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For safe use of this product, carefully read the following section of this manual and the Precautions section of
the instruction manual supplied with the PSP® (PlayStation®Portable) system before use. Retain both this
software manual and the instruction manual for future reference.

/A\WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES

A very small percentage of individuals may experience epileptic seizures or blackouts when exposed to certain
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a screen or when playing video
games may trigger epileptic seizures or blackouts in these individuals. These conditions may trigger previously
undetected epileptic symptoms or seizures in persons who have no history of prior seizures or epilepsy. If you,
or anyone in your family, has an epileptic condition or has had seizures of any kind, consult your physician
before playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay if you
or your child experience any of the following health problems or symptoms:

e dizziness e disorientation
e altered vision ® seizures
® eye or muscle twitches © any involuntary movement or convulsion

* loss of awareness
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN.

Use and handling of video games to reduce the likelihood of a seizure

e Use in a well-lit area and keep a safe distance from the screen.

* Avoid prolonged use of the PSP® system. Take a 15-minute break during each hour of play.
* Avoid playing when you are tired or need sleep.

Stop using the system immediately if you experience any of the following symptoms: lightheadedness, nausea,
or a sensation similar to motion sickness; discomfort or pain in the eyes, ears, hands, arms, or any other part of
the body. If the condition persists, consult a doctor.

Do not use while driving or walking. Do not use in airplanes or medical facilities where use is prohibited or
restricted. Set the PSP® system’s wireless network feature to off when using the PSP® system on trains or in
other crowded locations. If used near persons with pacemakers, the signal from the PSP® system's wireless
network feature could interfere with the proper operation of the pacemaker.

Use and handling of UMD ™

 This disc is PSP® (PlayStation®Portable) format software and is intended for use with the PSP® system only. If
the disc is used with other devices, damage to the disc or to the device may result. e This disc is compatible for
use with the PSP® system marked with FOR SALE AND USE IN U.S. ONLY. e Depending on the software, a
Memory Stick Duo™ or Memory Stick PRO Duo™ (both sold separately) may be required. Refer to the software
manual for full details. e If paused images are displayed on the screen for an extended period of time, a faint
image may be left permanently on the screen. ® Do not leave the disc in direct sunlight, near a heat source, in
acar or other places subject to high heat and humidity. ® Do not touch the opening on the rear of the disc
(recording surface of the disc; see drawing). Also, do not allow dust, sand, foreign objects or other types of dirt
togeton the disc. ® Do not block the opening with paper or tape. Also, do not
write on the disc. o If the opening area does get dirty, wipe gently with a soft
cloth.  To clean the disc, wipe the exterior surface gently with a soft cloth. ® Do
not use solvents such as benzine, commercially-available cleaners not intended
for CDs, or anti-static spray intended for vinyl LPs as these may damage the disc.
* Do not use cracked or deformed discs or discs that have been repaired with
adhesives as these may cause console damage or malfunction. ® SCE will not be
held liable for damage resulting from the misuse of discs.

Ejecting the disc

Press the right side of the disc until itis in the position shown in the
drawing and then remove it. If excess force is applied this may result in
damage to the disc.

Storing the disc

Insert the bottom side of the disc and then press on the top side until it
clicksinto place. If the disc is not stored properly, this may resultin
damage to the disc. Store the disc in its case when not in use and keep in
a place out of the reach of children. If the disc is left out this may result in
warping or other damage to the disc.

Recording surface

ULUS 10274
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GETTING STARTED

Right side view

AOXO
buttons

POWER/HOLD switch

Front view Disc cover  DC OUT connectors

IR port — USB — OPEN latch
connector

Set up your PSP® (PlayStation®Portable) system according to the
instructions in the manual supplied with the system. Turn the system on.
The power indicator lights up in green and the home menu is displayed.
Press the OPEN latch to open the disc cover. INSERT TRANSFORMERS™
THE GAME disc with the label facing away from the system, slide until
fully inserted and close the disc cover. From the PSP® system's home
menu, select the Game icon and then the UMD icon. A thumbnail for the
software is displayed. Select the thumbnail and press the € button of
the PSP® system to start the software. Follow the on-screen instructions
and refer to this manual for information on using the software.

Notice: Do not eject a UMD™ while it is playing.

Memory Stick Duo™
Warning! Keep Memory Stick Duo media out of reach of small children,
as the media could be swallowed by accident. To save game settings and
progress, insert a Memory Stick Duo into the memory stick slot of your
PSP® system. You can load saved game data from the same memory
stick or any Memory Stick Duo containing previously saved games.




STARTING UP

PSP® (PlayStation®Portable) system configuration

L button LCD screen R button

Directional
buttons

AOXO
buttons

MEMORY N\ [~ «
STICK SR N C SO AT POWER

puQ™ indicator

access
indicator

Volume ,HO!-D
WLAN indicator

access

indicator Right speaker

Analog stick ] ——— START button
Strap holder SELECT button
Left speaker L—————"Sound button
HOME button L Displaybutton




CONTROLS

Robot Mode (DEFAULT)

Control

Function

analog U/D

Move Forward / Buckward

analog L/R

Look & Turn Left / Right

@ button

Look Down

& hutton

Look Up

@ bution

Selected Weapon Fire (Tap or Hold)

@ hutton

Grab / Pickup

R button

Strafe Toggle

L button

Jump (Tap)

L + R buttons

Convert to Vehicle Mode

directional button §

Target Tracking (Lock On)

directional button 4

Super Move

directional button <=

Pickup, Swat, Throw / (SA + Save

directional button =»

Weapon Cycle

SELECT button

Map / Objectives Screen

START button

Pause Menu

Note: Strafe Toggle turns left/right on stick to slide left/slide right.

Melee

@ hutton

Attack

Jet Mode (DEFAULT)

Conrol

Function

analog U/D

Move Down / Move Up

analog L/R

Turn Left / Turn Right

@ hutton

Slow Down

2 bution

Speed Up

R button

Selected Weapon Fire (Tap or Hold)

L + R buttons

Convert to Robot Mode

directional button §

Target Lock w/ Missiles Only

directional button ¢

None

directional button <=

(SA / Save

directional button =»

Weapon Cycle

SELECT button

Map / Objectives Screen

START hutton

Pause Menu




Driving Mode (DEFAULT

)

Conrol

Function

analog U/D

None

analog L/R

Turn Left / Right

@ hutton

None

& hutton

Accelerate

@ bution

Reverse

@® bution

None

R button

Selected Weapon Fire (Tap or Hold)

L button

Convert to Robot Mode

directional button §

Target Lock w/ Missile Only

directional button 4

None

directional button <=

(SA / Save

directional button =»

Weapon Cycle

SELECT button

Map / Objectives Screen

START button

Pause Menu

Helicopter Mode (DEFA

utm)

Conrol

Function

analog U/D

Forward / Backward

analog L/R

Slide Left / Slide Right

@ hutton

Aim Up

& hutton

Aim Down

@ hutton

Turn Left

@® hution

Turn Right

L button + @ bution

Move Up

L button + € button

Move Down

R button

Selecied Weapon Fire (Tap or Hold)

L + R buttons

Convert to Robot Mode

directional hutton §

Target Lock w/ Missiles Only

directional button <=

(SA / Save

directional button =»

Weapon Cycle

SELECT hutton

Map / Objectives Screen

START hutton

Pause Menu




Space Vehicle Mode (DEFAULT)

Control

Function

analog U/D

Move Up / Move Down

analog L/R

Turn Left / Turn Right

@ hutton

Move Backward

& hutton

Move Forward

@ butfon

Strafe Left

@® bution

Strafe Right

R button

Selected Weapon Fire (Tap or Hold)

directional button =

Weapon Cycle

SELECT button

Map / Objeciives Screen

START button

Pause Menu

Alternate Control Schemes
A summary of the alternative control modes offered is shown helow:

Basic: Free Look and Strafe Toggle

Standard Robot Mode (ALT 1)

Control

Function

analog U/D

Move Forward / Backward

analog L/R

Look & Turn Left / Right

@ hutton

Jump (Tap)

& hutton

Selected Weapon Fire (Tap or Hold)

@ butfon

Target Tracking (Lock On)

@© hutton

Grab / Pickup

R button

Free Look Toggle

L button

Strafe Toggle

directional button §

Transform

directional button 4

Super Move

directional hutton <=

Pickup, Swat, Throw / (SA + Save

directional button =»

Weapon Cycle




Standard Robot Mode (ALT 1)

(continved)

Control

Function

SELECT hutton

Map / Objectives Screen

START hutton

Pause Menu

while free-looking.

Note: Free Look Toggle turns analog nub into look, player can't move

Note: Strafe Toggle turns lefi/right on stick to slide left/slide right.

Melee

2

[ Attack

Advanced: Strafe Toggle (Blend)
Standard Robot Mode (ALT 2)

Conrol

Function

analog U/D

Move Forward / Backward

analog L/R

Strafe Left / Right

® hutton

Look Up

& bution

Look Down

@ bution

Turn Left / Look Left

@® bution

Turn Right / Look Right

R button

Selecied Weapon Fire (Tap or Hold)

L button

Jump

directional button §

Target Tracking (Lock On)

directional button 4

Super Move

directional button <=

Pickup, Swat, Throw / (SA + Save

directional button =»

Weapon Cycle

SELECT button

Map / Objectives Screen

START button

Pause Menu

L + R buttons

Transform

Melee

R button

| Attack




Retro: Face Move

Standard Robot Mode (ALT 3)

Control

Function

analog U/D

Look Up / Down

analog L/R

Look & Turn Left / Right

@ hutton

Forward

& hutton

Back

@ hutton

Strafe Left

@© bution

Strafe Right

R button

Selecied Weapon Fire (Tap or Hold)

L button

Jump (Tap)

L + R buttons

Transform

directional button §

Target Tracking (Lock On)

directional button 4

Super Move

directional button <=

Pickup, Swat, Throw / (SA + Save

directional button =»

Weapon Cycle

SELECT button

Map / Objectives Screen

START hutton

Pause Menu

Melee

R button

| Attack




NMAVIGATING THE
IMmAIN IMEnu

Navigating the menus is done with the use of the <= and = directional
buttons, the € bution and the @ button. When you first boot the
game, you're presented with the Main Menu and four options: Confinue,
New Game, Load Game and Credits.

Continue
Selecting Continue will resume your currently acfive single-
player game.

New Game
Selecting New Game will prompt you fo create a new profile.

Load Game
By selecting Load Game, you'll be taken to the PSP® system'’s Saved
Gome screen and asked to select a previously created profile to load.
Once you've loaded or created a profile, you'll be taken to the Profile
menu. From within the Profile menu, you can play the single-player
campaign, engage in a Multiplayer hattle, or view and unlock rewards.

Credits
View the game credits.

Single Player
Continue with the current mission, or select  previously complefed
mission and relive it.

Multiplayer
Fight with or against your friends in Death-Match, Team Death-Match,
Ascension Rites or Secure the AllSpark game modes.

Rewards
View unlocked rewards or unlock new rewards using points given
throughout the single-player campaign.

Options
Modify the volume setting for Music and Sound Effects,
o invert the camera’s vertical movement.




. Radar — Located toward the upper right of the HUD, the Scanner
Cluster contains information regarding your position and entifies
within your proximity.

. Player Status — The Player Status Cluster is in the fop-left corner
of the HUD and contains information regarding the present state of
your TRANSFORMER.

. Health Meter — The Health Meter shows how much damage your
TRANSFORMER has taken. When the bar hecomes shorter, or changes
color from green fo yellow or red, then your TRANSFORMERS is closer
to destruciion.

. Super Move Meter — The Super Move Meter displays when the
Super Move is charged and available to your TRANSFORMER. This
meter will replenish automatically when in Vehicle mode.

. Weapons — Located foward the lower left of the HUD, the Weapons
Cluster contains information regarding your available weapons
and status.

. Melee Indicator — When in Melee range, a melee “fist” indicator
icon will appear on screen.




. Pickup Indicator — When an object can be picked up, an “up
arrow indicator” icon will appear on screen.

. Reticule — The Reticule shows you where your attacks will strike.

. Objectives Screen — The objectives screen is accessed by
pressing the SELECT button.

PAUSE ITIENuU
Adiivate the Pause menu by pressing the START button.

Resume Game — Return to gameplay.

Control Scheme — Change the controller default selection.

Options — Modify the volume setting for Music and Sound Effects,
o invert the camera’s vertical movement.

Restart Mission — Lose any progress not saved on the current
mission, and return to mission start.

Quit — Quit the mission, and return to the game shell.

IMULTIPLAYER

Select Multiplayer to hatile against other TRANSFORMERS wirelessly via
the PSP® system’s Ad-Hoc mode. To join an ad-hoc multiplayer game
being hosted by a nearby opponent, select Join Game. To host

a game, select Host and select one of the four available game modes.
Once a game mode has heen selected you may change Game

mode options.

Game Modes
Death-Match — Be the first TRANSFORMER to get the
designated number of kills. Number of kills can be changed
in the Game mode options.

Team Death-Match — Be the first TRANSFORMER to get the
designated number of kills. Number of kills can be changed in
the Game mode options.




Ascension Rites — Stay in the zone for the designated amount of
time while keeping your enemy out. The amount of fime necessary
to hold the Zone can be changed in the Game mode options.

Secure the AllSpark — Infiltrate the enemy hase to capture their
AllSpark and then return it to your home hase. Number of AllSpark
captures can be changed in the Game mode options.

Game Mode Options

Death-Match & Team Death-Match — Set the number of kills
required fo win the battle. Choose 5, 10 or 15 Kills.

Ascension Rites — Set the amount of fime necessary fo hold the zone
to win the battle. Choose 15, 30 or 45 seconds.

Secure the AllSpark — Set the number of AllSpark captures needed
to win the battle. Choose 3, 6 or 9 AllSpark captures.

Maps — Select from currenily available maps. Unlock more maps by
completing the single-player missions.

Pre-Game Lobby

Load Out — Select from currently available characters. Unlock more
TRANSFORMERS by completing the single-player missions. After
selecting characters, choose a variety of weapons to equip your
TRANSFORMERS. You may view the information and stat of

each weapon.

SAVING

Save checkpoints are located throughout the game. They are indicated
by an AUTOBOT or DECEPTICON shield, depending on the mission.

When you complete the game, be sure to RELIVE any mission to save
your progress.




CREOITS

SAVAGE
ENTERTAINMENT
Creative Director
Chacko Sonny

Producers
Tim Morten
Chacko Sonny

Lead Designer
Ted Peterson

Designers
Brian Bartram
Scott Holty
Felix Kupis
Chris Richardson

Lead Engineer
Sebastien Juanico

Engineers
Brett Benedetfi
Alex Green
Brayton Matheson
Joseph Shunk
Richard Skala
James Taylor

Additional Engineering
Bill Ferrer
Dara Kong
Paul Laska
Kai Powell

Lead Artists
Juck Burion
Andrew Rai

Artists
Wan Chiu
Kevin Cunningham
Mike Damien
Eduardo Franz

Baskoro Hadi
Robin Har
Peter Keating
Mary Miller
Valerie Nunez
Jorge Riverol
Luis Ruiz

Animators

Tom Casucci

Gary Fixler
Sean 0'Connor

Additional Art
Greg Savoia — Oholoko

Mike 0’ Rourke —
SkeletOn

Nathan Quan

Additional Design
Juy Nielsen
Junki Saita

Cutscenes
Radiance Digital
Entertainment
Sound
Widget Post
Mike Reagan Music

Office Administration/

Fairy Godmother
Ronne Wood

ACTIVISION

Associate Producer
Juson Ades

Producer
Jumes Steer

Production
Coordinators
Jim Norris
Kop Tavornmas

Production Assistant
Andrew Hoffacker

Production Testers
Mike Mejia
Gregory Capuano
On-site Testers
Demetrius Hoston
Adrienne Arrasmith
Matthew “Cody” Clark

Additional Production
Daryl Heffernan
Juy Gordon
lan Stevens
Callum Godfrey
Brian Morrison
Ross Douglas

Senior Producer
Robb Alvey

Executive Producer
Daniel Suarez

Vice President
of Production
Steve Ackrich

QA/CS
Project Lead
Derek Faraci

Sr. Project Lead
Evan Button
Thom Denick

QA Manager
Juson Levine
John Rosser

Floor Lead
Grayson Suorez




QA Test Team
Patrick Duhaney
Ryan Crawford
Justin Walker
Enrique Roldan
Enrique Sanchez

TECHNICAL
REQUIREMENTS
GROUP
TRG Senior Manager
Christopher Wilson

TRG Submissions Lead
Dan Nichols

TRG
Platform Lead
Kyle Carey

TRG
Project Lead
Jason Harris

TRG Floor Leads
Scott Soltero
Tomo Shikami
Jon Sheltmire

TRG Test Team
Brian Bensi
Colin Kawakami
Kirt Sanchez, Robert
Riter
Scoft Borakove
Ryan McCullough
Mark Ruzicka
Keith Kodama

MULTIPLAYER LAB
MPL Lead
Garrett Oshiro

MPL Floor Lead
Leonard Rodriguez

MPL Test Team
Shamen’e Childress
Charlie Barkhorn
Christian Lee
Bobby Jones
Michael Thomsen
Jessie Jones, Matt Ryan

Customer Support
Managers
Gary Bolduc
Michael Hill

Manager, Resource
Administration
Nadine Theuzillot

(S/QA Special Thanks
Rich Robinson
James Galloway
Marilena Rixford
Matt McClure
Juson Potter
Glenn ViStante
Brad Saavedra, Frank So
Henry Villanueva
Anthony Korotko
Paul Williams, Neil Barizo
Chris Keim, Indra Yee
Todd Komesu
Vyente Ruffin
Dave-Garcia Gomez
Teddy Hwang
Willie Bolton
Alex Coleman
Jennifer Vitiello
Jeremy Shortell
Dylan Rixford
Tyler Rivers
Joule Middleton
Pokee Chan, Kai Hsu
Nikki Guillote, Jane Callan
Devin Faraci, Ariel Faraci
Joe Faraci

LOCALIZATIONS
Director of Production
Services — Europe
Barry Kehoe

Senior Localization
Project Manager
Fiona Ebbs

Localizations Project
Manager
Simon Dawes

Localization
Coordinator
Jonas Anderson

Localization
Consultant
Stephanie 0'Malley
Deming

Localization Tools
and Support
Provided by Xloc Inc.

MARKETING AND PR
Global Brand
Manager
Brad Hisey

Associate Brand
Manager
Eric Spielman

Director, Global
Brand Management
Mike Fulkerson

Senior Director, PR
Michelle Schroder

Senior Manager, PR
Lisa Fields

Sr. Publicist
Kehau Rodenhurst

Publicist
Lindsay Morio




MARKETING
COMMUNICATIONS
VP, Marketing
Communications
Denise Walsh

Director, Marketing
Communications
Susan Hallock

Manager, Marketing
Communications
Karen Starr

Packaging &
Manual Design
Ignited Minds

BUSINESS AND
LEGAL AFFAIRS

Kap Kang
Chris Coshy

SPECIAL THANKS
Mike Griffith
Robin Kaminsky
Brian Ward
Steve Pearce
Laird M. Malamed
Will Kassoy, Sasha Gross

HASBRO

00
Brian Goldner

Director
Michael Verrecchia

Vice President
Samantha Lomow

Senior Product
Designer
Aaron Archer

Product Design
Manager
Jured Wade

Marketing
Erin Hillman

Directors
Michael Ritchie
Greg Lombardo

Brand Manager
Michael Ballog

HASBRO
PROPERTIES GROUP
President
Jane Ritson-Parsons

Vice President
Jeff Burdeen

Director
Rachel Hoagland

Senior Attorney
Deborah Uluer

Director
Michael Fuller

Senior Manager
Jerry Chu

Coordinator
Amie Lozanski

Creative Producer
Jim Eisenstein

Designers
David Derouin
Richard Zambarano

Testers
Ming Chan
Jeffery Tam

TRANSFORMERS:
The Movie
Team Special Thanks
Michael Bay
lan Bryce
Francine DiChiara
Lorenzo Di Bonaventura
Adam Goodman
Shari Hanson
Erik Howsam
Michelle McGonagle

Peter Nicolai
Steven Spielberg
Mark Vahradian

Blur Studio

REEL FX

Soundelux Design
Music Group
Fonts by T26.com

Music Composed by
Steve Jablonsky
Jonathan Flood

VOICEOVER
CASTING
AND
DIRECTION
Voiceover Casting by
Keythe Farley

Voiceover Direction

Y
Keythe Farley
Carl Weathers

VOICE TALENT
AUTOBOTS
Optimus Prime
Peter Cullen
Ironhide
Mark Ryan

Jozz
Andrew Kishino

Ratchet
Fred Tatasciore

Drones
Seth Bleiler
Eric Passoja

Fred Tatasciore
Trailbreaker
Steve Blum

Hound

Daniel Ross




Hoist DECEPTICONS HUMANS
Mark Ryan Megatron Sam Witwicky
Sideswipe Frank Welker Shia LaBeouf

Fred Tatasciore Starscream Mikaela Baines
Wheeljack Daniel Ross Megan Fox

Eric Passoja Barrcade Additional Voices
Keith David Seth Bleiler, Tom Kikot
Blackout Andrew Kishino,
Noah Nelson Eric Passoja
Brawl Yuri Lowenthal
David Soholov Noah Nelson
Drtnes David Soholov
Noah Nelson Keith. Szarabajka
Daniel Riordan Kari Wahlgren
Keith Szarabajka

Shockwave
Daniel Riordan
Mixmaster
Daniel Ross

Thundercracker
Seth Bleiler

Helio, the Helio logo and any other product names, service names
or logos of Helio are trademarks of Helio LLC.
©2006 Helio. Al rights reserved.

Camaro, GMC, Hummer, Solstice, Topkick and all related emblems
and vehicle body designs are General Motors trademarks
used under license to Hashro, Inc.

Saleen® and S281™ are trademarks of Saleen Inc. used under license.




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 uestion/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 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 ww.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/




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 MATER\ALS AND ANV ON-LINE
OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH

MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS DF TH\S LICENSE WITH
ACTIVISION, 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 s 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 tte, 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.
«  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 contamln the Program as originally provided by Activision and
is not applicable to normal wear and tear. This warranty shall not be applicable and shal\ 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 WARHANTIES WHHHER ORAL OR WRITTEN, EXPRESS
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR ICULAR PURPOSE OR NON-INFRINGEMENT,
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BIND\NG ON OR OEL\GATE 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 encountering 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
game disc replacement. Note: Certified mail recommended.

In the U.S. send to: Warranty Replacements, Activision, Inc., P.0. Box 67713, Los Angeles, California 90067.

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEOUENT\AL DAMAGES
RESULT\NG FROM POSSESSION USE OR MALFUNCTION OF THE PROGRAM INCLUD\NG DAMAGES TO OPERTY, LOSS OF GOODW\LL
COMPUTER FAILURE OR MALFUI SO IAL INJURIES, EVEN
ACTIVISION HAS BEEN AD\/\SED DF THE POSSIB\LITV OF SUCH DAMAGES AC'HVIS\ON S LIABILITV 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 WARR, LASTS AND/OR THE EXCLUS\ON 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 aulomallcal\y 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 par

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)(i) of the Rights in Technical Data and
omputer 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.
MISCELLANEQUS. 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 Erovlsmn 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.

NetBSD

The communications function of this product includes software developed by the
NetBSD Foundation, Inc. and its contributors. For a complete list of contributors please
see http://www.scei.co.jp/psp-license/pspnet.txt.

“PlayStation”, “PS" Family logo, and “PSP" are registered trademarks and “UMD" is a trademark of Sony Computer
Entertainment Inc. “Memory Stick Duo” and “Memory Stick PRO Duo” are trademarks of Sony Corporation.

18




<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /CMYK
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


