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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patterns
or backgrounds on a television screen or while playing video games, including
games played on the PlayStation 2 console, may induce an epileptic seizure in
these individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If
you, or anyone in your family, has an epileptic condition, consult your physician
prior to playing. If you experience any of the following symptoms while playing a
video game — dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any 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 2 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 UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
¢ This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
* 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.
e 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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Getting Started

MEMORY CARD slot 2

MEMORY CARD slot § ——

[Esieat — e disc tray
T === RESET button

LEs
-J Ei QPEN button

USB connector — 1 |
* Note: llustration may not match all
controfler port 1 "

Play ©2 le types. For of
e SCPH-T0000 series PlayStation®2 systems,
refer to the setup Instructions supplied with
your system,

Set up your PlayStation®2 computer entertainment system according to the
instructions in-its Instruction Manual, Make sure the MAIN POWER switch
(ocated on the back of the console) is turned on. Press the RESET button.
When the power indicater lights up, press the OPEN button and the disc tray
will open. Place the X-Men™ Legends disc on the disc tray with the label side
facing up. Press the OPEN button again and the disc tray will close. Attach
game controllers and other peripherals, as appropriate. Follow on-screen
instructions and refer to this manual for information on using the software.

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 memary card or any memory card
(3MB)(for PlayStation®2) containing previously saved games.

Starting Up

DUALSHOCK®2 analog controller configurations

LE button
L1 button

A2 button
A1 button

directional
pttons

B hytion
@ button
6 button
@ button

left analog stick
(L3 button when pushed down)
SELECT button
ANALOG mode switch
START button
right analog stick

(A3 button when pushed down)

To select menu options, use the 4 and ¥ directional buttons to navigate
the menu options. Highlight the desired option and press the €8 hutton tn
accept. To select a menu option, follow the on-screen button prompts and
press the €9 button to accept and the @ button o go back to navigate
through the menu options. X-Men™ Legends supports the DUALSHOCK®2
analog controller. When the mode indicator is on, the left analog stick
viorks the same as the directional buttons.




Gameplay Controls

L2 button
L1 button

directional
butions

left analog stick
(L3 button when pushed down)

SELECT button

H2 button
R1 button

ANALDG mode switch

START button

right analog stick
(R3 button when pushed down)

Button Action

Press/Move Holding R2 Button
€3 button Punch Mutant Power 1
@ button Smash Mutant Power 2
®) button Use/Pickup/Throw' Mutant Power 3
@ button Jump, Special? Xtreme Power
L2 button Call Allies
R2 button Superpower Selector
directional buttons Change Hero
L1 button Use Health Pack
R1 button Use Energy Pack

left analog stick

Move Character

right analog stick

Camera Control®

Start

Pause

Select

Team Information

'Use in combination with any left analog stick direction to throw enemies

® Double-tap activates lce Tracks, Magma Tracks, Double-Jump, Colossus’
Charge and Flight
“Up and down changes the zoom setting, click to toggle mini-map

Combat Basics

Triple Hit DOD

Knockback ®@

Pop-up DI MO

Trip DOD

Stun (OM>XNMOMO)]
Prologue

The first flakes of winter fluttered down on a biting breeze. Betsy
Braddock™ stepped out onto her balcony and stared up at the charcoal
New York City skyline in wonderment. Where had all the stars gone? There
was no moonlight glow casting long shadows along the rooftops this
night. There were, however, enough falling stars to answer the wishes of
every child in midtown Manhattan. She had been awakened by a terrible
nightmare that the city had gone mad. Screams of terror lingered and
seemed to echo in her head. Mo! Those weren't echoes in her head at
all...those screams were real! Fires burned, down on 34th Street.
Somewhere nearby, a car screeched and slammed into the side of a
building. A female voice cried out in the darkness, mingling with cries of
glee and screams of anguish...

...And in the next moment, like the last rays of moonlight, Betsy, the
woman now known as Psylocke™ was gone, lost among the embers and
city lights below. This was not how anyone thought it would be. Least of
all, the X-Men. Just then, Betsy's apartment shook as a large shadow the
length of five cars passed two stories beneath, through the darkness of
night. What was already a dark sky was darkened further by dozens of
mechanized beasts flying above, the mutant hunting Sentinel swarm,
circling about like vultures waiting to feast in the streets below.

...Several blocks away, a car exploded, rocking the street and sending
bodies flailing to the ground like dominoes. The joints of a 50-foot steel
behemoth creaked as it rose above the city lights and awnings in the

middle of the six-lane street. A small girl hunched over a doll crouched



behind a car, screaming for her mother. “Mutant DNA identified. ..prime
objective, terminate,” a pair of inhuman eyes the size of street lamps
glared from above and glowed with white hot fury. Just then, a large
gloved hand grabbed the child like a doll and lifted her onto the massive
shoulders of a mighty, metallic-skinned mutant. Out of the shadows of the
X-Jet, a ruby-quartz visor burned fiery hot, and almost instantly six razor-

sharp adamantium claws extended, reflecting the monster’s yellowish gaze.

“Not tonight, bub...”

Maln Menu

Welcome to the Xavier
Institute” From the Cerebro™
Room, you can access the
Danger Room’; modify your
options, view unlocked
cinematics or begin a fresh
game with a new stable of
mutants. The choice is yours!

Begin Story—Start a
new game.

Load Game—Continue an
existing saved game from your
last save point.

Danger Room—Access a variety of multiplayer modes and
training missions.

Options—Set your sound, camera and controller vibration options. You
can also view the controller layout.

Review—View unlocked cinematics, comics and artwork.

Credits—YView the game credits.

X-Vien
The X-Men are brought to life in
a high-action role-playing game
that takes you and your favorite
heroes through their most
dangerous adventure yet. Get
ready to take control of a team
of X-Men, travel to exotic
locations and embark on daring
missions in a quest to save the
world from a new face of evil.
X-Men Legends allows you to live

the adventure as an entire o
“Jean, | want a bubble amund everyong

team of Aherues. Choose the on the feam! Storm, take out the Acolyies!”
most suitable heroes for the —Cyclops™

mission, customize your heroes
and launch them into a story of epic scope.
It's up to you to decide the fate of the world!

Teamlng Up
X-Men Legends is all about
building your very own team
of Super Heroes. The first
mission puts you in control of
Waolverine™—simply put, the
best at what he does. As you
unlock more heroes, you'll be
able to choose a team to take
on each mission. You'll also be ;
able to change your team composition at Xtraction Points, but these hiue X
icons don't appear around every corner, so pick your team wisely.

Once in the game, your allies will follow you; use their powers and pick out
targets to attack. If at any time you want to bring your allies to your side,
simply press the Call Allies button. During combat, press the Call Allies
button to command your allies to attack your currently targeted enemy with
their selected power,



Unigque Power Combos

There are many unique power combinations, which earn extra damage as well
as bonus experience. Practice various combinations using the Call Allies button
to call for specific ally attacks!

For example:
Icy Beam Optic Beam + Freeze Blast
Electric Scream Lightning + Psychic Shout

Heads Up Display
(HUD)

Enemy Meter

Power HUD

Tech Bits
Health Packs

Energy Packs Automap

Health
Meter
(red bar)

I Level

Experience Energy ndicator Xtreme

Meter Meter Meter
(gray bar) (blue bar)

The HUD is optimized to allow control over your entire party. The faces that
appear in the HUD are configured in 4 positions, each represented by a direction
on the directional buttons. Pressing any of the directional buttons instantly gives
you control of the corresponding X-Men character.

Health Meter—Shows the health of the currently selected
X-Men character.

Energy Meter—Shows the energy of the currently selected
X-Men character.

Experience Meter—Shows how close your X-Men character is to
the next level of experience.

Xtreme Meter—Fill up the 4 segments within the HUD to light up
the Xtreme meter. This indicates that the Xtreme power is enabled
(see page 13).

Enemy Meter—Displays the health of your currently selected target.

Automap—Your automap is an invaluable tool that helps you find
unexplored areas and objectives.

Tech Bits—Useful for purchasing items and more, these can be an
important collectible.

Health Packs—Shows your current number of Health Packs. health
packs, like all items, are stored in a team inventory pool, usable by
your entire team.

Energy Packs—Shows your current number of Energy Packs.

Power HUD—Displays the currently available powers for the active X-Men
character when the Superpower Selector is held (R2).

Level Indicator—Displays the level of your currently selected hero.
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Xtractlon POIH s Attributes
Xtraction points are save points & . = Atiributes are basic traits
which appear throughout the shared by all mutants.
game. Activate an Xtraction They are Strike, Agility,
point by pressing the @ button ) Body and Focus.
to change your team, save Strike—Increase your
a game, load a game or visit attack level,
the Danger Room. Agility—Increase your

Besides changing your team, defense level.

you are also able to revive Body—Increase your
fallen team members using tech % maximum health.

bits and purchase items from -t ¢ I Focus—Increase your maximum energy and energy regeneration rate,
Forge and Healer.

Al Level (3 types)—Determines actions of teammates who are not
Note: During Hashback missions in the Danger Room, you'll be unable to revive your controlled by a human player.

fallen teammates. ; : :
* Aggressive—Always attacks your target immediately.

» Normal—Attacks when the opportunity arises.

Attl"l b ute S & S k y ] ”5 * Defensive—Stays away from enemies, attacking only when attacked.

Leveling up is part of any Al Heal (4 types)—Allows Al o automatically heal teammates using
RPG experience. When you've remaining health packs when health is below a certain level (as long as
accrued enough experience, there are more than 2 remaining).
your character gains a new level. Note: This setting affects all Al controlfed X-Men.
:ﬂu i koowdhial o oAt e Never—Al will not use any health packs no matter the

as leveled up when you see a remaining health,
double-helix pattern around the
selection icon at the character’s
feet. Don't hesitate to enter
the menu and level up. This
allows you to add points to your
character’s attributes and skills.

e Less Than 20%—Al will use a health pack when a teammate
is below 20% of maximum health.

e Less Than 40%—Al will use a health pack when a teammate
is below 40% of maximum health.

“| feel like bangin' some heads..." e Less Than 80%—Al will use a health pack when a teammate

If you're not sure where to place ; : . 3

the attribute points and skill points —Wolverine is below 80% of maximum health.

you've earned, Cerebro™ will be happy to place those points in the optimal slots ' Al Power—Determines the mutant power used by teammates on a
for you when you press the @ button to auto-upgrade. targeted enemy when the Ally button is pressed (Xtreme Power

not selectable).

11
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Skills

Skills are unique to each
X-Men character, and measure
your ability to use your mutant
craft in various ways. Some

of your skills are active, which
means you must perform

a special action to use your
power. Other skills are passive,
meaning that your powers go
into effect automatically, and
are evidenced during normal
gameplay. Every character has multiple upgrades to their powers, which
take on new properties as you assign points to them. To see what powers
you can unlock, view the skill tree in the Skills menu. Many powers have
multiple tiers. You can advance to the next tier by filling in all the skill
point slots in the current tier.

Upgrading mutant powers—Assigning points in an existing skill
increases the potency of that skill. Cost: 1 skill point.

Acquiring new mutant powers—Unlocking a new power or upgrading
to the next tier of a power is indicated by a gold square on the Skill Tree.
Cost; 2 skill points.

Buffs, or skills that bolster
your attributes either
offensively or defensively,
appear on the affected
character in the game.

Buffs that increase
your striking power
generally appear on
your character's hands.

Buffs that increase
your defensive ability
generally appear on
your character's feet.

XEtr-eme Powers

Every hero has the potential to
unlock the ultimate version of

his or her basic power. This power
doesn't use mutant energy, but
instzad uses Xireme tokens.

Once you've unlocked this skill
and collected 4 tokens, you

have enabled your Xtreme power.
The Xtreme power is always
activated by holding the R2 button
and pressing the @ button,

Items & Eguipment

Equpment is worn by each X-Men character to enhance his or her abilities
and is always in effect as long as it's equipped. There are 3 types of equipment
you can Uuse.

Armor deflects
damage and
gives resistances.

=« Belts increase one
- & or more of your 4
Kt basic attributes,
and enhance each character just
as upgrading the attribute would.
Enhanced attributes are shown
in biue on the Attributes screen.

Backpacks add

- damage to your melee “You Iboys gnd yiour Jfﬁafe toys. One of these days,

2 i I'm going to walk into a room and catch

P and mutant attacks. you and Cyclops Irading action figures.”
—Jean Gray™

Health Packs
replenish the health of your currently selected hero. The maximum
-y number of health packs you can carry at level 1 is 10.

13
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g\ Energy packs replenish the energy of your currently selected
W hero. The maximum number of energy packs you can carry at

& A level 1is 10.

Forge’s Workshop

Forge™ can make anything.
That's right, anythina...fcr a
price. When there's a piece of
equipment you need, he gets
the job done. All he desires in
return are mechanical pats,
known as tech bits, he uses to
make more trinkets. Forgs will
trade unique or rare items to
you as well as more mundane
armor and enhancers.

“This is my workshap, gentlemen...look, but don't touch.”

However, the more valuable —Forge

the item, the more it'll

cost you.

Collect tech bits throughcut the game to purchase items from @
Forge and Healer. v
Healer’s” Den

The Morlocks™ are a nomadic
people who have built a society
in the innards of the New York
sewers. Most don't take kindly
to strangers who wander into
their domain. The Healer,
however (the wisest and oldest
of the Morlocks), provides aid
where he can to those who
pass through. He has potons
that will salve your wounds
and revitalize your mutant

“I'm not the leader of the Morlocks.
Just their spiritual guide.”

power. All he asks for in return —Healer

are trinkets, called tech its,

from the surface that can be used to build infrastructure

and improve the quality cf life for the Morlocks.

The Mans'on

Routinely throughout your
quest, you'll be able to return
to the mansion for some much
needed R & R. Here, you can
falk to your fellow X-Men,
gain information on past
missions, view your
cinematics in the TV room or
visit the Danger Room to train
for your next mission.

Danger Room

Training—Complete a
number of pre-set challenges
for an experience reward.

Sparring—Compete against
the CPU in a race against
the clock.

s SO

Sparring Scores—View
your high scores for
sparring challenges.

Skirmish—Compete against other players in various combat games.

Brawl—Engage in combat with other players for a predetermined amount
of time. Lives: unlimitad.

King of the Hill—Compete with other players to remain King for a
predetermined amount of time. Lives: unlimited.

Last Man Standing—Engage in combat with other players until all but
one is defeated. Lives: 4.

Last Man Ladder—Engage in combat with other players. Defeated
players respawn at a higher level. Lives: 4.

15
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Multiplayer
So, you want to play with a g =
friend? At any time during your
single-player adventure, plug
in an extra game controller and
posse up! Up to 4 players can
join in on the action at once.
But be careful...the enemies
will be a bit tougher as well.

Co-op Mode—When the Start
button is pressed on the 2P, 3P
or 4P controller, the HUD will
divide into 4 parts, one for each
X-Men character available on
the team. You can still switch to
a free X-Men character on your
team at any time by pressing
the correct direction on the
directional buttons. When
playing 4 players, you're unable
to swap characters.

During 1, 2 or 3 character
missions and zones, unused
controllers are on standby until
more characters are available.

To disable controller, select Players from the Pause menu, highlight the
desired player and press the €3 button.
Note: Co-op play is only available when you have muitiple X-Men in your party.

Options
Pause Menu
Objectives—Displays a list of objectives to be completed.

Characters—View/customize character stats, mutant powers and
power-up items.

Map (3 types)—Display the type of map to be used during gameplay.

Hidden—Remove the map - — o
from the screen. ' =

Small—Display a small
mini map on the right side
of the screen.

Large—Display a large map
in the center of the screen.

Load Game—Load a
previously saved game.

Players (Multiplayer only)— ===
Activate/deactivate other controllers for use in multiplayer games.

Options

Sound—Adjust the volume
of background sound effects
and cinematics.

Music—Adjust the volume
of background music and v \View/Cucle On
ambient sound. ]

View Angle Normal

Melody—Turn background
music on/off.

Vibration—Turn vibration
feature on/off.

View Angle—Change overhead camera angle between Steep, Normal
and Close.

View Cycle—Turn on/off the ability to change camera angle.
View Follow—Turn on/off the camera follow option.
Controls—Display controller layout.

Accept—Accept and save changes made.

Quit Game
Quit current game.
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MK
PRODUCTIONS, ING.
INTRO CINEMATIC
CEO/Executive Producer
Melissa Kangeter

Animation Director
Gustavo Manriguez

Art Director
Brittnell Anderson

Cinematic Director
Marco Bartoldo

Animators
Hagop Kaneboughazian
Tony Preciado
Manny Marquez

Modeller/Animator
Jordan Abeles

TD
Eric Ronay

D
Sange Chimperson

Compositor
Ari Rubenstein

FX Artists
Andy Murdock
Damian Gordan

Ben Hawkins
Rob Fiduccia
Mat Stlile

CREAT STUDIO, LLC
CINEMATIC WORK
Executive Producers

Anton Petrov
Daniel Prousline

Project Leader
Avenir Sniatkov

Director
Viadimir Alexandrov

Modelling &
Texture Mapping
Dmitry Astakhov
Blagoy Borisov
Andrej Gromov
Maxim Klochkov
Andrey Povaroy
Yury Tehernych
Alla Zubakova
Sergey Zubakov

Lighting
Blagoy Borisov
Olga Tcheremissova
Yury Tchernych

Animation
Yury llin
Irina Nikiforova
Artur Kaifovich
Ilya Popenker
Alexey Popov
Anton Rudin
Olga Trifanenkova
Viadimir Uriashov

Special Effects
Anton Oparin
Avenir Sniatkov
Olga Tcheremissova

Composing
Sergey Belik

Programming and
Technical Support

Stanislav Volodarskiy

XLoc
Stephanie 0'Malley Demming
Mason Demming

APM MUSIC LLC

Ron Caims

CRI MIDDLEWARE
C0., LTD.
VIDEO COMPRESSION
AND PLAYBACK

VICARIOUS VISIONS
ALCHEMY
GAME ENGINE

WomMB MUSIc
Game Music
Composition
Rik Schaffer

DOLBY
For Dolby® Pro Logic® i
Decoding:

This game is presented in
Dolby Pro Logic II. Connect
your game console to a sound
system with Dolby Pro Logic,
Dolby Pro Logic Il or Dolby Pra
Logic Ilx decoding to
experience the excitement of
surround sound. You may also
need to select “Dolby Pro
Logic II" from the audio
options menu of the game.

Super Hero(es) is a co-owned registered trademark.

Cusitomer
Support
NOTE: Please do not coniact Customer Support for hints/codes/cheats;
only technical issues.

Internet/E-mail: hitp://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 e-mail us
using the 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/e-mail support is handled in English only.

NOTE: The multiplayer components of Activision games are handled only
through Internet/e-mail.

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 am
and 5:00 pm (Pacific Time), Monday through Friday, except holidays.

Please do not send any game returns directly to Activision without
first contacting Customer Support. It is our policy that game
returns/refunds must be dealt with by the retailer or online site where you
purchased the product. Please see the Limited Warranty contained within
our Software License Agreement for warranty replacements.

Register your product online at
www.activision.com
so we can enter you in our monthly
drawing for a fabulous Activision prize.
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TAICE YOUR GAME FURTHER [l 111 {H1]/5

000

with the Official
Strategy Guide
from BradyGames!

- ® Character Bios, Including Stats,
Strengths and Weaknesses of Each.

® Pyuzzle Solutions and Team-Building
Tips for Each Mission.

* |ncredible Combos, Including Which
X-Men" to Combine to Earn the
Best Powers.

® Multiplayer Tips and Game Secrets.

® Plus a Gripping Art Gallery, Featuring
Concept Art and More.

To purchase BradyGames' X-MEN™ Legends Official Strategy
Guide, visit your local electronics, book, or software retailer.
Also available online at bradygames.com.

ACTIViSiON.
MARVEL
I[I11BRADYGAMES

E YOUR GAME FURTHER

ISBN: 0-7440-0436-5
UPC: 7-52073-00436-1
PRICE: $14.99 US [ $21.99 CAN [ £9.99 Net UK

MARVEL X-MEN and all Marvel characters and the distinctive likenesses thereof are trademarks
of Marvel Characters, Inc., and are used with permission. Copyright ©2004. All rights reserved.
wwwmarvel.com. Game code 52004 Activision, Inc. Published by Activision Publishing, Inc,
Activision is a registered trademark of Acitivision, Ine. All rights reserved, The ratings icon is a
registered trademark of the Entertainment Software Assaciation. All other trademarks and trade
names are the properties of their respective owners.

Software License Agreement
USE OF THIS PROGRAM IS SUBLIECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" INCLUDES THE SOFTWARE INCLUDED WITH
THIS AGREEMENT, THE ASSOCIATED MEDLA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTROMIC 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
0OF THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION™),
LIMITED USE LICENSE. Activision grants you the non-exchisive, non-transferalle, limited right and license %o use one copy of this Progeam solaly and exclusively for
our personal use. Al rights not granted under this Ag are reserved by Activision. This Program is licensed, not sald. Your license confiers no tila
or owneszhip in this Program and should not be construed &s a sale of any rights in this Program,

OWNERSHIP. Al ithe, ownership rights and inteflechual property rights in and to this Program and any and all copies thereof including but not limited to any s,
computer code, themes, objects, characters. character names, stories, dialog, catch phrases, locations, concapts, arbwork, animation, sounds, musical compositions,
audo-vistal effects, methods of operation, maral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licansors.

This Program Is pratected by the copyright laws of the United States, I opyright freaties and and ofher laws, This Program contains cartain
licersad materials end Activision's licensors may protect their rights in the event of any vickation of this Agraement,
YOU SHALL NOT:

*  Exploit tis Frogram or any of its parts commercially, including but nat fimited to use at a cyber cafe, computer gaming canter or any other lncation-based site.
Activision may offer a separate Site Licansa Agreement to permit you ta make this Program available for commercial use; see the contact information balow.

*  Sel rent, lease, license, distribute or atherwiss transfer this Program, or any copies of tis Program, without the express prior written corsent of Actision,

*  Reverse angineer, derive source code, modify, decompile, dsassernble, or create derivative works of this Program, in whole or in part.

*  Remove, disable o circurmventt any proprietary notices or labels contained on or within the Program.

= Exportor re-export this Program or any copy o adaptation in viostion of any applicable laws or requiations.

LIMITED WARRANTY. Activision warrants to the criginal consumer purchaser of this Program that the recarding medium on which the Program is recorded will be

friee from defects in material and workmanship for 90 days from the dale of purchase,  the recoeding medim is found defective within 90 days of eriginal purchase,

Activision agrees to replace, free of charge, any product discovered 1o be defective within such periad upon its receipt of the Product, pestage paid, with proof of the

dale: of purchase, as long as the Program s still being manufactured by Activisian. In the event that he Program is no longer available, Activision retains the right to

slitute & simiar program of equal or greater value. This warranty is limited to the recording medium contaning W Program as originally provided by Activision

and is not applicatle o normal wear and tear, This wamanty shall not be applicable and shall be void if the sen through abuse, mistreatment, o neglect.

Ay implied warranties prescribed by statute are expressly fmited to the 90-day perod described above,

et

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEL! OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OF IMPLIED, INCLUDING
AHYWARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURFOSE OR NON-INFRINGEMENT, AND MO OTHER REPRESENTATIONS OR CLAIMS
{IF ANY KIND SHALL BE BINDING ON OR DBLIGATE ACTIVISION.

'When resurning the Program for warranty replacement please send the original product disks only in protective packaging and inchudes (1) a phatocopy of your
dabed sales receipt; (2) your name and return acdress typed or clearly printed; (3) a brief note describing the defect, the problem|s) you ane encountered and the
system on which you are running the Program; {4) if you are retuming the Program after the 90-day warranty period, bul within one year after the date of purchese,
e include check or money order for $20 U.S. curency per disc repiacement. Note: Certified mail recommended.

Inhe 5. send to: Warranty Replacemants, Activisian, Inc., P.0. Box 67713, Los Angedes, California D00GT

LIMITATION ON DAMAGES. [N NO EVENT WILL ACTRASION BE LIABLE FOR SPECIAL, INCIDENTAL O CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY. LOSS OF GOODWILL, COMPUTER FAILURE 0
MALFUNCTION AND, T0 THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN F ACTMSION HAS BEEN ADWSED OF THE
POSSIBILITY OF SUCH DAMAGES. ACTMEION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE T0 USE THIS PROGRAM
SUOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION

(F INCIDENTAL OR CONSEQUENTIAL DAMAGES, S0 THE ABOVE LIMITATIONS ANDI/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY
10YOL, 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 conditians.
I such event, you rmust dastroy all copies of this Program and all of its component parts.

115, GOVERNMENT RESTRICTED RIGHTS. The Program and have been developad entirely at private expense and are provided as “Commerncial

Computer Saftware® or "restrictad computer software.” Use, duplication or dsciosure by fhe 1S, oralls. B subject o

the: restrictions set farth in subparagraph {c)1)(il of the Rights in Technical Data and Computer Software clausas in DFARS 252.227-7013 or as sat forth in
{chi1) and (2) of the Cx Computer Software Restricted Rights clauses at FAR 52 227-19, as applicable. The Contractor’ Manutachurer

& Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, Califormia S0405.

INJUNCTION. Because Activision would be imeparably damaged if th terms of this A were nat
entilled, without band, ather security or proof of damages, to appropriate equitable remedies wilh respect 1o Breaches of this Agreement, in addion 1o such
other remedies as Activision may ofherwise have under applicabile laws,

enforced, you agrea that Activi il be

INDEMNITY. You agres to indemnify, defend and hoid Activision, its partners, affiliates, contractors, officers, direciors, smployees and agents harmiess fram
al damages, losses and expenses arising direclly or indirectly from your acts and omissions to act in using the Product pursuant o the termes of this Agreement.

MISCELLANEDUS, This Agr Ihe complets concaming this license bebween the parties and super Il prior agreements and
representations between them. it may be amended only by a writing exscuted by both parties. If any provision of this Ag 5 hedd do be

ior anty reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisians of this Agreement shall ol

be affected. This Agreement shall be construed under Califomia kaw as such law is spplied to agraements between Cabomia resklents entered ingo and to be
performed within California, except as governed by federal w and you consent 10 the exclusive jurisdiction of the state and federal courts in Las Angedes, Califamia
I'yous hawe any questions conceming this lcensg, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, Califomia 90405, (310) 255-2000,
Min, Business and Legal Affairs, legal@activision.com,




ACTIVISioN.

activision.com

Register this product online at www.actvision.com

Activision. inc. P.0. Box 67713, Los Angees, GA 90067

MARVEL, %-MEN, and all Marvel Characters and the dstinctiva likenesses thereof are trademarks of Marvel Characters Inc., and are used with permission.
Capyright © 2004. All rights reserved. www.marvel.com. Published by Activision Publishing, Inc. Game code © 2004 Activision, Inc. Acthvision is a registered
trademark of Activision, Inc. All ights reserved, The ratings ican is a registered trademark of the Entertainment Software Association. All other frademarks
and frade names are the properiies of their respective swners. B0573.226.US
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