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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO" HARDWARE SYSTEM, GAME DISC OR
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT
SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

QWAHNING - Seizures)|

* Some pecple (aboul 1 in 4000) may have seizures or blackouts friggered by light
flaghes, such as while watching TV or playing video games, even il they have
never had a seizure before.

Anyone who has had a saizure, loss of awareness, or other symptom linked to an
epileptic condition should consult a doctor before playing a video game.

Parants should watch when their children play video games. Stop playing and
consull a doctor if you or your child have any ol the following sympioms:

Convulsions Eye or muscle hwitching Loas of awarenass
Altered vision Involuntary movements Disorientation

To raduce the likelihood of & seizure when playing video games:

- Sit or stand as far from the screen as possible,

. Play video gameas on the smallest available telavision screen.
. Do not play if you are tired or need sheep.

. Play in a wall-lit room.

. Take a 10 bo 15 mnule break avery hour.

N e L PO =

| A WARNING - Repetitive Motion Injuries

Playing video games can make your muscles, joints or skin hurt after a few hours,
Follow these instructions 1o avoid problems such as Tendinitis, Carpal Tunnel
Syndrome or skin irmtation:

-

Take a 10 to 15 minute break every hour, even if you don't think you need it.
If wour hands, wrists or arms become tined or sore while playing, stop and rest
them for several hours before playing again.

If you cantinue to have sore hands, wrists or anms durning or after play, stop
playing and see a doctor.

| AWARNING - Electric Shock]

To avoid electric shock when you use this system:

= Do net uge the Nintendo GameCube during a lightning storm. There may be a

risk of electric shock from lightning.

Usze only the AC adapter that comes with your system,

Do not use the AG adapter if it has damaged, split or broken cords or wires,

Make sure that the AC adapler cord is fully inserted into the wall aullet or

extension cord.

* Always carefully disconnact all plugs by pulling on the plug and nat on the card.
Make sure the Mintendo GameCube power swilch is tumed OFF before removing
the AC adapter cord from an outlet.

| ALCAUTION - Motion Sickness

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, slop playing and rest, Do
ned drive or engage in other demanding activity until you feel better,

| AACAUTION - Laser Device

The Nintendo GameCube is a Class | laser product. Do not atempt 10
disassemble the Ninlendo GameCube. Refer servicing lo qualified persannel only,

Caution - Use of controls or adjustments or procedures other than lhese specified
hergin may result in hazardous radiation exposure.

CONTROLLER NEUTRAL POSITION RESET

It the L or R Buttons are pressed or the Control Stick or C Stick are moved out of
neutral position when the power is tumed ON, those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons
and slicks to allow them to retum to the
cormect neutral position, then hald down the
X, Y and START/PAUSE Butions
simultaneously for 3 seconds.

L Button R Button

Stick C Stick
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THIS GAME SUPPORTS
GAME PLAY WITH ONE
PLAYER AND CONTROLLER,

THIS GAME REQUIRES A
MEMORY CARD FOR SAVING
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ond dnfernotional imefectual property fows. “Buck-up™ or “orchival™ copies ore nof autherized owd
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ARE YOU READY to play as one of the worlds greatest

superheroes [known to all as My, Incredible] and as his family af
supers? You'd better be; this mission needs the help of Me
Incredible’s entire family and friends, toa! After reminiseing about
the days before he struggled into his super suit, Mr. Incredible
receives a mysterious call that summaons him to a remote island
for a top-secret assignment. With a new purpose, he heads off to
the isfand of Nomanisan for an extraordinary battle of wits and

superpowers. Wateh out world: Its Showtime!
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MNintendo GameCube™ Controller

The following &= the default Controller setup.

The default setting for the Rumble Faature is ON. The Rumble Feature can be

turned OFF in the Options Menu.

L Buttan i

Control Stick _

|
| START /PAUSE |

ontrol Fad |I

MENU CONTROLS
+Contrel Bad  Highlight mena selection
Control Stk Highlight meny selection

A Button Canfirm manu selaction
B Button REturn to previous manu
GAME CONTROLS
Cantrol Stick  Contral Character
L Stick Meave Camura
A Buttan Jump
* fnat avaitabia on fncredi-Ball)
E Buttan Punch

(e Incradide, Mrs, Incrediiiel

R Button
Z Button
¥ Buttan
X Button
T Button

" B Bulton

X Button Grab
(M Increditde, Mrs. incredible)
X Button
(M Increditde, Mrs. Incradible)
Action
(M Increditie, Mrs. Incredile, Violer)
¥ Buttan Incredi-Attack/Move
L Button First person Camera wisw
(Mirs. Incradible)
R Button Crouch/Roll
(M Incredibie)
R Button Stretchy Punch/Grapple/Swing
Mz, Incradible)
L+ Z Button
START

Throw

& Button

Canter Camara
Start game/Pausa menu
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During your game, you can save your progress at any time. When you return to | Press START during the game to access this Pause Menu. There are a number

-;wji'ﬂﬂl game, choose this option to load a game you've already saved. Then you of options here;select one with the A Button, or return to the game with the 8

:‘f can hop right back into the action! L : area shows the name of the lavel you're playing, and how

' you've passed. Undemeath is a video of the level you're in. To
OPTIONS

sub-menus.
Turn the Music Volume {tha tune playing in
the background), and the SFX Volume (the
grunts, zaps, and shrieks in the game) up or
down, Change the sound mode from Mono :
{one speaker], Stereo (twol, or Dolby® " e
Surround. Finglly, turn the Controller Rumble fagiien Ll
Feature on or off. All aptions &re changed ——
with the + Contrel Pad or Centrol stick.

5 you to enter the main n:rliuns_manu, just like you could &t the
an change the music, sound effects, sound, Controller Rumble
it the current controls,

8 your progress at any time from this screen.

Enables you to replay any missions you have already

form of hidden game mode is this? It appears as 7777797

BONUS
Enter this menu to view bonus videos =
ahout the movie and the game. | ark anid _ BT
| +Enmm| Pad: quhjng § idi i collecting Super ﬁﬂf Mﬂt'm :
A Button: Approve sel } ps i _ _' f rm many more
B Button: Go back to i supur moves at their disposal. Check
& T e L e "‘ﬁ'lis ﬂ'lu Characters and Moves section for
. ; : uwhat all the infarmation!

e.com for the latest secrets and information on this game|

aty to quit? Mever! But justin case, choose this to returm to
Don't forgat to save first]




GAME SCREEN R GAMESCREEN

Incredibla fcon mﬂ-—-"'-;-_ Time
Incredi-Metar A H"‘"‘Chactpninm
: _______________-—-—-—"-'_'-_-___-_ £—— Dash leon
i L t
187 et L ]

| ' MPH""""-*”" : TiAl
T F ~ Instructions . %""--.Hmeﬂ
| PRESS 0 TO ATTACK THE H!HI:HHH/‘1/-

th Levels Only] - Check the screen above, and you'll spot the
right side of your screen. It is used to track the progress
ug| you're running through. Below is a description of how o read

Incredible lcon - This quickly shows you your health and Incradi-Meter. The
“I" dot flashes whan you're at 26 percent haalth ar less.

Health Meter — Shows how much health you have left. Collect H
this bar, If you take damage, the Health Meter poes down clockwis

empties completely, you'll restart at the last checkpoint. Dash icon on the line alang tha right side of the screen shows

iFDash. it moves from the bottom of the metar to the top &5 you
Incredi-Meter — Each time you attempt an Incredi-Maove, this emp 2 level. ;

Certain items and defeating henchmen add to this meter. So start s

Special Action Meter - This is used to show how “charged” a ma
much longer the player hes to repaatedly press the button to it thi

ntice arange bars appesaring at the top of the meter and slowly
2 Dash icon? These are checkpoints. When Dash passes through
"ve passed through it tool If Dash is defeated by belng tripped,
pverheating, you start at the last crange bar you ran mrmﬂj

ipof the screan, you'll see a timer. This shows hmmmue&‘ﬂ]ﬂa
eaches his goals.
Instructions - If you see information here, be sure to read it! o

g . : e v hﬂ.ﬂ KAk of
TATISTICS ! _ H&u@i‘ﬂ:mﬁmﬁt and corer

& you complete each level, your skills are comprehensively dets
series of stetistics shown in the screen to dﬁhﬂﬁﬂﬁm nfﬂmimrfur anurcullaunﬂ'm increases once
i reach 100%, the level is done!

Enemy - This is the enemy you re currently attacking; in this case
Voyege's henchmanl!

9‘




Whan you're thwacking vil-doers left and n-th, here are a
are handy for your plight!

Huh:h Replenishas yo

0 {(ﬁ) Red-50% Replenishmeant
Yellow-28% Replenishment

Grean-10% Replenishment

& Incredi-Power Increase: Replenishes your
G) Incredi-meter. ',A' 4

fed-50% Replenishment

Vellow-25% Replenishment 1)
Bonus ltem: Unlocks artwork and F T
videos in the Gallery. .

( 'y I uamamm:u::;m'd“

host of cronies. Thera are a series of bank
robberies and Mr. Incredible correctly assumes
that this devious burglar is making off with the loot,
I¥s up to Mr. Incredible to stop him!

Level 2:

ge is one slippery customer, and
5 up, Helen {the future Mrs.

to halp in his apprahansion.

b Vioyage once and for ali?

& BOMB VOYAGE

et bools are an iMpressive pigce
bt M Incredible doesn't want
uite this close! Taking off on a

g city as he tries to remove a

5 cape, Mr. Incredible drops
next to that master thief, Bomb

T
old friend Frozene is back,
ent! Are they getting in over

__iﬁull I n

.
|
.

:
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Level 5:
LATE FOR SCHOOL

The bus has left again without Dash. He's latel Or is
he? With some sneaky superpower moves he may
make it on ime. Bm;ﬂ:&spmm person around
does have its benefits though, It's time to test his
sprinting ability and get 1o school before the bus does.

Level 6:

BEACH LANDING

The mysterious Mirage has offered Mr. Incredible a
top-secret assignment that he's in no position to
refuse. Moments Iater, she debriefs him while on a jet
plane heading straight toeward Nomanisan Island.

Level 7:

NOMANISAN ISLAND

After an unforgettable landing on Nomanisan Island,
M. Incredible only gets to stretch his legs briefly
hefora ha has to start battfing robots once again.
Mirage warned him the Omnidroid is lonse and
wragking havoc on the island, but where is it? It's up
o Mr. Incredible to find and destroy it!

Level &

VOLCANIC ERUPTION

Mr. Incredibde's luck matches his name, and he
|ocates the Omnidroid. It's at about this point that M.
[ncredible wishes he had Frozone with him. The metal

o
|

.--"ﬁ-_
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b
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\monstrogity throws M. Incredible into the mouth of an |

aefive velcano, and then dives in itself to finish the job!

Leval 9:

ROBOT ARENA

After destroying the Ormnédroid in his first mission Mr.
Incredible has a new |lease on life. He is now back on
Nomanizan ready for adventure again. On his way to the
conferance raom to get debrigfed, he runs into a cauple of
phataclas. Don't worry - naothing can stop Mr Incradiblal

LEVELS

rand it's back! 15 it too much for
e giant metallic shape starts to block *
ghts. An even more impressive Omnidroid

r. Incredible in hand-to-claw combat.

Level 11:

SYNDROME'S BASE r

Just what is really going on within the bally of

Momanizan lgland? Mr. Incredible will soon

discover more ahout Syndrome’s diabolical plan. Tk
jre out what happened ta his e

op Syndrome, preferably in

INCREDIBLE

husband's whereabouts, Mrs.

@ kids fly out to Momanisan to
After & horrific landing, Mrs.

e kids in a cave and takes off
ure inside Syndrome’s base to

ining for his life in a deadly race
g velocipods! These henchman-

aptions are as deadly 8 they are
ds every ounceof energy to keep

eway, Viclet is left to fend for

5 not too worned though; she doesn't cut
g nf an m:nsmg figure to worry Syndrome's
henchman, In fact, her plan is to not reveal harself at
all — invisihility is the best method of escapal

H o

@ e

'|I'I

2

7

e T




Level 18:

INCREDI-BALL
Dash escapas Syndmma'kfhﬂ!u fiends, Iljhlla“'ﬂﬂﬁt |
complates har staunh} hmmNtupm
combine their powers into a fearsome Incred-Ball.
Take Violet's force field, add Dash's speed, and mix
tu,uuﬂ‘m; tush'ﬁuﬁ:a force to be reckaned with,

Level 16:
SEERET LAVA LABS
- While the kids are having a ball, Mrs. Incredible
has finally arrived at the inner sanctum of the
reprehensible Syndrome. He doesn't make his
underground lair essy to nevigate, but continue
she must in order to locate Mr. Incredible.

Level 17:

ROCKET SILO

The Incredilbes mest up and try to find a way off of the
island. They run right into the rocket bay, Violet's idea
i 10 uge the rocket, but they run into trouble when
they discover that the power to the antirg silo is oul,
Meanwhile, Mrs. Incredible tries to re-establish power
to the rocket silo, and M. Incredibla heads off to

ready the rocket that will fiy his family homa.

Level 18:

SAVE THE WORLD
. What seemed like a hair-brained scheme to blast
\@ack to civilization has worked! Of course, when
The Incredibles arrive, they see that their work
isn'tdone. Syndrome’s greatest invention is  » .
wregking havoe an Metroville, Can Syndrome save
the ity and finally be super?

L]
e aad

D

L

\M_  PLAYABLE CHARACTERS T
\\\ ¥

2

LE
meoftheworlds
erhaeroas (known to all as Mr.
iesediblel, Bob Parr comes out of hiding and \r |

CEpLS & mysterious top-secret assgnment! He ft (v \
can't walt o get back o the good old days of | : ‘ \
saving the world, and fighting avil on a daily basis. .

fncredi-Moves! - A
Incredi-Punch 1
Charge your Ingeedi-Meter up, hold the ¥ Button, and
{ gash your Incredi-Punch! Held the ¥ Button

2 i5 in mid-air, and then release to crush
[ oL,

IBF than normal? Then jump once you're crouching.

A button, then move and hold the Controf Stick (in the direction
hen press the A button.

0 daal with airbome foes. Stand next to the object (or enemy],
o pick it up, and press the ¥ Butten again to launch it

with the X Button, and use the Control Stick to turn them in place.

k3
ect blocking your path? Then stand naxt to it and tap the X
you lift it up and out of the way|

Incredi-Throw
Lift up & henchman with the X Button, and instead of pressing the X Button again,
prass and hold the Y Button for an even longer throw|

-
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MRS. INCREDIBLE

firs. Incredibla misses the old days, hutduammwjl e i

& wondarful family and Iaqultnhapwtu sp! #5 i : _- i necial powel i it seems X ’) _,.:-‘;_;-
harfamllv,r is in danger dna;ﬂl BASSUME ' 1y Tiggh s allow har £ 2 o 2 v ™
e and proteet - M o
ith an egually et . "

pshield. Whilson. .50 .52

: Nmnrs.an.shelamm . iy A R s
as stretching talants that can knock aut henchman from far _ confront fearsome il S 2 s
es5 the A Button whan a henehman is targeted and knock him out. situations, turning har e ,r‘; 4 S 3
defensive energiesinte ~ © _ e
ess and hold the X Button, and you'll grab a henchman before mmwmg him. an siferisive frnce. e aF - A
Aotate the Control Stick in mid-throw te change the direction you throw him. 47 = 4
Swinging i i
When near 2 grapple point, shown by an Incredi-Pointer, ¥ Buttontouse
press and hold the R Button to swing across a ower, Hold the button
aap. Ralease the A Button to let go of the ! d vm{'li dap!m har
grapple paint, . o se this sparingly.

Incredi-Actions! . 5!

Incredi-Punch . P ;
Press the ¥ Button to unleash Mrs, ‘w up with Dash, she'll use her force field ability in conjunction
Incredible's Incradi-Punches. The j wl to form the Incredi-Ball. Almost nothing can stand in their
longer you hold the button, the @ otk togethar!
stronger the attack will ba! il
:-; 2 ‘ \
\




ENEMIES: HENCHMEN L]

ave enough clout we've uncovered some waaknesses so
evary bout!

DASH

The smallest membsr of The Incradibles family, next to J
quickest. Being able to run as fast as he can is awesomal But!
baddies aran't like the ones on TV, Thay don't hold back!

Incredi-Actions!
Incredi-Boost .
Whila sunning, press the ¥ Button for & turbe boost. Watch out! Held the I:utmn
oo long, and Dash will overheat due to all that friction,

Incredi-Ball

Onee Dash meets up with Violet, they can form the Incredi-Ball, Use Dash's
speed to navigste the |ncredi-Ball, and destroy henchmen and amything else in
your path.

EONIS
ing down an apartment building in lower downtown, these
pyromaniacs need to be taught a lesson. Put up your dukes and keep
the pounding gong |

NOMANISAN ISLAND HENCHMAN

Are you an evil genius bent on diabofical revenge with a secret
subterranean volcano base? Then dowe have the guards for youl Mot
too bright, fiercely loyal, and gueranteed to waylay superheroes.
Syndrome must have seen the advertisement; these henchmen are
saarming the island.

HORED HENCHMAN
ine a henchman with encugh seniority to afford a set of armor and

: ¥ Super Tip{ Keep Healthy [
:wedl e e enough to stand up to Mr. Incredibla’s punehing. However, it
n a pinch, Dash and Watch that health meter! Hanchmen a t80lid enaugh Lo withstand repeated pummeling, 5o getin up closa
Vislat are a great laser baams damage the Incredi-Ball. it i
brother and sister health and Violet will lose her concentr

team! Be sure you learn | will cause the Ineredi-Ball to disappea
tha following tips end Dash and Violet defenseless]

keap the ball ralling to

help defeat Syndrome's henchmen,

Full Force!
Usa the Incredi-Ball to send henchmen flying! You can also use it 0
generators that can't be reachad.

\

advorsaries launch bombs in your general direction. You've got a
d or twa before the devices explode. Make good use of this time
unch the bomb back where it came from. Bombs can mlfhﬂ

up when green.

LOBBER HENCHMAN
e encountered a Lobber Henchiman, you know what fo expect.
these henchmen fiy about on personal Mlmptlr units. Roast
% in the same manner as before,

GUN HENCHMAN

hoth far and mrtﬂmﬂmmma armad mlaswm
% » ; 1 . 8 andthey aren't afraid to use them! Use your impressive dodging abily to
h‘. : : 3 v n5E b Bmﬂﬁﬂ ﬁl‘llﬂlﬂ'ﬂ'ﬂ off. .
G LASER GUN HENCHMAN
tthese guys ever stop?! Throw an object &t them before thay try
st you. Hitting them before they fire sends them into a flat spin,
1o the ground,

A
SHIELD HENCHMAN
They may not be much offensively, but attacking them directhy won't get
yau anywhaere. If these baddies get in your way, you'll have to throw at
them eveything available within reach to take them out,




Robots are nasty and an attack really joits; be sure you attac
their hoits! R 1

Avaid the brightly colored birds ﬁwm amualll,l hidden |
'stmfaulﬂ ly placed by Syndrome thraughout the islend. If on
set it off, you'll alert any nearby enamies thanks to the
L uju’a!arm these security sm‘rtm!s emitl

- HELIBOT
~ Ahavaring robet with an electrical discharge thatwill shoek you if you
stand under it. This terror from above can only be reached after an
|nzredi-Jump to its level, Then clip those rotor lades and bring the
Heliot dewwn 1 earth for good.

VELOCIBOT
These are just as nasty as the hanchman-pllmd velocipods, hukd
; have a pilot. This means carefully aiming and shooting thel

garth as quickly a5 possible is your only option.

LEAPEREOT
These robots are the peskiest around, When you try to get
attack, they lzep back away from you. Of course, they [aun
airborne barrage to make you think twice about chasing the
tnat devestation, and keep following the Leaparbot untl it |
room. Then finish it!

MELEEBOT

Momanisan |slend is teming with tham| Thay spawn from

e~ N panerators in the dense jungle ground. Dodge their scen
ﬂ face their array of charging end slicing attacks. Instead, |8
and stun them, using them to defeat othar robots.

ght expect, these robots seek and then destroy. The only
[ is they're programmed to executs this program when they

ot you! If you're caught close to their explosion, expect a singad
per suit at the very best. Use whatevar means you can to

- explode these kamikaze devices in mid-flight.

TANK

Although sharing the name of a tracked vehicle with a turret, this is
a slightly more incradible version. Armed with a mass of weaponry
from lasers to bombs, it will use any of tham to defeat you, If you're
able to turn ene of the tank's weapons back on it, giving it a taste
of its own medicine, you'll take it down.

NIDROID
SENSORED] THIS MATERIAL HAS BEEN DEEMED ‘CLASSIFIED" BY
SYNDROME CORPORATION! AVERT YOUR EYES]

AR
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