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      W
A

RN
IN

G
: PH

O
TO

SEN
SITIVITY/EPILEPSY/SEIZU

RES
A very sm

all percentage of individuals m
ay experience epileptic seizures or blackouts w

hen exposed 
to certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television 
screen or w

hen playing video gam
es m

ay trigger epileptic seizures or blackouts in these individuals. 
These conditions m

ay trigger previously undetected epileptic sym
ptom

s or seizures in persons w
ho 

have no history of prior seizures or epilepsy. If you, or anyone in your fam
ily, has an epileptic condition 

or has had seizures of any kind, consult your physician before playing. IM
M

EDIATELY DISCON
TIN

UE 
use and consult your physician before resum

ing gam
eplay if you or your child experience any of the 

follow
ing health problem

s or sym
ptom

s: 
• dizziness 

• eye or m
uscle tw

itches 
• disorientation 

• any involuntary m
ovem

ent 
• altered vision  

• loss of aw
areness 

• seizures 
 

or convulsion. 

RESUM
E GAM

EPLAY ON
LY ON

 APPROVAL OF YOUR PHYSICIAN
.

_____________________________________________________________________________
U

se and handling of video gam
es to reduce the likelihood of a seizure

• Use in a w
ell-lit area and keep as far aw

ay as possible from
 the television screen.

• Avoid large screen televisions. Use the sm
allest television screen available.

• Avoid prolonged use of the PLAYSTATION
®3 system

. Take a 15-m
inute break during each hour of play.

• Avoid playing w
hen you are tired or need sleep.

_____________________________________________________________________________
Stop using the system

 im
m

ediately if you experience any of the follow
ing sym

ptom
s: lightheadedness, 

nausea, or a sensation sim
ilar to m

otion sickness; discom
fort or pain in the eyes, ears, hands, arm

s, or 
any other part of the body.  If the condition persists, consult a doctor.

N
O

TICE:
Use caution w

hen using the SIXAXIS™
 w

ireless controller m
otion sensor function. W

hen using the 
SIXAXIS™

 w
ireless controller m

otion sensor function, be cautious of the follow
ing points. If the 

controller hits a person or object, this m
ay cause accidental injury or dam

age. Before using, check 
that there is plenty of space around you. W

hen using the controller, grip it firm
ly to m

ake sure it 
cannot slip out of your hand. If using a controller that is connected to the PS3™

 system
 w

ith a USB 
cable, m

ake sure there is enough space for the cable so that the cable w
ill not hit a person or object. 

Also, take care to avoid pulling the cable out of the PS3™
 system

 w
hile using the controller.

W
A

RN
IN

G
 TO

 O
W

N
ERS O

F PRO
JECTIO

N
 TELEVISIO

N
S: 

Do not connect your PLAYSTATION
®3 system

 to a projection TV w
ithout first consulting the user m

anual 
for your projection TV, unless it is of the LCD type. Otherw

ise, it m
ay perm

anently dam
age your TV screen.

H
A

N
D

LIN
G

 YO
U

R PLAYSTATIO
N

®3 FO
RM

AT D
ISC:

• Do not bend it, crush it or subm
erge 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. Alw

ays hold the disc by the edges and keep it in its protective case w
hen not in use. Clean 

the disc w
ith a lint-free, soft, dry cloth, w

iping in straight lines from
 center to outer edge. N

ever use 
solvents or abrasive cleaners.
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SELECT button

USB connector 

L2 button
L1 button

Directional
buttons

Left stick/
L3 button*

START button 

R2 button 
R1 button 

 button 

 button 
 button 

 button 

Right stick/ 
R3 button* 

PS button 

Port indicators 

G
ETTIN

G
 STA

RTED
 

Saved data for PLA
YSTA

TIO
N

®3 form
at softw

are  
Saved data for PLAYSTATION

®3 form
at softw

are is saved on the system
’s hard disk.  

The data is displayed under “Saved Gam
e Utility” in the Gam

e m
enu.  

N
ote: To use the controller, you m

ust first register or “pair” the controller w
ith the 

PLAYSTATION
®3 system

 and assign a num
ber to the controller. For details, refer to the 

instructions supplied w
ith the system

. 
 U

sing the SIXA
XIS™

 w
ireless controller (for PLA

YSTA
TIO

N
®3)

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

PLA
YSTA

TIO
N

®3 system
 front 

G
ETTIN

G
 STA

RTED
 

To rem
ove a disc, touch the eject button after quitting the gam

e. 
H

in
t

N
ote: Som

e m
odels of the PLAYSTATION

®3  system
 do not include m

edia slots. For specific 
features included, refer to the instructions for use of your m

odel of the PLAYSTATION
®3  system

.

Starting a gam
e: Before use, carefully read the instructions supplied w

ith the PLAYSTATION
®3 

com
puter entertainm

ent system
. The docum

entation contains inform
ation on setting up and 

using your system
 as w

ell as im
portant safety inform

ation. 

Check that the M
AIN

 POW
ER sw

itch (located on the system
 rear) is turned on. Insert the TOM

B 
RAIDER: UN

DERW
ORLD disc w

ith the label facing up into the disc slot. Select the icon for the 
softw

are title under [Gam
e] in the PLAYSTATION

®3 system
’s hom

e m
enu, and then press 

the S
 button. Refer to this m

anual for inform
ation on using the softw

are.

Q
uitting a gam

e: During gam
eplay, press and hold dow

n the PS button on the w
ireless 

controller for at least 2 seconds. Then select “Quit Gam
e” from

 the screen that is displayed. 

Insert the disc w
ith the  

label side facing up.  

C
F

S
D

/m
iniS

D
 

Disc slot

CF*
1 slot

*
1 Com

pactFlash
®

*
2 Secure Digital

SD*
2 M

em
ory 

Card slot

M
em

ory 
Stick™

 slot

Slot cover 

Pow
er button

Vent

USB connectors

HDD access indicator

W
LAN

 access indicator

Eject button

Eject button
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left stick
W

alk / Jog / R
u

n
C

lim
b u

p / dow
n

 / left / righ
t

S
h

im
m

y left / righ
t

Q
bu

tton
S

prin
t (w

h
ile ru

n
n

in
g)

righ
t stick

R
otate cam

era

S
bu

tton
Ju

m
p

A
bu

tton
C

rou
ch

 (w
alkin

g) / R
oll (ru

n
n

in
g) / D

rop from
 ledges

(clim
bin

g)

D
bu

tton
In

teract: P
ick u

p object / P
u

ll sw
itch

 or lever / G
rab on

to
m

oveable blocks an
d crates / S

afety grab (preven
t Lara from

fallin
g off ledges) / Fast traverse (speed u

p Lara’s m
ovem

en
t 

on
 ledges, ladders, etc.)

E
bu

tton
  

T
h

row
 h

eld object (w
h

ere possible)

4

A
t th

e age of n
in

e, Lara su
rvived a plan

e crash
 

in
 th

e H
im

alayan
 M

ou
n

tain
s th

at led to h
er m

oth
er’s

m
ysteriou

s disappearan
ce.

A
fter m

iracu
lou

sly su
rvivin

g a ten
-day solo trek 

to K
ath

m
an

du
, Lara spen

t th
e rest of h

er ch
ildh

ood
u

n
der th

e close tu
telage of h

er arch
aeologist fath

er, 
th

e late E
arl of A

bbin
gdon

, R
ich

ard C
roft. 

A
t 18, follow

in
g th

e death
 of h

er fath
er, Lara 

in
h

erited th
e C

roft estates an
d becam

e C
ou

n
tess 

of A
bbin

gdon
. S

in
ce th

en
 sh

e h
as been

 credited 
w

ith
 th

e discovery of n
u

m
erou

s arch
aeological sites

of in
tern

ation
al sign

ifican
ce in

 h
er efforts to

u
n

cover th
e secrets of th

e an
cien

t civilization
 th

at
u

n
derlies all officially recorded h

istory.

Lara C
roft h

as been
 h

ailed as both
 an

arch
aeological w

u
n

derkin
d an

d a glorified
treasu

re h
u

n
ter. C

ou
n

tless ru
m

ors su
rrou

n
d 

h
er exploits, in

variably in
volvin

g th
e

u
n

explain
ed or ou

trigh
t u

n
believable. 

Lady C
roft h

erself is rarely available 
for com

m
en

t, fu
rth

er addin
g to th

e fog of m
ystery

th
at su

rrou
n

ds h
er life an

d w
ork. C

on
sequ

en
tly, 

Lara con
tin

u
es to be th

e focu
s of w

ild specu
lation

an
d in

ten
se debate. 

Idealized an
d vilified in

 equ
al m

easu
re, sh

e is perh
aps

on
e of th

e m
ost fascin

atin
g an

d en
igm

atic figu
res 

of ou
r tim

e.

L
A

R
A

 C
R

O
F

T

C
O

N
T

R
O

LLIN
G

 LA
R

A

F
bu

tton
Fire grapple

D
bu

tton
P

u
ll grapple lin

e (w
h

en
 attach

ed)

A
bu

tton
D

etach
 grapple

direction
al bu

tton
s *

U
se h

ealth
 pack

direction
al bu

tton
s ^

S
elect w

eapon

direction
al bu

tton
s $

U
tility ligh

t (on
 / off)

S
TA

R
T

 bu
tton

  
P

au
se M

en
u

S
E

LE
C

T
 bu

tton
   

P
D

A
 M

en
u

O
T

H
E

R
 B

A
S

IC
 C

O
N

T
R

O
LS
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7
6

left stick
S

w
im

righ
t stick

R
otate cam

era

S
bu

tton
S

w
im

 u
pw

ard

A
bu

tton
S

w
im

 dow
n

w
ard

A
bu

tton
 (du

rin
g com

bat)
P

erform
 qu

ick m
oves to evade en

em
ies

left stick +
 Q

bu
tton

 
Fast sw

im

•
W

h
en

 Lara sw
im

s u
n

derw
ater w

ith
ou

t D
ivin

g G
ear, sh

e u
ses u

p
air an

d h
er B

reath
 M

eter decreases. If th
e m

eter em
pties

com
pletely, th

is directly affects h
er H

ealth
 level; sh

e m
u

st
su

rface for air or risk drow
n

in
g. 

P
O

R
TA

B
LE

 O
B

JE
C

T
S

Lara w
ill fin

d objects th
at sh

e can
 pick u

p an
d carry in

 h
er h

an
d 

or arm
s th

rou
gh

ou
t h

er adven
tu

res. T
h

ese can
 be u

sed in
 a variety 

of w
ays.

W
h

en
 Lara is close en

ou
gh

, sh
e can

 pick u
p objects or rem

ove
portable poles (w

h
ile h

an
gin

g from
 th

em
) by pressin

g th
e D

bu
tton

. 

•
P

ress th
e A

bu
tton

 to place th
e object on

 th
e floor.

•
P

ress th
e E

bu
tton

 to th
row

 th
e object.

•
P

ress th
e D

bu
tton

 to m
elee attack u

sin
g th

e object.

•
To place a portable pole in

 a h
ollow

, m
ove Lara n

earby 
an

d press th
e D

bu
tton

.

C
H

IM
N

E
Y

 JU
M

P
Lara can

 perform
 an

 ath
letic ch

im
n

ey ju
m

p w
h

en
 tw

o su
itable

opposin
g w

alls are close en
ou

gh
 for h

er to ju
m

p from
 on

e 
to th

e oth
er.

•
Ju

m
p tow

ard a w
all by pressin

g th
e S

bu
tton

.

•
W

h
en

 Lara con
n

ects w
ith

 th
e w

all, qu
ickly press th

e S
bu

tton
.

Lara w
ill ju

m
p back off th

e w
all.

•
P

ress th
e S

bu
tton

 repeatedly to h
ave Lara bou

n
ce u

pw
ard

betw
een

 th
e w

alls.

N
O

T
E

: A
 sin

gle ju
m

p off a n
earby w

all can
 allow

 Lara to grab 
on

to ledges or poles sh
e w

ou
ldn

’t be able to reach
 directly. 

T
H

E
 G

R
A

P
P

LE
Lara h

as a grapple th
at sh

e can
 u

se 
in

 a n
u

m
ber of differen

t w
ays: to attach

 
to m

oveable objects an
d drag th

em
 tow

ard 
h

er, to sw
in

g across gaps, an
d to clim

b u
p 

an
d dow

n
.

O
n

ce attach
ed to a grapple poin

t, Lara can
 

eith
er pu

ll on
 th

e poin
t th

at th
e grapple is

attach
ed to, or ben

d th
e grapple lin

e arou
n

d
objects an

d th
en

 pu
ll th

e lin
e tow

ard h
erself.

B
A

S
IC

G
R

A
P

P
LE

•
S

tan
d facin

g a rin
g an

d press th
e F

bu
tton

to fire th
e grapple lin

e.

•
P

ress th
e D

bu
tton

 after con
n

ectin
g to pu

ll th
e grapple lin

e.

•
P

ress th
e A

bu
tton

 to detach
 an

d retract th
e grapple lin

e.

G
R

A
P

P
LE

 R
A

P
P

E
L

T
h

e grapple can
 also be u

sed to allow
 Lara to clim

b u
p or dow

n
 w

alls an
d cliffs. 

A
ttach

 th
e grapple as u

su
al, an

d th
en

:

•
To rappel dow

n
, m

ove Lara off th
e platform

 sh
e’s on

 by w
alkin

g or ju
m

pin
g h

er 
over th

e edge.

•
To clim

b u
p, position

 Lara u
n

der th
e grapple poin

t an
d press th

e S
bu

tton
 to h

an
g

from
 th

e grapple lin
e.

•
H

old th
e D

bu
tton

 an
d m

ove th
e left stick *

/ @
to m

ove Lara u
p / dow

n
.

G
R

A
P

P
LE

 W
A

LL
R

U
N

Lara can
 u

se th
e grapple on

 a w
all-m

ou
n

ted rin
g to ru

n
 alon

g th
e w

all itself.

•
A

ttach
 th

e grapple as u
su

al, an
d th

en
, w

h
en

 Lara is su
spen

ded below
 th

e grapple
poin

t, sw
in

g h
er left/righ

t w
ith

 th
e left stick.

•
To ju

m
p aw

ay from
 th

e w
all, release th

e left stick an
d qu

ickly press th
e S

bu
tton

.
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8
9

left stick +
 S

bu
tton

S
om

ersau
lt forw

ard / back /
left / righ

t

left stick +
 A

bu
tton

M
u

lti-direction
al roll

left stick tow
ard en

em
y +

 S
bu

tton
E

n
em

y vau
lt

F
bu

tton
 w

h
en

 locked on
Trigger A

dren
alin

e H
eadsh

ot 
an

d close to target (w
h

en
even

t (see page 9
)

fu
ll adren

alin
e is available)

C
O

M
B

A
T

R
bu

tton
Fire w

eapon
(s)

E
bu

tton
T

h
row

 gren
ade

direction
al bu

tton
s ^

S
w

itch
 w

eapon

H
old W

bu
tton

Lock on
to target

righ
t stick / left stick

S
w

itch
 target w

h
en

 locked on

C
lick N

bu
tton

P
recision

 aim
 reticle on

/off

D
bu

tton
M

elee attack / U
se m

elee w
eapon

 /
D

islodge sm
all en

em
ies

W
bu

tton
 +

 click N
C

on
cen

trated fire

bu
tton

 (w
h

ile adren
alin

e 
is available)

C
O

M
B

A
T

 C
O

N
T

R
O

LS

C
O

M
B

A
T

 M
O

V
E

M
E

N
T

 C
O

N
T

R
O

LS

D
U

A
L TA

R
G

E
T

IN
G

U
sin

g certain
 w

eapon
s, Lara can

 target tw
o

en
em

ies at th
e sam

e tim
e.

•
W

h
en

 faced w
ith

 tw
o or m

ore en
em

ies,
press th

e R
bu

tton
. Lara w

ill
au

tom
atically fire u

pon
 tw

o en
em

ies 
w

h
en

 it is possible to do so.

M
E

LE
E

 F
IG

H
T

IN
G

Lara can
 take on

 en
em

ies in
 close qu

arters
(m

elee) figh
tin

g. If h
oldin

g an
 object, sh

e w
ill

u
se it to attack:

•
P

ress th
e D

bu
tton

 to perform
 a m

elee attack.

E
N

E
M

Y
 V

A
U

LT
Lara can

 dodge or con
fu

se en
em

ies by ju
m

pin
g over or off of th

ose th
at are very close:

•
P

ress th
e left stick tow

ard an
 en

em
y an

d press th
e S

bu
tton

 to perform
 

an
 en

em
y vau

lt.

K
N

O
C

K
D

O
W

N
 R

E
C

O
V

E
R

Y
If Lara su

ffers a blow
 from

 a pow
erfu

l en
em

y attack, sh
e w

ill be kn
ocked to th

e grou
n

d.

•
P

ress th
e S

or A
bu

tton
 to qu

ickly get Lara back on
 h

er feet.

A
D

R
E

N
A

LIN
E

 H
E

A
D

S
H

O
T

 
(O

N
E

 S
H

O
T

 K
ILL)

G
en

eral com
bat w

ill gradu
ally in

crease Lara’s
adren

alin
e level. W

h
en

 h
er A

dren
alin

e gau
ge 

in
 th

e top left of th
e screen

 is com
pletely fu

ll,
sh

e is able to perform
 an

 A
dren

alin
e H

eadsh
ot.

•
P

ress th
e F

bu
tton

 w
h

en
 th

e en
em

y draw
s

close to vau
lt off th

e en
em

y an
d en

ter
A

dren
alin

e m
ode.

•
U

se th
e righ

t stick to position
 th

e targetin
g

reticle over th
e en

em
y’s h

ead, an
d press 

th
e R

bu
tton

 to perform
 an

 A
dren

alin
e

H
eadsh

ot.
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1
0

1
1

C
O

N
C

E
N

T
R

A
T

E
D

 F
IR

E
W

h
en

 Lara h
as an

y am
ou

n
t of adren

alin
e stored, sh

e can
con

cen
trate h

er fire on
 an

 en
em

y for greater dam
age an

d im
pact.

•
H

old th
e W

bu
tton

 to lock on
 to an

 en
em

y.

•
C

lick th
e N

bu
tton

 to activate.

S
IT

U
A

T
IO

N
A

L A
D

R
E

N
A

LIN
E

S
u

dden
, dan

gerou
s situ

ation
s au

tom
atically trigger Lara’s S

itu
ation

al
A

dren
alin

e. In
 th

is m
ode, tim

e slow
s dow

n
 an

d Lara’s respon
ses are

h
eigh

ten
ed.

•
W

h
en

 S
itu

ation
al A

dren
alin

e is activated, u
se th

e stan
dard

con
trol sch

em
e to avoid dan

ger.

H
E

A
LIN

G
 LA

R
A

•
R

E
G

E
N

E
R

A
T

IO
N

—
If Lara is badly in

ju
red, h

er h
ealth

 w
ill

regen
erate to a certain

 exten
t.

•
FU

LLY
 R

E
P

LE
N

IS
H

IN
G

 H
E

A
LT

H
—

P
ress direction

al bu
tton

 *
to

u
se First A

id K
its or N

atu
ral R

em
edies th

at Lara h
as picked u

p.

Lara can
 u

se a pow
erfu

l h
igh

-perform
an

ce
m

otorcycle th
at can

 be adapted for u
se across

differen
t terrain

s.

•
P

ress th
e D

bu
tton

 to m
ou

n
t th

e veh
icle.

•
U

se th
e left stick to steer.

•
P

ress th
e R

bu
tton

 to accelerate.

•
P

ress th
e W

bu
tton

 to brake/reverse.

•
P

ress th
e S

bu
tton

 for em
ergen

cy brake
(w

h
ile m

ovin
g).

•
P

ress th
e Q

bu
tton

 to fire Lara’s
w

eapon
.

•
P

ress th
e D

bu
tton

 to dism
ou

n
t. 

S
P

E
E

D
 B

U
R

S
T

If eith
er brake is h

eld at th
e sam

e tim
e as th

e R
bu

tton
, th

e bike revs u
p. W

h
en

 
th

e brake is released, Lara gain
s a bu

rst of speed. T
h

e h
igh

er th
e revs, th

e stron
ger 

th
e speed bu

rst. 

•
T

h
is can

 be perform
ed w

h
ile eith

er m
ovin

g or at a stan
dstill.

A
L

L
-T

E
R

R
A

IN
 M

O
T

O
R

B
IK

E

F
IE

L
D

 A
S

S
IS

T
A

N
C

E

If you
 get stu

ck in
 an

y section
 of th

e gam
e an

d can
n

ot progress 
in

 th
e adven

tu
re, you

 w
ill alw

ays h
ave access to Field A

ssistan
ce:

•
P

ress th
e S

E
LE

C
T

bu
tton

 to activate Lara’s P
D

A
.

•
S

elect FIE
LD

 A
S

S
IS

TA
N

C
E.

•
P

ress th
e S

bu
tton

 to h
ear w

h
at to focu

s on
 (h

in
t).

•
P

ress th
e D

bu
tton

 to h
ear w

h
at to do (task).  
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1
2

1
3

P
D

A

A
ctivate Lara’s P

D
A

 by pressin
g th

e S
E

LE
C

T
bu

tton
. 

S
O

N
A

R
 M

A
P

Lara’s P
D

A
 can

 be u
sed to em

it a pu
lse th

at creates a 3D
 im

age 
of h

er im
m

ediate su
rrou

n
din

gs. T
h

ese im
ages can

 jigsaw
 togeth

er 
to bu

ild u
p a m

ore com
plete m

ap of th
e area. T

h
e con

trols
for n

avigatin
g th

rou
gh

 th
e S

on
ar M

ap are displayed on
-screen

.

A
R

E
A

 IN
F
O

Treasu
res are scattered th

rou
gh

ou
t th

e w
orld, an

d even
 rarer an

d
h

arder to fin
d are R

elics—
on

e per area. A
rea In

fo reports 
th

e n
u

m
ber of Treasu

res an
d R

elics you
 h

ave fou
n

d in
 th

e area 
you

 are cu
rren

tly explorin
g.

W
E

A
P

O
N

 S
E

LE
C

T
IO

N
E

qu
ip a secon

dary w
eapon

 from
 Lara’s arsen

al to provide 
an

 appropriate altern
ative to h

er tru
sty du

al pistols.

IN
V

E
N

T
O

R
Y

V
iew

 in
form

ation
 on

 th
e item

s in
 Lara’s in

ven
tory, in

clu
din

g
essen

tial equ
ipm

en
t, w

eapon
s, an

d key objects cu
rren

tly 
in

 h
er backpack.

F
IE

LD
 A

S
S

IS
TA

N
C

E
If you

 n
eed h

elp, access FIE
LD

 A
S

S
IS

TA
N

C
E, w

h
ere you

 can
 get a

h
in

t or a m
ore explicit task th

at w
ill h

elp you
 progress (see page 11).

JO
U

R
N

A
L

R
ead in

form
ation

 abou
t everyth

in
g from

 local h
istory to an

cien
t

m
yth

ology to th
e ch

aracters an
d ch

allen
ges you

 face alon
g th

e w
ay.

R
E

V
IS

IT
LO

C
A

T
IO

N
C

om
plete th

e adven
tu

re to u
n

lock th
is option

 an
d allow

 Lara to
collect an

y im
portan

t item
s sh

e m
igh

t h
ave m

issed on
 h

er first visit.

T
R

E
A

S
U

R
E

S

T
h

ere are variou
s Treasu

res an
d R

elics in
 T

O
M

B
 R

A
ID

E
R

: U
N

D
E

R
W

O
R

LD
to be discovered

an
d collected. B

y pickin
g u

p th
ese item

s, you
 u

n
lock bon

u
s con

ten
t, so m

ake su
re Lara

search
es th

e gam
e w

orld th
orou

gh
ly. 

•
You

 can
 revisit a location

 you
 h

ave previou
sly visited 

to search
 it for Treasu

res an
d R

elics. 

S
A

V
IN

G
 &

 L
O

A
D

IN
G

To save th
e gam

e:

•
P

ress th
e S

TA
R

T
 bu

tton
 to activate th

e in
-gam

e m
en

u
.

•
S

elect S
ave G

am
e.

•
S

elect N
E

W
S

A
V

E
D

 D
A

TA
to u

se an
 em

pty slot, or overw
rite an

 existin
g saved gam

e.

To load a saved gam
e from

 th
e M

ain
 M

en
u

 or in
-gam

e m
en

u
:

•
S

elect Load G
am

e.

•
S

elect th
e save file you

 w
an

t to load.
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1
4

1
5

C
R

E
D

IT
S

S
E

N
IO

R
 P

R
O

D
U

C
E

R
A

lex Jon
es

C
R

E
A

T
IV

E
 D

IR
E

C
T

O
R

E
ric Lin

d
strom

L
E

A
D

 P
R

O
G

R
A

M
M

E
R

R
ob

 P
avey

E
N

V
IR

O
N

M
E

N
T

 A
R

T
D

IR
E

C
T

O
R

P
atrick

 S
irk

L
E

A
D

 E
N

V
IR

O
N

M
E

N
T

 
A

R
T

IS
T

D
an

iel N
eu

b
u
rger

L
E

A
D

 D
E

S
IG

N
E

R
 

H
arley W

h
ite-W

ied
ow

L
E

A
D

 A
N

IM
A

T
O

R
P

rim
o N

avid
ad

L
E

A
D

 C
H

A
R

A
C

T
E

R
 A

R
T

IS
T

K
am

 Y
u

E
X

E
C

U
T

IV
E

 P
R

O
D

U
C

E
R

M
atth

ew
 G

u
zen

d
a

A
R

T
 T

E
A

M

E
N

V
IR

O
N

M
E

N
T

 A
R

T
IS

T
S

M
atth

ew
 A

b
b
ott

S
cott A

n
d
erson

M
atth

ew
 B

ein
In

n
a C

h
ern

eyk
in

a
S

im
on

 C
ragh

ead
Jerem

y F
ren

ch
Y

u
 G

u
Jeff Joh

n
sru

d
e

B
rian

 K
effer

S
teve K

od
y

Ju
stin

 Lam
p
ersk

i
E

d
w

ard
 J. Lee

R
ob

erto M
oren

o
E

li R
ob

les
C

assie S
an

d
in

e
C

aleb
 S

trau
ss

C
h
ris S

tu
rgill

Jacob
 Tai

C
h
ris W

eb
b

T
E

C
H

N
IC

A
L
 A

R
T

R
ob

ert C
h
en

g
R

ick
 G

illilan
d

D
avid

 S
u
roviec

D
avid

 Lew
is

A
N

IM
A

T
O

R
S

S
u
n

a K
an

g
B

en
 H

arrison
Jak

e S
p
en

ce
N

elson
 Tam

A
D

D
IT

IO
N

A
L
 A

N
IM

A
T

IO
N

B
ran

d
on

 F
ern

án
d
ez

Jeff W
ilcox

C
H

A
R

A
C

T
E

R
 A

R
T

IS
T

S
C

h
ris A

n
d
erson

C
h
eryl A

u
stin

E
X

T
E

R
N

A
L
 A

R
T

 D
IR

E
C

T
O

R
M

u
rp

h
y M

ich
aels

D
E

S
IG

N
 T

E
A

M

L
E

A
D

 L
E

V
E

L
 D

E
S

IG
N

E
R

K
yle M

an
n

erb
erg

A
S

S
IS

T
A

N
T

 L
E

A
D

 
L
E

V
E

L
 D

E
S

IG
N

E
R

 
S

tep
h
en

 M
cM

an
u
s

L
E

V
E

L
 D

E
S

IG
N

Jerem
y B

red
ow

Jesse Joh
an

sen
S

tep
h
en

 M
cM

an
u
s

Jeff W
ajcs

R
ay Y

eom
an

s
S

teve Y
osh

im
u
ra

L
E

A
D

 C
A

M
E

R
A

 D
E

S
IG

N
R

iley C
oop

er

C
A

M
E

R
A

 D
E

S
IG

N
Jim

 C
on

rad
M

ario D
i P

esa

L
E

A
D

 S
Y

S
T

E
M

S
 D

E
S

IG
N

E
R

S
teve G

ood
ale

S
Y

S
T

E
M

S
 D

E
S

IG
N

D
an

iel B
ryn

er
A

lex V
au

gh
an

Joh
n

 H
sia

C
asey H

oltz
Joe Q

u
ad

ara
Jason

 W
eesn

er

P
U

Z
Z

LE
 T

E
A

M

L
E

A
D

 T
E

C
H

N
IC

A
L
 D

E
S

IG
N

M
att R

ob
erts

T
E

C
H

N
IC

A
L
 D

E
S

IG
N

W
illiam

 G
ah

r

L
E

A
D

 O
B

JE
C

T
 A

R
T

IS
T

G
arin

 M
azaik

a

O
B

JE
C

T
 A

R
T

D
avid

 G
u
stlin

S
h
ao W

ei Liu
M

arc S
en

ten
ey

Tai Tan
g

Jesse W
arren

Jam
es Y

am
aok

a

P
R

O
D

U
C

T
IO

N
 T

E
A

M

P
R

O
D

U
C

E
R

S
D

an
 A

tk
in

s
A

rn
ab

 B
asu

K
ari H

attn
er

R
an

d
y H

au
ser

Ju
li Logem

an
n

A
d
am

 P
h
illip

s
E

lio R
u
tiglian

o
B

en
n

y V
en

tu
ra

S
an

 V
u
on

g

P
R

O
G

R
A

M
M

IN
G

 T
E

A
M

L
E

A
D

 C
O

M
B

A
T

 
P

R
O

G
R

A
M

M
E

R
M

ark
 B

otta

L
E

A
D

 P
L
A

Y
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ct su
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pport.eidosinteractive.com
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.eidosinteractive.com
) or (650) 421-7670. O
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r C
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ent of a R

ecording M
ediu

m
 or

M
anu
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ent m
ay not be covered u

nder the
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er Services
D

epartm
ent personnel can help you

 determ
ine if
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ent is necessary and covered u
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In the event the R
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 or M
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bject to the foregoing
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/M

anu
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u
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er Service

D
epartm
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M
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# you
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m
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to Eidos C

u
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w
arranty replacem

ent:
Eidos, Inc.

R
M

A
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r au
thorization nu

m
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T
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ediu
m

 (i.e., disc/cartridge) on w
hich an Eidos gam

e
softw

are produ
ct is recorded (“G

am
e D

isc”) is w
arranted to

the original pu
rchaser of the produ

ct to be free from
 defects

in m
aterials and w

orkm
anship for a period of ninety (90)

days from
 the original date of pu

rchase. If the G
am

e D
isc is

fou
nd to be defective in m

aterials and w
orkm

anship w
ithin

90 days from
 the date of pu

rchase, Eidos agrees to replace
the G

am
e D

isc to the original pu
rchaser thereof, free of

charge, u
pon receipt of the G

am
e D

isc and requ
ired proof 

of pu
rchase. T

he foregoing replacem
ent rem

edy is the sole
and exclu

sive rem
edy for breach of the foregoing lim

ited
w

arranty, and Eidos shall have no obligation to provide su
ch

rem
edy (i.e., free G

am
e D

isc replacem
ent) w

ith respect to 
(i) any recording m

ediu
m

 dam
aged by abu

se, m
istreatm

ent
or neglect (e.g., cracks, scratches, dam

age from
 application

of chem
icals), (ii) any defect arising after ninety (90) days

from
 the original date of pu

rchase of the corresponding
produ

ct or (iii) in instances w
here the original pu

rchaser
cannot produ

ce a copy of the original sales receipt dated 
no earlier than 90 days preceding the date of retu

rn.

T
his lim

ited w
arranty is in lieu

 of all other w
arranties,

w
hether oral or w

ritten, express or im
plied, inclu

ding,
w

ithou
t lim

itation, any w
arranty of m

erchantability 
or fitness for a particu

lar pu
rpose, and no other

representation of any natu
re shall be binding on or obligate

Eidos.
If any su

ch w
arranties are incapable of exclu

sion,
then su

ch w
arranties applicable to an Eidos softw

are
produ

ct are lim
ited to the 90-day period described above.

In no event w
ill Eidos be liable for any special, incidental 

or consequ
ential dam

ages resu
lting from

 possession, u
se or

m
alfu

nction of an Eidos softw
are produ

ct, inclu
ding dam

age
to property, and to the extent perm

itted by law
, dam

ages 
for personal inju

ry, even w
hen Eidos has been advised 

of the possibility of su
ch dam

ages.
Som

e ju
risdictions do

not allow
 lim

itation as to how
 long an im

plied w
arranty

lasts and/or exclu
sions or lim

itation of incidental or
consequ

ential dam
ages so the above lim

itation and/or
exclu

sion of liability m
ay not apply to you

. In su
ch

ju
risdictions, Eidos’ liability shall be lim

ited to the fu
llest

extent perm
itted by law

.
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