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CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are
moved out of neutral position when the power is turned ON, thase

positions will be set as the neutral position, causing incorrect game
control during game play.

| To reset the controller, release all L Button R Button
buttons and sticks to allow them to . ‘
return to the correct neutral position,

| then hold down the X, ¥ and
START/PAUSE Buttons
simultaneously for 3 seconds.

Control
Stick C Stick

LICENSED BY




‘kingdom was born.
a dream of peace and equality for both, this
cted scores of Zoanthropes from far and wide.
the kingdom was young, and relied heavily upon its
pe army for security and on its special brigade of
)e mercenaries for income. Even more troublesome
t nation were rumours of cruel experiments
‘out on Zoanthropes to uncover the secret
ous ability to transform into fighting
everyone, Zoanthrope and human

opposed these

N,
A\

CONTROLLER

Two controllers are required for 2-player versus fighting.

Control Stick/Pad

START/PAUSE

L Button

R Button

Y Button

A Button

B Button

X Button

Z Button

C Stick

Menu: .\']L"\'L“- the CUrsor, selects
the stage.

Game: Moves the character.
Menu: Starts a new game, and
challenges other player in Arcade
Mode.

{;{!-”ulll.l
displays PAUSE menu.
See page 12 for more info.

Pauses the game and

Menu: Not used.

Game: Side-step out of screen.
Menu: Not used.

Game: Side-step into screen.
Menu: Changes character
costume when selecting a
character and stops music and
sound in audio sertings menu.
Game: Performs heavy block and
throws.

Menu: Confirms menu selection.
Game: Performs kicks.

Menu: Exits the current menu.
Game: Performs punches.

Menu: Not used.

Game: Transforms character into
beast form (beastorise) and
performs beast attacks while in
beast form.

Menu: Not used.

Game: Transforms character into
Hyper-beast form. See page 20
for more info.

Menu: Not used.

Game: Resets character position
and other settings in Training

Mode.




GAMECUBE Controller settings. You can reassign these button

"OPTIONS menu, the PAUSE menu, or the TRAINING MENU.

AT ADF

‘Slot A. When the SRR s RIEY -5 S To
screen is displayed
1e opening movie, press START.

NTENDO GAMECUBE Memory Card

Tl S game uses a NINTENDO GAMECUBE Memory Card
ve game data. Only one set of Bloody Roar: Primal Fllﬂ
ved to @ Memory Card. You can play the game
g Card, but you will not be able to save any
- tonally, Memory Card Slot B is not used in this

m-siﬁglc-pla}'cr versus COM (com;_-uterj battles, but
another player can challenge you in the middle of Arcade mode.

functions in the CONTROLLER CONFIGURATION menu in the

How to Start Arcade Mode
When the Select Your
Character screen 1s
L{I!Sl‘]'.i.\'L'lL L'hIHP\L' l'hL'
character you want to
use. To return to the
title screen, press the

B Button. There are
two different costumes
for each character; press

the Y Button to change
cac h \_']'[J["JL'[{_'["‘~ costume. \-‘\.T]LL'[] _\llll I}Ll\'L' C EIIP\L']l a C ‘!'I.lr-'.L['L'r
and a costume, press the A Button to select that character.
You may also pick your character and the costume randomly
by selecting the question mark and pressing the A Button
After you've selected your character, press the A Button again
to begin. Your first opponent will be chosen automatically. It
you win the battle, you will move on to the next opponent. If

you lose, the continue screen will be displayed

Continue

To continue, press START before the countdown reaches
zero, and the Select Your Character screen will be displayed.
You can only challenge your opponent with the same
character that you were using. There is no limit to the

number of times you can continue.

Challenge

You can challenge
someone playing Arcade
mode by pressing ] -y
START on a second
Controller plugged into
Controller Socket 2.
The battle will begin

-
NEW SRPLESEER U

after you choose your

character and the stage.




SURVIVAL

Survival mode is a

CIm A

special single-player
versus COM battle
Ililuulik mode where you try to
I beat as many opponents
as you can in a row.
Your life gauge will not

fully recover after each

battle, and the game is

e Select Your Character screen is displayed, each

t choose a character to use in battle. There are two g - ) .

mmes for each character: press e ¥ Button to In Survival mode, vou can regenerate up to % of vour hite
. » : S - 1

&0 the costumes in the next match (after a win) depending on how much time

¥ was left in the previous match.
t player to choose their character gets to choose the

fixed to one-round, 60-second battles.

How to Start Survival Mode
When the Select Your Character screen is displayed, choose a

character as you would in Arcade mode, and pres

A Button to begin. The opponents and stages will b

automatically.

TEAM BATTLE
SELECT f ‘ Choaose three or five

TIMF KTTAINY

l" [IHMI‘HI characters and fight
against a team of COM
- ypponents in Team
‘{ YUGO Opr
WY, rue Battle mode. Each time

CUAREL DO TUMED Y

you lose a round, you
will begin the next
round with the next
character on your team.
Three character teams

fight matches to three

rounds, while five character teams fight matches to five
rounds. Set the number of team members used in Team
Battle mode (and VS Team Battle mode, see below) in the
GAME SETTINGS menu in the OPTIONS menu,




Team Battle Mode
Your Character screen is displayed, choose
want on your team bv prcsqing the

&y

Yuub IEH

the next character on their team. Two
re required to play VS Team Battle mode.

t VS Team Battle Mode

t Your Character screen is displayed, each

a team of three or five characters to use

The first player to finish selecting his or her team

choose the stage, handicap level, time and number of
se the Control Stick to make these selections. After

u will be returned to the Select Your Character

mmy

you have chosen your

How to Start Training Mode
When the Select
Character screen is
displayed, choose your
character and the
dummy character. After

character and the
dummy character,

choose the stage. You

can change the
dummy’s settings on the training menu by pausing the game.
How to Use the Training Menu

While in Training mode, press START to pause the game
and call up the Training menu. See below for a description of

the various settings you can change on this menu.
RESUME: Resumes the game.

ACTION: Select the dummy’s behaviour with the Control
Stick. (You'll need to reset these settings each time you select
new characters in Training mode.)

Note: Any behaviours set on the list of options below the

ACTION menu will take priority.
STAND: Stands still.
CROUCH: Keeps crouching.
JUMP: Keeps jumping straight up.
VADE: Performs Guard Escape repeatedly.
THROW: Performs throws repeatedly.
BLOCK: Blocks all blockable attacks.
COM LEVEL 1-5: Determines the strength of the dummy.
The higher the number, the stronger the dummy gets
RECORD & REPLAY INPUT: Lets the player program

the dummy’s actions. See page 11 for more information.




' &.REPIAY INPUT on COUNTER: Lets
srogram the dummy's counterattack actions.
for more information.

ONTROL: Lets another player control the
- acmmsusmg a separate controller.

)CK AFTER TAKING DAMAGE: After receiving
the dummy blocks the rest of the attacks.

COVERY: Turning this on reduces the duration

YY: This changes the dummy’s Air Recovery

dmnmywxll perform an Air Recovery after one
on this setting.

FTH/ATTACK means that the dummy
performing the air recovery.

: Turning this on will force the dummy to
k damage on hits.

USE: Set the dummy to beastorise or transform
beast form as soon as it is able.

[ROWS: By turning this on, the dummy will

(TTACK: By turning this on, the dummy will

| risiﬂg attacks.

E RECOVERY: By turning this on, the player's beast
the dummy’s beast gauge will replenish

performing a Beast Drive or going into

u choose if you want the dummy to
s with a Heavy Block. H. BLOCK OFF
 to only perform Light Block.

you choose if you want on-screen

as the Beast Gauge, to be displayed. By
_ '&e INPUT DISPLAY (Controller input

displayed cither.

INPUT DISPLAY: Lets you choose if you want the INPUT
DISPLAY (Controller input display) to be displayed. This
will not affect the rest of the on-screen information.
SELECT CHARACTERS AND STAGE: Lets you select
the characters and stage.

CONTROLLER CONFIGURATION: Allows vou to
change the Controller button function assignments

Q_UIT: (lyit:: the game and returns to the title screen.

RECORD & REPLAY INPUT

First, you need to input the dummy’s actions. By pressing the
C Stck down, the message
“RECORDING” will be
displayed on the bottom of
the screen. During this
time, use your controller to
control the dummy.

To end the recording
session, press the

C Stick down again.
The message
“RECORDING FINISHED"” will be displayed. By pressing
the C Stick down for a third time, the message “REPLAY"

will be displayed on the bottom of the screen, and the

recorded actions will be replayed. Pressing the C Stick down
a fourth time will stop the playback.

Training Mode Screen
The Training mode
screen displays
information about the
amount of damage your
character and the
dummy inflict on each
other and the length of
the combos your
character and the

dummy perform.




: meomo DMG: Maximum amount of damage
caused by a successful attack, including combo bonus.

3 TOTAL DMG: Total amount of damage inflicted on
). ‘opponent.

combo.

e Training Mode screen also displays the player's attack
(High, Middle, Low) and the player’s Controller input.

PAUSE MENU

OPTIONS
In the OPTIONS

menu, vou Can « hil.:]f_'_L'

neTiInNG

the game settings, such

e 1 LAME % e
as difficulty and sound, i =

oy L Rt Eake T R 10
and check your RIS
statistics. Use the GYATISTICE

Control Stick to select MENONY CAGS
. s HATE

the menu item of your

- Change varicus gane vellings

choice, and the

A Button to confirm

vour selection. The

B Button will return you tc

GAME SETTINGS

[hL' PLEVIOUS SCrecn.

COM STRENGTH SR B
This sets the COM
strength. There are L roaven sTRemTe
eight levels, and the Ly
higher the number, the A R

stronger the COM i £

opponent. The default

Se1 the cospute ngnt si rength

setting is 4.

PLAYER STRENGTH

This sets the amount of damage caused by both characters.

There are eight levels, and the damage increases as the

number increases. The default setting is 4.

TIME LIMIT
This sets the time allotted for a single round in ARCADE,
VERSUS, TEAM BATTLE, and VS TEAM BATTLE

modes. The options are: 20, 40, 60, 90, and infinite. The
default setting 1s 60.

MATCH TO

This sets the number of rounds vou need to win in order to
win a match in ARCADE and VERSUS modes. You can

select a value between 1 and 5. The default serting is 2




STATISTICS

the number of team members used in Team Barttle Here voi can view

Tél_m-Batﬂe modes. You can choose either 3 or 5 SaFiote statistice sich
1 n members. The default setting is 3. as rankings and
'DEFAULT SETTINGS character usage.
Ths returns all of the above settings to their default. TIME ATTACK

RANKING

The ranking 1s

 CONTROLLER CONFIGURATION

displayed according to
FINTRMIFR FONFIGUBATION il . 1 - L
] the time it took each player to finish the game in Time

Attack mode.
SURVIVAL RANKING

The ranking is displayed according to the number of stages

PLAVER 1
-

beaten in Survival mode.

OVERALL STATISTICS
Displays the percentage of times each character has been
used, their win rate against COM, and their win rate against
human opponents.
es the type of audio output between stereo and VS MODE STATISTICS
53 drﬁu!tscmng 1s stereo. Displays each character’s winning percentage and their
SIC VOLUME/SFX VOLUME overall win/loss record in Versus mode.
sets the volume of the background music/sound effects. VS MODE MATRIX
BEIHOR 16 100, This chart displays each character’s record against every other

character in Versus mode. 10 is a pertect score.

7- to the background music. MEMORY CARD

PLAYER You can change the
SEX PLAYER to listen to the sound effects that are Memory Card settings MEMORY EARD
| the game. Choose the stage/character in SFX TYPE, and save/load data here.
lect the track with the SFX PLAYER.

AITO SAWE  OFEE

AUTO SAVE
‘SETTINGS This turns the auto save
s all of the above settings to their default. function ON/OFF. The

default setting is OFF. Turn ssts save eafatl




GAME SYSTEM

ge: Displays the character’s remaining life. The Life

Survival or Team Battle modes.

Displays the number of rounds required to win the
\n orange icon indicates that you have won a round.
ige: When the words, “BEAST CHANGE!!" are
you can transform into beast form.

eft half of the screen is for the first player, and the right
is for the second player.

Beast
Gauge

How to Win

You win a round if you knock out the oppoenent by depleting
the opponent’s life, have
more life than the
opponent when the
time runs out, or knock
the opponent out of the
ring. If you and the
opponent have the same
amount of life at the
end of the round, it is
considered a draw and

each player will receive

a win. You win the match when yvou accumulate the
predetermined number of round wins. If the final round
results in a draw, you will fight in a sudden-death match to
determine the winner. Characters will begin the sudden
death match with their life gauge depleted. The first
character to score a hit wins.

IN-GAME CONTROL

The Control Pad commands apply when the character is
facing right. Reverse the commands when facing left,
Throw: You can perform a throw by pressing the Y Button
‘.\-‘hil:’,‘ hc'rlding Iht: Cuﬂ[rn] S[igi\ [m\'.m_!a VOur .11r]m|3u:1[,

Duck: YW You can evade high and middle attacks by
ducking.

Blocking Mechanism
Light Block

Control Stick in neutral position

This is a quick move, but you cannot use it to block Block
Break moves. Press W for Low Light Block.

Heavy Block
€ or Y Button




the Y Button right before your opponent lands
» you can evade the attack.

green lightning around the

you to attack your opponent while
High/Middle Light Guard. The button to press
Button) for the command and the cffect of
t for each character.

to move into or out of the screen. To
press L Button. To step into the

Throw Evasion

You can evade a throw by pressing the A, B, X, or Y Button
immediately after the opponent executes a throw.

Recovery

Moving the Control Stick in circles and pressing any of the
buttons rapidly while stunned or knocked down reduces the
amount of time needed to recover.

BEAST FORM

In Bloody Roar: Primal Fury, the battle tactics revolve
around three factors — Beast form, Hyper-beast form, and
Beast Drive. Skillful use of all three of these weapons is key.

Changes in the Beast Gauge

While in human form, the beast gauge is blue. You cannot
beastorise until this blue gauge fills. To fill the gauge,
perform moves.

When the blue gauge fills up completely, it becomes empty
again and the words, “BEAST CHANGE!!" appear. At this
time, you can press the X Button to beastonise. You begin
each battle in this state. If you choose to remain in human
form, the gauge turns yellow and starts to fill.

Once you change into beast form, the Beast Gauge will not
fill. Rather, it will begin to empty as you sustain damage
from the opponent. When the gauge empties completely and
you are knocked down, you automatically revert to human
form, and the gauge turns blue (as long as you are not
knocked down, you will remain in Beast form).

When in Beast Form

The following are the benefits of Beast form:
1. You can perform beast moves by pressing the X Button.

2. When jumping into the air, you do not rise as high as in
human form.




ts (parts of certain moves where you can
‘move) become available.

acually ﬁ_us.
damage you can inflict increases.

auge Recovery

form, you can recover 30% of the damage you
rm. The total amount of life you can recover
m is displayed in blue. Your life will be

not when you are blocking. Also,

nan form, the recoverable amount of

R-BEAST FORM

+Y Button

‘move from any part of a move.
u can perform Beast Drives
an form. See below for more

rers at a faster rate than in beast

:  you revert to human form, the

BEAST DRIVE

Beast Drives are the
most powerful of the
beast moves, with
tremendous damage
potential, but once you
enter the command, you
will revert to human
form whether you
successfully hit your

opponent or not. The
only exception is the Hyper-beast form; as long as you are
within the time limit, you can perform as many Beast Drives
as you want. See the included moves list starting on page 22
for each character’s moves.

CHARACTER
SPECIAL MOVES

Key

r{-"‘ = *, 3, ')
X=V, ¢, €

O = Kick = A Button
@ = Punch = B Button
@ = Beast = X Button

Note: This key is based on the default button
assignments. Feel free to change these assignments in the
CONTROLLER CONFIGURATION menu in the
OPTIONS menu, the PAUSE menu, or the TRAINING
MENU. See page 12 for more information.




Yugo

Ome Two Body Upper
Silver Woll Knuckle
Counterblow

Meteor Crash

Clinch

Heart Break Blow

Dragon Finish Blow
Low & Step In

Blind Blow

FPanther Two

3 Flicker Lighming
Spiral Kick

Leg Stash

Bloody Roar

s

000

Y
J

00 ©

' r-. \1

L @<

Champion Straight Punch

© ©0
©

Final Machine Gun Upper

OOOOOO0OC

Hiigh Speed Combination

ROOOOIOY 2R
© 0000000000

Claw Twin Knuckle Slash

© ©
©
=

Long
Consecutive Strike | 000 (o six-level combo)

Cross Arack |8 D
Rotation Back Gate ETbow Q0.10==0Q
Hawk Shoulder Plant | Q0
Consecutive Antack . 0 - _' s 0
lﬂEP [ Swk ] 1@%’
< Q :

O i oo ios S

Sagherads [ Sy
aImTes EES | Ry Core

o)

R 5 o o S

L=
r "'L_},i

(7o Ak J swatow ik S e Whiprine
0 ey 0
D L L0 CEEED 0
Tharn Ower Cone. Kick 8 o 0

Alice

ﬂ- 70 -Bilsi;ll_ﬁjﬂ.hﬂ b
Course to Heaven Ferocious Tiger Laceration

Shina

Blitz River Throw
Sway Kick Combination
Through Punch Upper
Rabhit Step

Low Rabbit Knee Rush
Leg Bear Combination
Somersault

Iriple Somersauly
Rabbit Spiral

Spring Slap

Rabbit Shide
Somersault kick

Triple Somersault Kick
Squar Combination
Rabbit Flip Chain
Rabbir Blast

Rabbit Step Hammer
Low Rabbit Slider Rush

f'

M-V1 Stinger | Q@
M-VI Nupperm . D
M-V1 Nupperm Fake Q
Hunting Arrow
Assault Kick Mine
Triple Low Scraich
Pile bunker
Lightning Slash

Hunting Double

G-111 Cambination | 000
Assault Kick Bomb = 0=00

Angry Crow Judgment Bl

Somersanlt Serarch B
Fake Mine o
Trident Shoot | 0-

Scramble Snatch

RESALITS

| &0
G111 Gencral Attack Combinatiort 00 0000000

Flying Drop

ZOL 10
Cross Blade Zapper




Stun

Hand Knife Combination
Body Slasher
Shell Slasher

o
Q

Lighining Mine
Bio Shock
Shell Rush Guillotine

Fhrust Blow

oLoLe

-. . . | ._‘._.-,.]‘?.-,.) 1|
90000000000

Solid Cutter Combao
Fhrust Knee Smash
Phrust Knee Crash
Chaos Beetle Rush
Violence Beetle Rush

Grasshopper Leg

s

Spider Drop
Antler Homb

Haornet Grah

Combination Antler Bomb

Thrust Bug Throw

Q

: o
IOOQOOOOOG
[~}

000

o

¥,
]

00

C-A-1-N
A-B-E-1
Lunatic Artack
Crimson Lunatic

Paradise Lost
Mochins

Spiral Bahel
Velvet Chain
Tyrant
Dharkness Baron
Crusader
Executioner’s Virme
Chain Breaker
Guiley Chain
Mystic Slicer

Mystic Rink

Striker

s R
(when duckimg)C 5 )
BRSNS

Song to Naught

Shenlong

LA R
Boosting Burst

Snake Elhow

Cross Blow Arack

Low Relling Sobai

Double Cross Crow

Ring Cross Artack

Encoy Grasp Sun & Moon
Snake Atrack

Raolling Sobat Combination
Seride Kick

Shadowless Kick

Smake Kick

.
Q

= = 0

D 2 T
@z 0

CEIED | 0

Ralling Heel Kick Jiel K]

Snake Six-Level Combe Ring for Shenlong i

-
CZID

~Q
o=z 0

G 0

Qg ST o
Outbreak Ascension to Heaven

Busuzima

Busuzima Kick =
Back Attack | 0
Chopping | 0
All Open Transparent Kick Q00
All Open Upper Punch Q0
Busuzima Head Hute =
Grand Elastic Punch =1
Heaven Elastic Upper Punch | (B Eigh
Busuzima Punch Combination .
Busuzima Kick Combination
Hooligan Fake Kick Combination
Tongue Lash [ = <=
Super Tongue Lash = Lo=1
Busuzima (Poison Island) Serious; 57
Serious Punch g
Serious Kick

Dokujima Exercise

AllOpen Hell Atrack 000000 =0

Ferocious Tiger Laceration

Ultimate Die Through Busurima’s Mandals




Jenny

Passionate Heal Rush
Enamel Blade
Complere Disorder
Nightmare Walking
Twisted Explosion
Drill Talon

\ir Blast

Spiral Talon

Step Slap

Back High-heeled Kick
Sly Kick

Gross Edge

Wind Slider

Twist Heal Change
Bat Wing Blade
Enamel Wall Wind
Slap & Nightmare

Stap & Disondes

{im the air) If' €

‘00000000

'__,H urOur 0

(in the air)

|00

= 000-0
OO0
Il.:;l.lr!:.l.i"’l_5|"g'9 0

Uriko
| OQ : 00 (ror sie-lewel combao

J (when hin)( )

0000
==00

Thunder Dance
Thunderclap Peace

Al Around 1-2-3

Supreme Peoetrating Bow Thigh

Wings of the Ph

L -
Double Kick Combination [t - 00
Thunder Blade 00

Rolling Punch =] P
b4

Dance of the Cat (B
Rubbing Nail Peace I_'_‘ o

m Rdu]lmm Kick Comnered Mouse Arack
} Phacnix Six- I.;- el Combe Ring 1
T No Thigh Drop S Grop Son & Moo I Gros P T

CE- -0 D -0
Cont. Gem Bombardment LIRS P - 0

nix =B |

(D) sixrimes
o X tumes |

Bakuryu

000« :-. DOO
<«BEAST, ﬂﬁ!.!b* (40)
5;.3- H-gh Tmpes‘t Crimson Glider

BYKY Und Snow Cont. Kick

Spiral Shadew Blade
Flowing Shadow Circular Kick

Gale Crescent Moon Drop

Poisonous Claw Machine Gun
Flying Line Drop

Iriple Spiral Kick

Shadow Bound

Dragon Sword

Sword Dirop Blade Kick

Fang Dvop Hammer Moon Shadow
Lightning

Poisonous Claw Slash

Snow Light Line Dirop

Smoke Bomb

Smoke Spiral Kick

Rising Scrape Up

Poisonous Claw Spiral Shadow Blade

Dancing Lunge

(when d IILLIHL"L.

0000
000=-0-070
| I\\hul .Imk:nkloo

,|
L =

0 «msr.‘ﬂn VL)
Surprise Cat Pounce Dance of the Phoenix

Gado

J‘—“%

Shorgun Combination Dirive

O

51 @2
10000000
1001000000

Tomahawk Basher
Shell Slash
Tropper Comb

Skyruncher Strike

Q@ QOQ

O. o

Triple Scratch
Diestroy Scratch
Absolute Fire

Shotgun Combination Fire

0 jigels
©

'@ﬂ)

Spinning Strike

Talk to the Fise

,00 000
= 0 IKI.(“ I"‘ﬁ

Heat Caprure Low Kick _‘. k 0 {when hit) '-_' 0

Bloody Ridge T020

Heat Blaster Double Claw ' 0 Q00 G

Hear Blast Skyruncher Strike 0 OD 0=000

Pressure of Tyrant g 0 ~2=Q5040

High Command Edge Combination
Hear Caprure Middle Kick

Bombcr G-Cannon
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Super\risin% Animator
Yoshihiko Umakoshi

Key Ammalnrs
Eik Iy

ki
Keisuke Masunagu
Animation
ok

H\.
Etsuko "UII'I[H Mo, h omi Ma .wmll.
Fumiko Matsumoto

Color Setting
Kunio Tsujita

Coloration
Asada, Kavo Ohshin

Naomasa F

Yoriko Mat .
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Tomoko Ohizumi, Y
Kunio Tsujits
Art Director
Geki Karsumara
Art Design
Hironori Ishikawa,

Teruki Tachibana, Masak: Kajiwara,
}‘;.lﬂlL'kll.I:II. F‘”L]I'.r':
Camera Operation.

Edit and Composile
Yuji Asada
Cinematic Engineers
Zin Kamohara, Zenjiro Motono

Movie Director
Masahiko Waranabe

Movie Producers
Shoj Mizunoe, Hidenori Yamaguchi

Executive Produ:er
Tadahiro Nakano




OMER SUPPORT
R Eorumss, E-Mail and File

via the web please visit
n.com/support or e-mail
co.uk

ND TECHNICAL SUPPORT

jﬁuwﬂmﬁfﬁﬁsion in the UK on
between the hours of 8.00am and 7.00pm
 Friday with the exception of holidays.

a
onitored

SUPPORT IN AUSTRALIA
Technical support, Hints and Tips, please

1.98 + GST per minute

Snppm't and Customer Service in areas not
your local distributor or Activision via

PRODUCT LICENSE
AGREEMENT

USE OF THIS PROGRAM 1S 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
DOCUMEN IN, AND ANY AND
ALl COPIES AND DERIVATIVE
WORKS OF SUCH SOFTWARE AND
MATERIALS. BY OPENING THIS
PACKAGE, AND/OR ING  THI
PROGRAM, YOU ACCEPT THE
TERMS OF THIS LICENSE WITH
ACTIVISION, INC. ("ACTIVISIONT)

LIMITED USE LICE:!
you the non-exclusive, non-trar
nght and boense o use

NSE

Program s licensed, no

confers no title or
and should

{(inchucding but not limit
computer code, themes, obije
character names, stor

effects, methods of opera
any related documentation, 1
this Program) are owned by Ac
bicensors. This Program = pe
copyright laws of the
intermational

corventions and
certain

containg

YOU SHALL NOT:
* Exploit this Progra EXCEPT AS SET FORTH ABOVE. THIS
WARRANTY 1S5 IN LIEU OF ALl
i OTHER WARRANTIES, Wi '
st ORAL OR WRITTEN, EXPRI

commercially, inc

use at a cyber cafe, com

center or any other location




AND/OR EXCLUSION OR
LIMITATION OF LIABILITY MAY
NOT AFPLY TO YOU. THIS
WARRANTY GIVES YOU SPECIFIC
- LEGAL RIGHTS, AND YOU MAY
HAVE OTHER RIGHTS WHICH
VARY FROM JURISDICTION TO
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 its

,Ildt Dlhﬁ' remedics as - Activision may

INDEMNITY. You agree to indemnify,
‘defend and hold Activision, its partners,
lﬁﬁm m;. oﬁu:ls, directors,

Pn&:pm:m&mdlﬁsm
mm&m Thas Apumcm
the

i-bmmhpmsmdmpmnds.ﬂpnu




