Button when close

® button . . Melee 1 - Vertical Attack

@ button Melee 2 - Bat Attack Right. This

can also reflect incoming projectiles
@ button after Melee 2 Melee 3 - Bat Attack Left. This
can also reflect incoming projectiles

[ A1 ] Duck

IGED -+ left analog stick Sneak (done while ducking]

Lock-On

+ left analog stick 4m/mb  Strafe Left/Right

XD + left analog stick 4m/w=p

+ @ button Dodge Left/Right

+ up on left analog stick

+ & button Forward dive roll

+ left analog stick down

+ € button Handspring Back

& button near pole Pole Grab

left analoq stick ‘/‘ Climb up/down pole

' left analog stick <m/sp Rotate on pole o

9 button while on pole Jump from pole

€3 button near bar Bar Grab

left analog stick "’/‘ Bar Directional Switch

[ B4 ] Bar Swing

€ button Jump from Bar

directional button 4/4 Ammo Change
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ROBOT

The runaway Robot is a fierce and agile cast iron tank. It uses powerful
claws to smash enemies at close range while firing its pulse cannons at dis-
tant targets. It has a vicious Backslap that sends enemies soaring through
the air. Its jetpack charge attack can cover ground quickly or slam into
groups of enemies.

left analog stick

Character Movement \

right analog stick
when Locked On

Camera Control or Target Bump

 button Jump

& button Shoot Pulse Cannen

Hold @ button Pulse Bomb

® button Melee 1 - Punch Attack Left

® button after Melee 1

Melee 2 - Punch Attack Right

-

@ button press, hold, and release

Melee 3 - Back Slap

Jet Pack Charge Attack

[ L1 ] Lock-On

XN + left analog stick <m/mp

Strafe Left/Right

+ left analog stick <m/mp
+ & button

Dodge Left/Right

+ left analog stick down
+ & button

Dodge Back

directional button /4

Ammo Change

CAMERA CONTROL

The camera positions itself automatically behind the character or in some
cases move to predetermined locations for a better view of the action. You
can also use the right analog stick to swivel the camera left, right, up, and

down.

Remember! When you are Locked-On to a target, using the right analog

stick will switch the target!
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PULSE CANNON - A Tl \t\ -

The Robot’s default ammo.
This is infinite. ﬁ \

PULSE BOMB -
The Robot can use this to cause area-effect damage.
This is infinite.

HEALTH

Collect these to restore Energy for Danny and Walter

A

ENERGY
Coflest these to restare Energy for the Robat HOMING MISSILES - The Robot can use these to hame in
on targets that are not specifically aimed at.

ZATHURA SYMBOL . .
Collect 50 Zathura symbols to increase total Energy HOMING PULSE CANNON - This temporarily upgrades
~the Robot's Pulse Cannon with homing blasts.

MOON ROCKS -
Danny's default slingshot ammo. This is infinite HINTS

® Use the Lock-On to target enemies. In some case, it might be best to keep
the Lock-On button pressed-so you automatically switch enemies as they

EMP SHOTS - are defeated.

Danny and Waiter can use these to shock enemies. ’ . ) 115N 1
* Walter's robot arm can reflect incoming projectiles back at enemies.

This can be useful when you are unable to get close to things like Turrets.
HYDRO SHOTS - £ ) ;
Danny and Walter can use these to freeze enemies. When ® Use the Dodges to circle enemies and avoid attacks
an enemy is frozen, hit them again to watch them shatter! e Break everything you can! Health and ammo are hidden in breakable objects.

CRYSTAL BOMBS -
Danny can use these to cause area-effect damage hurting
multiple enemies.

RADIO ACTIVE WASTE CONTAINERS -
Walter can use these to cause area-effect damage hurting
multiple enemies.

SANDCRAB EGGS - Walter can use these to cause con-
centrated damage.




CREDITS

VOICE-OVER

Walter
Josh Hutcherson

Danny
Jonah Bobo

Astronaut
Dax Shepard

Voice-0Over Directors
Jon Favreau
Jack Scalici

Recorded at

Sony Pictures Studios
Dig It Audio, NY

High Voltage Software

HIGH VOLTAGE

SOFTWARE

Team Management
Project Manager
Tim Shymkus

Lead Gameplay
Programmer
Frank Lee Wilson

Technical Lead
John Sanderson

CORE TEAM
Character and Level
Design

Josh Bear

Patrick Drobotij
David Pellas Sr.

Character Art and
Cinemas
Damion J. J. Davis

| -
| Cinemas
|'!3rian Garrigan

’ Level Art

Scott Harper

Andrew J. Hura
Curt Smith

Character Art
Mike Means
Angel Ruiz

Character Animation
Erik Novak

Enviranmental Objects
Zak Oliver

Concept Art and
Environmental Objects
Rebecca Wiley

ADDITIONAL
CONTRIBUTION
Level Art

Rich Bernal
Lonnie Nikirk

Gameplay
Programming
Justin Crouch

Level Design
Jennifer L. Fassett

Concept Art
Bob Rissetto

Character Animation
Shirin Rutan

EXECUTIVE
MANAGEMENT
CEO/Founder
Kerry J. Ganofsky

President

John W. Kopecky

VP of Software
Development

Jesse Helton

VP of Creative Content
Eric Nofsinger

Chief Technology

Officer
Brett Bourbin

IT Director
Raymond E. Bailey

Office Manager /
Human Resources
Maggie Bohlen

IT Specialist
Mark McNeill

AUDIO/VIDEO
A/ Director
D. Chadd Portwine

Michael Caisley
Ryan Cashman
Enrique Conty
Dave Lapekas
Michael Metz
Tim Schiie

Tim Stasica

Music by Rednote
Audio

Rod Abernethy
Jason Graves

QUALITY ASSURANCE
Certification
Compliance

Brett Rubin

QA Manager
Chris Paul

Testers

Pete Hassett
Keith Hladik
Nick Muntean
Caitlin Oliver
Mick Pack

Technical Art Group

Lead
Lisa Wells

Darin Beaver
Mark Gants

Steve Gehrke
Dustin Risley

User Interface
Team Lead
Chad Mirshak

Marianne Bosch
David Perea
Bob Rissetto
Ben Savage

Motion Capture -
Red Eye Studio
Director

Jon Krusell

Motion Capture
Performers

Jeff Jenkins
Mitchell J. Fain

Motion Capture Artist
Dustin Carroll

Motion Capture.Artist
Karisma Williams

Special Thanks
Jessa Carlson
Fracella Dy

Cef Grima
Andrew Falth
Geoff Haines
John Hazen

Ben Hoyt

Jerry Karaganis
Ed Kuehnel
Duncan McPherson
Kyle Miller
William Muehi
Sean Riley

Dan Segarra

Bay Sonthipanya
Ryan Snyder
Josh VanVeld
Michael Wilford
Jeff Williams

INTERNS

Anna Borowiecka
Chet Farley

Gina Galinis

Jeff Lacdan

Kevin Mackey
Matt Moreno
Michael Frost
Seth Meyer

FRIENDS .,
AND FAMILY ﬂ-\ e e Y
Sydney ﬁ‘ - .
Martin Vice \
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.llJeJnmfcr David Boutry
Beth Vice President of
Simon Marketing
Oliver Sarah Anderson
Megan Vice President of
Lori Product Development
Ed ! Greg Gobbi
Sterling

Very Special Thanks
To Jon Favreau and
Peter Billingsly for
being the coolest movie
guys around!

PUBLISHED BY
2K GAMES

A Division of Take-
Two Interactive
Software, Inc.

Publishing Director
Ryan Brant

Managing Director
Christoph Hartmann

General Manager,
2K Games West
Adam Sussman

Vice President of Sales
& Licensing
Steve Glickstein

Vice President of New
Business & Product
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Susan Lewis

Vice President of
Business Affairs
David Ismailer

m

Director of Business
Development
Andy Babb
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Jon Payne

Producer
Melissa Miller
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Coordinator
David Barksdale
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Jack Scalici
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Director

Lawrence Durham
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Tammy Wong
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Standards Testers
Drew Rogers
Tristan Clark
Abraham Munoz
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Team
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George Soluk
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Jean Raymond
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CONTINUE L IMITED SOFTWARE WARRANTY

TH E j o u R N EY ﬁﬁgoiigflﬁggugffﬁgmfﬂim WARRANTY AND LICENSE

AGREEMENT (THE "AGREEMENT") ANL} THE TERMS SET FORTH BELOW. THE “SOFTWARE" INCLUDES

ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING MANUAL (S), PACKAGING

AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS OR DOCUMENTATION, AND ANY AND

. ALL COPIES OF SUCH SOFTWAHE AND ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING,
LitL> LE R A AND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE SOFTWARE, YOU
?E?(ELBJGS%C)[PT THE TERMS OF THIS LICENSE WITH [TAKE-TWO INTERACTIVE SOFTWARE, INC.]

TOIM Funaw eteors to alien warri I can axnenence 1 1291¢ LICENSE. Subject fo this Agreement and its terms and conditions, LICENSOR hereby grants you the non-
] 2 b A ! i g 2 exclusive, non-transferable, limited sight and license to use one copy of the Software for your parsonal use
on a single console. The Sofiware is being licensed to you and you hereby acknowledge that no title or
awnership in the Software is being transferred or assigned and this Agreement should not be construed as
a sale of any rights in the Software. All rights nct specifically granted under this Agreement are reserved
by LICENSOR and, as applicable, its licensors.

Ine granh e ne hoatr! ¥ . e I OWNERSHIP. LICENSOR retains all right, litle and interest to this Software, including, but not limiled
; ; s ; . W to, all copyrights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer
0 pacKage are e 3 — o9 | codes, audiovisual effects, themes, characlers, character names, stories, dialog, settings, artwork, sounds
: 3 ; i effects, musical works, and moral rights. The Software is protected by United States copyright law and
qqaitaenal space shps let un 1o = ’ a1 applicable copyright laws and treaties throughout the world, The Software may not be copied, reproduced
4 ] T - : AL | or distributed in any manner or medium, in whole or in part, without prior written consent from LICEN-
[OUF pidyer: eriern pdCll game, = . — | SOR. Any persons copying, reproducing or distributing all or any portion of the Software in any mannar
] 1 ¥ . : & or medium, will be willfully violating the copyright laws and may be subject to civil and criminal penal-
10 U 1€ TIFST pPiad) — N n | ties. Be advised that Copyright violations are subject to penalties of up to $100,000 per violation. The
| ; = - = . | Softwase contains cerfain licensed materials and LICENSOR's licensors may protect their rights in the

1 LdUIH > - ’ - ; event of any violation of this Agreement. 2

JUt get ter - G : o LICENSE CONDITIONS
1efore all the & ’ - g e You agree not o;
: T ’ {a) Commercially exploit the Software;
. " R (b) Dislribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies of this
Juse are £o ’ - Nl eyt YT Software, without the express prior written consent of LICENSOR; .
; {c) Make copies of the Software or any part thereof;

(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the Software
{or permit others to de same) on a network, for on-line use, or on more than one console at the same
; fime;
Key on the W = (e) Copy the Sultware anto a hard drive or other storage device and must run the Software from the includ-
ed CD-ROM or DYD-ROM (although the Software may aufomatically copy a portion of itself onto your
CONnsoie afl console during installation in orcer 10 run more efficiently);
nre 1 | () use or copy the Software at a computer gaming center or any other location-based site; provided, that LICEN-
¥ y v s SOR may offer you a separate site license agreement to make the Software available for commercial use;.
110N 10 get you UUCHONS. Yol re caliéd upon 1o n: (: {0) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in part;
he rohat's malfunctionin i aiid Tnl e Apnl {h) Remove or modily any proprietary notices or labels contained on or within the Soltware; and
; i Mg i Far T > (i) transport, export or re-export {directly or indirectly) into any country forbidden fo receive such Software
1011-STOD eX & 10/ v each and every 1 | by any U.S. export laws or accompanying regulations or otherwisz vialate such laws or regulations,
’ that may be amended from time to time.
LIMITED WARRANTY: LICENSOR warrants to you {if you are the initial and original purchaser of the
[ T | Software) that the original storage medium holding the Software is free from defecls in material and
aVe J1é 41 YOUr 1avarice ret workmanship under normal use and service for 90 days from the date of purchase, If for any rea-
son you find a defect in the storage medium during the warranty period, LICENSOR agrees to




replace, free of charge, any Software discovered to be defective within the warranty period as long as the

Software is currently being manufactured by LICENSOR. i the Soltware is no longer available, LIGENSOR

retains the right to substitute a similas program of equal or greater value. This warranty is limited to the stor-

age medium containing the Software as originally provided by LICENSOR and is not applicable to normal wear

and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mis-

gealmgg:, or neglect. Any implied warranties prescribed by stalute are expressly limited to the 90-day pariod
escribed above.

Except as sat forth above, this warranty is In liev of all cther warranties, whether oral or written, express or
implied, including any other warranty of merchantability, fitness for a particular purpose or nan-infringement,
and no other representations or warranities of any kind shall be binging on LICENSOR.

When returning the Software subject to the limited warranty above, please send the original Software only to
the LICENSOR address specified below and include: your name and return address; a photocapy of your dated
sales receipt; and a brief note describing the defect and the system on which you are running the Software.

IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, INCLUDING DAMAGES TO
PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, 10 THE EXTENT PERMIT-
TED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POS-
SIBILITY OF SUCH DAMAGES. LICENSOR'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR
USE OF THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN
IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INGIDENTAL OR CONSEQUEN-
TIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER
RIGHTS THAT VARY FROM JURISDICTION T0 JURISDICTION.

TERMINATION: This Agreement will terminate automatically if you fail to comply with its ferms and con-
ditions. In such event, you must deslroy all copies of the Software and all of its component parts. You can
also end this Agreement by deslroying the Software and all copies and reproductions of the Software and
deleli?% and permanently purging the Software from any client server or computer on which it has been
installed.

U.S. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation have been developed
entirely at privale expense and are provided as "Commercial Computer Software” or *restricted computer soft-
ware.” Usg, duplication or disclosure by the U.S. Government or a U.S. Government subconiraclor is subject
to Ihe restrictions set forth in subparagraph (c){1)(ii) of the Rights in Technical Date and Computer Software
clauses in DFARS 252 227-7013 or as set forth in subparagraph (¢)(1) and (2} of the Commercial Compuler
Software Restricled Rights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer is the
LICENSOR at the focation listed below.

EQUITABLE REMEDIES: You hereby agree that if the terms ol this Agreement are not specifically enforced,
LICENSOR will be irreparably damaged, and therefore you agree that LICENSOR shall be entilied, without bond,
other security, proof of damages, to appropriate equitable remedies with respect any of this Agreement, in addi-
tion o any other available remedies. ‘

INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its pariners, licensors, affiliates, contrac-

lors, officers, directors, employees and agenls harmless from all damages, losses and expenses arising direct-

R{ or indirectly from your acts and omissians to act in using the Software pursuant to the terms of the
greement.

MISCELLANEOUS: This Agreement represents the complete agreement concerning this license between the
parties and supersedes all prior agreements and representations between them. It may be amended only by &
writing executed by both parties. If any provision of this Agreement is held to be unenforceable for any reason,
such provision shall be reformed only to the extent necessary lo make it enforceable and the remaining provi-
sions of this Agreement shall not be alfected. This Agreement shall be construed under New York law as such
law is applied to agreements belween New York residents entered into and to be performed within New York,
except as governed by lfederal law and you consent to the exclusive jurisdiction of the sale and federal courts
Wi New York, New York.

IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE, YOUI MAY CONTACT IN WRITING
’ TAKE-TWO INTERACTIVE SOFTWARE, INC. 622 BROADWAY, NEW YORK, NY 10012,

L

WARRANTY el

e
2K Games, a division of Take-Twe Inferactive Soltware, Inc., warrants to the ‘
purchaser only that the disc provided with this manual and the software program

coded on it will periarm iraccerdance with the description in this manual when used with the spec-

ified equipment, for a period of 90 days from the date of purchase.

If this program is found to be defective within 90 days of purchase, it will be replaced. Simply return the disc to
2K Games or its authorized dealer along with a dated proof of purchase. Replacement of the disc, free of charge
to the original purchaser (gxcept for the cost to return the disc) is the full extent of our ligbility,

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL: OR WRITTEN, EXPRESSED OR
IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTIC-
ULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF
THIS PRODUCT. -

2K Games shall not be liable for incidental and/or consequential damages for the breach of any express or implied
warranly including damage to property and, ta the extent permitted by law, damage for personal injury, even it 2K
Games has been advised of the possibility of such damages. Some states do nol allow the exclusion or limitation
of any incidental or congeguential damages or limitations on how fong an implied warsanty lasls, so the above
limitations or exclusions may not apply to you. This warranty shall not be applicable to the extent that any provi-
sion of this wartanty is prohibited by any federal, state, or municipal law, which cannot be pre-empted. This war-
ranty gives you specific legal rights and may also have other rights, which may vary from state to state.

You may not reproduce, prepare derivative work based on, distribute copies of, offer for sale, sell, transler owrer- |
ship of, rent, lease, or lend to others the Pragram or accompanying documentation, or any portion or component |
ofthe Pragram ar accompanying documentation; provided, however, that you may transfer the entire Program and
accompanying documentaltion an a permanent basis as long as you retain no copies {including archival of back-
up copies) of the Program, accompanying docurmentation, or any portion or component of the Program accom-
panying documentation, and the receipt agrees to the terms of the agreement. Further you may not modity, reverse
enginesr, disassemble, decompile or translate the Program or accompanying documentation, or any portion or
component of the Program or accompanying documentation, nar may you make any copies of the Program mod-
ules for use with other programs, This program is intended for private use only.

2K GAMES
575 BROADWAY
NEW YORK, NY 10012

PRODUCT SUPPORT

FOR U.S. SUPPORT
Phone: 1-866-219-9839

Email: usa@take2support.com

FOR CANADIAN SUPPORT:
Phone: 1-800-638-0217

E'mail,: Canada@take2support.com

http://www.take2games.com/support
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