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/\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 television
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 * eye or muscle twitches * disorientation
* altered vision ¢ loss of awareness e seizures

RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN.

 any involuntary movement
or convulsion.

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

* Use in a well-lit area and keep as far away as possible from the television screen.

* Avoid large screen televisions. Use the smallest television screen available.

* Avoid prolonged use of the PLAYSTATION®3 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.

NOTICE:

Use caution when using the SIXAXIS™ wireless controller motion sensor function. When using the
SIXAXIS™ wireless controller motion sensor function, be cautious of the following points. If the
controller hits a person or object, this may cause accidental injury or damage. Before using, check
that there is plenty of space around you. When using the controller, grip it firmly to make sure it
cannot slip out of your hand. If using a controller that is connected to the PS3™ system with a USB
cable, make sure there is enough space for the cable so that the cable will not hit a person or object.
Also, take care to avoid pulling the cable out of the PS3™ system while using the controller.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PLAYSTATION®3 system 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.

HANDLING YOUR PLAYSTATION®3 FORMAT DISC:

* Do not bend it, crush it or submerge it in liquids. ® Do not leave it in direct sunlight or near a radiator
or other source of heat. ® Be sure to take an occasional rest break during extended play. ® Keep this
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.

LARA CROFT
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DUATIA RGETIN

WIELEE —u:wmudzm

ADIENALIN
CON]

FIELD ASSISTANCE

PDAW. . . . & .

TREASURES . .
INGERIN.OADING




TRU PS3 final.gxd 9/22/08 11:44 AM Page 2

GETTING STARTED

PLAYSTATION®3 system front

Slot cover

CF*' slot

Eject button

ﬁ| SD*2 Memory

Card slot

Memory

Stick™ slot

Insert the disc with the
_label side facing up. )

Disc slot
2 |
- \ &= Power button
» r—]
1
_Eo||_ Vent

| Eject button
~—— WLAN access indicator

~——— HDD access indicator

USB connectors

Note: Some models of the PLAYSTATION®3 system do not include media slots. For specific

features included, refer to the instructions for use of your model of the PLAYSTATION®3 system.

Starting a game: Before use, carefully read the instructions supplied with the PLAYSTATION®3
computer entertainment system. The documentation contains information on setting up and
using your system as well as important safety information.

Check that the MAIN POWER switch (located on the system rear) is turned on. Insert the TOMB
RAIDER: UNDERWORLD disc with the label facing up into the disc slot. Select the icon for the
software title under [Game] in the PLAYSTATION®3 system’s home menu, and then press

the & button. Refer to this manual for information on using the software.

D:Em:n a game: During gameplay, press and hold down the PS button on the wireless
controller for at least 2 seconds. Then select “Quit Game” from the screen that is displayed.

E To remove a disc, touch the eject button after quitting the game.

GETTING STARTED

Using the SIXAXIS™ wireless controller (for PLAYSTATION®3)

Portindicators USB connector

3 @) button
Directional q@_ﬂ ©) button
buttons Nl 55— 1 & button
— ©) button

Left stick/ Right stick/

L3 button* R3 button*

SELECT button START button

PS button

*The L3 and R3 buttons function when the sticks are pressed.

Note: To use the controller, you must first register or “pair” the controller with the
PLAYSTATION®3 system and assign a number to the controller. For details, refer to the
instructions supplied with the system.

Saved data for PLAYSTATION®3 format software
Saved data for PLAYSTATION®3 format software is saved on the system’s hard disk.
The data is displayed under “Saved Game Utility” in the Game menu.
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LARA CROFT

At the age of nine, Lara survived a plane crash
in the Himalayan Mountains that led to her mother’s
mysterious disappearance.

After miraculously surviving a ten-day solo trek
to Kathmandu, Lara spent the rest of her childhood
under the close tutelage of her archaeologist father,
the late Earl of Abbingdon, Richard Croft.

~ At'18, following the death of her father, Lara
* ‘inherited the Croft estates and became Countess
of Abbingdon. Since then she has been credited
with the discovery of numerous archaeological sites
of international significance in her efforts to
uncover, the secrets of the ancient civilization that
underlies all officially recorded history.

erww Croftshas been hailed as both an
mmnr.mmokwcmmnm_ wunderkind and a glorified
treasuge hunter. Countless rumors surround
’ her exploits, invariably involving the
y unexplained or outright unbelievable.
Lady Croft herself is rarely available
for comment, further adding to the fog of mystery
that surrounds her life and work. Consequently,
Lara continues to be the focus of wild speculation
and intense debate.

Idealized and vilified in equal measure, she is perhaps

one of the most fascinating and enigmatic figures
of our time.

GAME CONTROLS

CONTROLLING LARA

left stick

Walk / Jog / Run
Climb up / down / left / right
Shimmy left / right

XN button

Sprint (while running)

right stick

Rotate camera

& button

Jump

@ button

Crouch (walking) / Roll (running) / Drop from ledges
(climbing)

(AR

Interact: Pick up object / Pull switch or lever / Grab onto
moveable blocks and crates / Safety grab (prevent Lara from
falling off ledges) / Fast traverse (speed up Lara’s movement
on ledges, ladders, etc.)

IGER button

Throw held object (where possible)

OTHER BASIC CONTROLS

@ button

Fire grapple

(AR

Pull grapple line (when attached)

@ button

Detach grapple

directional buttons #

Use health pack

directional buttons B

Select weapon

directional buttons 4

Utility light (on / off)

START button

Pause Menu

SELECT button

PDA Menu
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SWIM CONTROLS

left stick Swim

right stick Rotate camera

3 button Swim upward

[OR Swim downward

(0} button (during combat) Perform quick moves to evade enemies

left stick + Eq_u::os Fast swim

.l

v When Lara swims underwater without Diving Gear, she uses up
air and her Breath Meter decreases. If the meter empties
completely, this directly affects her Health level; she must
surface for air or.risk drowning.

Lara will find objects that m:n.wmz pick up and carry in her hand
or arms throughout her ddventures. These can be used.in a variety
of ways.

When Lara is close enough, she can.pick up objects or remove
portable poles (while hanging from them) by pressing the @ button.

v Press the @ button to place the object on the floor.
v Press the IEEM button to throw the object.
Press the @ button, to melee attack using the object.

To place a portable pole in a hollow, move Lara nearby
and press the @ button.

CHIMNEY JUMP

Lara can perform an athletic chimney jump when two suitable
opposing walls are close enough for her to jump from one
to the other.
v Jump toward a wall by pressing the &3 button.
v When Lara connects with the wall, quickly press'the 3 button.
Lara will jump back off the wall.
v Press the €3 button repeatedly to have Lara bounce upward
between the walls.

NOTE: A single jump off a nearby wall can allow Lara to grab
onto ledges or poles she wouldn’t be able to reach directly.

THE GRAPPLE

Lara has a grapple that she can use

in a number of different ways: to attach

to moveable objects and drag them toward
her, to swing across gaps, and to climb up
and down.

Once attached to a grapple point, Lara can
either pull on the point that the grapple is
attached to, or bend the grapple line around
objects and then pull the line toward herself.

BASIC GRAPPLE

v Stand facing a ring and press the @ button
to fire the grapple line.

v Press the @ button after connecting to pull the grapple line.
v Press the @ button to detach and retract the grapple line.

GRAPPLE RAPPEL

The grapple can also be used to allow Lara to climb up or down walls and cliffs.
Attach the grapple as usual, and then:

v To rappel down, move Lara off the platform she’s on by walking or jumping her
over the edge.

v To climb up, position Lara under the grapple point and press the €9 button to hang
from the grapple line.

Hold the @ button and move the left stick & / % to move Lara up / down.

GRAPPLE WALL RUN
Lara can use the grapple on a wall-mounted ring to run along the wall itself.

v Attach the grapple as usual, and then, when Lara is suspended below the grapple
point, swing her left/right with the left stick.

v To jump away from the wall, release the left stick and quickly press the € button.
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COMBAT DUAL TARGETING

Using certain weapons, Lara can target two
enemies at the same time.
v When faced with two or more enemies
press the [I[GEM button. Lara will
automatically fire upon two enemies

[R2 it Fire weapon(s) when it is possible to do so.

COMBAT CONTROLS

EGEN bution Throw grenade MELEE FIGHTING

directional buttons B Switch weapon Lara can take on enemies in close quarters

-— - (melee) fighting. If holding an object, she will
Hold W button Lock onto target use it to attack:

v Press the @ button to perform a melee attack.

right stick / left stick Switch target when locked on

a2 Click GB buiton Precision aim reticle on/off ENEMY VAULT

— - Lara can dodge or confuse enemies by jumping over or off of those that are very close:
¥ button . : Melee attack / Use melee weapon /

Dislodge small enemies

v Press the left stick toward an enemy and press the € button to perform
an enemy vault.

‘IEN button + click 6 Concentrated fire

button (while adrenaline KNOCKDOWN RECOVERY

is available) If Lara suffers a blow from a powerful enemy attack, she will be knocked to the ground.

v Press the €3 or @ button to quickly get Lara back on her feet.

COMBAT MOVEMENT CONTROLS

ADRENALINE HEADSHOT

left stick + €@ button Somersault forward / back / (ONE SHOT KILL)

left / right General combat will gradually increase Lara’s
adrenaline level. When her Adrenaline gauge
Jeft stick% @ button Multi-directional roll in the top left of the screen is completely full,
she is able to perform an Adrenaline Headshot.
left stick toward enemy + 3 button Enemy vault a v Press the @ button when the enemy draws
close to vault off the enemy and enter
@ button when locked on Trigger Adrenaline Headshot Adrenaline mode.

and close to target (when event (see page 9) wu+ v Use the right stick to position the targeting
full adrenaline is available) reticle over the enemy’s head, and press
the I[GEM button to perform an Adrenaline
Headshot.
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CONCENTRATED FIRE ALL-TERRAIN MOTORBIKE

When Lara has any amount of adrenaline stored, she can
concentrate her fire on an enemy for greater damage and impact.
v Hold the [ button to lock on to an enemy. .
Y Lara can use a powerful high-performance

v Click the @I button to activate. motorcycle that can be adapted for use across
different terrains.

SITUATIONAL ADRENALINE v Press the @ button to mount the vehicle.

v Use the left stick to steer.

Sudden, dangerous situations automatically trigger Lara’s Situational

Adrenaline. Inmithis mode, time slows down and Lara’s responses are Press the [[GEM button to accelerate.

heightened. .= =7 Press the B button to brake/reverse.
v When Situational Adrenaline is activated, use the standard

Press the button for emergency brake
control scheme to avoid danger. @ sency

(while moving).
Press the [[EW button to fire Lara’s
& —mmm.)rmZO LARA 5% weapon.
"'y REGENERATION—If Lara is badly injured, her health will Press the @ button to dismount.
87} | Migenerdio m.mnwm_s éxtent.
£ o 2% T
gl R s SPEED BURST

If either brake is held at the same time as the [[EEH button, the bike revs up. When
the brake is released, Lara gains a burst of speed. The higher the revs, the stronger
the speed burst.

v This can be performed while either moving or at a standstill.

FIELD ASSISTANCE

If you get stuck in any section of the game and cannot progress
in the adventure, you will always have access to Field Assistance:

v Press the SELECT button to activate Lara’s PDA.

v Select FIELD ASSISTANCE.
Press the €3 button to hear what to focus on (hint).
Press the @ button to hear what to do (task).
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PDA

Activate Lara’s PDA by pressing the SELECT button.

SONAR MAP

Lara’s. PDA can be used to emit a pulse that creates a 3D image
of her immediate surroundings. These images can jigsaw together
to build up a more complete map of the area. The controls
for.navigating'through the Sonar Map are displayed on-screen.

1 -

AREA INFO

Treasures are scattered throughout the world, and even rarer and
harder to find are Relics—one per area. Area Info reports

$€5#1¢ number of Treasures and Relics you have found in the area

~yoeu are currentl loring. -
o ntly m«w - ..m -

» €

WEAPON SELECTION/

Equip a secondary weapon from Lara’s arsenal to provide
an appropriate alternative to her trusty dual pistols.

INVENTORY

View information on the items in Lara’s inventory, including
essential equipment, weapons, and key objects currently
in her backpack.

FIELD ASSISTANCE
If you :mma,rn_m‘ access FIELD ASSISTANCE, where you can get a

hint or a more explicit task that will help you progress (see page 11).

JOURNAL

Read information about everything from local history to ancient
mythology to the characters and challenges you face along the way.

REVISIT LOCATION

Complete the adventure to unlock this option and allow Lara to

collect any important items she might have missed on her first visit.

TREASURES

There are various Treasures and Relics in TOMB RAIDER: UNDERWORLD to be discovered
and collected. By picking up these items, you unlock bonus content, so make sure Lara
searches the game world thoroughly.

v You can revisit a location you have previously visited
to search it for Treasures and Relics.

SAVING & LOADING

To save the game:
v Press the START button to activate the in-game menu.
v Select Save Game.
v Select NEW SAVED DATA to use an empty slot, or overwrite an existing saved game.

To load a saved game from the Main Menu or in-game menu:
v Select Load Game.

v Select the save file you want to load.
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LEAD ANIMATOR. & *
Primo Navidad

LEAD CHARACTER ARTIST
Kam Yu

EXECUTIVE PRODUCER
Matthew Guzenda

ART TEAM

ENVIRONMENT ARTISTS
Matthew Abbott
Scott Anderson
Matthew Bein
Inna Cherneykina
Simon Craghead
Jeremy French
Yu Gu
Jeff Johnsrude
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Steve Kody
Justin Lamperski
Edward J. Lee
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CREDITS
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TECHNICAL ART
Robert Cheng
Rick Gilliland

David Suroviec
David Lewis

“. ANIMATORS

* 3 Suna Kang
Ben Harrison
Jake Spence
Nelson Tam

ADDITIONAL ANIMATION
Brandon Fernandez
Jeff <<:no.x

CHARACTER ARTISTS
= Chris b__n_n_.mp
Cheéryl Austin |
EXTERNAL ART DIRECTOR

Murphy Michaels

DESIGN TEAM

LEAD LEVEL DESIGNER
Kyle Mannerberg

ASSISTANT LEAD
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Stephen McManus

LEVEL DESIGN
Jeremy Bredow
Jesse Johansen
Stephen McManus
Jeff Wajcs
¥ Ray Yeomans
Steve Yoshimura

LEAD CAMERA DESIGN
Riley Cooper
CAMERA DESIGN
Jim Conrad
Mario Di Pesa

LEAD SYSTEMS DESIGNER
Steve Goodale

SYSTEMS DESIGN
Daniel Bryner
Alex Vaughan

John Hsia
Casey Holtz
Joe Quadara

Jason Weesner

PUZZLE TEAM

LEAD TECHNICAL DESIGN
Matt Roberts

TECHNICAL DESIGN
William Gahr

LEAD OBJECT ARTIST
Garin Mazaika
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David:Gustlin
Shao Wei Liu
Marc Senteney
Tai Tang
Jesse Warren
James Yamaoka

PRODUCTION TEAM

PRODUCERS
Dan Atkins
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Randy Hauser
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Benny Ventura
San Vuong

PROGRAMMING TEAM
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PROGRAMMER
Mark Botta
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PROGRAMMER
Matthew Gaston
LEAD RENDER
PROGRAMMER
Sean Skelton

PROGRAMMERS
Steve Austin
Ke-Tien Chang
Bradley “Be-Rad” Johnson
Ergin Dervisoglu
Tom Fong
Nathan Frost
Andrew Hynek
Jay McKee
Dave Modiano
Steve Perez
Adam Rogers
ADDITIONAL GAME
PROGRAMMING BY
BUZZ MONKEY SOFTWARE
Patrick Brott
Daniel Koozer
Benjamin Lemer
Dave Merrill
Jon Milnes
Eldon Rivers
N. Alex Scott

BUILD ENGINEER
Jason Johnson
BUILD TESTING

Matt Trudell
Rich Dezinno

ENGINE TEAM
PRODUCTION
SENIOR PRODUCER
Sam Newman
PRODUCERS
Corinne Crowley
Steve Gonzalez
Jarrett Jamili
Eric Chung Tak Tam

LEAD PROGRAMMERS
TEAM LEAD
Jason Bell
AUDIO LEAD
Sean Gugler
WORLD LEAD
Scott Krotz
ANIMATION & PHYSICS LEAD
Gary Snethen
NIXXES LEAD
Jurjen Katsman

CORE TOOLS LEAD
Patrick Den Bekker

RENDERING LEAD
Tim Van Klooster

TECH ART LEAD
Joe Stinchcomb

PROGRAMMING
Ian Clarke
Villads Bgnding Einfeldt
Darrell Dennies
Mike Gonzales
Thomas Hagen
Komei Harada
Sylvester Hesp
David Hof
Sjors Jansen
Ted Johnson
Parashar Krishnamachari
David Lewis
Andy Lorino
Jim Offerman
Tim Pease
Brian Pickrell
Carsten Sgrensen
Larry Reed
Anthony Thibault

SUPPORT
Norman Morse
Philip Bloom
James Hui
Katie Bieringer
Neal Kaplan

BRAND TEAM

SENIOR BRAND MANAGER
Kathryn Clements

CREATIVE SERVICES TEAM

CREATIVE SERVICES
MANAGER
Troels Folmann

PRODUCERS
Forest Swartout Large
Rosaura Sandoval

CINEMATICS

CINEMATICS DIRECTOR
Toby Gard

CINEMATIC ANIMATORS
Shaun Budhram
Catherine Feraday Miller
Ryan Goldsberry
Phil Kauffold

TECHNICAL ANIMATOR
Kelvin Chu

VISUAL EFFECTS

EFFECTS LEAD
Gavin Wood
EFFECTS ARTISTS
Joe Allen
Brandon Bickford
Mike Oliver

AUDIO

AUDIO LEAD
Karl Gallagher
SOUND DESIGNER
Mike Peaslee
AUDIO ENGINEERS
Brian Sharp
Gregg Stephens
ADDITIONAL SOUND DESIGN
Burke Trieschmann
MUSIC COMPOSED BY,

Colin O’'Malley
Troels Folmann

ART
CONCEPT ARTISTS
Joel Boucquemont
Seamas Gallagher
Jens Holdener
Angie Lai
Christian Piccolo
ADDITIONAL CONCEPT ART
Brenoch Adams
Ul DESIGNED BY
Pat Guarino
AV SUPPORTED BY
Estuardo Sandoval
Jae Shin
DIGITAL ASSETS LIBRARIAN
Heather Polubinski

SHARED DESIGN TEAM

PRODUCER
Daniel Kim
LEAD EXTERNAL DESIGNER
Vance Wallace
DESIGNER
Bryan Enriquez
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Jacob Young
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Jean-Francois Gauthier
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Didier Pippel

Joey Di Zazzo
Joseph Serrao
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Martin Frappier
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Michael St-Denis
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EXPLORE EVERYTHING
STOP AT NOTHING

UNLOCK EVERY SECRET! THE GORGEOUS FULL-COLOR TOMB RAIDER UNDERWORLD: COMPLETE
OFFICIAL GUIDE IS THE PERFECT TRAVEL COMPANION FOR EVERY LAST STEP OF LARA'S LATEST
ADVENTURE. CREATED WITH EXCLUSIVE CONTRIBUTIONS FROM THE CRYSTAL DYNAMICS
DEVELOPMENT TEAM AND PACKED WITH STUNNING ARTWORK, THIS GUIDE WILL LEAD YOU
THROUGH THE UNDERWORLD SAFELY AND WITH STYLE.

VISIT WWW.PIGGYBACKINTERACTIVE.COM
FOR FREE SAMPLE PAGES.

EIDOS LIMITED WARRANTY

The medium (i.e., disc/cartridge) on which an Eidos game
software product is recorded (“Game Disc”) is warranted to
the original purchaser of the product to be free from defects
in materials and workmanship for a period of ninety (90)
days from the original date of purchase. If the Game Disc is
found to be defective in materials and workmanship within
90 days from the date of purchase, Eidos agrees to replace
the Game Disc to the original purchaser thereof, free of
n:m_‘mﬁ upon receipt of the Game Disc and required proof
of pi . The goil pl remedy is the sole
and exclusive remedy for Tﬁ.n: of the foregoing limited
warranty, and Eidos shall have no obligation to provide such
remedy (i.e., free Game Disc replacement) with respect to
(i) any recording medium damaged by abuse, mistreatment
or neglect (e.g., cracks, scratches, damage from application
of chemicals), (ii) any defect arising after ninety Gov days

This limited warranty is in lieu of all other warranties,
whether oral or written, express or implied, including,
without limitation, any warranty of merchantability
or fitness for a particular purpose, and no other
representation of any nature shall be binding on or obligate
Eidos. If any such warranties are incapable of exclusion,
then such warranties applicable to an Eidos software
product are limited to the 90-day period described above.
In no event will Eidos be liable for any special, incidental
or consequential damages resulting from possession, use or
malfunction of an Eidos software product, including damage
to property, and to the extent permitted by law, damages
for personal injury, even when Eidos has been advised
of the possibility of such damages. Some jurisdictions do
not allow limitation as to how long an implied warranty
lasts and/or exclusions or limitation of incidental or

ial d so the above limitation and/or

from the original date of purch of the corresp

product or (iii) in instances where the original _u:-n:mnnw
cannot produce a copy of the original sales receipt dated
no earlier than 90 days preceding the date of return.

mxn.:».o: of liability may not apply to you. In such
jurisdictions, Eidos’ liability shall be limited to the fullest
extent permitted by law.

WARRANTY CLAIMS & PRODUCT SUPPORT

For warranty claims and product support, please

contact us at support.eidosinteractive.com (or
www.eidosinteractive.com) or (650) 421-7670. Our Customer
Services Department personnel are available between the
hours of 9:00 a.m. and 4:00 p.m. (Pacific time) Monday
through Friday (except holidays). You are responsible for all
toll charges. Customer Support Representatives will not
provide game hints, strategies, or codes.

To initiate a warranty return, you will need an RMA#
(“Return Merchandise Authorization”) from our Customer
Services Department. (Any materials not containing an
RMA# sent to Eidos may be returned unprocessed.) In many
cases, return and replacement of a Recording Medium or
Manual isn’t the best solution for the problem(s) you may be
experiencing or replacement may not be covered under the
foregoing limited warranty. Our Customer Services
Department personnel can help you determine if
replacement is necessary and covered under warranty.

In the event the Recording Medium or Manual is confirmed
to be defective and replacement is subject to the foregoing
limited warranty, you will need to return, postage prepaid,
the Recording Medium/Manual (along with its packaging,
unless advised to the contrary by Eidos Customer Service
Department personnel) together with a copy of your original
sales receipt (dated no earlier than 90 days preceding the
date of your return), and a statement containing a brief
description of the difficulty you are experiencing, the
applicable RMA# you have been issued, your first and last
name, return address, email address and phone number
to Eidos Customer Service at the following address to receive
warranty replacement:
Eidos, Inc.
RMA# (state your authorization number here)
1300 Seaport Boulevard, Suite 100
Redwood City, CA 94063

Register online at
www . eidosregistration.com

Tomb Raider: Underworld © Eidos Interactive Limited 2008. Developed by Crystal Dynamics Inc. Co-published by Eidos,

Inc. and Warner Bros. Interactive Entertainment, a di

on of Warner Bros. Home Entertainment Inc. Tomb Raider,

Tomb Raider: Underworld, Crystal Dynamics, the Crystal Dynamics logo, Eidos, and the Eidos logo are trademarks
of Eidos Interactive Limited. Uses Bink Video. Copyright © 1991-2008 by RAD Game Tools, Inc. “PLAYSTATION” is
a registered trademark and “PS3” is a trademark of Sony Computer Entertainment Inc. The ratings icon is a trademark
of the Entertainment Software Association. SIXAXIS is a trademark of Sony Computer Entertainment Inc. © 2008 Sony
Computer Entertainment Inc. All other trademarks are the property of their respective owners. All rights reserved.
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