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- Wﬁ-ﬁﬂlﬂézfﬂn BEFORE USING YOUR PLAYSTATION®2 COMPUTER

LR AT ... e R e e i b s e

ENTERTAINMENT SYSTEM.
A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patierns or flashing lights. Exposure [o certain patterns Sta r‘ting Up .................................................... Sk iieddvi 3

ar 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 invoiuntary movement, or convulsions — IMMEDIATELY

At e I G . e s e SR s e R 4 -5
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discontinue use and consuit your physician before resuming play.

Detault Controls....... R ey 8, b e e 9

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Main Menu.. .aaeilil ol
Do not connect your PlayStation 2 console to a projection TV without first 3+ e

consulting the user manual for your projection TV, unless it is of the LCD type.

EBEONS. 0 R SR T W St i o T ey i -12

Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:
The use of software or peripherals not authorized by Sony Computer Entertainment

MemarT Card. . .. rmsmessomsns G S e e A I3

America may damage your console and/or invalidate your warranty. Only official or

0} el G LUED e A B S e NN s S B SR S

licensed peripherals should be used in the controller ports ar memory card slots.

I WVETICOTY o suscinininss R O T

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
e This disc is intended for use only with PiayStation 2 consoles
with the NTSC U/C designation.
* Do not bend it, crush it or submetrge it in liquids.
e Do not leave it in direct sunlight or near a radiator or other source of heat.
* Be sure to take an occasional rest break during extended play,
e Keep this compact disc clean. Always hold the disc by the edges and

Corrections Officer Equipment Document ...16 - 19

Hitte & Time . o5l s, e VRIS 1| [RONE T 20

..............

keep it in its protective case when not in use. Clean the disc with a lint-free,
soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or ahrasive cleaners.

Warranty.......... o e e TN A, Oy A 25
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MEMORY CARD slot 2

MEMORY CARD slot 1 - | disc tray
= i :___r_| E'EE RESET button
ety = -F
:. ‘u;:{_} (IR EE} i~
%? _L TS o = | | - OPEN button
HpEmE
USE connector — | i

- conralier port 1) et
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 2= button to display the Pause Menu.

Press the directional buttons 4 or 4 to select QuIT GAME, then
press the €3 button. To confirm exiting the game, press the &

button again to go to the Main Menu.

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

L2 hutton — R2 hutton
L1 button — R1 button
directional
buttons
5 - /\ button
left analog stick - - |
(L3 button when pushed down) | | it
SELECT button e X button
ANALOG mode button | s o (YT
START button b3

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, £, ¥, 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.
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Carnate Island

STATE OF MARYLAND DEPARTMENT OF CORRECTIONS

CONFIDENTIAL INTERFAL MEMO: NOT FOR PUBLIC RELEASE

FACILITY LOCATION STATUS REPORT: CARNATE ISLAND

o ; i A
uzinzte {sland 15 certainly among the most bizarre and
Lep: z 01tthe broperties owned and maintained by the
rtment oi Corrections :
, sy, and the decision to 1
: . S ocC
4bbott State Penitentiary there was dubious at bef':te

The £.0.C - ; ]
. has received innumerable complaints Iirom

facility staif, w - Lvi
» Wwho resent living in such a remote loca~-

tion wit ' 3 led ] 8-

. vith such & storied history, not to mention wuns

1. ¥ . o ) 1 de

ona J Ppoor weather, Penitentiaries are not meant to b
bl e

m =8 3
%:i }SLGd is located ten miles oii the coast oi
& "'ian ™
. éau : A Puritan village was the first recorded grou
i acgblag settlers in the late 17th century. arter f
K iew decades a horriiyin ;
. /ing event transpi:
L i o Plred tha
Thvolved the tragic deaths oi a number oi townspeo lt
1s resulted in the disbanding oi the community el

Atlighthoube was built on the island in 1834, and
:hl 1l in operation to this day. It is now au;omat ;Q
¥ e
ough it is plagued by frequent breakdowns

In the 1la s
oz tle isI:ﬂ;Q::dcanurJ, a.wealthy family purehased the
side. The family's %llf & sizable estate on its west
B DU ¥ '8 %taj was short lived. aApparently they
2 5 ply traumatized by an undisclosed inecid y
mmediately moved away. ent and

i
:F: "| 'illl'ii; "'| :‘|I|||I

- h -----

The mansion was subsequent 1y
titution, though whetheXr it was ofiicially
mhe Carnate Institution for the

Killjoy

s Foa

converted into a mental
ins accredited
remains uncextain.

slienated, as 1t was called, was run by one L35

antil some time in the 1920s.

ate that KlllJOJ s methods weIe unscientiiic

Tiles indic
The asylum still

at best, barbaric and depraved atl worst.
stands today, and anyone who has paid it a visit will

have & ghost story to tell you.

mhe federal government acquired the island 1n the 193%0s 10X

the US army during World Warx II. Tollowing the war,

use by
tate of Waryland, and the

ownership was transierred to the S
facilities weXxe converted into Abbott State Penitentiary.

Operation ol the ifacility continues to this day.

m"he L.Q.C. also provides bvarracks ior correctlions gfflL=-
cers and their families, necessary since there ig no xreg=
ular ferry service to the mainland. Employee retention
rate at Abbott 1is lows unsurprising, given the bizarre
living arrangements that not
to mention the generally
ol the island itsell.

are reguired oi employees,
unsettling and unpleasant nature




FACTLITY STATUS REPORT: ABBOTT STATE PENITENTIARY

c STATE MARYLAND DEPARTMENT OF CORRECTIONS
CONFIDENTIAL INTERNAT MEMO: NOT FOR PUBLIC RELEASE

Uniort oy | s

Abettuzi:iiJPz;?tthe.mary%and Lepartment oi Corrections,

is hopelessly t ; ?ftlary +s & lacility whose reputation

ed consistenil-arnfah?d' ~he lacility has been represent-

Uit J ﬂ?é&?lvely in the media, but the facts do
& pretty picture.

AlloONg A ¥ Ciana . .
ratei ozb:;ﬁ ;e;iillngs. Q?e 01 the highest homicide
volatile pA;ulatiointi?ry l? t?e country; an extremely
last twenty years; ;nhiiiriixllull—acale riots in the
warde?s.(there have been eig;tJiiozh:e§:2tl§2;:zZi i
VeAYS . i
iioz:);Izzzez: ?:;??on continually disgruntled correc-—
L e tran{%cers have been known to quit rather
has not been pro ebifr t? Ab?Ott); an aging lacility that
corroded and wori :hJ it Resiusd, with dhe 'seajiadr eving
i ? 1a01%1t3f'and 1inally the ominous

e Island itseli.

A8 dizfj] 5 j . :
admit ficult as it may be for us within the 5.0.C. to

» lew who have visited it would denvy that . . :
reputation is deserved. ¥ A lAshevhng

gz;fzzaéii;efb?otF S centrél structures were used by the

gy mary;ﬁ:zmg as.a prisoner ol war camp during World

et i acquired the property shortly aiter the
. he D.0.C. established abbott there in 1948,
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was used to provide the Iraw materials 10X
while the inmates provided the labor.

its highest risk and most violent
ons oilicers struggle Jjust to

A rock quaxry
constyuction,
Haryland transieXs only
immates hexre, and the correcti
keep themselves sale.

hat the oilicers have given

It is this writer' s opinion %
sglie 1or

up on trying to maintain a facility that 1s
iymates. One can hardly blame them.

The state carries out 1its death sentences at abbott.
vortunately, due to geographical reality, death penalty
protesters have a difiicult time making it to the peniten-

tiary, which the =.0.C. views as a plus. A few protesters

have tried, with some untortunate results.

Over the years, abbott has employed a number oi execution
methods: the electric chair, the gas chamber and lethal
injection, which 18 the only onme still in use today .
rurther contributing to abbott’s dark reputation is the
story oi Captain Hermes Haight, a Correctlons Qiiicer who

served as executioner 10r S0me 27 years.

real incident, Haight ended up taking his
this is the
to bring out

In a truly sux
own liie in the gas chamber. Uniortunately,

type ol behavior that Carnate Island seens in

people.
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 ABBOTT STATE PENITENTIARY INMATE REPORT

STATE OF MARYLAND DEPARTMENT OF CORRECTIONS
CONFIDENRTIAL DOCUMENT: NOT FOR PUBLIC RELEASE

COWPLETED BY: Supervising Corrections Oilicer Ethan Edwards
INMATE IDERTIFICATION NULBER: 16229

HEIGHT: 5°10Q” WEIGHT: 180
HAIR: Tark brown/Black EYES: Brown
M43K§A$GARS/TATTQQ§= Large tattoo across his back.

KEXT OF KIN: Kone.

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

RELEASE DATE: Scheduled date of execution is ZTec. 15
CURRERET LEGAL STATUS: No appeals pending.

ASSIGNED HOUSING UNIT: Z~Block, unit #ILX-02.

MEDICATL, STATUS: Inmate claims to be prone to black outs,
during which time he has no memory of his actions. Io med-—
ical data has ever been presented to back up this clain.
Inmate has anger management issues.

HOTES: Corrections oiiicers will need to be mindiul oif
inmate’s safety due to the nature oi his crime. 1.0.C.
regulations prohibit discussion oi the speciiics oi an
inmate 's crime between oiiicers, but due to the high level
of publicity surrounding this inmate’s oifense I will make
an exception: inmate was convicted oi killing his ex—-wiie
and two young children. Penitentiary population does not
look well on child killers. That said, inmate has a record
of violent (and sometimes lethal) altercations during pre=-
vious sentence carried out at Xastern Correctional
Institution. In short: it seems he is able

1lbs

to take care oi himseli. Lespite
periodic outbursts oi “ﬂ,,mﬂiﬂ
violence (primarily e e 1 %\

against other inmates;,
inmate has been vexy ¥
cooperative with correc-
tions personnel. This
inmate will need to be
watched closely, though
the amount ol trouble he
could cause on death row
is certainly minimal.
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Jump

CONTROLLER CONFIGURATION A

Insanity

Throw Attack ‘

Map

Reload
IE

Inventory

SON
L

L Playstation s
SELECT START
AMALOG
| .E!

Use Health

Look Use

Moaove

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 § or § to zoom in and out. When
you're zoomed in, push the left analog stick 4, 4, 4= and = to
view other areas of the map.
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NEW GauE R —
After choosing to play a new § m:“lml
game, select Easy, Medium, Hard i

or Impossible to set your game's :.j
difficulty level. %

CONTINUE .
Quickly load your most recent save.

Loar GAME

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.

QprIONS

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 | g S
game and thoroughly explore the [& [ 0

game-world:

CLem's NoOTEBOOK - This notebook includes sketches and descrip-
tions of the creatures found in the game.

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

BOoNus MATERIAL
View upcoming Midway game trailers, a haunted prison docu-
mentary, a developer “Behind the Scenes” video and more.

bl D) \

"CONTROLLER SETTINGS

The Suffering offers three different |
controller presets to choose from. |
Press the directional button 4= or = [
to cycle the available controller ¢
presets. i

GAMEPLAY OSETTINGS
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 look up when you push # on the right
analog stick. With inverted pitching, the camera will look down
when you push f 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.

R ey -
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“HECKPOINTS _
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 OETTINGS
~ Press the directional button 4 or |
E 3 o highlight an option, then |1

SUBTITLES
If you like, you can turn on subtitles that will be displayed on-
screen durmg 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

PLE g BLLIL

LOAD SETTINGS
if you have Options settmgs 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.

DAVE 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.
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Save Game

.., MEMORY CARD slot | | | 3813 Fros

() ta seve yoiit prograss
@) ta cancel

{i} to change device
Gto daiele the seincled saved game

The Sutfering 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
tuture 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 € button.

_I

FIt is advised that you do not insert Or remove penpherals or memorg
| cards once the power is turned ON. Make sure there is enough free |
' space on your memory card before commencmg play. |

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

2. INSANITY

Durmg the game your weapons may not be encugh 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 gqun. The ticks rep-
resent the number of rounds in the weapon's clip, while the

number represents the total number of rounds Torque 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.

. 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.

7. CROSS HAIR

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

IXVENTORY

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

While playing, press any of the direc- |Hhrasmmmmy

tional buttons to display the Inventory Menu, then press the
directional buttons £, ¥, 4= or = {0 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.

FirsT 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 10-19 for details regarding the items
displayed on your Inventory Menu.
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%33§EC+IQE§_OFFLQLR EQUIPKHENT TQCUMENT
;bgojsrgia:d Zepartment oi Corrections welé;ﬁeg_ﬁou to
State Penitentiary. In y
_ . | . fOur new positi :
Corrections Oiiicer i : . st
you will need to use a varj ‘
; : ariety oif
Zzzlb to do your part to Keep Abbott secure. Lue io j
equf;t.:utzé Abbott is regrettably not always able to
its S with the most moqd d
ern ol equipment
Fevertheless, : -3 : :
you 1l Iind the listed
Tl gear more than
S
uliicient to take care oi most situations that arise

GENERAL EQUIPLENT
Plashlight

23:.0;2p;3n Ilashlight is standard issue to all abbott
i 2 re to m?nltor_your battery usage and
P'bpare batteries on hand. There have been many
st§11 complaints that it does not look “cool” t ;
clip the flashlight to your shirt, but the 2
?ttachable nature oi the light allows you to
illuminate an area while keeping your hands f
Lfor handling weaponry. Foate

Lomb ium
Stu?ies have shown that working in & maximum s :
penitentiary is one oi the most stressiul andbeoulit}
emotionally challenging jobs in america. Tor this
?eason, the LOC (Lepartment o1 Correction;) gl
1ss?es Lombium to keep COs at their best It

JOu re ever leeling overwhelmed or just é bit
down, don’'t hesitate to pop a ifew of these.

maps
™ . =y =) 3 o
.?rdthe newjack CO, maps are essential ior o
1inding ; va 2

& your way around abbott. 4 :i

m L
T0 learn how to read the map, see MAP NAVIGATION, Pg. 9

Paperwork

Paperwork is a
right the f{irst time or the warden w

large part ol your job as a CO. Lo it
ill make sure you do

it again.
Flares
Ideal ior night use, these {lares will Keep an &areca
illuminated for 15-30 seconds.
\

Flash/Bang Grenades
Plash/bang grenades do little %o no lasting
danage, but do temporarily blind and deaien

everyone within a thirty Ltoot radius. These
part ol crowd control during

are an essential
riot situations.

PIREARMS
Reminder: Tor obvious salety Yeasons, no ilirearms OIL
any kind are allowed in innate—accessible areas gl "the

penitentiary.

Revolver
mThough seldom used inside the penitentiary

walls, all abbott COs axe issued .357
revolvers ifor use 1n emergency situations. Kote on
the recent popularity ol Hong Kong

action iilms has led to the common mnisconception that
firing two pistols at once 1is “cool.” In reality, doing

so is not really practical unless you arxe a
highly trained weapons expert. at the very
least, using two revolvers at once will
result in a significant 3
loss ol accuracy.

¢

use ol revolverss

Note the type oi ammo you 1l use.




Thompson Sub-machine Gun (“Tommy Gun”)
This weapon is most commonly used by

COs positioned in guard towers. Its
spread and continuous rate of fire is
quite eiiective at stopping escaping

innates. Note the two types oi ammo. @

Pump action Shotgun
This weapon is primarily used ior ecrowd control in riot
$ituations. Qiiicially, COs are
advised to use rubber buckshot to
prevent the inadvertent loss oi life
from use oif the shotgun. However, it
is tacitly understood that most oiiicers :
keep their shotguns loaded with something i
considerably more deadly. Note the type o1
ammo jyou ll use.

r.

Inmate llade Weapons

You’'ll find that inmates are dangerously resourceiul when
it comes to making weapons. The “shiv” or “shank” is
slang ilor any inmate-made bladed weapon. Inmates who are
interested in doing considerably more damage have been
known to make “liolotov cocktails” out ol glass bottles
filled with ilammable iluids. Extremely anti-social
inmates have been known to construct iar more deadly
weapons, S0 be prepared for the worst.

wolotov Cocktail

o -

E:j::te Island has & long and troubled past,‘and ti:#

] time inmates have managed 1o dig up_bome
by O wreak havoc. Ii you stumble upon
be sure to notily your
perly disposed 0l.

relics and use them to .
any oi these dangerous itens,
superior immediately sO they can be pro

oONT
Abbott was built out ol rock 1rom the
Carnate Quarry, where TNT was used

extensively.

Shrapnel Grenades T
These “pineapple” style grenades date back to WWII

when Tort lialeson was based oOn the island. Th:;e
grenades are old and extremely dangerxrous, SO W
found, do not attempt to pick them up.

Browning li2 | o)
nothex relic oi Port laleson is the extremely power
A ;

. : 1.
Browning 12 tripod-mounted machine gun. Parflci}ifei;
reckless COs have been Known to use these ifor targ

§ &y S e
ractice. as a direct result, these oilicers sa s
3 he 10C (lepartment ol Corrections ).

longer employed by t




- 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 overlock an
important ciue 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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V.P. Creative Services ............ Debbie Austin

Dir. Creative Services/Manual . . .. Jon Mongelluzzo
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Additional Actwork .............. Ryan Braman & Dave Young

CHICAGO CREATIVE MEDIA
Rigoberto Cortes, Christian Munoz, Jack O’Neall, Chris Skrundz, BethAnn Smukowsi,
Dimitrios Tianis, Christa Woss & Larry Wotman

MARKETING

Senior VP, Entertainment ........ Mark Beaumont

VP Entertainment Publishing ...... Christian Svensson

Dir., of Product Marketing ........ Cory Hudson Jones
Dir,, Channel Marketing .......... Greg Mucha

Channel Marketing Coordinator . . .Echo Storch

VR Eiogniin = o i s e s Steve Booth

Director, Public Relations ......... Reilly Brennan

Public Relations Manager......... Aaron Grant

LEGAL COUNSEL ............ Rob Gustafson, Michael Burke & Cory Halpern
BUSINESS DEVELOPMENT .. .Lee Jacobson

SPECIAL THANKS

Neil Nicastro, David Zucker, Ken Fedesna, Doug Tronsgard, Stan Winston, Patrick Dillon,
Regan Kerwin, Serena Chan, Hedy Jardine, Yvonne White, Melani Windham, Christa
Wittenberg, Doris Lynch, Pamela McCrory, Margo Cook, David Goodwin, Sean Kelley, Jose
Saro Solis, Betaworks, Perry Hookham, Steve Winieki, Eastern State Penetentiary, Donna
Jorgenson, Eric Miracle, Aurara Romans, Michelle Savoie, Roshann Chahidi, Rayna Airey,
Sharan Airey, Janelle Walker, Deanna Vella & Bourdon international
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Audio Director and Lead Producer .....Nick Radovich

Project Lead, Lead Designer, Wnter ... .Richard Rouse [

Lead Programmer ................... Patrick Betremieux
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| _ - Michel Stultz &Ja Fuller
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Manual Editing ..................... . Johnny Case
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MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this
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.

f

[his warranty is not applicable to normal wear and tear. This warranty shall not
& applicable and shall be void if the defect in the Midway Home Entertainment
Inc. software product has arisen through abuse, unreasonable use, mistreatment
r 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-
VANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE.
N 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.

ome states do -not allow limitations as to how long an implied warranty lasts
ind/or exclusions or limitations of incidental or consequential damages so the
above 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
tate 1o state.

Midway Heme Entertainment Ing. Midway Customenr Supponrt
Attn: Tech/Customer Support (408) 473-9499
PO Box 360839 10:00am - 6:30pm / Pacific Time
Milpitas, Ca 95036-0839 Wonday - Friday
www.midway.com Email: support@midway.com

www.midway.com
Hints and Tips
For the hottest tips and codes for Midway games, call 1-300-448-HINT (4468). Automated tips and codes are available 24 hours a day,
! tays a week, The cost (or automated hints is $1.50 per minute. Live operator suppert is available Monday through Friay from 10
At to 6:30 pm Pacific Time. You must he 18 years of age or oider or have parental consent ta cail this nsmber. A touchtone phone is
reguired. Messages are subject to chanrge without notice.

Visit www.esrb.org or

calt 1-800-771-3772
?c?:!i::ating i:fzrmai;)n. PIaYStatlon 2
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