


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light patterns or
flashing lights. Exposure to certain patterns 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 previously undetected epileptic symptoms even in persons who have no history of prior
seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior to
playing. If you experience any of the following symptoms while playing a video game—dizziness, altered vision, eye
or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions—IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first consulting the user manual for your pro-
jection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment America may damage your con-
sole and/or invalidate your warranty. Only official or licensed peripherals should be used in the controller ports or
memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

« This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C designation.

« 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 compact 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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Kinetica” Tips and Hints

PlayStation 2 Hint Line
Hints for all games produced by SCEA are available:

Within the US 1-900-933-SONY (1-900-933-7669)
$0.95/min. auto hints, $6.95-$16.95 for tips
by mail (subject to availability), $5.00-$20.00 for card recharge

Within Canada: 1-900-451-5757
$1.50/min. auto hints

For US callers, Monday-Friday. Automated is available 24 hours a day, 7 days a week. This hint line supports games
produced by Sony Computer Entertainment America. No hints will be given on our Consumer Service Line. Callers
under 18 years of age, please obtain permission from a parent or guardian before calling. This service requires a
touch-tone phone.

Consumer Service/Technical Support

1-800-345-SONY (1-800-345-7669)
Call this number for help with technical support, installation or general questions regarding the PlayStation 2 console
and its peripherals. Representatives are available Monday-Saturday, 6AM-8PM PST, Sunday 7AM-6:30PM PST.

PlayStation 2 Online WWW.scea.com
Our news is always hot! Visit our website and find out what's happening—new titles, new .
products and the latest information about the PlayStation 2 computer entertainment system.

MACROPOLIS

This track is set in the heart of a futuristic city. Watch
out for flying cars and billboards as you take massive
jumps that carry you high over the traffic below.
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GETTING STARTED
SAVING AND LOADING
INTRODUCTION
CONTROLS
GAMEPLAY SCREEN

GAME MODES—ONE PLAYER RACES

Single Race * Season * Practice Race

GAME MODES—TWO PLAYER RACES

Competitive/Best of Series * Practice Race * Split Screen Options
OPTIONS MENU

PAUSE MENU e
Pause/Options Menu

(EEERXEXEREY ¢
KINETIC SUIT ABILITIES

ATTRIBUTES
Accel * Top Speed * Cornering * Grip * Mass
BOOST
Boost * Boost Strips  * Siphon Boost * Skid Boost
STUNT MODE
Jumping
STUNT COMBOS
POWER-UPS AvVA
Ava’s Suit was custom built for
TIPS extreme flexibility; this makes
CREDITS turning a breeze for her. The Suit
is also very light, so if Ava is not
SOFTWARE WARRANTY careful, she can easily go into

wild, out of control skids.
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Set up your PlayStation®2 computer entertainment system according to the
instructions in its Instruction Manual. Make sure the MAIN POWER switch (located
in the back of the console) is turned ON. Press the RESET button. When the power
indicator lights up, press the OPEN button and the disc tray will open.

Place the KINETICA™ disc on the disc tray with the label side facing up. Press
the OPEN button again and the disc tray will close. Attach game controllers
and other peripherals, as appropriate. Follow on-screen instructions and refer
to this manual for information on using the controls.

MEMORY CARD slot 2

MEMORY CARD slot 1—\ ’.disc tray
T

2 RESET button

iom]

USB connector

$400 i.LINK connector

controller port 1 *

controller port2 —M—————| . O O

CLECTRICAH

Wild twists and turns abound in this
Beginner track. Alien architecture hanging in
the sky. Lots of opportunities to boost!

CERA

This Kinetic racer opted for a mid-
range Suit, relying on her own natural
ability to pull off stunts to keep herself
among the higher speed Suits. Cera’s
Suit has reliable handling that keeps
her from losing control in even the
most extreme turns.
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Before you power up the PlayStation 2 computer
entertainment system, insert your Memory Card (8MB)
(for PlayStation 2) into memory card slot 1.

Auto Loading & Saving

When powering up the PlayStation 2, any Kinetica
game save from the memory card in memory card slot
1 will be automatically loaded.

During gameplay, after you set a new track record (in
any mode) or complete a season with top ranking (in season mode) the option to
save your game will automatically appear. Follow the on-screen instructions to save
to your memory card. If there is already saved game data for KINETICA on the mem-
ory card, you will be asked if you want to overwrite this data, replacing it with cur-
rent data. Continue to follow the on-screen instructions to save.

Manual Loading & Saving
Within the menu screens, there is a feature to manually load and save game data to
your memory card.

On any of the pre-race menu screens you can press the @ button to access the
Options menu (p.10). Once selected, highlight “Save/Load” and follow the on-screen
instructions to continue to save or load your game data.

VIGOR

Vigor is equipped with massive suspension enabling him to easily
handle the bumps and jumps of the Kinetica races. This Suit is
loud, rowdy and likes to get dirty. Vigor's huge armor enhances his
ability to quickly brush off collisions from other bikes.
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Nn the past, illegal underground
racing was nothing more than a
bunch of spoiled rich kids racing
one another throughout the under-
belly of the city. Racing through the

slums provided both freedom from the authorities as well as a

Years later, advancements in technology developed a new source
of kinetic power that supplied the city with an abundance of ener-
gy. The economy boomed and a new affluent class emerged: one
with an addiction to the underground races.

With new money in this reborn city, named “KINETICA’ plenty
of secret investors provided technology and sponsorship deals
to capitalize on the financial gains of the illegal activities relat-

getaway from their pristine social class. As the races became ed to the events. This changed the races dramatically. Faster

more frequent, a cult following developed amang the society of Suits, dynamic tracks, television broadcasts and superstar

underground dwellers. The races provided a free source of treatment for the participants.
entertainment. For others, the steady following of spectators
provided a new source of gambling.

When the “E-FIRE” swept through the city, it sparked an econom- IRECINIG HAS EVOLYVELD.

ic depression, where the most affluent people in the city found
themselves struggling to survive with little or no energy
resources. As more people sought shelter in the slums, the popu-
larity of the underground racing grew into a new class of citizens.

ORSITAL JuncTion

This multiple path track favors each bike type differently. Find the
best path for your bike or you'll be blown out an airlock.

r
8
b i Of all the Kinetic racers, Xia is the fear-
2 “’ " SUICIDE SLIDE (S0NuUs) less dare devil of the group. Her Suit has
b b ", ~ "+ Craters scattered throughout the track will easily cause the quickest reflexes, allowing her to flip
o . unwary racers to lose major speed as they whip through the and fly over all the other bikes. Xia uses a
‘ "ﬁ . - war-torn battleground. Jump up to the upper path to avoid con- wide variety of gymnastic/martial arts

= flicts and collect power-ups! style moves to strike cool poses.
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ACTIVATE POWER UP |
DRAG TURN z
STEERING |
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STEERING

SIPHON BOOST
(PRESS DOWN)

Corrects your. Klnetlc
Suits orientatiol

This is especially handy when you get lost

or have fallen off the track.

ACTIVATE BOOST

—

z STUNT MODE
| REAR VIEW
13

R

SONY
P

PlayStation
SELHCT START
ANALOG

|SIPHON

BOOST
l—GAS
BRAKE/
REVERSE

UP—GAS
DOWN—BRAKE

SIPHON BOOST
(PRESS DOWN)

PAUSE

Controller ConTiguration
The controls above are for the default controller
configuration. To view other controller configurations,
press the @ button on any menu screen, then enter
the Controller options. Highlight the word “Default”
and scroll left or right to view alternate controller
configurations (see page 10).

NELW VEGA

This roller coaster-style glass track that
winds through a futuristic Casino city. Look
for secret paths that will dip you underneath
the main path and set you up for huge air!
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a =
L
.
Current lap time & -'__l e
B,
b =
Total race time
f
c Current race position
Best lap time
g
d Power-up Circle
Distance Map
the green arrow indi- h

cates your location,
blue arrows indicate
your opponents

(S]

Current lap Boost Meter
J
Current speed

Obtained Power-up

Siba’s ultra-light Suit allows the most flexi-
ble movements imaginable. This Suit's
other worldly movements are surgically
precise, and the graceful stunts that Siba
performs are unbelievable.
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~ Single Race

This mode allows you to enter a single race against a field of comput-
er-controlled opponents. Initially, there are four tracks to select, but
more tracks may be unlocked by progressing in the Season mode.

PLAYCrR RACES

¢ Season

Compete in a season of Kinetica races. In each race, you

must qualify to access challenging races and seasons. As

the seasons progress, the qualifying requirements become more diffi-
cult. If you fail to qualify or wish to re-race an event, you can select to
retry the race. Finishing seasons will unlock additional tracks for use
in Single Race, Practice Race and Two-Player races. Note: You will
only be given three retries

for all three seasons.

* Practice Race

Single player racing on the track of your choice. Use Practice Race to
get the feel of new tracks and to search for shortcuts without compet-
itive pressure. Initially there are four tracks to choose from, but more
tracks can be unlocked by progressing in Season mode. To exit a
Practice race, press the Start button and select “Quit.”

crRANK

Crank plows through obstacles leaving
everything in its path broken and bruised.
This powerful suit is definitely more machine
than man, if there’s anything left in there of
the man at all. Super-powerful, great han-
dling, and deadly fast. Crank has got it all.

TWO PLAYCEIR RACES

¥ Competitive/Best of Series

Two players can compete in a series of races. Once you select this mode,

you will have a few options for setting up your series of competitive races.

» Number of Races: Each series can include up to 19 races.

» Number of Computer Racers: Up to 4 computer-controlled racers can par-
ticipate in each race. Set this option to 0 if you want to remove computer-
controlled racers from your competition.

« Track Choice: This option determines how the next track in the competition
will be selected. You can have the winner or loser choose the next track,
or select “Alternate” to have players take turns choosing. Choose
“Random” to have the computer select different tracks.

72 Practice Race ¥
Two players can practice on a track of their choice. Use Practice mode to O O ‘
get the feel of new tracks and to search for shortcuts without competitive O O O

pressure. Initially, there are four tracks to choose from, but more tracks
may be unlocked by progressing in Season mode.

¥ Split Screen options

There are three different split screen views for Two-Player races. To
select between the three views access the Options menu and select
“Audio/Video options.” Once selected, set the “Split Screen” option to
either a horizontal, vertical or letterbox view. The letterbox option is ideal
for larger televisions, as it provides both players with a smaller display
area that preserves the aspect ratio of the One Player game.

——— R ERYT
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The following options may only be accessed before a race. To view this menu, press the @ button
while viewing any of the menu screens where you select number of players, type of race or character.
Press the directional buttons up/down to highlight different options. Press the €3 button to select a
menu options. Press the directional buttons right/left to change the highlighted option. The following
choices are available on the Options screen.

* Controller P1 & P2: Change the controller configuration for either player one or player two. In addition
to the default controls, there are four other configurations to choose from. To change the controller
configuration, highlight the word, “Default” and press the directional buttons right/left. Press €9 to
confirm changes to the controls and return to the Options menu.

*» Best Track Times: View the track records that you have set, and all the ones you have yet to beat.

* Audio/Visual Options: This menu contains the following choices:

=+ Sound: Set to Stereo or Mono

* Music Volume: Raise or lower the volume of the music.

# SFX: Raise or lower the volume of the sound effects.

* Split Screen: Set the Two-Player game screen view either horizontally, vertically or letterbox. The
letterbox option is ideal for larger televisions, as it provides both players with a smaller display
area that preserves the aspect ratio of the One Player game.

* Enemy Racer Arrows: Turn the blue arrows that appear above competition racers On or Off.

* Speedometer: Set this to MPH or KPH.

* Save/Load: Either save or load KINETICA™
game data (see p. 3)

* Credits: View the names of the
game’s creators.

* Movies: View the game’s intro movie and
any other movies you may have unlocked
through gameplay.

¥
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CLIFFHANGER

This lofty locale features huge sweeping
turns on a slippery dirt path. Ride through
narrow tunnels and wide trenches. Try not to
get snagged on the rocks as you speed past!
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Press the Start button during a race to view the Pause Menu.

*» Continue: Resume the current race.

*» Restart: Begin the current race from the starting line. In

S season mode, using this option will use up Retries (see page
8 for Season mode).

*» Options: See Pause/Options Menu below.

* Quit: Quit the current race or season and return to the

° KINETICA™ title screen.

EOUNE SFFEOTE

Pause Options Menu
The following options are available during
races. To access them, press the Start but-
ton, then highlight “Options” and press

the €9 button.

» SFX: Raise or lower the volume of the
game’s sound effects.

» Music Volume: Raise or lower the volume
of the game’s music.

* Vibration P1/P2: Turn the vibration fea-
ture On or Off for the DUALSHOCK"2
Analog Controller. In two-player games
a second vibration option will appear
for Player 2.

* Continue: Return to the Pause menu.
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Zinon’s Suit has been finely tuned to
handle like a dream, easily taking
turns that leave other riders sprawled
out on the pavement. She doesn’t view
her lower top speed as a handicap,
but more of a challenge to constantly
perform stunts to build up boost.
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Each Kinetic Suit has its own unique attributes that allow for different
racing tactics.

ATTRIBUTES

Accel (Acceleration)

A Kinetic Suit’s ability to increase speed. Smaller sized Kinetic Suits
tend to exhibit superior acceleration due to their lightweight frame.
Top Speed

Top speed is the Suit’s maximum speed. The highest top speeds come
from the larger sized Kinetic Suits due to the massive Kinetic power-
source housed in its large frame.

Cornering

The Suit’s ability to execute tight turning maneuvers. Lightweight Suits
allow the racer to adjust into turning positions quicker to provide the
best cornering.
Grip AT e ————
Grip is the Suit's ability to adhere to the it —
track at high speeds and sharp turns with-

out skidding and losing control.
Mass

The mass of the Kinetica Suit determines its stability on the track dur-
ing suit to suit collisions. Heavier suits have more stability when col-
liding with other suits.

=

Razzo's advantages lie in his ability to muscle most of
the competition out of his way. His Suit has more
armor plating than most encouraging his reckless
style of racing. The Suit’s increased mass makes turn-
ing a little more difficult, but it's hard to argue with the
pure power that his Suit has to offer.
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Boost

Boosting provides a massive speed increase when the
R2 button is pressed. Use the boost to overtake the
other racers, to jump higher into the air when leaving
a ramp, or to help navigate tight corners. You can only
boost if there is energy in the Kinetic Suit’s Boost
Meter. There are several ways to obtain boost energy,
but the most effective way is to perform ground and

«|@=|¢

Boost
Strips

air stunts (see p. 14).
—//
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Boost strips are the

rows of glowing, orange
arrows that appear on the
track. Steering over a boost
strip will give the same speed |

increase as boosting, without = '_pﬁ..._ 3
depleting your boost meter. F .‘f_? %
Siphon Boost Ie

Siphon Boost is a way to absorb the energy from a
boost strip to replenish your boost meter. To perform a
siphon boost, press and hold the L3, R3 or @ button
while driving over a boost strip. If this is done correct-
ly, you will see Kinetic energy waves rising off of the
track into the Kinetic Suit.

Skid Boost

The Skid Boost is an advanced racing technique.
Perfecting this move will help you gain that competi-
tive edge. To perform a Skid Boost, start off by quickly
tapping the brake to slow as you begin to make a
sharp turn. The instant you see black tire tracks
beneath your racer, double-tap the accelerator to get
a short boost that will get you through turns at the
best possible speed. You'll know you're doing a Skid
Boost correctly when you see an orange boost trail
behind your Suit.

GCASRIEL'S HORN

Twists and turns galore on this track hanging high
in the clouds. Alternate paths can be risky, one
wrong turn and you're headed for the clouds.
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Stunts are special moves that racers can perform to obtain energy in the Kinetic Suit’s boost f
P
meter. To perform a stunt, press and hold the button, then perform the button combina- / / _/:J —_)
Throughout each track there are Power-up Crystals that can be

tions listed below on the directional buttons or Left Analog Stick. You will notice that it is not
possible to steer your racer while the IEKN button is held down, which makes straight-aways ) o s ;
4 . . collected to give your Kinetic Suit a distinct advantage. Collect 5
and mid-air the easiest places to perform stunts. Ground stunts must be performed while on ;
Power-up Crystals or one red Super Crystal and you will be
randomly rewarded with one of the following power-ups:

the track, and air stunts must be performed in mid-air. When performing aerial stunts, always
release the IEKN button before you land to avoid wiping out.

J HImipINg f" 1y % 30% Boost—Increases the energy in the boost
Crossing over some ramps will send the racer flying into the air. To jump even higher, press ] meter by 30%
down on the directional button or pull down on the left analog stick when approaching a

ramp. Use this strategically, as jumping higher gives you more time to perform aerial stunts,
but can cause you to fall behind in the race.

AR

J,_r._ * Drafting—When activated, allows you to absorb
STUNTS i " 1| boost energy from another racer if you drive

behind the opponent’s “Draft Cone”

¥ n ¥ Faster Stunts—When activated, temporarily allows
! the user to perform stunts at double the speed

I

GCROUMNOD STLUNTS

*» Burst Attack—When activated, releases an
electro-magnetic pulse that temporarily shuts
down nearby opposing Kinetic Suit circuitry

[ GCGRECIK

Greck’s heavily armored Suit is

|
I | J—"- able to withstand any collision,

[k [ ! } 1 * ¢ | » Infinite Boost—Provides endless boost energy but even with all of that extra
— for a prolonged period of time armor his powerful engine

- — —4 / —J — — — makes sure that he keeps up

_/ — :/_/:/:/:/:/:} with even the lightest of the

Kinetica speed demons.
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Doing combinations of stunts increases energy in the boost meter. As
you input the combos for each stunt, an icon for that stunt will appear A -, | * Super Boost—Replenishes the boost meter
on the bottom of your screen. The icons rep- ! with a special boost energy that pushes the

resent stunts you've input the controls for but limits of the Kinetic Suit

haven't had time to perform yet. Each icon

will appear more clearly when that stunt has AAAARRRAAE
actually been performed. The moment you
release the Stunt button, the combo will end.
Try creating your own combos by stringing
together different stunts and see how much
boost energy you can earn!

LOST CITY Il
(B0ONuUs)

Drive deep into the bowels of a mysterious cavern,
but don't get too caught up exploring! Mess around
on this high-speed track and the competition will
beat you before you can blink.
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Stunts = Boost

forming stunts during a race.

Collect Crystals

Stick the landing

Extra Air

Kinetic Suit’s Boost Meter.

NEOCROPOLIS

Revisit the futuristic Macropolis. This
track takes a new route through the
city, visiting the dark underground
sewer systems before flying up to the
tops of the highest skyscrapers.

Boosts are a very important part of Kinetica racing. The easiest way to gain boost energy is by per-

Boost Energy Management

Racing over boost strips will give your Kinetic Suit a quick burst of speed. You can also Siphon Boost
the energy from the boost strips into your boost meter. This allows you to save the quick burst of
speed for a time when you really need it.

Boost through turns
If you brake into a turn your Kinetic Suit will be thrown into a controlled skid. If you double tap the
accelerator during the skid, you will gain a quick boost coming out of the turn.

Power-ups, obtained by collecting 5 yellow crystals or 1 red crystal, are key to success in Kinetica
racing. But you'll have to get the crystals before your opponents do.

Most Kinetica Racers take advantage of any airtime to perform insane aerial stunts.
But only the best execute flawless landings. Make sure you release the Stunt Mode button
before landing or you'll damage your Kinetic Suit

The longer you can hang in the air, the more aerial stunts you can perform. To gain more
airtime on each jump, pull back on the left analog stick as you leave the ramp.

Stunt Combos = More Boost
Performing a series of stunts will increase the amount of energy obtained in your O . O

000

Get back on the track

One of the dangers of Kinetica racing is the perilous drops
from the anti-gravity tracks. Thanks to advanced technology
you can press the Select button to instantaneously teleport
back onto the center of the track.
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Voice Production/Casting

Rich Goldman of Riptide Music

Voice Actors
Diane Michelle
Neil Ross

“Activity”

e

Words and Music by Joseph Wisternoff and

Nicholas Warren

Performed by Way Out West S
© 2001 Universal / MCA Music Ltd. administered
in the United States and Canada by

Universal-Polygram International Publishing, Inc.
® 2001 Distinct'ive Breaks

Licensed courtesy of Distinct'ive
www.distinctiverecords.com / www.wowest.cc
International Rights Secured.

Not for broadcast transmission.

All rights reserved. DO NOT DUPLICATE.

“DHC1”

Composed, produced and performed

by Derek Hilland

®& © 2001 Sony Computer Entertainment
America Inc.

“Drivey “Open Hand?

“Taciturn” & “Magnesium”

Composed and produced by

Master Source Music Catalog, Inc.

® & © 2001 Sony Computer Entertainment
America Inc.

“Energy Flow” '3?3'
Written by Rob Davis

Performed by Vitae

Published by Ministry of Sound
Music Publishing Ltd.

® 2001 Distinct'ive Breaks
Licensed courtesy of Distinct'ive
www.distinctiverecords.com

“If | Survive™”

Written by Truman, Puttnam and Cruise
Performed by Hybrid

© 1999 Sherlock Holmes Music

® 1999 Distinct'ive Breaks

Licensed courtesy of Distinct'ive
www.distinctiverecords.com

“Mars Looks Like A Honey-Ball”

Written by Rachel Morrison, Tom E. Morrison
Performed by Meeker

Produced, programmed, arranged, engineered &
mixed by Tom E. Morrison at Kreeme - London
www.meeker-seeker.co.uk

® & © 2001 Sony Computer Entertainment
America Inc.

“Nitrogen (Part 2)”

Written by Ben Watkins and Stefan Holweck i

Performed by Juno Reactor

© 2000 Songs of Windswept Pacific [BMI] on
behalf of Mute Song Ltd.

® 2000 Juno Reactor Productions

“No More”

Written by Lee Milleare and John Horrocks
Performed by Skope

© 2000 Sony/ATV Music Publishing on behalf of
Sony/ATV Music Publishing UK Ltd.

® 2000 Jackpot Records Ltd.

All Rights Reserved. Used By Permission.

“Touching The Sky”

Written by Rachel Morrison, Tom E. Morrison
Performed by Meeker

Produced, programmed, arranged & engineered
by Tom E. Morrison at Kreeme—London

Mixed by Mike Nielsen and Tom E. Morrison at
Strongroom and Kreeme—London

CMERALDO EVE

High-speed opportunities are available to
risk-takers. Be sure to take advantage of
straight sections to build up your boost meter

Additional Musician: Marc Layton-Bennett, Hi-Hat
www.meeker-seeker.co.uk

®& © 2001 Sony Computer Entertainment
America Inc.

“Whiteland”

Written and produced by Nathan Cable and Terry
Spencer-Hopkins

Performed by Tenth Chapter

© 1997 7pm Music & Sony/ATV Music Publishing
on behalf of Sony/ATV Music Publishing UK Ltd.
®1997 Jackpot Records Ltd.

All Rights Reserved. Used By Permission.

“Piledriver”

Words and Music by Andy Gray and Steve Sacre
Performed by Amoeba Assassin

© 2000 Universal Music Publishing Ltd. adminis-
tered in the United States and Canada by
Universal-Polygram International Publishing, Inc.
® 2000 BPM Records

International Rights Secured.

Not for broadcast transmission.

All rights reserved. DO NOT DUPLICATE.

“Robots”

Words and Music by Andy Gray and Steve Sacre
Performed by Amoeba Assassin

© 2000 Universal Music Publishing Ltd. adminis-
tered in the United States and Canada by
Universal-Polygram International Publishing, Inc.
® 2000 Amoeba Assassin

International Rights Secured. &
Not for broadcast transmission.

All rights reserved. DO NOT DUPLICATE.

WARNING: “It is a violation of Federal Copyright
Law to synchronize this Video Game with video
tape or film, or to print the Composition embodied
on this Video Game in the form of standard music
notation, without the express written permission
of the copyright owner”
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] D expe rlence. RAnalog De . has
-el_npad a number of revolutionary SoundYIRH Rudi
-"’-les aimed at breathing life into game audio. e

complelelg new approach to sound design—the

{ d behauiors that let you create animated

at can be constantly changing and responding to
] amee every action, drawing you deeper into the
experience. With our unique technologies, sounds
subtly or radically different every time you hear

y goodbye to re-used samples and boring loops!

For more

information

Frng A e

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 of a period of ninety (90) days from the original date
of purchase. SCEA agrees for a period of ninety (90) days either repair or replace, at its option, the SCEA prod-
uct. You must call 1-800-345-SONY 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 MER-
CHANTABILITY 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.

\/

Kinetica is a trademark of Sony Computer Entertainment America Inc. © 2001 Sony
Computer Entertainment America Inc.

CLECTRICA X

Wild 90° turns that bend over themselves and
a high-G halfpipe will leave your head spin-
ning. Watch out for the piston chamber, all it
takes is a little bad timing and you'll be

@ thrown off the track.

Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC
UIC designation only. The Sony Computer Entertainment logo is a registered trademark of
Sony Corporation. “PlayStation” and the “PS” Family logo are registered trademarks of
Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive
Digital Software Association. Manufactured and printed in the U.S.A. THIS SOFTWARE IS
COMPATIBLE WITH PLAYSTATION 2 CONSOLES WITH THE NTSC U/C DESIGNATION.
U.S. AND FOREIGN PATENTS PENDING.

SoundMAX is a registered trademark of Analog Devices, Inc. Licensed in part under
patents of Stanford University and Yamaha Corporation as listed on the following web
site: www.sondius-xg.com. The SDK is copyrighted material owned or distributed
under authority by Analog Devices, Inc. and is protected by United States copyright
law. The SDK contains one or more programs and/or data/parameters protected under
international and U.S. copyright laws as unpublished works. It is confidential and pro-
prietary to Analog Devices, Inc. or its suppliers, including the Board of Trustees of the
Leland Stanford Junior University and/or Yamaha Corporation. Reproduction or disclo-
sure of the SDK, in whole or in part, or the production of derivative works without the
express prior written consent of ADI is prohibited. © 1986-2001 by Analog Devices,
Inc. All rights reserved.

JuncTion u

BOoNus) »
This celestial track finds its home in the cold m
confines of deep space. Choose the best

path and find the sweetest jump and you'll h -
master this floating fortress. |_






