


WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns or !lashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game 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 - diu iness, altered vision, eye or muscle twitches, 
loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 

USE OF UNOFFICIAL PRODUCT: 
The use of unofficial products and peripherials may damage your PlayStation game console and 
invalidate your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 
• This compact disc is intended for use only with the PlayStation game console. 
• Do not bend it, crush it or submerge it in liquids. 
• 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. 
• 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, soft, dry cloth, wiping in straight lines from center to 
outer edge. Never use solvents or abrasive cleaners. 
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Reset Button 
Power Indicator--- ~ 
Power Button -------' 
Controller Port ------~ 

Open Button 

~------ Oise Cover 

• Set up your PlayStation~ game console according to the instruction manual. 
• Make sure the power is off before inserting or removing a compact disc. 
• Insert the Spider-Man~ 2 disc and close the disc cover. 
• Insert game Control ler(s) and MEMORY CARD and turn on the PlayStation 

game console. 
• Follow the on-screen instructions to start a game. 
Note: It is advised that you do not insert or remove peripherals or MEMORY 
C ,RDS once the power is turned on .. 

CAMS CONTIOl.S 
The default controls are shown here. A ll references to button selection in 
t his manual refer to the default controller configurat ion. Spider-Man 2 
supports the DUALSHOCK" analog controller. When the ANALOG mode 
button is on, the left analog stick works the same as the directional 
buttons. 

lll1f·IMUUMMM¥ild 
ANALOG MOOE BUTTON-------, SELECT BUTTON ____ _ 

L2BUTTON __ ~ 
L1BIITTON 

OIREGTIONAL BUTTON UP 
DIRECTIOIIAL 8\JITOIJ U:FT 

NOlf; You. may have a controlkr that looks llke this, 
It so plea~ tollow the dlgltal lnstroctions outlined abo,..e 

Directional Buttons 

,-------~tB~~~ON 
,-----R1 BllTTOII 
,---- t,. BUTTON 

0 BUTTON 

To select a menu option, use the directional buttons up/down to navigate 
through the menu options, highlight the desired option, and press the 
X button to accept. However, this section defines commands only for the 
DUALSHOCK'" analog controller. ..,fl 

, ', 

~~ 



Game Reset 
To abort a game in progress, press the RESET button on the PlayStation 
game console. This will replay the opening animation and return to t he 
Spider-Man 2 title screen. (To bypass t his opening animation, press the X 
or START button.) 

Soft Reset 
Spider-Man 2 can be reset to the Main Menu any time during gameplay by 
holding down the START button, then pressing and holding the SELECT 
button. 
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Player Controls 

Jump 

Punch 

Kick 

Web Trap 

Jumping Punch 

Jumping Kick 

Description 

Press to Jump 

Press Once to Punch Enemies 
or Multiple Times for Combos 

Press Once to Kick Enemies 
or Multiple Times for Combos 

Press to Trap Opponents 
or Activate Switches 

Perform Jump Move then Punch 
When Close to an Enemy 

Perform Jump Move then Kick 
when close to an Enemy 

Buttons 

X button 

0 button 

0 button 

.6. button 

X button 
then O button 

X button 
then O button 

Player Controls 
Grab 

Grab and Punch 

Grab and Kick 

Web Spikes 

Web Dome 

Break Web Dome 

Impact Web 

Web Yank 

Web Yank Le·ft 

Web Yank Right 

Web Zip Line 

Description 
Press to Grab Opponents 

from Behind 

Perform Grab Move 
then Punch Move 

Perform Grab Maven then 
Kick Move 

Creates Spiked Gloves 
Made of Webbing 

Creates Shield Dome 
Made of Webbing 

Press to Break Web Dome 
and Attack Enemies 

Buttons 
0 button + .6. button 

or O button + .6. button 

0 button + .6. button 
then D button 

0 button + .6. button 
then O button 

t:. button+ 
Left directional button 

t:. button 
Right directional but ton 

D button or O button 
or X button 

Press to Shoot a Ball of Webbing t:. button 
+ Up directional button 

Press to Trap Enemies t:. button 
in Webbing and Pull Them + Down d irectional button 

Pull Enemies Left t:,. button + Down 

Pull Enemies Right 

Press to Shoot Web and 
Zip from Wall to Wall 

Left directional button 

t:. button + Down 
Right directional button 

R1 button 



Player Controls Description 
Web Yank Overhead Toss Enemies Overhead 

(when facing an opponent) 

Web Swing Press to Web Swing 

Target Mode Targets Enemies from a Distance 
(Hold) and Centers Camera (Tap) 

Auto0Target Cycle Through Nearby Enemies 
or Objects in Order to 

Attack, Yank, or Web-Up 

Pause Press to Pause Game and 
Access Options Menu 

Aerial Impact Web Fire Impact Webbing 
While Web-Swinging 

Jumping Impact Web Fire Impact Webbing 
While in Mid-Jurnp 

Buttons 
0 button then l::,, button 

R2 button or 
X button + X button 

(Kid Mode) 

L1 button 

l2 button 

START button 

I::,. button 
+ Up directional button 

during Swing 

X button to Jump, then 
6 button+ 

Up directional button in Air 

INftO0UCTION 
Before you Play 
Spider-Man 2 requires a MEMORY CARD to save your games. A saved 
game's data takes up one MEMORY CARD block. You can obtain a 
MEMORY CARD through the retailer where you purchased your 
PlayStation game console or this game. 

MAIN MfNd 
Choose from the following options to 
begin playing Spider-Man 2. 

New Game 
Choose this option to start a new game. 

Continue 
Choose this option to continue from the level you l;::ist completed. 

Memory Card 
Choose this to Load/Save your games. Press the appropriate buttons to 
select the fol lowing options: 

Load Game Data: To load a saved game from the MEMORY CARD in 
MEMORY CARD slot 1. 



Save Game Data: To save a current game to the MEMORY CARD in 
MEMORY CARD slot 1. You will be required to name your save.P 
game. Use the directional buttons to highlight the letters on the 
screen. To select a letter, press the X button once a letter is high­
lighted. When you are ready to save, highlight Finish and _press the 
X button. 

Press the X button to select or the t::,, button to go back from the 
MEMORY CARD screen to the Main Menu. 

When you load or save you will have to specify the file to load or save. 
Press the directional buttons up/down to choose a slot and then press 
the X button to accept. 

OPftONS 
Use this screen to modify game options. 
Use the directional buttons up/down and 
press the X button to accept. Press the t::,, 
button to return to the Main menu. 

Controller Configuration: Choose this 
option to select a Controller 
configuration for the game. Use the 
directional buttons up/down to select from the several options. Press 
the X button to select a configuration or the t::,, button to cancel 
back to the Options Screen. 1 -

Music and Sound: This screen allows you to change the volucne ef 
sound effects (SFX), music, voices, and movies in the game. Move the 
directional buttons up/down to toggle between sound effects, 
music, voices, and movie volume levels. Move the directional 
buttons left, to lower the volume, or right, to raise the volume, of 
each option. 

Select Audio te change between mono and stereo. 

Select Default Levels to reset audio levels. 

Screen Adjust: This screen allows you to center your viewing screen. 
Press the directional buttons to adjust the screen. Press the X button 
to select your choice or the 1:::,, 
button to cancel back to the 
Options screen. 



fttlllNINC 
Normally designed to test the powers and abilities of the Uncanny 
X-Men", Prof. Xavier has modified the Danger Room to allow Spider­
Man to better hone his skills in a number of ways. 

Web-Swinging 
The Web-Swinging session will allow Spider-Man to hone his skill at 
w hat he does best, web-swing. Successfully complete this session by 
making contact with all of the Green areas. Contact with the Red area 
means failure. To swing, press the R2 button (or the jump button twice 
in Kid Mode). 

Web Yank 
Like tossing bad guys around like rag-dolls? The web-yank session will 
train Spider-Man to toss an enemy in a multitude of ways. The Danger 
Room will generate opponents that must be tossed either left, right, 
overhead, or towards him in order to proceed. 

L1 Targeting 
Using L 1 Targeting is an effective way to move from place to place 
safely. By pressing and holding the L 1 button, Spider-Man can take his 
time to plan out that next big swing. Move from wall to wall in an 
effort to reach the top. The gray areas mean certain failure. 

L2 Targeting 
Villains are a cowardly lot, ar.d tend to attack in numbers. In order to 
combat them more efficiently, the L2 targeting features allows Spider­
Man to cycle through nearby targets. This ''shooting gallery" will test 
Spider-Man's speed and accuracy with a multitude of targets. When 
presented with a target, press the L2 button to bring up the targeting 
reticule. Press the L2 button repeatedly to cycle through multiple targets. 
Shoot imp.act webbing to knock out targets. 

Zip Line 
Zip-Line webbing is a useful tool in evading enemies or avoiding long 
falls. The Danger Room has constructed an area to improve Zip-Line 
reaction t ime and maneuverability. Be careful of gray areas in this room. 
Release from the ceiling by pressing the jump button, and Zip-Line by 
pressing the R1 button. Just to make things more challenging, the 
Danger Room will not allow Web-Swinging during this session. 

Stealth 
Sometimes the direct approach is not the smartest strategy. Here the 
Danger Room has crafted a number of scenarios where Spider-Man must 
use stealth to avoid being seen by enemies. Proceed with caution, as the 
wrong step may jeopardize the mission. Watch out for red floors! 

Attack 
This will test Spider-Man's basic combat skills. Spider-Man must survive 
for two full minutes against any number of opponents. Use the Punch ~ 

and Kick buttons to attack as well as webbing to defeat the bad guys. , c,"-> 

/~ 



CHAI.I.INCi SISSION 
Successful completion of any Training Mission wil l open up its 
Challenge Session counterpart. Compete here for best time or highest 
score. The very best scores will end up in the Records section. 

INSTANT ACTION 
This is the Danger Room's main simulation unit. This "virtual city" 
houses a number of opponents which Spider-Man will have to discover 
through exploration. Spider-Man must use everything he's learned in 
training in order to make it out in one piece! 

11(0105 
Those that really know what it takes 
to be a superhero make it into the 
Records section. 

Here are listings of the very 
best times and scores from the 
Challenge Sessions. Use the 
up/down directional buttons 
to highlight a specific set 
of records. Press the 
X button to confirm 
the selection. To exit, 
press the 1::,. button. 

SPICIAI. 
Costumes 
Spider-Man hasn't always worn the 
familiar red and blues that most people 
know. Over the years of being a superhero 
there have been times when a different 
suit was necessary to overcome certain 
challenges. In the game, some suits are 
better adapted than others to the many challenges that Spider-Man 
must face. Locate these costumes and use their special abilities to more 
easily overcome Spider-Man's adversaries. To operate the costume 
viewer, use the up and down directional buttons to scroll through your 
available choices, then press the X button to select. Using the left or 
right directional buttons wil l allow you to rotate the image of your 
selected character 360 degrees. Pressing the L 1 and L2 buttons 
respectively will allow you to zoom in or out on the costume you have 
selected. 

Create-A-Spider 
Sometimes Spider-Man runs into trouble 
that's more than he can handle. 
Fortunately, he is a resourceful hero, and 
will acquire, or invent, the tools he needs 
to get the job done. Create-A-Spider 
allows Spider-Man to mix-and-match the 
abilit ies gained from different costumes to 



greatest effect. All selections can be made by using the directional 
buttons to scroll through choices and the X button to select. 

Start by selecting a costume from the list of currently unlocked 
costumes. Then proceed to add up to three different Powers to the suit 
by again scrolling through a list of available abilities and pressing the 
X button. When finished, press the D. button to exit. 

View Credits 
This game didn't just make itself! See the cast and crew that brought 
Spider-Man to life for his latest adventure here in the Credits. 

Cheats 
Like to open your Christmas presents early? Or just want access to all 
the great costumes? Enter the cheat code using the directional buttons 
to select letters. Highlight SPACE and press the X button if the cheat 
code contains a blank space in it. Highlighting BACKSPACE and then 
pressing the X button can correct errors. When finished inputting the 
code, use the directional buttons up/down to highlight FINISH. Press 
the X button to confirm the code. The D. button can be pressed at any 
time to exit. 

Level Select 
Select which unlocked level to play in the game. Scroll through and 
highlight available levels by using the up/down directional buttons. 
Confirm your choice by pressing the the X button. The D. button can be 
pressed at any t ime to exit . 

} 
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Character Viewer 
Become more acquainted with the people 
in Spider-Man's world through the 
Character Viewer. Included with each 
character is a short biography and 
narrative, as well as when the character 
f irst appeared in comic books. Any listing that contains a question mark 
(?) is unavailable until unlocked from within either the Game or 
Training Modes. 

As progress is made through the game, more and more characters will 
become available for viewing. To operate the character viewer, use the 
up and down directional but tons to scroll through available choices, 
then press the X button to select. Use the left or right directional 
buttons to rotate the image of the selected character 360 degrees. 
Press the L 1 and L2 buttons respectively to zoom in or out on t he 
character you have selected. 

To exit the Character Viewer at any time, simply press the D. button. 

Movie Viewer 
This feature will allow you to view any of the movies that have been 
unlocked during the course of gameplay. Progressing through the 
game results in more and more movies becoming available for viewing. 
Like the Character Viewer, use the up and down directional buttons to 
scroll through available choices, then press the X button to select. 

To exit the Movie Viewer at any t ime simply press the D. button. 



Comic Collection 
Hidden throughout the game are a 
number of icons that resemble comic 
books. These icons can be in p lain view, 
or they may require a bit of exploration 
to uncover. Once col lected, the icon will 
unlock a real comic book cover from 
Spider-Man lore that is stored in t he 
Comic Collection area. These comics detail 

historic events in Spider-History, including a brief synopsis pointing out 
the highlights of that particular issue. 

To exit the Comic Collection at any t ime simply press the l::,. button. 

Bugle Headlines 
As the story unfolds, each chapter will be prefaced with the latest 
edition of the Bugle newspaper. These editions are made available for 
viewing in the Bugle Headlines section. Use either the up and down 
d irectional buttons to highlight an edition once it's unlocked. View the 
highlighted edition by pressing the X button. To go back, press the t::,. 
button. 

To exit Bugle Headlines at any time simply press the l::,. button. 

Storyboards 
Working in conjunction with the Movie Viewer, Storyboards allows you 
to view the original design art that served as the backbone, or 
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template, for all of the movies in the game. The storyboards will unlock 
as gameplay progresses. 

Use the up/down directional buttons to highlight the storyboard to be 
viewed. Press the X button in order to view that storyboard. In order 
t o scroll through the st0ryboard, use the left/right directional buttons. 

To exit Storyboards at any time simply press the t::,. button. 
'/ 

Parker's Portfolio 
Peter Parker has to pay his rent somehow, 
right? J. Jonah Jameson pays top dollar 
for pictures of Spider-Man, with the 
hopes t hat he'll catch Spidey doing 
someth ing criminal. Much to his dismay, 
all of Peter's pies are of Spidey defeating 
one bad guy or another. Parker's Portfolio 
is a collection of these photos. At some 

point during a fight with any super-villain, Spidey's camera (secreted 
away in some convenient corner) takes a "snapshot" of the fight. This 
"snapshot," gained only after a super-villain is defeated, can be viewed 
in Parker's Portfolio in the Gallery. ("Snapshots" made possible by 
renowned Marvel Artists: Kaare Andrews, Mark Bagley, and John 
Romita Sr.) 

Highlight the "snapshot" to be viewed using the directional buttons, 
and view the picture full screen by pressing the X button. Scroll 
through unlocked snapshots by pressing left or right on the directional 
buttons, and go back by pressing the l::,. button. 



ftll STOCtY THUS ,111 ..... 
The threat of the Symbiote Invasion is over, and Doctor Octopus and his 
cronies are once again behind bars. The city, and the people that call it 
home, can collectively breath a sigh of relief. Or can they? Evil abhors a 
vacuum, and with Doc Ock gone, can it really be that long before 
another rises in his place? 

Not likely. 

Unaware that her work has drawn the attention of sinister forces, 
Dr. Watts has completed a miraculous new device that would give any 
man or woman unspeakable power. In the hands of one such as 
Electro, who knows what deviltry may be wrought. Electro, for one, 
intends to find out. 

As before, Electro has managed to assemble a cadre of allies and 
followers, from lowly street-thugs to hardened super-vil lains. His goal: 
to steal and assemble the Bio-Nexus device; and with it bring the city, 
if not the world, to its knees ... 
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PI.IIYING ffll GIIMI 
Our friendly neighborhood Spider-Man: 

Name: Peter Parker 
Age: Mid-twenties 
Height: 5' 1 O" 
Weight: 165 lbs. 
Eyes: Hazel 
Hair: Brown 
Identity: Secret 

1st Appearance: Amazing Fantasy #15 (Aug. 1962) 

Affiliates: Avengers (reserve member) 

Occupation: Photographer at the Daily Bugle 

Enemies: Electro, Green Goblin, Beetle, Sandman, Lizard, Doctor 
Octopus, Venom, Carnage, Vulture, Mysterio, Hammerhead, Chameleon, 
Kraven, Scorpion, and many others! 

Place Of Birth: Forest Hills, Queens New York 

Usual Place Of Operations: Manhattan and all of New York 

Powers 
• The proportionate strength and speed of a man-sized spider. 

• Spider-Sense that warns him of pending danger and gives him the 
ability to detect signals from his Spider-Tracers. 

• Abil ity to adhere to walls and most other surfaces with his 
extremities. 



CCtlOITS 
SPIDER-MAN 2! 
Developed By 
Vicarious Visions 

Executive Producers 
Karthik Bala 
Tobi Saulnier 

Project Manager 
Vladimir Starzhevsky 

Project Coordinator 
Bret Dunham 

Design Lead 
Brent Boylen 

Game Design and Scripting 
Benjamin Raymond 
Bret Dunham 
Joshua Mosqueira 
Karthik Bala 
Carl Schel l 

Programmers 
Chris McEvoy 
Dave Calvin 
Dmitriy Buluchevskiy 

Art Director 
Yarning Di 

Art Lead 
Carl Schell 

Artists 
Chong Guang Zhang 

Denny Priyono 
Rui Tong 
Gap-Yuel Seo 
Wesley Merrit 

Animator 
Jim Powell 

Special Thanks 
Andy Lomerson 
Bradley Feldman 
Dan Tanguay 
Chris Degnan 
Todd Masten 
Kerry Coffey 
Guha Bala 

PUBLISHED BY 
Activision Publishing, Inc. 

Story Written by 
T.Q. Jefferson 
Brent Boylen 
Marc Turndorf 

Producer 
T.Q. Jefferson 

Production Coordinator 
Jay Gordon 

Production Assistant 
Brian Pass 

Senior Producer 
Marc Turndorf 

Vice President NA Studios 
M urali Tegulapalle 

Executive Vice President 
World Wide Studios 
Larry Goldberg 

Global Brand Manager 
John Heinecke 

Marketing Associate 
Matt Geyer 

Vice President of 
Marketing 
Tricia Bertero 

Executive Vice President 
Global Publishing and BM 
Kathy Vrabeck 

Publicist 
Lisa Fields 

Legal 
Michael Hand 

V.P., Creative Services 
Denise Walsh 

Mgr., Creative Services 
Jill Barry 

Art Director 
David Dalzell 

Art & Storyboards 
James Mayeda 

QA Project Lead 
Bruce Campbell 

Senior Project Lead 
Kragen Lum 

QA Console Manager 
Joe Favazza 

QA Floor Lead 
Carlos Monroy 

Testers 
Alonzo Clark, Miles Robinson, 
Omari Valentine, Sean Osborn, 
Jonas Anderson, Farhaad Alemozafar, 
Curtis Askren, Nesh Luna, 
Yoongsang Yu, Lou Studdert, 
Eddie Flores 

QA Super Weapon 
Jason "Dark Fox" Potter 

Customer Support Manager 
Bob· McPherson 

Customer Support Leads 
Rob Lim, Gary Bolduc, Mike Hill 

MARVEL ENTERPRISES, INC. 
www.marvel.com 

Special Projects 
Mike Farah 

Legal Affairs 
Seth Lehman 

Sr. VP- Consumer Products, 
Promotions and Media Sales 
Russ Brown 

Special Thanks 
Ben Abernathy, Axel Alonso, Bill Jemas, 
Joe Quesada & Andrew Leibowitz 

FOR PARKER'S PORTFOLIO 
Kid Mode & Easy - Kaare Andrews 
Normal - Mark Bagley 
Hard - John Romita, Sr. 

Thanks guys! 

SPIDER-MAN CONCEPT SUIT BY 
Alex Ross and Dave Williams 
(www.alexrossart.com) 

AUDIO PRODUCTION 
Music and Sound Design 
PCB Productions 

Audio Direction 
Keith Arem 

Music Performances by 
Keith Arem 
Jack Boughner 
Steve Tushar 
Curtis Mathewson 

Title Music and Credits by 
Todd Masten - Vicarious Visions 

Voice Direction 
T.Q. Jefferson 
Keith Arem 



Music Additional Sound FX Courtesy of 
Tommy Tallarico Studios 
(Yo Tommy!) 

VOICE ACTING CAST 
Rino Romano as ........... Spider-Man 

Dee Bradley Baker as 

Palooka 
Police Announcer 

... . .. ... ....... Electro/Hyper-Electro 
Computer 3 

Lizard/Dr. Connors 
Hammerhead 

Beast 
Kathryn Fiore as .. . .... Computer Voice 
Daran Norris as . .. ..... . . . . . Sandman 

Beetle 
Public Address 

Shocker 
Professor X 

Jennifer Hale as . . .. .......... Rogue 

And 

Dr. Watts 
Computer 2 

Stan Lee as ........... . , .... Stan Lee 

VOICE CASTING 
Radical Expressions, Inc. 

In Charge 
Brigitte Burdine 

Also Starring: 
Ted Nordblum 

STUDIO RECORDING 
Californi;i Digital Post 

Studio President 
Del Casher 

Studio Engineer 
John Brady 

Juniper Post 
David Kitchens, Ben Zarai, Eric Reuveni. 
Michael Kreple. Eric Corely 

Full Motion Video by 
Tigar Hare Studios/ 
Kickstart Productions, Inc. 

In association w ith 
Shanghai Digital Film Studio 

Art/Animation Director 
David Hare 

Executive Producer 
Jason Netter 

Producer 
Susan Norkin 

Production Coordinator 
Alison Travassos 

Digital //0 Supervisor 
John Burrus 

In-House Designs 
Douglas B. Netter 

Animation Supervisor 
Wei LI 

Project Managers 
Jing Xu, Shiwei Zhang 

Lead Animator 
Wenjing Ji 

Animators 
yukun Bai, Da Chang, Gong 
Wen, Yong Gu, 
Tao Zheng, Yiqing Zhao, Kai 
Cheng, Xiaoyu Lu, Chunling 
Zhu, Qing Ling, Zuming 
Zhang, Yu Pu., Lint iao Jiao, 
Jianfeng· Xu, Shu Wang 

Compositor 
Qianzhi Sun 

Motion Capture Supervisor 
Qin Zhou 

Motion Capture Engineers 
t-lan Shen, Shao Ge, 
M1ngchuang Dong, 
YI Fang 

Motion Capture Coordinator 
Jiexlang Zheng 

System Administrators 
Xiaofel Wu, Jian Fang 

FORWARD NEVER STRAIGHT 
PRODUCTIONS 
Studio President 
Chris Hepburn 

Studio Engineer 
Mattt Stubbs 

PACKAGING AND MANUAL 
Ignited Minds. LLC 

ACTIVISION THANKS: 
Mom, Dad, Neversoft, 
Bobby Kotick, Brian Kelly, 
Gene Bahng, Brian Bright, 
Nicholas Favazza, 
Nathan Lum, George Rose, 
Stacey Drellishak, 
Chris Archer, 
Seth and Rachel Flaum, 
Jim Summers, Jason Wong, 
Indra Gunawan, Suzy Luko, 
Tanya Langston, 
Kristina Starlin, 
Bryant Bustamante, 
Murali Tegulapalle, 
Brian Clarke, Nicole Willick, 
Marilena Morini, 
Kelly D'Angelo, 
Mike Larsor. 
Greg Goldstein, 
Dave and Michelle Popowitz, 

Kip and Cathy Ballin, 
Greg and Fiona Brook, 
Dave Stohl, Nita Patel, 
Melissa Chapman 

X-Men Character Models by 
Paradox Development 



CIJSfOMGt SIJPPOCtf 
Note: Please do not contact Customer Support for hints/codes/ cheats; 
only technical issues. 

Internet: http:/ /www.activision.com/support 
Our support section of the web has the most up-to-date information 
available. We update the support pages daily so please check here first 
for solutions. 

E-Mail: support@activision.com 
A response may take anywhere from 24-72 hours depending on the 
volume of messages we receive and the nature of your problem. 

Note: lnternet/e-mail support is handled in English only. 

Phone: (310) 2SS-20S0 
You can call our 24-hour voice-mail system for answers to our most 
frequently asked questions at the above number. Contact a Customer 
Support representative at the same number between the hours of 9:00 
am and 5:00 pm (Pacific Time), Monday through Friday, except holidays. 



NOTIS NOffS 



SOFTWARE LICENSE AGREEMENT 
lt~PORTANT • READ CAREFIJLLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW 
"PROGRAM" INCLUPES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA. ANY PRINTED 
MATl:FUALS, AND ANY ON-LINE OR ELECTROmc OOCUMENTATION. ANO ANY AND ALL COPIES AND DERIVATIVE WORKS OF 
SUCH SOFlWARE ANO MATEREALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM. YOU ACCEPT THE TERMS OF 
THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION"), 
LIMITED USE LICENSE. Activision grants you lhe "on-exclusive, """·transferable, limtted right a"d Ii«""' to use one copy ot lhis 
Program solety and exclusiVety for ~our p.:!rsonal use. All nghts not spetifically g1anted under this Agreemen1 are reserved by 
AttMslon. This Program 1$ licensed, not sold. Your Hcense confers no t.Jde or ownership in tr't!s Prog:am an(I should not be 
construed as a sale of any nghts In this Program. 

OWNERSHIP. All lille. ownership rights and intellectual property righ!S in and .o lhis Program and any and all cop;es thereol 
(i"cluding but not limrted to any tiUes, computer code, tneinos, objects, cllaraclers, character names, stories, dialog, catch phrases, 
locations, ,oFlcepts, artwork, animaUon, sounds, mus\Cal compositioM, audio-visual effects, methods of operation. moral rights, 
and any rel31ed documentalion, Incorporated Into this Program) are owned by Activision or its !!censors. Tllis Program is protected 
by lhe copyrljJl!t laws of Ille United Stltes, lmematlonal copyright treaties and conventions and other laws. This Program contains 
certain licensed materials-and Acti\li.ston's licensors mav protect their rights in the event of any violation of this Agreement 
YOU SHALL NOT: 
• Exploit this Program or any of 11S parts commercially, Including but not I mlted to use at a cyber cafe, computer gaming canter or 

any other location•based site. Activision may offer a separate Site License Agreement to permit you to make this Prooram 
available far oommerciai use; se-e the contact iniormation below. 

• Sen, rem, tease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior 
wriH,en cons.ent of Activision. 

• Reve,se engineer. derive source code. modify, decompile, disassemble, or create de~valive works of tnls Program, In whole 
or in part. 

• Remove, disable or ciroomvent any proprietary notices. or labels contained en or Yiilhin the Program. 
• Export or re""txport this Program or any copy or adaptallon ln violation ot .any applicable laws- or regulatlons. 

LIMITED WARRANTY. Actfllisloo warrants to the arlginai consumer purthaser nf this Program that the recnr<ling medlum on whlch 
the Program is recorded w,11 be free from defects In material and worl<manshlp for 90 days from the dale of purchase. If the 
re-cording medium 1s found defectivB wlthrn 90 days of otlgtnal purchase, Actlvfslon agrees to replace, t:ee ol charge, any product 
discovered to be defective within such period upan rts receipt of the Product, postage paid, with proof of the date of pu,c:hase, as 
long as the Program is sllll being manufactured by Activision. In the event that the Program Is no longer available. Activision 
retains Ille right to substitute a similar program of e,iual or greater value. This warranty Is limited to lhe recording medium 
contlinlng the Program as originally provided by Activision and is not appUcable to normal wear and tear This warranty shall not 
be applicable and shall be void n the defect has arisen through abuse, mistreatmenl, or neglect. Any implied warranties prescribed 
by statute are express!Y limrted to the 90-cfay penod described above. 
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU Of ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. INCLUDING Ai'/Y WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON· 
INFRINGEMEITT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE 
ACTIVISION 

When 101urning the Program tor war(anty replacemonl 1ilease s.e1Id the unolrml product disks only m protective packaging and 
Include: (1) a photocopy of your dated sales receipt. (2) your ""n,e anrl 1ctI11n adtllllSS typed 01 clearly printed; {3) a brief note 
dcsccibfng the d.efect, the problem(s) you are encounturing and the s:ysh.1nI on which you :irn rnnf\lng the Program: (4) If you are 
returning the Program after the 9D·day warranty po110(l, 1)111 within ontt ye~r ,1ll(lt the d,1I0 t11 pur'Cllaso, please include check or 
money order for S15 U.S. currnncy per CO repl3cemen1 No1,J COrhlilicJ m,11I 11:r.ommnndc:d, 

In the U.S. send to: Warra"IY Rcplace111e11ts, Act,vls,011. In,., PO !lox Sil 13, I os Anorlos, C,1lllornl190067 

LIMITATION ON OAMAGES, IN NO EVEN1 Wll.l ACllVISION 8[ LIAaLI I 011 SPfCIAI, INCIDENfAl OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MAI.FUNGI ION or 1111 PROGRAM, INCLUDING l)A'-IAGES TO PROPERTY, 
LOSS OF GOODWILL, COMPUTER FAILURE OR MALrUNCTION AN() 1 Cl THI I Xt fNT PERMI r If D BY I.AW, DAMAGES FOR 
PERSONAL INJURIES. EVEN IF ACTIVISION IIAS BE(N ADVISED Of lllL POSSIAILI IV f)f SUCII DAMAGES ACTIVISION'S 
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THf LICENSL 10 USI IIIIS PROGRAM SOM£ STATtSICOUNTRtES 
DO NOT ALLOW LIMITATIONS ON HOW LONG 1\N IMPLIED WARRANIY IASIS ANO/OR TIii fXCLUSION 011 LIMITAflON OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE A60VC LIMITAIIONS ANO/OR (XCLUSION OR I IMIIATION OF LIABILITY 
MAY NOT APPLYTO YOU, THIS WARRANTY GIVES YOU SPLClflC l.rGAL RIGlllS, ANO YOU MAY HAVI OHlrR RIGHlS WHICH 
VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION. Without prejudice to any other nght$ ol A<:IIV1slon, !his Ag, omnenl Yllll ll·Hlllrlollt> ,IUitllll,IIICJIIV II you IJll lO comply 
witl1 its tetms and conditmns. In such everH. you must Lles11()y ;ill copies ol 1111~ Pt0ur1-1m ,mfl ,ill ol tis componcot I)a,ts 

U.S. GOVERNlnENT RESTRICTED RIGHTS. The Pmoram and documcnl,hon hovo boun rluv,Jop:d cntl1cly ill lJIIVato OXjlense and 
are prnvided as "Commercial Computer Software" or "restricted c.ompotor soil ware~ Ut.n, ,111~hr.i'tlon or tlir.closutn by Um U.S 
Government or a U.S. Government subcontractor is subject to tile r'511 let Ions sot lortll 111111bp,11,1qrapll (c)( t )(11) ot Ille Rights In 
Technical Data and Computer Sottv1are clauses in DFARS 252.227-7013 o, as snt tnrth In ~11hp" ayI,JplI (c)I I) and (?) ol the 
Commercial Computer Sottv1are Restricted RlglllS clauses at FAR 52 227 • 19. "' a1111tlt,1ble I lie Cot111,1t:tor/ Manufacturer Is 
Activision. Inc .. 3100 ocean Park Boulevard, Santa Monica, Callforma 90405, 

INJUNCTIOH. Because Activtslon would be irreparably damaged i1 lhe torms ol llus Mh'Cllh.mt W\llO nol spoc11ically enforced, you 
agree that Activision shall be enlitled. without bond, other security or 1)roo1 ol ,1111m1ncs, 10 .1pp101H1JJ1e uouiti'lblu rerue~ios wItn 
respect to breaches of this Agreement, in addition to such 01he1 remedies as Atllvt~lnn nrny 111I111rwM: hflv(l under 11pp11r.able lows. 

INDEMNITY, You agree to 1odernnity, delend and hold Act1v1sion, Its pi11 l11Cr$, at11h.1te~. contracto,::i. olflc.er5, d1rnclors, employees 
and agents harmless from all damages, losses and expanses arismo <l1roct1y or uuuroi.tly horn you, Jets ,.md omlSslQ11s to act in 
using the Product pursuant 10 the terms of lhis Agreement 

MISCELLANEOUS. This Agieement represents the completo agreement conwrnlng lhi'l IICtJnsc botw<1cn thu par11tis aM supersedes 
all prior agreements and representations between them. It llli!Y be anumdc<J only by J wn11no oxocutr.d IJy 1,011, par1Ies, II any 
provision or this Agreement is held to be unenforceable tar any reason, such p10vls1on shall Uf! 1cton11ctJ only to lho cx1cn1 
necessary to make it cnlorceablc and the remaimng prC1\!1Sion5, ot this Aorr.cmont shJU nol he allectcd llus Agreement shall be 
construed under Cahlornla law as sucl1 law Is applu?d to auwcmr.nts b(.:lwcon CJllh1rnl,1 1uslt.1onts ariternrt inlo 11nd to be pertormed 
within Calllomia. except as -governed by lederal law anrl yo11 consent to tllO exch1slve jur1sfJ1cuon ot ttIe state and tederal courts tn 
Los Angek!s, caittornia. 

If iou have ani questions concerning this license, iou may contact AJ;hv1slon at 3100 Oce:lll Parlr Boulevarli, Sanla Monica. 
California 90405, (310) 255-2000, Altn. Business anli Lcg:tl Altairs, 1egal@ac1w1s1onr.om. 






