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Online gaming for
PlayStation®2 has
arrived.

Thousands of people are
taking part in this new ey-
perience on PlayStation 2,
Whether you wan to start
vour own east Coast-west
coast rivalry with “NF,
GameDay™ 2004, or (est
out who's best on the block
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WARNING: Gomputen extestanmient svstem.

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 projection 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 Entartalnmaent
America may damage your console and/or invalidate your warranty, Only offiolal or
licensed peripherals should be used in the controller ports of mamory onrd sloty,

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

= This disc is intended for use only with PlayStation 2 consolos with the NTSG 0/G
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 keop It in s
protective case when not in use. Glean the disc with a lint-free, soft, dry cloth, wip
irllg in straight lines from center to outer edge. Never use solvents or abrasive
cleaners.

NCAA® GAMEBREAKER® 2004 Tips & Hints

B Consumer Service/Technical Support Line 1-800-345-7669

Call this number for technical support, installation or general questions regarding PlayStation®2
and its peripherals. Representatives are available Monday - Saturday 6AM-8PM and Sunday 7AM-
6:30PM Pacific Standard Time.

W Game Hint Guide Information
PlayStation Underground Game Guides
For free hints and tips visit us at www.us.playstation.com.

Sign up and become a member of the PlayStation Underground and access free hints, tips, and
cool moves for games produced by Sony Computer Entertainment America.

No hints will be given on our Consumer Service/Technical Support Line.

TIPS & HINTS

989 SPORTS

989 .S‘PURTS

NCAA® GAMEBREAKER® 2004
TABLE OF CONTENTS
Getting Started 4
Saving Data 4
MEMORY CARD 4
Game Controls 6
Game Tips 6
GameBreaker Online 14
Live Rosters 18
Scrimmage 19
Bowl Season 19
Tournament Season 19
Career Mode 20
Tournament Mode 21
Practice Mode 21
Athletic Department 22
Blue-Chip Recruiting 22
Create Walk-On 22
Create Team 23
Edit Lineup 24
Game Options 24
Pause Menu 25

TABLE OF CONTENTS



NCAA® GAMEBREAKER® 2004 989 5P0ORTS
GETTING STARTED
MEMORY CARD slot 2 —
disc tray
= RESET button
"
—————— (OPEN) button

5400 L.LINK connector ———!
controller port 1 )
controller port 2

Set up vour PlayStation®2 computer enter-
tainment system according to the instructions
in its Instruction Manual. Make sure the MAIN
POWER switch (located on the back of the
console) is turmed on. Press the RESET button.
When the power indicator lights up, press the
open button and the disc tray will open. Place

the NCAA® GameBreaker® 2004 disc on the
dise tray with the label side Facing up. Press
the open button again and the disc tray will
close. Attach game controllers and other pe-
ripherals. as appropriate. Follow on-screen
instructions and refer to this manual for infor-
mation on using the software,

™ Saving Data

You must insert your MEMORY CARD
(8MB) (for PlayStation 2) before you save or
load a file. NCAA GameBreaker 2004 saves
user-defined options and all data for seasons,
tournaments, roster changes, created players,
and custom playbooks.

In order to save game data, 422KB of
memory must be available on your MEMORY
CARD (8MB) (for Playstation 2). Only 113KB
of memory is needed to save user profile
information and seniors. If you don't use a
MEMORY CARD (8MB) (for PlayStation 2) to
save information, all NCAA GameBreaker
2004 data will be lost when you twrn OFF
your PlayStation 2 console,

MEMORY CARD (8MB)
(for PlayStation 2)

The MEMORY CARD (8MB) (for
PlayStation 2) is used to save and load files.
Any file saved to the MEMORY CARD
(8MB) (for PlayStation 2), can be renamed or
deleted at any time afier the initial save, Any
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GETTING STARTED

B DUALSHOCK®2 ANALOG CONTROLLER

L2 button ———— it R2 button
L1 button — 4] ‘ | R1 button
1t ; i \
4 . \\ S \
| N\
SONY YA
directional ——— o (@ O
buttons g X
L] ]
Z\ button
left analog stick O button
(L3 button when pushed down)
SELECT button X button
ANALOG mode switch O button
START button
right analog stick

(R3 button when pushed down)

previously saved file such as seasons, rosters,
replays, seniors, and online settings can be
loaded. Seniors can be saved and then loaded
into the NFL GameDay™ 2004 college draft.
Replays of outstanding plays can be loaded
into a current game.

= Saving a File

= Press 1‘ / ‘v lo select the slot option,
then press 4= / = 1o select slot 1 or slot 2.

= Press 1‘ () 'v lo select a save option, then

press €3,
* Enter a file name vsing the virtual key-
board, then press @ 1o save the file.
= Loading a File

= Press £/ & 1o select the slot option,
then press 4=/ = (o select slot 1 or slot 2.

= Press 1‘ /4 10selecta load option, then
press €3,

= Press £ / ¥ 1o select a file 1o load, then
press €3,

= Press 4= / = 10 select YES, then press €9
to confirm the load.

® Deleting a File

= press £ / & toselect the slot option,
then press = / = (o select slot 1 or slot 2.

= Press 1/ & 1o select the delete option,
then press €3.

= Press £/ 4 10 select a file to delete,
then press @.

= Press 4= / = (0 select YES, then press (<]
to confirm the delete.
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Left Analog Stick
Use the Left Analog Stick to control any aspect of the game where you would use 4= /= / £ / §.

Pre-Snap & Post Play Offense
O i e e s N

e el Ll Call audible

e Reset audible to original play

. GBI T R B == 10

@, s Hot routes (see page 12)

| R i R i Max protect / Super max protect
..................... Pre-read receivers

ER+® .................Pre-read receiver routes

R s s R Total Control Passing

y g R BN P S Activate Motion mode (Right Analog Stick

Up/Down cycles through receivers, then
press <=/ =» to send receiver in motion)
(g [ ) B G . .No-huddle offense (post play only)

Playing The Game With Skill

Learn the intricacies of the game to perform at a higher level
w Calling Plays

In college foothall, you have 25 seconds
to call a play and snap the ball before time
runs out or you will he called for a delay of
game penalty. The Play Calling screen (on the
right) shows all the details pertinent to play
calling. It's important that you know what
down it is, where the first down marker is
located, and how much time is on the play
clock.

To call a play, for offense or defense, press

= /= (0 cycle through the available forma-
tions. You can also vary your formation look
by pressing 4 / . To bring up the play

selections for a selected formation, press €3.
If you change your mind and want to choose
a different formation, press 4 or @ from the

989 SPORTS [ o989 SPDRTS
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s e No-huddle and then spike ball (post play)
| B o - R Ml e G Quick timeout
| N e R e e Switch players
R Lt L e Sl Activate Voice Chat / Voice Recognition
Commands
Offense
Right Analog Stick ......... Camera pivot around ball carrier
=/t /Y il Ball carrier movement
R R RS e Speed burst
A T Dive / Dive catch
- F R L B Spin or switch receiver (while ball is in the air)
- I Al e Ll T Jump / Hurdle / Catch
..................... Juke left
1 [Pt e R Stiff arm
| - e e Juke right
R ...... i Pitch ball
B3 ... e Shoulder charge
- UG « v 0000 Stutter step

play selections shown on the screen. Once the
formation is set, select the play by pressing
4= /b (o cycle through the available plays,
then press ® Q. or ® to choose a play.

“Play calling has just gotten easier
by filtering your formation and
plays into one category.” -

If you want to filter your plays and make
play calling a liule easier, press to bring
up a play-category menu. Each category (e.g.,
Short Yardage) will include all formations
and plays within that category including Situ-
ational, Short Pass, Long Pass, Rush, and
Short Yardage plays. For example, if your
opponent uses the West Coast Offense, you
should select Short Passing Defense. This will
provide you with all of the defense’s short

passing coverages in the playbook.

You can also increase your play selections
and add a twist to your play calling by press-
ing IGKH (o flip a play. Flipping a play allows
you Lo run it in reverse, giving you two alter-
natives for each play.

The Kicking Game

College foothall depends heavily on the
kicking game to control field position. Solid
kicking units can dictate a team’s chances of
winning. With punts, you can pin an opponent
deep in their end of the field. With field goals,
vou can nail the last-minute kick to win the
game. You should also master the kick return
controls to make big plays and get beter field
position. Going “all the way" on returns can
quickly change the tide of the game.
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Quarterback Control/Total Control Passing™

Tl S e MRS R R 0B movement

©@+MEl ...................5pike ball

[ R L SRR T Tl 7

DMl . +vuv+ .. Jhrow ball away

[ R S Kneel / Slide

1 SR I Pitch ball

1 5 il Al Hbtee i SRt Toggle to scramble mode

D/@®/@/ bl - IR Pass to a receiver (Press hard for bullet pass,

medium for normal throw, and tap for lob pass)
©/®/©/NE /KXl + += /= Lead receiver
D/@®/@®/ /XA + 1 /4 Overthrow / Underthrow receiver

Pre-Snap Defense

@ Lo e ke Cycle through defensive players (backward)
R Call audible

& IR IS Reset audible to original play

(- I 1 A ) Cycle through defensive players (forward)
i/ Y/=m/t ... Change Coverage (Cover 1, 2, 3, 4)
....................... Pre-read defensive matchups

To kick the ball, press 4= /= / £ / 4
to dictate where your Kicker's foot will make
contact with the ball. Where you place the
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cursor will determine the direction and
height of your kick. Use the Left Analog Stick
1o have more stationary control over the
Kicking cursor.

“Pooch punt by stopping
the gauge at the bottom of
the power meter.”

Press €3 1o start the kick power meter.
On the way down, try and stop the gauge
within the green region of the meter for
maximum power.

Lo gl A e A B Pre-read defensive coverages

Rl setissn wswiataiars vveeeeeas s PUMP up crowd

/=ity ... .Defensive linemen shift controls (see page 13)
N+ =N ..................Reset linemen shift

OR+e=/=/t/§ ......... Linebacker shift controls (see page 13)
o ] o g el Reset linebacker shift

G Sl Linebacker jump start (snap predict)

il | K S e e Quick timeout

Defense

Ve B ek LR e L .Move defender

- P G R vvueae o Speed burst

(1 iR L il = LGS Tackle

[ sl S v eneeees s Switch to nearest defender
B A ] Jump / to intercept / Deflect / Shed Block
......... it s astrip hatl

D+ P+D+D .............Fight through block
R3 .....ivvivviniineennns. . Switch to deepest defender

u On-Field Catching Icons

On pass plays, icons will appear on field.
The Green icon is where receivers/defenders
may press @ (o jump catch the ball. The
Pink icon is where receivers/defenders may
dive to catch the ball. Red icon in the middle
is where you catch the ball on the run.

® Quarterback Pitch

Some college teams run the Option as their
most effective offensive weapon. The key to the
Option play is for the quarterback w hang

onto the ball, drawing in the defensive pursuit,
then pitch the ball at the last moment. What
determines the quarterback’s decision is
whether the defender commits 1o chasing him
or covering the running back. If the defender
goes for the quarterback, pitch the ball to the
running back by pressing IEEN.

When a belly option play is called, press
IEEA for the quarterback to hand the ball off
to the belly rnning back up the middle. You
can continue with the option play by faking
the belly run, then rolling out with the second
hack and pressing IEER to pitch the ball.
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Kicking Game

=/=/t/84 .............Determine where kicker’s foot makes contact

with ball (before kick)

D i ... Start kick power meter (press € again to kick

for maximum power)

@ ..o s et GdlL - 30MIDIE

e )

............ .....Resets audible to original play

L I PR Fair catch (while ball is in air)

Voice Recognition (VR) will only work in One Player gameplay modes. 1t will work only for the user
with a controller plugged into Controller Port 1. It is always activated and does not need to be
turned on. To use it, press and hold IEEM, while saying the exact command. When you press and
hokl IGER, a vellow VR icon will appear at the top right of the screen. It will remain there until you
release it. When the computer accepts a command, the VR icon will flash green as it fades away. If
the computer does not understand the command, the VR icon will flash red as it fades away.

} Headset Voice Recognition Commands
‘. EEE ................0...Activate Voice Recognition Commands

Pre-Snap Offensive Commands

“Total Control” ............ Activate Total Control Passing

® Two-Minute Drill

hurries your players back to the line of scrim-
mage, and gets your team set up to run the
same play, with minimal time off the clock.
The no-huddle can force the defense into
chaotic situations by catching them unpre-
pared. They'll be forced to either run the
same defensive play or call an audible at the
line of scrimmage. To activate the no-huddle
offense, press and hold @ afier the whistle

is blown.

Every team should master the two-minute
drill as a way to move down the field quickly.
It's mostly used to score quick points when
time is running out and is effective when play-
ing against a tough defense. By changing its
look and pace, an offense can break out of a
slump and get the ball moving downfield
again,

“Run the no-huddle to confuse the = Passing lcons
defense and create mismatches.”

Passing icons are controller button
symhols that correspond to each of your
receivers. They enable you to make quick

What makes the two-minute drill tick is
the no-huddle offense. The no-huddle offense

[ 989 sSPORTS®
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#Nax Block? . .0l 4 Initiate Max Pass Protection from running back
stoarper Naoe™. | i A Activate Max Pass Protection from two backs
SSet MUt o T Quarterback cadence

ity |10 e R e Snap ball
“Call Audible” ............ .Activate audibles (follow with “green triangle”,
“red circle”, “blue x” or “purple square”)

“Pre-read Routes” ......... Pre-read receiver routes

it ) Do ST S UYL i Activate receiver motion

“Change Player” ...........Cycle eligible players for motion

“Send In Motion” .......... Send player in motion (this needs to be said
after "Change Player")

Pre-Snap Defensive Commands

“Call Audible” .............Activate audibles (follow with “green triangle”,
“red circle”, “blue x" or “purple square”)

“D-Line Spread” ...........Defensive linemen spread shift

“D-Line Pinch” ............ Defensive linemen pinch shift

“D-Line Left Shift” .........Defensive linemen shift left

“D-Line Right Shift” ........Defensive linemen shift right

“Reset Shift” ..............Reset defensive line shift

“Linebacker Spread” ...... .Linebacker spread shift

your receivers quicker and see who is open
or hreaking away from the defensive cover-
age. This allows you to progress through your
quarterback reads at a quicker pace.

You can then pass the ball to an open
receiver rather than trying to force a pass into
coverage. Before the play starts, view the
passing icons by holding MM to draw back
the camera. While viewing the icons, press @
to see the receiver routes. You will notice that
each eligible receiver will be shown with a
passing icon. Remember, running backs can
also be eligible receivers.

When selecting a pass play from the Play
Calling screen, the receiver route shown in
blue is your quarterback’s first read on the

decisions on the field by creating a more visi-
ble target for your quarterback. When the ball
is snapped and your quarterback drops back
to throw, button symbols will appear above
each of your receivers. You'll be able to locate
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Headset Voice Recognition Commands (cont.)

Pre-Snap Defensive Commands (cont.)

“Linebacker Pinch” ........ Linebacker pinch shift

“Linebacker Left Shift” ..... Linebacker shift left

“Linebacker Right Shift” ... .Linebacker shift right

“Reset Linebackers” ....... Reset linebacker shift

“Change Cover 1”.......... Change defensive assignments (other cover-

ages include “Change Cover 2", “Change Cover
3", and “Change Cover 4”)

989 sPORTS
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“Call Left Onside Kick” ..
“Call Right Onside Kick"” .
“Call Bestplay” ........
“Call Short Pass” ......
“Call Long Pass” .......
“Call Running Play” ....
“Call Goal Line Run” . ...
“Call Goal Line Pass” ...

General In Game

Choose onside kick to the left
Choose onside kick to the right
Choose best play for the situation
Choose short pass play

Choose long pass play

Choose rushing / running play
Choose goal line run play

Choose goal line pass play

Post-Play Cut Scene
“No Huddle” ..........Run the last play again
“Skip Cut Scene” ......Skip a cut scene or presentation piece
Play Call Screen
“Call Field Goal” ....... Choose field goal play
“Call Punt Ball” ........ Choose punt play
play. On the field, be sure you know this
receiver's passing icon. Since the play was Create Hot Routes
designed specifically for him, make a quick
read of the defense and try to get him the ball. Up-9 route
If he’s covered, don't force the throw. Instead, t+= ..Corner-7 route
check your second, third, and fourth reads to Ly AL .Out-3 route
find an open receiver. $+m o Quick om-1 route
! BB Hook-4 route
= Player Hot Routes
A Hot Route is a receiver audible called at
the line of scrimmage hefore the snap. Hot
Routes enable you to change any of your ; ] il
receiver’s routes for the play called in the receivers, Press 'h_"_ Right _Alnalog Stick t/3
huddle. Creating new routes on the fly can to highlight a receiver. His icon will "hll’" be
creale mismatches for your receivers and highlighted below him. Press ® to activate the
cause the defense to break down in coverage. receiver for a route change and enter new route.
To create Hot Routes, press @ 1o move Press @ to confirm hot route.
the camera back and view all of your
]

“Quit Game” .......... Quit the game

“Pause Game” ......... Pause the game

“Ref Timeout” ......... Call timeout

Front End

“OnHANeT e ++....Log on to network/Bring up online hox

= Lining Up The Defense

Getting your defense ready before the snap
and figuring out your opponent’s game plan
will help vour defensive coverages. One way
1o get your defense ready for each play is to
view the offensive formation before the snap by
pressing HEM. You can see how your defense
matches up with the offensive set. By pressing
=R + @, you can see the defensive assign-
ments. Make sure your defensive backs and
linebackers are set up to cover the skill play-
ers, If you want to adjust your defensive play,
call an audible to change it.

If you just want to shift your defense to fill
the gaps, and create mismatches prior to the
snap of the ball, press 1o activate defen-
sive line shift controls and IEXM for line-

hacker shifi controls, Press 4= /=» /7 £ /7 §
1o choose a shift direction, placing these units
into more effective positions.

User Records

If you've always wanted to set records out
on the gridiron, now is vour chance. User
Records allow vou to set records with players
and teams that you control during the game,
For example, if vou're playing with the Penn
State Nittany Lions and your quarterback sets a
game touchdown record, vou'll be credited
with that record by setting a personal user
name for it. To activate the User Records
tracking feature, go to the User Records Menu
and press @ 10 check the status of the Record
Tracking Option. Press 4= / = (¢ urn Record
Tracking ON, then press @&.
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Bringin’ It
Online

“Playing the game
online - what a rush!”

Take Your Game Online!

Defend your alma mater online

= GameBreaker Online

Want to take your football experience to
the next level? NCAA GameBreaker 2004
Online has made it possible! Online, you have
a number of exciling game options to choose
from, including game challenges and hosting
private tournaments with just your friends,
You can send out private messages o coordi-
nate the start time for a game.

“To take your game online,
press ™, from any of the
front end screens.”

Up to eight users can play against two
other users online. You can use a Multitap
(for PlayStation 2) and play with up to six
users from each PlayStation 2 location, Press
2B from the Main Menu 1o go online.

® Creating an Account

To play NCAA GameBreaker 2004 Online,
you'll need to create an account by selecting a
unique screen name and password. Each time
you use the online function, you need to login
using your screen name and password. This
account will be accessible only to you and can

be used for any of the future 989 Sports
games, including NFL GameDay™ 2004, NBA
ShootOut 2004 and NCAA® Final Fourd® 2004,

989 Rank

Included in the user profile is the
989 Rank, which is used to keep track
of your combined rankings for all 989
Sports online titles. Rankings (from
GameDay, GameBreaker, ShootOut,
and Final Four) will be combined 1o
show where you rank among all 989
Sports online gamers.

® Sports View Online

Use the Sports View Online as your naviga
tional tool through the entire online process.
It will be your portal to creating games, post-
ing messages, joining tournaments, checking
out leaderhoards, and much more. This
screen also shows vour user profile, listing
your online information such as User Name,
Rank, Affiliation (a team such as Penn State
that you want to be affiliated with), and User
Statistics (e.g., record).

_959 SRORTS?
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= Game Rooms

The Game Room is where game challenges
take place. You can hunt down and find the
perfeet matchup for your skill level and create
games to aitract a worthy opponent. In the
Game Room, you cian set up your Buddy List,
which enables you to set up a Buddy Leader-
board. You can also view the players within
your selected Game Room, add players to an
ignore list (block out all chat messages and
games from particular gamers), and sce
which of your buddies are online.

WELCOME
UBER HAME g

= Selecting a Game Room

Whether you are creating a game or
accepting a challenge, the Game Room
option allows you to select from a group of
games that fit your skill level, There are a
number of 989 Sports Game Rooms including
Freshman, Sophomore, Junior, and Senior.
All games listed or those that you've created
upon entering the Game Room, will be within
the Freshman Game Room.

“Select a Game Room with a lot
of activity to minimize the wait
for an opponent.”

You can select 4 new Game Room from
anywhere in the Game Room by pressing @,
When viewing the Game Room List, press
1 / ¥ 10 highlight 2 Game Room, then press

€3 10 join it. You can also create 4 new Game
Room by pressing ®. By creating a4 new
Game Room, vou have a place where you and
your friends can meet to play games. Game
Rooms are not private, so all other gamers
will be able to enter them and join any game.

Dial-up and Broadband Game Rooms are
places for gamers using dial-up or broadband
connections to play online. A gamer using a
broadband connection may not want to play
those using dial-up due to connection speed
differences. From the Game Room List, press
or IGEE 1o view all of the Game Room
List pages.

= Chat and Look for Games

While looking for a game, you can read
through all of the real-time chating going on
between potential opponents. Join in on the
trash-talking and search for information on
possible opponents. Anyone online within the
same Game Room as You can view your t'llili
messages. To post a chat, from the chat
screen, press €3 (o bring up the virfual key-
hoard. Type in & message and enter it. Your
message will be displayed in the chat window.

Below the Chat Area is a list of games to
play, updates of games already in progress,
and results of games played. To select a game
to play, press £ 7 & 10 move to the game

BUDDY LIST

list. Continue to press £ / & 1o highlight a
game, then press €3 to bring up the games
details, which includes the game's creator
information.

15
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After viewing the game's information, re-
arch potential opponents by sending out chat
messages to find out more about them. If you
want to continue and play the game, press €3,
You'll be brought to the team selection screen
where you can select your team for the game.

= Creating Games

Create a4 game and accept the challenge of
other online gamers. As long as you're online,
your game(s) will be displayed for all gamers
to view and join. If you want to create a game
that only you and a friend can play, before you
credte a game, go to the Mailbox (see page
18) and \-Uld a private message 1o a friend
with your game details. He can meet you
online to join the game.

Chatting During The Game

You can chat with your opponent
al zmy time during 2 game by pressing
10 bring up the chat window. You
can continue any chat. You can also
use the chat option to comment on
areat plays or coordinate in-game
strategy with your online teammates
while playing.

To create a game from the Game Room,
press €3, then use the virtual keyboard 10
enter your game name. From the Online

“From the Mailbox, send
out private emails to your
friends to schedule
game times.”

Game Staging screen, select your team by
pressing 4= / = To change your game
options such as hosting and game play

989 SPORTS”

options, press @, While creating the game,

all other online gamers will be able to vie
availability and atempt to join vour game.

W its

BUDDT LIST

To see where all the action is, check out
the different Game Rooms before creating
your game. Choosing a Game Room with a lot
of game /is a good place to start as
can minimize your wait for an opponent.
When someone accepts your challenge, you
can view his user profile and decide whether
or not you want to play him.

= Quitting Games

After accepting challenges or joining
games, you must finish the entire contest or
be penalized with a reduction of points previ-
ously earned from other games. Losing points
will prevent you from entering higher level
Game Rooms and participating in games of
higher skill levels.

= Settings

Use the Game Room Settings to customize
your online experience. This is where you can
log off, edit your user profile, change your
password, sel receive invites ON or OFF, and
edit hosting and connect options.

» Leaderboards

Check out the real-time Leaderboards to
see where you stand compared to all other
online gamers. You can check the Overall,
Weekly, Monthly, Affiliation, and Buddy
Leaderboards, Each user ranking will be list-

989 SsPORTS”

NCAA® GAMEBREAKER® 2004

ed by ranking point total and provide details
of team statistics. Alfiliation Leaderboards will
show all user stats with the same team affilia-
tions - listing the combined stats of all users
in the Overall Affiliation Leaderboard.

Buddy Leaderboard

The Buddy Leaderboard is a place
where you and your friends can pri-
vately keep track of each other's rank
ings. To use the Buddy Leaderboar,
you must first go to the Game Room Lo
add new buddies to vour list. Once
added, their ranking, along with vours,
will e shown on the Buddy Leader-
board. From the Game Room, you can
also view which buddies are online.
See Game Room on page 15 for more
information on buddy lists.

= Tournaments

For some gamers, tournament play is
where it’s at. Create an online tournament or
join others that have already been created.
You can also create private lournaments,
using password protection, to control who
can join, When you create an online tourna-
ment, you can set it up to include 4-64 teams,
set the date that it starts, and give online
famers a sign-up pe riod in which 10 join.
Once vour tournament is created, users can
2o to the View All Available Tournaments
option and select a tournament to participate
in. Each tournament shows its status, registra
tion details, and its start dates.

“Up to 64 teams can sign up
for your tournament.”

To sign up for a tournament, select a
it menu (e.g., VIEW OR JOIN A
T) and press €3 A list of all

be listed. Press 4 /7 & to highlight a tourna-
ment, then press €3 to view its information.

If you'd like to join this tournament, press
4= / = 1o select the SIGN UP option, then
press €3, Once you enter your team informa-
tion, vou're ready to go. If the tournament is
private, you need to enter the tournament
creator's password Lo join.

TOURNAMENT MENU

CAEATE MAMENT

VIEW OR JOIN & TOURNAMENT
VIEW ALL & TOURNAMENTS
VIEW TOURNAMENTS I'VE WON

TOURNAMENT STANDINGS

EDIT PROFILE

® Privatizing Your Tournaments

To privatize your tournament, making
them by invitation only, you must enter a
password as the key into the tournament.
From the setup screen, after naming your
tournament, enter i unique password into
the password field. When your tournament is
listed, the Password Protected item will show
the word “TRUE”, meaning your tournament
is private.

The only way to join a private tournament
is to know the password. Afier creating a
lournament, invite gamers to join by giving
them the password and other important
details using the Mail option on the Welcome
screen. See Mail/Feedback on page 18 for
maore information,

CREATE TOURNAMENT
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= Message Boards

Message Boards are set up to provide a
place for gamers to discuss football and
other interests as well. NCAA GameBreaker
2004 has created multiple message board
topics for you to join in. Enter the General
Message Board to create and discuss new
topics and see what's on the minds of other
gamers.

Mail / Feedback

The Mailbox allows you to send private
email messages to any online gamer, as long
as you have their user name(s). Sending
email is a perfect way to contact your friends
about starting game times and to just talk
foothall. You can also use email to join pri-
vale lournaments by contacting the tourna-
ment’s creator and getting the tournament’s
password.

= Polls / Survey

Fill out the latest polls and surveys to give
opinions on 4 number of game issues. Polls
and surveys will be constantly updated, so
check back often to fill them out and view
the latest results.

= News / Promos

Check here for exciting news, reports,
and updates from 989 Sports including
updated game information, events, sweep-
stakes, and happenings.

= Edit Profile

The Edit Profile option allows you to
change any existing account. If you didn't
finish your user profile when you created
your account, use the Edit Profile option to
do s0.

989 SPORTS®

NCAA® GAMEBREAKER® 2004

Go Live By Downloading Rosters

Get real-time player stats and abilities by downloading updated player information

Use Live Rosters to obtain real-time,
updated player and roster information for
your game, Having updated rosters is benefi-
cial because it provides weekly, real life play-
er information. Each time you log on to play
online, be sure to select the Rosters option
and save Live Rosters to your MEMORY
CARD (8MB) (for PlayStation 2).

What if your team loses it’s starting run-
ning back? Your backup will have 1o step in
and produce for your team. Going in, he
may be an unknown, but if he does well and
exceeds all expectations, he may become
your next gamebreaker.

“Unless you download and save
Live Rosters, you may never know
a player's true abilities.”

Freshmen and walk-ons are prime exam-
ples of why you should download Live Ros-
ters. For example, a freshman linehacker
may be forced into the lineup due to an
injury to an upper-classmen. If he plays well,
his abilities will increase from week 1o week,
By updating rosters, you can get the true
player information needed for each position
on the field.

GameBreaker Maxes Out On Modes

From seasons to tournaments, you get it all with GameBreaker

NCAA GameBreaker 2004 offers a com-
plete group of game modes to choose from.
You can play scrimmages, an entire bowl sea-
son, @ tournament season, build a career as a
coach, create o tournament, or take your
team out on the practice field. All of these
modes include the passion and pageantry that
make college foothall 5o exciting!

“Before any game you play,
online or off, load Live Rosters
saved on your MEMORY CARD

into your game”

Scrimmage

Scrimmages are one-game formats that
enable you to create a matchup between any
two teams in Division 1-A, including All-Time
teams and teams you've created. Play against
teams not normally on your schedule or
setup a classic matchup of two powerhouse
teams. A great feature of the Scrimmage
mode is setting game options not available in
other modes. These options include choosing
a stadium, selecting a game time, choosing
weather conditions, and more. During scrim-
mage games and setup, use the Athletic
Department to create teams, create players,
and edit plavhooks,

Created Teams

In Scrimmage mode, you can use 4
created team to play a game. Go up
against any of the top programs with
your squad or try and beat some of the
wesker teams to build confidence. To
select a created team from the team
selection screen, press @,

g
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= Bowl Season

Bowl Season simulates what college foot-
ball is today, an entire football season fol-
lowed by the Bowl Season. At the end of the
regular season, if your team finishes with a
high enough ranking, it may get invited to play
in one of college football’s annual howl
games, Some teams play more games than
others and all season schedules include pre-
SEASON ZAMes.

Tournament Season

A Tournament Season is like a Bow] Sea-
son in that you play an entire regular season
schedule. The difference is in the post-season,
where you compete in a tournament instead
of a bowl game.

= Tournament Series

If vour team qualifies for post-season play
al the end of a Tournament Season, it will
enter what is called the Tournament Series.
The series accepts the top 16 ranked teams in
the country and brackets them into four
regions. Each regional winner plays in a semi-
final matchup, This matchup will determine
the two teams that will play in the National
Championship game.

18
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Simulating Games

You can simulate games for all sea-
son modes and tournaments, In a sea-
son, you can simulate weeks at a time or
entire seasons, To simulate the current
week, press £ 7 & 1o highlight the
game, then press €3, Press or
IGEW (0 move forward through the
weekly schedule, then press @ to simu-
late. Press €3 to simulate all games up
to that week. To simulate an entire sea-
son (without howls), press HEM + R3.
To simulate the rest of a season and

bowls, press +@®

B Career Mode

Become a head coach and build a career
with Career Mode. You'll start off by selecting
an open coaching position from a small
school. Your job will be 1o coach your team
to a successful season. Afier each season,
vour coaching will be evalvated. You could

LOALCHING ASSIGNMENT

Last Year:
No Job

Current Poslition

No Job

New Job Offers: 2003

< De ive Coordinator)

Wake Forest
Winston-Salem, NC
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find yourself petting promoted within the cur-
rent program or offered other coaching
opportunities at larger universities, It all
depends on the success of your team and the
specific area of your coaching expertise,

Goach well, because it's possible that vour
team could have a bad season and the school
may decide to let you go. To start your coach-
ing career, from the Coaching Assignment
sereen, press 4= /= 1o choose 4 new job
offer. Press £ /7 & 10 select the school name
option, then press 4= / = (o select a school.
Press €3 to accept the job offer and continue
to the Career Menu where you can view team
rosters or edit your team’s schedule.

= Recruiting

Recruiting starts after you have finished
coaching a full season. The players you
recruit will depend upon vour coaching posi
tion. If you're a defensive coach or coordina-
tor, you'll be recruiting defensive players. An
offensive coach will be recruiting offensive
players.
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Edit Schedule

In season maodes, you can edit your
team’s schedule by changing the weekly
opponents and the location of the
games. You can even cancel games on
the schedule. To edit the schedule, press
17 ¥ wselecta game, then press <8
Change the game location by pressing ®
to loggle Home/Away or change your
apponent by pressing <= / = You can
cancel a game by pressing @, changing
the scheduled 1o read “No Game™,

Your recruiting starts with the evaluation
of your graduating seniors. Be sure to check
your team'’s position needs, as you'll need to
fill positions left void by exiting seniors. Once
you know your needs, you'll continue to the
Allocation Screen where vou'll map out your
official recruiting visits, The number of visits
will be determined by your coaching position.
However, if you recruit outside of your region,
sach visit will cost twice as much. You can

allocate visits to the West, Southwest, Midwest,

Southeast, or East regions. Your current
region will be shown in vellow.

Part of the recruiting process is 1o deter-
mine which recruits you'd like to reach using
the phone. Again, the number of phone
recruits you can tag will be determined by
vour coaching position. Players highlighted in
blue are considered blue-chip recruits (the
highest rated incoming players), those in
white are white-chip recruits, and those in
red are considered good prospects.

® Tournament Mode

Forget about the regular season and
enjoy the pressure and excitement of playing
in @ tournament. A tournament can be set up
as an eight team (two rounds plus a tourna-
ment final) or sixteen team (three rounds
plus a tournament final) competition. Each
bracket includes teams that you pick for the
lournament.

“In a tournament, you can play
in all of the games from each
round, including the national
championship game.”

All teams in the tournament can be associ-
ated with a user name. If you choose not to
enter 4 user name, it will default 1o a CPL
name. Creating user names is a good way for
you and your friends to see who controls each
team when viewing the tournament brackets.
If you don't want to choose teams for user
controlled participants, press @ 1o have the
CPU randomly select teams. To set up the
lournament:

» Press 4= / = (o choose an cight or sixteen
team tournament format.

Press €3 to move to the CPU name grid,
then press £ / ¥ 1o select a CPU number.
= ress €9 o activate the virtual keyboard.

When you have completed your name,
press @ (o enter it and deactivate the key-
hoard.

Press 1/ & 1o select other CPU numbers
and repeat the previous steps.

Press @ (o select teams for the tourna-
ment. You will be selecting teams for those
with created user names first.

Press 4= / = 1o scroll through the team
list, then press €3 to select a team. When
vou press €3 for the last created user
name participant, teams will be chosen
randomly for the remaining CPU con-
trolled participants.

Practice Mode

Practice Mode takes you out to a unique
practice environment, where you can evaluate
your team. In Practice, you can move the ball
around the field, switch from offense to de-
fense, practice any type of play, view different
camer: and more! Use the Hot Tips
tutorial to learn new plays, strategies, and
moves. Learn your team's sirengths and
weaknesses, while sharpening your skills.
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The Athletic
Department

“Look for
gamebreakers
with Blue Chip

Recruiting.”

Become The AD And Make The Moves

Take control of the recruiting, create players, and edit playbooks

u Blue Chip Recruiting

Search the country for the nation’s top
blue chip players. Incoming Freshmen and
Junior College Transfers are highly sought
after, as recruiting is the most effective way 10
build a college program. Some players are
already planning on attending your school,
but most will need some convincing.
Although your focus will be on the best play-
ers, even the less touted recruits have some-
thing to offer. There are team needs that have
to be addressed, so make sure you land
enough recruils.

= Blue Chip Team

Here's where you start the recruiting
process for your team. 1t's a chance for you 1o
look over your team needs and determine the
areas of your focus. Each team will already
have some gamebreakers, which are indicated
by blinking positions. These are players who
you should build your team around. They are
the cornerstones of your leam.

= New Recruits

At the end of recruiting, you'll be shown
the list of new recruits that have selected vour
school. Hopefully, these recruits will step in
and make a difference for your team. You can
only go Blue Chip Recruiting once per season,
so make a strong effort 1o bring in quality
players.

R= |
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M Create Walk-On

By creating walk-ons, you have the oppor-
tunity to bring @ unique talent to your team —
creating players that can take complete con-
trol of what's happening on the field. Auempt
Lo eredte a dominating force that causes
opposing teams to focus their gameplan on
trying to stop him. You can also have some
fun and create yourself using your own name
and physical attributes. Up to 40 players can
be created, so fill some holes on your roster
or add depth to a position to complete your
team. From cach attribute screen, press €3
when finished to continue.

* Highlight the First or Last Name option,
then press €3 to activate the virtual key-
hoard. You must enter a first and last
name to continue, Press @ when your
name is complete to enter it and deactivate
the keyboard.
From the remaining options on the
screen, press 4/ & o choose an
option, then press 4= / = 10 make 2
change. Be sure to choose a position and
team for the player.
Press 4 / & 1o select Continue, then
press @ 1o move to the Player Appearance
screen.
Press € / ¥ to choose plaver character
istics, then press 4= / = (o make
changes.
= Press €3 to continue to the Player Attribut-
es screen, From this screen, adjust your
plaver’s playing abilities. There are 250

JERSEY
HANDEDNESS

total points that you can use to distribute
among O categories. Each time an ability is
increased, the total number of available
points decreases,

Press =/ = (0 move through the player
attributes available.

Press & / & 10 select an ability, then
press =/ =b 1 change the ability level.
Press €3 to continue.

View your player's summary, and if satis-
fied, press €3.

When prompled, press @ to create the
player.

Create Team

How fun would it be to create a team,
choosing its name, uniform style, and stadi-
um? With Create Team, you can even generale
players for your team’s roster. Fach team can
be saved 1o a MEMORY CARD (8MB) (for
PlayStation 2) and loaded for competitions.
When choosing teams for games, from the
team selection screens, press 2= 1o load your
created team. If you've created and saved
more than one team, you can select which
team to load from the MEMORY CARD
(8MB) (for PlayStation 2). If you've already
loaded a team, press @ to select your team.
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= Edit Lineup

As the coach of your team, you get to
decide who plays each position. Whether
freshman sit or senjors start, you get to make
the call. You can even use one of your star
defensive players as an offensive weapon. You
also have the power to change your offensive
and defensive playbooks by substituting play-
ers and making position changes. This allows
you to add new wrinkles to your plays and
forces your opponent to make last second
adjusiments during the game.

To change the lineups of your offense and
defense:

* From the menu item of Side, press
4=/ = (0 choose a side of the ball
(offense or defense).

= press 1 /7 ¥ 1o choose the Formation
option, then press 4=/ = 10 choose a
formation.

= press 4/ § o select the Player option,
then press €3,

®= From the popup screen, press 1 / & o
select a player position, then press 4 / =
1o choose a different player for that posi-
tion. You can make multiple substitutions if
you like.

= Press @ (o return to the game.
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Customize Your Game Options

Use gameplay and controller options to make the game your own

= Level

The Level of the game will determine the
difficulty level of the gameplay. The Freshman
and Sophomore levels are the easiest levels (o
learn. Junior and Senior levels are the truest
test of skill.

= Style

Set up the style of your game by choosing
Simulation for ultra-realistic gameplay or
Arcade for faster play with exaggerated special
moves.

= Artificial Intelligence (A.l) Options

The settings for A.L. Running, A.L. Run
Defense, Al Passing, and Al Pass Defense
will determine the skill level of the games
artificial intelligence. The higher the setting,
the better the A.L's ability to run the ball,
stop your running game, pass the ball, and
stop your passing game. The A.L 10 level will
dictate the intelligence of the AL team. This
setting will determine the A.L's ability to
make decisions on the field.

e

= Controller Setup

Controller Setup option allows you to set
custom controller button configurations for
your offense and defense. To change the con-
trol settings for advanced controls, press and
hold to show the advanced settings, then
follow the steps 1o make changes to the setp.

= Press 4=/ =b (o choose a player port.

= Press 1/ & to select the View option,
then press 4=/ = 1 select offense,
defense, or keyboard,

« Press 1/ 4 to select the Configuration
option, then press <= / = 1o select a bul-
ton control setting,

= Press 1 / & to choose the Vibration
option, then press 4=/ = 1o choose a
vibration setting. ON activates your DUAL-
SHOCK®2 analog controller, causing il to
vibrate in your hands when such things as
hard tackles oceur on the field.

Pause The Game To Make Changes

Make adjustments during the game by using the Pause Menu

Press B 1o pause the game and bring up
the Pause Menu. Use the Pause Menu to
change current game settings or to view game
and player statistics.

® Instant Replay

Instant Replay gives you a chance to ana-
Ivze the last play. Use the controls shown on
the sereen to control the flow of the replay.
Press B 1o save a replay. You can view these
again from the frontend. Save your favorite
plays and view them over and over.

® Call Timeout

Each team receives three timeouts per
half. As timeouts are called, the number of
timeouts remaining will be shown from this
menu item.

“Call a quick timeout on the field
by pressing L3 + R3."”

= Change Audibles

You can create new audibles used o
change vour play at the line of scrimmage
hefore the snap. To change audibles:

n Press 1o choose a side of the ball
(defense or offense),

Press @, €3, or @ to choose an audible.
Press 4 / b (o view formations, then
press @ €3, or @ to make the formation
change.

&, or @ (o make the play change.
= Press @ 1o accept audible changes and

return (o the game.

® Choose Sides

AL any time during the game, each user
can switch sides and play for the other team.

Press 4= / = 10 view plays, then press @,
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"Fight On"
Courtesy of Marshall University

"Fight Tigers"
Courtesy of University of Missouri

"Fight U of L"
Courtesy of University of Louisville

"Good Old Song” (Public Domain)
Courtesy of University of Virginia

"Hail Purdue” (J. Morrison, EJ. Wotowa)
Copyright MPL Communications, Inc. and Bro

'N Sis Music, Inc. International Rights Secured.

Not for broadeast transmission. All rights
reserved. DO NOT DUPLICATE.

"Hail Varsity"
Courtesy of University of Nebraska

"Here Come Carolina”
Courtesy of The Alumni Association of Univer-
sity of North Carolina

"On Wisconsin" (Carl Beck, WT. Purdy)
Copyright MPL Communications, Inc. and Bro

'N Sis Music, Inc. International Rights Secured,

Not for broadcast transmission. All rights
reserved. DO NOT DUPLICATE.

"Rocky Top” (Boudleaux & Felice Bryant)
Copyright 1967 House of Bryant Publications,
Renewed 1995 International Rights Secured.
Not for broadeast transmission. All rights
reserved. DO NOT DUPLICATE.

"sons of Westwood” (H. Williams, M. Laren,
J. Livingston, K. James) Copyright Hallmark
Music Company, Inc. International Rights
Secured. Not for broadeast transmission,
ALL rights reserved. DO NOT DUPLICATE.
NOT FOR RENTAL.

"Tiger Rag" (H.W. Ragas, D.J. La Rocca,

L. Shields, A. Sharbaro, and E.B. Edwards)

@ 1930, 1946 Renewed 1958, 1974 Leo Feist,
Inc. Rights assigned to EMI CATALOGUE
PARTNERSHIP All Rights controlled and
administered by EMI FEIST CATALOG INC.

All rights reserved. International copyright
secured. Used by permission.

“Touchdown, Fight On State” (Public Domain)
Courtesy of Pennsylvania Sate University

"Wildeat Victory"
Courtesy of Kansas State University

"Aggie War Hymn" (].V. "Pinky” Wilson)
“Arkansas Fight" (Joel Leach)

“Texas Fight" (Vincent DiNino)

Copyright Southern Music Company Interna-
tional Rights Secured. Not for broadcast trans-
mission. ALL RIGHTS RESERVED. DO NOT
DUPLICATE.

"Down The Field" (H. Lewis, R. Murphy)

"Fight For ISU" (C. Carazo, W.G, Higginhoth-
em)

"For Boston” (T.W, Allen)

"Hail To Old OSC" aka "OSU Fight Song”

(H. Wilkins)

"Hail To Pitt” (G. Kirk, L. Taylor)

"Maryland Fight Song" (R. Davis)

“Michigan State Fight Song” (TW. Allen, EI.
Lankey)

"The Orange and Blue” (T.W. Allen, G.
Hamilton)

“Tech Triumph" (M.W. Boggs, W.E Maddux)
“Victory For Washington” (McHarrie)

CREDITS
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CREDITS

“Yea Alabama” (E.L Sykes)

Copyright Bro N Sis Music, Inc, International
Rights Secured. Not for broadeast transmission.
All rights reserved. DO NOT DUPLICATE,
"Across The Field" (W.A. Dougherty Jr.)

"Hail State” (J.B. Peavey)

“lowa State Fights” (Jack Barker, Paul Gnam,
Manley Rice)

"Mighty Oregon” (Dewitt Gilbert,

Albert Perfect)

“North Carolina State” (Edward L. Gruber,
Hardy M. Ray)

“On Towa" (WR. Law)

“Rambling Wreck From Georgia Tech” (Frank
Roman)

"Rebel March” aka "Forward Rebels”

(. Whitfield, EE Yerby, RR. Coats)

"The Victors" (Lewis Elbel)

“Washington State University Fight Song”
(Phyllis Sales, J. DeForest [Eint%

Copyright MPL Communications, Inc.
International Rights Secured. Not for
broadcast transmission. All rights reserved.
DO NOT DUPLICATE.

WARNING: "Itis a violation of Federal Copy-
right Law to copy, duplicate or reproduce this
Program (or any portions of this Program) or
to synchronize this MULTIMEDIA DISK with
video tape or film, or to prini this MULTIMEDIA
DISK in the form of standard music notation
without the express written permission of the
copyright owners.”

SPECIAL THANKS

Larry Johnson, Bob Philp, Brian Nelson,
Dolby Laboratories Licensing Corporation,
San Diego State University Marching Band
and Cheerleading Squad, Rosemary Cafasso,
Tyler Everett, Keith Jackson, Paul Johnson,
Devin Olden, David Randolph, Lori
Solomon, The USC. Marching Band, The Fast-
wood Scoring Stage at Warner Bros, Andrew
Rader (University of Virginia), Anthony Fox
(University Southern California), Arminda
Trevino (Carlin America Inc.), Brian Britt
(University of Oklahoma), Dave Pettigrew
(EMI Music Publishing), Dennis Livingston
(Hallmark Music Co., Inc.), Douglas Dibbert
(The Alumni Association of The University of

North Carolina), Dr. Edward Gross (Mar-
shall University), Felice Bryant (House of
Bryant), Heather Chelkis (University of Pitts-
burgh), John Fairman (Kansas State Univer-
sity), Keith Miles (University of Nebraska),
Lance Higgins (Southern Music), Marianne
Conlin (Carlin America Inc.), Peter Cautilli
(University of Louisville), Peter Silvestri
(MPL Communications, Inc.), Rod Kotler
(EMI Music Publishing), Susan Jenkins
(House of Bryant), Tom O'Neal (University
of Missouri), Will Cohen (Collegiate Licens-
ing Company) The "Officially Licensed Colle-
giate Products” label is the exclusive proper-
ty of the Collegiate Licensing Company. The
"Collegiate Licensed Product” label is the
property of the Independent Labeling Group.

The "Officially Licensed Collegiate Producis”
label is the exclusive property of The Collegiate
Licensing Company. The "Collegiate Licensed
Product” label is the propenty of the Independent
Labeling Group. All names, logos, team icons,
and mascots associated with the NCAA, universi-
ties, bowls, and conference are the exclusive
property of the respective institutions.  Heisman
Memorial Trophy and likeness of the actual tro-
phy are registered service marks owned by the
Downtown Athletic Club under registration num-
bers 930,853 and 935,852 respectively. Heis-
man and Heisman Trophy Award are service
marks owned by the Downtown Athletic Club of
New York Gity, Inc. The NCAA Football logo is
a registered trademark of the NCAA licensed to
NCAA Football USA, Inc. GameBreaker, 989
Sports and the 989 Sports logo are registered
trademarks of Sony Computer Entertainment
America Inc. Designed and Developed by Red
Zone Interactive and 989 Sports development
team. © 2003 Sony Computer Entertainment
America Inc. Dolby. Pro Logic and the double-D
symbol are trademarks of Dolby Laboratories.

As required by 17 U.S.C. 403, third partics
producing copyrighted works consisting
predominantly of the material appearing in
NWS Web pages must provide notice with
such work(s) identifying the NWS material
incorporaied and stating that such material
is not subject to copyright protection.
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ONLINE USER AGREEMENT

PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREE T0 ITS
TERMS BY CLICKING THE "AGREE" OR "DISAGREE" BUTTON AT THE BOTTOM OF THIS SCREEN,
IF YOU CLICK THE "DISAGREE" BUTTON YOU WILL NOT BE ABLE TO PLAY THE ONLINE VERSION
OF THIS GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA INC. (“SCEA") CON-
SUMER SERVICES AT 1-800-345-7669 WITHIN 30 DAYS OF YOUR PURCHASE 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 "AGREE" button, you affirm thal you are an adult 18 years o older and you are
aceepting this Agreement on your own behall or on behall of your minor child (nder 18).

2. GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for play on a
PlayStation®2 computer entertainment system only. You may not () rent, lease or sublicanse the
software, (i) modify, adapt, translate, reverse engineer, decompile or tisassembie the software, (i)
attempt 1o create the source code from the object code for the software, or (iv) downdoad game con-
tent for any purpose other than game play, You may, however, transfer all your rights lo use the soft
wa;e fo another person provided that you transter the original product and this Agreement with the
software

3. AUTHENTICATION, This software uses "ONAS" (Dynamic Network Authentication System), a pro

prietary authentication system created by Sony Computer Entertainment Inc, (SCE)). “DNAS” retrieves
Information about  user’s hardware and software for authentication, copy protection, account block

ing, system, rules, or game and other purp The ion collected does not
Identity the user personally. SCEL, SCEA and their affilates cannot qguarantee the continuous opera

tign of the "DNAS™ servers and shall not be liable lor any delay or failure of the *DMAS” sarvers Lo per-
form. It you receive a message during login identifying a "DNAS” authentication eror, phiase confact
SCEA Consumer Services at 1-866-466-5333, For additional information conceming “DNAS”, visit
W, us. playstation.com/DNAS. In the event of a systems incompatibility or inoperability with *DNAS®,
the sole iabelity of SCEI, SCEA and their affiflates shall be Emited to the repair or replacement of the
user’s attected game software, console, or peripherals at the option of SCEA. SCEI, SCEA and their
affikates shall not be liable for any detays, system failures, authentication failures, or System outages,
which may, from time to time, affect onfine game play or access thereto,

4. COLLECTION OF INFORMATION. When you login to play online, SCFA may refrieve information
about the hardware, software and onling connection you are using for copy protection, administration
of the game site, account blocking, system, rules or game management and other purposes. Belore
you can play, you will be asked to create an account with a user, player or other pame name (“game
name’) and password, You may akso be asked to select or provide additional information for a game
profile. This game does not contain any personally identifying information

5. PROTECTION OF IDENTITY. When you chogse a game name, choose an alias to protect your
Identity. Avoid using any part of your game name In your password. When you choose a password,
choose a unique combination of ketter and numbers that is unretated to your game name or to any
Information you may share with ofher players in the game. SCEA will not ask you for your password
and you shoukd nat provide this information to any third party. If the game is designed to save your
game name, profike and d it will do so ically and only to facilitate fulure game play. If
your game name is inactive for a period of thirty days or more your account may be deactivated. To
inquire about a deactivated account, please contact SCEA Consumer Senvces al 1-BB6-466-5333,
Games withoul an automatic save feature will ask you to save your information 1o 3 memory card of
hard tisc drive. Always keep your memory card in a secure location and do not lend it to others. You
agree that you have no expectation of privacy or confidentiality in the personal information you may
intentionally or unintentionally disciose through login, game play and chat, You shauld avoid Baying
anything personally identifying in chat. SCEA has no liability for any violation of this Agreement by you
OF by any other player,

6. ONLINE CONDUCT. Wnan you play, you agree lo be respectiul of your fellow players and never to
£ngage In any behavior that would be abusive or offensive to other players, disruptive of the game
experience, fraudulent o otherwise liegal, This includes but is not limited to:

{8) Harassing o¢ intimidating other players white chatting or playing this game onling o using infor-
mation obtained while chatting or playing this game to harass or intimidate fellow players oulside of
1he game;

(b} Using langiage, selecting names or creating any other content that is racially, ethnically or ref
giously olfensive, sexually abusive, obscene or defamalory;

[c} Using content that is commercial in nature such as advertisements, solicitations and promotions
for goods o sendces;

() Using as a game name the real name ol any other person;

CREDITS
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ONLINE USER AGREEMENT (continued)

(e} Disrupting the normal fiow of chat in game chat rooms,

{f) Making a false report of user abuse to SCEA Consumer Servicas (ses below);

(o) Violating any local, state ar national law Including but not limited to laws related to copyright, trade-
mark, defamation, invasion of privacy, identity theft, hacking and the distribution of counterfeit soft-
ware;

{h) Lising a cheat code or cheat device. For a detailed explanation of the SCEA policy on cheating visit
wawwLLis. playstation. com/onlinecheating.

If you violate this Agreement in any manner, SCEA may at its discretion and withaut natice to you tem
porarily or parmanently block your account 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. To report violations of this Agreement or to
inquire about a biocked account, call SCEA Consumer Services at 1-B00-345-7669, SCEA has no
liability for any violation of this Agresment by you or by any other player.

7. INTELLECTUAL PROPERTY RIGHTS. Al titie and intellectual property rights in and to the con-
tent of this software is the property of the content owner(s) and may be protected by applicable copy-
right and other intedlactual property laws and treaties, This Agreement grants you no ownesship rights
in such content. All rights not expressly granted are reserved by SCEA,

B. WARRANTY/DISCLAIMER. SCEA WARRANTS TO THE DRIGINAL 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 LIM-
ITED WARRANTY DETAILS. EXCEPT AS PROVIDED HEREIN, THE GAME DISC, SOFTWARE AND
ALL RELATED SERVICES ARE PROVIDED “AS |S" AND, TO THE MAXIMUM EXTENT PROVID-
ED UNDER LAW, SCEA DISCLAIMS ALL WARRANTIES OF ANY KIND, WHETHER EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF MERCHANTABILITY OR
mmnmmmwmmmhm.mmm

promise that that this soft will work with al % adaptor, modem,
wmwmmlmmatnMMIMIwmw&wmn
insure use only PlayStation® I-

Fy SCEAMMwnmmmﬂmaﬂemﬂwmmalnwﬂmmmt

that are beyond the immediate and reasonable control of SCEA, Inﬂummofaulspm
regarding the online functionality of this software (except with regard to the operation of
"um"mlalnoolnpmmpnsml.ymawmmm ility of SCEA and its
nmmcnmmhswlllhellni‘lndlnma or replacement of the software. SCEA may, at
sole discretion, mmwnmunwwnamsemrmanwm SCEA has no lia-
hilhyhtmmhtﬂmm

9. MODIFICATION. SCEA al its sole discretion may modity the terms of this Agreement at any time
You are responsible for reviewing the terms of this Agreement sach time you login to play. By accent-
ing 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 playsta-
tion.comysupport/usesagreements.

10. GOVERNING LAW. This Agreement shall be construed and interpreted in accordance with the
laws of the State of California appiying to contracts fully executed and performed within the State of
Cahforniz. Both parties submit 1o personal jurisdiction in Cakifomia and further agree that any dispute
ims;lng from or redating to this Agreement shall be brought in a court within San Mateo Caunty, Cafi
omia

11. ENFORCEABILITY. If any provision of this Agreement shall be held invabid or unenforceabile, in
whole or in part, such provision shall be modified to the minimum extent necessary 1o make it valid
and enforceable, and the validity and enforceability of all other provisions of this Agreement shall not
be affectad thareby,

12. ENTIRE AGREEMENT. This A consti the entire t between the parties
hereto related 1o the subject matter hereof and supercedes all prior oral and written and &l contem-
i oral L: and une s of the parties, all of which are merged
herein

L |
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“LIMITED WARRANTY

Sony Computer Entertainment America (SCEA) warrants to the original
chaser of this SCEA product that this software is free from defects
material and workmanship of a period of ninety (90) days from the
oﬁglnal date of purchase. SCEA agrees for a period of ninety (90) days
wither repair or replace, at its option, the SCEA product. You must call
1-80€-345—SONY to receive instructions to obtain repair/replacement
Sarvices,

1his 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
lnsts anel/or exclusions or limitations of consequential damages, so the
abova limitations and/or exclusions of liability may not apply to you. This
wartanty gives you specific legal rights, and you may also have other
tlghts which vary from state to state.

HEA BESAFEGDSSL-C and Crypto-C software from RSA security Inc. have
beon Installed. RSA Is a registered trademark of RSA Security Inc. BSAFE
I 0 rogisterad trademark of RSA Security Inc. in the United States and
othar countries, RSA

his soltware uses "DNAS" (Dynamic Network Authentication System),
a4 proprietary authentication system created by Sony Computer
Entertainment Inc., to provide security and to help protect copyrighted
content, The unauthorized transfer, exhibition, export, import or
lranamission of programs and devices circumventing its authentication
scheme may be prohibited by law. For additional information see
www.us playstation.com/DNAS.

“Plrytation” and the "PS* Family logo are registered trademarks of Sony Computer Entertainment
Ine. "Live in your workd. Play in ours.” ks a trademark of Sony Competter Entertainment America Inc.
HOO loge 18 & trademarnk of Sony Comptuer Entertainment Inc.

Mayors are responsible for all applicable intemet fees. Online play requies infemet
connection and Network Adaplor for PlayStation 2 (sold separately). Onling icon is a trademark

of Sony Computer Entertainment America Inc.  Licensed for play on PlayStation 2 computer
ml!-l'hilmwt \ydmls with the NTSC LVC designation only, All games featured are trademarked and
of their respective publishers and/or Bcensors.

]
LIMITED WARRANTY
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