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GeTTinG sTarTed

Set up your PlayStation®2 computer entertainment system according to the instructions 
supplied with your system. Check that the system is turned on (the on/standby indicator is 
green). Insert the Call of Duty:

® World at War - Final Fronts disc in the system with the label 
side facing up. Attach game controllers and other peripherals as appropriate. Follow the on-
screen instructions and refer to this manual for information on using the software.

MeMory Card (8Mb)(for PlaysTaTion®2)
To save game settings and progress, insert a memory card (8MB)(for PlayStation®2) into 
MEMORY CARD slot 1 of your PlayStation®2 system. You can load saved game data from the 
same memory card or any memory card (8MB)(for PlayStation®2) containing previously 
saved games.

open button

on/standby/
reset button

IR receiver

USB connectors

disc cover

controller port 1
controller port 2

memory card slot 1
memory card slot 2
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sTarTinG UP

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

To select menu options, use the µ and ≤ directional buttons to navigate. Highlight the 
desired option and press the ≈ button to accept. To select a menu option, follow the on-
screen button prompts and press the ≈ button to accept and the ç button to go back.  
Call of Duty:

® World at War - Final Fronts supports the DUALSHOCK®2 analog controller. When 
Analog mode is on, the left analog stick works the same as the directional buttons.

    button 

    button 

    button 

    button 

directional
buttons

left analog stick
  (L3 button when pushed down)

SELECT button
ANALOG mode button
START button
right analog stick
  (R3 button when pushed down)

L2 button

L1 button

R2 button

R1 button
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 GaMe ConTrols 

Action Button

Move Left analog stick

Aim / Look Right analog stick

Fire Currently Equipped Weapon ∂ button

Throw Frag Grenade ƒ button

Melee Attack R3 button (Press right analog stick)

Aim Down Sight å button

Throw Smoke Grenade ß button

Sprint / Hold Breath While Sniping L3 button (Press left analog stick)

Jump / Mantle  ≈ button

Toggle Stance, Hold to Go Prone  Ω button

Reload / Use / Pick-Up / Throw Back Grenade  √ button

Change Weapon  ç button

Pause ÷ button

Objectives SELECT button

Main MenU
From this menu you can launch new campaigns, resume games in progress or access the 
configuration options.

Select Profile – Choose between 3 allocated profiles for saving game progress.

Resume Game – Load the game you were playing from your last Save Point so you can 
continue your progress. 

New Game – Select this option to start a new campaign. 

Mission Select – Play any mission you currently have unlocked. After selecting your 
mission, choose your difficulty level from one of the four options available. 

Options – Choose this to adjust look sensitivity or inversion, turn the crosshairs on or off and 
adjust Audio settings.

 Credits – View credits. 
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oPTions
GaMePlay

•	 Crosshair	=	Yes	/	No.		This	turns	off	the	player	crosshairs.

•	 Friendly	Tags	=	Yes	/	No.		Turns	off	the	display	of	the	friendly	soldier	information.

•	 Sticky	Aim	=	Yes	/	No.		This	turns	the	sticky	aim	feature	on	or	off.

ConTrols

•	 Invert	Aim	=	Yes	/	No.		Toggle	the	players	“Look	Inversion.”

•	 Vibration	=	Yes	/	No.		Toggle	the	controller	vibration	on	and	off.

•	 Sensitivity	=		Adjust	the	controller	sensitivity	when	aiming.

soUnd

•	 SFX	Vol	=		Adjust	the	volume	of	the	Sound	Effects	and	Voice	Over.

•	 Music	Vol	=		Adjust	the	volume	of	the	Music.

•	 Sound	Mode	=	Stereo	/	Mono.		Choose	between	Stereo	and	Mono	audio	outputs.

Video oPTions

•	 Display	Mode	=	Normal	/	Widescreen.

saVe sysTeM 
Call of Duty:

® World at War - Final Fronts utilizes an automatic checkpoint save system to save 
your game progress.
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in-GaMe disPlay 

 

1.  Compass – Shows the direction you’re facing and the location of your current objectives 
as well as enemy and friendly soldiers in your area.

2. Stance Indicator – Shows your current stance. Only displays when crouched or prone. 

3. Grenade Indicator – Shows the direction of the grenade in your proximity. 

4. Damage Indicator – Red marker near the center of the screen indicating which 
direction damage came from. 

5. Ammo Count – Shows remaining bullets and grenades. 

6. Crosshair – Use the crosshair to aim your weapon at enemies. Your crosshair turns red 
when pointed at an enemy and green when pointed at a friendly. When you run or walk, 
your crosshair widens. When you stop moving, you automatically steady your weapon and 
the crosshair narrows. The wider the crosshairs are, the wider your spread of bullets will 
be when firing your weapon. Crouching or lying prone increases your accuracy. 

3

1

4

5

2 6
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HealTH sysTeM 
When you take damage, the screen starts to turn red indicating the need to seek cover. 

You’ll recover health slowly if you don’t take any more damage for a short time. 

obJeCTiVe MenU 
Objective Text – Displays text indicating your current objective in the upper left. 

Gray text means the objective has been completed. 
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VOICe OVeR TAleNT
Aaron Stanford
Andrew Kishino

Brian Bloom
Charlie Schlatter

Chris Edgerly
Chris Fries

Daisuke Suzuki
Dave Wittenberg
David Sobolov
Grant Albrecht

Greg Ellis 
Hans Tester

Keith Ferguson
Kiefer Sutherland

Masa Kanome
Matt King

Matt Lindquist
Mel Fair

Nolan North
Steven J Blum
Zach Hanks

Casting and Voice Direction
Margaret Tang
Womb Music

 Voice Over editorial and Post
Rik Schaffer
Womb Music

Music Preparations
BTW Productions

Booker White

Orchestration 
Emilie A. Bernstien

Score Pre-Record Preparation 
KTA Productions 

Kevin Globerman

Tadlow Music
The City of Prague Philharmonic

Orchestra and Chorus
Conducted by Miriam Nemcova

Recorded at Barrandov Studios – 
Smecky Music Studios

Recording engineer
Jan Holzner

Orchestral Contractor
James Fitzpatrick – Tadlow Music

Original Music Composer 
Sean Murray Music 

Sean Murray

SPOV lTD
Allen Leitch

Gemma Thompson
Miles Christensen

Yugen Blake
Paul Hunt

David Hicks
Julio Dean 

Matt Hotchkiss

SPOV Special Thanks
Peter Robinson 
Rotem Nahlieli 

aCTiVision
PRODUCTION  

MANAGEMENT GROUP
Producer

Callum Godfrey

Associate Producers
Rhett Chassereau
Taylor Livingston
Dawn Pinkney
Derek Racca
Joel Taubel

Production Coordinator
Jacob Thompson

Production Tester
Adrienne Arrasmith

Production Intern
Nick Trutanic

Senior Producer
Noah Heller

executive Producers
Daniel Suarez
Robert Loftus

Vice President, Production 
Thaine Lyman

GLOBAL BRAND MANAGEMENT
Sr. Director of Marketing

Jeff Kaltreider

Global Brand Manager
Jeremiah Cohn

Associate Brand Managers
Jon DeLodder
Mike Schaefer

GBM Special Thanks
Tabitha Hayes

Jen Fox

VP, Owned Properties
David Pokress

PUBLIC RELATIONS
PR Manager
John Rafacz

Junior Publicist
Robert Taylor

Neil Wood
Jon Lenaway
Wiebke Hesse
Oliver Gubba

PR Director, Owned Properties
Mike Mantarro

PRODUCTION SERVICES - 
EUROPE 

 Director of Production  
Services – europe

Barry Kehoe

 Senior localization  
Project Manager 

Fiona Ebbs

 localization Co-ordinators 
Doug Avery
David Hill

localization QA Manager
David Hickey

localization QA lead
Jack O’Hara

localization QA Floor leads
Daniele Celeghin 

CrediTs
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localization QA Testers
Kieran Cosgrave

Peter Kremer
Kerill Meier
Jan Vester

Istvan Juhasz
Eugen Brab
Jeremy Levi

Damien Urruty
Guillame Lerouvreur

Brian Herlihy
Vincenzo Ferrara

Luca Visciola
Fabrizio Ampola
Giovanni Rossi

Andres Sacias Vieira
Sergio Gonzalez Monroy

Lara Sola Gallego
Luis Hernandez Dalmau

Stephen Lowry

Burn lab Technicians
Derek Brangan 

Mark Smith

IT Network Technician
Fergus Lindsay 

 localization Tools &  
Support Provided by 

Stephanie	Deming	&	XLOC,	Inc.

CENTRAL TECHNOLOGY
Senior Director of Technology

Matt Wilkinson

CENTRAL DESIGN
Senior Director of Game Design

Carl Schnurr

Central Design,  
lead Combat Designer

Derek Daniels

Manager, Central User Testing
Ray Kowalewski

Central Design
Tom Wells

Jeffrey Chen

TALENT AND AUDIO 
MANAGEMENT GROUP

Director of Central Audio
Adam Levenson

Audio Coordinator
Noah Sarid

Talent Manager
Marchele Hardin

MARKETING 
COMMUNICATIONS

Senior Director,  
Marketing Communications

Alex Fiance

Marketing Communications 
Manager
Karen Starr

BUSINESS DEVELOPMENT
Dave Anderson
Ralph Perillon

Letam Bira

ART SERVICES
Art Services Manager

Todd Pruyn

Art Services
Michael Hunau

Ryan Volker
Chris Reinhart

Activision Special Thanks
Treyarch

Rich Farrelly
Mike Griffith

Robin Kaminsky
Steve Pearce
Dave Stohl

Steve Ackrich
Laird M. Malamed

Brian Ward
Maria Stipp
Will Kassoy

Raj Sain
Maryanne Lataif

Suzan Rude
Jason Dalbotten
Harjinder Singh

Eric Glinoga
Mica Ross

Steve Young
Blake Hennon
Alex Mahlke

Shannon Wahl
Clarence Bell

George Rose
Marcus Iremonger

Sam Nouriani
Michelle Schroder

Steve Holmes
Rodrigo Mora
Jason Posada
Victor Lopez

Jennifer Sullivan
Derek Brown
Adam Foshko
Todd Mueller

Brandon Young
Tim Riley

Andrea Hammon
Adrian Gomez
Kara Corette
Chris Cosby

Jennifer Sullivan
Derek Brown
Phil Terzian

Travis Stanbury
Jane Elms
Kap Kang

Danielle Kim
James Steer

QUALITY ASSURANCE
VP Quality Assurance/ 

Customer Service
Rich Robinson

Director, Quality Assurance
Marilena Morini 

QUAlITY ASSURANCe, 
FUNCTIONAlITY 
QA Project lead

Peter von Oy

QA Floor lead
Chad Schmidt

QA Database Manager
Mike Genadry

QA Testers, Day Shift
Joash Atienza

D’wane Burgess
Anthony Crowder

Carl Evans
Anthony Gonzales
Demetrius Hoston

Randal M. Hull
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QA Testers, Day Shift 
(cont’d.)

Maximilian Lockwood
Ian Pilcher
Sam Potter

Royal Roshto
Joseph Soccoccio

QA Senior Project lead
Henry Villanueva

QA Manager
Glenn Vistante

TeCHNICAl  
ReQUIReMeNTS GROUP

TRG Senior Manager
Christopher Wilson

TRG Submissions lead
Daniel L. Nichols

Christopher Norman

TRG Senior Platform leads
Kyle Carey

Jason Harris

TRG Platform leads
Brian Bensi
Paul Carrion

Tomo Shikami

TRG Testers 
Vidal Cantu
Brian Baker

Keith Kodama
Colin Kawakami
Scott Borakove
Scott Winslow
John McCurry
Kirt Sanchez
Melvin Allen

Stefan Goodreau
Takuma Kokubo

Elizabeth Hickey-McCoy
Jennifer Goodman

Mike Juarez
David Oberlin
Brent Gothold

Caleb Huddleston

QA AUDIO VISUAl lAB
QA-AVl Project lead

Victor Durling

QA-AVl Tester
Cliff Hooper

QA BURNROOM
Burn Room Supervisor

Joule Middleton

Burn Room Technicians
Danny Feng

Kai Hsu
Sean Kim

Rodrigo Magana

QA-MIS
Senior Manager, QA 

Technologies
Indra Yee

QA-MIS Manager
Dave Garcia-Gomez

QA-MIS Technicians
Teddy Hwang
Brian Martin

Jeremy Torres
Lawrence Wei

QA-MIS equipment 
Coordinators

Long Le
Coleman Thaxton

QA Technology Tech
Sean Olson

QA DBA GROUP 
Senior lead Database 

Administrator
Jeremy Richards

lead Database Administrator
Kelly Huffine

DBA Senior Testers
Christopher Shanley

Timothy Toledo
Wayne Williams

DBA Testers
Mike Genadry

Jon Luce
Dennis Soh
Nick Chavez

CUSTOMeR SUPPORT
Customer Support Managers

Gary Bolduc
Michael Hill

QA SPeCIAl THANKS
Mike Clarke, Nadine Theuzillot
Denise Luce, Rachel Overton

Aileen Galeas, Jeremy Shortell
Dylan Rixford, Marc Williams

Richard Pearson, Joanne Vistante
Randolph d’Amore, Jennifer Vitiello

Roslin Dear, Tracy Sheppard

MANUAL DESIGN
Ignited LLC

PACKAGING DESIGN
Petrol 

rebellion 
liVerPool

Studio lead
Andy McCann

Producer
Chris Jones

lead Programmer
Mark Dieterman

Programming Team
Craig Flaherty
Andy Fradley
Andy McCabe

Andrew McMaster
Alastair Mitchell
Craig Mitchell

Aubrey Murray
David Wooldridge

Art Manager
Martin Carter

lead Artist
Paul Wright

Art Team
Mike Bareham
Keith Donald

Carl Fell
Paul Foster
Ian Leyland

Bryony Muska



10 11

Pete Royle
Alan Tang

Kevin Taylor

Animation
Chris Hooper

lead Designer
Richard Jones

Design Team
Daz Timms
Andy Shaw
Mark Shaw

Victoria Boyce
Chris Alizon

Luke Nockles
Alex Spyropoulos

lead QA
Graham Foxall

Network Administrator
David Whiteside

rebellion 
sTUdios

CeO
Jason Kingsley

CTO
Chris Kingsley

Head of Production
Michael Burnham

Head of Programming
Kevin Floyer-Lea

Head of Design
Tim Jones

rebellion 
oXford

Programming
Kevin Floyer-Lea

Kim Randell
Morgan Parry
Mike Healey

Design
Ben Moss

Alex Moore

Video editor
Ian Smith

Head of Audio
Martin Oliver

Audio Team
Nick Brewer

Jordan Pedder

Audio Assistant
Michelle Leonard

QA Manager
Ian Tuttle

Quality Assurance Team
Simon Brewer

Tim Hall
Kevin Marshall

Pawel Goleniewski
Alejandro Millican

Oliver Scott

Asura Programming
Catalin Arsenescu

Steve Barnett
Nick Brett
Paul Cardy
Nick Davis

Kevin Floyer-Lea
Anthony Gregso

Martin Harris

Mike Healey
Steve Keen

Steven Lovesey
Richard May

Andrew McDonald
Stuart Middleton

Craig Mitchell
Mark Parry

Morgan Parry
William Plano
Kim Randell
Richard Rice

Andy Southgate
Andy Tate
Neil Young
Tom Young

rebellion 
derby

Design
Darren Price

Art
David Reading

Nick Hinton
Jerry Oldreive

Animation
Kenny Beard

REBELLION SPECIAL THANKS
Richard Farrelly
Brian Anderson

Pat Dwyer
Noah Heller

James McCawley
Brian Tuey

Dom Drozdz
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CUsToMer sUPPorT

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. If you cannot find an answer 
to your issue, you can submit a question/incident to us using the online support form. A 
response may take anywhere from 24–72 hours depending on the volume of messages we 
receive and the nature of your problem.
Note: Internet support is handled in English only.
Note: The multiplayer components of Activision games are handled only through  
Internet support.

Phone: (310) 255-2050

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 a.m. and 5:00 p.m. (Pacific Time), Monday through 
Friday, except holidays. 

Please see the Limited Warranty contained within our Software License Agreement for 
warranty replacements. We recommend that you first contact an Activision 
Technical Support Representative by phone or internet before sending your 
product to us. In many cases, a replacement is not necessary to resolve your problem. 
Our support representatives will help you determine if a replacement is necessary. If a 
replacement is appropriate we can issue you an RMA (Return Materials Authorization) number 
to help process your replacement. Non-warranty game returns/refunds should be dealt with 
by the retailer or online site where you purchased the product. 

Register your product online at http://register.activision.com 
so we can enter you in our monthly drawing 

for a fabulous Activision prize.

To view a full length manual, including credits, visit 
www.activision.com/en_US/manuals/
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SOFTWARE LICENSE AGREEMENT

USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" INCLUDES THE SOFTWARE INCLUDED WITH THIS 
AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND 
DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS 
LICENSE WITH ACTIVISION PUBLISHING, INC. (“ACTIVISION”).

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solely and exclusively for 
your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, not sold. Your license confers no title or 
ownership in this Program and should not be construed as a sale of any rights in this Program.

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not limited to any titles, 
computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical compositions, 
audio-visual effects, methods of operation, moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. This 
Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other laws. This Program contains certain 
licensed materials and Activision’s licensors may protect their rights in the event of any violation of this Agreement.

YOU SHALL NOT: 
• Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location-based site.
 Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; see the contact information below.
• Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of Activision.
• Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part.
• Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 
• Hack or modify  (or attempt to modify or hack) the Program, or create, develop, modify, distribute or use any software programs,  in order to gain (or allow 
 others to gain) advantage of this Program in an on-line multiplayer game settings including but not limited to local area network or any other network play or 
 on the internet.
• Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations.

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is recorded will be 
free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found defective within 90 days of original purchase, 
Activision agrees to replace, free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the 
date of purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to 
substitute a similar program of equal or greater value. This warranty is limited to the recording medium containing the Program as originally provided by Activision 
and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect.  
Any implied warranties prescribed by statute are expressly limited to the 90-day period described above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY 
WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND 
SHALL BE BINDING ON OR OBLIGATE ACTIVISION.

When returning the Program for warranty replacement please send the original product disks only in protective packaging and include: (1) a photocopy of your dated 
sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the problem(s) you are encountered and the system on 
which you are running the Program; (4) if you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, please 
include check or money order for $20 U.S. currency per disc replacement. Note: Certified mail recommended. In the U.S. send to: Warranty Replacements, Activision, 
Inc., P.O. Box 67713, Los Angeles, California 90067.

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT 
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S LIABILITY 
SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG 
AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR 
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH 
VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and conditions. In 
such event, you must destroy all copies of this Program and all of its component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are provided as "Commercial 
Computer Software" or "restricted computer software." Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the 
restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph 
(c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer is Activision, Inc., 3100 
Ocean Park Boulevard, Santa Monica, California 90405.

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be 
entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other 
remedies as Activision may otherwise have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless from all 
damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of this Agreement.

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements and 
representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable for any 
reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. 
This Agreement shall be construed under California law as such law is applied to agreements between California residents entered into and to be performed within 
California, except as governed by federal law and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California.


