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WARNING: REAﬂ 5Emn£ usmn 'mun PLAYSTATION®2 COMPUTER
EHTERTAIHIHEBT SYSTEM.

A very small percentage of Wﬂuals may experience epileptic seizures when
exposed to certain Iigmllh‘ﬂnms or flashing lights. Exposure to certain patterns

or backgrounds on a television screen or while playing video games, including
games played on the PlayStation 2 console, may trigger an epileptic seizure in
these individuals. Certain conditions may trigger previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If you,
or anyone in your tamily, has an epileptic condition, consult your physician prior

to playing. If yous ﬂante any of the following symptoms while playing a video
game — tllzzlpéss a ‘u;nd vision, eye or muscle twitches, loss of awareness,
disorientation; any mﬂnluntaryﬁmmlemenl or convulisions — IMMEDIATELY
discontinue iﬁe m;unshlt your physician before resuming play.

WARNING mgwms OF PROJECTION TELEVISIONS:

Do not-conn@et your PlayStation 2 console to a projection TV without first
consulting the Lmanual for your projection TV, unless it is of the LCD type.
Dthemise it nm tﬂhinontly damage your TV screen.

USE OF UNAUTHDRIZED 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 liguids.

Do not leave it in direct sunlight or near a radiator or other suur:e ﬂi haat
Be sure to take an occasional rest break during extended play. -

Keep this compact disc clean. Always hold the dise by the ﬂdnumd
keep it in its protective case when not in yse. Cls
soft, dry cloth, wiping in straight Iimkmj" e
Never use solvents or ahraswe cles 8IS i

Call this number fﬂ ica ""*'- “nstaiiation or ¢
regarding PiaySﬁ %I{l it ? Wrgla aEpntatives are al
Monday - Sal‘u iz u g U _.:;,E-i"*'ﬁ' -30PM.

Tt -"-E"g{";

Game Hint Bul

PlayStation Unﬂeig,(
For free hints and nﬁs
Sign up and becdme a memb -- Slaton Undergediid’ and acees
tips, and cool moves fnrgames duced By SO Ll R

No hints will be given on our {}_1 i
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SETTING UP

" MEMORY CARD siot2 —
MEMORY CARD siot 1 — | e disc tray

: 1 } . RESET button |

T . i_ -+ P } : |
3 % If 11 — ¢ I*

ST l’ ~ OPEN bution

USB connector -
: Note: lllustration may not match all PlayStation 2 console types.
For owners of SCPH-70000 series PlayStation 2 systems, refer
controller port 1 . .
to the setup instructions supplied with your system
controllerport2 —4mM8m ——— ————

SETTING UP YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM

Set up your PlayStation®2 computer entertainment system according to the
instructions in the manual. Make sure the MAIN POWER switch (located in the back
of the console) is turned ON. Press the [RESET] button. When the power indicator
turns green, press the OPEN button and the disc tray will open. Place the Killzone
disc on the disc tray with the label side facing up. Press the OPEN button again
and the disc tray will close. Attach a game controller and other peripherals, as
appropriate. Follow on-screen instructions and refer to this manual for information
on using the software.

NETWORK ADAPTOR (ETHERNET/MODEM) (FOR PLAYSTATION®2) (OPTIONAL)

In order to play Killzoneéonline, you must have installed a Network Adaptor
(Ethernet/Modem)(for PlayStatlonM) on your PlayStation®2 computer
entertainment system before playing. Set up the Network Adaptor according to the
mstructlons included in its packaglng

Caution: Unplug the powar oard on your PlayStation®2 computer entertainment
system before adding anynthnlwng equipment to the system.

o A -"!"i r" :
Note: Killzone (Ontina Mode) me& played over a broadband Internet cnnnection
(DSL, cable mudam oﬂlw modc)




MEMORY CARD (8MB) (FOR PLAYSTATION®2) Y

A MEMORY CARD (8MB}(for PlayStation®2) is required to p
online, a valid Network Configuration must be saved to the mem

Tosavegameseﬂingsandpmgmss,inser;anmy JORY 1 f ,
of your PlayStation®2 mmmmsmﬂm-mmw;
gamdatafrommesamewﬂormymmwcawmnhinhs._,' , ved ¢

l*.l

Killzone is compatible with both the USB headset (for P ) and the SOCOM
headset. The headset allows you to talk with other teammates mﬂnlineﬂoda.'lhlsﬁ "
an optional feature and not required to enjoy the game. _.__f,%:

Theheadsetconmctsmeiﬂmermofﬂ\eUSB(Unmmsm Bus)cmnoctm S
located on the front of mehyShmn@chmptMrenlertainnmﬁsystem mmme SR
USB symbol facing UP, insert the cable into one of the USB connectors. =

F'
¥

IT'S WAR

An invasion force from Helghan has bypassed Vekta's defense systems and is
currently engaged in a fearsome battle with ISA forces. Showing complete

disregard for civilians, Helghast troops have begun an indiscriminate rampage,
clearly intending to take control as swiftly as possible through the use of brute
force.

It is not yet known why the SD Defense Network failed to prevent the Helghast
fleet from passing into Vektan skies, but the Helghast army is clearly a vast and
well prepared machine. ISA divisions are already greatly outnumbered and
bogged down in fire fights with scores of well armed enemy troops.
Reinforcements have been summoned from Earth, but in the meantime, with the
SD defenses still inoperable, the hope of the people of Vekta rest on the
shoulders of our countrymen in the ISA armed forces.

The Second Helghan war has begun.
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MENU NAVIGATION
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DIRECTIONAL BUTTONS - MOVEMENT P | &
In this manual, 4 ¥4 =>€= etc. are used to donote the directlun of both !he
directional buttons and the left analog stick unless stated otherwise.

Prm the 1‘ i»-bpr 4' dimdional buttons to highlight an option, then press the
.buthon to canﬂnn._'l'ﬁ ‘return to the previous menu screen, press the @ button.

4 Undercover Field Operatives have released the first images and transcript of a
44 passionate rallying call made by Scolar Visari, heir to the Helghast Empire.
4§ Speaking just two days ago to an assembly of thousands of Helghast troops,
Visari described his people as no longer a ‘broken nation, shunned, oppressed

. 4 and conquered’.

Riding a wave of patriotic sentiment, Visari continued to reaffirm his part in the
rebuilding of Helghast pride, before closing his address with a rousing battle
cry - ‘'On this day we stand united once more... Defenders of the Helghast
dream, now is our time’.

Often dismissed as no more than an enthusiastic rabble rouser, Visari has long
been the focus of scrutiny from security officers on Earth. But it now appears
that Visari’s position of power might have been underestimated, with the former
1 § colony’s increased isolation from Earth acting as cover for a massive
| rearmament program. Despite his demonic portrayal on Earth and Vekta, Visari
Is seen as a hero and liberator by his own people.



GETTING STARTED

A short cinematic sequence will be displayed. Press .the '
. scene and access the Main Menu. ¢

] i r
e |
T A

button to skip the

Campaign
N attialield

1 1
il

Press 4= or ™ to highlight one of the following options
and press the & button to confirm:

GAME Choose to play a Campaign or Battlefields game
OPTIONS See the Options section on page 6 of this manual
EXTRAS Check out some bonus menu items




OPTIONS

Pressf or lv to h:ghllght one of the following opﬂans and pret“.s the . buttun 4
to toggle/confirm: -'

AUTOSAVE _Set the AUTOSAVE function ON or OFF
PROFILES See the “Profiles” section of this manual
AUDIO Adjust the Music Volume, SFX and Speech

Levels, choose STEREO or MONO sound output and
toggle SUBTITLES ON and OFF
VISUAL —____Choose either PAL or NTSC display modes,
NORMAL or WIDESCREEN aspect ratios, or reposition
the game screen on your TV
Select an alternative language

When you play Killzone online for the first time you will need to create a profile.
On the Create Profile screen, use the virtual keyboard and/or the USB keyboard

(for PlayStation 2) to name your profile; instructions on how to use the virtual
keyboard see “On-Screen Keyboard” section on page 22.

LANGUAGE

Once a profile has been created, it must be saved to Memory Card. When you play
the game, your profile will be stored in the Profiles list, which is accessible from

the Options Menu. If you want to create another new profile, press the @ button
whilst viewing this list.

You can also delete profiles, view statistics and amend controller information for
individual profiles by selecting a profile and following the on-screen instructions.

Check out statistics for each profile, including total number of kills, levels played
and levels won.

CONTROLLER CONFIGURATION

Use this screen to toggle /nvert Look ON or Off, to set up some advanced nonh'ol iy
settings, to reconfigure the button configuration to your Ilkmg or to mtum the
default control settings. -
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RAISES BIGGER CONCERNS

They said it would never happen - the SD Network was supposed to be the most
sophisticated defense mechanism ever created by Humankind. In rehearsal it
has always seemed infinitely powerful, but as Vekta called on its shield for the
first time, it failed us. The reason for this failure is not yet clear, but whether due
to human error or technological malfunction, the breakdown of the SD Platforms
surely raises questions about the people and microprocessors in whom we have
placed our trust.

ill_i.-

In an interview, General Bradley Vaughton spoke glowingly of the Vektan
defense network. At the time he said, ‘There is no need for alarm. In the unlikely
event that dissident Helghast factions - or anyone else - attempt to attack Vekta,
we are in no doubt that the orbital Strategic Defense platforms will serve their
purpose - | can confidently declare that there is no way potential aggressors
could get through’.

We are now in the midst of a war we were told could never happen. Can we now
be expected to believe that we were prepared for this attack? Surely not; after
all, the SD’s were supposed to be unconquerable. Do we now have the resources
and personnel to repel the invaders? Only time will tell.

Neither Vaughton nor SD Platform Commander, General Adams, were available
to comment.
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'CONTROLS
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HTHWN GI&I'IBdE
A {hold} to cook grenade. |

L B

Zoom In/Out
(sniper rifle only)

A.eft analog stick
Move

® button
Sprint

= DUttON
Objectwes (in

am| 'j'lgn mﬂﬂﬁ)ILbey (in

EER button
Fire weapon / Secondary Fire:

I “ button
Fire weapon / Primary Fire

@ button
Campaign Mode - Luger Only -
| Heat Vision

@ button (hold)

Online Only - Voice Chat (with
headset)

. button
Cycle through Weapons

@ button (hold)
Pick up Weapon

® button
Reload Weapon

@ button
Action (Climb, Melee, Hop over

wall, etc)

Right analog stick
Aim/Look

. button
e "_l. B zmm

-
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Health Bar

. 11 .
1 ™ s o

Stamina Bar = -Hand?ﬁrenades b SN SRR e e
_'I; i

Crosshair - turns red when targeting an enemy Tums green when targeﬁng“atnmrade &

Secondary Fire Ammunition - ngjra|::~hu:.i shows: nl.;umer in ¢lip, number shows quantlty ﬁ;{
remaining Fl ey

Primary Fire Ammunition - graphic shows nurrmr nf raunds in cumﬂ%ﬁﬁmﬁrxa _}f_p

Shows quanﬁty ofmq% ﬁmalnlng

ADDITIONAL ON-SCREEN INFORMATION °
Weapon Pick Up—d;spiayedbemiﬂﬂ srossh , 4

1 '-“‘ ‘"TIJI '.. A1

can be picked up. adm s SRR R

sensitive area (e.g. gmplace 1 we:
Ammo Pick Up — an fcon i8Sy
ammo is collected & & SR

.
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w / GAME MODES
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This is the main singl_ap”r%er game. Take control of a hopelessly outnumbered ISA
squad and fight against the odds to repel the Helghast invasion force.

To begin or continue a Campaign, first create a new profile or select an existing
profile to continue playing from that profile’s last save point. If playing for the first
time, create a new profile following the procedure outlined previously in this
manual and thén'seléct a level to play and a difficulty setting. When you first begin
4 Campalgn,,jou playas Gaptqm Jan Templar only.

This is the home of the Killzone multiplayer games, including those playable both
offline and enlife. - a4

Aftér selecting BA .
4to play an ONLINE

[ "
",
ok

ONLINE BATTLEFIELDS -

To play an online game, select ONLINE GAME and then select your Network
Configuration file from those listed on-screen to access Killzone online. Please see
the ‘Battle Online’ section on page 21 for further infunnatlnn on playing Kll[zone '
online. _ |

SFIELDS from the Main Menu ‘GAME’ option, choass “'"““'B’
ME or an OFFLINE GAME.

ENTIRE PLATOONDESTROYED |

In an early setback for ISA forces, reports have confirmed that an entire platoon
of ISA Regulars was decimated within minutes of the Helghast invasion force
landing on Vekta. The platoon, H-Company, led by Sergeant Rico Velasques,
was defending a position of ‘extreme tactical importance’, believed to be a
bridge located in the Southern Hills area of Vekta. Full details of the Helghast
assault have not been announced, but it is understood that H-Company held its
position whilst taking heavy fire from the Helghast 17th Tank Division.

Reports also suggest that there are no survivors. The names of the dead men
have yet to be released.
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3 OFFLINE BATTLEFIELDS

, Offline Battlefield games are for either one player (with computer controlled ‘bots’)
or two players.

. ONE PLAYER
Select your profile and then choose whether to fight as an ISA or Helghast soldier

and select ‘CREATE’ to confirm.

Choose a game type from those listed below:

DEATHMATCH

TEAM DEATHMATCH
DOMINATION A

SUPPbY DROP B e i
DEFEND AND DESTROY T R
NOTE:-Battlef‘ elds game types are described on pages 12-15.

Press 4 or & to scroll through the available maps and choose one to play on,
then specify the number of computer controlled bots and the bot difficulty level for
your game, which can be set to Easy, Normal or Hard.

Finally specify the settings for your game by tailoring the following preferences:

TIME LIMIT. e Select a time limit from 5 MINUTES to
. 60 MINUTES
SPAWN LIMIT — Specify a respawn limit for players/bots
RIENDLY FIRE________TnggIe \;;landly fire on and off by selecting
g YES or NO

. DISPLAY tS___Select either YES or NO

Set a limit for the number of Kills

s, each player must sﬂlacta proﬁle so at least two

iedto Memory Card. mmﬁng your player
he same ‘or agains huther.th

fings as uuﬂine for




12 / POTENTIAL BATTLEFIELD SCENARIOS
Player Name —
Player Pusltiuru‘Rank L

Player Score/Kill Limit

Timer

Jﬂnumiled Smsth Jﬂ.hﬂsnﬂ: a

Take part in some frantic all-against-all deathmatch action! Each player respawns
at a random point on the map and must strive to score the most points by gaining
the most kills. 1 point is scored for each kill, but for each suicide 1 point is lost
and a death is registered for that player. This game type is available on all maps.

TEAM DEATHMATCH s

ISA Score

G e R R e Helghast Kill Limit
= (| RN s I
ISA Kill Limit * b A R =
| N2 4 |12 ©F
v

Helghast Score

stermined sy te m perl‘ormance although lndwldual
ne i’ofrankmg purposes. 1 pointisi

opposing tedmldﬂand ..1 I!It'and death are given for each stlicie & Friend

team Kills count as a death for the dead character and -1 pomt for the klller This
game typa is ava”ilabla on all maps. _ _




DOMINATION

¥ o L -,-'. - .1-' - H""—"._'*-,_.J'_r.'.'. ' ! : ‘:-"__; ¥
Team Name SR BB RS 2 Bt SV AL D B
and Switches s el S et s I s SO
Controlled | o oy Sl S ARG B |
‘II. - = 4 'I".' T ._'.'_.‘. "'”'rl -"._"-""I-.-Ilp..
i . LT ."’_'-‘ "

. ISA Score
Point Limit

Switches
Controlled
by ISA

E_- AL

:'j- ¥

s :TH

—— i J
o = ~
150 i
Ty ' -.-_:
Time . "H_ ::_- ;

Remaining R

A team based game where each team must fight to gain control of switchas thqt
have been placed around the battlefield. The game ends when the timer: explres, br f:ﬂ;
the points limit or the spawn limit has been reached, 1 point is scored for aar:ﬂ § 5
opposing team kill; -1 point and death for each suicide; team kills count as?ﬂﬂﬂ. -h
for the dead character and -1 point for the killer;:a playar capturing a switct L
receive 5 points and 5 points are deducted if the switch is captured by sz e
‘opponent. 1 point is earned by the team for retaining ownership ofa s or 15+

seconds. This game type is only available on the Delta Creek, Canyod" Crassmg. T
« < Park Tarminai Orbltal Statinn Scwthem Hills and Beachhead mapg; e

}*""-"

e ",
I' ._ .‘_



'POTENTIAL BATTLEFIELD SCENARIOS

POT

"

SUPPLY DROP

: " Team Name
and Score

Player Score
Limit

3|HELUGHAST
#30/50

Container

i Controlled
' : by HG

30

N : Time Limit Unclaimed Container

Iali cter'and -1 point for the killer; the player capturing and depositing a

Beachhead maps.

; £

_container on a platform intheir base will receive 5 points, while 5 points are
_deducted if the container is then removed by an opponent. 1 point is earned by the
- team for retaining ownership of a container for 15 seconds. This game type is only
. available on the Delta Creek, Vektan Slums, Core Shaft, Southern Hills and

., gil - _

‘ iﬁq_gﬁernative team based game where each team fights to capture containers
"t dropped’ at strategic points on the map. When containers have been captured the
«+team must return them to their base. 1 point is scored for each opposing team kill;
_ =1 point and death for each suicide; team kills count as a death for the dead

it 3 =




ASSAULT

“Team and Score
Player Score

: ISA Target Intact

i i
%

Timer T SR

A team game where one team must defend a key nbjacﬂwe a ainst attack Irom'ﬂte g
other team. 1 point is scored for each opposing team kill; <1 pomt and death for =

each suicide; team kills count as a death for the dead character and -1 polnt futﬂg__
killer; any player achieving the objective will receive 5 points. This game typeis >
only available on the Delta Creek, Canyon Crossing, Park Terminal, Southern Hills

and Beachhead maps.

DEFEND&DESTROY &

Team o
Team Score

'1
1‘
l_
":3

ISA Target Intact

HG Target Intact



ISA INSTRUCTION

As the Helghast invasion force gains impetus, we asked an International
Strategic Arms (ISA) Training Facilitator (who wishes to remain anonymous) to
talk through a few moves and combat techniques that feature prominently in
the ISA Training Manual. He highlighted the following as being of particular
importance:

1. Think before you act
‘Suss out every situation - going in all guns blazing works in some situations,
but in others it’'s no more than a short cut to the morgue.’

2. Your surroundings can be your ally or your enemy
‘Modern conflicts call for modern techniques; if you want to survive, learn to
use your surrounding environment as cover.’

3. Work as a team

‘Tactics are of vital importance to both team and individual - watch each others’
backs and remember that successful soldiers are both ruthless and cautious in
equal measures.’

4. Picking up/carrying weapons

‘Use weapons that you feel comfortable with and best suit your current
situation; weight up the pros and cons of all weaponry found in the field as you
can only carry so much. Also, keep track of your ammo, if you run out or need
to reload in the middle of a close quarter firefight, you might as well lie down
and zip up that body bag yourself.’

1&% iy 28
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ISA REGIMENTS SEEK NEW RECRUITS

Even before the outbreak of war, International Strategic Arms (ISA) was
conducting an audit to ascertain which divisions are most in need of new
blood. Traditionally, the force has always been predominantly centred around a
core group of ISA regulars, with the more specialist divisions accounting for
the remainder of the services.

A spokesperson for the ISA recruitment office said, ‘Just a few days ago we
were scheduled to launch a new recruitment drive, and now this activity has

become more important than ever.

‘Although we’re desperately in need of new recruits, potentials should be under
no misconceptions; after years of training and preparation only the top few
percent will make it as an RRF or Shadow Marshal. But if you are thinking of a
career in the armed forces, surely now is the time to go for it.’




Using advanced skills, tactical acumen and
firepower, the RRF was set up to ensure Vekta’'s
first line of defense remains the ultimate
deterrent to potential aggressors.

RRF members possess a good mix of skills and
attributes, but it is in the area of leadership that
their true value is found - their motivation and
aptitude form a focal point for ISA resistance
forces that allow even small, outhnumbered
squads to come out on top in general combat
situations.

The elite unit of modern day special operatives.
Relying on cover, athleticism, covert weaponry
or just their bare hands, the Marshals’
menacing reputation is fully deserved.

More mobile than their other ISA counterparts,
Shadow Marshals are able to quickly vault and
climb ladders and ropes and crawl through
vents; creating minimum disturbance and
gaining entry to areas that would otherwise be
iInaccessible, or that enemies or comrades
might not even be aware of. Shadow Marshals
are also equipped with nightvision goggles.
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The life blood of the ISA forces, these soldiers
can harness their natural aggression during
combat and utilise their heavy weapons training
to devastating effect.

With a high resistance to incoming fire and
enemy traps and mines that would instantly kill
their slighter counterparts, every ISA squad
needs at least one soldier like this. Their
powerful weaponry is also essential in the
destruction of some enemy emplacements, but
the added weight hinders manoeuvrability,
leaving these human bulldozers with no option
but to take the most direct route.

Field Opeaties

This squad of undercover agents rely on nerve and
diplomacy and can often equal the difference
between success and failure.

Whilst they receive standard weapon and tactical
training, operatives must also maintain a high level
of physical fitness, allowing them to vault, climb
etc. in the field. One special Field Operative
division is made of Human/Helghast half-breeds;
these soldiers can bypass Helghast sensors, mines
and sentry bots without detection. They are also
experienced operators of both Human and
Helghast machinery and equipment.




CEASEFIRE
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Press 4 or § to select one of the following options and press the €3 button tu
X cunﬂrm J

RESUME Return to the game

AUTOSAVE_______Displayed during a Campaign only - select either AUTOSAVE
ST 2y ON or AUTOSAVE OFF
b 'AJJBIO.."-_____Adjust the Music Volume, SFX and Speech levels, choose
-?, - STEREO or MONO sound output and toggle Subtitles On and Off

ﬁCONTROLﬁ.,...____ToggIe Invert Look On or Off, set up some advanced

: ~ . control settings, reconfigure the button configuration to your
':,‘-.;‘!ﬁ % .. . liking or to restore the default control settings
W | — Restart the current level/game, or checkpoint in a Campaign
CQUITe———__ Leave the game and return to the Main Menu




BATTLE ONLINE
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- From the Main Menu select GAME th;nf:BATTLEFlELDS folltmed I .
You will be then prampted to select a‘.aultahle Natwork o file. S

Press 4 or ¥ 1o select a Killzone Unhr@te and pmst
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CREATING YOUR NETWORK CONFIGURATION FILE 'Y, (SR e

s -1,-‘"?: ~ *1'.&3-‘ e q"f -f
You must create a valid Network Conﬂguratlon file using the PlaySt ion®2:Onlin }
Setup Disc or network start-up application for another online. Play 6:1@2 ama ﬁ@
and have the Memory Card containing that Network Cnnflguratmn f" in ymtr‘ Y
console, before attempting to play Killzone online. Once ouﬂl A :g;: &
Cnnflguratmn file has been created, you will be ready'to q{ax online. Eeiect .-s,
Killzone Universe you wish to join to aceess the account1ogin screen where ¥
must enter your Central Station Handle (Name) and Pas;word \\ﬂeh i

-

-
L]
v

Press the @ button to select.an account if one is alre&dy sawed a awou&
session. If you are unable to select an existing account: msﬁtb button tt:t
enter your Handle and Password sing the virtual keyhnard*ur a USB key
following the procedure outlined elsewhere in this manual. Rem&mbﬂrlo Choog
whether you would like your password details to. be saved!

It is important that you fully understand and accept the Online User Agreemen{ 3 w-
presented to you before continuing. N Higr. S e R

NOTE: For detailed information on creating your Netwnrk Conﬁguratlomﬁl&, seq
the PlayStation®2 Online Setup Dlsc Instructlon Manual et L "
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22 USING THE ON-SCREEN KEYBOARD TO ENTER DATA AND CHAT

W] i, P
l‘."-b._' L]

Killzone uses an “SMS’ style virtual keyboard or USB keyboard (for PlayStation®2) for
inputting text (account names, passwords, online chat etc).
o NSNS

To use the virtual keyboard:

1. Use the left @nalog stick to move the cursor around the keyboard
2. Press the @, the @ button, the € button or the @ button to enter the
corresponding letter

3. For capital letters press and hold the IEKN button, for numbers and symbols
press and hold the JIEER button

4. Leave the Jéft analog stick in-a ‘neutral’ position to use the ‘space’, ‘backspace’,

‘cancel’ aqﬁ;i‘qr_ltqr" functions *




HELGHAST HEADS-UP

A quick introduction for the benefit of
anyone who has recently arrived on Vekta
from Earth:

The Helghast is a dissident faction that has
lived in isolation on Helghan, the former
colonial outpost, for generations. When the
planet was first colonised, atmospheric
anomalies were not initially detected, and
the children of the first colonists were born
with deformities. Over time the Helghast
have developed apparatus and techniques
to ensure survival in their harsh
environment; but it has always been a
place of hardship and desperation.

Animosity between Helghan and Earth

resulted in the First Helghan War, a

devastating conflict in which the Earth

forces were eventually victorious. But the

subsequent power vacuum on Helghan
meant that its people were left out in the cold, praying for the day when a leader
would come to reunite them.

THE HELGHAST SOLDIER

Resilient, well trained and well armed, the Helghast Soldier is a formidable
opponent - their genetic make up means that Helghan offspring generally grow
to be of larger than average size. Such is the lack of opportunity on Helghan
that most young Helghast sign up or are conscripted into the armed forces
where they receive intensive teamwork and weapons training.
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Press ¥ or & to select one of the following options and press the & button to

confirm;

NEWS —_____View the latest information available on what’s happening and
what's new in the Killzone Universe

PLAY. ' Join a Killzone network game

VIEW PROFILE_—_View or reconfigure controls and see accumulated online
statistics for the current profile

BUDDIES.—___View all the players in your buddy list to see if they are online
and invite new players to be added to your list, invite them to
join your game

INVITATIONS Accept or decline invitations from other players to be added
to their buddy lists =

LOG OFF Disconnect from the Killzone Universe and return to the
main game

JOINING | CREATING A GAME & |

Select a game room to see a list of the Killzone network games that are currently
running. If any of your buddies are present in a particular game room then an icon
will be displayed to the right of the list.

Once in a room you can choose to join an existing game or create a new one
configured to your own preferences. You can also find out who all the other
players in the game room are, view their online statistics and invite them to join
your buddy list. 3

Players can chat to each ﬁﬁer by praésing the @ button and using either the
virtual keyboard or a USB keyboard.
Ry 2




FILTERS to display only those games that conform to yuur réquimm * B
can be toggled on and off using FILTERS ON/OFF. if you want tu update the lmt tu
see what has changed then select REFRESH LIST X a bRk St skl ;-
From the GAMES list it is possible tu visw game namas, gam typas, whaﬂwr any
buddies are present in the games, number of players, connachoﬂ quality (pmg)

and whether games are passwnrd-pmtacted WL TR0 Al

Games can be sorted by pressmg the XN button and selectmg the heading to
sort by. The settings for a particular game can be viewed by pressing the @ -
button. A list of all players in the selected game can be viewed by pressing the Q

button. When you have found a game you want to join, select it and press thﬁ .
button.

The Create Game screen allows you to create a game configured to your own
preferences. First you must enter a game name using the virtual or USB keybuard

then choose a game type and a map to play the game on. Some maps are not .
available for certain game types. -

On the Game Settings screen you can set-up the various game parameters as fnl!ows
(Note: not all parameters are available for all modes) | R T : :'

l"r-.ui_-:l-.é_-:

: *'_ ;"'2?’1
5 i 'r'..-

TIME LIMIT The duration of the game |
SPAWN LIMIT —_______ Maximum number of respawns each player
FRIENDLY FIRE _Enable or disable friendly fire - * " 3#'**
‘RANKING Limits game to players of the speciﬂed rank(s):f’ &
54 4 RS R TR S Maximum number of kills neadad to wm X
PASSWORD ________________ Password protection e iy b5 '

LATE JOINERS__________..._ Enable or prevent p}ayers frnrn jolmng games that -
= are in-progress IRA% R

Once you have confi igured the settings to yaur llking prass thaﬂ button to
create the game. _ R 3 ko 7%,




26 / GAME LOBBY

In the Game Lobby you can see a list of all the players in the current game. the 5

game type is Deathmatch then you can choose to be either ISA or Helghast by
selecting CHARACTER. If the game type is team based then you can see which
team players have been assigned to and change team by sel&chng SW!TCH
TEAM, providing there is a space on the other team. |

Choose GAME INFO to bring up a screen showing the game type, game objectives
and a short bﬂeﬂng

You can chat to other playars in the Game Lobby by pressing the @ button and
using the virtual or USB keyboard. Alternatively, if you have a USB Headset (for
PIayStation®2) ynu can talk o other players by pressing the @ button.

_ Whenyw aref r&ady 10 begin playing, toggle Not Ready to Ready and press the
0 button
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M Gam sareen aﬂqhvs to cmte a .
Wnrancas First you must anipl: a game name us!gg
~then choose a game type and amaptoplay thegama ony 8

~ available for ceriain gametypes s e
On the Game Sel:tings screen you calx sat‘-upme
TIME LIMIT The duration of 8
SPAWN LIMIT Maximum num ﬂw
FRIENDLY FIRE____... Enable or di n *'-
RANKING -Limits game to’
KILLS L Maximum numbe of k
PASSWORD __meolﬂ rotection PR
LATE JOINERS Enable or prevent players fr m.

are in-pmgress - i by
? s

Once you have configured the settings to your likil'lﬁ:ﬂm

create the game. | -"f;‘ff’-

ASSASSIN HUNT ON HOLD

Attempts to locate the assassin behind the failed attempt on the life of RRF
Captain Jan Templar have been shelved following the Helghast invasion.
Captain Templar, 28, is one of RRF's most decorated and experienced officers.
During a routine defense emplacement inspection, Captain Templar made the
narrowest of escapes after being fired upon by an unseen aggressor.

Ballistics experts have confirmed that the rounds were fired by an ISA sniper
rifle, stolen recently from an SD Platform reserve munitions store.

Since fighting began, communications with Captain Templar have been lost, but
he is believed to be on the front line impeding Helghast advances until backup
arrives.

%
S



Press the 2 button to pause the game in order to a bSt audio settings dnd vlew
or amend game controls. Select Resume or press the
game, or select Quit to exit -

button to return to the

IN-GAME LOBBY MENU

Press th¢=.I button to view the scures for each player in the game and, in the
case of team basad games, the overall team score as well. If a time limit has been
set for the game then this can be seen in the bottom left corner of the screen.

Press the Obutton to chat'with other players using the virtual or USB keyboard.
If you have a USB Headset (for PlayStation®2) connected you can talk to other
players by pressing the buttnn

The following actmns can alsu he performed:

%‘ :

ﬁESUME -Retutn to the game
;5 GAME INFO Display a screen showing the game type,
,;'1“_,: ,: ARG s gbjectwes and a short gameplay briefing

-
-----
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END-GAME LOBBY

‘Depending on the game type and game settings, the Eﬂd-Ggm o }i D F
displayed when the time limit has expired, the maximum numlm of kills has ¢

--n-!
5 'l";;,l,--;_l

-_ reached or the game objective has been met. S

'.f'

You can see a summary of the outcome of the game by se!ecting Resu
| tha scom by selectlng Scores or quit to the Game Lobby by 5electlng o

~In the. End-Game Lobby abby, press.the @ button to chat with other play ¢
virtual or USB keyboard. If you have a USB Headset (for PlayStaﬁo ®2) ¢
you can talk tn er players by pressing the @ button. =~
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' GUERRILLA GAMES
_Managing Director
- Hermen Hulst

| DWBIO]:Imant Director
7_“ Aqan Brussee

Producﬂon Management
- Alastair Bumns

mn Bapel

Iﬂdﬂmmr-

Marlm Capal

Gmnﬂulqn
"RwFpmw

-Laad'Prdgrammur
Mlchiavﬁn der Leﬂuw

Prog:rmnming
Lennart Denninger
Jurgen Kluft

Tibor den Ouden |
Klaas van der Molen

Additional Programming
Tommy Krul L

Tim Darby (SCEE)
Ramana Prakash (SCEA)
Kasper Wessing

£

Lead A.l. Programmer
Remco Straatman

| Al ramming
Arjer?B?q

Technology
Arjan Brussee
Jefirey Exterkate
Guido de Haan T
Jorrit Rouwe s
Kasper Wessing Py Rk
Frank Compagner, -~ g

A.l. Technology
Robert Morcus %
William van der._

Art

Edwin Bakk&r
Mariska Vos "
Nasi&r'Abdo&I 2
Arjen Bokhoven
ial S

¥3

Floris ff
Richard Stitselaar

| CINEMATICS U e

Lighting
Roderick van der Steen

Animation
Gino Dammers 45t
Nick Liburd ot |
Manu Seynaeve YREX

Additional Art
Jeroen Brinkhuis
Marcos Domenech
Roland lJzermans
Tom Jones

Wiek Luijken
Guillermo Toslon
Rudy Massar

Promotional Art
Marcos Domenech

Lead Visual Artist
Roy Postma

Visual Artists
Jeroen Brinkhuis
Roland lJzermans

Interface Design
Angie Smets

Level Design
Stuart Billinghurst
Eric Boltjes
Steven Delrue
Jolyon Leonard
Cho Yan Wong

Additional Level Design
lain Howe

Jonathan Phillips

Brian Roberts

Faried Verheul

Lead Tester
Sebastian Downie

Testers

Vincent Amse

Elte Hartland

Hugo van der Heiden

Anthony Schulteng

James Sumner .

Justin Touw Ngie Tjouw" =~

Administration

53 i ! . o L g
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Mumiﬂoﬂﬁmﬂ* %5 Nuno Conceicao, Steffen Lewenhay >

.~ Jan-Bart van Beek _ it 5 Preduction Han-ugerﬁ!
Martin Capel .o v atr .t Production Assistant, Jamia Mﬂmy <5
- Jors de Man - s e . WL --#.P
Roy Postma | 07 Voice Casting & Recording by Side K. <47
| : 2 B . Voice Cashngf Andy Emap,k e R BN
Editors | . .4 - Voice Blmction. Jon Ashley USRI AT TR
Jan Bart van Beek ¥ . Dialog f =ngin gavegai&r&,ﬂntiﬂas
Joris de Man TS A el T ?';-ﬁgr':. ..-_'1' R
" Voice Actors J‘ '}ﬁt
Cut Scene Leads /' Kal Webber (Cam Jan Ten ik ,
Jonathan Kray < = Jennifer Lawrence (Shadnw [ﬁgﬂr) f
Wiek Luijken 7 Tom Clarke Hill Rico Ua!amuez} ' .
_Sean Pertwee (! Gregor Hﬁ:ha}*'ﬁf _. ey
Cut Scene Animation Lead +* 5+ Brian Cox (Scolar Visari) e o “-2“1: g
Matt Ewbank . Steven Berkoff (General Lenla'} AR, el S 20
Ronny Cox (General Adamms) " 44 =SHREE St |
Cut Scene Production ' Bob Sh&rman (General Vaugiﬂun} - e
Desmond van den Berg il q ‘
Nick Liburd Additional ISA Voices . . T ro N
Miguel Angel Martinez John Schwab, Kennie Andiews i{eny Shale*Enc
Vincent van Soest ., «Meyers, Larissa Murray:. L
Espen Sogn B l.'
| . Additional Hel Voices"™ T; '“-',; e
Additional Cut Scene Production Johnathan Keeble, Gﬂl‘)ﬁMarhn TR
Paulus Bannink o i e R * ‘-T;., R
Eric Cochonneau vt Models " s
Michiel van Iperen Nlm uan der Helm {Gﬂﬁm Jﬂn T&inpla') £
Sjoerd de Jong > en{Shadow Marshal Luqqﬁ- e :
Erik van der Pluym | oel (Sgt Rico Val ueZyia :‘-J, M R
Stefan Rademakers | Mm:h Jansen (Colonel Gregor j R Yy N
Roderick van der Steen Réne Wielings (General Lente). - = 0 v Fnan
Richard Stitselaar Tim de Zwart (General Adams) : At S
Paul Erik Trouwborst Joep van Egmond (General Vaughtnn] RS Sae
Animatics Director Additional Model
Rogier Gerritsen Remco Straatman, Gino Dammers, Roland Ijzarrnana
Nati Zeidenstadt, Derk van den Elﬂan Lnﬂa dﬂ Eet;&
Animatics Editing Harry Schouten % T
Gabe & Gabe Productions AR '-.
Game Intrs Motion Capture by Audiolloﬁonuu :
Animatics Actors Dave Carter, Tim Doubleday, Bnan Mitchell, Mick Y
Joshua Baumgarten ' Moms ,!ﬂmaa Wlt
Jan Bart van Beek v ‘ b
Daniel Beukers TN A WE]G m
Lotta de Beur ' : AR iposition and DruMstratmn
Derk van den Elzen T T S S donis de Man '3'3'-"-1‘3 3
Michiel Fransen » IS AT St SRR i v L . %
Jennifer de Jong B N7 SR S e SR ST -Séora Cupwst ' &
Boris Klerkx BRLASR'Y . e Henk van der Schalk
Joris de Man LN I Sl ks _ 3 vt
Ursula Mirowska St A S Eeund I}Hign Pl N '“‘-'“ . T
Demis Veltman SR N0 MRS, Todensde Man o S LM
Game Intro & Teaser Trmlﬂﬁoducﬂﬂ?_# R (R SR LT
by Axis Animation s 4 Additional Sound Editing
Director, Graham McKenna .+ RSB A A ~Marijn Jonge: 3
Executive Producer, thhaﬂlsm R R §
Producer, Sam McCarm -rv;u‘.ﬁ:-';'; usi
Tech Supervisor, StuaﬂAithen R
CGArﬂttn TomB anLA!an
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Recorded at Bmduv Smdios Smky
Soundstage, Prague -July 2004

Jan Holzner, Recording Engineer

Michael Hradisky, Assistant Enginaer
Stanislava Vomacova, Translator

James Filzpatrick. Orchestral Contractor and Music

Supervision

Cut Scene Sound Effects Design & Pre Mix by

Jungle Sound

Itzik Cohien, Nitzan Danon, Sha:,r Fahlma Nimrod Mor

Special Thanks:

Michiel- Mol mmn&aﬂmcra Darie Bekers Figekie

(Btm: Dawd;::}wry Nigel Collier, Mark Davies
KEMWHM(

r
Ben Duncan

Assistant Producer

Eﬁcuﬂv& Producer

Peter Hawley

Vice Prﬁldent, External Development
. ‘h,Midlaﬁi Denny

Wre Development Manager
% McSherr:.r

s0bcial Thanks

Bﬂrhﬁﬁl'huse Kyle Shubel, Phil Harrison, Shawn
“Layden, shim Deguiter, Daniel Brooke, Joanne
. Vicky Lord, Laura Owen, Andrew
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<Kong, TBWA, Random Media, PlayStation Dot Com,
" Dreamwave, Nixon, Octane, SCEE Operations and all
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_ Smim Martin Alltimes, David Bowry, Greg

+ the temitory PR & Marketing teams for their
* enthusiasm, support and dedication.

SCEA SANTA MONICA STUDIOS
Producer
Barbara House

Associate Producef
Kyle Shubel

Director, Product Development

Allan Becker

Vice President, Product Davalupmaﬂt
Shuhei Yoshida

“Technical Director
Jan Steele

Nancy Gatehouse, Jennifer de Jong,

photography), Charlie Knight, Sanne
del Mulvan Gttﬂrlm Rnbtn Pu!ters SN Systems

SONY couPUTER EHTERTAIHMEHT EUROPE
Produce -

SCEA ONLINE TECHNOLOGY GROUP
Director
Glen Van Datta

Sentor Project Manager
Greg Becksted

Game Integration Lead
Ramana Prakash

SCE-RT Engineers
Mark Jacob

Ken Miyaki

Ernka Kato

Trang Ho

Adam Harris

Steve Slover

SCEA1ST PARTY QUALITY ASSURANCE
Director
Michael Blackledge

Senior Manager
Ritchard Markelz

Test Manager
Michael Graham

Game Test Engineers
Bab Staite
Mike Pulst

QA Analysts
(3abe Datte
Brian Nolan

Shaun Penney

GTE Component Team
ocoft Nyce
Matthew Zauher

Analysts

Joseph Schmedding
Ferdinand Macalos
Mathew Bolger
Francis Cancio
Kirk Monje

Fredrick Fabian
Jonathan Laughlin
Nathan Rees
Robby Cheverton
Clay Bas%awskl

.Jnshua Kahelin
“Robert Craddock ™ -

.2 Rush
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Jeremy Quirante

- Daniel Hutchins

Jacob Cruz.

Shawn Woaldridge .
Jason Deleon .
Mario Wiechec
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" Albert Chang
Brnian DelCarmen
Jesse Morgan
Seferino Gallardo
Dwight Gibson
Asher Engel

" Alex Warren
Bryant Hunter
Jamie Khamsouk
Donald Carothers
Brian Geis
Arun Singh
David Boulom
Mark Juhao Chao
Samson Lui
Cody Myrick
Martin Crespo

Lab Technician
Vince Loughney

ONLINE GAMING SUPPORT & TOOLS TEAM
Manager Online Gaming Support & Tools Team
Ken Kribs

Technology Manager
Kevin Simmons

Client Simulation Administrator

Chris Depuyd

Support Game Engineers

Chris Cromwell, Michelangelo Gallina, and Masa

Ogasawara

Project Management Supervisor

Eric Ippolito |

Project Coordinator ' ‘ :

Jason Coker i," TR
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SCEA INFORMATION TECHHW .

Director e 1 ‘_ 5

Chariesﬂmy

{’.hm Dudley
_Andrew Lee -
“Sven Hmlmn s
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SusarNourai = "
Director, Promotians
Sharon Shapiro
Director, Public Relaﬁm
Molly Smith . | ]
Public Relations Taarn.. o e J
Ron Eagle e R
Ryan Bowling TR e
Paul Murphy SR A
Director, Direct and Online Marketing
Steve Williams
Director, Creative Services
Ed DeMasi |

A
Creative Services Manager
Jack Stler
Creative Services Specialist
TJ Cenﬂun;t
Pﬁrﬂ nf Pun:hm Manager S
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- ONLINE USER AGREEMENT -

=

PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREETO ITS -
TERMS BY CLICKING THE "ACCEPT" OR "DECLINE" BUTTON AT THE BOTTOM OF THIS SCREEN. IF |
YOU CLICK THE "DECLINE" BUTTON YOU WILL NOT BE ABLE TO PLAY THE ONLINE VERSION OF THIS
GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA INC. (“SCEA") CONSUMER -
SERVICES AT 1-800-345-7669 WITHIN 30 DAYS OF YOUR PURCHASE FOR REFUND OR RETURN
INFORMATION. PLEASE HAVE YOUR PURCHASE RECEIPT AVAILABLE.

1. ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 years or older. By
clicking the *"ACCEPT" button, you affirm that you are an adult 18 years or older and you are accepting this
Agreement on your own behalf or on behalf of your minor child (under 16).

2.GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for play on a PlayStation®2
computer entertainment system only. You may not (i) rent, lease or sublicense the software, (i) modify, adapt,
translate, reverse engineer, decompile or disassemble the software, (iii) attempt to create the source code from
the object code for the software, or (iv) download game content for any purpose other than game play. You may,
however, transfer all your rights to use the software to anotfier person provided that you transfer the original
product and this Agreement with the software.

3. AUTHENTICATION. This software uses “DNAS" (Dynamic Network Authentication System), a proprietary
authentication system created by Sony Computer Entertainment Inc. (SCEI). "DNAS’ retrieves information about
a user's hardware and software for authentication, copy protection, account blocking, system, rules, or game
management and other purposes. The information collected does nol identify the user personally and will not be
shared with any non-SCE company. SCEI, SCEA and their affiliales cannol guarantee the confinuous operation of
the “DNAS” servers and shall not be liable for any delay or failure of the "DNAS™ servers to perform. If you
receive a message during login identifying a "DNAS” authenlication error, please contact SCEA Consumer
Services at 1:866-466-5333. For additional information conceming “DNAS”, visit www.us.playstation.com/DNAS.
In the event of a systems mr.umpahbﬁ-liy or imperahmty with “DNAS”, the sole liability of SCEI, SCEA and their
affiliates shall be limited to the repair or replacement of the user's affected game software, console, or peripherals
at the option of SCEA. SCEI, SCEA and their affiliates shall not be liable for any delays, system failures,
authentication failures, or system outages, which may, frum time fo time, affect online game play or access
thereto.

4. COLLECTION OF INFORMATION. Before you can play, you will be asked to.create an account with a user,
player or other game name (‘game name”) and password. You may also be asked to select or provide additional
information for a game profile. This information will not identify you pefsonaﬂy.

5.PROTECTION OF IDENTITY. When you choose a game name, moose an alias to protect yuur identity. Mmd

using any part of your game name in your password. When you choose a password, choose a unique :
combination of letlers and numbers that is unrelated to your game name or o any In{urrnawn you may. share

with other players in the game. SCEA will not ask you for your password and you should not provide this "

information to any third party. This game will save your game name, profile and password automatically. i y ,wfur .
game name is inactive for an extended period your account may be deactivated. To inquiré abouta deat:ﬁated
account, please contact SCEA Consumer Services at 1-800-345-7669. You agree that yol have no exﬂedahon of -
privacy or confidentiality in the personal information you may intentionally ‘or unintentionally disciose leougl'l

login, game play and chat. You should avoid saying anything personally Idenﬁ‘!m in oha{. QGEAIHSHE liability

for any violation of this Agreement by you or by any ather player. |

arn,.r behavior that wuuld be abusive or nﬁanswe to other players, d‘mmpme u.'tﬂ-.g mi
otherwise illegal. This includes but is not limited to: | $ s
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& .athnmally or rellgmusly offensive, sexually' abusive, obscene or defamatury ety B
..+.{¢) Selecting as a user, character, clan or team name any word, symbol or combination & ahd symbcals
which is identical to or substantially similar to any character, weapon, vehicle or odﬁ-ideﬂadﬂa! property

- element owned by SCEA which appears in this game or any other SCEA r].]ame >

- (d) Using content that is commercial it nature such as advertisements, solicitations‘and mmhons for goods or

services;

(e) Falsely representing that you are an employee of Sony Corporation, Sony Gompuier Entertainment America,

or any other affiliated or related company; _

(f) Disrupting the normal flow of chat in game chat rooms;

. {9) Making a false report of user abuse 1o SCEA Consumer Services (see b-ebw]
(h) Violating any focal, state or national law including but not limited to laws related to copyright, trademark,

- defamation, invasion of privacy, identity theft, hacking and the distribution of counterfeit software;

{i) Using a cheal code or cheat device. For a detailed explanation of the SCEA policy on cheating visit

~www.us, playstation.com/onlinecheating.

If you violate this Agreement in any manner, SCEA may al its discretion and without notice to you temporarily or
permanently block your account in this game and any related games. In appropriate cases, SCEA may bring legal
action against you or cooperate in any government or private legal action or investigation relating to your conduct
within the game. To report violations of this Agreement of to inquire about a blocked account, call SCEA
Consumer Services at 1-800-345-7669. SCEA has no liability for any violation 0{ this Agreement by you or by any
other player.

7. WARRANTY/DISCLAIMER. SCEA WARRANTS TO THE ORIGINAL PURCHASER OF. THE GAME DISC
THAT THE DISC IS FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP FOR A PERIOD OF NINETY
(90) DAYS FROM THE DATE OF PURCHASE. SEE GAME MANUAL FOR LIMITED WARRANTY DETAILS.
EXCEPT AS PROVIDED HEREIN, THE GAME DISC, SOFTWARE AND ALL RELATED SERVICES ARE
PROVIDED "AS IS"AND, TO THE MAXIMEM EXTENT PROVIDED UNDERLAW, SCEA DISCLAIMS ALL
WARRANTIES OF ANY KIND, WHETHER EXPRESS OR IMPLIED, INCLUBDING BUT NOT LIMITED TO ANY
WARRANTIES OF MERCHANTABILITY. OR FITNESS FOR A PARTICULAR PURPOSE. Without limiting the
foregoing, SCEA does not promise that this software will work properly with any network adaptor, modem,
memory card or other peripheral device that has not been licensed by SCE| or SCEA. To insure compalibility use
only PlayStation® or PlayStation®licensed products, Additionally, SCEA does not guarantee that you willbesgble
to play this game at any fime you want. ‘From fime to time, there may be problems related to access, delay and
failure to perform that are beyond Hﬁiﬂﬂm and reasonable control of SCEA. In the event of a dispute
regarding the online functionality of this Wﬂ{&ﬁ:&pl withiregard to the operation of "DNAS” explained in

' raph 3 above), you agree that the soleliability of SCEA and its affiliated companies will be limited to repair

‘H:ea!auernen{pf the game software at SCERs'npﬁn “SCEA may, at its sole discretion, dlsmnhnue hosting of
ﬂm gamasel)}ﬂtatany time: - SCEA has no liability P&mh dlg;onnnuanne |

'I *-_.1 = -" .
BmDIFICATIGN SCEA at its sole discretion may md#] Ihﬁ,bﬂm of thls Agrearneni at’ any time. You are
re&pﬂmﬂﬂe for reviewing the terms of this hgreament each time you login to play. By accepting this Agreement
playing the ‘game online, you agree to be bound bﬁﬂ current terms of the Agreement. To print outa

'.us playstaﬂmmmfaupporumagmements

4 ' .lei:l in accordance with the Jaws of the State
-2 , i the State of Cali!amia Bamtawes submit

; :my ﬂfﬂﬂhﬁrﬁm&nt using your mmpulaf gn

EQTIREA@EEMEHT This Agreamantmnstihiﬁ#;_ ,- ment
i oy v 30 5 e e g '
mfﬂ“EﬁE ﬂ%mms ﬂfthe parties, all,of which are:metgedherein;




~ LIMITEDWARRANTY

Sony Computer Entertainment America (SCEA) warrants to the Drlgmal 3

purchaser of this SCEA product that this software is free from defects

in material and workmanship, for.a period of ninety (90) days from the ..
original date of purchase: SCEA agrees for.a period of ninety (90) days
either repair or replace, at.its.option, the SCEA product: You must call
1-800-345-SONY (7669) to receive mstructmns to obtain repair/
replacernem SErVices. |

This warranty shall not he apphcable and shal 'be void if the defect in
the SCEA product:has arisen through-abuse, unreasonable use,
_mistreatment or neglect: THIS WARRANTY IS IN LIEU OF ALL OTHER
 WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF
“SANY NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY
f;"':--'-. IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT,
S INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR
B PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY
& ;'?EFKJD DESCRIBED ABOVE, IN NO EVENT WILL SCEA BE LIABLE

.a‘.l

B

Some states dE} not allﬂw limitations as to how long an imphed
warranty lasts and/or exelusions or limitations.of consequential i
damages, sothe.above limitations and/or exelusions of liability may
not apply to you. This warranty:gives you specific legal rights, and

you may also have ‘other rights whichvary from state to state.

Sony Computer Enlenamment America (SCEA) warrants to the original
purchaser of this SCEA product that this software is free from defects in” A
matenaf and wurkmansmp or penod of mnety (90) days from the. nrjglnal
date of plirchase.'SCEA agrees for a period of ninefyt(80) ﬁaxs t&ﬁﬂhﬂf 2
repair or replace, at its Option;.the SCEA prﬂd@bm: m sticall - £
1 BﬂfﬁgﬁE SGNY to recew& mstruclmns 0 obtain g ::;r-:f-;‘.;‘.a.fre ;J‘}

..-i;f-'*l'r
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Kilizonag is a trademark of Sany Computer Entertainment Europe 2004 Sony Computar Entertainment Europe. Develbped by Guerrilla. All rights
reserved. Players are responsaible for all appliceble intarmes
Memory Card (BMB) (for PlayStation 2] (each sold sepieyttly). Licensed for play on PlayStation 2 computer aglerta
designation only. "PlaySiation™ and the "PS" Family log registered trademarks of Sony Computer Entemainmg
Entertainmant logo is a registered trademark of Sany Corp ion. Qnoline icon s & trademark of Sony Computer En
rafings icon is & radomark of the Entertainment-Software
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Network Authentication System), & proprietary suthentica sys! mputer Ententainment Inc. to provide sscurity and to help

FOREIGN PATENTS PENDING

nd printed in the U.S.A This seftwara uses “DNAS" (Dynamic
protect copyrighted content. THIS SOFTWARE IS CﬂMFﬂ. WITH! SOLES WITH THE NTEC UC DESIGNATION, U.S. AND i
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