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Z\WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES

- READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM.
A very small percentage of individuals may experience epileptic seizures or biankﬂuts %ﬂ
y ex‘pnsad to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds i

on a television screen or when playing video games may trigger epileptic seizures or blackouts in
these individuals. These conditions may trigger previously undetected epileptic symptoms or
seizures in persons who have no history of prior seizures or epilepsy. If you, or anyone in your
family, has an epileptic condition or has had seizures of any kind, consult your physician hafure
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay
if you or your child experience any of the following health problems or symptoms: |

* dizziness * disorientation

» altered vision * Seizures

* eye or muscle twitches  any involuntary movement or convulsion

* |oss of awareness !
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN.

Use and handling of video games to reduce the likelihood of a seizure

* Use in a well-lit area and keep as far away as possible from the television screen.

* Avoid large screen televisions. Use the smallest television screen available. J

» Avoid prolonged use of the PlayStation 2 system. S
Take a 15-minute break during each hour of play.

» Avoid playing when you are tired or need sleep.

Stop using the system immediately if you experience any of the following symptoms:
lightheadedness, nausea, or a sensation similar to motion sickness; discomfort or pain in the
eyes, ears, hands, arms, or any other part of the body. If the condition persists, consult a doctor.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 system 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.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

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

* Do not bend it, crush it or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or other source of heat.

» Be sure to take an occasional rest break during extended play.

» Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines
from center to outer edge. Never use solvents or abrasive cleaners.
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_ GETTING STARTED '

open button

memaory card slot 2

memory card slot 1 ———

controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system 'aeﬁntﬂlhu fo the
instructions supplied with your system. Check that the system is turned on
(the on/standby indicator is green). Insert the Disney Pirates of the Caribbean:
At World’s End disc in the system with the label side facing up. Attach game
controllers and other peripherals as appropriate. Follow the on-screen
instructions and refer to this manual for information on using the software.

Memory Card (8MB)(for PlayStation®2)

To save game settings and progress, insert a memory card (8MB)(for PlayStation®2)
into MEMORY CARD slot 1 of your PlayStation®2 system. You can load saved game
data from the same memory card or any memory card (8MB)(for PlayStation®2)
containing previously saved games.



STARTING UP

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

L2 button - R2 button
L1 button —— R1 button
directional
buttons
——— /\ button
left analog stick O button
(L3 button when pushed down)
SELECT button ——— X button
ANALOG mode button — [ button
START button - ﬂl- e
right analog stick .

(R3 button when pushed down) >
*'J A i 3 of ¢ ‘_.- - ‘
T'his game supports the analog mode and the vibration features of the
DUALSHOCK*2 analog controller.

To use the vibration feature, turn on VIBRATION under OPTIONS.



INTRODUCTION

Welcome all. Come aboard the Black Pearl, where you can follow the pillaging
and plundering tales of Captain Jack Sparrow. He’s trving to carve his own
name and place in history as the most notorious pirate that ever lived. But ™
the mighty East India Trading Company has different ideas. Under the iron
fist of Lord Cutler Beckett, they are determined to stamp out piracy and

take complete control of the highly profitable trading waters throughout the
Caribbean. To preserve his freedom and his seafaring way of life, Jack must do
battle in the only way he knows how:

“Take what you can, and give nothing back”.

Disney Pivates of the Caribbean: At World’s End brings to hfe Jaﬁk’s adventurcs
from the movies Disney Pirates of the Caribbean: Dead Man'’s Chest and
Disney Prrates of the Caribbean: At World’s End. | £

CONTROLLING

YOUR CHARACTER
MENU CONTROLS

Analog stick... Highlight [tem

0 Select item / Advance to next screen
9 Cancel / Return to previous screen
START button... Start game

BASIC CONTROLS

Analog stick... Move

. Light / Fast Attack

.. Heavy / Slow Attack

... Close Attack or Combe Atrack (sce page 7)
. Action / Interact

. Block / Special Attack

. Use H-:;'L‘und;u'}' [tem

=] -o YooY

4 Dircctional button... Sclect Flintlock (sccondary item)
® Directional button... Sclect Throwing Knives (secondary item)
4 Directional button... Select Grenades (Secondary item)
¥ Directional button... Select Health Boost (sccondary item)
START button... Pause / Options
SELECT button... Inventory / Objectives



PLAYING THE GAME

After pressing the START button, you will bé asked if you want to start a new
game or load an existing game. Select NEW GAME to begin or, if you
already played and saved a game, select LOAD GAME, then press the €) button
to confirm.

1AVC

You can now sclect one of the

: | | _ PIRATES:
following options: Qfﬂ%‘:ﬂ‘w
Highlight the selection you want, Y A
then press the € button to confirm. s iy
| OPTIONS

Challenge Mode and Dueling Mode TREASURE COVE

| : . . GAME PROGRESS
must be unlocked in game betore CREDITS

they can be selected.

STORY MODE

This is the main game mode. If you have already loaded a save game, select
CONTINUE to carry on where you lett otf. If you want to start a new game,
select NEW GAME. If you have already loaded a save game, you can revisit

a level vou have already cleared by selecting REPLAY LEVEL. Press the

€J button to confirm. Once you've eleared a level you can choose to replay it
and complete any sub-missions or find any collectables that you have missed.
The level select screen shows you anything you’ve missed.

You're now ready to help Captain Jack Sparrow become the most notorious
pirate that ever sailed the highiseas and, in the process, protect the world of
piracy from the evil intent ofithe East Ingha Trading Company.

During the game you’ll playas ~
Captain Jack Sparrow, Will Turner, @mﬁﬂggﬁﬁu
Elizabeth Swann, and everithe UL
legendary Caprain Barbe }hfﬂb’\

B

will be unlocked and usable in

STORY MODE

Once you’ve played throu

levels, these and other cha

multiplayer games.

. SELECT ¢



GETTING AROUND

Running
Move your character using the analog stick.

Climbing

Anything you can climb will be highlighted by a glowing circle.
When standing near the object press the A button to start the
climb and use the analog stick to climb up or down.

You will automatically get off when you get to the top or bottom.

r';-r
- 4 - ...- L i

A glowing circle or exclamation point will appear above important objects
and people that you can interact with. Move close and press the €3 button to
interact. "This includes flipping switches, climbing, or swinging from ropes and
using ladders.

SWORDFIGHTING i
(AK.A. SWASHBUCKLING)

As this is a game about pirates,
It’s fair to say there’s plenty of
fighting. But pirates don’t just
swordfight, they swashbuckle.
Learn ro use the environment
to your advantage if you want
to even up the odds a bit. See
Advanced Swashbuckling below.

When you get into a fight, which
will be often, you’ll stay locked

s

on to an enemy. It you’re fighting
more than one opponent, simply flick the left analog stick towards a different
opponent to start fighting them instead. It’s a good idea not to focus on one
opponent too much as you don’t want to give the others a chance to stick @

sword in your back.

Light Attack .
Pressing the €) button initiates a light / fast attack. It’s not that powerful but
allows you to get lots of hits in very quickly.



Heavy Attack |

Pressing the (=) button initiates a heavy /slow attack. This attack has a longer
: B T L N . e

build up that can leave you open to attag urself. However, if you manage to

time your attack correctly, you will infliet @ 1ot of damage.

Tip! Use combinations of Light and Heavy Attacks to make your fighting more
effective. Example, knock an enemy off balance with a Light Attack and then
finish him off with a Heavy Attack.

Close Attack

Press the (¢) button when very close to an enemy to attempt to perform a
grab, kick or distraction move. Run up to an enemy and press the () button
without attacking.

Combo Attacks
Each character has four combo attacks that can help you get out of

sticky situations.

This combo unleashes a powerful

Focus Attack X O attack in one direction. It is useful

against very tough enemies.

This combo unleashes an attack in all
directions. It is not veryv powerful but
{ Range Attack >

can g,iw: you some hrt;nhing space

when vou are surrounded by enemies.

This combo unleashes a powertful

barge attack that will send vour enemy

Barge Attack e : : '
flying to the ground. You can also use

this to barge enemies off ledges.

This combo unleashes a focused attack
' that will break anv blockineg move.
Block Breaker : O

This is very uscful for those enemies
with persistent defensive tactics.

BLOCKING (AND STRAFING)

Pressing the @& button will block an incoming attack. If you hold the

@D button you can maintain a defensive stance and, using the analog stick,
you can move (strafe) around. When moving around you will automatically
target the nearest opponent and 1if they attack you will automatically block.



ADVANCED SWASHBUCKLINé%L,:

A clever fighter uses more than his sword to win the battle. While blocki

(or strafing) you can upset your opponent’s balance or position them to gain

a tactical advantage.

Stun
To stun the enemy and leave them open to attack, press the @&D button and
back (away trom your opponent) using the analog stick.

Side Step (or Ole¢)

To side step their attack, press the @& button and left /right (relative to your
opponent) using the analog stick. Try this near to a wall or edge with a steep
drop as the outcome will probably be to your advantage. Open barrels come in
handy here too!

Kick

To kick them back where they came from, press the @8 button and forwards
(towards your opponent) using the analog stick.

Counter Move
While blocking (holding the @& button) press the €) button and you will
unleash an unstoppable counter move.

IMPORTANT!

Every time you block or try these
Advanced Moves you will use up
some of your stamina as indicated
by the Black Pearls on screen. When
you run out of pearls, you will no
longer be able to block or perform
an Advanced Move. Release the

WASTREL

€5 button and your stamina will | ‘u !
w 20

start to replenish.




FIGHTING WITH AN ALLY

Sometimes you’ll end up highting
alongside an ally. In these scenarios,
timing your attacks with each other
s extremely important. Help your
heroes defeat their enemies by
following the on-screen prompts.
Don’t delay as timing is crucial.
Making a mistake may cost you a
life... possibly yours!

SECONDARY ITEMS AND INVENTORY

During vour adventures, you’ll find valuable loot and weapons dropped by
defeated enemies, and also hidden in some barrels.

In addition to a sword, ¢ach character can carry four items:

Health ¥ Health is represented by achicken.

Throwing These are very fast to use but are not
Knives very powerful.

The flintlock is your trusty pistol.

[t is slow to aim but quite powerful.

Flintlock &=

Grenades require skill in your aim
Grenades :

but the explosive effect is devastating,.

Press the appropriate button and the screen display will change to show the
selected item. Press the @GP button to use the selected item.

The amount of items you have is denoted by the number underneath that
item on the screen. You can also check your inventory by pressing the
SELECT button.



SUB-MISSIONS

[ ~ - . . i

~These vary from finding a specific
quantity of Crab Pendants,
demonstrating your swashbuckling

S@N ANy

B 2aa
L

I
skill or getting slapped by a number
of spurned lovers! Completing these
missions will open up more rewards -

in your ‘ I'reasure Cove’. Hey fnﬁc",run The guards are

all around here Just chain your
attacks and you can beat them easily.

Look tor characters with Quest Now quick! Behind you! You've been
Points (!) over their heads. Move e

close then press the €& button to
speak to them. You can choose
whether or not to offer them
your help.

JACKANISM’

Occasionally, when playing as Jack, you’ll be given the opportunity to help
him react to a situation in his own eccentric way by performing a ‘Jackanism’.
Performing for the crowds will give him even more fame and notoriety, as well
as a tactical advantage in the approaching fight. You also unlock a special item
from the Treasure Cove.

You use similar sequences of button presses and analog stick movements as
when you’re Fighting With an Ally. Follow the on-screen prompts as fast
as you ¢an as tming 1s important.

Be careful though as vou only have one attempt. Failing a ‘Jackanism’ will leave
you in a worse situation than before, maybe facing even more opponents.

10
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NOTORIETY

To become the most notorious pirate that everlived, Jack will have to strike
fear and admiration in to the hearts of his enemies and the general populace

of the Caribbean.

You can carn Notoriety in a number of ways: Defeating enemics, varying vour

swordhighting tactics, triggering certain events, completing sub-missions, and
performing a ‘Jackanism’.

W N

There are 3 types of Notoriety:

- Overall Notoriety
This always tncreases and is an indication of how well you are doing.

Level Notoriety
Lhis 1s an indication of how well you are doing on a level and is reset

every time you replay a level.

Combat Notoriety
Ihe 1s an indication of how well you are doing in combat

There are 10 Notoriety Ranks:

Poor
Wastrel Pirate
Bilge Rat Sea Doy
Scurvy Knave Sea Devil
Scoundrel Pirate Lovd
Pirate King

Legendary Pivate

o o~ s 1T Ve ~ '
You can check your Notoriety level at the end of each stage in Story Mode
or on the Inventory screen. It also is displayed briefly on screen every time

It INCreases.




: MINI-GAMES

There are two mini-games to play: Pirate Dice and Poker.

During Story Mode, look out for characters with Quest Points (!) above
their heads. Some of them will offer or challenge you to play. You can accept
or decline the invitation but remember: you may be required to play in order
to complete a Sub-Mission or unlock an item from the Treasure Cove

(Sce page 18) -

face numbers.

How to play Pirate Dice

-

MAKE YOUR NEXT BID

X' Qéq

BACK SELECT X s

B S ——

g — =1
st

——
» . ™
D e
i * = W ‘ pE—— = ——

T —p—

There are several stages to each game of Pirate Dice. In each stage you can bet
and change tactics according to how your opponent’s play:

l. You enter a stake in the game, which is the amount of loot you need to
use in order to play. In story mode, your stake is automatically determined.

2. Your dice are then automatically shaken within their cup and the cup is upturned
on the table, hiding your dice. All other players do the same.

3. You now automatically check your dice to see what you’ve rolled.

12



umber of dice under
¢ dice showing

. The player selected to start mu
ail cups ‘.h(m ing a particular fac
the number *

A. BID (gucss) - T A ~ el ;
[. Bid a number that is higher than tl‘le previous player; or:

I1. Bid the same number of dice, but a higher value on the face of the dice.
s

For example: if the previous player bid 5 dice showing the number 3 on the face,
you can bid 6 or more dice showing the number 3 on the face,

or 5 dice showing the number 4 or higher on the face.

B. LIAR
[. If you do not agree with the previous bid you can call the player who made
that bid a har. If you call the previous player a liar and you’re wrong, you
will lose some of your loot. It you call the previous player a liar and you are
correct, the previous player will lose some loot.

C. EQUAL '
I. If you hL,‘liL".'{.I that tlu: prcviuus bid was cnrrcct tht:'n ynu--m ag'rcg: wn:h =) i

6.

>

This 1s a poker game based on Texas Hold ‘Em rulcs. &

Evenuf ﬁ)n alrcuiv know how to
[u.,la 4 lf’uku it is recommended that
| H‘Lad thjs smrmn

¥

FL "f:,*_*'.,_ > "?? i
m'; Blind 1. Blind
@™ -

13



Round: Games are divided into rounds. A round consists of a s
deals and /or bets so that every playver around the table has a ;; ) '_‘_h'____ to
bet or fold (discard your cards and forfeit interest in the current pot

Dealer: This is the player who ‘deals’ the cards. It is done automatically fo
you, but you should note that the ‘dealer’ pﬂsmﬁn moves one playcr O
the end of every game of Poker. Usually every player is the ‘dealer’ 2

Blind: The blinds serve a purpose in which players are forced to .uj‘ honey int
the pot which gives the players an incentive to enter the hand. I-I;_ , onl
two players will post or put up the blinds. The first blind is called ¢l 1
- blind”. This bet is usually half the minimum bet of the game. 'hm
:is wlled the “large blind™ and is always the same size as the game’s minimum
bet 'Fﬂfm player directly left of the dealer will have the “si uj?n '1 . !
playcr directly to the small blind will have the “large l;ﬁ ind.” When settir gup
multiplayer games, the hosting player can chose thﬁ nt of loot for ti
initial Blind and the amount that each Blind is i

Hole: Refers to the first two cards dealt .Facc;_l' "'"f'--'"-':f"_"- _‘,_I,_-': playt
of each round. You are the only one who can see what’s
own hole.

- L

Flop: ’I‘h:smmﬁ’uhrec cards dealt face up o _tm he 1 m“mii’ of the table after
cach player has received their hole cards. L5 .-- : -

Turn card: The fourth card that is dealt face up in a the middie of the tﬁblc
River card: The fifth card that is dealt face up in the middle nf the table.

Community: This describes all the cards laid face up in the middle of the
table. Eventually a rotal of five community cards will be fagﬂ up on the table.

How to play Poker f' | N

1. At the start of each game, every player automatically entéﬁj their blind
bet into the pot (the total sum in the middle of the table t{lla_;}'@u are
trying to win):

A. However, at the end of this and every other
quit (fold) should you desire to leave the gamc..- -
that you have already placed in the pot.

1 have the option to
ﬂﬂl only lose any loot

2. Each player is then dealt two cards at random from:
you receive form your hole. s

3. There is then a second stage of betting (optional):

14 |




. 1 L '.:‘.'1 -“' -" )
A. Here, you have the option to try and bully your opponents by entering a large

5 stake, signifying that you feel you have tong hand, or at least trv and make
them believe that you do.

B. You also have the option of quitting the rﬂuiﬂ folding and letting the

others players remain in the game. 3
) C. You may also need to wager an amount of loot merely to stay in
the game.

4. The three cards fo

o

5. There is a third stage ﬂﬁﬁmng (optional ). See point 3 abcﬂm
6. A fourth card is then dsah: {tu:m t:ard)

' ,,':'_-".i‘hl: “flop” are automatically dealt on thc: I‘.ﬂblc

entcnng a la:gc stak: mgmf)nng thatyou h.cl you have a struﬁghanﬂ of try
and make them believe that you do. -

f

in the game.

10. Once the final round ¢ of bett

-

reveal their cards. A ¢ rﬁ “Tlin rhﬂlc and the annmmty cards forms

vour hand. The player with w' ns the pot.

At each stage of betting you s
game. Should you decide
remain in the game will be a
you want m raise this amount

ct ,a yuu wish to remain in the
> amount of gold needed to
. You then decide whether
. ::ttmg tactics. If vou do not

wish to raise, you simply pass. onto the next player.

Rules for Poker fih. "5 I

A ranking of poker hands fromRoyal Flush to High Card. Standard five-card
*  poker hands are ranked he order ¢ f str :ngth, from the strongest poker

hand to the weakest:

Royal Flush
The best possible hand in poker: ALc ng, Queen, Jack, and 10, all of
the same suit.

Straight Flush
Any five-card sequence in the same suit. For example: 8, 9, 10, Jack,
and Queen of Clubs; or 2, 3, 4, 5 and 6 of Diamonds, ctc.




Four Of A Kind
All four cards of the same value. For example: 8, 8, 8, 8; or Queen, Queen,
Queen, Queen, etc.

Full House
Three of a kind unnhmuj with a pair, For example: 10 10 10 with 6, 6; or
King, King, King with 5, 5, ¢tc.

Flush
Any five cards of the same suit, but not 1 sequ Biplc: 4.5, 7. 10
and King of Spades. : s

Straight
Five cards in sequence, but not in the same suit. For example: 7 of Clubs, 8
of Clubs, 9 of Diamonds, 10 of Spades, and Jack of Diamonds.

Three-Of-A-Kind

Three cards of the same value. For example: 3, 3, 3; or Jack, Jack; Jack.
g - = K "-'_dl - .-.;.IIE' &
I'wo Pair .i_--" Ay
" . - | '
['wo separate pairs. For example: 2, 2, Qﬂﬁ, Quem "

Pair V.

Two cards of the same value. For example: 7, 7

High Card
[f'a poker hand contains none of the above combinations, it’s valued by the

highest card in it.

CHEATING

Not all pirates play fair. So, to tip the game in your favor the voodoo priestess,
Tia Dalma, has given yvou a way to cheat.

She’s made some special magic Charms. You’ll find them when playing through
the Story Mode, by locating secret areas or by completing certain sub-missions.

There are 24 to collect = 12 for usc in

Poker and 12 for use'm I’Iﬂrcﬁu
All the Charms and theéirreffeets arce
listed on the Inventory Screen

oA - g A AR
FORCE FOLD S 'Vhen you begin the game yots@n
sclect three Charms to use from the

FYorcean nppn&i:nﬁ pln}'ur to fold

ones that you’ve already collected.

SELECT % Place them in your Play List on the

16



Inventory screen. Only Char
in the game. :

Some Charms can be powered up to
option at the start of each mini-game.
to charge and won’t be available until a lat
allows them to attect one, two, ﬂf‘ ﬂbppnnenta at the same time, and can
even make them unstoppable.

: | CHALLENGE MODE

-"'"This mode is first unlocked when you complete the first level in Story Mode.
E You must complete all levels in Story Mode to unlock all challenges along with

F"ﬁh& acldmo@ characters. This mode allows you to play a single or multiplayer

ﬁm# to test your pirate skills in a series of different challcngﬂ:s.

On cach of the 12 levels there are three different cha]l_cngew
Combat Challenge

Skill Test: Killing enemies as fast as possible.
Example: Kill a specific number of enemies within a time limit.

Combo Challenge
Skill Test: Stringing flurries (combo attacks) together in succession.
Example: Perform a ‘specific number of hits’ combo.

Loot Challenge
Skill Test: Basic pirate pillaging skills
Example: Collect a specific quantity of Loot within a time limit.

Each Challenge will appear where
appropriate in various areas (zones)
of the existing 12 levels. The specifics
of the L]]J”LH;:,L will vary from level
to level but will generally increase in
dithculty from the Prison Fortress all
the way up to the Maelstrom level.

17



DUELING

*1
At specific points during Story Mode you’ll have to face an opponent one-o

one in a special duel. Your viewpoint for these contests is slightly different to
the main game but all other sword controls are the same.

[n addition, your swashbuckling pirate skills allow you to use the environment
to give you the advantage. Watch the screen carefully and when you see a
€ symbol, press the ¢S button.

Once dueling is unlocked, you can practice dueling on your own or against

a friend. To unlock Dueling, you must complete specific levels in Challenge
Mode by completing Combat, Combo and Loot challenges. Highlight Dueling
on the Main Menu screen and follow the on screen instructions. You'll need a
second DUALSHOCK®2 analog controller connected to controller port 2 for
two player ducls.

OPTIONS

Adjust various game settings, such as volume. Pressing the START button
during the game will give you access to some of these Options.

TREASURE COVE

Treasure Cove is where Jack has stashed his ill-gotten gains. The Cove is

split up into 5 sections.

Character Treasures
Location Treasures
Charm Cards
Bonus 1reasures
Achievements

Press lett or right to highhght a
section and press the €) button
to enter.

Check this area out when you

want to know what secrets you've
discovered. Each treasure item is labelled, whether or not you’ve unlocked i1t
yet, so you always know what you have to do to gain that particular reward.

18







GAME PROGRESS

e 9 & CREDITS

These arcas allow you to view vour High Scores, such as Notoriety gained

and Loot collected, and the game production credits.

SAVING & LOADING

You can save your progress during Story Mode after completing a level, Select
YES when the save message prompt appears. Follow the on-screen instructions
and press the €3 button to confirm. You’re given the option to load a Story
Mode game from the Main Menu screen.

CUSTOMER SUPPORT

Internet Support 4
To access support for Disney Interactive Studios on the World Wide Web, point =
your browser to www.disney.com/videogames and click on “Support” at the top of

the page.

Games Hints and Tips
Game hints and tips are available on our Customer Support website.

To access Game Hints and Tips on the World Wide Web point your browser (o
www.disney.com/videogames and click on“*Support” at the top of the page.

Mailing Address
If you wish to write us, our address is: Disney Interactive Studios Customer Support,
500 South Buena Vista Street, Burbank, CA81521-9323.

Telephone Support

You may contact Customer Support at (866) 252-8108. If you need additional
information, our Customer Support staff for the U.S. and Canada is available
Monday through Friday from 8:30 a.m. to 5:30 p.m. (Pacific Time).

TTY/TDD Users

Please contact us by telephone through your local'relay service. Customer Support
staff for TTY/TDD users is available Monday through Friday 8:30 a.m.

to 5:30 p.m. (Pacific Time). Our toll free number is (866) 252-8108.

© Disney.
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Publisher warrants the recording medium on software 1s recorded to be free

from defects in materials and workmanship und;crﬁ'__' n al use for a period of ninety
(90) days from the date of purchase as evidenced b‘j' a copy of the sales receipt or
packing slip. Publisher’s entire Imhlliw and your m@iﬂﬁv& remedy will be replacement
of the defective recording medium(s) or refund of the purchase price (at publisher’s
election) upon return of the software to pubhstlef with a copy of your proof of
purchase. Publisher will have no rﬁp@mbﬂmy to replace a recording medium damaged
by accident, abuse or nmapphcatmn. Any implied warranties and /or conditions

on the recording medium, mcludingf thc-unphﬂd warranties and/ or conditions of
merchantability and fitness for a particular purpose, are limited in duration to ninety
(90) days from the date of purchase or delivery. This warranty gives you specific legal
rights, and you may also have other rights which vary from jurisdiction to jurisdiction.
You expressly acknowledge and agree that use of the software is at your sole risk.
Tl:lasnftware and related documentation are provided *“as is™ and without warranties
a@/ﬂr conditions of any kind cither express or implied. Publisher expressly disclaims
all warranties and /or conditions, express or implied, with respect to the software and
related documentation, including, but not limited to, the implied warranties and /or
conditions of merchantability and fitness for a particular purpose. Publisher does not
warrant that the functions contained in the softwarce will be uninterrupted or error-
free, or that defects in the software will be corrected. Furthermore, publisher does
not warrant or make any representations regarding the use or the results of the use

of the software and related documentation in terms of their correctness, accuracy,
reliability, or otherwise. The limitations of liabilities described in this section also
apply to the third party sup? erials used in the software. No oral or written
sher or 3m7'atﬂ‘ii‘0ﬁ"z¢11 representative of publisher shall
create warranties and /or cnndiﬁnﬂﬁ-*ﬁﬁﬂ-ﬁiy way increase the scope of this limited

information or advice by pu'

warranty. You (and not publisher) assume the entire cost of all necessary servicing,
20 so the above exclusion may not apply to you. Under no circumstances, including
negligence, shall publisher be liable for any indirect, incidental, special or consequential
damages that result from the use of; or the inability to use, the software or related
documentation, even if publisher or an authorized representative of publisher has
been advised of the possibility of such damages. Some jurisdictions do not allow the
limitation or exclusion of liability or incidental or consequential damages, so the
above limitation or exclusion may not apply to vou. In no event shall publisher’s tortal
liability to vou for all damages, losses, and causes of action [ whether in contract, tort

(including negligence) or otherwise | exceed the amount paid by you for the software.
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-“-?:!; 1dc thc adv nture.

Bring the adventure to life and come face-to-face with Captain Jack
on board the enhanced, classic attraction, Pirates of the Caribbean,

at the Disney Parks during The Year of a Millron Dreams.

%%Nep Parks

www.disneyparks.com/pirates
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Disney Interactive Studios NO723
500 S. Buena Vista St.. Burbank, CA 91521 @ Disnay. Developed by Eurocom Developments, LTD.



