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Precautions

+ This disc contains software ‘or the PlayStation®2 computer entertsinment system. Never use this disc on any other system, s it could
damage it « This disc conforms to PlayStation®2 specifications  for the: PAL market only. It cannot be wséd on other
specification versions of PlayStation®2. « Read the PlayStation®2 Instruction Manual carefully to ewsure correct usage. » When
inserting this disc in the PlayStation®2 always placs it with the required playbiack side facing down, « When Randling the disc, do not
touch the surface. Hold it by the edge. « Keep the disc clean and free of scratches. Should the sirface become dirty, wipe it
gently with a soft dry cloth, « Do not leave the disc near heat se or in direct sunlight or excessive moisiure. « Do pot use an
iregularly shaped disc, a cracked or warped disc, or ane that has been repaived with adhesives, as it could lead to malfunction,

Health Warning

Far your health, be sure to taks a break of abiout 15 minutes during every hiour of play. Avoid playing when tired or suffering from lack of
sleep. Always play in & well-litroom, sitting as far from the sereen as the cord will allow, Some people experience epileptic seizures when
viewing flashing lights or pattarms in our daily enviranment, These people may experience seizures while watching TV pictures or playing
video games. Even players who have never hai any seizures may nonetheless have an undetected epileptic condition. Consult your doctar
before playing video games if you have an epileptic condition or immediately should you experience any of te following symptoms during
play: dizziness, altered vision, muscle twitching, other invol y loss af of your-sir | mental confusion,
and ! or convulsions.

PIRACY

The unauthorised reproduction of all or any game part of this product and the unauthorised use of registered trademarks are likedy to
constitute a criminal offence, PIRACY harms Consumers as well-as legtimate Developers, Publishers ard Retallers: If you suspect this Qanie
product i an unsuthorised copy, or have any other informatior about pirate product, please call sour local Customer Service
numier given at the back of this Manual.

See back page of this manual for Customer Service Numbers.

SLES-50325

1 Player » Memory Card (MBI lfar PlayStation3) - 215KE minimum « Anslog Contml Comgatible: analog sticks enly # Vibration Fimction Compatible
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GETTING STARTED | STARTING UP

_ ¢y indicator g bicton: Bullet Time —
VMO BaRD st - | i : =W button: Bullet Time
SR button: Shoot-Dodgs —
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— IR button: Jump
— IEEE button: ShootHold Weapan

HTTE

| ¥}

Directional buttons: —
Change weapon

ASE FI
WAODLEAN

¢

¥ LISB connestor L comtrolir port 2
bl SIERE: & button
5400 { LLINK) connecor _ L controflar port 1

— @ hutton: Next Weapon
] Left analog stick: Move ) @ button: Painkillar
1.5et up your PlayStation®2 computer enterfainment system according to the . butten: Pause menu - L — 3 butten; Use/Zoom

instructions in its instruction manual. Insert an analog controller (DUALSHOCK®2) .'. 2% button: Pause I ® button: Reload
and/oran analog controller (DUALSHOCK) into controller port 1. If you wish to

save single-player games in progress, insert a memory card (8MB) (for

PlayStation®2) with at least 215KB of free space on it into MEMORY CARD slot 1.

Max Payne only supports MEMORY CARD slot 1.

Right analog stick: Turn and Aim

NOTE:
2.Press the Main Power switch ON. The & indicator will be rad. . When your weapens inventory is displayed onscreen, and you have highlighted your
*  chosen weapon, press the IEEM button (Shoot/Hold Weapon) to switeh to it.
3.Press the £. The disc tray will open, the ¢ will turn green and the 2 indicator will

flash blue. The & indicator will stay a solid blue when the disc tray has stopped | - ALSO NOTE:
oking | . Press the £ button to zeom in on your target while using the sniper rifle.

4.Insert the Max Payne disc, label side up, into the PlayStation®2, and press the 2, | | The digital controlier cannat be used to play this game.

The disc tray will close.

i
5.1f the Rockstar Games logo does not appear, press the (O  RESET buttor. If the I
game still does not load, press the 2 button to open the disc tray. Ensure that the .
Max Payne disc is properly inserted and press the £ button again. If the game !
does not load, press the MAIN POWER switsh OFF; ensure that your console is set |
up correctly, press the MAIN POWER switch ON again, and then press the ¢ i
/RESET buttor.

6. tis recommended that you do not insert or remove accessories once the power is
wrned on. Do not remove the memory card (8MB) (for PlayStation®2), reset or |
switch off the power 1o the cansole during loading or saving, as this may destroy
saved game data.




THANKS FOR BUYING THIS GAME!

Max
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game expe

hope you'll agree.
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a moving
looge from the

neon eyveg. The
5 gilded the

skyscrapers in silver. Every

brick wall is covered with

graffiti. The image
green "V' with a syvringe in the middle, repeated over
and over. V-for Valkyr. Th j. The red and blue of
the police =ar's lights flash on -he & Bnow.

Something gees clank in the night. and the sound
close encugh to- a gunshot to take me b
beginning. My last meeting with Alex befcore
undercover. Sitting in a crummy diner op
had grinned. ‘a friendly bear, but I had
eyes. We hadn’'t been on the side of

was playing it safe,

the small-ti

|
|
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CASE FILE MP

It must hawve been there. The sign of things to come.
Clear im the fear in Alex's syes, in the darknsss of
the coffee I was drinking, in the way my Beretba dug
painfully into my side. But we were bl:ind to it then,
closing cur eyes to it. Refusirg to see. Later that
night, Max Payns & DEA special agent was erased
from vast network of darabases, and replaced with
a new wversion of me: Max Payne, the career criminal
with a mile-long rap

A couple of days ago all come crashing down.
The bad things came; winter storm. Pushed over
the edge, I found myself in thst cold no-man’s land
between right and wrong.

No road-sgsigns. On a crash-course

nothing to lose. The NYPD was tx:

dotted line of smpty shell casings that I

I was trying to lock fcr the answers, b SVEry
gunghot, instead of closure,
guestions leaking ocut. A spreading labyrinth of
questions, like a pool of blood spreading on the snow.

was Just a hole with more

The car stops in the traffic lights. Outside, the
light paints snow red, like the whole city was in
Flames. But insgside, in the shadows of the cgar, it's
all done in bluss. T kpow I'm lying to myseli. No
amount of painkillers ean keep this ache away. No lie
can hide it. 1'm not xreally in the backseat of thig
car. It didn't start dn the direr with Ales. T
started three years ago in my bedroom. And I haven’
left that room since. The killer dead at my feet on
the flcor.

Michelle lying on the bed. Bullet holes like rubies on
her chest. Our baby’s cry cut
heawsy in the air. That gunshot,

L, the abgence of it
like an exclamstion

zark teo end it all, the answer to all nmy questions had
already rung out a long time ago, even it's ectoes
gone. The gun wes fused to my hand from that moment
on. That room inside me everywhere I go.

Zspecially now, as the city presses close to the
windows of the car, it's monetrous hear:cbeat under the
tires. My sguinted eyes in the rear-view mirror. My
hands numb and held awkwardly behind my back.
Everything that came after that room is a hopeless
mess, a chaotic swirl, rising nausea that tastes like
st in my mouth,

H1Id dHS¥Y0

WADOLEZAN




MAIN MENU, SAVING AND LOADING

MAIN MENU
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CONTROL OPTIONS
Yibration - Turn the
Invert Aidming - Do you want down to be down,
up to be down?

ration function on or off:

up, or down to be up,
Look-Stick Deadzone -

analog stick before any action
Vertical Look Sensitivity - Adjust

Horizontal Look Sensitivity - to 3

GAME OPTIONS
Enable Auto Aiming - On by default, this feature helps
disable this

nust be enabled
Lookspring
level as he begins
Autoc Weapon Change - fe are i& enabled, Max
will automatically weapon. For

1e if Ant el hanc ana 3, and ! has

turn bullet

Gameplay In - 2 during the me, ‘you
will ke shown diffsrent tips on how to use weapons or
items. [ you feel fam ith the game, you can

and the tips we t be WY .

the scund

GAMEPLAY: USING AND PAUSING

USING ITEMS

The world of Max Payne i ive and Max is
use many items sing the €3 button in the

proximity of a-usabl perform a

relevant action. Max can open drawers and lockers,

pick up specifiec items, use switches and control

panels, or examine leads and read notes that he finds.

When Max is in the proximity of interesting item or
& lead;, his head will turn to look in that direction
and an exclamation point ("!") will appear on reen
abgve Max's head. You can then = he to

what Max was interested

TWO WAYS TO PAUSE

Both the M hurton and the

pau £l action in Max Pay

will 11 pause gameplay. Highlight "Res me" and

press the B3 button to return to the game. Presging

the M button will pause the game, and bring up the
ause/Main menu on a seperate screen.!

HqT
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ALEY HAD KEST ME RELATIVELY
GANE FOR THE PAST THREE YEARS.

Meit page

Novel

and p

surroundings,
inform

rrned to

completed.

THE GAME WORLD
WEAPONS SNEAK PEEK

Max Payne will ewentually have
sposal, giving him a

15 weapcns options at
deadly arsenal with which
1 him in the
you started, we've

of them.

le nurde
dark night : To
included e:

get
information on four
will
or you can

that

runs

Remember
whan it

each weapon
out of

automatically relpoad

ammo , manually relead

BERETTA
i-automatic
combat
The punch of the
ially ags I
f nakes up is.
ided clip that holds 18 &
Berettas (as socn as he

Eo achiewv

PUMP-ACTION SHOTGUN

The Pump ion Shotgun

it is 1

DESERT EAGLE

rne-—1) FEL

gh-pow

and is v

handgun that packs

Y acqurate. Howeved
bre we =il

Eagle the

carries 12 bullets in




MOLOTOV COCKTAIL
A classic weapon

gimple lJ\lt de dd? V.

the enemy. Remsmber that

contact with burning enemies will hurt Max

MAX S HEALTH

and he
Once the pain bar
1111 die. Like action
in the movies; Max never gtays down.
E when badly hurt, he will =
regain a lLLcme health, and wil
be ready to dive back into the

PAINKILLERS

o = ing th T1e varicus

carry a maximum of

total
take a few
: eat,

indicated by a faded red colour:

his faded red r indicates the
Pdl health status of Max, and
further damage to Max will be

added on top of the fade

the scolid red. So, you may Phoodr

BULLET TIME™

Bullet Time is the heart of Max
manoeuvres. When pressed into a
can activate Bullet T

ldction around him, wHJLe allowing h]m

weapons in real-time. This is very
getting the drop on multiple enemies and even
allows Max to dodge cncoming bullets.

You can use Bullet Time a8 much as you wank, but
a limited resource and it will drain over time as

P indicated by the hourqlass i1 the lower left of the

screen. Once activated Bullet Time can be toggled on

and off by pressing the Bullet Time (M button by

default) again. Max will gain a little more Bullet
every enemy he takes out.

Bullet Time while
naturally not be
sniper rifle.

SHIJIITDOI]GING ™

normal dodges and Bullet Time, Max can
hootdodge. By pressing Shootdodge (KN
1 : while moving, Max will do a
slow motion in whatever direction
Thig will cost vou a little Bullet
= you pert: this manoeuwvre, but it will
give you an incr in]H edql in combat. If vou don’
Y 11 I3 le will do a nprmal
rolling dodge instead of a alow motfion Shoctdodge, and
you will hear a warning 1d.

Remember that, the acticn slows

=y 3 n i i ]
al ol 1S I n L " real

b i Ty
cCime UE

thisa to your




The dodge is
performed in

an effective defensive move and can be
amny direction, except forward, which
results in regular forward jump. Dodging is

med moving in any direction and pressing the
by default) simultaneously.
Max can avoild getting shot by

their begt to put nails in

By performing dodges,
the enemies who are trying
his coffin.

CINEMATIC SHOTS

the gamz
where the

sometimes performs Cinematic

Shots, moves to highlight the action
(enemies flying backwards in slow motion,
Bullet cam is sometimes used with the sniper
This is not only helpful alszo
very cool perspective 5f the action.

During combat,
camera
ete) .
rifle.
shows a
interrupt

in aiming, but

¥You  can

same of the cinematic shots by pressing the & buttor.

DIFFICULTY AND ADDITIONAL
GAMEPLAY MODES

FUGITIVE

the default gameplay mode and the only one
available after vou'wve installed the game. When
playing the Fugitive gameplay mode, the gane uses a
self-adj skill level The enemies will
alter their behaviour and performance according to how
well Max Payne isg doing. This implies that 1f vou are
encountering difficulty, the game will adjust the
behaviour and reactions of in your favour:
Naturally, if you are breezing through, the enemies
will rige to the challenge.

This 18

LTI systen.

the enemies

When you have completed the game for the first time,
voeu also unlock the following additional gameplay
medes:

HARD-BOILED

& more challenging version of the game. Max's healing
process is slower and his health lower. &uto aim is
scaled down. have to complete game in the
Fugitive mods g accegs the

o
>d mode .

g S P LS

You
j the

- complete Hard-Boiled tc unlock this mode.

DEAD ON ARRIVAL

The real challenge. No holds barred anymore, this is
only for the advanced plavers. Beating Dead on Arbival
mode is the true mark of a hardcore gamer, No auto aim
here and the bad guys ares really beefed up (go for
those headshets!l). Max's health the same as in
Hard-Boiled but hie healing is drastically toned down,
and you have only 7 save games to complete each map .
complete the Hard-Boiled mode to access

have to
Dead on Arrival mode.

isg

- NEW YORK MINUTE

This is a hectic mode for speed running. Ycu must
Each map
BLarts out with a timer ticking down. If the timer
redaches zero, Max is out. Taking out enemies buys you
more time. Graphic novels and cinematics stop the
timer and the timer slows down ir Bullet Time. -

GENERAL GAMEPLAY TIPS

If Max crouches (presses the L3 button) during a oun
fight, he pregents a smaller target and is therefore
slightly less likelsy to get hit. Crouching behind
obstacles in combat may give you the reguired second
or two to reload your weapon befcre diwving back into
the action. Crouching will also make your spiper rifle
more steady.

Make
will

full use of Bhootcedging and Bullet Time. They
allow you to get the drop on bad gquys, aim
eagier, and take less damage. The game can be very
difficult without using these featuresg.

~don't
de-to-

A good tactic in gunfights to keep movin
be an easy target by standing Move s
gide, do evacive rolls, and hide behind pillars and
walls when you reload. Search everywhere!
items hidden in crates, zabinets,
under beds and more. You are usually rewardsd for
exploring the environment and you never know
those painki B are hiding.

stilll

There are

drawers, lockers,

where

T —

o

d

o
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CASE

Another important point with Max Payne is that it’s
the first game to realistically model individual
bullets, as opposed to travelling from your gun to
veour target in an impossibly fast instant. So, if yvour
target guite far away, your shots will take a
noticeable fraction of a second to reach your targst.
Wheri you activa Bullet Time, wyou’ll actually get to
see bullets whizzing very quickly rough the air as
everything is slowed down, an effect never seen in a
game before this.

Don‘t pass up notes, TV or radio broadcasts or other
things Max is interested in while vou are playing.
Take the time fo use these items and get informatien.

Gl L L
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