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CALL US CRAZY BUT THERE IS SOMETHING ABOUT ‘THE
LOOK” OF A GLASSIC, FULL-SIZED TOWER PC THAT MAKES
US A LITTLE BIT WEAK IN THE KNEES. THE PURE ELEGANCE
OF ITS SIMPLE GEOMETRY COMMANDS ATTENTION AND
QUIETLY EARNS RESPECT.
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: he skies caught fire, bathing the
S _§ in a harsh green glow. The earth

& f giants were lumbering t '
ould find cover, light

THE WORLD IS FULL OF STORIES,
AND FROM TIME TO TIME THEY
PERMIT THEMSEWES
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INSTALLATION

To install PREY, please first ensure your computer meets the mini-
mum system requirements (as listed on the packaging) and that your
hardware drivers are completely up to date (drivers tan be down-
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loaded from the websites of your PC manufacturer or video
(ard/sound card manufacturer).

Insert PREY CD Dist One (from the (D standard edition) or the PREY DVD
(from the DVD Limited Callector's Edition) into your computer’s disc drive.
Follow the on-screen instructions to install the game. If you have inserted
the PREY DVD from the Limited Collector’s Edition into the drive and the
disC is not visible in the drive's letter (typically O: or E:) in My Computer,
please ensure your computer's hardware indudes 8 DVO drive and not
just a CO drive. If you have multiple dist drives, please ensure the dist is
placed in the drive with the DVD logo visible on the drive.

LORDING/SAVING

Tommy's progress through the game tan be saved and loaded from
8 saved game file'in a few different ways.

E 10 SAVE A GAME

Saving your game' will allow you to continue your game at a later
time. It is recommended that you save periodically, especially prior to
~'quiting your current play session.

' ,-AU[D Sa\fg';’;--imdltinnally, there are checkpoints throughout the

' game where your progress will be automatically saved. This requires

I Mo action on your part. At the beginning of each level, your progress

- Wil be saved. Certain areas within levels also have auto save points
a5 well, often just before areas of higher difficulty.

“0luick Save: You can quickly save your progress at any time by

pressing the Quick Save button (F5). This will save your exact current
_lagation without the need to go through the Main Menu screen. NOTE:
You £annot save inside Death Walk, but while in Death Walk mode
you (an load 8 game.

T0 LOAD A GAME

You an load a saved game from the main menu by selecting Load
Game. Pressing the “Esc” key will take you from the game to the
Main Menu.
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Quick Load

You can load your Quick Save location at any time by pressing the
Quick Load butwon (F9).

DEATH WALK

After the player obtains the ability to Death Walk, they will not see a
Game Over screen.

Instead, upon losing all your health, or life reserve, you will be taken
to g spiritual realm where your life will be restored in @ matter of
moments. You will then return to the game near the location where
you died. The red Wraiths will earn you additional life reserves when
you return to the physical game world, while the blue Wraiths will
earn you additional spirit reserves.

THE HUD INTERFACE

The Heads-Up Display allows the player to quickly reference Tommy's
life reserve, spirit power, and current ammunition levels, as well a5
notifying the player of recently acquired items.

Lighter Ammunition Meters

Life Meter

Collected Items

LIFE METER

The Life Meter reflects how much health Tommy has in reserve.

Throughout play, 85 he takes damage from enemies and the envi-
ronment, this icon will reflect 8 decrease in health. As he progresses,
Tommy will learn how to Death Walk. When Death Walk becomes
active, Tommy will be pulled into the Death World upon dying where
he must fight his way back to the Iand of the living. (See “Death

' Walk” at left.)

SPIRIT GAUGE

The Spirit Gauge reflects the level of spirit energy Tommy has remain-
ing to use his Spirit Bow. Neither the Spirit Gauge nor the Spirit Bow
is available at thestart of the game. Tommy will scquire both esrly in
the game during normal progress.

- Gaining Spirit

- Tommy tan increase his spiritual energy by collect-
; ing the life force af fallen enemies. Life forces can
~ be picked up by walking over them, or tan be

’ ‘Quickly pulled in from a distance by entering Spirit
- Walk mode.

. Losing Spirit

- Since spiritual energy acts a5 ammunition for the Spirit Bow, Tommy
fo Wlll lose a small amount of spirit energy every time he fires the bow.
g Tpmmy will also lose spirit enerqy if attacked by enemies when he is
i.p;ru Walking.

.~ AMMUNITION METERS

_Ihe Ammunition Meters reflect the smount of smmao remaining in the
current weapon. Some weapons only use one type of ammo, 50 only
one meter is visible. Other weapons utilize two ammo types, and S0
there will be two meters on-streen for those weapons. The left meter
is for normal fire mode and the right meter reflects the ammo for the
secondary fire made.
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When the weapon is low on ammo, a8 low-emmo sound is played
and the ammunition meter will flash bright red. When the ammo is
depleted, the meter will cease flashing and twrn dark red.

LIGHTER

To see in particularly dark areas, Tammy an use his trusty lighter.
You activate the lighter by pressing the lighter button (F). When the
lighter is on, its icon will appear in the lower left of the streen. As it is
in use, it builds up heat as represented by the meter that will slowly
fill up. When the meter is full, the lighter will shut off.

COLLECTED ITEMS

As Tommy picks up items such s weapons and ammunition, icons
detailing the acquired item will briefly appear along the right hand side
of the streen, above the ammMo meters.

THE ENVIRONMENTS

Throughout play, Tommy will interact with three different environ-
ments: the physical world of gliens and humans; the co-existing spirit
world that may contain hidden features that Tommy 3n USe to his
advantage; the death world where Tommy must fight Wra]ths to
return to the physical world. g

THE PHYSICAL WORLD

The physical world consists of the Roadhouse, the dlien craft, and outer
spdce. This is the default environment in which Tommy will journey.

Basic Movement
Tommy has three basic modes of movement: Run, Jump, and Crouch.

RUN

Running is Tommy's default movement. By utilizing the basic move-
ment commands, you will send Tommy running in whatever direction
you choose.

JUMP
Tommy has the ability to jump over objets and obstacles that lie in
his path. To make Tommy jump, press SPACE.

CROUCH

To access low areas or go under certain obstructions, Tormmy tan
crouch o move under them with ease. To make Tommy crouch,
press C.

Weapons

To complete his quest, Tommy must Use a wide array of weapons.
Most of the weapons are obtained from the fallen badies of enemies,
50 they are glien in nature. Each has its unique abilities and smmuni-
tion. A selection of weapons is detgiled belaw.

WRENCH

The wrench is Tommy's default weapaon, and he is never without it.
The standard attack with the wrench is @ quick brute force blow. As
the alternate attaek, Tommy holds the wrench in the air for 8 more
powerful downward auack.

' PROJECTILE/LONG-RANGE WEAPONS

“As Tommy advances, he will acquire a wide range of projectile
gJ\n?a;:r::;ns Each wypon has a8 standard fire as well a5 an alternate
method. of autatks’

“Alternate Attack

‘Every weapon 5 an alternate methad of auack. Experiment with
SElG weaponzg Srder to discover its secondary capabilities—some will
" ‘have uses that are not readily apparent.

ample Guns

HUNTER RIFLE
‘The Hunter Rifle is the first long-range weapon in the game. You tan

' ﬂ'g button for a rapid-fire effect. NOTE: If yau continually hold the attack
‘gﬁlﬁmn down, it will quickly run out of energy within its current cham-
‘Det” After the current chamber is empty, it will rotate to 8 new cham-
-~ ber after a brief delay.

~ The Hunter Rifle, when empty of energy, has the ability to recharge a
- minor amount of energy in a few seconds o that you'll never be in a
situation where you have no ammo at dll.

The alternate-fire button brings up a sniper stope, which allows Tommy




to more easily kil enemies at great dis-
tances. When the sniper scope is active, the
narmal fire button fires the sniper round,
and the mouse wheel zooms the scope
both in and out. Pressing ‘alternate fire
aqgain will disable the sniper stope. Don't

get too freaked out; the stope is g living eyestalk that acwally staches

t0 Tommy's eye!

LEECH GUN

The Leech Gun is @
unique weapan
whose smmunition
is found within
energy nodes locat-
ed throughout the
dlien craft. The
weapon must be
tharged at these
energy nodes.

There are several
types of enerqy
nodes; each one imbues the Leech Gun
with 8 unique attack.

To retrieve the energy from a8 Leech Node,
equip the Leech Gun and point it towards
the node. Press and hold the alternate fire
button to send out 8 beam that will leech
the energy from the nade.

The primary fire buttan will fire the enerqy leached
from the node.

NOTE that only one type of energy tan be stored in
the Leech Gun at 8 time, 0 choose wisely when
faced with more than one energy choice!

A0

Ioom In

Health

[ Becsuse Tommy is trapped on an galien spacecrsft, the heaith system
ﬁ in PREY is based around glien technology.

GAINING HEALTH
Tommy gains health through two main sources: Health Spores and
Heglth Basins.

H Health Spores replenish ~ Heglth Basins replenish a
3 small amount of considerable amount of health.
Tommy's health. 3 E

NOTE that many enemies tan use Health Spores and Basins as well,
<0 attacking them near one of these may result in that enemy fleeing
for health, only to feturn stronger than ever!

- HEALTH REGENERATION

If Tommy has less than a quarter of his health left, it will slowly
‘recharge back up to a quarter health, but only if he finds cover and is

_ safe from enemy attacks; his health will not regenerate if he is cur-

- renty taking fire. The health icon will blink when Tommy is dangerous-

1

L ly low on health.

L Wall Walk

Ep

“There are spedial surfaces throughout the glien craft that gliow
= humans and creatures ta walk up walls or even upside down. Beings
using Wall Walk tan attack and be attacked a5 normak—so watch out

“dttacks from above and below when using this surface.

'. Tomrny enters Wall Walk by running right up the Wall Walk surface; he
- Wil ding automatically. To leave the Wall Walk surface, Tommy can sim-
- ply run to a different surface or jump off the path onto another surface.

NOTE that when Tommy is attacked while on Wall Walk, the energy of
the path will keep him adhered ta the path; he will not simply fly off
from sustaining a hit.
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Some Wall Walks can be turned on and off. Look for these controls
and use them to your advantage.

Consoles

There are control consoles throughout the game that Tommy will have
L0 activate or manipulate to solve certain puzzles. When Tommy
approaches a8 console he can manipulate, his left hand will appeasr on
the screen. When this happens, you tan activate the console by
pressing the primary fire button.

The Shuttle

Along the way, Tommy will discover a shuttle he can use in the
game. The controls for the shuttle follow Tommy's movement con-
trols. Any particular controls are detgiled on screen.

The shuttles are found on docks. Tommy must return the shuttle o a
dock in order to exit. If Tommy maneuvers the shuttle to a dock, but

does not exit, the shuttle will recharge. As the shuttle takes dsmage, :i

it will need to be recharged.
SHUTTLE FIRE

The shuttle’s standard fire is an energy cannon. The alternate fire for

the shuttle is a tractor beam that is useful for moving objeds in the
world (incuding creatures). 2

Hazards #
Tommy will encounter parts of his environment that tan hurt him just
as much as the enemies he will face. Some example hazards are;

CILIA

These fibrous tendrils spray out damaging acid upon
contact. Take care that you remove these from Tommy's
path or move Tommy around these at a8 safe distante.

VOMITERS
These disqusting growths spew forth acidic waste.
If Tommy is hit by it, he will take damage.
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EGG SPAWNERS

These orifices will occasionally spew out an egg which,
if left undisturbed, will hatch 8 Fodder, a tresture that
sniffs out foreign organisms (such as Temmy) and
attacks them,

THE SPIRIT WORLD

‘ There is a spiritual world that overlaps the physical realm. Throughout

play, Tommy will be able to enter Spirit Walk. This allows him to inter-
act with the physical realm while in spirit form as well 85 gain access
to spedial areas available only while in spirit farm.

Spirit Walk

Tommy will gain the' ability to separate his spirit from his bady. This is

known as Spirit Walk. When in this made, Tommy leaves his physical

body behind to wander the waorld in his spirit form. Tommy's physical
. body remains vulnerable to auack, though, <0 it is best to stash the
J:rody somewhere safe before transcending to Spirit Walk.

'-TD activate Spirit Watk press the middle mouse buttan.

[ iEEﬂPmIE‘ﬁ will qenprauy not attack your spirit form unless you attack

_ 'TrSt NOTE that if-you leave your physicsl body while under auack, the

'_ _enemies (3 Sense your transcendence and will continue auacking

] ;your spirit farem.

' Mechanisms that require @ physical presence, such as doors, will not
en for Tommy when he Is in Spirit Walk since they cannot detect

5 presence.

atks sustained while in Spirit Walk will lower your Spirit Gauge.

EAKING, CONSTRUCTS, HIDDEN AREAS

me areas are only accessible while in Spirit Walk. Likewise, Tommy
; neounter puzzles where he must utilize Spirit Walk before
~gavancing. Enemies tannat see Tommy's spirit form as long as he

" does not attack, which tan helpful when you need to sneak around or
bypass a potentially deadly situation.

While in Spirit Walk, some construtts and panels will become visible
that Tommy cannot otherwise see. These ¢an lead to areas and
iterns Tommy will need on his journey.
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Spirit Bow

Unable to access his reqular weapons while in Spirit Walk, Tommy
relies on his Spirit Bow—a weapon that utilizes his spirit energy as
ammunition. When Tommy's Spirit Gauge reaches zero, the Spirit
Bow disappears.

THE DEATH WORLD

When Tommy's health meter goes empty, he will die and be drawn
into the land of the dead. This is talled the Death Walk.

Death Walk

Throughout play, Tommy will learn the power of the Death Walk.
Tommy's spirit form enters Death Walk in an effort to save his mortal
form from ultimate destruction.

If Tommy dies prior to obtaining the ability to Death Walk, you will be

able to load from your last save paint, or restart the current level. &

Fighting for Your Life

In the center of the Death World is Tornmy's body, slowly being pulled

down a path of light toward the ground. Tommy can shootDeath
Wraiths and steal the energy trapped inside them. *

Tommy only has until his body is pulled into the earth to ra"ﬁlpnlsh
both his, Life Meter and Spirit Gauge a5 much as he tan.

RED ENERGY
Red energy replenishes Tommy's health. To fill Tommy’s Life Meter,
destroy as many Death Wraiths filled with red energy as you tan.

BLUE ENERGY
Blue energy replenishes Tommy's spirit power. You should destroy
Death Wraiths filled with blue enerqy to build up your spirit power.

CHARACTERS

i A story is nothing without its characters. PREY tells the story of
Tommy's fight against the aliens, but he is nat alone on his quest.

Tommy
A simple garage mechanic on his home reservation,
Tommy dreams of bigger things. He wants to venture
out into the bigger world, away from his family and
roots. But his qirlfriend, Jen, wants to stay, to build her
life here. Tommy doesn't understand what she loves
50 much about living on 4 reservation. More than any-
thing, he wants her to leave this place behind

see the world with him.

Jen

: Jen runs the Roadhouse, 3 popular \
j watpring hole for the locals. She is also the 4 =
% love of Tommy's life, though he's sometimes too
¥

bullheaded to see that. Jen loves Tommy,

but she loves her home and her heritage
@@‘W@ll She wishes Tommy would embrace
his ancestry and understand why it means

50 much that he be who he is.

Enisi
Tommy’s only link to his bloodline, Enisi is Tommy's
grandfather and teacher. Enisi has much wisdom to
bestow upon his grandson but Tommy must first open
his heart and open his mind to the ways of old.

" Other Humans

Tommy and his loved ones were not the only humans sucked
into the glien craft. Other humans are trapped inside as well. |t is
through these people’s fates that Tommy will begin to distover the
horror of his surroundings.
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CREATURES

Tommy will find that he is the outcast on the ship when he discovers
the multitude of alien agaressors onboard. The creatures below are
just 8 small sampling of the monstrosities Tommy will face

during game play.

These feral bipeds roam the craft in search
of food. While they make do with carrion,
they prefer the taste of fresh meat

over g roting corpse.

Hounds

These beasts began life as normal

animals, but their mutation has nat
only altered their physical body; it has
ramped up their instincts as well.

Hunters

The foot-soldiers of the

invading force, it is their
responsibility to track down and
eliminate any captives that get
loose. Their weapon fires a high-
impact thaerge that deals a lot of

damage to whatever mark they hit.

Mutilated Humans

These poor souls have been tortured and wisted
into slave laborers. Their humanity stripped from
them, they perform menial tasks throughout the
ship. They are oblivious to the player and will only
_respond if they are first atacked. Their alarming

~_strength is formidable and it is best to let them be.
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MULTIPREY

PREY's multiplayer features allow up to 8 players to duke it out online
or via LAN.

| MODES

l There are two modes for MultiPrey: Death Match and Team Death Match.

- Death Match

This mode pits all the players against each other in a free-for-all com-
bat where the one who frags mast, wins.

Team Match

This mode splits_players into two teams whose common godl is to
destroy each other. Like Death Match, the winner is the team who
kills the most.

[TEMS

* Two pickup items are espedially useful in MultiPrey. You will find these
- scauered across the multiplayer maps.

Medicine Pouch

~The Medicine Pouch will refill the player's spirit
power back to full.

Pipe

The pipe adds 100% headlth to the player, increas-
ing the player's maximum health to 200%. They
will only be able to heal themselves Up to 100%,

: though, <0 if 8 player picks up the pipe, and then
*fi : is damaged to less than 100% health, a health
- spore will only tharge them back up t0 100%.

a The pipe lasts until the player is killed — they will then respawn with
~ only 100% health.

AL S
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MULTIPREY HINTS AND TIPS

A few hint and tips while playing MuliPrey:

Weapons and ammo respawn after a short period of time. When
they have been picked up, a ghost image is left behind to let you
know where the item will respawn.

Pay attention to the color an enemy flashes when you damage them.

The color tips you off to their remaining health:

*« WHITE: over 100%

¢ YELLOW: 100% - 75%

* DRANGE: 75% - 25%

* RED: 25% - 0%

Spirit Mode warks slightly differently in MultiPrey: You can only enter
SpiritWalk if you have spirit energy, and your spirit energy slowly ticks

away while in SpiritWalk. So, transcend into Spiric Walk and find
someone quickly so you ¢an kill them before your energy is gone!

HINTS FROM THE HEADS

- Keep the following in mind if you get stuck on a level or puzzle:
"+ e Talon will translate alien monitors if you stand near them.

» Not all beings in PREY are hositile.

~ e The alt-fire on the crawler grenade will not explode unless an enemy

is close to it or if it is shot. Use themn to set traps!

~ e The sun symbol carved ino & wall or floor is & hint you should try

Spirit Walking.

* Sometimes you need to flip to the wall or ceiling in order to
advance. Keep an eye out for gravity switches.

e Listen closely 10 the Hunters' chauer. They an sometimes give you

. CUues about their actions or plans.
Even if you are out of Spirit Energy, you can still Spirit Walk.

- The launcher 5h§_d doesn't protect you from radius damage,
50 bem careful! »

' Head shots do more damage to cenain enemies.

* You (an exitfiom Wall Walk by jumping off or striding off

at any time.

‘s The Shuttle has 3 powerful tractor beam you an use to pick

up and fling enemies.

‘Remember, there is 8 secondary fire to every weapon.
Certain attacks are more effective in certain situations.
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"Cat Seratch Fever"
performed by Ted Nugent

Courtesy of Sony/BMG
Music Entertainment and Magicland
Music

"Don't Fear the Reaper”
performed by Blue Dyster Cult

Written by Donald Roeser

Published by Sony/ATV Tunes LLC
(ASCAP)

Courtesy of Sony/BMG Musit
Entertdinment

"Free Ride" performed by The
Edaar Winter Group

Courtesy of Sony/BMG Musit
Entertsinment and EMI Music
Publishing

"I We Could Be" by Railer
Album: Frame of Mind
Copyright: 2003 Underground Inc.

All songs written and
performed by Railer

Copyright Control

"Human Resources” by
The Countdown

Album: Scratch & Sniff
Copyright: 2004 Invisible Retords

Both songs written by
The Countdown

Copyright Control
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"Machine Sex” by Sheep on Drugs:
Album: F**K

Copyright: 2005 Invisible Records
Copyright Control

"Take Me Home" performed
by After Midnight Project

Writen by Jason Evigan

Courtesy of Evigan Music (BMI)
& Diversified Music Group (BMI)

“The Setting Sun”
Performed by MxPx

Recorded and produced at the
Clubhouse in Bremerton, WA
by MXPX

Writen and mixed at the
Clubhouse by Mike Herrera

All rights reserved. MxPx S0ngs 2
(ASCAP) © 2006 ;

Scenes from “Killers From Space” <
are Copyright 1954 W. Lee Wilder

Used under Creative Commons
Public Domgin License. No Rights
Reserved.

Scenes from the 1951 Motion
Picture

“Duck and Cover”

were originally produced by Archer
Praductions, Inc.

Used under Creative Commons
Public Domain License. No Rights
Reserved.

.2h
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This game is a work of fiction.

" Any similarities to real names, characters, or persons, living or dead, are complete-
ly coincidental. Copyright © 2006 Human Head Studios, Inc.

_ Earth Images cuurte”s‘;f of the Image Science & Analysis Laboratory, NASA Johnson
Space Center

The Prey brand and t}ademarks are solely owned by 3D Realms Entertainment.

LIMITED SOFTWRRE WARRANTY
" 6 LICENSE AGREEMENT

SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRAN-
¥ A SE AGREEMENT (THE “AGREEMENT”) AND THE TERMS SET FORTH
@EBELOW. THE “SOFTWARE" INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREE-

YENT, THE ACCOMPANYING MANUAL (S), PACKAGING AND OTHER WRITTEN, ELEC-
RONIC OR ON-LINE MATERIALS OR DOCUMENTATION, AND ANY AND ALL COPIES OF
3UGH SOFTWARE AND ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING,
IND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE
JFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS LICENSE WITH [TAKE-TWO
RACTIVE SOFTWARE, INC.] (“LICENSOR").

E. Subject to this Agreement and its terms and conditions, LICENSOR hereby
s you the non-exclusive, non-transferable, limited right and license to use one
y of the Software for your personal use on a single console. The Software is being
censed to you and you hereby acknowledge that no title or ownership in the
° Software is being transferred or assigned and this Agreement should not be con-
" strued as a sale of any rights in the Software. All rights not specifically granted under
this Agreement are reserved by LICENSOR and, as applicable, its licensors.

#
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OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including,
but not limited to, all copyrights, trademarks, trade secrets, trade names, proprietary
rights, patents, titles, computer codes, audiovisual effects, themes, characters, char-
acter names, stories, dialog, settings, artwork, sounds effects, musical works, and
moral rights. The Software is protected by United States copyright law and applica-
ble copyright laws and treaties throughout the world. The Software may not be
copied, reproduced or distributed in any manner or medium, in whole or in part, with-
out prior written consent from LICENSOR. Any persons copying, reproducing or dis-
tributing all or any portion of the Software in any manner or medium, will be willful-
ly violating the copyright laws and may be subject to civil and criminal penalties. Be
advised that Copyright violations are subject to penalties of up to $100,000 per vio-
lation. The Software contains certain licensed materials and LICENSOR’s licensors
may protect their rights in the event of any violation of this Agreement.

LICENSE CONDITIONS
You agree not to:
(a) Commercially exploit the Software;

(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Soﬂwam}
or any copies of this Software, without the express prior written consent of LICEN-
SOR;

(c) Make copies of the Software or any part thereof;

(d) Except as otherwise specifically provided by the Software or this Agreement, use
or install the Software (or permit others to do same) on a network, fng on-line use,
or on more than one console at the same time;

(e) Copy the Software onto a hard drive or other storage device and m‘ust run the
Software from the included CD-ROM or DVD-ROM (although the Software may
automatically copy a portion of itself onto your console during installation in order
to run more efficiently);

(f) use or copy the Software at a computer gaming center or any other location-
based site; provided, that LICENSOR may offer you a separate site license agree-
ment to make the Software available for commercial use;.

(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in
whole or in part;

(h)Remove or modify any proprietary notices or labels contained on or within the
Software; and

(i) transport, export or re-export (directly or indirectly) into any country forbidden to

.28

receive such Software by any U.S. export laws or accompanying regulations or oth-
erwise violate such laws or regulations, that may be amended from time to time.

_' LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original
- purchaser of the Software) that the original storage medium holding the Software is
free from defects in material and workmanship under normal use and service for 90
days from the date of purchase. If for any reason you find a defect in the storage
medium during the warranty period, LICENSOR agrees to replace, free of charge, any
Software discovered to be defective within the warranty period as long as the
~ Software is currently being manufactured by LICENSOR. If the Software is no longer
available, LICENSOR retains the right to substitute a similar program of equal or
" greater value. This warranty is limited to the storage medium containing the
Software as originally provided by LICENSOR and is not applicable to normal wear
and tear. This warranty shall not be applicable and shall be void if the defect has aris-
en through abuse, mistreatment, or neglect. Any implied warranties prescribed by
’ statute are expressly limited to the 90-day period described above.

‘Except as set forth above, this warranty is in lieu of all other warranties, whether oral or
Swritten, express or implied, including any other warranty of merchantability, fitness for a
'. particular purpose or non-infringement, and no other representations or warranties of
any kind shall be b|nding on LICENSOR.

hen returning the Snﬂware subject to the limited warranty above, please send the
“original Software only to the LICENSOR address specified below and include: your
“name and return address; a photocopy of your dated sales receipt; and a brief note
; descrlblng the dgfe&i and the system on which you are running the Software.

S FIN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUEN-
INTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE
SOFTWARE, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER
AILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES
FOR PERSONAL INJURIES, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBIL-
I7Y OF SUCH DAMAGES. LICENSOR'S LIABILITY SHALL NOT EXCEED THE ACTUAL
= PRICE PAID FOR USE OF THE SOFTWARE. SOME STATES/COUNTRIES DO NOT ALLOW
B LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION
1= OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIM-
" [TATIONS 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 THAT VARY FROM JURISDICTION TO JURISDICTION.

- TERMINATION: This Agreement will terminate automatically if you fail to comply with
its terms and conditions. In such event, you must destroy all copies of the Software

24




and all of its component parts. You can also end this Agreement by destroying the
Software and all copies and reproductions of the Software and deleting and perma-
nently purging the Software from any client server or computer on which it has been
installed.

U.S. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation have
been developed entirely at private expense and are provided as “Commercial
Computer Software” or “restricted computer software.” Use, duplication or disclo-
sure by the U.S. Government or a U.S. Government subcontractor is subject to the
restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Date and
Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph
(c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR
52.227-19, as applicable. The Contractor/ Manufacturer is the LICENSOR at the loca-
tion listed below.

EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreement are not
specifically enforced, LICENSOR will be irreparably damaged, and therefore you
agree that LICENSOR shall be entitled, without bond, other security, proof of dam=

ages, to appropriate equitable remedies with respect any of this Agreement, in add

tion to any other available remedies.

INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, licen-
sors, affiliates, contractors, officers, directors, employees and agents harmless from

all damages, losses and expenses arising directly or indirectly from your acts and
omissions to act in using the Software pursuant to the terms of the A@emem

MISCELLANEQUS: This Agreement represents the complete agreement concerning
this license between the parties and supersedes all prior agreements and represen-
tations between them. It may be amended only by a writing executed by both parties.
If any provision of this Agreement is held to be unenforceable for any reason, such
provision shall be reformed only to the extent necessary to make it enforceable and
the remaining provisions of this Agreement shall not be affected. This Agreement shall
be construed under New York law as such law is applied to agreements between New
York residents entered into and to be performed within New York, except as governed
by federal law and you consent to the exclusive jurisdiction of the sate and federal
courts in New York, New York.

IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE, YOU MAY CONTACT IN
WRITING TAKE-TWO INTERACTIVE SOFTWARE, INC. 622 BROADWAY, NEW YORK, NY
10012.

: WRRRANTY

2K Games, a division of Take-Two Interactive Software, Inc., warrants to the purchas-
er only that the disc provided with this manual and the software program coded on
it will perform in accordance with the description in this manual when used with the
specified equipment, for a period of 90 days from the date of purchase.

-

- If this program is found to be defective within 90 days of purchase, it will be replaced.

~ Simply return the disc to 2K Games or its authorized dealer along with a dated proof of
~ purchase. Replacement of the disc, free of charge to the original purchaser (except for
" the cost to return the disc) is the full extent of our liability.

" THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRIT-
* TEN, EXPRESSED OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE ARE
LIMITED IN DURATION.TO 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT.

} 2K Games shall not be liable for incidental and/or consequential damages for the
«breach of any express or implied warranty including damage to property and, to

‘& the extent permitted by law, damage for personal injury, even if 2K Games has

8 been advised of the possibility of such damages. Some states do not allow the

B exclusion or limitation of any incidental or consequential damages or limitations on
how long an implied warranty lasts, so the above limitations or exclusions may not
apply to you. This'warranty shall not be applicable to the extent that any provision
0f this warranty is prohibited by any federal, state, or municipal law, which cannot
“be pre-empted. T lis warranty gives you specmc legal rights and may also have

i#You may not reproduce, prepare derivative work based on, distribute copies of,
pffer for sale, sell, transfer ownership of, rent, lease, or lend to others the Program
Dr accompanying documentation, or any portion or component of the Program or
accompanying documentation; provided, however, that you may transfer the entire
?fogram and accompanying documentation on a permanent basis as long as you
tain no copies (including archival or backup copies) of the Program, accompany-
documentation, or any portion or component of the Program accompanying
entation, and the receipt agrees to the terms of the agreement. Further you
ay not modify, reverse engineer, disassemble, decompile or translate the Program
0 accompanying documentation, or any portion or component of the Program or

" accompanying documentation, nor may you make any copies of the Program mod-
“ules for use with other programs. This program is intended for private use only.

2K GAMES
622 BROADWAY
é NEW YORK, NY 10012
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PRODUCT SUPPORT

FOR U.%. SUPPORT:
Phone; 1-866-219-9839
Email: usa@take2support.com

FOR CANADIAN SUPPORT:
Phone: 1-Boo-638-0127
Email: Canada@take2support.com

htt: / /Www. take2aames.com,/support

hup: //Www. prey.com,/support
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