


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

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patierns
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 Entertainment
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
 This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
* Do not bend it, crush it or submerge it in liquids.
* Do not leave it in direct sunlight or near a radiator or other source of heat.
 Be sure to take an occasional rest break during extended play.
e 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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MEMORY CARD slot 2
MEMORY CARD slot 1

ODPEN button

USB connector

controller port 1 - * Note: lllustration may not match all

controller part 2 : PlayStation 2 console types. For owners of
SCPH-70000 series PlayStation 2 systems, refer
to the setup instructions supplied with your system.

Set up your PlayStation®2 computer entertainment system according to the instructions
in its Instruction Manual. Make sure the MAIN POWER switch (located on the back of
the console) is turned ON. Press the RESET button. When the power indicator lights up,
press the OPEN button and the display will open. Place the Disney Presents & Pixar Film
The Incredibles disc on the disc tray with the label side facing up. Press the OPEN

~~_ button again and the disc tray will close. Attach game controllers and other peripherals,
F / as appropriate. Follow onscreen instructions and refer to this manual for infoarmation on

using the software.




L2 button
L1 button —

directional
buttons

left analog stick

(L3 button when pushed down)
SELECT button
ANALOG mode button
START button ———

right analog stick

(R3 button when pushed down)

MENU CONTROLS
Directional buttons .. .Highlight menu selection
Left analog stick ..... Highlight menu selection
T e Confirm menu selection
@ BUION: ; orooars aionvs Return to previous menu
GAME CONTROLS

Directional buttons .........Control Character

Left analog stick ........ ..Control Character

Right analog stick .............. Move Camera

& button ............. AJump
(not available on Incredi-Ball)

® button . ..Punch

(Mr. fncr&dfbfe Mrs Jncremba’e!

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

RZ2 button
R1 button

/\ button
— O button
X button
] button

@button ............ P T, 1L
(Mr. Incredible, Mrs. hmred:me!

® button " ot Throw
(Mr. Incredible, Mrs. ."nr:redmfej

@ button .. .. Action

(Mr. Incredible, Mrs Incredible. Violet)

@ button ... ..., .. Incredi-Attack/Mave

button ........ First person Camera view
(Mrs. Incredible)

KXW button .. .. .. .Crouch/Roll
(Mr. Incredible)

XD button .. . .Stretchy Punch/Grapple/Swing
(Mrs. Incredible)

button ...... _.Center Camera

START button . .. .otart game/Pause menu




ARE YOU READY to play as one of the world's greatest
[known to all as Mr. Incredible] and as his family of supers? )
be; this mission needs the help of Mr. Incredible’s entire fami
friends, too! After reminiscing about the days before he strug
super suit, Mr. Incredible receives a mysterious call that sum

a remote island for a top-secret assignment. With a new purp

heads off to the island of Nomanisan for an extraordinary battle of wit

and superpowers. Watch out world: It's Showtime!




MAIN MENU OPTIONS

th your directional buttons, F 1He '"m"[:_:mﬁ ; l
'you begin, you'll be asked B e s

'd like to create a Save File. You need a f L ! [Sowis ]
ard (8MB) (for PlayStation®2) to save G
your game, make sure you have one plugged in! You - surer
can have up to three Save Files.

LOAD GAME

H During your game, you can save your progress at any time. When you return to your
l

game, choose this uptmn to load a game you've already saved. Then you can hnp right
back into the acti

e (the tune playing in the HL i‘ﬂﬁﬂﬂﬂj |
SFX Volume (the grunts, zaps, [Srs votumi | l IS
e) up or down. Change the Cverr ] i

no (one speaker), Stereo (two), [_conrwois )
inally, turn the DUALSHOCK®2
ation function on or off. All i o gl il
ith the left and right directional

stick. g

Super Tip! Menu Control l
3w bonus videos about : e 4 —{
e. ~ Directional buttons:  Highlight Suieﬁm

€ Button:  Approve selection
@ Button:  Go back to previou

||,__
]




PAUSE MENU OPTIONS

[ oo

| SAVE GAME

| ??????1??
| GALLERY
| SECRETS
ourT Game |

: . « SHICT s BACK |

-“:; p left area shuws tha name of the level you' ra ptawng, and huw many nhackpaints ynu ‘ve
passed. Underneath is a video of the level you're in. To the right is a list of sub-menus.

- Options - Allows you to enter the main options menu, just like you could
! Menu. You can change the music, sound effects, sound, vibration function
', atthe current controls.
Save Game — Save your progress atany  Super Tip!  More Mov-
time from this screen. Your Incredibles team has
Mission Select  Enables you to replay  SPE! TOveS ﬂ?ﬂ'm;:'s |
‘ any missions you have already unlocked. 1e Characters and Move

all the information!
72?2?2222 — What form of hidden game
mode is this? It appears as 72?7777 until you unlock it.

Gallery - View artwork and videos unlocked by collecting Bonus Item picku

Secrets - Shhh! There's some Incredible codes to type in at this screen, b
tell you what they are yet! Visit www.incrediblesgame.com for the latest seg
information on this game!

Quit Game - Ready to quit? Never! But just in case, choose this to returr
Menu. Don't forget to save first! |
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GAME SCREEN

u see information here, be sure to read it!
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Instructions
"THE HENCHMEN : I

his quickly shows you your health and Incredi-Meter. The “i" dot
at 25 percent health or less.

ows how much health you have left. Collect Health to fill this bar. If
Health Meter goes down clockwise. If it empties completely, you'll

ch time you attempt an Incredi-Move, this empties a little. Certain
ienchmen add to this meter. So start swinging!

er - This is used to show how "charged’ a move is or how much
to repeatedly press the button to lift things.

o
enemy you're currently attacking; in this case, Bomb Vuyaga s ""
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GAME SCREEN

Dash Meter (Dash Levels Only) - Check the screen above, and you'll spot tha I:la&h
Meter on the right side of your screen. It is used to track the progress throughout
level you're running through. Below is a description of how to read this me

Dash Icon - The Dash icon on the line along the right side of the screen
location of Dash. It moves from the bottom of the meter to the top as you cof
‘through the level.

chod:points — Notice orange bars appeanng at the top uf the meter an

checknumt, you've passad thmugh lttual If Dash is defeated bv bmng trip
objects, or overheating, you start at the last orange bar you ran through.

Time - At the top of the screen, you'll see a timer. This shows how muc
until Dash reaches his goals.

MPH - Meaning “miles per hour”, and appearing on the bottom left hand ¢
screen, this indicates Dash’s speed.

% (Percent) — Check the bottom of the timer for a percentage that increases once yo
start. When you reach 100%, the level is done!




ITEMS

i you're thwacking evil-doers left and right, here are a couple of items that are

Health: Replenishes your health.
(‘ (‘ * Red-50% Replenishment
* Yellow-25% Replenishment

* Green-10% Replenishment

Incredi-Power Increase: Replenishes your
Incredi-Meter. |

* Red-50% Replenishment

* Yellow-25% Replenishment

as Item: Unlocks artwork and video in the Gallery.

Ut Polngar: Pravides
g N\ me instructions.
-




10 ) LEVELS

F

18 stages of robots and thugs are ready to hack; here's what to e
stay on track. =

; _II : .
Level 1: ’L e
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,-.- n the trall of qub Vwaga.tha
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assum :}- ;T' f s da\ﬂuus burgl&r is makmg nffw&h the TR

That Bomb anaqa is one sllppan,r customer, and as the

- chase heats up, Helen (the future Mrs, Incredible) joins in
to help in his apprehension. Can she halt Bomb Voyage
once and for all?

Level 3:

BUDDY PINE & BOMB VOYAGE

Buddy Pine's rocket boots are an impressive piece of jet
technology, but Mr. Incredible doesn't want to examine
them quite this close! Taking off on a wild ride across the
city as he tries to remove a bomb from Buddy's cape, Mr.

Incredible drops onto a rooftop right next to that master
thief, Bomb Voyage — time for his journey to end!

Level 4:

APARTMENT INFERNO

Remember superheroes’ lives in the good old days? There
was respect, adoration, and people screaming for help
from a burning building. Great news! Mr. Incredible's old
friend Frozone is back, and so is the excitement! Are they
getting in over their heads?




LEVELS 11

JOL
ain without Dash. He's late! Or is he?

aky superpower moves he may make it on
g the speediest person around does have its
afits though. It's time to test his sprinting ability and get ¥ / 4

to -seh‘uul before the bus does.

Level 6:

BEACH LANDING

The mysterious Mirage has offered Mr. Incredible a top-

secret assignment that he's in no position to refuse.

Moments late abriefs him while on a jet plane i : :
1 ard Nomanisan Island. . e

'ﬂ'—-— g A——

LAND f I Y

e landing on Nomanisan Island, Mr. %

5 to stretch his legs briefly before he has

s once again. Mirage warned him the

3 ahd wreaking havoc on the island, but , |
g Mr. Incredible to find and destroy it! ' .

PTION : Ji
matches his name, and he locates the o ; &

ut this point that Mr. Incredible B il e

e with him. The metal monstrosity

2 into the mouth of an active volcano, =~ ,

31f to finish the job! "
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After destr . Omnidroid in his first mission Mr.
I“ ”T m lease on life. He is now back on

- Nomanisan r"bady for adventure again. On his way to the | ”
! om‘arﬂnca room to get debriefed, he runs into a couple of - : '

obstacles. Don’t worry - nothing can stop Mr. Incredible!
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Level 10:

GREAT FALLS

i‘? e
It's bigger, it's better, and lrt's hal:lglmsﬁm W '
Incredible? The gm_m netallic : ,L. 1,ﬁ starts to unk out all .
the figm&m; =3 SSIVE ﬂmnidrmd engages Mr.
Incred hle in he
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 SYNDROME'S BASE s —
' '_ Ju: ~' \ atm really going on within the belly of Nomanisan e S
d? Mr. Incredible will soon discover more about ~ o e iy

»fndmmss diabolical plan. He now has to figure out what
happened to his former allies and stop Syndrome,

preferably in spectacular fashion.

Level 12:

FINDING MR. INCREDIBLE Cem
Susplmuus of her husband’s whamabbuts, Mrs. Incredible L
‘and the kids fly out to Nomanisan to find Mr. Incredible. _—
After a horrific landing, Mrs. Incredible leaves the kidsina &, =
cave and takes off on her own adventure inside Syndrome’s

base to find her hushanﬂ

Level 13:

100 MILE DASH

Uh-oh! Dash is running for his life in a deadly race against
the pursuing velocipods! These henchman-driven flying

contraptions are as deadly as they are fast, and Dash needs
every ounce of energy to keep one step ahead of them.

Wb

Level 14:

VIOLET'S CROSSING =)
With Dash speeding away, Violet is left to fend for herself.
She's not too worried though; she doesn't cut enough of an
imposing figure to worry Syndrome's henchman. In fact,

her plan is to not reveal herself at all — invisibility is the

best method of escape!
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mdrome's flying fiends, while Violet
stealthy sneak. They both meet up to
Bir powers into a fearsome Incredi-Ball. Take
Violet's force field, add Dash’s speed, and mix together to
‘'orm a real force to be reckoned with.

Level 16:

SECRET LAVA LABS

‘While the kids are having a ball, Mrs. Incredible has finally
arrived at the inner sanctum of the reprehensible

Syndrome jesn't make his underground lair easy to
e she must in order to locate Mr.

-0
an——_

-
— -

— O S pY s, W T

up and try to find a way off of the -
into the rocket bay. Violet's idea is to
ey run into trouble when they

ower to the entire silo is out.

edible tries to re-establish power to
r. Incredible heads off to ready the
family home.

LD

1air-brained scheme to blast back to
d! Of course, when The l‘ncredible's
attheir work isn't done. Syndrome’s il e

s wreaking havoc on Metroville. Can. - T
sity and finally be super? &




it ' PLAYABLE GHARAGTERS

Welcome the heroes of the game.

MR. INCREDIBLE

Once considered one of the world’s graatast N
superheroes (known to all as Mr. Incredible),
Bob Parr comes out of hiding and accepts a
mysterious top-secret assignment! He can't wait to
get back to the good old days of saving the world,

P and ft_\_ghtln_g evil on a daily basis.

Incredi-Moves! e / &
Incredi-Punch | A
~ Charge your Incredi-Meter up, hnld the @& button, and t

release it to unleash your Incredi-Punch! Hold the @ button
* while Mr. Incredible is in mid-air, and then release to crush
anything directly below you.

Orouch—dump
Want to leap higher than normal? Then jump once you're crouching.

Roll
Press and hold the R1 button, then move and hold tshe left anaﬂlug stick (in direction you
want to move), then press the € button.

Throw

A useful te chnl“qu& to deallmﬁl airborne foes. Stand next to the object (or enemy), press
the @ button to pick it up, and press the @ button again to launch it

Incredi-Actions!

Incredi-Jump

Have you found an Incredi-Pointer? Then press and hold the €9 button, and release itfn;
a truly spectacular leap! |

Incredi-Turn -"
Grab large objects with the @ button, and use the left analog stick to turn them in place.

Incredi-Lift 3
Got a really heavy object blocking your path? Then stand next to it and tap the @ button
repeatedly until you lift it up and out of the way!

Incredi-Throw

Lift up a henchman with the @ button, and instead of pressing the @ button again, press
and hold the @ button for an even longer throw!

T S L e O,




. PLAYABLE CHARACTERS
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happy to spsn me with them. | Emlv until her
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PLAYABLE CHARACTERS

VIOLET s,

Violet Parr, like her parents has special

powers, and it seems only right that

hers allow her to turn invisible a

protect herself with an equally

invisible shield. While on

Nomanisan, she learns to

confront fearsome situations, NN
or defensive energies  ©
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e, PLAYABLE CHARACTERS

e pot MR i L i

The smallest member o m‘ lncradlbles family, r %ﬂ tto, -___‘_,ﬁk—-J&(}k, is also the quickest.
_‘;_"".; e can is awesome! But these | awh_ liis:_ﬁn baddies aren't
¢ like the ones on TV. They don't hold hack!

ost. We h out! Hold the button too
ong, and Dash will overheat due to all that friction.

~ Once Dash meets up with V ‘1et.thav rad.-Bau Use Dash's.
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ENEMIES: HENCHMEN

These evil-doers don't have enough clout; we've uncovered some weaknesses so th

Incredibles can win every bout!

ARSONIST
Burning down an apartment building in lower downtown, these py

need to be taught a lesson. Put up your dukes and keep the pour .

NOMANISAN ISLAND HENCHMAN

Are you an evil genius bent on diabolical revenge with a secret subterranean
volcano base? Then do we have the guards for you! Not too bright, fiercely
loyal, and guaranteed to waylay superheroes. Syndrome must have seen the
advertisement; these henchmen are swarming the island.

ARMORED HENCHMAN

Imagine a Henchman with enough seniority to afford a set of armor and
strong enough to stand up to Mr. Incredible's punching. However, it is
enough to withstand repeated pummeling, so get in up close an

LOBBER HENCHMAN

These adversaries launch bombs in your general direction. Yt
second or two before the devices explode. Make good use o
launch the bomb back where it came from. Bombs can only bg
when green.

FLYING LOBBER HENCHMAN

If you've encountered a Lobber Henchman, you know what to ¢ -_
Except these henchmen fly about on personal helicopter units, Ro
rotors in the same manner as before.

LASER GUN HENCHMAN

Deadly both far and near to you, these thugs come armed wil
and they aren't afraid to use them! Use your impressive dodging
avoid those blasts, and finish them off.

FLYING LASER GUN HENCHMAN |
Don't these guys ever stop?! Throw an object at them before they & y an {
blast you. Hitting them before they fire sends them into a flat spin, down t
the ground.

SHIELD HENCHMAN

They may not be much offensively, but attacking them directly won't get
you anywhere. If these baddies get in your way, you'll have to throw at
them eveything available within reach to take them out.




ENEMIES: ROBOTS | 9

ly and a ';_‘-}'-'I ttack really jolts; be sure you attack well, and unscrew their bolts!

ATIEL

Avoid the brightly colored birds. They're actually hidden cameras
strategically placed by Syndrome throughout the island. If one spots you or
you set it off, you'll alert any nearby enemies thanks to the piercing alarm
these security sentries emit!

to earth for good.

CIBOT
‘are just as nasty as the henchman-piloted velocipods, but don't have
is means carefully aiming and shooting them down to earth as
“as possible is your only option.

RBOT

fobots are the peskiest around, When you try to get in close to
hey leap back away from you. Of course, they launch an airborne
to make you think twice about chasing them! Dodge that

tion, and keep following the Leaperbot until it runs out of room.
finish it!

EBOT '
san Island is teeming with them! They spawn from robot generators i
anse jungle ground. Dodge their scanning lasers, or face their array

ging and slicing attacks. Instead, leap at them and stun them, using

0 defeat other robots. |

P,
HELIBOT
A hovering robot with an electrical discharge that will shock you if you
stand under it. This terror from above can only be reached after an Incredi-
Jump to its level. Then clip those rotor blades and bring the Helibot down
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20 ENEMIES: ROBOTS

SEEKERBOT
As you might expect, these robots seek and ﬂan
is they're programmed to execute this program w l§
you're caught ﬂmimﬁah‘oﬁﬂaﬁim expect a smgad supe

| o . I means you can to explode these lca |

- Although sharing the name of a tracked vehicle with a turret, this is a
g slightly more incredible version. Armed with a mass of weaponry from
lasers to bombs, it will use any of them to defeat you. If you're able to turn
one of the tank's weapons back on it, giving it a taste of its own medicine,
you'll take it down.
OMNIDROID

"P  CENSORED! THIS MATERIAL HAS BEEN DEEMED "CLASSIFIEI
= SYNDROME CORPORATION! AVERT YOUR EYES!
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Special Thanks to Our “Incredible” 5
Disney Friends: o=
Andrew Nigel Fisher ol
E:li?aﬁ Eiaamn -

lippe Juton
Falm:k Li [hn il
Tamira Webster

The Incredibles ® Disney/Pixar. Licensed by THQ Inc. Developed by Heavy Iron Studios. Portions of this Software
are Copynight 1998 — 2004 Criterion Software LTD and its licensors. Uses Bink Video. Copyright © 1997 - 2004 by RAD
Game Tools, Inc, The term OMNIDROID used by permission of Lucasfilm Ltd. Heavy Iron Studios, THQ and their
respective logos are trademarks and/or registered trademarks of THQ Inc. All rights reserved. All other trademarks,
logos and copyrights are property of their respective owners
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SAVE THE DAY *NOVEMBER 5
READ THE COMICS COMING FROMDARK HORSE THIS WINTER.
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You've Gor THE GAME,
Now GET THE GUIDE!
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RACING, AND PUZZLE SOLVING

2 POWERFUL GAMEPLAY TACTICS
FOR ALL 4 PLAYABLE CHARACTERS

JMAPS TO GUIDE YDU
THROUGH EVERY AREA

J SECRETS EXPOSED
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The Incredibles © Disney/Pixar. Licensed by THQ Inc. THQ and its logo are trademarks
and/or registered trademarks of THQ Inc. All rights reserved. All other trademarks, logos
and copyrights are property of their respective owners.
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Warranty and Service Information

In the unlikely event of a problem with your product ("Product’), you may only need simple instructions to correct the problem. Please
contact the THQ Inc. ("THQ') Customer Service Department at (818) 880-0456 or on the web at http://www.thg.com before returning the
Product to a retailer. Live Customer Service Representatives are available to help you Monday through Friday 9am to 5pm PST or you can
use our automated systems by phone or on the web 24 hours a day, 7 days a week. Please do not send any Product to THQ without
contacting us first. Your 5 digit Product Code is 46053. Please use this code to identify your Product when contacting us.

Limited Warranty

THQ warrants to the best of THQ's ability to the original consumer purchaser of the Product that the medium on which the Product is
recarded shall be free from defects in matenals and workmanship for a period of ninety (90) days from the original date of purchase, The
Product is sold "as is,” without express or implied warranty of any kind, and THQ is not responsible for any losses or demages of any kind
resulting from use of this Product. If a defect occurs during this ninety (90) day warranty period, THQ will either repair or replace, at THQ's
option, the Product free of charge. In the event that the Product is no longer available, THQ may, in its sole discretion, replace the Product
with a Product of comparable value. The original purchaser is entitled to this warranty only if the date of purchase is registered at point of
sale or the consumer can demonstrate, to THQ's satisfaction, that the product was purchased within the last ninety (30) days.

To receive warranty service:

Notify the THO Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on the web at
http/fwww.thg.com. If the THQ service technician is unable to solve the problem by phone or on the web via e-mail, he will authorize you to
return the Product, at your risk of damage, freight and insurance prepaid by you, together with your dated sales slip or similar proof-of-
purchase within the ninety (90) day warranty period to:

THO Inc,

Customer Service Department
27001 Agoura Road, Suite 270
Calabasas Hills, CA 91301

THQ 1s not responsible for unauthorized returns of Product and reserves the right 1o send such unauthorized returns back to customers.

This warranty shall not be apphcable and shall be void if: (a) the defect in the Product has arisen through abuse, unreasonable use,
mistreatment or neglect; (b) the Product is used with products not sold or licensed by Sony Computer Entertainment America or THQ
lincluding but not limited to, non-licensed game enhancement and copier devices, adapters and power supplies): (c) the Product is used for
commercial purposes (including rental); (d) the Product s modified or tampered with; (e) the Product’s serial number has been altered,
detaced or removed.

Repairs after Expiration of Warranty

After the ninety (90 day warranty period. defective Product may be replaced in the United States and Canada for US$25.00. The original
purchaser is entitled to the replacement of defective Product for a fee, only if proof of purchase is provided to THQ. Make chiecks payable to
THO Inc. and return the product along with the onginal proof of purchase to the address listed abhove.

Warranty Limitations

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES OR REPRESENTATIONS OR
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE THQ. ANY APPLICABLE IMPLIED WARRANTIES OR REPRESENTATIONS,
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS
FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL THO BE LIABLE FOR
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES,

The provisions af this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty
lasts or exclusion of consequential or ineidental damages, so the above limitations and exclusions may not apply to you. This warranty gives
vou specific legal rights, and you may also have other rights, which may vary, from state to state.

Waming

Copying of this Product or any of its contents or elements is illegal and is prohibited by United States and international copyright laws. Back-
up or archival copies of this Product or any of its contents or elements are not authorized and are not necessary to protect your Product
United States and international copyright laws also protect this manual and other printed matter accompanying this Product. Violators will
be prosecuted,
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