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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:
* This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
Do not bend it, crush it or submerge it in liquids.
Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure fo take an occasional rest break during extended play.
Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-iree,
soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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MEMORY CARD slot 2 :
MEMORY CARD siot 1 - , - ——— disc tray

. |
[I : P ‘ y : : B - o1 - RESET button
e o 1 ' P =
() = S E ), — .5
= e e=r =t e ——— OPEN button

USB connector

controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system
according to the instructions in its Instruction Manual. Make
sure the MAIN POWER switch (located on the back of the con-
sole) is turned ON. Press the RESET button.

When the power indicator lights up, press the OPEN button and
the disc tray will open. Place the “The Suffering” disc on the disc
tray with the label side facing up. Press the OPEN button again
and the disc tray will close. Attach game controllers and other
peripherals, as appropriate. Follow on-screen instructions and
refer to this manual for information on using the software.

QUITTING 4 GAME IN PROGRESS

During the game, press the ®r button to display the Pause Menu.
Press the directional buttons 4 or § to select Quit GAME, then
press the € button. To confirm exiting the game, press the €3
button again to go to the Main Menu.



DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

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

(R3 button when pushed down)

The Suffering does NOT recommend or support
“Analog Joystick™ controllers that are not
DUALSHOCK®?2 analog controllers.

MENU/SUB=MENU NAVIGATION
Throughout this manual, 1, $, 4= and = will signify pressing Up,
Down, Left and Right on the directional buttons. To navigate

through the game menus (i.e. Options), use the directional buttons
(1, §, &= or= depending on the menu) to highlight a selection.

-




Carnate Island

STATE OF MARYLAND DEPARTMERT OF CORRECTIONS
CONFIDENTIAL INTERNAL MELO: NOT FOR PUBLIC RELEASE
FACILITY LOCATION STATUS REPORT: CARNATE ISLAND

Carnate Island is certainly among the most bizarre and
unique ol the properties owned and maintained by the
Lepartment oif Corrections, and the decision to locate
Abbott State Penitentiary there was dubious at best.

The D.0.C. has received innumerable complaints irom
facility staii, who resent living in such a remote loca=-
tion with such a storied history, not to mention unseag-
sonably pooxr weather. Penitentiaries are not meant to be
pPleasant, ol course, but Carnate takes this principle to
a new level.

The island is located ten miles oii the coast ol
baryland. A Puritan village was the iirst recorded group
ol Caucasian settlers in the late 17th century. Alter
only a ilew decades a horrilying event transpired that
involved the tragic deaths of a number 01 townspeople.
This resulted in the disbanding of the community.

A lighthouse was built on the island in 1834, and is
still in operation to this day. It is now automated,
though it is plagued by Irequent breakdowns.

In the late 19th century, a wealthy family purchased the
entire island and built a sizable estate on its west
side. The family s stay was short lived. apparently they
were deeply traumatized by an undisclosed incident and
immediately moved away.




The mansion was subsequently converted into a mental
institution, though whether 1t was oiiicially accredited
remains uncertain. The Carnate Institution ioxr the
Alienated, as 1t was called, was run by one Lr. Killjoy

until some time 1in the 1920s.

riles indicate that Killjoy' s methods were unscientific
at best, parbaric and depraved at worst. The asylum gtill
stands today, and anyone who has paid it a visit will
have a ghost story 10 tell you.

The iederal government acquired the island in the 1930s lox
use by the US Army during Woxrld War II. Tollowing the war,
ownership was transiexrred to the 5tate oi lMaryland, and the
facilities were converted into abboti 5tate Penitentiary.
Qpexation ol the facility continues to this day.

The U.0.C. also provides varracks ifor correctlons offl=-
cers and their families, necessary since there is no reg-
alar iexrry service to the mainland. Emplojee retention
rate at Abbott is 1OW; ansurprising, given the bizarre
living arrangements that are required ol employees, not
to mention the generally unsettling and unpleasant nature
oi the island itsell.




FACILITY STATUS REFORT: ABBOTT STATE PENITENTIARY

STATE MARYLAND DEPARTMENT OF CORRECTIONS
CONFIDENTIAL INTERNAL MENO: NOT FOR PUBLIC RELEASE
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Uniortunately for the liaryland bepartment of Corrections,
abbott State Penitentiary is a facility whose reputation

is hopelessly tarnished. The iacility has been represent-
ed consistently negatively in the media, but the ifacts do
not paint a pretty picture.

Among abbott’'s iailings: one of the highest homicide
rates ol any penitentiary in the country; an extremely
volatile population, with six iull=scale riots in the
last twenty years; an extremely low retention rate amnong
wardens (there have been eight in the last liiteen
years), not to mention continually disgruntled correc=—
tions oiiicers (oificers have been known to quit rather
than accept a transier to abbott); an aging facility that
has not been properly maintained, with the sea air having
corroded and worn the Tacility; and iinally the ominous
history oif Carnate Island itseli.

AS dillicult as it may be ior us within the U.0.C. to
admit, Ifew who have visited it would deny that abbott' s
reputation is deserved.

Originally, abbott's central structures were used by the
United States aArmy as a Prisoner oi war camp during World
War II. lilaryland acquired the property shortly aiter the
war, and the D.0.C. established Abbott there in 1948,




A rYOocCk quarry was used to provide the raw materials 10X
construction, while the inmates provided the labor.
Maryland transiers only its highest risk and most violenti
inmates here, and the corrections olilcers struggle just to
keep themselves saie.

It is this writer s opinion thatl the oiiicers have given
up on trying to maintain a lacility that is sale 10T
inmates. One can hardly blame them.

The state carries out jts death sentences at Abbott.
rortunately, due 1o geographical reality, death penalty
protesters have a difficult time making 31t to the peniten-—
tiary, which the 7.0.C. views as a plus. a iew protesters
have tried, with sone uniortunate resultis.

Over the years, Abbott has employed a number oi execution
methods: the electric chair, the gas chamber and lethal
injection, which 1S the only one still in use today.
further contributing to .bbott's dark reputation is the
story of Captain Hermes Haight, a Corrections Oificer who
served as executioner 10X SOME 27 years.

In a truly surreal incident, Haight ended up taking his
own liie in the gas chambeX . Uniortunately, this is the
type ol behavior that Carnate Island Seems to bring out 1in
people.
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ABBOTT STATE PENITENTIARY INMATE REPORT
STATE OF MARYLAND DEPARTMENT OF CORRECTIONS
CONFIDENTIAL DOCUMERT: NOT FOR PUBLIC RELEASE

COMPLETED BY: cupervising Corrections Oificer Ethan Edwards
INMATE IDERTIFICATION NUMBER: 162294

HEIGHT: 5’10” WEIGHT: 180 1lbs

HAIR: Tark brown/Black EYES: Brown
MARKS/SCARS/TATTO0S: Large tattoo across Hhis back.

REXT OF KIN: INone.

OFFENSE: 3 counts oif iirst degree murder. Convicted, 8/2.
SENTENCE: Leath by lethal injection.

RELEASE DATE: Scheduled date of execution is Dec. 15
CURRENT LEGAL STATUS: Io appeals pending.

ASSIGNED HOUSING UNIT: L-Block, unit H#DX=02 .

MEDICAL STATUS: Inmate claims to be prone to black outs,
during which time he has no memory o1 his actions. No nmed-
ical data has ever been bresented to back up this eclaim.
Inmate has anger management issues.

NOTES: Corrections officers will need to be mindiul oif
inmate’'s salety due to the nature o1 his crime. DI.0.C.
regulations prohibit discussion oif the speciiics oi an
inmate 's crime between Oliicers, but due to the high level
01 publicity surrounding this inmate’s oiiense I will make
an exception: inmate was convicted of Killing his ex=-wiie
and two young children. Penitentiary population does not
look well on child killers. That said, inmate has a record
0L violent (and sometimes lethal) altercations during pre-
vious sentence carried out at Eastern Correctional
Institution. In short: it seems he is able |

to take care oi hims;li. Llespite j::::T::::
periodic outbursts o1
violence (primarily
against other inmates),
inmate has been very
cooperative with correc-
tions personnel. This
inmate will need to be \
watched closely, though

the amount oi trouble he
could cause on death row

is certainly minimal.




CONTROLLER CONFIGURATION 1A Jemp e sanity
Throw Map Attack

Reload Pause

Inventory

L

L

SON
A

PlayStation
SELECT START 1
ANALOG '

Use Health

Move Look Use

First Person

MAP NAVIGATION
Press the /™ button to view the Map. A red arrow displays your
location.

Press the directional buttons 4 or 4 to scroll the listed levels.
A map of the highlighted level will appear.

Push the right analog stick 4 or § to zoom in and out. When
you re zoomed in, push the left analog stick 1, §, = and = to
view other areas of the map.
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NEw Gaus
After choosing to play a new §
game, select Easy, Medium, Hard
or Impossible to set your game’s &
difficulty level. |

CONTINUE
Quickly load your most recent save.
LOAD GANE

If you've already played and saved a game, select this option to

access your memory card (8MB) (for PlayStation®2). Your
saved games will be displayed and available to select.

OrPrIONS
See OPTIONS, next page.

ARCHIVES
As you explore the world of The §
Suffering, you will unlock pages §
from two books. To unlock the
content, you'll need to finish the §
game and thoroughly explore the &
game-world:

CLEM’S NOTEBOOK - This notebook includes sketches and descrip-
tions of the creatures found in the game.

CONSUELA'S JOURNAL - This journal contains photos of various
locations around the island, accompanied by descriptions of
their relevance to Carnate’s history.

BONUS MATERIAL
View upcoming Midway game trailers, a haunted prison docu-
mentary, a developer “Behind the Scenes” video and more.
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JONTROLLER OETTINGS
The Suffering offers three different §
controller presets to choose from.
Press the directional button 4= or =» |
to cycle the available controller [§
presets.

GAMEPLAY OETTINGS
Press the directional button 4 or ¥ to highlight an option, then
press the directional button 4= or = to adjust settings.

INPUT SENSITIVITY
This option affects the sensitivity of the turn control.

PITCH SENSITIVITY
This adjusts the quickness of the camera response.

INVERT PITCH AXIS

This option flips the direction the camera will pitch. With reqular
pitching, the camera will lock up when you push f on the right
analog stick. With inverted pitching, the camera will look down
when you push # on the right analog stick.

AUTO PITCH CORRECTION
This allows the CPU to handle pitch sensitivity.

AUTO TARGETING
Turn the game’s Auto Targeting ON or OFF.

CONTROLLER VIBRATION
Turn the controller vibration feature ON or OFF.

IN-GAME HELP TEXT

This text will appear on-screen as you play, prompting you with
needed information. You can turn this feature ON or OFF.

BRIGHTNESS

Press the directional buttons 4= or =» to adjust your television
for the best play experience.

% =l
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You can set this option to ON, to have the game automatically
save your checkpoints to in~-game memory. You can also set to
Prompt, so you'll be prompted with an option to save to the
memory card. Select OFF to not save checkpoints at all.

AUDIO OSETTINGS

Press the directional button 1 or §
3 to highlight an option, then
press the directional button 4= or §
= to adjust the volume for the
game's EFFECTS, DIALOG and MuSIC.

SUBTITLES
If you like, you can turn on subtitles that will be displayed on-
screen during in-game conversations.

SPEAKER SETUP
Choose between SURROUND, STEREO or MONO sound, depending
on the type of speaker system you're using.

NOTES

- If you're using a stereo only (2 channels) television, make
sure to change your audio settings to Stereo for best results.

- Surround Sound users must make sure their receiver is set to

PL or PLIL

LOAD SETTINGS

If you have Options settings saved on your memory card, you
can use this option to load the settings. When selected, the game
will access the memory card and load any saved settings.

SAVE OETTINGS

After you've adjusted your settings, you can save them to your
memory card. The next time you start the game, the settings
will automatically be loaded.

G 22



Save Game
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The Suffering lets you save your progress in the game to your
memory card at any time. We highly recommend using a mem-
ory card to enjoy the features you'll find in this game.

Each time you start a game or load a previous save, the game
will read your memory card, making it available for saving
future data. Within gameplay the game will let you save your
progress to your memory card at any time.

To save, press the ® button to access the pause menu. Within
this menu, select “Save Game” to view menu options.

Using this menu, you have full access to the data saved to your
memory card. Any saved games will be displayed. Select a saved
game, then press the € button to load the game.

As you save more and more data to the memory card, you'll
need to keep track of the space available on the memory card.

To access other memory cards, press the @ button. Select the
memory card, then press the €3 button.

It is advised that you do not insert or remove peripherals or memnrﬂ
cards once the power is turned ON. Make sure there is enough free
space on your memory card before commencing play.




I. HEALTH
Displays your character’s current health status. Once this is
completely empty, Torque will die.

2. INSANITY

During the game, your weapons may not be enough to defeat
the creatures you encounter. At this time, take a look at your
Insanity Meter. As you kill creatures, the meter fills and eventu-
ally pulsates. Once it pulsates, you can press the @ button
(Insanity) to transform yourself into a raging beast. Once
transformed, your Insanity Meter will diminish. Once it's empty,
you'll start to lose health, so you'll need to press the @ button
again to transform back before all of your health is gone.

3. THROWN WEAPON COUNT

These ticks show how many of the current type of thrown
weapon Torque possesses. He can hold up to 8 of each type of
thrown weapon. Each time one is thrown, a tick will disappear.

4. ROUNDS

Displays the ammo you have for your current gun. The ticks rep-
resent the number of rounds in the weapon’s clip, while the
number represents the total number of rounds lorque is carry-
ing for his weapon.

5. XomBiuM COLLECTED
Xombium bottles can be used to restore your health. Torque can
. carry a maximum of nine bottles.

14
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). FLASHLIGHT & BATTERIES
The yellow bar represents the current battery life of your flash-
light. This will diminish over time while the flashlight is on. The
number indicates the quantity of additional batteries Torque has.

/. CROSS HAIR
When Torque is equipped with a gun, a crosshair appears on-
screen, indicating where Torque will shoot when he fires. It will
turn red when it's over a target. |

INVENTORY |
The Suffering’s Inventory lets you man-

age your collected items, including
weapons, notes and the flashlight. :

While playing, press any of the direc- Mo

tional buttons to display the Inventory Menu, then press the
directional buttons 4, ¥, 4= or = to scroll through the menu.
The top-left corner will display the chosen item in red. Press
the button or the button to select that item.

FirRsT Row: Select Primary Weapons - Includes bladed weapons
and guns. The number displayed shows the amount of ammo for
that weapon. You can't select weapons empty of ammo.

SECOND Row: Select Thrown Weapons - Includes grenades and
TNT. The number displayed shows the amount of a particular
item Torque possesses.

THIRD Row: Read Notes and Documents - These provide informa-
tion about the game’s story as well as helping you remember
your objectives. The first item in the list is always your current
objective.

FOURTH Row: Select Flashlight or Flare - Turn your flashlight or
flare On or Off. Turning the light off in lit areas is important to
save batteries.

. Note: Review pages 16-19 for details regarding the items
£_displayed on your Inventory Menu.
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CORRECTIONS OFFICER EQUIPLENT DOCUMENT

The liaryland Department oi Corrections welcomes you to
abbott State Penitentiary. In Jour new position as a
Corrections Officer you will need to use a variety oi
tools to do your part to Keep Abbott secure. Ime to

budget cuts, Abbott is regrettably not always able to
equip its COs with the most modern of equipnent.
Fevertheless, you'll find the listed gear more than
Sulllcient to take care of most situations that arise. ,

GEINERAL EQUIPLENT

Plashlight

The clip-on {lashlight is standard issue to all Abbott
COs. Be sure to monitor your battery usage and
keep spare batteries on hand. There have been many
Staii complaints that it does not look “cool” to
clip the flashlight to your shirt, but the
attachable nature oi the light allows you to
illuminate an area while Keeping your hands free
ior handling weaponry.

Lombium
ctudies have shown that WOrking in a maximum security
penitentiary is one oi the most stressiul and
emotionally challenging jobs in america. TFor this
reason, the LOC (Department oi Corrections)
issues Xombium to keep COs at their best. If
you're ever ifeeling overwhelmed or just a bit
down, don’'t hesitate to pop a few of these.

Maps A
For the newjack CO, maps are essential ior o
Iinding your way around Abbott. ag ;G}

©0 learn how to read the map, see MAP NAVIGATION, pge. 9.
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Paperwork

Paperwork is a large part ol your job as a CO. Lo it
right the 1irst® time or the warden will make sure jou do
it again.

Tlares
Ideal for night use, these ilares will keep &an area
illuminated ioxr 15=30 seconds.

rlash/Bang Grenades

rlash/bang grenades do l1ittle to no lasting
damage, but do temporarily bplind and deaien
everyone within a thirty ioot radius. These
are an essential part ol ecrowd control during
riot situations.

FPIREARDNS
Reminder: For obvious saiety reasons, no {irearms O1

any kind are allowed in inmate—accessible areas of the
penitentiaxy.

Revolver
Though seldom used inside the penitentiary
walls, all abbott CO0s are issued i b |
revolvers ifor use in emeIrgency situations. llote oOnN
use oif revolvers: the recent popularity ol Hong Kong
action iilms has led to the common misconception that
firing two pistols at once 1S “sool.” In reality, doing
so is not really practical unless jou are &
highly trained weapons expert. At the vely
. least, using two revolvers at once will

result in a signiiicant
loss oi accuracj. — oy .

r. h“--'
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Note the type ol ammo you 1l use.
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Thompson Sub-machine Gun (“Tommy Gun”)
This weapon is most commonly used by
COs positioned in guard towers. Its
Spread and continuous rate oi fire is
quite eifective at stopping escaping
inmates. Note the two types oi ammo.

Pump action Shotgun %

This weapon is primarily used Ior crowd control in riot
situations. Qificially, COs are
advised to use rubber buckshot to
Prevent the inadvertent loss oi litfe
ixrom use o1 the shotgun. However, it
1s tacitly understood that most officers
Keep their shotguns loaded with something
considerably more deadly. Note the type ol
ammo you ll use.

Inmate lLiade Weapons

You'll find that inmates are dangerously resourceiul when
it comes to making weapons. The “shiv” or “shank” is
slang ior any inmate-made bladed weapon. Inmates who are
interested in doing considerably more damage have been
known to make “liolotov cocktails” out of glass bottles
iilled with ilammable fluids. LxXtremely anti=-social
inmates have been known to construct ilar more deadly
weapons, S0 be prepared ior the worst.

\

chiv molotov Cocktail




Relics

carnate Island has a long and troubled past, and 1rom
time to time inmates have managed to dig up SOme old
relics and use them 10 wreak havoc. 11 you stumble upon
any oi these dangerous jtems, be sure to notily Jyour
superior immediately so they can be properly disposed ol.

M) VS

Abbott was built out ol rock irom the
Carnate Quarry, wheIre THNT was used
extensively.

Shrapnel Grenades

rhese “pineapple” style grenades date back to WWII
when Fort Lialeson Was based on the island. These
grenades are old and extremely dangeIrous, so 1t
iound, do not attenpt to pick them up.

Browning D2

Another relic oi Tori laleson is the extremely poweriul
Browning Lié tripod—-mounted machine gun. Particularly
reckless COs have been known to use these 10X target
practice. aAS & direct result, these ofiicexs are no
longer employed by the 10C (Lepartment of Corrections).




Be sure to use Insanity Mode often. Each creature you kill will
raise your Insanity EXP meter. Filling up the EXP meter will
upgrade Torque’'s Smash attack.

- Reload your weapon after battle. You never know what’s
waiting around the next corner.

- When fighting Slayers, incapacitate their sight by shooting
their heads off. This makes it bit more difficult for them to
find you.

- When fighting, keep moving! Moving targets are harder to hit.
Try to anticipate what your enemy will do next, then avoid it!

- Explore each area carefully. You don't want to overlook an
important clue or item.

- Be attentive of the strength of your flashlight batteries. If
you re in a well lit area, conserve batter power by turning the
flashlight until you enter another dark area.

- The more creatures you kill while in Insanity mode, the more
powerful you'll become. When you gain enough “experience”,
use the “Jump” attack to access your new ability.
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Senior Al Programmer
Programmers

lllllllllllllll

Additional Programmers ..............
Senior Creature Artist
Artists

iiiiiiiiiiiiiiii

IIIIIIIIIIIIIIIIIIIIIIIIIIIII

FX Artists
Additional Artists

lllllllllllllllllllllllllll

IIIIIIIIIIIIIIIIIIII

Animators

!!!!!!!!!!!!!!!!!!!!!!!!!!

Storyboards and Cinema Scenes . ..
Motion Capture Cleanup
Music Composer
Additional Sound Design

PR Manager
Testing
Additional Team Support

!!!!!!!!!!!!!!

---------------------

--------------

------------------------

-----------------------------

!!!!!!!!!!!!!!

VOICE ACTORS

MOTION CAPTURE ACTORS

o

IS rreal Softwa re

-------------------

MARRBLEARING s 50 oh s lanve i oh's Johnny Case

Mark Barry, Mark Dias & John Kauffman

Alan Patmore

Stuart Denman

Mike Nichols

Nick Radovich

Richard Rouse III

Patrick Betremieux

Beau Folsom & Jerusha Hardman

Scott Cummings

Boyd Post

Chris Klimecky

Andre Macquire

Tim Ebling

Joe Olson

Bach Payson

Nathan Cheever, Ben Coleman,

Michel Stultz & Jay Fuller

Tom Vykruta & Shaun Leach

Greq Alt

Matt Edmonds, Eric Snyder, John Krawjewski,
Michael Stradley, Mike Cimprich, David Huseby
& John Cuyle

Dennis Clark, Gretta Cook, Aaron Ondak & Karen Paik
Ben Olson

Aaron Coberly, Cory Lee, Mark Bullock,

John Scrapper. Brian Davis & lan Stout
Christine Miller & Brian Porter

Steve Allen, Spencer Boomhower, Tami Foote,
Shane White & Jason Merck

Perry Cucinotta, Scott Dickey, Chris Johnson,
Travis Phelps & Andrew Poon

..Perry Cucinotta & Travis Phelps

Chrystya Uldrikis
Aaron Gess, Tracey Guinn & Stephen Heed

Dallas andlluther . 1. o ic oot viniioas Mark Berry

Hermes and Sergei ........covvnes.. . John Patrick Lowrie

Killjoy and Horace ................. . John Armstrong

@ P S T T e T Ross Douglas

ETTIOGH0 o S s o D Rt o i S e wios Mark Dias

IO s T e P s A P W B s iy v et g s Bhama Roget

FITRIIRG S s o xv s s e by e s Hig e A A Earl Alexander

CONSHBIA &5 e e o sy s raceierass Meq Saviov

CATTIOI 5 « o v s e A T S s e s s Rafeedah Keys

AdBIoNAl VOICES - o vtiie nia s i ols ok s o Todd Licea, Brandon Whitehead & Chris Wicklund
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 Next evel Gams

Jon Adkins
Jason Carr
Nigel Franks
Greq Ipp
Jeft King
Wayne Leung
Scott Lubker
Kalvin Lyle
Nigel Quarless
Derek Stenning

Rob Willock
Marie Wyatt

Vykarius

Executive Producer
Ain Chung

Creative Director
Ed Trillo

SR T Rwy o W AT R e G T R R R R O TR T N TR s Th W T (Al LN

Lead 3d Artist
Richard Zagala

3d Artists

R.J. Binglang-Awa
Blake Seow

Project Manager ';
Aaron Pulkka '

Resource Manager
Sandy Zhen

Stan Winston Studios

Concept Artist
Terry Wolfinger
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Midway Home Entertainment Inc. software product that the medium on which
this computer program is recorded is free from defects in materials and work-
manship for a period of ninety (90) days from the date of purchase. This Midway
Home Entertainment Inc. software program is sold "as is,” without express or
implied warranty damages of any kind, and Midway Home Entertainment Inc. is
not liable for any losses or damages of any kind resulting from the use of this pro-
gram. Midway Home Entertainment Inc. agrees for a period of ninety (90) days
to either repair or replace, at its option, free of charge, any Midway Home
Entertainment Inc. software product, postage paid, with proof of purchase, at its
Factory Service Center.

This warranty is not applicable to normal wear and tear. This warranty shall not
be applicable and shall be void if the defect in the Midway Home Entertainment
Inc. software 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 ANY NATURE SHALL BE BINDING
ON OR OBLIGATE Midway Home Entertainment Inc. ANY IMPLIED WAR-
RANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WAR-
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE, ARE LIMITED TO THE NINETY (20) DAY PERIOD DESCRIBED ABOVE.
IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING
FROM POSSESSION, USE OR MALFUNCTION OF THIS Midway Home
Entertainment Inc. SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts
and/or exclusions or limitations of incidental or consequential damages so the
apbove limitations and/or exclusions of liability may not apply to you. This warran-
ty gives you specific rights, and you may also have other rights which vary from
state to state.

Midway Home Entertainment Inc. Midway Customer Support
Attn: Tech/Customer Support (408) 473-8499
PO Box 360839 10:00am - 6:30pm / Pacific Time
Milpitas, Ca 95036-0839 Monday — Friday
wWWw.midway.com Email: support@midway.com
Hints and Tips

For the hottest tips and codes tor Midway games, call 1-800-448-HINT (4468). Automated tips and codes are available 24 hours a day,
7 days a week. The cost for automated hints is $1.50 per minute. Live operator support is available Monday through Friday from 10
am to 6:30 pm Pacific Time. You must be 18 years of age or older or have parental consent to call this number A touchtone phone is

required. Messages are subject to change without notice.

® ,
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MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this
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YOUR MIND 18 THE
ULTIMATIZ WIZAPON. . .

v SWHEN IT'S ARMED WITH AN ARSENAL OF PSS MIND POWERS.
COMBAT A TERRORIST MOVEMENT SET TO OVERTHROW WORLD ORDER.

WWW.PETOPS . MIPDWAY . COM

Visit www.esrb.org
or call 1-800-771-3772 &, PlayStation.c

for more ratings
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