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About Photosensitive Seizures

A very small percentage of people may experience a seizure when exposed to cerfain
visual images, including flashing lights or patterns that may appear in video games. Even
people who have no history of seizures or epilepsy may have an undiagnosed condition
that can cause these "photosensitive epileptic seizures" while watching video games.

These seizures may have a variety of symptoms including: lightheadedness, altered
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion,
or momentary loss of awareness. Seizures may also cause loss of consciousness or
convulsions that can lead to injury from falling down or striking nearby objects.

Immediately stop playing and consult a doctor if you experience any of these
symptoms. Parents should watch for or ask their children about the above symptoms—
children and teenagers are more likely than adults to experience these seizures.

The risk of photosensitive epileptic seizures may be reduced by:

« sitting farther from the television screen,

« using a smaller television screen,

= playing in a well-lit room, and

= not playing when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor
before playing. |

Avoid Damage to Your Television

Do not use with certain televisions. Some televisions, especially front- or rear-
projection types, can be damaged if any video games, including Xbox games, are played
on them. Static images presented during the normal course of game play may “burn in" ta |
the screen, causing a permanent shadow of the static image to appear at all times, even
when video games are not being played. Similar damage may occur from static images
created when placing a video game on hold or pause. Consult your television owner's
manual to determine if video games can be safely played on your set. If you are unable to
find this information in the owner's manual, contact your television dealer or the
manufacturer to determine if video games can be played on your set. l

Other Important Health and Safety Information |
The Xbox video game system documentation contains important safety and health |
information that you should read and understand before using this software. 1

Unauthorised copying, reverse engineering, transmission, public performance, rental, ,'
pay for play, or circumvention of copy protection
is strictly prohibited.
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INFROEDUCHI®N

You are a maripe, one of Earth's toughest, hardened in
combat and trained for action. Shortly after you report
for duty at the Unijon Aerospace Corporation’s Mars research
facility, a massive demonic invasion overwhelms the base,
leaving chaos, horror and uncertainty in its wake. As one
of only a few survivors, you must use overwhelmiﬂk
firepower and all of your combat skill to battle through;f
the demon hordes, find out what went wrong and prevent theé .
evil from spreading. Only you stand between Hell and Ear*'. %
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After starting DOOM 3] press the  button tbr£¢cess the
main menu. Here vyou can choose between Single or

Multiplayer modes, or change your game settings. !

Campaign — Choose this to begin or continué a Sﬁmg?e Player
game. If starting a New Game, choose wyour difficulty
level from one of the options available. Nightmare| mode
must be unlocked by completing +the game: in another
difficulty level. . . :

* New Game — Select difficulty and staft a new géme,

« Load Game — To load a saved game, highlight the name
of the saved game from the 1ist and press the
@ button.

Multiplayer — Join or host a game on Xbox Live or
System Link.

» Xbox Live — Connect via the Internet to play DOOM 37
on Xxbox Live.

» System Link — Connect Xbox consoles locally using an
Xbox System Link Cable or via your LAN. Up to four
players can jein.
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Settings — Configure game and system settingsu These settingéf
are global and apply to both Single and Multiplayer. |

» Thumbsticks — Choose one of four thumbstick
configurations that affect looking and movement. You
can also invert your look direction from this menu.

*» Buttons — Choose one of 3 configurations for
button controls.

* D-Pad — Customise your D-Pad for easy weapon access by
choosing a direction on the D-Pad, pressing the €@
button, then choosing the weapon you want to access and
pressing the ) button.

= Game — Configure your game options:

>> Crouch — Set to Hold if you want to hold the button,
Set to toggle if you want to have it turn on and off
with the press of the button.

>>H Sensitivity - Choose how fast you want the
crosshair to move from side to side.

>>V Sensitivity — Choose how fast you want the
crosshair to move from top to bottom.

>> Auto Switch — If this 1is set to Yes, you'll
immediately switch to the next new weapon you pick
up.

>> Auto Reload — If this is set to Yes, the next pull
of the trigger will reload the weapon if ammo is
available.

>> Aim Assist — If this is set to Yes, you'll get a
little help targeting monsters. This setting does
not affect your aim 1in Competitive Multiplayer
matches.

>

v

Look Acceleration — Depressing the sprint button in
combination with a look direction speeds up your
turning speed.
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*« System — Adjust wvideo, wvibration and head-
phone settings.

GAME CON+ROLS

>> Contrast — You can change the screen contrast with
this setting.

>> Brightness — You can change the screen brightness

Expansion slot A Expansion slot B
with this setting. i
>> Vibration — If this is set to Yes, the controller ==
will actively use vibration feedback. — |

>> Headphones — If this is set to Yes, the sound

playback will be balanced for headphone use. Right trigger L Left trigger

Y button

Left thumbstick XBuron

Bmpetic B button

BACK button Abutton
START button

Black button
White button

Directional pad Right thumbstick

Q — Jump s — Quick Weapon 5elect
@ — Next Weapon

© - Previous Weapon B trigger — Fire/Activate
9 — Reload trigger — Sprint

Door™ LORE — | _
The originef Doow" s redesced O~ (993 yia Fhanewmne,
by an id Seprwane, (oan'Sw\ & 10 employees. [t Ihan )
Mo ne S the mork well i PC QA Sh o fimg

button — Pause Menu Black button — PDA (the game

Ut tonER A lckeave pauses when the PDA is up)

White button — Flashlight

thumbstick — Look/Aim
Click @ thumbstick — Zoom

Click @® thumbstick — Crouch

&8 00

thumbstick — Move Player

NOTE: Controller configuration options
are available in the Settings menu.
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GAME DISPLAY

1)
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3)
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PDA/Video Disk Indicator — When you pick up a new PDA
or video disk, these icons appear. Press the Black
button to view your PDA and examine the new information.

Armour — Displays how much armour you have on. The
maximum is 125. When you're shot or damaged, some of
the impact is absorbed by the armour you wear. When
armour is over 100 in Multiplayer, it slowly reduces
itself to 160.

Health — The amount of damage you can take. You are
completely healthy when the number reads 168. As
you're shot or injured, this number decreases. If the
number reaches 0, you wWill die and the demons will
feast on your lifeless body. Picking up health packs
or using health stations increases your health.
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4)

5)

6)

7

8)

9)

Stamina — The orange bar indicates how much stamina you
have left. As you sprint, your stamina decreases. If
your stamina is completely depleted, you will not be
able to sprint. When you stop sprinting, your stamina
slowly replenishes. There is no stamina in Multiplayer.

Area Name — As you walk through the UAC facility on
Mars, this indicates your location.

Clip Ammunition — The amount of ammunition in your
current weapon. Reload (€ button) to fill it from your
reserve ammunition. This indicator is either on the
weapon, or in the lower-right corner of the screen (as
depicted here).

Reserve Ammunition — The amount of additional ammo
you're carrying for the selected weapon. Reloading
depletes this reserve. This indicator is either on the
weapon, or in the lower-right corner of the screen (as
depicted here).

Weapons Carried — The blue dots indicate which weapons
you're carrying. When your clip and reserve ammo is
fully depleted, the corresponding dot turns red. An
empty space means you have not acquired that weapon yet.

Crosshair/Cursor — Your crosshair generally assists in
aiming. However, as you approach other UAC personnel,
your weapon lowers and your crosshair indicates that
you can talk to the person. Their name appears next to
the crosshair. When you approach a computer panel or
other graphical interface, your weapon lowers and your
crosshair becomes a pointer you can use to interact
with the information on-screen.
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Navigate the tabs on the bottom of the screen by pressing

UNDERS+ANDING 4= or = on the D-Pad.

Y®UR PDA

This crucial piece of hardware is issued to you upon your
arrival in Mars City. It contains your security clearance
(some locks require a scan of your PDA), your mission
objectives and access to the data contained in other PDAs
you find. When you find or are given another person's PDA,
their information and security clearance is automatically
downloaded to your PDA. You can read e-mails and play audio
and video logs created by other UAC personnel to find
critical or useful information about your surroundings
and your mission. To access your PDA, press the Black
button (the game will pause when the PFDA is up).

Your PDA is often your most valuable piece of equipment.
Refer to it often and keep an eye open for the PDAs of
other UAC employees.

* Your PDA displays -your current mission, available
weapons and any inventory items you're carrying.

User Data: Your personal PDA information 1is always
located at the top of the PDA Files list. When you pick
up or are given a PDA from another UAC employee, their
information and security clearance are downloaded
directly to your PDA. Select Personal from the list by
pressing € or & on the D-Pad, then press the @
button to read e-mails or review audio and video logs.
You will now be able to scroll through the available
e-mails, video disks and/or audio logs by pressing %

* Read evmails and listen to auﬂq; logs to retrieve
security codes and other valuable information about
the facility. £ R

= Video disks provide important  information and tips
épout compbat, weapons ‘and’ the UAC environment.
; 32 Tyle
» Your PDA includes an embedded. security clearance
and .is bf;en us€d #s a kéy to unlock doors and
secured area{/ - §

-

- o or § on the D-Pad. Access the item by highlighting it
To enter and exit the PDA, press the Black button (by then pressing the @) button. Back out to the previous

dgfa 1t), ! | 2 screen by pressing the @ button.
// A =i y >> PDA Files — Select Personal from the 1list by
. - T = pressing £ or # on the D-Pad. Your data will
> i E £ appear displaying name, current location, rank and
T\? buTS*S oNL, security clearance. To browse the information from
leiﬂﬁﬁ another UAC employee’s PDA, select their name from

A qomi 0\ el the User Data list.
o raol"—*’ \
aqu\
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*+ Dbjectives:

E-mail — Select a name from the list by pressing
4 or § on the D-Pad and then pressing the @
button. You wWwill now be able to scroll through the
available e-mails by using the D-Pad. Read an
e-mail by pressing the @) button. E-mails acquired
from other UAC personnel can contain security
codes, locker codes or other valuable information.
If an e-mail is sent directly to you, it appears
in the \User Data window when Personal is
highlighted.

Video Disks — Select Personal from the 1list by
pressing § or # on the D-Pad then press the @
button to access the video disk player. Press
3 on the D-Pad to highlight a video disk, then
press the ) button to view it. If you find a
video disk or a video is sent to you, it appears
in the User Data when Personal is highlighted.

Audio Logs — Some of the PDAs you find may contain
audio logs. These reports and journals are recorded
into the PDA. Like e-mails, they often contain
important information about your surroundings and
the UAC. Audio logs can be accessed by selecting a
name from the 1list by pressing 4 or § on the
D-Pad and pressing the @) button. Press § on the
D-Pad to highlight an audio log then press the
button to hear it. Audio logs continue to play if
you exit the PDA.

Your primary and secondary objectives

are listed here.

* Inventory:

The weapons you're carrying are listed

here. Select a weapon to learn valuable information
and tips about using it.

Tl L) be cheked
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Combat !

WEAPONS

Soon after arriving in Mars City, you'll be given orders
and issued the standard weapons load-out for a marine at

the UAC facility.

Fists - There's nothing like a little hand-to-hand combat

Flashlight — Power fluctuations and
maintenance issues continue to create
poor lighting at the UAC facility and
flashlights are now required for all
security forces. Also works as a club
in close combat.

Pistol — Standard marine issue
semi-automatic pistol. It's highly
accurate and provides solid stopping
power without expending too much ammo.

Shotgun — The weapon of choice for
close combat. Use sparingly for medium
or long-range targets.

Machine Gun - A high rate of fire, good
accuracy and excellent power makes this
a perfect weapon for medium and long-
range enemies and quick targeting.

A0




Soul Cube - UAC archaeclogists
uncovered an object they've called the
“Soul Cube™ in an early expedition on
Mars. Very little is known about the
object. Deciphered text found nearby
seems to indicate that the Cube grows
stronger every time a “demon” is
killed. After five demons have been

the health of the slaughtered ener‘-,' S

and transfer it to the user.

¢
The UAC develops the most advanced weaponry of the ';u'k\

century. Keep an eye open for additional firearmse
hidden arsenals of secret or experimental weapons.

NOTE: The Soul Cube does not appear
in Cooperative Multiplayer. i

4
Poott * LORE — |
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Killed, the Cube's energy can be®
released to destroy even the most
powerful demons. The *“spuls" gather--"_'

[

IN-GAME MENU

SAVE GAME
i ;e". F‘sewlmss
& EXITGAME

RESTAAT TH E!:!_Ubﬂ ENTLEVEL

e') BACK

E*:J HBOX LIVE MANAGER  ACCEPT .

Press the O button to pause your current game and bring
up the in-game menu to access the following options:

S5ave Game — Save your current game. To save a game without
accessing the menu, press the € button. This quickly
saves your progress and the game will appear as QuickSave
in the load menu.

NOTE: You can only have one QuickSave at a time.

Load Game — To load a saved game, highlight the name of
the saved game from the list and press the €} button.

Settings — Configure game and system settings.

Exit Game — Quit the current game and return to the
Main menu.

[13]




COSPERAFIVE MULEIPLAYER

After successfully saving mankind from the demon horde,
Wage war once again. This time, use some teamwork and
pair up with a friend over Xbox Live or System Link to
battle demons in the brand new cooperative mode made just
for the Xbox.

Hosting a Game

When you progress through a Cooperative match, you
activate checkpoints. When a partner joins you, he or she
Will start at the most recent checkpoint you've activated.

SECURITY DOOR User Interfaces

: As you make your way through the
base, you'll «come across high
security doors that require both you
and your partner to be present.
These doors have a red interface and
read "Dual Authorization Required"
until both of you are nearby. You can activate the doors
only when they turn blue,

NOTE: Dual authorisation panels are
disabled when only one person is playing.

Backpacks
As vyou progress, you'll undoubtedly
stock weapons and ammo to be stored in
your backpack. When you die, you drop
the backpack. When you are teleported
back into battle, hurry to your last
known position and pick up your
backpack. Only your backpack will
pulsate with a glow. If you're
hosting and your partner quits out of
the game, his or her backpack
disappears.

[14]

Inventory and Pick-Ups

In each level, you'll find weapons and ammo strewn around.
Make sure to grab whatever you can find, but remember, your
partner may need items, too. In a few areas, you'll see two
of the same weapon or ammo type—one's for you and the
other's for your partner.

COMPE+I+IVE MULFIPLAYER

Competitive Multiplayer pits up to four battle-hardened
marines against each other in a test of combat skills
and firepower. Compete 1in one of four game modes
including Deathmatch, Team Deathmatch, Last Man Standing
and Tournament.

Deathmatch
An every-marine-for-himself slugfest. If you're the marine
With the most kills when time runs out, you win.

Team Deathmatch
Pair up and compete to be the team with the most kills
before time runs out.

Last Man Standing

Each marine has a limited number of lives. If all others
have fallen and you're the last marine standing, you win.

Tournament

Two marines battle one-on-one while others watch and wait
as spectators. When the battle's over, the Tfirst
spectator 1in line becomes the new opponent while
the loser moves to the end of the spectator line. The
victor remains in the combat arena until defeated by
another marine.

[15]




MAaNAGE nLAY_E{H‘}iéﬁJ HEOXLIVE
nl_‘l.:ElJ'l'.

Take DOOM 3" Beyond the Box

Xbox Live" is a high-speed or broadband Internet gaming
community where you can create a permanent gamer
identity, setup a Friends List with other players, see
when they're online, invite them to play and talk to them
in real-time as you play.

Downloadable DOOM 3" Content

If you are an Xbox Live subscriber, you can download the
very latest content (such as new levels and more) to your
Xbox console.

Connecting
Before you can use Xbox Live, you need to connect your
Xbox console to a high-speed or broadband Internet
connection and sign up for the Xbox Live service. To
determine if Xbox Live is available in your region and for
information about connecting to Xbox Live, see
WwWw.Xxbox.com/connect.

[16]

Xbox Live Manager

Once DOOM 3" is started, an indicator of your Xbox Live
status appears in the top left corner of the screen. If
you're signed in to Xbox Live, an option appears at the
bottom of your screen that allows you to access the Xbox
Live Manager by pressing the €8 button. The Xbox Live
Manager contains the following options:

* Players — This displays players who are either
active or have recently departed from your game
session. Here, you can send or cancel friend
requests, send feedback to Xbox Live or set voice
options for other players. It's empty if you're not
currently in a game.

* Friends — This contains all your Xbox Live friends.
You can check a friend's game status, send voice
messages, set voice options or send game invitations.

* Messages — To quickly check for any voice messages
or friend requests, choose this option.

* Settings — Here, you can choose your voice mask, whether
or not you want to appear online and if you want to hear
communicator chatter through your speakers.

* Statistics — Where do you fall among the DOOM 3" Xbox
Live player community? Players are ranked based on
frags, frag rate and deaths. To cycle through the
various game type standings (or overall ranking),
press the trigger. To cycle through the range of
time periods, press the trigger. Move through the
pages using 4m and = on the D-Pad.

From the main Xbox Live Manager menu, press the € button
to sign out of Xbox Live.

Doom® LORE —
Tim Willits, the [ead deslbjww o DooM?
Stanted Ws Coneor aking waps for the
9 oM omd refeasing Theps OV
Dr-l:l:yfli\iimb{‘ for free - id liked hiy por ks
nd hired him & 4 desigper
[17]
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Xbox Live Frag Limit The player who reaches this score

If you're part of the Xbox Live community, you can join or first wins.

create your own matches over the Internet. Time Limit The player with the highest score after
the set time limit (in minutes) expires,
Wwins. Once the time limit is reached, the
map wWill reload with all players
starting at zero frags. If the game is
tied when the time limit is reached, the
* Optimatch — This search allows you to browse all of game will go into Sudden Death mode.
the available DOOM 3" games. To narrow your search,
specify the game type and/or map, or whether or not
the host is tracking stats. Press the € button to
refresh your list.

* Quick Match — This search brings up the first
available Xbox Live session. You may only specify the
game type you wish to play. To search for another
game, press the € button.

Max Players Set the maximum number of players for
your match. When creating an Xbox Live
match, the game will detect your Internet
connection speed and apply the

« Create Match — Create an Xbox Live session for others recommended number of players. Setting

to join. When creating a match, you can change the player number too high will decrease
several options. Cycle your choices by pressing 4m overall game performance.

or = on the D-Pad. Move through the options by
pressing # or § on the D-Pad. Match Option
descriptions are on page 18.

Private Slots Here you can choose the number of slots to
reserve for players that are on your
Friends List. This is set to @ by default.
System Link — For local Multiplayer action, connect two
Xbox consoles together using an Xbox System Link Cable or
link up multiple Xbox consoles via your LAN.

Stats Tracking This enables Xbox Live tracked stats
in your game. If this 1is on, the
session will be subject to Xbox Live

+ Find Match — This search brings up any available LAN arbitration. This 1is not available for

sessions. To refresh the list, press the €3 button. Cooperative mode.

* Create Match — Create a local session for others on Once you've set the options you want, press the @) button
your LAN to join. When creating a match, you can to accept your settings and create a game.
change several options. Cycle your choices by
pressing 4m or = on the D-Pad. Move through the
options by pressing 4 or # on the D-Pad. See Match
Option descriptions below.

Match Options “There weye over 500

Game Type Select among Deathmatch, Team Deathmatch, Seript ¢o .
fl <
Cooperative, Tourney or Last Man Standing. 4 Writen

2000 [)jzgs o

5 s amd ovey 7
[mage files genenatey 9, ovo

Friendly Fire Available only in Team Deathmatch or 66 Cr{""’ﬁ'\ﬂ al| ’B'ﬁ‘lﬂ

Map Select the map you want to play. P
eesr

Yrephiced intorgaces

Cooperative modes, this option enables or

disables friendly fire between teammates. Eb"“f"m Scra,m , and 0{!5-{
NOTE: Your health will not decrease from F

team damage, but your armour will. 3 -H"I’Dvaﬁm Poop?
(18] 3 [19]




COLLEC+®R’S EDI+I®N EX+RAS

-

-« Ultimate DOOM” & DOOM II®

. o4 In 1993, John Carmack and the id Software team broke new
'-‘. ground by creating the most immersive and intense first-

‘Person action game ever made. The Collector’'s Edition of

:’ 5 DOOM. 3" -includes both ULTIMATE DOOM" and its sequel,
e DOOM . II? For the first time.on Xbox, experience the

,rl" ‘* beginning of the DOOM" legacy firsthand.

' Getting Started

| \ On the DOOM 3" main menu, choose Extras. Cycle through

1 -options with 4 and = on the D-Pad. Move up and down
with € and l' on the D-Pad.

Game Qont rols

Expansion slot A Expansion slot B

Right trigger Left trigger

Y button
X button
B button
A button

Left thumbstick

BACK button
START button
Black button
White button

Directional pad Right thumbstick

[20]

@ — Display Last Message ﬁ trigger — Fire
® or D-Pad = — Next Weapon

@ or D-Pad 4m — Previous Weapon Black button - Zoom Out

trigger — Sprint

Q — Use/Activate White button - Zoom In

© or © button — Pause Menu
@ thumbstick — Look/Aim

@ thumbstick — Move/Strafe
1" — Show Automap

Using Doors, Switches & Elevators
To open most doors and operate switches, stand directly
in front of them and press the €3 button.

NOTE: Some doors have security locks and
require you to have a colour coded security card
or skull key to open them. Other locked doors
are operated by a switch on a nearby wall.
Rather than walking up to the door, you'll need
to operate the switch on those doors.

Picking Up Stuff
To pick up an object, just walk over it. You're smart,
and know if you need to take it.

The Automap
To help you find your way around, you're equipped with
an automap device. By pressing "‘ on the D-Pad, your
normal view is replaced with a top-down map of everything
you've seen so far. The white arrow represents you. You
can zoom in and out by pressing the White or Blac
buttons, respectively. ;

NOTE: You're able to move, turn and fire
while viewing the Automap—but remember,
your enemies are still active as well.
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Completing an Area

At the end of each area there is an exit chamber. Enter
this chamber and press the switch inside to exit the area
and head onward. When you finish an area, the Achievement
Screen tallies your performance. Hidden regions located,
ratio of kills, percentage of treasure found, your
completion time and a par completion time are all
displayed. To continue to the next area, press the
€@ button.

Eternal Life After Death

If you die, you restart the level at the beginning with
a pistol and some bullets. You have no “lives” limit; you
can keep restarting the level as often as you're killed.
The entire level is restarted from scratch, too. Monsters
you killed before are back again, just like you.

NOTE: Jumping is very important while playing
ULTIMATE DOOM™ & DOOM II:* Though there is no jump
button, you can leap from ledges by getting a running
start. Remember to use the trigger to sprint. The
faster you're moving, the further you'll go.

In-Game Menu

You can bring up the menu at any time by pressing the
© or O buttons. Use @ or @ to move the skull
icon up and down. When the skull is adjacent to a

desired selection, press the @) button to activate
that selection.

New Game — If you want to jump into the action. select
this. You'll be asked to set the difficulty level. Each
difficulty level differs in the toughness of the enemies
you'll face.

Load/Save Game — Games can be saved or loaded at any time
during gameplay. To save a game, select Save Game, then
move the skull icon to any empty slot (or one you don't
mind writing over) and press the @) button. This option
is only available if you're currently in a game. To load
a game, simply select the appropriate game from the Load
Game menu and press @) to load it.

Quit Game — This returns you to the
menu screen.

DOOM 37
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“Split-Screen Multiplayer . :

',C,oc?pefative Mode ° y pen

* Cooperative Mode allows players to join forces against the
demons invading Mars and Earth. Up to four EFople can play.

Starting a Game — From the CLASSIC DOOM* menu, choose
either WLTIMATE DOOM"™ or DOOM IIY “then .for the Mode
optidn, choose Cooperative. Then choose the number of
players you want and what area you would like to play.

Deathmatch Mode . e
In Deathmatch, your mission is to kill everything that
moves, including your buddies.

Starting a Game — From the CLASSIC DOOM* menu, choose
either ULTIMATE DOOM™ or DOOM II' then for the Mode
option, choose Deathmatch. Then choose the number of
players you want and what area you would like to play.

Winning — The rules for completing or winning a Deathmatch
game have intentionally been left general. Any player can
exit an area and force all the other players to move to
the next area. Also, there’s no limit to how many kills
are required to win. We decided to leave it up to you.
You know what you like best!

id Software Interviews
Select this option to watch interviews with members of
the id Software team as they talk about the process of
creating one of the scariest games ever made.

G4: Video Game TV “Icons” Feature
Select the G4 Videos option to watch the G4: Video Game
TV “Icons” episode featuring DOOM 3" and get a rare
glimpse behind the scenes at id Software.

Concept Art

Choose this option to see a collection of original
concept sketches and paintings that were created during
the development of DOOM 37
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DOOM 3" Originally Developed by
id Software
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| ®FFICIAL DOo®m 3" MERCHANDISE

If you're looking for official DOOM 3" or id Software
merchandise, check out the id Software web store at:

www.idsoftware.com

Official DOOM 3™ Merchandise

Other Great id Software Titles

THE FLATINUM EDITION

Classic id Software Games
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SOFTWARE LICENSE AGREEMENT

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

LIMITED USE LICENSE. Subject to the terms and provisions
of this Agreement and so long as you fully comply at all
times with this Agreement, Id Software grants you the non-
exclusive, non-transferable, non-assignable, non-
sublicensable, and limited right and license to use one
(1) copy of this Program solely and exclusively for your
personal use. All rights not specifically granted under
this Agreement are reserved by Id Software and Activision.
This Program is licensed, not sold. Your license confers
no title or ownership in this Program and should not be
construed as a sale of any rights in this Program.

OWNERSHIP. All title, ownership rights, and intellectual
property rights in and to this Program, and any and all
copies thereof, (including, but not limited to, any
titles, computer code, themes, plots, 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 Id Software.
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 Id Software's and Activision''s
licensors may protect their rights in the event of any
violation of this Agreement. This Section shall survive
the cancellation or termination of this Agreement.

YOU SHALL NOT, DIRECTLY OR INDIRECTLY:

+ Exploit this Program or any of its parts commercially,
including, but not limited to, use at a cyber cafe,
computer gaming center center, or any other location-
based site. Id Software or Activision, in their sole

[31]




discretion, may offer a separate Site License Agreement
to permit you to make this Program available for
commercial use (see the contact information below):.

« Offer on a “pay per play” basis, 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, such as trademark or copyright
notices, contained on or within the Program.

* Reproduce, copy, publicly display, translate, or
modify this Program;

* Remove, alter, modify, disable, or reduce any of the
anti-piracy measures contained in the Program; or

* Export or re-export this Program or any copy or
adaptation of this Program in violation of any
applicable 1laws or regulations, including, without
limitation, the United States Export Administration Act.

PROHIBITION AGAINST CHEAT PROGRAMS.: Any attempt by you,
either directly or indirectly, to circumvent or bypass
any element of the Program to gain any advantage in
multiplayer play of the Program is a material breach of
this Agreement. It is a material breach of this Agreement
for you, whether directly or indirectly, to create,
develop, copy, reproduce, distribute, or otherwise make
any use of any software program or any modification to
the Program (“Cheat Program”) itself that enables or
allows the wuser thereof to obtain an advantage or
otherwise exploit another Program player or user whemn
playing the Program against other players or users on a
local area network, any other network, or on the
Internet. Hacking into the executable of the Program,
modification of the Program, or any other use of the
Program in connection with the creation, development, or
use of any such unauthorized Cheat Program is a material
breach of this Agreement. Cheat Programs include, but are
not limited to, programs that allow Program players or
users to see through walls or other level geometry;
programs that allow Program players or users to change
their rate of speed outside the allowable 1imits of the
Program; programs that crash either and/or other Program
players, users, PC clients, or network servers; programs
that automatically target other Program players or users
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. b. I " B .
+(c 'MDnly referred to as "aimbots"): that automatically
-S{Hﬂl te Program player or user input for the purpose of
# . gainifig an advantaée over other Program ptayers or users;
* or any other program or modification that functions in a
similar capacity or allows any prohibited conduct.
~
In the event you breach this Section or otherwise breach
this Aggeement, your license and this Agreement shall
termfnate, automatically, immediately, and without notice,
and you shall have no right to play the Program against
other players or make any other use of-the Program.

LIMITED WARRANTY. Activision warrants to the original
consumer purchaser of this computer software product that
the recording medium on which the software Product 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 9@ days of
original purchase, return back to the place of purchase,
with receipt for refund or replacement.

This warranty is 1limited to the recording medium
containing the Program as originally provided by
Activision and is not applicable to normal wear and tear.
This warranty shall not be applicable and shall be void
if the defect has arisen through abuse, mistreatment, or
neglect. Any implied warranties prescribed by statute are
expressly limited to the 9@-day period described above

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

ID SOFTWARE DISCLAIMS ALL WARRANTIES, BOTH EXPRESS AND
IMPLIED, INCLUDING, BUT NOT LIMITED TO, IMPLIED WARRANTIES
OF MERCHANTABILITY, NON-INFRINGEMENT, AND FITNESS FOR A
PARTICULAR PURPOSE. THIS SECTION SHALL SURVIVE THE
CANCELLATION OR TERMINATION OF THIS AGREEMENT.

For all Warranty replacements, please return to the store
of purchase along with your receipt or proof of purchase.
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If you are returning the software product after the 90-
day warranty period, but within one year after the date
of purchase, please contact Activision on 02 9869 0955,
Note: No returns will be issued unless you have contacted
Activision first.

If an Activision representative advises you that your
game is valid for a return, please return the original
software product disc to:

Activision Asia Pacific, Level 5, 51 Rawson St Epp1ng,‘ o

NSW 2121, Australia and include:

1. A Photocopy of your dated sales receipt > o
2. Your name and return address, typed or clearly pr1nt£ =
3. A brief note describing the defect, the problem(s) ¥ e

encountered and the system on which you are running
software product

4. Please include a cheque or money order for AUD
disc replacement (subject to availability).

LIMITATION ON DAMAGES. IN NO ANY EVENT WILL ID S FT“ARE
OR ACTIVISION, OR THEIR RESPECTIVE OFFICERS, LGYEES

DIRECTORS, SHAREHOLDERS, REPRESENTATIVES, AGENTS

LICENSEES (EXCLUDING YOU), SUB-LICENSEES, SUCCESSORS, AND
ASSIGNS SHALL NOT BE LIABLE FOR LOSS OF DATA, LOSS OF
PROFITS, LOST SAVINGS, INDIRECT, PUNITIVE,. SPECIAL,
INCIDENTAL, OR CONSEQUENTIAL DAMAGES ARISING RESULTING
FROM POSSESSION, USE, OR MALFUNCTION OF THE_ PROGRAM,
INCLUDING DAMAGES TO PROPERTY, LOSS QF GOODWILL, COMPUTER
FAILURE OR MALFUNCTION, AND, TO THE' EXTENT PERMITTED BY
LAW, DAMAGES FOR PERSONAL INJURIES, AND/OR,ARISING FROM
ANY ALLEGED CLAIM FOR BREACH OF WARRANTY OR CONTRACT,
NEGLIGENCE, STRICT PRODUCT LIABILITY, @GR OTHER LEGAL
THEORY, EVEN IF ID SOFTWARE, OR ACTIVISION, OR THEIR
RESPECTIVE AGENTS HASVE BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES, OR EVEN IF SUCH DAMAGES ARE FORESEEABLE.
ID SOFTWARE'S AND ACTIVISION'S LIABILITY SHALL NOT EXCEED
THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS
PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS
ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, S50 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. This Section shall survive the cancellatwon
or termination of this Agreement.
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TERMINATION. Without prejudice to any other rights of Id
Software and Activision, this Agreement will terminate
automatically, immediately, and without notice if you
fail to comply with or breach any provision, condition,
or its term of and this Agreement conditions. In such
event, you must destroy all copies of this Program and
all of its component parts in your possession or control.

UNITED STATES 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 United States
Government or an United States Government subcontractor
is subject to the restrictions set forth in subparagraph
(c)(1l)(ii) of the Rights in Technical Data and Computer
Software clauses in DFARS 252.227-7013, or as set forth
in subparagraphs (c)(1) and (2) of the Commercial
Computer Software Restricted Rights clauses at FAR
52.227-19, as applicable. The Contractor/ Manufacturer is
Activision Publishing, Inc., 3100 Ocean Park Boulevard,
Santa Monica, California 90405.

- INJUNCTION. Because Id Software and Activision would be

damaged irreparably if the terms of this Agreement were not
specifically enforced, you agree that Id 5oftware and
Activision shall be entitled, without bond, other security,
or proof of damages, to appropriate equitable remedies,
including an 1injunction, with respect to breaches or
threatened breaches of this Agreement, in addition te such
other remedies as Activision Id Software and Activision may
otherwise may have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold
harmless Id Software and Activision, and their respective
partners, affiliates, contractors, officers, directars,
employees, and agents, harmless from all damages, losses,
and expenses, including, without limitation, attorneys'
fees and expenses, arising, directly or indirectly, from
or relating to your breach of this Agreement and/or your
acts and omissions to act in using the Program product
pursuant to the terms of this Agreement.

MISCELLANEOUS. This Agreement represents the complete
agreement concerning this license between the parties
concerning the subject matter hereof and supersedes all
prior agreements and representations, if any, between
them concerning the subject matter hereof. It may be
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amended only by a writing executed by both parties you,
Id Software, and Activision. If any provision of this
Agreement is held to be unenforceable by a court of
competent jurisdiction 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 Texas law, except as governed by federal
law and you consent to the exclusive jurisdiction of the
state and federal courts in Dallas County, Texas. Failure

by Id Software or Activision to enforce any provision of = §
this Agreement shall not constitute or be construed as a~'

waiver by either of such provision or of their right
enforce such provision. This Agreement shall be construe
in accordance with and governed by the applicable laws,
the State of Texas (but excluding conflicts of 1a .
principles) and applicable United States federal day’
Exclusive venue for all litigation regarding
Agreement shall be in Dallas County, Texas, and yoii
to submit to the jurisdiction of the federal, and af
courts in Dallas County, Texas, for any such litig%tﬂom,

If you have any questions concerning th{é!ﬁiicénsef
Agreement, you may contact Activision at 3100 Ggeanjﬁark
Boulevard, Santa Monica, California 90405, USA, (310)
255-2000, Attn. Business and. Legal  Affairs,
legal@activision.com. frd Y : i

Microsoft, Xbox, Xbox Live, and the Xbox and’ Xbox Live
logos are either registered trademarks or trademarks' of
Microsoft Corporation in the United Statés and/er other
countries and are used under license from Microsoft.

it
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CUST@MmMER SUPPO®RT

TECHNICAL SUPPORT IN AUSTRALIA

In Australia, for Technical Support, Hints and Tips, please call
1902 263 555.

Calls are charged at %$2.48 (inc.GST) per minute.

n NZ for Techpical Support, please call @8@@ 1680 11@.
-REG FOR AUSTRALIAN CUSTOMERS

you want to recefve news on new games and special offers for
tivision customers?

gister On-line at http://ereg.activision.com.au

nplete the registration form & help us keep you informed about
tivision games. You will be notified of upcoming releases & special
fers,

te: Activision Asia-Pacific is committed to safeguarding the
ivacy of information entrusted to it. Accordingly, Activision
mplies with all relevant legislation concerning the collection,
2, security and disclosure of personal information.

Technical Support and Customer Service in areas not listed,
ease contact your local distributeor or Activision via online.
'lease note the online support is available in English only).






