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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM. ‘ "“W*W‘"ww.. TN mu"‘“‘“”““ —_
A very small percentage of individuals may experience epileptic seizures when expased to -l' T T e S OP MM et L S
certain light patterns or flashing lights. Exposure to certain patterns o 4 .
or backgrounds on a television screen or while playing video games, including games played § ’
on the PlayStation 2 consaole, may induce an epileptic seizure in these individuals. Certain 1 Getting Qtartadif sihsitaianls sl isisisaislels Shsital h e 7
canditions may induce previously undetected epileptic symptoms even in persons who have | HH | |
no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic | Starting Up i R {ly et i ,
condition, consult your physician ptior [ ] bt Wity | |
to playing. If you experience any of the following symptoms while playing a video game — Ties That Bind .............................
dizziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, any
invaluntary movement, or convulsions — IMMEDIATELY discontinue use and consult your Controls ,,,,,,,,,,,,,,,,,,,,,,,,,,,, RS
physician betore resuming play.
eV A BN SRR e I bt
WARNING TO OWNERS OF PROJECTION TELEVISIONS: .
Do nat connect your PlayStation 2 consale to a projection TV without first | Options ............... VIR 1 B L AR L R B SR
cansulting the user manual for your projection TV, unless it is of the LCD type. Otherwise, it _
may permanently damage your TV screen. t Memorg Card ........................ . s
USE OF UNAUTHORIZED PRODUCT: The HUD ...... i g kISR R
The use of saftware or peripherals not authorized by Sony Computer Entertainment America R | 1
may damage your console and/or invalidate your warranty. Only official ot licensed Weapons AT HEERBRR o) b el Mo aiaal (i | R 2 filt
peripherals should be used in the contraller ports or memory card slots.
The Characters . ...+ -- D} LR AR I
HANDLING YOUR PLAYSTATION 2 FORMAT DISC: |
e This disc is intended for use anly with PlayStation 2 consoles The Creatures ..., csas:rrer=nn la |yt e e
with the NTSC U/C designation. |
Do not bend it, crush it or submerge it in liquids. @ radits SNBSSl areliol s eulSiaiste s
Do not leave it in direct sunlight or near a radiator or other source of heat. | '
Be sure 1o take an occasional rest break during extended play. - Notes ....... R e L EE R R S A LI
Keep this compact disc clean. Always hold the disc by the edges and |
keep it in its protective case when not in use. Clean the disc with a lint-free, waffantg S I e e T T :
soft, dry cloth, wiping in straight lines from center 10 outer edge.
Never use solvents or abrasive cleaners.
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MEMORY CARD slot 2.
MEMORY CARD slot 71— ]
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i RESET button

— QPEN bution

USE connector —
Botor | # Note: lMustration may not maotch alf

PlayStation®2 console types. For owners of

SCPH-70000 series PlayStation®2 systems, refer

to the setup instructions supplied with leour

conrclier part 1
comroller  port | 2.

systen.

jSet up your PlayStation®2 com
mstructions in its nstruction

(located gn the back of the co

puter entertainment system according to the
Manugl. Make sure the MAIN POWER switch
nsole) is turned ON. Press the RESET button.

When the power indicator lights up,
will apen. Place the “The Suffering: Ti

t?e label side facing up. Press the OPEN button again and the
Close. Attach game controllers and other peripherals, as appro

disc tray will

MENU/SUB-MENU N AVIGATION

Throughout this manual, £, ¥, e and = wil] si

Left and Right on the directional buttons, To navigate through the game

menus (ie. Options), use the directional b
: ’ uttons (
depending on the menu) to highlight a selection, S % mionm

gnify pressing Up, Down,

priate, Follow |
n on using the
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L2 button R2 button
L1 button " R1 button
Tal o sowv
directional — SN NEINERES=
buttons W =
A hutton
left analog stick ® button
(L3 button when pushed down)
SELECT button X button
ANALOG mode button — B button
START button
right analog stick

(R3 button when pushed down)

NOT recommend ar support “Analog

' THI il ind does
The Suffering: Ties That Bin UALSHOCK®?2 analog controllers,

Joystick” controllers that are not D

QUiTTING A GAME IN PROGRESS

During the game, press the > Lutton to display the Pause Mebnu. Prei'(sotul}ﬁ
directional buttons ¥ to select (Quit Game, then press the &3 button.

i i ' (see below
be prompted with the option to save your game
exigng tli)e game without saving, highlight NO, then press the €3 button.

SAVING PROGRESS

The Suffering: Ties That Bind uses a save feature that saves to your Lne;nogg

card (8MB) (for PlayStation®2). You can save your progress fr:r;x hte :]e j 211; .
' » Lutton during your game,

Menu during gameplay. Fress the » | |

Save Game Ei"r%l:n'n the options. Follow on-screen 11.151:ruct10ns to save gou;

gamé (See Memory Card, pg. 9 for more information about saving games.
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g l hdleae Use  Melee Attack '_.
g | | ]
| Flashlight Mapes/Notes I.
| (Press R3 button)
i i B —
‘ ¥ ' Special Attack
! Insanity Map pec "
- BNELAT B2 il -
. L | Pause [HE0
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. SON 8~ Transform Back
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" Crouch~ Use Crouch to avoid damage from enemies or to present a more
| stealthy profile.
| OnFire - If Torque is set ablaze, you can put the flames out by rolling. -
| 1 Roll- Roll by holding down the Crouch button, pressing the left analog

- stick and then pressing the Jump button.

Some creatures can grasp Torque and do sigificant damage.
Press the @, €3, @ or @ button to attempt to break free.
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') | CONTROLLER SETTINGS ¢
! | The Suffering offers five different controller presets to choose from., Press )
| the directional buttons €= or = to cycle the available controller presets. | “j
|

NEw GAME

After ChDOSing Hox Plc‘;lg A new

(

)

} game, select Easy, Medjum, | 1 |
|1 BRIGHTNESS <

| L 4= gr = to adjust your television for the best

Press the directional buttons
play experience.

< 1| GAMEPLAY SETTINGS | h
ght an option, then press the

Hard or Im '
, possible to set
game s difficulty level. il

ey

4 CONTINUE

Wt |
17 e SQ“‘CHH load your most recent
. . save, . | | R s
7 . =i Wi |l Fress the directional buttons £ or ¥ to highli
AR TR e W U e U | | directional buttons ¢= or = to adjust settings. }

. [
Turn Sensitivity
This option affects the sensitivity of the turn control. l

1 | Pitch Sensitivity
ﬂ

I If you've already | :
\ Yy played and saved a a
W o a game, select thj '
| plaged y card (8MB) (for PlayStation®2). You  Apkon ta ageess your
) yed and avaxlahle to select. ' r saved games will be djs-

. This adjusts the quickness of the camera response:

. LoAD GamE i |
|
|

he camera will pitch, With regular pitching, the |
h 4 on the right analog stick. With inverted = |
en you push 4 on the right analog stick. l

T

~ OPTIONS
( 1 This option flips the direction t

L Sae OPTIONS, next page. | |
I | camera will look up when you pus
ﬁ pitching, the camera will look down wh

| ARCHIVES
Auto Pitch Correction

F
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4
v As you explore th
' | € the world of The Suffering: T ) r
) I E from three books. To unlock thefng' 5 That Bind, you will unlock | This allows the CPU to handle pitch sensitivity. Lt
15 and thoroughly explore th content, you'll need to finjsh the | : et -4
] Jordan’ A A G R | Auto Targeting R ] -
| | Joreans Notebook - This notebook includ seriot; i Turn the gamé’s Auto Targeting ON or OFF. & S o ;
_ es descriptions of the creatures 'i G <5 coe S - ¥
' | Controller Vibration g* 4 J
]'.." ‘r_\::;-i-:'l'.;‘v Tt . :: i

Turn the controller vibration feature ON or OF

i. found in the game.
| ' Consuela’s Scra '
A rapbook - This jour ] . :
# ~accompanied by descripti Journal contains photos of vari | 4 :
't ions of thej . ious loc | :
| 1|/ Carmen’s DIt He dF:’ s of ti'mr relevance in Baltimore. ations, | | nio Swa Weapon B e SR
U familglife, | sontains iformation about Torque’s fii | | With th P P | RO
| €. orque s friends and L With this optnol{n set to %!ﬂ, your ?ctwekwdeapon
( 1 1 will automatically switch ta a newiy picked up weapon, o
- EXTRAS b 1l .1 (st } Lﬂ*-x
| ¢ In-Game Help Text &
’ 1 This text will appear on-screen as you play, prompting you with needed | -
ON or OFF, - 2

| B ) .
information. You can turn this feature

i i

4

i

| Checkpoints |
You can set this option ta ON, to have the game automatically save yout |
. checkpoints to in-game mMemaory. You can also set to Prompt, SO you'll be )
/* prompted with an option to save ta the memory card. Select OFF to not save 1

| checkpoints at all.
\
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1 : il -
: 24 - ‘-—-,-..—-;f“*w;&r' ,r ." b A -

o | Fs;\__t - _ ~'._ . r'_h
" 1\" ‘W,,’J‘_—"Jﬂ‘.\huﬂ\u‘_‘-_'j ‘:UL-"'!-___“‘._ ‘\-_H‘-_vf‘.;"{;--L———-i"q‘-%‘-&“ B g

' View un - A
\ pcoming Midway game traj
5 hames of i - railers and a credits r ; :
| thcs? who brought you The Suffering: ézg‘:ﬁﬁ? glsplaymg e
) ind,




e ok - A 5 R A P R 77 o T g
B A e ST i e St .

et gt f AR ey

il e s :.:__"-f"*-l-'ln‘j_.-\-—l Rala el " B
A e -

- -
n

------

-...’:__' #

a3 AR .. Ta
Jlei e B ¥ Ll
L | TR A e v
\

. AUDIO SETTINGS

| | Press the direct;
f he directional buttons 4 or § tg highlight an option, then press the

\- directional buttons 4=
st ey S 4= or = tg adj "
Dialog and Music. Just the volume for the game’s Effects, |

' Subtitles

| Ifyou like . T A

| S » YOUu can turn on subt i :

., In-game conversations. i wlll o¢ displayed on-screen during
| Speaker Setup i

|  Cho
{ agse between Surround, Sterec

J speaker system you’re using. B Cg NG, depending on the type of

. Notes |
If you're usi \
O 1€ using a sterea only (2 channels) television, make sure to change l

) 1

| your audia settings to Stereo for best results
| . © Surround Sound users must make sure their rlece' ' L
_ iver s set to PL or PLIJ.

" LOAD SETTINGS

et T i ottty
. -

e —————————i R

:I gL Playstation 2 g
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MEMOAY LEFL

Full o e Dt
y.

The Suffering lets you save your pragress in the game to your memory card

| atany time. ;
Each time you start a game or load a previous save, the game will read your,
memory card, making it available for saving future data. Within gameplay the |

| game will let you save your progress to your memory card at any time.
To save, press the ®r button to access the pause menu. Within this menu, select

“Save Game” to view menu options. __
|

| Using this menu, you have full access ta the data saved to your memory card. |
Any saved games will be displayed. Select a saved game, then press the @ but- |

If ton to load the game. |
As you save more and more data to the memory card, you'll need to keep '-]

" | track of the space available on the memory card. |
To access other memory cards, press the ® button. Select the memory card,

then press the €3 button.

Loading a Save File from the Original Suffering Game

Your original Suffering settings file can be used to affect the beginning and |
overall story of Suffering: Ties That Bind. Insert the memory card with this ]
save when you're beginning a new game. You'll then be prompted to begin

| with the Goaod, Neutral, or Evil beginning depending on which ending you

| received in the original Suffering game. The chaices you made in the first™
. .game will have a significant effect on how characters and the story interact : |

| pawith you. Once you complete Suffering: Ties That Bind, all three beginning
" will be unlocked for you to choose from.

§

]

'|
|

- e ——

 ———

I} I u e — —
i It is advised that you do not insert or remove peripherals or memory
| ON. Make sure there is enough free

cards once the power is turned |
space on your memary card before commencing play.
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~diminish over time while the flashlight is on.

[. Health % ™%

Displays your character’s current health status. OHCE; empty, Torque will die.

2. Insanity

As you kill creatures, the meter slowly fills. When full, it will start to pulse,
then you can press the @ buttan to transform Torque into a powerful crea-
ture. While transformed, new attacks and abilities are available:

Press the IEXM button repeatedly to chain together melee attacks.

Press and hold the button to power up an impale attack. Release the

button to impale up to three creatures on lorque’s spiked arm.

Press the IGEN button to perform a powerful area attack. This becomes more
powertul based on your morality path in the game, but it lasts only a limit-
ed time. | |

Torque regains health and takes less damage while in Insanity Mode. Torque
will ‘encounter powerful creatures and fractured walls that can only
destroyed while in Insanity Mode. Insanity Mdde will
Meter until it runs out. Before it's empty, press the @ button to exit Insanity
Mode. If you don't exit in time, Torque will be stunned, leaving him vulnerable,

Nate: Insan.itg Made won't be available when a new game is started, It
becaome available when you progress to a certain point in the game.

3. Rounds

This icon displays the amme you have for your current gun. The ticks repre-
sent the number of rounds in the weapon’s clip, while the number represents
the total number of rounds Torque is carrying for that weapaon.

4. Grenades |
This number shows how many of the currently selected thrown weapon Torque

the directional buttons = ta switch types.

5. Flashlight & Batteries

The yellow bar represents the current battery life of your flashlight. This will

. 3
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decrease the Insanity /.

o

% has in his passession. He can hold up to 8 of each type of thrown weapon. Press |

n -
RN ST

e et g .

- f‘w- close quarters such as hallways, or small
Ay rooms. It's even more effective when wielding two (limited to
double once 2 shotguns are acquired), The sawed off shotqun is
very capable of blowing the limbs off your foes. Torque can
“qun butt” with the secondary attack button.
Wl M.‘,&_f : EPINE PG ey R R I

PISTOLS
Colt 1911

The Colt 1911 is a magazine-based, military-issue
weapon. Otherwise known as the Colt 45, this
weapon is semi-automatic, but it lacks the stopping
power of the Revolver. The player can carry up to 2 of these . g
weapons in both single, or double handed mode (limited to ™.
double once 2 pistols are acquired). Torque can “pistol whip”

with the secondary attack button. |

Revolver :
A The .357 Revolver is a cylinder-based, single
i« shot police-issue pistol. It's fairly slow, but extremely
accurate and powerful. Torque can carry up to 2 of these
weapons in both single, or double handed mode (limited
to double ance 2 revolvers are acquired). Torque can “pistol
whip” with the secandary attack button.

SHOTGUNS
12 Gauge Pump

The Pump action shotgun can hold up to 8 rounds. It takes a bit
longer to fully reload. The range is a bit longer than other shotguns, but is
still considered a short-range weapan. Its punch is a little less dramatic than
the sawed off, but has the advantage of multiple shots per clip, and better
accuracy. Torque can “gun butt” with the secondary attack button.
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' The short, double barrel shot qun
holds 2 rounds and has a very short,
but wide range. It's very effective in
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7 AUTOMATIC WEAPONS

. Scorpion T TPRTRRY

J | The Scorpian i - ] (e g e e

i . rpian s a small, fully automatic subma- |"H - ; ?

; - ch.mc:;' qun that holds 30-round magazines, It's ' iy SomRlE o

( f:on:sxdered ta be accurate at closer ranges and ' i B ™,

/ fnflxr::ts less damage than ather machine quns. This | | 1’|~ Ty

| fiisd Smgl.e-l}anded weaporn, so Torque can wield two at | li
adn( | a time CilmJF‘eq to double once 2 Scarpions are acqufred}- u
e Torque can “pistol whip” with the ' 1
*h‘w secondary attack button, fp_.

s g M3AI “Grease Gun”

‘round magazine. Not as powerful as athers in
fts class, but its high rate of fire and light
weight make it a choice pick for mercenaries

secandary attack button.

1_ Tommg Gun -Mr ‘mg;mgmu—#Ww
:j The mqmpSGn, or “Tgmmu Gu“”, is a funy ” S | |
{ ~ autgmatic machine qun that holds a 30-round
., \  Mmagazine, Used n bath the military and in palice
o wark, the Tommy Gun is powerful and reliable, yet has

I_.-'

i a. ! ‘

k Seshozt effective range, Torque can “qun-butt” with the
j condary attack button. ' '

" MELEE WEAPONS
| Knife
' Single-handed bladed weapan,

- Does light t i ;

|_ and easy ta use, ght to moderate damage, but is quick

1
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b e T y
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.I M h "...q.l'ﬂ"d‘l.-f#d‘-‘
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The M3Al is a fully automatic, blowback
operated submachine gun that holds a 30

and saldiers. Torque can “gqun-butt” with the.
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P Fire Axe B { f;
| : My | almna i
] | The Fire Axe does a significant amount of damage, . (i .__.

| ' making it an effective weapan for the player to use
| | even when he has more powerful_ prajectile
Y weapons such as the shotgun and machine gun, Thfeh
! fire axe is slower to use, but it makes up for that wit

| the increased stunning damage.
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Bat

The bat is a two handed weapon. Most enemies /
will be stunned when hit with this weapon.
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, Large Metal Pipe |
; This pipe is about 5 feet long 'am-d .reqmresl i \

! two hands. The large m'etal pipe is very sloW "y ;
| | swing but does quite a bit of damage. -

THROWN WEAPONS
Flashbang Grenade

M“

n : - bined Wi‘th a bright
g This produces a quick concussive blast com A | |
ol E- ﬂalsshf)Enerfties are stunned and blinded for a short time if they o ; J
| are Caught within the range of the blast. %
.I /"2 4 Shrapnel Grenade R
1 Q.r | These irenades are highly dangerous and powerful expl(J?n{e \
o\ devices that, when thrown, can damage Or destroyimiint é
ik = - " enemies. Use caution when throwing. )
(l;,i ) '-5.1._.._,#/!4 E
Molotov Cocktail n
\ . baottle of alcohol and a )
\ - hion these weapons from a bottle
. Prisoners fashson L itle shatters and produces a fireball \

that causes enemies ta burn for a short time. Some enemnmies are

(" wick. When thrown, the
e 1o fire damage than others,

| more susceptibl
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The L] 2 i
MG6OE3 762mm is a fully a ol bt h % 4 ‘ﬁn_”}w.ﬁ; e
ly accurat Yy autamatic, fair- Mt
Sk t;;)ianﬁi Idevastatingly powerful machine ™ IE"". gy Ty, 10
) caily mounte i .
carried as well. ’}ghe M60 e fixed position, but can be o
form, and can shoot at can carry a max of 100 rounds in bl W
buttn i the i da a rate of 100 rounds per minute T elt a1y
an aI‘y attack butto_n. - . Orque can gu:n

. Grenade launcher ,.

1 'j L . T . . &

,_.-;"""-..FA R : ?;zn;‘}?pldwﬂfe, stand a]one grenade
o e 1er was designed b 14 |
il i N . the I "
.'“-1, & e T use in urban conflicts Hlt ﬁfesl:arg fog |

) . 0
i 1 | WZ:FF:LOS“’? grenades, and s a tw0-h2m ded |
- b el il - n. Ur‘qUG Can 44 un b »

. -0u . |
secondary attack button i ! tt using the f

RPG-7 I

§ocket Launcher b ik

tandard mijli Hl ( e o X |

launcher, ursr:(l;t: rg des;gm?d rocket \ -_-;-l_ R 1

LR g II?S‘E multiple enemijes or f@‘m J ‘*‘(ﬂ :

racket will pg e;’“’elkarmored fae. When fired, the W N | |

| nf kut of the launcher, then ignite its boost- g L " v
) ake sure to have room to fire it. This twa-hand HH:‘:“ .

ed weapon reload
- S extr ;
enemies. il S“’WIH and can also be used to qun-butt |

A T Weapon Crates

e s
Ih.l.:-
y

- ¢, %,  These contaj
h =R, e AP Lners afe used by the military and
_ W police departments to
\ gh’" I amounts of ammunition f tfaljlspart 1arge ;
: ; N .  Press the @ b grivarious weapons. *
o utton to open these crates

% i There is an unlimj
.. - 114 e nlimited amount o
of ammao i
e crates for those luckg enough to find themm i
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These medical accounts wexe compiled by LIT. Ei11Jo%)
renowned expert on the innex workings ol the hunan mind.
nhe inmate known as Torque is one - of Xilljoy's prize
! patients, iirst on Carnate Island and even more now that
. Toxrque has returned to his home town ol Baltimore. A4S
by these reports reveal, anderstanding Torque 18 not as easy
I o5 studying only him. One must also learn about the kej
B people in his 1lile. '

TORQUE

Gistinetly traumatized, impossibly conflicted,
norribly scarred, and certainly deeply dis-
turbed, Torque's dementila remains a constant |
challenge. Torque Najy nave realized what hap-
pened to his {anily aiter the episode on B
Carnate, but his issues rIun iar deeper than he
reglizes., Now he returmns to the only home he
has known, Baltimore. This is the city where

he was raised in the harshest ol environments

in the Garvey Children's Home. 1t was also in
3altimore where Torque met his enchanting wiie Carxrnen,
and where she subsequently met ner tragic end. His quest 1oX resolu=—
tiop with the grand manipulator Blackmore will truly test his ability to

put the denmons oi the past to rest.

C ARUEN _
I do hate %o be petiy, put don't you just hate the peautiiul 'people?
Surely, Carmen has provided the one element of. stability in Torque‘s
achingly tragic lile, and - without her one can only

1y, imagine what guiter Torque would be inhab-

iting today. But sometimés her righteous=

pess can even make me sick. Fevertheless

she does have her moments oi weakness and
ner temper can be wicked indeed. and let's
not iorget Carmen divorced Torque when he
needed her support the most,. Now, in orderx
to have any chance of continued wental well

being, morque must learn he can truly only
count on one pexson.
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BLACKUORE

Mow here is a most interesting case study. a
man oi iron- convictions and unstoppable
determination, Blackmore has established a
eriminal enterprise that holds Baltimore
firmly in its grip. Borm into the same harsh
environment &s Torque, Blackmore learned that
to go far he could not let irrelevant morals
stand in his way. ‘Shrewdly intelligent,
Blackmore keeps himseli iree oi the watchiul
eye oi the local law eniorcement by letting
others do his dirty work. The one person he
is determined to desiroy persopally is my poor patient Torque. In

the end, I suspect their coniliet will come down to a battle not oif phys-
ical strength, but oi mental lortitude.

J ORDAN

There are those who are good and those who are evil. and then there
) - gre those who are merely seliish to the point where
' _ a, Yhe distinction becomes irrelevant.
Since losing her parents during her
formative years, Joxdan has Tbeen
obsessed with power and immortality. She
has long since given up caring who might
be hurt by her quest. Her research
organization, which most know only as
"The Toundation,"” will stop at nothirg
to gain iniormation about the hideous
creatures that have been leaving carnage
in their wake. Pity she does not begin
to understand the f{orces at woxk here,
Joxrdan will learn soon enough that jou

¥ must be careiul what you wish for.
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MILES

Poor lliles was never a physically imposing individual. He has overcom-—
pensated by becoming the man with all the answers, always possessing the
inside iniormation, aware ol every devious machination. But to survive
the harsh streets of Last Baltimore, liiiles had to ally himself with an
individual with a strong physical presence,

and ifor years that person has heen Torque.

They have been the closest of iriends Ior

more than a decade, iiiles was able to come

up with the schemes and Toxque was able to

see them through. There is only one person

who has ever got the better of themd

Blackmore. And ii there is anyone who hates

Blackmore more than Torque, it is surely §

liiles. '
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Oificial Foundation Busineés
Strictly Coniidential

Board of Lirectors Status Report, July 5th
Compiled by Joxrdan

Creatures. Piends. Hellhounds. Fresaks. Liablos. Things that should not be.
5o many pames have been used. ior the maleiactors, yet so few understand
them. It is impossible to say how long they have been in existence, but my
instinct tells it is longer than anyone suspects. What's most surprising
is that so few have taken a serious interxest in divining their true nature.

Perhaps it is because the malefactors are 50 good at covering their tracks.
They can appear in a location, wreak havoc, and then disappear in ways that
make no logical sense. Their greatest strepgth is their ability to dedy
the conventional laws oi nature. I have iound that in dealing with these
creatures there is only one common theme: nearly limitless power and the
innate drive to kill.

nhey take a variety oi forms, each distinect, yet all sharing a certaln
guality oi pain. ¥When deseribed each malelactor seems completely impossi-
ble, but that is a large component of their strange beauty. How can any-
one use words to describe the true foxm of evil?

vake the agile malefactoxr some call the Slajyer.
Its bladed limbs make it a quick moving killer
who cap attack and slay as eifortlessly as it §
moves. Yet its head seems to have been iuliy §
severed ifrom its body and blood stains its B
torso. How is it that it still lives?

b o B Ty

ol ';"”F-'.'_f i 5y #

One malefactor appears to be two humanoid
forms melted into one by some intensely hot
iire, a blaze which etermally burns around the
conjoined duo. Zven though it harnesses this
iire to kill all who come near, its cries oI
pain can be quite unsettling.
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Surreal_éoﬂwéfe Studio

- Creative Director & Writer...... Richard Rouse i .
: Praducer .\ ... I feppl a4 AR .Noah Raymond Heller '|
- Lead Designer .......oeonennen Andre Maguire '|
r what oi the bloated malelactor with the mas- - Lead Programmer . ... ulasinan: Eric Snyder |
sive jaw and & limitless appetite? Though phys- - Lead ATtiSt . .ovrinvranirane Beau Folsom 7
ical_l;‘;' equippea to gat almost anb:_-bhj_ng, he seems - . lead Amma'far ............... Andrew Poan \
to never get enough susténance to’ satisiy his =) | Lead FXATUSE «.oouvevinrnes Joe Olson \
hunger. There's something oif a itragedy to that. . _l]__ea}c}i Sc:undll?es(;g;ef ------- ---Eogdvpis'f E
a E echnology Lead Programmer . . ;lam Vykruta |
\  Tools Lead Programmer ........ Simon Cooke
| Production Manager ...... ...+ Chris Klimecky ‘i
| Executive °|
There is one malefactor we witnessed that was Studio Head ... .. Lot sl AlaniPatmorce .
{ truly xevolting to look at. Its torso is a human | Studio Technical Director/ b 1
corpse riddled with bullets, yet hideous legs | RIOT Engine Architecture ...... Stuart Denman |
had grown irom the wretched body and carry it Studio Art Director ,....... ... Mike Nichols .l
along against its will. But that was not all. ! Studio Operations Director/ ,,E
y Those legs also had guns grown into thelxr Iliesh, Studic Audio Directar .. ...... .. Nick Radovich f
| cuns it easily used to obliterate anything in its ! Product ‘[‘
. d patn. ' . rroaucuon |
I ' Assaciate Producer .....ve.v-n. Becca Yucha |
l Localization Specialist ......... Bach Payson l
System Designers
| lead Systems Designer....... ..Tadd Clineschmidt .
; 4 g .
_ ) System Designers ............. Peter Carlson & Brian Freyermuth '
. [ [PH g y |
Ope maleiactor even appears to be the victin s L 1 Desi ' ;
ai extreme drug addiction. While most ‘ evel | -eS'-gr_r-l—e—ré |
junkies die Irom a severe overdose, this one Lead Level Designer ........... Ben Coleman ;
lives on, iorever enduring an unimaginabdle § Level Designer , .. .. uoetieunss Nathan Cheever ;
chemical torture. Game Programming |
| Greg Alt, Matthew Edmonds, Jeff Fisher, Joseph Sola & Eric Anderson y
| | ‘ | : | i L
o | Team “Hotline” ~ Environmental Artists \
| Lead Level Artist ....c.ovians .Mike Barrette it {
Ly men have even reported a breed ol malefactor that lives beneath the J Le\{elAﬂlsts ................TJoshuaAndersen&Corg kil 1
ground, wrapped up in chains. Its serpentine twisting 15 unsettling to ']_‘g_am_“s_l_]_igge”-—_Envir_o_nm_glltgl Artists !
vatch, as bthed Yllﬁ'ffﬂ:cllmgt,;?:}.Tlim.,th?jc no_lbn-)diyl‘_c?ntaining a skeleton can | Lead Level ArtiSt oo ovivrvsnsnss Mark Bullock g
' AABAS LLER SRS out causing itsell severe pain. | Level Artists|. .+ thasiesiny ... .Craig Blum, Eric Holman, Wayne Laybourn & lan Stout =
We have observed and recorded other varieties | Character Artist b
oi mglel’a.ctors_ that I donf‘c know enough about L 1. Garrett Smith |
to list in this report. 4ll ‘I know is that, B : (
sl unsettling as it is, I must lorce nyselt to con- i Concept Artist |
B tinue my research,. The maleiactors transcend | Ben Olson :'
# @Y the limitations inherent in homo sapiens. ZThey T Art v
| | Texture Artist |
| Chris Greenhaw & Todd Lovering l
| Graphics/Ul '

David Heutmaker

. |

Animators
Scott Dickey & Chris Johnson
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A
inematics Anim.
‘P ' g;ﬁematies Lead matars Travis Phel
sliatlegfead TR elps
et U s DAL r S A b el Perry Cucir?otta

FX Artists

~ John Scrapper, Jonathan Peters & Seth Faske

| E?]gkﬁsj%pg%hﬁﬁlog y Pragrammin
3 n Cuyle, David Huseh'gfgcephen Stadnicki & Eric Wilso
I

Q%‘ifgigu, Assurance
{0 IR E L 1
Quality Assurance Analuste. . Darci Morales
. ance Analysts ,.... Mark Shoemaker, Brandon Anthony & Darryl Sh
rryl Shack

lest Automati
; \utomation/De {
Zach Oglesby & Brad wEiTceﬁJ“Ug 29

ﬁdd(j;iticnal- Production
am Hendersqn & Christopher Smith

Additional Des;j
Michal Sty raner

i
r
f
!}' | %gt%i_lfliqnal Programmin
ki ing, John Krajewski, Patrick Betremieux & Josh Gras
e s
}
.

Additional Artj
; L . i
John Howe & Jason ﬁ:c;srck '

- Additional Graphi
. Gra -
Rustg Gecrge Des—igrEl-}u—CDeS.[ n

Additional Video Production

Shane White

}E\rci:lc'iitignal Animators :
igitte Samson, Scott Cummings & Heron Prior

Additional Cinematics

Marty Stoltz
) Music
5 . Erik Aho & Boyd Past
Il’l_terns
[ Erik Chan & Justin Woods
L gﬁi%.ﬁcmm "
ackmare . ... it i [ M
Jordan ........ AT e s ! Michael Clarke D
/ [Batveariy ot Bl .+ -Rachel Griffiths g
R el RSP B Rafeedah Keys
S e Arif Kinchen
Th@ Cmeper ........ el S e thn Armstmng
Copperfield ..... .. . SRR Scott Bullack
} (e it LA A R E TR i Bob Papenbrook
Niaibalatas 1 Gl "« «-..Keith Anthony
i A i Kamali Minter
Kl le ok LT G e Keith Fergason
Tt o ral R B Scatt Menville
~h Julorifisil R M e Meg Saviov
-\ Reffitel R 1A i 5 James Patrick Stewart
K _Ilifglse Teuman ..... .. T i .gi'axr?jn Reilly
LR e T 2 Avie Markus
i PR R S James Mathis
............. John Pa_trick LOWFfe

Addit@gnal Voices

T T e m——— —

% Davew Ands
-\ 1ttenburg, Andre Ware, Bhama R(}geﬁ & Ear] Alexander

I.-'
\ Ranse TCUIMAN . ovvrasnssnsnsss
|
-I]
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Voice Actors (French).
Blackmore ...icosssrsnsescns Brung Maury
Mary-Anne Cayrauze

JOEAAT v vvvonninnsossrssaonnns
[ [iCarmmemii falis sl fa al ol tertis Brigitte Urhausen
Milas oy sisaty e ML RA PR Xavier Baulanger
D KAy vvvreeninrmsenanns Alain Moussay
The Creeper & T-Rod .....oovex Qlivier Piechaczyk
Copperfield & Hejira ......-.- Jack Reinhardt
| Zazie Pfeiffer

Cory & Malcolm . ocouveioenne
Kyle, Reilly & Junior, ........ .
Consuela . vovenveommsrasasses

Richard Andrieux

Additional Voices
Theircy Lutz, Eric Genetet & Catherine Javaloyes

Voice Actors (Italian)

Blackmore & Copperfield ... ...
Jordan, Carmen & Malcalm ... ..
Miles & Ranse Truman ........-
Dr. Killjoy, T-Rad & Cory ... ...+
The Creeper, Reilly & Kyle ......

Carlo Properzi Curti
Danijela Cappellato
Alessandro De Lorenzo
Ulisse Lendaro
Aristide Genovese
Maurizio Busato

Hejira & JURIOE o\ oonvrsseneses
COnsUeLE o vcveernvsamsnsntanys Marinella Vivona
Additional Voices

Federico Pelle, Giancarolo Biacozzo, Nadir Basso,

Pierluigi Cerin, Anna Gobbi,
Angelo Leopizzi & Vito Trapani

BlaCKIMONE «uvvesivensressns Pedro Tena
Jordan, Carmen & Malcolm ... .. Elsa Pinillos
P R S R i A . vvJuan Carlos Lozano
DR KoY - Lujs Grandic
The Creeper & Junior. ....... .. .Miguel A, Prez
Capperfield & Hejira .o c..-.. Adoifo Pastor
Cory & Consuelg «.ooovevnrrans Inma Galiega
Kyle .ovvvennns A AR Jaime Raca

Reilly, T-Rod & Ranse Truman .. [Enrique Santarem

Additional Voices
laqui Alonso, Jorge A. Callgja, Aparicio Rivera, A

Vaice Actors (German)

ntonic Muoz & Julia Martinez

Blackmore ......eossessaasne ..Rolf Berg
JOTARI W 4 sialannslainsiintnlgaas Birgit Karla Krause
Carmen ... st «sivhs AIRHRR RN et Britt Gland
) LY S A LSRR RERA § L PR Norman Matt
Dr. KillJoy -« covvvrromnmanresns Alex Ludwig
The Creeper ... uservrerssens Hans Bayer
Copperfield . ....cocoveriameres Reinhard Schulat
Cory & Malecolm ...novevnenss Zazie-Charlatte Pfeiffer
Hejira . .voevvosmnnnnsrecnen s Gregor Hppner
T R R R E R SRR Vittario Alfieri
Cemsaelallciia i REEnie s b s Michaela Kanetz
Junior & Reilly ... covvevs Aredoi Thomas Krause
Ranse Truman & T-Rad ... n. Patrick Feiter
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S @75 Produ_ctions

Additional Voices
Petra Glunz-Grosch & Max Schmitz

Administration
Tracey Guinn, Laura Dahowski & Lisa Fugate
Stephen K Heed & Dion Baldwin |

Manual Writer
Geoff Carter

Special Thanks
Graham Jupp il

Vaoice Production
Keith Acem

Dialog Editorial

Jesse Kavarovics & Jamie Vance

Chica ' |
go Cinematics Team - Midway Home Entertainment

mgl;.ron Capture/Animation/Mation Talent
ion Capture Specialist/Animation
Motfon Capture/Animatian
Moation Talent

James Gentile
..... Fredy Palma
................. Randy Stratton

.................................. Elias Figue

Uit i | | gueroa, Steve Bowler & Carlos Pesi
i ' Marketing - Midway Home Entertaj f
i arket!ng“&_gg ertainment

Steve Allison, M :
: ; Mona Hamilton, Tim d
& Katie Ahrenhoersterbaeumer im Granich,

Legal |

Debbj

ebbie Fulton, Rob Gustafsan, Mike Burke ory Halp it
ke B & (I_ Halpern -

Creative Media |
Christa Woss & Beth Smukowski
Licensing

Nicole Garcia

Print Design & Production

Creative Services, San Diego, Ca
, Ca.

§pecial_ Thanks
Rare Macapayag
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Quality Assurance - Midway Home Entertainment

Paul Sterngold
Malcolm Scott
Curtis Barnes |

-------

Dir. of Quality Assurance
QA Manager .. ..
QA Supervisor

nnnnnnnnnnnnnnnnnn

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

ol

John Bozeman & Ben Nicholas

Assistant Lead QA Analysts \
John Ryan, Ben Esquerra & Greg Bass .

Technical Standards Analysts
Courtland Jones, Colin Payette, Ray Mitchell, Matthew

Staples & Jimmy Storey ‘

Mark Thorsen, Nica Nelson, Jeff Navasca, |

Quality Assurance Analysts
Byrne, Adam Granzer (Valt) & '-.‘

John Bell, Cailab Bourell, Richard Zager, Carl Meyers,
Adam Hansons, James Holland, Jared Hamiter, Thomas Gordon, Ryan

John Hull (Volt)

Localization Supervisors
Clermont Matton & lvan Glaze :
|
|
|

Localization Product Analysts
Leo Capezzutg, Philipp Schilman, Frankiin Najarro & Grace Sikorska
|
)

Localization - Localsoft, S.L.
Randall Mage

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

Supervisor

Coordinators
Nina Lampinen & Monica Castoya - \

Project Management
Andrea Brumma, Annabeile Labbe, Rasane Thuaudet & Marco Moarbin .

Recording Studios

Audio Luna, The Basement, Trans
Audio pre/post-Production

Audio Luna and Localsoft |

locacell & Richard Andrieux Studio

Special Thanks
All Lacaisoft Collaborators j

Surreal Software wauld like to thank our “Fellow Sufferers”

Lu-chan and Miss Tsuking, Shelli Sioan, Maximus, Brutus, Paulette Denman, Jens Peitersen, Shana
Cooke, Michael George Caoke, Erika Klimecky, Alex Klimecky, Susan Jessup, Cap'n Carafe, Marni &
Lucy, Melissa Coleman, The Paysan Peeps, Connor Grant, Susanne Parker, Shawn Faske, Denise
Carter, La Familia Johnson, Jake & Trillian, Kari "Sweets” Schiffrin, The Heller Clan, Pamela Smith,
Sarah Cawrey, Heather “Zoe & Mona” Clineschmidt, Michael Stradley, Rosalie Arevala, Juliet & Kyle,
Mon, Brianne Huseby, Mage & Balashar, Loren Inderbitzin, James Ham, Erica Sanchez, Hande
Ataman, Lisa Shoemaker, Teresa Cruz, Ellena Nessa Weikel, Chuck + Sue Sola, 4 South, Kristin King,
Oliver Alt, Baby X, The Woods Family, YunQi, My 'Rents, Bandoleone, Mikaela, Julie Lee, Dakota lLee,
Richard & Regina Rouse, Tera Williams, Steve Freeman, Aydin Ghajar, Becca's Family, Francis, Jason
“Doncariasfan”, FNRL Crew, Greg & Tom, Blizzard, Christine Liepens, Andy Grieser, Buck, Dan & Ed,
Yoshike Oglesby, Jeff Krajewski, Wayne Qlson, Aaron McFadden, Dave & J, “Zelda” Steinglass &

Margaret "Loopy’ Rogers

A demon who wears his victims and masquerades as a human being.
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. WIN AT ANY GHST.
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MIDWAY HOME ENTERTAINMENT INC. warrants to the o.riginal pur_chase]' of this r:udwzgf
Home Entertainment Inc. software product that the medium on wh{ch this com;:ju (:r pr _
gram is recorded is free from defects in materials and workmanshlp.for a period 0 ﬂr:fg?e
ty (90) days from the date of purchase. This Miqway Home Entertammer}t Inc. ks;_od o
program is sold “as is,” without express or implied warranty damages 0 anyf in ’kind
Midway Home Entertainment Inc. is not liable for any losses pr damages 0 any]cor .
resulting from the use of this program. Midway Home eqertalr)ment Inc. agl:'ees Iy
period of ninety (90) days to either repair or replace, at fts optlon_, free of cf arger,lasey
Midway Home Entertainment inc. software product, postage paid, with proof of purchase,
at its Factory Service Center.

ie warranty is not applicable to normal wear and tear. This warraqty shall not be appli-
lg:::: :nd stgall be vcﬁg if the defect in the Midway Hf)me Entertainment lnc].r Jgﬁ&v:;%
product has arisen through abuse, unreasonable use, mistreatment or neglect.ATmmS 5
RANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPHESENT £
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE MldwasEr PRO(ln[]l
Entertainment Inc. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOHwiF;{TICULAI%
UCT. INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FORA P Pl s
PURPOSE. ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABO L L
EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIgR, MAL:
DENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE
FUNCTION OF THIS Midway Home Entertainment Inc. SOFTWARE PRODUCT.

Some states do not allow limitations as 1o how long an implied warranty Ias.ts'tarl_d/o;
exclusions or limitations of incidental or consequentigt damages s the above I!:u a |g?8 .
and/or exclusions of liability may not apply to you. This warranty gives you specific nignts,
and you may also have other rights which vary from state to sfate.

— — - Midway Home Entertainment Inc. ; |
!jg F - Attn: Tech/Customer Support B
e e oers 2 e e s | 6755 Mira Mesa Blvd., Suite 123-155 R

GIPEEE Maec e\ B | san Diego, Ca 92121 L

R

!
¥

L] r

J
BARERS

WWW,BLITZLEAGUE,.COM

@MIDWAY i | Toll Free: 1-866-588-GAME

9am - 6pm / Pacific Time
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