


SAFETY INFORMATION

BOUT PHOTOSE SITIV S IZURES
A very small percentage of people may experience a seizure when exposed
to certain visual images, including flashing lights or patterns that may appear
in video games. Even people who have no history of seizures or epilepsy may have
an undiagnosed condition that can cause these "photosensitive epileptic seizures”
while watching video games.
These seizures may have a varicty of symptoms including: lightheadedness, altered
vision, eye or face twitching, jerking or shaking of arms or legs, disurientation,
confusion, ar momentary loss of awareness. Seizures may also cause loss of
consciousness or convulsions that can lead to injury from falling down or striking
nearby objects.
Immediately stop playing and consult a doctor if you experience any of these
symptoms. Parents should watch for or ask their children about the above symptorns
— children and teenagers are more likely than adults to experience these seizures,
The risk of photosensitive epileptic seizures may be reduced by sitting farther from
the television screen, using a smatler television screen, playing in a well-lit room,
and not playing when you are drowsy or fatigued.
If you or any of your relatives have a history of scizures or epilepsy, consuit a doctar
before playing.
Other Important Health and Safety Information. The Xbox® Instruction Manual
contains important health and safety information that you should read and
understand before using this software.

AVOID PAMAGE TO YOUR TELEVISION

Do not use with certain televisions. Some televisions, especially front- or rear-
projection types, can be damaged if any video games, including Xbox games, are
played on them. Static images presented during the normal course of game play
may “butn in" to the screen, causing a permanent shadow of the static image to
appear at all times, even when video games are not being played. Similar damage
may veeur from static images ereated when placing a video game on hold or pause.
Consult your television owner's manual to determine if video games can be played
safely on your sct. If you are unable to find this information in the owner's manual,
contact your television dealer or the manufacturer to determine if video games can
be played on your set,

Unauthorized copying, reverse engineering, transmission, public performance, rental,
pay for play, or circumventian of copy protection is strictly prohibited.
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Thank you for selecting WITHOUT WARNING™ for your Xbox® video

game system. CAPCOM is proud to bring you this new addition
te your video game library.
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BOMB DEFUSAL
Bombs marked with the (@? symbol can be defused.

To enter Bomb Defusal mode, press the action (defaulte) button when close to a bomb.

WIRED BOMB
» Todefuse a wired bomb you will use a volt meter and wire cutters.

The object of this is to determine the charge carried by each wire

and cut them in order, starting with the wire carrying the highest charge.

« Use 0 to move the valt meter over the wires to determine the charge
in them, use Q ta position the wire cutters over the wire and press the action
(defaulte } button to cut the wire.

¢ When the first cut is made, the bomb's internal timer will begin to countdown.
If you cut a wire out of the correct sequence, the countdown will continue
but at an increased rate. If the countdown reaches zerg, the bomb will explode.

+ Ifyou cut all the wires before the countdown reaches zero, you have
successfully defused the bomb.

* Insome cases, bombs can be part of a group. A group has an override
countdown which will detonate any bombs that haven't been defused when
the override countdown hits zero. The override countdown is separate to each
bomb's internal timer. After defusing one bomb in a group, the override countdown
will continue onscreen until the final bomb in the sequence is defused.

»  You can quit bomb defusal mode at any time by pulling @ or ED but beware
that if the timer’s started to countdown it will continue to do so until the bomb
is dealt with.

SEGUENCED BOMBS |
* Todefuse a sequenced bomb you will need to " —
press the buttons at the right times. = I

* Toreduce the charge an the homb, press the
button that matches the moving symbol as the
relevant button image passes through the target
zone of the bomb display. ‘

» Each correct button press reduces the charge on the bomb. Each incorrect
or mis-timed button press will increase the charge. You must remove all charge
from the bomb before the internal timer counts down to zero.

* Insome cases, bombs can be part of a group. A group has an override countdown
which will detonate any bombs that haven’t been defused when the override
countdown hits zero. The override countdown is separate 1o each bomb’s internal
timer. After defusing one bomb in a group, the override countdown will continue
onscreen until the final bomb in the sequence is defused.

»  You can quit bomb defusal mode at any time by pulling @8 or B, but beware
that if the timer’s started to countdown it will continue to do so until the bomb is dealt
with. Also, quitting from Bomb Defusal mode means any progress on that bomb
will be lost.

RE-WIRING

)

Items marked with the symbol can be re-wired.

* To enter re-wiring mode, press the action I
{default €Y ) button when close to a fuse box .
or an object that can be re-wired. -

» To re-wire the fuse box, you must memorize
the sequences of symbols displayed when you enter re-wiring mode.
Re-input all the sequences in the correct order and the fuse box will be
successfully re-wired. If you input the incorrect sequence three times, you'll take
some electrical damage and need to start again.

= You can quit out of the re-wiring mode at any time by pulling orBY.

LOCK-PICKING
Locks marked with the ﬂ symbel can be opened using the lock-pick.

s To enter lpck-picking mode, press the action -
{default } button when close to a lock and ! -
you will view the inside of the lock. | -

s To open a lock, use the lock-pick tool to line up the
pins. To do this, push the pins up so that, when
released, they fall in the correct order and the red
target ling on each pin lines up with the lock’s target
ling {marked in green).

»  Move the lock-pick tool left and right using G Press the action (defaulte)
button to lift the pin that the tool is underneath. The longer the action button is
pressed, the higher the pin will be pushed up. When released, a pin that has
been raised will descend.

«  Each pin has a target line marked in red. The red target lines need to line up with
the green line on the lock in the correct sequence. The correct sequence order is
dictated by looking at the pin fength which is the distance between the bottom
of each pin and its red target ling. The carrect order is to ling up the pins in
ascending pin length, i.e. smallest pin fength first, then the pin with next biggest
pin length, and so on. The target line of a pin that has been lined up successfully
will turn green.

= |f pins align in the wrong order, they will drop out of line. Also, if the red target line
of any pin is below the lock’s green target line then no further pins can fall into
place even if they are in the correct order.

*  You can quit out of the lock-pick mode at any time by pulling @8 or D
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Xbox Live® with voice chat support!
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For cenTuries THE DARKWATCH was
PROTECTED THE WORLD FROM EVIiL.
New as JERiCHQ CROSS, You MUST JQiN
HiS SECRET SQCIiETY TQ SAVE HUMANITY...
AND YOURSELF



