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€8 Introduction

Sensible Soccer™ 2006
Congratulations you have just purchased a copy of one of the most popular football
games of all lime.

Sensible Soccer has been played by over IS million people around the world since it

was first published in 1992. This new generation version of one of the greatest computer
games ever is full of all of the classic Sensible Soccer game modes, fiendly malches, Cups,
Leagues and Tournaments from around the world featuring limiless DIY competiions for up
lo 32 players. It also fealures some brand new game play elements such as an RPG shyle
Custom Team Career Mode, conholiable goalkeeper movement and co-operalive teams in all
game modes allowing aclion for up to 4 players simultaneously.

How to Play

Sensible Soccer 2006 has been designed so you ran dip in and out of all the different
game modes 8s you want fo:-

+ Fiiendlies, Presel and DIY Competitions can all be plaued independently of each other
and up o 7 such competitions can be saved at any one time.

+ Each of the four Custam Teams also has its own separate career game which is stored
independentiy, once created these teams can also be used at any time and their current
compelition stored with them.

€ Getting Started

Sel up your PlayStation®2 computer entertainment system according to the inshuctions in
Its Inshkuction Manual. Attach game conkollers and other accessories, as appropriate. It is
recommended that you do not insert or remove Memory Cards [BMB] [for PlayShation®2)
or other accessories once the power is swilched on. Make sure there is enough free space
on your Memaory Card [BMB [for PlayStation®2] before commencing plau. Refer to the
instiuctions supplied with the Memary Card [BMB] [for PlayStation®2) for details.

Make sure the MAIN POWER switch [located on the back of the console] is lurned on.
Press the (1) / RESET button. When the Q) indicator is green, press the £ butfon and the
disc ray will open. Place the game disc on the disc tray with the label side facing up.
Press the & button again and the disc tray will close. Follow on-screen instructions and
refer ko this manual for information on using the software.

Select your preferred language from your console's internal System Configuration menu
before commencing play.

¢8> Memory Cards (8MB) [for PlayStation®2)

Throughout this manual, the term *memory card” is used o describe the Memory Card [BMB]
[tor PlauStation®2) = (product code SCPH- 10020 E. The Memory Card [SCPH- 1020€],
which Is designed for use with PlayStation® and PS one . Is not compalible with this game.

As you play through the game, your progress and level of unlocks can be saved to
Memory Card [BMB] [for PlayStalion®2]. Make sure there is sufficient space on your
Memory Card [BMB] [for PlauStalion®2| before commencing play [save file size
1406KB minimum).

¢ Analog Controller (DUALSHOCK®2]

L2 buttan 1. i A2 button
Libion | R1 bution
SELECT butten ! START button
right directionad button v — T f B W O button
> L =] y .
up directional button 1 e SONY e N £ button
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ot analog stick ¥ | | . | right analog stick
L3 bution s n - Rib

Naole: A digital controller cannot be used to play this game




¢ Loading and Saving Sensible Soccer 2006
Sensible Soccer 2006 provides seven save siofs in the main save game lo save your

progress in compelitions, as well as 4 save slofs for custom leams. You can also save the
same compeliion at different points to different save slats.

When first started the game automatically loads:

+ Custom team seltings lincluding their current competition)
+ Edited player names

+ Edited team names

+ Edited compelition names

¢ Default Game Controls

Sprint

- Direct Player
- Aftertouch
- Deflect-a-touch

- Direct Player ‘ ~ "-";-OIIIN!Y Bench and Taclics
- Aftertouch {f 2
- Deflect-a-touch A [ P | | L o G - Powered Kick
\ . : l - Slide Tackle
Instant Replay / z - Lunging
] \ F—\ /
[ Pass
Pause Menu Move Goalkeeper
Menu Navigation

Highlight Menu Item:

Change Menu Oplion (if available):

Select Highlighted Menu Item lif available): = bulton
Cancel/Exit Menu: 4 bulton

Perfarm Aclions described by Tool Tips: [l and © bultans

Directional buttan or left analog slick

Direclional button or left analog stick

€ Player Movement

Piayer Selection

Player seleclion is automalic and based on the direcltion in which the player is pushing the
left analog stick.

Sprint

Sprint makes the player run faster, use sparingly as each player has a limited amount of
sprint energy per malch, indicated by the bar above his head when sprinfing.

Interception
If a player runs into @ member of the opposition on the ball he will automalically by and
take the ball from him.

€ On the Ball

Passing

Use the anow lo line up & pass to another player on the same team and then press the
pass button.

Powered Kick

A powered kick is played in the direction the arow is poinling and can be used as a
long ball or & shat on goal. The longer the button is held down the more power is applied
to the ball.

Aftertouch

This can be applied to the ball by redirecting the left analog
slick immediately after a powered kick has been performed.
Aftertouch enables the ball to be bent left or right, to be
lofted high into the air and dipped with top spin back down
again and to be chipped delicately. The afterfouch system
also works with the directional buttons.

AFTER TOUCH SYSTEM
When making a powered
kick quickly redirect
the left analog stick

Direction of
powered kick

‘:‘.."l_‘v_,

Loft

Bend
Right




¢ Off the Ball

€ Other In-Game Controls

When a player is off the ball and the opposition are in possession of the ball and the
powered kick bulton is pressed the player will perform a slide tackle in an attempt to
dispossess the opposilion, if mistimed this can result in cautions and injuries.

Lunging
When a player is off the ball and the ball is free and the kick bulton is pressed the player
will throw himself af the ball in altempt to slide, diving headey, volley or head the ball.

Deflect-a-touch

This can be applied fo the ball by redirecting the left analog stick after a lunge has been
performed before contact is made with the ball enabling the player to divert the ball in a
different direction.

&) Goalkeeper Controls

Movement

The goalkeeper's diving and basic movement
is controlled automatically however the player
can affect the movement of the goalkeeper by
maving the right analog slick.

Bring goalkeeper out
|Rehreal if kicking downl]

Move Maove
left right

Relreal to goal line
|Bring out it kicking down|

Movement forwards and backwards will cause
the goalkeepet to close down the angle by
coming oul of his goal and to retreat back onto
his goal line.

Movement left and right will cause the
goslkeeper to cover his pasts and to ready him
for saves in the direction that he is moving

Dangerous Free-Kicks

Goalkeeper movement is particularly useful for dangerous free kicks where the goalkeepes
will automatlically direct the wall s he moves from one side of his goal to the other under the
direclion of the player.

Penalties

Moving the goalkeeper side to side on his line during penallies will cause him o move
belween the posls, the goalkeeper will always have a belter chance of saving a shot if the
player is moving him in the direclion of his dive

©

Bench and Tactics

Calls up the faclics menu the next time there is a sloppage in play for substitulions and
formation changes.

Instant Replay

Allows the plauer to analuse the Iast few seconds of action with @ comprehensive aclion
replay system.

& Tactics

From this menu team formalions and starling line ups can be selected prior fo each match.
This menu also appears during the game the first lime the ball goes out of play after either of
the players has pressed the Bench and Taclics button.

Formations

There are |2 different team formalions to
choose from and each team in the game
will naturally default to a different farmation
until it is changed by the player.

Player Position Swapping

To change around the players on the pitch,
first select a player to be moved and then
select the posilion he needs fo be moved
to, this will result in both selected players
swapping positions on the pitch or on and
off the bench at the boltom of the screen.

Bringing on Substitutes

To make subslitulions in the middle of the game select the player to tring on from the bench
and then select the player that is to be replaced on the pitch.

Removing Injured and Suspended Players

It is not possible to start a match if a banned or injured player is on the pitch, these players
must be swapped with a legal plauer on the bench before the game can start. Similarly
during @ malch, it will be impossible to proceed with the game unlil an injured player is taken
off the pitch and a subslitution is made.

A player who has been sent off cannot be substiluted se for the rest of that malch there
will be one player pasition coloured red in the team formalion on the Tactics menu that will
remain emply for the rest of that match.



Each sguad is made up of players who are a mixture of 2|1 different player types. Each
player lype has its own preferred area of the pitch fo operate in and its own shiengths and
weaknesses. The plauer lypes of each player in the game are shown as identis in the player
icons on the Taclics Menu.

PLAYER TYPE STRENGTHS

GCOALKEEPER Goalkeeping

CENTRAL DEFENDERS

Sweeper Tackling + Passing
Marker Tackling + Heading

Stopper Tackling + Strength
WIDE DEFENDERS

Full Back
Left Back
Right Back
Wing Back
Left Wing Back
Right Wing Back

Tackling + Pace
Tackling + Left Sided
Tackling + Right Sided

Stamina + Pace
Stamina + Left Sided
Stamina + Right Sided

CENTRAL MIDFIELDERS

Utiliy Man
Anchor Man

Tackling + Stamina
Tackling + Pace
Halchet Tackling + Shrength
Ceneral Tackling + Passing

Playmaker Control + Passing

WIDE MIDFIELDERS
Winger Pace + Contral
Left Wing Pace + Left Sided
Right Wing Pace + Right Sided
ATTACKERS

Target Man Strength + Heading
Shriker Finishing + Heading

Poachert Finishing + Pace

11 Shirt Number
21 Player Initials
3) Star Rating
4) Player Type

¢ Player Skills and Teams

Star System

Player Grading A\ Piayers are graded from | to 10 skill points and displayed via a simple
star system. Every big star is worth 2 skill points and a small star is worth an additional
| skill point, the more stars a player has, the belter they become.

Player Upgrading [Custom Teams Only] every time each Custom Team wins each preset
tournament for the first lime, one of the team’s players is automalically upgraded and receives
exfra skill points. The amount of skill points a specific player will be uparaded by, when a
fourmnament is won, is shown when browsing preset tournaments in Custom Team mode.

Team Grading cach team is also graded fiom | to 10 skill points and displayed via a
simple star system. There are 16 players in each squad and each team's grade is calculated
by working out the average skill points rating of each plauer in that squad.

Team Types

There are 3 main keam types in the game, International, Club and Custom Teams. It should
be noted thal some leam lypes are deliberately excluded from certain-game modes and
compelifions.

International Teams The game includes 67 infernational teams from every comer of the
footballing world

Club Teams the game includes 300 club teams from England. France, Germany, Holland.
Italy. Portugal, Scolland and Spain.

Custom Teams The game includes the ability fo create and save up to 4 Custom Teams at
any one lime

©




¢ Custom Teams

Overview of Custom Team Game

The Custom Teams act as a career mode in the game. The challenge is to create 8 squad of
|6 rookie players, give them their own team name and kits and lake them all the way from
the 292nd best ranked Club in the game right up to the very top spot in the Team Rankings,
winning all of the 40 or more kophies available for them to compete for along the way.

Four Simultaneous Custom Team Games

Each game save has the capacily o sfore four completely independent Custom Team games
simultaneously.

¢ Creating Custom Teams

The first step to managing a Custom Team is to create It, this is done in 3 basic steps, firstiy
choose their name and squad lype, secondly choose their home and away kil thirdly create
the 16 players that will make up the squad.

Team Name

Select the team name and use the direclional bulton to cycle through the letters of the
alphabet and move o the nex! letter in the name, press the * bulton when ediling of the
name is complete to keep the changes.

Squad Types

There are 8 different squad lypes to choose from and each has its own unique spread of
player types that will influence the type of team that is likely to take shape as their career
progresses. The squad lypes lo choose from are normal, defensive, aggressive, workhorse,
all-rounder, attacking, fiair and wide boy.

Home and Away

All Custom Teams have twao kits to edit, these are knawn as home and away Kits.

Shirts, Shorts and Socks

Each kit comprises of shirts, shoits and socks, there are many different styles of shirt and shoits
available and all of these kit items can be chosen in an array of colours. Even more shyles of
shorts and shirts can be made available to choose from in the form of unlocks which can be
won by winning Preset Tournaments with regular Club and Internalional Teams.

©
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€ Creating Custom Team Players

Players can be customised by changing
thelr names, height and weight, skin and
eye colour. Select different hairsiules,
facial hair, eyebrows and sideburns.
You can even select which boots your
player will play in. Even more hairshyles
and fancy boots can be made available
to choose from in the form of unlocks
which can be won by winning Preset
Tournaments with regular Club and
International Teams.
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Saving a New Custom Team

Once all elements of a new Custom Team, including Kits and Plauers, have been completed
then they can be saved by pressing the O button at any time.

¢ Managing Custom Teams

Team Ranking

Shows the player where his Custom team
stands in the pecking order in relalion to

the other 300 club teams in the game. i

ng %0
Trophiss 0 1]

Trophy Cabinet

Every hrophy that a Custom Team ever
wins will be stored here.
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Enter New Compelitions

Allows the player to choose which compefition he wants to enter next. Friendlies and OIY
compelitions are available against all leams in the game, but Preset Competilions should be
the main focus of all Custom Teams.

Upgrading Players

Every lime each Custom Team wins each preset loumament for the first ime one of the team's
players is automalically upgraded and receives extra skill points. The amount of skill points 8
specific player will be upgraded by when a foumament is won is shown when browsing preset
tourmnaments in Cusiom Team mode. As the players in a8 Custom Team get better 5o it should
become easier lo win some of the harder Preset Tournaments available to choose from.

Maxing Out of Team SKills

When all Preset Compelitions have been won by a Custom Team all of its players will be
on 10 skill points each, which is the best standard of squad that it is possible to have in
the game.

Editing Players

It is possible at any lime belween competilions to edit the hair stules, facial hair, eyebrows,
sideburns and bools of all custom team plauers.

¢ Competition Types

Friendlies

Select two teams for a8 one-off malch.

Preset Competitions

Choose from over 45 different international and Club Preset Compelitions.

TN i“[H
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leagues

These competiions are played in @ round robin format where each team plays every other
leam between | and 4 limes depending upon the compelition rules. Teams are awarded 3
points for @ win and | point for 2 draw per match and the team with the maost points once
all matches are played is the winner. If there are two or more teams with equal paints at any
lime then the team with the best goal difference is placed the highest in the league lable.

cups

These compelitions are played in a knockout formal, with all leams conlinuing in the
compelition until they eventually lose a malch, eventually one team will be left undefeated
and that team is declared the winner. If any cup match is drawn after full ime then it goes
into a period of extra time and if it is shll drawn after exha time then it is decided on a penally
shoot out

If a cup is set so that each tie is played over wo legs, one at the home ground of each team, :
then the scores of both legs are added together to get the final score. If the final score over :
two legs is equal then the team thal has scored the most away goals is declared the winner.

If the teams are still equal then the lie will be decided on exha time and penalties.

Tournaments

These are two phased competlitions. The first phase is a series of mini leagues where the top
| or 2 teams in the league will go forward to the second phase of the compelition and all
other teams will be eliminated after the first phase. The second phase of the competition is
like a cup competition played out between all of the gualilying teams from the fiist phase.

Competition Grading
Although competitions are not directly graded it is easy o see from the guality of the teams
entering each compelition which are easier to win and which are harder.

Player Team Selection for Preset Competitions

As many player leams as are needed. can be selected from the team list af the bottom of the
screen for all preset competitions, except for those played by Custom Teams where only the
Custom Team itself can be a player contralled team.

Once a team is selected as @ Player Team it will always be coloured blue throughout all
menus in relation to that competition.



& DIY Competitions

DIY Compelilions allow the player fo create their own Cups, Leagues and Tournaments for
any combination of up to 32 Player and Computer contiolled teams. By first naming the
Compelition and setting up the Compelilion Rules and then picking the teams to enter it

Creating leagues

Choose the number of leams in the league, how long each malch lasts for and how often
they play each other.

Creating Cups
Choose the number of teams, match length and number of legs per round [finals are never
two legged in any cups or lounaments throughout the game).

Creating Tournaments

Choose the number of groups, number of teams per group, match length, how often the teams
play each other, how many teams qualify from each group for the second phase of the
competifion and haw many legs per round in the knockout phase of the competition.

Selecting Teams

Once Competition rules are sel. decide which teams you want o enter the compelition.

This is done by selecling teams via a Team Region Selector from a Team Selection List and
adding them lo a Selected Teams Grid al the top of the screen that stores all teams chosen to
enter the compelition either as player or Computer controlled team.

Custom Teams can only be selected for DIY compelitions when set up via another
Custom Team.

All emply places in the Selected Teams Grid can be filled up quickly by pressing the
Random button.

Player leams are coloured blue and at least
one is needed to start the compelition.

Once the Selected Teams Grid is full
then select Continue to start the
Campetition.

I} Selected Teams Grid

2] Team Region Selector

3) Team Selection List
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League Tables

Between each round of malches the game returns o the League or Group Tables, in a
tournament the group tables are presented as mini leagues which can be accessed with the
directional button or left analog stick.

3 Points for a Win

In all Leagues and groups in the game, leams score 3 points for a win and | point for a draw.

Competition Jumps to Next Player Game

The game autemalically calculates computer v computer matches in the background and
always keys up the next malch involving 2 player in all competitions for immediate play.

Cup Draws

Once @ Cup Round is finished or the group stage of a Tournament is over, the draw for the
next knockout round is automalically calculated and shown to the player.

Player Teams Being Knocked Out

Once a player leam is knocked oul of a Cup or Tournament the player will have o wait for all
other player leams to be knocked out of the compelition. Once all Player Teams are knocked
pout of a competition then it is automalically exited.

€ Competition Extras

Top Scorers

This is a list of the players who have scored the most goals in the Compelition

Competition Rules

This is a reminder of the Compelition Rules.

Saving Compelitions

Competlilions can be saved at any lime by using the O bulton.




Every Preset compelition in the game gives the plauer a reward when it is won far the first
time. When playing as a Club or International Team the Player can unlock new Balls, Fitches,
Shirts, Shorts, Hair Stules and Boots. When playing as a Custom Team the player can upgrade
one of his squad players.

Regular Preset Competition Unlocks

Balls and Pitches i one of these is unlocked it is added fo the list of selectable ifems on
the Match Condilions menu.

Shirts and Shorts | one of these is unlocked it is added lo the Iist of selectable items on
the Create Custom Team Kits menu.

Hair and Boots i one of these is unlocked it is added to the list of seleclable items on the
Create/Edit Custom Team Player Menu.

Custom Preset Competition Upgrades

Player Upgrades

These are added direchly to the skills of the player to be upgraded as soon as the
Competition is won.

¢ Setting up a Match

Team Selection Friendlies

Use the Team Selector Column to select
the two teams fo play the friendly.

Other Competitions

Teams for each match are selecled
automalically in all other competitions.

|
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For Friendlies the player can choose the
number of player leams lo go inta the
match, for all other compelitions player
teams are allocated as soon as this
screen is entered.

Single Play

To play & malch as a player conholling 2
team on his own the player should move
his controller icon to the side undemneath
the feam that he wishes to contral and
press the * bulton.

Co-operative Play

Ta play a malch with lwo players co-operalively conkolling the team each plauer should
mave his controller icon to the side undemeath the team that he wishes to co-contal and
press the x button.

Direction Indicators

Once 8 player has selected the tleam he wishes to contol he has the option fo vary the way the
direction indicating armows are displayed beneath the player under his contol during the game.

Controller Setup

Once a player has selected the team he wishes to contiol he also has the oplion to vary the
controller configuralion setting of his conkoller during the game.

Once the player is happy with the seltings of his Direction Indicators and his Conholler Setup
he should press the * button again to conlinue.



¢ Match Conditions and Rules

This menu is used fo set up the actual malch conditions far each malch that is played.

This allows the players lo choose the combination of Home and Away kits that they would
most like the teams to be wearing.

Stadium, Pitch, Weather,
Ball and Kick Off

These allow the players to sel the
environment for the malch, some of
these environmental aspects are purely
aesthelic and some, such as the Pilch,
can actually influence the game itsell.
Even more Pitlches and Balls can be
made available to choose from in the
form of unlocks which can be won by
winning Presel Tournaments with regular
Club and International Teams.

Back O Rswdom  BCobme

Match Length and Extra Time

This allows the players to vary the game length and exha time rules for friendlies. During
Compelilions these options are fixed and not selectable.

€ Match Rules

The game itself follows the basic ules of football faily accurately. Here are just some of
those les:

Fouls

When a player lackles a player in an unfair way the referee will blow for a foul. A foul will
normmally result in a free kick o the fouled team, but if that foul took place in the penally area
then the referee will give @ penally instead.

Yellow and Red Cards

Very bad fouls, usually when the player is slide tackled from behind, can result in the fouling
player being given @ yellow or red caid. When a player is given a Red Card he is sent off the
pitch and his team has to continue on without him. When a player is given two yellow Cards
in @ malch he is also sent off. Players that are sent off duing a competition will offen be
banned lor & number of subsequent malches in that compehtion.
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Very bad fouls can also result in the fouled player being too injured to conlinue the malch,
when this happens the game stops unlil the injured player is removed from the field of
play and replaced by a subslitute. Some injuries may also prevent a player from starting
subsequent malches in a compelition,

Offside

Dffside occurs when a player receives a pass at a lime when the only member of the
oppaosing feam belween him and the opposition’s goal line is the oppaosition goalkeeper.
This resulls in a free kick to the defending team.

Tactics Changes Enforced

Whenever a player is injured his team will be forced to make a subslitulion before the game
can conlinue.

Tactics Changes Requested

Whenever the Bench and Tactics bulton is pressed by either team the Tactics menu tor that
team will appear the next time the ball goes out of play or there is a free kick. It is possible
for both teams to be using their Taclics menu at the same fime during a malch.

Upto 3 Subs

Each team is allowed o make a maximum of 3 subslitulions per match.

Volume Options

Gives the abilily to alter the volume of the music, crowd and cther sound effects.

Timer Options

Gives the abilitly to alter the on screen display of the game limer and score.

Arrows Options

Gives the abilily to choose between 3 different default seltings for the direction amows used
under the players feet in the game

Controller Configuration

Gives the abilitly to reconfigure four separate contioller setups.

©




¢ In-Game Options

Quit and Exit

Aborts match and retumns to main menu, this will also abort any compelition if used in 2
competifion match.

Quit and Replay

Aborts mafch and restaits a8 new malch with the same feams (only available during friendlies|.

Action Replay Console

This enables the player to analyze
an aclion replay in great detail from
numerous camera angles.

11 Change Player Cam
2) Rotate

3) Zoom

4) Change Angle

51 Exit

6 Restart

7) Play/Pause

B Rewind/Fast Forward

& Editing Names

This enables the player to edit the names of all compelitions, Club Teams and Players in the
game and to save these changes o the memaory card cuirently being used.

First select the name o edit and use the directional button to cycle through the lelters of the
slphabet and move ta the next letter in the name. press the % bulton when editing of the
name is complete to keep the changes

Preset Competition Names

Allows the ediling of all Preset Compelition names.

Team Names

Allows the editing of all Club Team names.

Player Names

Allows the ediling of Player Names for all Club and Internalional Teams

O
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¢ loading Data

Loading 0id Competitions

Choose which compelition to load from @ list of all compelitions saved to the memory card
cumently being used.

¢ Thanks to
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Marketing
Director of Marketing:

Global Markeling Manager:

Publicity:
Markeling Services:

Brand

Brand Manager:
Market Analysk:
Research Team:

Legal

Julian Ward

Kuju Entertainment

Kuju Sheffield
Game Code

Lead Programmer:
Programmers:

Game Art
Lead Ark:
Game Arlist:

Execulive Producer:
Project Manager:

Studio Manager:
Additional Help:
Execulive Management:

Kuju Surrey
Additional Ast:

StrawDogs
Additional Art:

Nicky Hewitt

Alan Perie

Richard Eddy, Sam Cordier

Liz Darling, Bamry Cheney, Andy Hack, Waune Garfirth

Guy Peaice

Amy Budden

Steven Prestidge, George Coombes, Richard Field,
Roselta Rizzo

Malcoim Stead
Mark Adamson, Richie Palmer, Sarah Cook. John May,
Ben Wilson, Chris Eaves

David Tolley
Ben Woods

Simeon Pashley

Roger Godfrey

Tony Kavanagh

Ross Kidner, Asad Habib

lan Baverstock, Jonathan Newth

Kees Gajentaan. Jamie Field, Ehr_is Luck

loe Lewis, Les Spink, James Cumran
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FORM) IS LICENSED TO YOU ON THE TERMS SET FORTH BELOW,
WHICH CONSTITUTES A LEGAL AGREEMENT BETWEEN YOU AND THE
CODEMASTERS SOFTWARE COMPANY LIMITED. (“CODEMASTERS ).
BY USING THE PROGRAM, YOU AGREE TO BE LEGALLY BOUND BY
THE TERMS OF THIS AGREEMENT WITH CODEMASTERS.

THE PROGRAM is protected by the copyright faws of England,

international copyright treaties and conventions and other laws.

The Program is licensed, and nol sold, and this Agreement

confers no titie or ownership to the Program or any copy thereof.

1. Limited Use License. Codemasters grants you the non-
exclusive, non-transferable, limited right and license to use
one copy of the Program solely for your personal use.

2.0 ip. All i | property rights in and to the Program
1:rmmmmihmnﬂdtommmomumm
incorporated therein) and title to any and all copies thereof
are owned by Codemasters or its licensors, and you receive
no right or interest therein other than the limited license in
paragraph 1 hereof.

YOU SHALL NOT:

* Copy the Program.

* Sell, rent, lease, license, distribute or ctherwise transfer or make
avadable 10 any other person the Program, in whole or in part, or
use the Program or any part thereof in any commercial content,
including but not limited to using in a service bureau, “cyber
cafe”, compuler gaming centre or any other commercial location

OF ANY KIND SHALL Emwmmmmm

When retumning the Program for warranty replacement please
send the original product discs only in protective packaging and
include: (1) a photocopy of your dated sales receipt; (2) your
name and retum address typed or clearly printed; (3) a brief note
describing the defect, the problem(s) you encountered and the
system on which you are running the Program.

LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE
LIABLE FOR SPECIAL. INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE
EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES,
EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES. CODEMASTERS' LIABILITY SHALL NOT EXCEED
THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM.
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, S0
THE ABOVE LIMTATIONS AND/OR EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH
VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. Without prejudice to any other rights of Codemasters,

in which multiple users may access the Program. C
may offer a separate Site License Agreement to permit you to
make the Program available for commercial use; see the contact
information below.

Reverse engineer, derive source code, modify, decompile,
disassemble, or create derivative works of the Program, in
whole or in part.

Remove, disable or circumvent any proprietary notices or
labels contained on or within the Program.

LIMITED WARRANTY. Codemasters warranis to the original
consumer purchaser of the Program that the recording medium
on which the Program is recorded will be free from delects in
material and workmanship for 90 days from the date of purchase.
If the recording medium of a product is found defective within 30
days of original purchase, Codemasters agrees to replace, free of
charge, such product within such peniod upon its receipt of the
Product. postage paid, with proof of the date of purchase, as long

this A will ally if you fail to comply
with its terms and conditions. In such event, you must destroy all
copies of the Program and all of its component parts.

INJUNCTION. Because Codemasiers would be irreparably
damaged if the terms of this Agreement were not specifically
enforced, you agree that Codemasters shall be entitied. without
bond, other security or proof of damages, to appropriate equitable
remedies with raspect to breaches of this Agreement, in addition
to such other remedies as Codemasters may otherwise have
under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Codemasters,
its partners, affiliates, contractors, officers, directors, employees
and agents h from all losses and

anising directly or indirectly from your acts and omissions to act
in using the Program pursuant to the terms of this Agreement

MISCELLANEQUS. This Agreement represents the compiete
agreement concerning this license between the parties and

as the Program is still being manufactured by Ce in
the event that the Program is no longer available, Codemasters
retains the nght to substtute a simiar program of equal or
greater value. This warranty is imited to the recording medium
containing the Program as originally provided by Codemasters
and is not applicable and shall be void if the defect has arisen

all prior agi and rep between

them. It may be-amended only by a wrting executed by
both parties. If any provision of this Agreement is held to be
unenforceable for any reason, such provision shall be reformed
only 1o the extent necessary to make it enforceable and the
0p ions of this A shall not be affected. This

shall be o by and ¢ i in accordance

through abuse, mistreatment, or neglect. Any implied
prescribed by stalute are expressly limited to the 90-day period
described above.

with the laws of England and you consent to the exclusive
jurisdiction of the courts of England

If you have any questions concerning this license, you may contact Codemasters at:

The C f

Limited, PO Box 6,

Royal Leamington Spa, W

, CV47 22T, United Kingdom.

Tel +44 1926 814 132 Fax +44 1926 817 595

|

C Services N s

(Codemasters No.)

* Australia 1300 365 911 (0044 1926 816044*)
* Osterreich 0820 44 45 40 (0044 1926 B16065)
« Belgique/Belgie/Belgien 011 516 406 (0044 1926 816044*)
. Danmark Jﬂ 12 ?0 13 (0044 1926 B16044%)
* Suomi 0600-411911 (0044 1926 816044*)

* France

0820 313233

(0044 1926 B16066)

+ Deutschland

01805 766 977

(0044 1926 816055}

GunderdaratitTosemase

= EAhada

00 32 106 782 00O

(10-2445310)
(0044 1926 816044%)

= Ireland 0818 355065 (0044 1926 816044*)
Al i sl Rate. Pieas e Numbam, only for bardware sapgoet o PlyStaton Droducts
* Israel 09 ‘_l?'l‘l?ﬂ (0044 1926 816044*)
s Customes Serice Mumbee, ondy foe hardwiee pport ot PLayStaten prod
= Itali

199 116 266

(0044 1925 816044*)

S prodo

(02.141 30345)

* Malta

(0044 1926 816044*)

« Nederland 0495 574 817 (0044 1926 816044%)
+ New Zealand 09 415 2447 (0044 1926 816044%)
+ Norge 815509 70 (0044 1926 816044%)
« Portugal 707 2323 10 (0044 1926 816044")

Al (707 236 200)
* Espana 902 102 102

* Proein

cktendri

(91 406 29 64)

= Sverige

0358?&22 25

(0044 1926 B16044%)
ayisation produkts

* Suisse/Schweiz/Svizzera

0848 84 00 85

{ODM 1925 815065}

* UK (network Gaming Only)
* UK (all other enguiries)

08702 42 22 99
08?05 39 88 ??

(0B70 7577881)
(0870 ?5 ??33 1)
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