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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 patterns
or backgrounds on a television screen or while playing video games, including
games played on the PlayStation 2 console, may induce an epileptic seizure in
these individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If you,
or anyone in your family, has an epileptic condition, consult your physician prior
to playing. If you experience any of the following symptoms while playing a video
game — dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions — IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD type.
Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer 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:
e This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
e Do not bend it, crush it or submerge it in liquids.
e Do not leave it in direct sunlight or near a radiator or other source of heat.
e 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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GETTING STARTED

open buttop ————m——mormo—— _ N
memory card slot 2 disc cover

memory card slot 1 on/standby/
reset button

IR receiver

USB connectors

controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system aceording to the
instructions supplied with your system=Check that the system is turned on
(the on/standby indicator is green). Press the RESET button. Press the OPEN
button to open the disc cover. Place the Marvel:" Ultimate Alliance disc with
the label side facing up in the disc holder, and then close the disc cover.
Attach game controllers and other peripherals as appropriate. Follow the
on-screen instruetions and refer to this manual for infarmation 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

—— R2 button
R1 button

L2 button
L1 button

.
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SONY

directional buttons

left analog stick

(L3 button when pushed down) g :m:
SELECT button - &9 button
ANALOG mode button 7~ ® button
START button

right analog stick

(R3 button when pushed down)

To select menu options, use the 4 and § directional buttons to navigate.
Highlight the desired option and press the €3 button to accept. To select a
menu option, follow the on-screen button prompts and press the €3 button to
accept and the @® button to go back. Marvel:" Ultimate Alliance supports the
DUALSHOCK®2 analog controller. When Analog mode is on, the left analog
stick works the same as the directional buttons.

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 not identify the user personally and will not
be shared with any non-SCE company. A Publisher can combine this information with information from
the Publisher’s records if the user provides the personally identifying information. Before providing
any personal information to a Publisher, please be sure to review the Publisher’s privacy policy and
terms and conditions of use. Do not provide personally identifying information to a Publisher unless
you accept the conditions of use and terms of their privacy policy. SCEI, Sony Computer Entertainment
America ("SCEA") and their affiliates cannot guarantee the continuous operation of the "DNAS" servers,
SCEA 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" authentication error, please contact SCEA Consumer Services at 1-866-
466-5833. For additional information concerning “DNAS,” visit www.us.playstation.com/DNAS. In the event
of a system'’s incompatibility or inoperability 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 aption of SCEA. SCEA, its parents, affiliates or licensed Publishers shall not be liable for any delays,
system failures, authentication failures or system outages, which may, from time to time, affect online

gameplay or access thereto. e




INTRODUCTION

With the sinister Dr. Doom and the Masters of Evil on the verge of seizing
unimaginable power—power that could destroy the fabric of the known -
universe—~Colonel Nick Fury brings together an unprecedented force of the ;4.,
greatest Super Heroes™ in the world. In Marvel:" Ultimate Alliance, you call ’[hea.i
shots and command the team that seeks to defeat an overwhelming army of
villains. But even with this all-star roster of Marvel Super Heroes, do you have *%
the strength, the speed and the cunning to save the day against the ultimate %,
tide of evil? You must, for you and your Ultimate Alliance are mankind’s ;
last hope!

BASIC CONTROLS

left analog stick .. ............. Movement Control
rightanalog stick ................ Camera Control
@ DUTION -5 5 e et oo, BOARMS g s s D Attack Y
@ BURION ... 2l o oI e £ o B Smash o
@ DUTONY & i coh wos i o oR S b ah S e Action
@ DUON . . v o oon o0 wroiamibin winis Son o Sooelis ks Jump
BRRIOI © o' wime IR vk e naidane Block/Dodge h
button ................ ... Team Commands f‘
EEmbutton .. ................... Scroll Automap L %'“
BURON oiiss sw wara 5 e caT Special Powers
4 directional button . ............ .Control Hero 1
= directional button ............ .Control Hero 2
€= directional button . . ............ Control Hero 3
& directional button . ............ .Control Hero 4
. 1 hutton ............. Hero Management Menu

o I T A U 0 A Pause Menu




MENU NAVIGATION

MAIN MENU

Play—>Start a new game, or load a saved game.
Play Online—Join or host a multiplayer game.

Options—Set your sound, camera and controller options and view
the controller layout.

Review—View all of the cool stuff you've unlocked.

PAUSE MENU

Objectives—See all of your current objectives and how close you
are to completion.

Hero Management—Access the Hero Management Menu, which allows you
to see and adjust details of each of your Team members, as well as details of o
your Team as a whole. |

S.H.LE.L.D. Portal—0Opeéns a portal that can teleport you back to your current
Hub Level.

Options—Access the Options Menu.

3

Players—In an offline game, this assigns which controllers are active. :
In an online game, it lists which players are controlling which characters. -~ =~ & -

Load Game—Load a previously saved game.
Quit Game—CQuit your current game and return to the Main Menu.

Use the left analog stick or the directional buttons to navigate through all of the
menus in the game. Use the €3 button to advance a menu, and the @ button to

»..back up a menu. Some menus will have more options, and the buttons for that

functionality will be listed on the screen.

SAVING THE GAME

Throughout the game, you'll find S.H.I.E.L.D. Access Points. These will allow
you to save your game. You can also add or remove characters from your
current Team, and extract your Team to any other S.H.L.LE.L.D. Access Point
you've already found.




HEADS-UP DISPLAY (HUD)

The HUD gives you quick, easy access to all of the information you need to
guide your Team of Super Heroes through the game.

Powers—Your Super Heroes have Special Powers. Hold down the button to
bring up this menu, and press the &, @, @ or @ button to activate the Power.

Mini-Map—Shows you where you are within the current level. Also shows you
objectives, zone exits and S.H.I.E.L.D. Access Points.

Health Meter—Shows how much health your Super Hero has left. Taking
damage reduces this.

Energy Meter—Shows how much energy your Super Hero has left. Using
Special Powers reduces this.

Team Al—Hold down the buttur}-’io see the Team Al menu. Change the Al
of your Team. See the section Team Commands on page 9 for further details.

Enemy Health Meter—Shows how much health the enemy you're currently
targeting has left.

CHANGING CHARACTERS
You'll notice the four portraits in the lower left corner; each one represents one

of the Super Heroes currently on your Team. Push the corresponding directional
button to take control of that character.

4




COMBAT BASICS

The action in Marvel:” Ultimate Alliance comes at you fast and furious. Here
are the basics to help keep you on your feet:

BLOCKING AND DODGING

Press and hold the button to block incoming attacks, an especially useful
tactic when battling a boss or facing a room full of enemies. Press the
button while moving to dodge. Stay out of the path of ranged attacks, or use it
to quickly flank shielded enemies.

DOUBLE-JUMPING AND FLYING

If you press the @ button to jump, and press it again while in the air, you’ll
perform a double-jump, allowing you to make it across large gaps and reach
otherwise inaccessible areas. If your Super Hero has the ability to fly, pressing
the @ button while in the air will make him fly; use the @ button to return him
to earth.

Some Super Heroes have special abilities that aren’t quite flying but are more
than a jump (like lceman with his Ice Slide). For these Super Heroes, press the
@ button to jump, then press and hold the @ button to activate their Powers.

SWIMMING

At points during Marvel:” Ultimate Alliance, you'll find yourself traveling |
underwater. Press the @ button repeatedly to swim; if you stop pressing the

button, your Super Hero will slowly drift back to the ocean floor.

WIELDING WEAPONS

Scattered about different levels are weapons that your Super Heroes can pick
up and wield; you'll be able to identify them by the sparkling glow around
them. Press the @ button to pick them up, and the €3 button to attack with
them. These weapons are significantly stronger than your Super Heroes'’
normal melee attacks, but will break after some use.

e

MELEE COMBOS =

Pressing the different attack buttons in succession will allow you to
perform melee combos with additional damage bonuses or special effects.
Some examples: |

Knockup Attack . ......... D, D, @ buttons
TAD 25w ohi s 57 5o vads sanok 3, @, & buttons
Stun ..., D @, @ buttons
FlyingSmash ........... While in mid-jump,

press and hold the
& or @ button




GRAPPLING COMBOS AND THROWING

When battling, press the @ button to grapple with your enemies. From here,
there are several options:

TRIOW. ;<. s e s Move the left analog stick in any direction
to throw the enemy in that direction.

Melee Combo. ...... Repeatedly press the €3 button to attack
the enemy while holding them in place.

Smash Combo ...... Press the @ button to perform a special

smash attack.

You can also grapple with enemies carrying shields and weapons to rip their
gear out of their hands.

HEALTH ORBS, ENERGY ORBS AND S.H.LE.L.D. CREDITS

As your Team battles against the forces of Dr. Doom, you'll take damage to
your health and use up your energy, calling upon your Special Powers. In order
to replenish your health and energy, you'll have to collect the Health and
Energy orbs (red and blue) that pop out when enemies are defeated. The orbs
may also appearwhen objects in the environment are destroyed, so leave no
crate unpunched!

Enemies and objects will also drop S.H.L.E.L.D. credits, which can be used to
improve your outfits. (See the Character Outfits section on page 11 for
further details.)

Note: The orbs will naturally gravitate toward the Super Hero most in need. If
all of your Super Heroes have full health and energy, any orbs collected will be
converted into XP

ADVANCED TACTICS

SPECIAL POWERS

Each of your Super Heroes has
Special Powers that define them
as a Marvel Super Hero. Some
are offensive, some are boosts
for your Team, and some are
powerful enough to change

the tide of the most difficult
boss battle.




To use your Special Powers in battle, press the IZER button to bring up the
menu. There are four icons, each one mapped to the €, ®, ® or & button.
Press the appropriate button to use the specific Power.

Note: You have to have enough energy to use the Power. (See the Character
Powers section on page 10 for further details on Special Powers.)

HOT-SWAPPING POWERS
Each of your Super Heroes has
more than four Powers...so how
do you access the Powers not
already assigned to a button?
Hot-Swapping gives you access
to all of your Powers on-the-fly.

Press the IGER button to bring

up the Speci;l Powers icons,
and then press the appropriate
directional button in the direction
of one of the four icons. This brings up another series of icons, which
represents the other Powers that can be assigned to'that button. Continue to
press the directional buttons to cycle through all of the available Powers.

WOLVERINE’S RAGE '
He's the best there is at what he does, but what he does best isn’t very nice.

You’ll notice next to Wolverine's Health and Energy bars a series of dots that
gets filled in as he deals out damage to enemies. This is his Rage meter, and
when it’s full, he enters his Berserker state, and gets a whole new set of
Special Powers that deals out extra damage and mayhem.

As a trade-off, Wolverine will only gain a new point to increase his Powers
every other level.

COMBOS

The best part of a Super Hero Team is when your heroes work together. When
two Special Powers hit the same target at the same time, you'll do bonus
damage to the target. You can use the Team Commands to make your Team
members attack with a Special Power, and then time your own Powers to take
down tough enemies.

TEAM COMMANDS
It's important for everyone on a Team 1o be battling together, and Team
Gummands give you control over how your Al Teammates act.
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Press the button to bring up the Team Commands icons. While holding '

i
down the button:

* Press the 4 directional button to set your Teammates to Aggressive
(immediately attacking the enemy you have targeted). W

e Press the & directional button to set your Teammates to Defensive 4
(attacking only when attacked).

¢ Press the = or =» directional button to set your Teammates to Normal
(attacking nearby enemies and defending themselves). \

SPECIAL ENEMIES

Many of the enemies you’ll encounter in the course of the game have their
own Special Powers and equipment; you'll be able to identify many of them
by the glowing rings around their feet. Make sure you're aware of them while
you're battling, as some of their Special Powers will radiate out, affecting all
other enemies in the area.

BOSS BATTLES -

As much as some Super Heroes would prefer to just charge in, pound away. at
the bad guys, and see who's left standing at the end, some foes require more
brains than brawn in order to defeat them. When encountering a particularly
difficult battle, take a moment to look around your environment for clues.
Sometimes, with a little planning and good timing, you can defeat seemingly
invulnerable enemies without throwing a single punch.

IMPROVING YOUR CHARACTERS

As you progress through the game, your Super Heroes will gain XP in a variety ot ¢
of different ways: defeating enemies, defeating bosses, completing levels,
absorbing extra Health and Energy orbs, and more. When one of your Super
Heroes has accumulated enough XP, they will gain a new level of Stats

and Powers.

- CHARACTER POWERS
To view a Super Hero's Stats and Powers, go to the Hero Management Menu
(from the Pause Menu, or press ™ to go there directly), and then press the
@ button to access a Super Hero’s detailed information.

Increasing Powers

When a Super Hero gains a new level, you'll be able to assign a point to
improve one of their Powers. This will increase the damage done, or duration
of the boost, but it will also increase the energy cost of the Power.
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Assigning Powers

You can also assign specific Powers to buttons in this menu. Use this menu in

combination with the Hot-Swapping icons to make sure that all of your Super
Heroes' Powers are ready to use.

Character Outfits

Your Super Heroes will all start out with their default outfits, which have
bonuses that can be upgraded using the S.H..E.L.D. credits you collect. As
you progress through the game, you'll be able to unlock new outfits for your
characters, with different bonuses that can also be upgraded.

Character Gear

Certain enemies will drop special items that your Super Heroes can equip.

Pay close attention to what bonuses the Gear gives, as you can only have one ,
piece of Gear equipped at a time.

Character Stats
This is where you can review your Super Heroes’ stats.

Auto-Leveling and Auto-Assigning

The Powers and Gear menus have an option at the bottom which determines
whether or not the game will automatically assign points to Powers when you
level, and Gear when it’s picked up. By default it set to Automatically Assign;
press the @ button to toggle this feature on and off.

N
]
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IMPROVING YOUR TEAM ol

As you progress through the game, not only will your Super Heroes gain levels,
so will your Team. When your Team defeats enemies, rescues civilizations and
just generally saves the day (as Teams of Super Heroes tend to do), it will
increase your Team’s Reputation and you’ll be given special bonuses.

v To access the My Team menu, go to the Hero Management Menu and press

the IEm button. Here, you can see the specific bonuses your Team can
improve, as well as your Team’s name, logo and roster. You can also see how
you stack up next to some of the classic Teams in Marvel history.

Note: The bonuses you gain for your Team only apply when all four members
of the Team are together. If you swap one character out in favor of a new one,
well, that's a whole new Team, and you’ll lose 50 reputation points every time
you change out a character.




THE S.H.l.LE.L.D. SIMULATOR

Throughout the world of Marvel:" Ultimate Alliance, you'll find S.H.L.E.L.D.
Simulator discs. These allow you to access the S.H..E.L.D. Simulator, and review
some of the most iconic moments in the histories of each of the major Super
Heroes in the game. And not only will you get to see what happened, you'll be
able to play out the entire encounter. When you find a S.H.L.E.L.D. Simulator disc,
you'll immediately be given the option to pause your current game and enter the
S.H.LLE.L.D. Simulator. Don’t worry about your current game: it will be saved, and
after the simulation session is over, you'll be returned right where you were
when you found the disc. If you don’t want to pause in your current game, you
can access the S.H.L.E.L.D. Simulator later, either directly from a S.H.L.E.L.D.
Simulator console or in any of the game’s Hub Zones.

'L“

MULTIPLAYER

OFFLINE
At any time while playing Marvel: Ufimare Alliance, a friend can sit down on
the couch next to you and join in. Jlﬁt plug in a second controller (or third, or
fourth), and press ». .

When = is pressed on the second controller, the HUD divides into four parts,
one for each Super Hero available on the Team. You’ll still be able to switch to a
free Super Hero on your Team, at any time, by pressing the correct directional
button. When playing with three other players; you are unable to swap
characters. Also, when a new player joins, you are given the option of which
Multiplayer mode you would like to play.
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COOPERATIVE MODE
In this mode, you and your friends will be able to play through the entire game,
battling alongside each other to defeat Dr. Doom.

Note: During a Cooperative Simulator mission with only one Super Hero, the
other players will be controlling the enemies that Super Hero is battling. You
can switch between free enemies by using the directional buttons, just as you
can with the Super Heroes™ in Cooperative Story mode. -

ARCADE MODE

In this mode, not only will you and your friends be trying to save the world from
Dr. Doom, you'll also be competing against each other. The game will track the
damage each Super Hero delivers, the number of knockouts and several other
stats, and then let you know at the end of the level which of you is the “Most
Valuable Hero.” Look for bonuses hidden in levels to boost your competitive
stats. Additionally, at the end of a mission, one player will be crowned the
Mission Winner.

Note: In Arcade mode, you're unable to change characters during the course
of a level. If you change Super Heroes in between levels, all of your
accomplishments will be reset to zero for your new Super Hero.

ONLINE PLAY

To play Marvel:" Ultimate Alliance online, you'll need a dedicated broadband
connection to the Internet with at least 128kbps upload bandwidth and
128kbps download bandwidth. Sharing your network connection among
multiple computers or game consoles may reduce your bandwidth and cause
instability when playing online. If you're unsure about the bandwidth of your
broadband connection, please check with your service provider. For the best
experience, plug your Internet connection from your broadband (DSL or cable)
modem directly into your game system. Because of variations in routers, not all
routers are supported by this product. s

VoIP Bandwidth Warning:

When playing a multiplayer online game in which muitiple pﬁmﬁants are

using headsets, the game performance and ¢ommunications latency may be

increased if there is tnsufﬁ.c:ent network bandwidth. The perceived effect may _
be a slow down of the game or disconnection from the other parties. Therefore, :
it is recommended that players using headsets for in-game chat have an

upload bandwidth of at least 384kbit/s. Contact your Internet Service Pravider if

you are unsure of your line capacity.




Note: By joining an online session, you must leave the Activision-controlled
environment for Marvel:. Ultimate Alliance. The game'’s content has been rated
for Teen audiences, but the-.content of the game may change due to
interactive exchanges. Activision and Sony Computer Entertainment America
take no responsibility for content external to the game itself. Please read our
terms of use for online play at www.marvelultimatealliance.com.

To play online, you must have a network adapter (Ethernet/modem) (for
PlayStation®2) connected to your PlayStation2 computer entertainment
system. You'll also need to have a network configuration file saved on your
memory card (8MB)(for PlayStation®2). Network settings can be created using
the Network adapter Start-Up Disc included with the Network adapter.You can
use the Network adapter Start-Up Disk that came with your network adapter
(Ethernet/modem) (for PlayStation®2).

Note: America Online is only supported through the Network adapter Start-Up
Disc that'’s included with the Network adapter (for PlayStation*2).

After getting into the online menus, follow the directions to lead Cooperative
mode or Arcade mode gameplay. -

Join Game—=Select your preferred game options to view a list of available
games to join.

Host Game—Setup a new 2—4 player campaign with level 1 characters.

www.marvelultimatealliance.com




o

& -

Blai e "

e e

] e

Raven
Project Lead
Dan Vondrak
Animation Lead
Kris Peterson

Art Director
Dan Hay

Design Lead
Keith Fuller

Programming Lead
Dan Edwards

Technology Lead
Gil Gribb

Next-Gen Tech Lead
Jeff Newquist

Story and Dialogue Lead
Bob Love

Audio Leads
Ellen Lurie
Artists
Glen Angus, Jeremy Blumel
James Bradford, Jeff Butler
Cory Carani, Mitch Cotie
Les Dorscheid, Gina Garren
Caryn Law, Simon Mills
Jeffrey Moy, Matt Oppriecht
Isaac Owens, Jeff Peterson
Ben Shore, Derek Smith
Jason Smith, Andy Trabbold
Matt Vainio

Art Assets Manager
Will Edwards

Additional Art
Derrick Hammond
Ze'ev Harris, Nicole Norman

ANIMATION
Animation Lead
Kris Peterson

Animators
David Gulisano, David Lam
Eric Schlautman, John Sinclair

Design

Sean Campbell, Damien Foletto.
Mike Majernik, Justin Negrete "

Tom Odell, Matt Pinkston
Clem Samson-Samuel
Mike “0z" Schulenberg

Greg Walek, Stu Wiegert

CREDITS

Programming
Andre Beardsly-Dusette
Ste Cork, Justin Crouch
Ryan Danz, Mike Ekberg
James Justin, Kathleen Marty
Simon Parkinson
Nathan Rausch
Aurelio Reis, Allison Salmon
Aaron San Filippo
Adam Sherburne
James Singer, Marcus Whitlock

Additional Audio
Kevin Schilder

Additional Programming
Nick Penwarden

Motion Capture Manager
Bobby Duncanson

Motion Capture Animation
Nicholas Stevenson, Caleb Zart

Director of Mission Briefings
Jerry Ashworth

Creative Consultant
Rob Gee

Line Producer
Michael Abell

Raven Quality Assurance
Ryan Jackson

Mocap Actors
oara Elizabeth Phillips
Erin Schuette, Jeff Skybal
Ryan Winkles

STUDIO ADMINISTRATION
Studio Head
Brian Raffel

Director of Product
Development

Mike Crowns

Office Management
Charlie Bernstein
Mary Prescott
Chad Riggleman, Kristin Todd

SPECIAL THANKS
Eric Biessman
Artavan Mkhikian
TJ Cobb, Jacob Crowns
James Drews, Scott Everson
Paul Hart, Peter Hueschen
Rena Noel, Rick Porter
Paul Richards, Jeff Riechers

Kevin Sherfinski
Wil Sherfinski, David Venden
Zack Quarles

The Raven Software
Marvel:” Ultimate Alliance
team would like to thank

and acknowledge

Brian and Steve Raffel
Stan Lee

our Production crew
at Activision

Blur Studios
Vicarious Visions
Barking Lizards
Beenox
Antfarm
Westfield Comics

Introducing all the new
Raven babies born during
© MUA's development

Allison Marie Crouch
Madeline Danz
Jonah Montgomery Gulisano
Corrine Ann Samson-Samuel
Jackson Vondrak

...and a very special thanks
to our spouses, family and
friends who have given us

their love, patience and
support along the way,
without which this game
could not have been made.

www.ravensoft.com

Activision

Producer
Matthew Paul

Associate Producers
Chris Palmisano, Chris Williams
Omari Valentine, Vince Kudirka

Production Coordinators
Doug Grutzmacher
Matthew Hunt, Scott Berri

Writer
C.B. Cebulski

Executive Producer
Adam Goldberg

Vice President
Laird Malamed

QA/CS
QA Leads (Functionality)

George Ngo, Leviticus Davis
Tim Shanks




QA Leads (Compliance)
Erik Melen, Randolph D'Amore

QA Sr. Leads (Functionality)
Jason Potter, Anthony Korotko
Henry Villanueva, Paul Colbert

QA Sr. Leads (Compliance)
Glenn Vistante, Paul Williams

Director (Functionality)
James Gallaway

Sr. Manager (Compliance)
Marilena Rixford

QA Managers
Matt McClure, Adam Hartsfield
Jason Levine

Sr. Manager, Technical
Requirements Group

Christopher Wilson

Sr. Lead, Technical
Requirements Group

Aaron Camacho

Leads, Technical
Requirements Group

Kyle Carey, Marc Villanueva
Robert Lara, Sasan Helmi

Floor Leads (Functionality)
Danielle Pino, Jason Gilmore
Matt Ryan
Jaison Santhosh D'Souza

Database Managers
Wayne Williams, Jeff Burda

Multiplayer Coordinator
Josh Chandler

0A Test Team
Musa Datti, Matt Simmers
Roderick Erwin
Mike Longnecker
Rose Fontanilla, Eric Goldin
Joseph Ziegler, Gus Amador
Gianluca Gallo, Wei Zhao
Jonathan Castro
Steven Shore, Eric Pietro
Melvin Chua, Cesar Velasco
Jennifer Reed, Andrew Linstrom
Seth Sheets, Nathan Jordan
Michael Szczotka
Pauldarian Burns, Kristen Reeves
Emel Bonty, Brandon Willis
Erin Isbell,
Ravishankar
Tathagatha Neogy
Rajat Mathur, Mohit Mehrotra
Abhishek Sharma
Nethravathy, Govind Rao
Amit, Oliver Llyod

Floor Leads, Technical
Requirements Group
Dan Nichols
David Wilkinson
George Rahm
Keith Kodama, Teak Holley
Tomohiro Shikami, Zac Blitz
Jason Harris
Kenny Treantafilos

Test Team, Technical
Requirements Group

Andres Arroyo, Brian Bensi
Bryant Papp, Bruce James
Byrant Hunter, Cesar Muralles
Eddie Araujo, Geoffrey Williams
Gregg Kuwahara, Jared Baca
Kirt Sanchez, Rich Harvey
Rob MacCracken, Robert Riter
Ryan McCullough, Scott Soltero
Todd Sutton, Eric Stanzione

Lead, Multiplayer Lab
Garret Oshiro

Floor Leads, Multiplayer Lab
Jessie Jones, Stephen Frick

Testers, Multiplayer Lab
Charlie Barkhorn
Shamen'e Childress
Bobby Jones, Dinari Lee
Royal Roshto

Lead, Network Lab
Francis Jimenez

Sr. Lead, Network Lab
Chris Keim

Testers, Network Lab
Keith Weber, Sean QOlsen

Testers, Compliance
Peter Beal, Hong Lieu
Josh Martin, Jason Guyan
John Caminiti, Fred Badlissi
Helen Fullilove, Kevin Tucker
T'Challa Dion Jackson
Mike Mejia, Dee Kevin Gibson
Danny Feng, Justin Gogue
Phyrun Deab

Customer Support Managers
Gary Bolduc — Phone Support
Michael Hill = E-mail Support
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Delivery Manager
S. Venugopal
Test Lead
Jaison Santhosh D'Souza
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John Rosser, Indra Yee
Todd Komesu, Vyente Ruffin
Dave Garcia-Gomez
Chris Keim, Francis Jimenez
Neil Barizo, Chris Neal
Willie Bolton
Oussama (Sam) Akiki
Evan Button, Thom Denick
Russell Johnson
Jeffry Moxley, Brad Saavedra
Frank So, Jannifa‘wzieuu
Jeremy Shortell
Dylan Rixford -

Tyler Rivers, Sara Buthm
Stephanie Russell, Rocko

S. Venugopal

LOCALIZATIONS
Localizations Director
Barry Kehoe

Localizations =
Project Manager B
Simon Dawes &

Matt Morton at!

Localization Consultant
Stephanie 0'Malley Deming

Localization
Tools and Support
Provided by Xloc Inc.

MARKETING AND PR
Global Brand Manager
Daniel Jhung

Associate Brand Manager
Vicharin Vadakan |
Senior Director, Global Brand
Management
Rob Kostich

SVP, Global Brand Management '

Will Kassoy

Senior Manager, PR
Ryh-Ming Poon

Senior Publicist
MacLean Marshall




Junior Publicist
Lindsay Morio

. CREATIVE SERVICES
_ VP, Creative Services
Denise Walsh

Creative Services
Assistant Manager

Karen Starr

Packaging & Manual Design
Ignited Minds LLC

( SPECIAL THANKS

s Mike Griffith, Robin Kaminsky

Tom Wells, Sasha Gross

Marvel

Entertainment,
Inc.

Vice President & Executive
Producer, Interactive

Ames Kirshen

President of Production -
Marvel Studios

Kevin Feige
Business and
Legal Affairs
Seth Lehman

Joshua M. Silverman
Ryan Potter, Carl Suecoff

Special Thanks
Avi Arad, Michael Helfant
Craig Kyle, Will Pilgrim
Jana Haney, Mary Law
Liz Cordero, Fernando LaTorre
Tom Murphy

Blur Studio
Cinematic Work

Creative Director
Tim Miller

CG Supervisor
Dave Wilson

Lighting and Compositing
uence Supervisors

Heikki Anttila, Corey Butler
Daniel Trbovic, Tim Wallace

Layout Supervisor
Derron Ross
Animation Sequence
Supervisors
Bryan Hillestad, Derron Ross
Davy Sabbe, George Schermer

FX Supervisor
Kirby Miller

Producer
Gayle Reznik

Layout/Animatic
Andrew Grisdale
Bryan Hillestad, David Nibbelin
Derron Ross

Character Modeling
Shaun Absher, Heikki Anttila
Alessandro Baldasseroni
lan Joyner, Alex Litchinko
Laurent Pierlot, David Stinnett

CG Character
Technical Supervisor

Jon Jordan

Character Modeling
QC Supervisor
Sze Jones

Environment and Prop
Modeling

Chris Bedrosian, Corey Butler
Luis Calero, Zack Cork
Joshua Cox, Bryan Hillestad
Kris Kaufman, lain Morton
David Stinnett, Daniel Trbovic
Tim Wallace, Dave Wilson

Rigging
Steve Guevara, Bryan Hillestad
Mattias Jervill, Derron Ross

Malcom Thomas-Gustave

Hair and Cloth Simulation
Steve Guevara, Jon Jordon
Malcom Thomas-Gustave

Animation
Jeff Fowler, Andrew Grisdale
Bryan Hillestad, Sze Jones
Marlon Nowe, Ruel Pascual
Jacob Patrick, Derron Ross
Davy Sabbe, George Schermer
Jason Taylor, David Vallone
Jeff Weisend, Jeff Wilson
Brian Whitmire, Onur Yelden

Animation Team Manager
Marlon Nowe

Lighting and Compositing
Heikki Anttila, Chris Bedrosian
Corey Butler, Kris Kaufman
Barrett Meeker, lain Morton
Daniel Trbovic, Tim Wallace
Dave Wilson

Effects
Craig P. Brown, Jiyoung Hong
Sam Khorshid, Seung Jae Lee

Kirby Miller, Brandon Riza
David Stinnett
August Wartenberg

Motion Capture
Ryan Girard, Jeff Weisend

Storyboards
Chuck Wojtkiewicz

Concept Design
Sean McNally
Chuck Wojtkiewicz

Tools and Scripts
Diego Garcia, Eric Hulser
Remi McGill

Programming and Systems
Administration

Paul Huang, Matt Newell
Duane Powell, Abe Shelton

Motion Capture Talent
Chris Bedrosian, Steve Gibbons
Chris Hicks, Derron Ross

Production Assistance
Amanda Powell

CRI
Middleware
Co., LTD
Video Compression
and Playback
Vicarious - .

Visions Inc.

President
Guha Bala

CEO/Chief Creative Officer
Karthik Bala

Four Bars
intertainment
CEO
Bob Rice

Composers
Mark Griskey, Chance Thomas
Cris Velasco

Salami Studios
Audio Post Production

Dialogue Mixers
Devon Bowman, Mark Mercado

Talking Dogz

Voiceover Casting
and Direction

Kris Zimmerman
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: Faced with an alieninvasion of epic
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- the world’s mightiest Super Heroes to reunite
and save mankind Irnn certain destruction.
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CUSTOMER SUPPORT

NOTE: Please do not contact Customer Support for hints/codes/cheats,
only technical issues.

Internet: hitp://www.activision.com/support

Our support section of the web has the most up-to-date information available.
We update the support pages daily, so please check here first for solutions.

If you cannot find an answer to your issue, you can submit a question/
incident to us using the online support form. A response may take anywhere
from 24-72 hours depending on the volume of messages we receive and the
nature of your problem.

NOTE: Internet support is handled in English only.

NOTE: The multiplayer components of Activision games are handled only
through Internet support.

Phone: (310) 255-2050

You can call our 24-hour voice-mail system for answers to our most frequently
asked questions at the above number. Contact a Customer Support
representative at the same number between the hours of 9:00 a.m. and
5:00 p.m. (Pacific Time), Monday through Friday, except holidays.

Please do not send any game returns directly to Activision without first
contacting Customer Support. It is our policy that game returns/refunds
must be dealt with by the retailer or online site where you purchased the
product. Please see the Limited Warranty contained within our Software
License Agreement for warranty replacements.

Register your product online at www.activision.com
s0 we can enter you in our monthly drawing
for a fabulous Activision prize.

: | OFFICIAL
| sSTRATEGY
_ ' GUIDES

www.bradygames.com




SOFTWARE LICENSE AGREEMENT

LISE OF THIS PROGRAM 5 SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM™ INCLUDES THE SOFTWARE INCLUDED WITH
THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES
AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS
OF THIS LICENSE WITH ACTIVISION, INC. {"ACTIVISION"),

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solely and exclusively for
your personal use. All ights not specifically granted under this Agreement are reserved by Activision. This Program s licensed, not sold. Your license confers no title
or ownership in this Program and should not be construed as a sale of any rights in this Program

OWNERSHIP. All title, ownership rights and intellectual property rights in and 1o this Program and any and all copies thereof {including but not limited to any titles,
computer code, themes, objects, characters, character names, stones, dialog, catch phirases, locations, concepts, artwork, animation, sounds, musical compostions,
audio-visual effects, methods of operabion, moral rights, and any refated documentation, incorporated into this Program) are owned by Activision o its licensors.
This Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other laws. This Program contains certain
licensad materials and Activision's licensors may protect their rights in the event of any violation of this Agreement.

YOU SHALL NOT:

. this Program or any of its parts commercilly, including but not limited to use at a cyber cale, computer gaming center or any other location-based site.

wision may offer a separate Site License Agreement 1o permit you o make this Program avaslable for commercial use; see the contact information below,
Sell, rent, lease, hcense, distnbute o otherwise transter this Program, or any copies of this Program, without the express prior written consent of Activision,
Reverse engineer, denve source code, modify, decompile, disassemble, or create derivatve works of this Program, in whole or in part.

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

Export or re-gxport this Program or any copy of adaptation in wolation of any appiicable biws or regilations,

LIMITED WARRANTY. Activision warrants to the oniginal consumer purchaser of this Program that the recording medium on which the Program is recorded will be
free from defects in material and workmanship for 90 days from the dale of purchase. if the recording medium s found defective within 90 days of original purchase,
Activision agrees o reptace. free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proaf of the
date of purchase, as long as the Program & still being manufactured by Activision. In the event that the Program is na longer avadable, Activision retains the right to
substitute a similar program of equal or greater value, This warranty s imited to the recording medium containing the Program as onginally provided by Activision
and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has ansen through abuse, mistreatment. or neglect.
Any implied wamanties prescribed by stafute are expressly imited to the 90-day penod descnbed above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING
ANY WARRANTY OF MERCHANTABILITY, HTNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS
(JF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIMISION,

When retuming the Program Tor wamanty replacement please send the onginal product disks only in protechive packaging and include: (1) a photocopy of your
dated sales recaipt, (2) your name and retum address typed or clearly printed: (3) a brief note describing the defect, the problem(s) you are encountered and the
system on which you are running the Program, (4) # you are returning the Program after the 90-day waranty peniod, bul within one year after the date of purchase,
please include check or money order for $20 LS. currency per disc replacement. Note: Certified mall recommended.

In the U.S. send to: Warranty Replacements, Activision, Inc., PO Box 67713, Los Angeles, California 90067

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTMSION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL. COMPUTER FAILURE OR
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION

OF INCIDENTAL DR CONSEQUENTIAL DAMAGES, 50 THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY

TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TOD JURISDICTION

TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and conditions
In such event, you must destroy all copies of this Program and all of ds component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely al privale expense and are provided as "Commercial
Computer Software” or "restricted computer software.” Use, duplication or disdlosure by the U.S. Govemment or a U.S. Government subcontractor is subject (o
the restnctions st forth in subparagraph () 6 of the Rights in Technical Data and Computer Software clauses in DFARS 252 227-7013 or as sel forth in
subparagraph (6)(1) and (2) of the Commercial Compiter Software Restricted Rights clauses at FAR 52 227-19, as applicable. The Contractor’ Manufacturer

s Activision, Inc.. 3100 Ocean Park Boulevard, Santa Momica, Califomiz 90405,

INJUNCTION. Bacause Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be
entitied, without bond, other security or prool of damages, 1o appropnate equitable remedies with respect to breaches of this Agreement, in addition to such
other remedies as Activision may otherwise have under appiicable laws.

INDEMNITY. You agree to indemnify, defend and hod Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmiess from
all darmages, losses and expenses ansing directly o indirectly from your acts and omissions to act in using the Product pursuant to the terms of this Agreement.

MISCELLANEQUS. This Agreement represents the complete agreement conceming this license between the parties and supersedes all prior agreements and
representabions between them. It may be amended only by a writing executed by both parties. f any provision of this Agreement is held o be unenforceable

for any reason, such provision shall be reformied only 1o the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not

be affected. This Agreement shall be construed under California law as such law is applied 1o agreements between California residents entered into and to be
performed within Califomia, except as govemed by federal law and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, Califomia

" & 8 @

RSA BSAFE” SSL-C and Crypto-C software from RSA Security Inc. have been installed. RSA is a
registered frademark of RSA Security Inc. BSAFE is a registered trademark of RSA Security Inc.
in the United States and other countries. RSA Security Inc. All rights reserved.

This software uses “DNAS” (Dynamic Network Authentication System), a proprietary
authentication system created by Sony Computer Entertainment Inc. to provide security and to help
protect copyrighted content. The unauthorized transfer, exhibition, export, import or transmission
of programs and devices circumventing its authentication scheme may be prohibited by law.

For additional information, see www.us.playstation.com/DNAS.
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MARVEL, and all refated characier names and the distinctive lkenssses thereol are trademarks of Marvel Chamcters, Inc., and are used with permigsion, Copyright © 2006 Marved
Characters, Inc. All rights reserved. www. marvel com. This Intorachive game is produced under license from Marved Characters, Inc. Super Heroles 15 a co-owned registered trademark. Game
&2 2006 Activision Publishing, Inc. Activision &5 a regesterad rademark ol Achvigon Publishing, Inc. All rights reserved. Activision makes
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