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INTRODUCTION
It's time to get down and dirty in the most intense paintball experience
yet. SPLAT MAGAZINE RENEGADE PAINTBALL offers a hopper-full of ways
to play. Advance through 28 single player challenges. Choose Skirmish
mode to set the game up the way you want. Select Arcade for a paintball
match unlike any you've ever seen - power up and douse the competi-
tion. Finally, choose Multiplayer to test your skills against other human
opponents in the ultimate online SPLAT fest. 

INSTALLATION
Insert the SPLAT MAGAZINE RENEGADE PAINTBALL game CD into your
CD-ROM drive. If Autorun is enabled on your system, simply wait a few
seconds for the Autorun menu to appear. Click the Install button on the
Autorun menu, then follow the on-screen instructions to install the game.

If the Autorun is disabled on your system, you will need to manually
launch the installation of the game. To do this, use Windows Explorer to
view the contents of your CD-ROM drive and double-click on the
"Setup.exe" file. Follow the on-screen prompts to setup the game on your
system.

DIRECT X SETUP
SPLAT MAGAZINE RENEGADE PAINTBALL
requires that you have DirectX 9.0c installed
on your system. If you don't have this
installed on your system, DirectX 9.0c will be
installed at the end of the install process.
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PROFILES 

NEW PROFILE / LOAD
PROFILE
When you start the game for
the first time, you must create a
profile. As you play the game
and win challenges, your
progress is saved to your pro-
file.

Highlight New Profile and
click the Left Mouse button to
continue to the Name Screen.

If you already have a saved profile, select Load Profile then select a profile
from the list to proceed to the Main Menu.

CHARACTER SELECT 
There are 9 paintball personali-
ties to choose from in SPLAT
MAGAZINE RENEGADE PAINT-
BALL. Click the Previous and
Next buttons to scroll through
the available characters. 

The character selected will be
your representative in Career
mode.

Click in the box and then type your player name. When you've entered
your name, click Accept to continue or click Back to return to the Profile
screen.

Note that profile names must be unique (you cannot have two or
more profiles with the same name).
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PLAYING THE GAME
With the SPLAT MAGAZINE RENEGADE PAINTBALL CD inserted into your
CD ROM drive, click the Start button on your Windows taskbar then select
Programs, Global Star Software, Renegade Paintball and finally click the
play icon. To skip opening logos and cinematics simply click the left
mouse button.

DEFAULT GAME CONTROLS
Note: You can change your control layout via the Options menu.

Mouse Aim

Left Mouse Button Fire

W Move Forward

S Move Back

A Strafe Left

D Strafe Right

Shift Hold to Sprint

Spacebar Jump

Ctrl Toggle Crouch

C Dive (stand up) 

R Reload

Z Toggle Zoom

X Toggle 3rd Person View

Q Peek Left

E Peek Right
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IN GAME OVERVIEW

1. MARKER
Marker is a term for “paintball gun”.

Your marker is your best friend… your closest ally in the
harsh world of SPLAT MAGAZINE RENEGADE PAINTBALL.

Left click to fire your marker. You must left click for each
shot. Press the R key to reload your hopper.

There are 10 markers available in the game. They vary not only in look, but
also in accuracy, distance and rate of fire. It will be useful to fire off a few
rounds in a non-combat environment to
get the feel down for each marker.
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MAIN MENU
Once you've created a profile you are taken to the Main Menu. This is the
hub to select all other areas of the game including:

• Career (Single Player)
• Skirmish (Single Player)
• Arcade (Single Player)
• Multiplayer (Internet 

and LAN)
• Level Editor
• Change Profile
• Game Options

The current profile appears under the Game Options button. Move the
mouse cursor to highlight an option then Left click to accept it.

Click the X in the upper right hand corner to Quit the game.

Click the Update button in the lower right hand corner to minimize and
update the game with the latest version if available.

6
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4. Heads Up Display (HUD)
Your Heads Up Display appears in the
upper right corner of the game screen.
The HUD displays game and player
information.

Your Sprint meter is at the top of the
HUD. See SPRINTING (page 12) for
more information.

Game Time is displayed beneath the
Sprint Meter. 

Ammunition is shown as the colored ball
in the center of the HUD. As you fire

shots, the color goes down. When the color is gone you must reload. There is
a number count as well. Your hopper holds a maximum of 99 shots when
filled.

The Game Type icon is shown on the right side of the HUD. See GAME
TYPES (page 10) for more information.

Your current stance is displayed on the left side of the HUD. See STANCES
(page 11) for more information.

The score is located at the bottom of the HUD. Your (team) score is on
the left and the Enemy team score is on the right. Scoring changes
depending upon the Game Type.

GAME TYPE LEFT SCORE RIGHT SCORE
Elimination Number of Your Number of Enemy  

Team Remaining Team Remaining

Deathmatch Number Enemies Number of times   
Eliminated eliminated

Arcade Number Enemies Number of times   
Eliminated eliminated

Center Flag Your team - Flags Enemy Team - Flags 
Returned Returned

Capture the Flag Your Team - Flags Enemy  Team - Flags 
Captured Captured

King of the Hill Your Team Score Enemy Team Score
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2. RADAR
The RADAR shows all players and
objects on the map. 

For Career challenges, Red dots rep-
resent Red team players while Blue
dots represent Blue team players. 

Similarly, Home Bases and flags are
shown in their respective team 
colors.

On center flag missions, the flag is
represented by the team 1 color. 

If playing Arcade or Deathmatch, all players are shown as Red dots.

There are 3 settings for the RADAR:  On, Off and Team. You can change
the settings from the Skirmish and Arcade screens. RADAR ON shows all
players on both teams on the RADAR. RADAR OFF removes the RADAR
completely from the Game Screen. RADAR TEAM shows only your team
members on the RADAR. 

3. CROSSHAIRS
Your crosshairs are shown as a plus sign in the dead center of the screen. 

Most paintball guns have a certain amount of inaccuracy. You will notice
that your shots don’t always go to the dead center of your crosshairs. This
varies with the marker you are using.

As you move or change stance, your crosshairs widen and narrow. The
farther apart your crosshairs are, the less accurate your shots will be. This
simulates inaccuracy attributed to shooting on the run. You are less accu-
rate when moving and standing, and more accurate when crouched,
prone and staying still.
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MOVEMENT
WALKING and RUNNING
Use the W-A-S-D keys to move your character. W and S move forward
and backward. A and D strafes left and right.

STANCES
The name of the game is "don't get hit" and you want to
make it as difficult as possible for the enemy to get a bead
on you. Changing your stance is crucial to winning match-
es in that you must adjust to the cover points around you.
In general, staying low makes you harder to hit.

If standing or crawling, press the Ctrl key to move into a
crouch. Press Ctrl again to return to a standing stance.

If standing or crouched, press the C key to dive. This puts you in a prone
position. While you cannot dive over objects, this is a quick way to get
down and take cover, not to mention a great way to
sneak around the field. Press the C key again
to return to a standing
stance.

Note that you cannot fire your marker while crawling. You must
stop moving while in a prone position in order to shoot.

STANCE and MOVEMENT SPEED
Your stance has an effect on your maximum speed. You move faster when
standing than crouched. And you move faster crouched than when prone.  

PEEKING
Press the Q and E keys to peek left and right from behind cover.
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GAME TYPES
There are 8 game types in SPLAT MAGAZINE RENEGADE PAINTBALL. 

WALK THE FIELD
Walk The Field is not so much a game type as it is a way for
you to explore a field to learn its nuances. There are no ene-
mies present. It is strictly for practice.

TEAM ELIMINATION
Your team must eliminate all players on the opposing team
before they eliminate you. The round is over when all mem-
bers of a team are eliminated. During a round, if you are
eliminated, you will teleport into another player on your
team. If all other players are out, you lose the round. 

CENTER FLAG
There is 1 flag in the center of the field. Your team must snag
that flag and return it to your base to score. If the flag-carrier is
tagged out, he drops the flag. If playing Center Flag Push,
you must get the flag to your opponent's base to score.

CAPTURE THE FLAG
You must infiltrate the enemy's home base, grab their flag
and then get it back to your home base. Your flag must be
at your home base in order to score. That means if both
flags are stolen, you must eliminate the enemy flag-carrier
and then return your flag before you can score.

KING OF THE HILL
In the center of the map is a yellow barrier. In order to
score, your team must occupy this area. As you remain in
the area, you gain points. The winning team will have the
most points when time runs out. 

DEATHMATCH
Deathmatch is a hard core way of saying “every man for
himself.” Before you get all teary-eyed… no one really dies.

ARCADE
Forget reality with this exclusive FANTASY ARCADE mode.
Arcade is strictly Deathmatch, with the added bonus of 8
super-powered pick ups to unleash some paintball pandemoni-
um. Hey, it's RENEGADE Paintball for a reason.10
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FIRING
Left click to fire your marker. You must left click each time you want to fire
your marker. The faster you click, the faster you will fire, however, this is
limited by the marker's Shots per Second (see below).

MARKERS
Below is a list of the markers and their ratings for Shots Per Second,
Accuracy and Shot Distance. Accuracy and Shot Distance are assigned rat-
ings on a 10 point scale, 10 being the best.  

NAME SHOTS PER SECOND ACCURACY SHOT DISTANCE
OL' FAITHFUL 3 7 4
GRUNT 5 3 4
ZERO-G 4 6 4
CLARABELLE 5 8 6
PRIME-R 7 4 6
FRENCHMAN 6 7 6
BONSAI 7 9 9
PSI-NYDE 9 5 9
CUDA 8 8 9
SWEETNESS 12 10 10

FOCUS
Press the Z key to toggle between regular view and focused view. Focus
view zooms in a little to focus on distant opponents. The downside to
Focus is that your aim speed decreases. Don't get caught focusing on dis-
tant enemies when there's a more immediate threat. You will not be able
to react fast enough.

AMMUNITION
Your hopper can only hold 99 shots. In many cases this is more than
enough, especially for slower firing markers. However, when you've got
upgraded markers you'll have an itchier trigger finger. Press the R key to
reload your hopper. Be careful not to run out of ammo in the middle of a
firefight.
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SPRINTING                                
Press and hold the Shift key while moving for-
ward/back/left/right to sprint in that direction.

As you sprint, your Sprint Meter decreases and it changes from Blue to Red. Once
exhausted, you must release the sprint button in order to recharge. You cannot
sprint again until your sprint meter is at least 10% full. Your sprint meter changes
from Blue to Red.

You cannot sprint while prone, however, you may sprint when crouched.

Note that when you sprint from a crouched position, you will automatically stand
up to run. When you stop sprinting you will remain in a standing stance until you
select another stance.

AIMING 
Move the mouse to aim. 

FIRST PERSON and THIRD PERSON

Press the X key to switch between First and Third Person views. Third per-
son is useful for getting a better look at your surroundings and where
enemy fire is coming from.

12
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If you beat a challenge you have the option to move to the next chal-
lenge or repeat the challenge you've just won. 

Note that if you then lose that challenge after already beating it,
the next challenge will still be unlocked. 

If you lose a challenge you may either play the challenge again or return
to the Career menu.

CAREER MODE CHALLENGES
1. Arena - Elimination 15. Trenches - Center Flag
2. The Hill - King of the Hill 16. Ridge - Elimination
3. Bunker - CTF 17. Woodland - Elimination
4. Town - Elimination 18. Trenches - Elimination
5. Arena - CTF 19. Bunker - Center Flag
6. The Hill - Elimination 20. Industrial - Elimination 
7. Bunker - Elimination 21. Stadium LG - CTF
8. City - CTF 22. Woodland - CTF
9. Ridge - Center Flag 23. Stadium SM - Elimination
10. Stadium LG - Elimination 24. Ridge - CTF
11. Trenches - CTF 25. Industrial - Center Flag
12. Castle - King of the Hill 26. Wild West - Elimination
13. Town - CTF 27. Castle - Elimination
14. City - Elimination 28. Wild West - Center Flag

SM = Small       LG = Large       CTF = Capture the Flag

15

CAREER MODE

Career mode is broken into
28 challenges. Sometimes,
you'll be out-numbered.
Other times, the opposing
team will have higher-end
markers than you. You
know… just to keep you
on your toes. 

A description of the environment appears under the challenge title. Level
status, stats and your cumulative career score appear in the center of the
level screenshot. If a challenge has yet to be beaten, the word "LOCKED"
appears over the level screenshot. 

PLAYING THE CHALLENGE
Click Change Difficulty to select Easy, Normal or Pro difficulties. Difficulty
determines how accurate the AI is. 

Click Start to begin the challenge.

After the challenge loads, you will receive a voice description of the cur-
rent challenge as well as a fly by of the environment. Click the mouse but-
ton to skip the fly by.

14
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ARCADE MODE
Arcade mode offers a fantasy alterna-
tive to fieldball and speedball. Rules
are essentially thrown out the win-
dow. Arcade matches are strictly
Deathmatches.

UPGRADING MARKERS
Each player starts with the lowest marker in the game, however, there are
better markers placed throughout each level. Run through a weapon to
pick it up. Once collected, the new marker stays with you until you are
either tagged out or collect a different marker.

POWER UPS
Arcade mode includes several Power Ups that enhance your abilities in game.
Simply run through a Power Up to collect it. Once collected, the Power Up disap-
pears from its base. It will eventually respawn. Power Ups only last for a limited
amount of time, so be sure to take full advantage of them before time runs out.

Note that Arcade mode is included as a Game Type when hosting
Multiplayer games.

SUPER SPEED

Super Speed gives you all of the benefits of sprint (and then
some) without depleting your Sprint Meter. You will be
much harder to hit. Note that you must be standing to take
advantage of Super Speed.

SUPER JUMP
This comes in handy in a few different ways. Collect the
Super Jump to access other Power Ups or use it to avoid
enemy fire. And why use the stairs, when you can jump to
the second story?
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SKIRMISH MODE
In Skirmish mode you decide how to set up the game. Click the arrows to the
left and right of an option or environment to change them. Options include:

1. Select Game Environment
2. Choose Game Type
3. Change RADAR settings
4. Choose sides
5. Change Team Sizes
6. Choose Team Colors
7. Change Time/Frag limits
8. Turn Friendly Fire On/Off
9. Set number of Rounds

Click Custom Maps to play a match on a field you created. Click Customize
Guns to change the default marker that each player will have, as well as col-
ors and hopper styles.
Click Advanced Options to set Bot Skill (for single player games)
Click Start to begin the match.

MULTIPLAYER MODE
Click Multiplayer to play against other human opponents via Internet and
LAN. Click Internet or LAN to see the game list. Click on a game to join
hit. Click the Host Game button to create your own game. Hosting a
game is just like setting up a Skirmish match, however, Arcade mode is
included as a Game Type.

GAME OPTIONS
Select Game Options to change various game and control settings.

Select Video Options to change your resolution and select various
graphic settings. If the game seems to play choppy, select a lower resolution
and lower graphic settings. Also be sure to de-select the Anti-Aliasing option.

Select Sound Options to change Music, Effects and Voice volumes.

Select Control Options to change Mouse sensitivity, remap control keys
and Invert Look.

16

Paintball_PC_manual.qxp  9/23/2005  2:40 PM  Page 16



CREDITS
Developed by CAT DADDY GAMES

Producer Sound Design and Music

HARLEY HOWE KYLE "THE GRAVELATOR" BLONDIN

Development Additional Axe Thrashing

PATRICK WILKINSON LOUIS "ESQUIRE" MOLITCH

CJ CLARK 

KEVIN STEFFA Voiceovers

RYAN WELLMAN ROB SWARTZ

JERRY BRUMMELL JOSH MAHLER

JOHN "R3Y" TAING KINAH LEIGHTON

PETER "JIAWEI" LIANG

Special Thanks to:

Art CARRIE WILKINSON

JESSE DUNAGAN SHERI HEADDY

STEFAN SCHWARTZ SEAFTH HOWE

DIDZIS "SHARPSHOOTER" BEITLERS DUSTIN WILKINSON

KYLE WILSON ANDREW WILKINSON

MIKE "BALLER" SARFF JAIME WILKINSON

ANDREW MCINTOSH EASTON HOWE

FAN YANG MAVERICK WILKINSON

ELI WOLFF QUINN CONGROVE

DAN KIRCHER MICHELLE S. AT

MAC CONGROVE SPLAT ATTACK PAINTBALL SUPPLIES

HARLEY HOWE 

19

INVINCIBILITY

For a brief time you will be unaffected by enemy fire. Show
no mercy, but make sure you're invincible before you go all
out.

RICOCHET
Your paintballs will bounce off of walls, objects and the
ground. The angle of the ricochet depends on the angle
you shoot an object. 

SNIPER 
All shots will be dead center. However, keep in mind, gravi-
ty still affects your shots, so they will still arc downward.

RAPID FIRE
Fire at will! Your marker becomes a machine gun. Just hold
the trigger in and let loose a barrage of paintballs. Also, you
do not need to reload.

CANNON BALL
Your paintballs are super-sized making it easier to hit oppo-
nents. And when you score a hit, your opponent is literally
doused in paint. 

GHOST
Your opponents cannot hit what they cannot see. Ghost
gives you invisibility for a very brief time. This is great for
getting up close to an opponent. 

It is possible to collect more than one Power Up at a time. Sometimes you
first need to collect a Super Jump in order to reach other Power Ups.
Ricochet + Cannon Ball + Rapid Fire makes for a killer combo.
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TECH SUPPORT
If you have a technical problem concerning the operation of our 
software, please contact us via e-mail at the following address:

tech@globalstarsoftware.com
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(c) Customized Game Materials must be distributed solely for free; provided, that you may contact LICENSOR for a license to commercially
exploit the Customized Game Materials which LICENSOR may grant or deny in its sole discretion;
(d) Customized Game Materials shall not contain modifications to any other executable files;
(e) Customized Game Materials must be used alone and can be created if the Customized Game Materials will be used exclusively in com-
bination with the commercially released retail version of the Software.  
(f) Customized Game Materials cannot contain libelous, defamatory or other illegal material, material that is scandalous or invades the
rights of privacy or publicity of any third party, or contain any trademarks, copyright-protected work or other property of third parties (without a valid license);
and
(g) All Customized Game Materials must contain the proper credits to the authors of the Customized Game Materials and must indicate that
LICENSOR is not the author of the Customized Game Materials with additional language that "THIS MATERIAL IS NOT MADE, GUARANTEED OR SUP-
PORTED BY THE PUBLISHER OF THE SOFTWARE OR ITS AFFILIATES."
LIMITED WARRANTY:  LICENSOR warrants to you (if you are the initial and original purchaser of the Software) that the original storage medium holding
the Software is free from defects in material and workmanship under normal use and service for 90 days from the date of purchase.  If for any reason you
find a defect in the storage medium during the warranty period, LICENSOR agrees to replace, free of charge, any Software discovered to be defective with-
in the warranty period as long as the Software is currently being manufactured by LICENSOR.  If the Software is no longer available, LICENSOR retains
the right to substitute a similar program of equal or greater value.  This warranty is limited to the storage medium containing the Software as originally pro-
vided by LICENSOR 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 90-day period described above. 
Except as set forth above, this warranty is in lieu of all other warranties, whether oral or written, express or implied, including any other warranty of mer-
chantability, fitness for a particular purpose or non-infringement, and no other representations or warranties of any kind shall be binding on LICENSOR. 
When returning the Software subject to the limited warranty above, please send the original Software only to the LICENSOR address specified below and
include: your name and return address; a photocopy of your dated sales receipt; and a brief note describing the defect and the system on which you are
running the Software.
in no event will Licensor be liable for special, incidental or consequential damages resulting from possession, use or malfunction of the Software, including
damages to property, loss of goodwill, computer failure or malfunction and, to the extent permitted by law, damages for personal injuries, even if Licensor
has been advised of the possibility of such damages.  LICENSOR's liability shall not exceed the actual price paid for use OF THE Software.  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, so
the above limitations and/or exclusion or limitation of liability may not apply to you.  This warranty gives you specific legal rights, and you may have other
RIGHTS THAT vary from jurisdiction to jurisdiction.
TERMINATION: This Agreement will terminate automatically if you fail to comply with its terms and conditions.  In such event, you must destroy all copies
of the Software and all of its component parts.  You can also end this Agreement by destroying the Software and all copies and reproductions of the
Software and deleting and permanently purging the Software from any client server or computer on which it has been installed.
U.S. GOVERNMENT RESTRUICTED RIGHTS:  The Software and documentation have been developed entirely at private expense and are provided as
"Commercial Computer Software" or "restricted computer software."  Use, duplication or disclosure by the U.S. Government or a U.S. Government subcon-
tractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Date and Computer Software clauses in DFARS 252.227-
7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable.  The
Contractor/ Manufacturer is the LICENSOR at the location listed below.
Equitable Remedies. YOU HEREBY AGREE THAT IF THE TERMS OF THIS AGREEMENT ARE NOT SPECIFICALLY ENFORCED, LICENSOR WILL BE
IRREPARABLY DAMAGED, AND THEREFORE YOU AGREE THAT LICENSOR SHALL BE ENTITLED, WITHOUT BOND, OTHER SECURITY, PROOF
OF DAMAGES, TO APPROPRIATE EQUITABLE REMEDIES WITH RESPECT ANY OF THIS AGREEMENT, IN ADDITION TO ANY OTHER AVAILABLE
REMEDIES.
INDEMNITY:  You agree to indemnify, defend and hold LICENSOR, its partners, licensors, affiliates, contractors, officers, directors, employees and agents
harmless from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Software pursuant to the
terms of the Agreement.
MISCELLANEOUS:  This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agreements
and representations between them.  It may be amended only by a writing executed by both parties.  If any provision of this Agreement is held to be unen-
forceable 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 New York law as such law is applied to agreements between New York resi-
dents entered into and to be performed within New York, except as governed by federal law and you consent to the exclusive jurisdiction of the sate and
federal courts in New York, New York.
If you have any questions concerning this license, you may contact in writing Take-Two Interactive Software, Inc.  622 Broadway, New york, ny 10012.
© 2005 Global Star Software, Inc. Renegade Paintball, the Renegade Paintball logo, Global Star Software , the Global Star Software logo and the A Take2
Company logo are trademarks and/or registered trademarks of Take-Two Interactive Software, Inc. Cat Daddy Games and the Cat Daddy Games logo are
trademarks of Cat Daddy Games, LLC. Splat Magazine is a trademark of Iron Man Magazine, used by Global Star Software under license from Iron Man
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LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT
YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT (THE "AGREEMENT") AND
THE TERMS SET FORTH BELOW.  THE "SOFTWARE" INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING
MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS OR DOCUMENTATION, AND ANY AND ALL COPIES OF
SUCH SOFTWARE AND ITS MATERIALS.  BY OPENING THE SOFTWARE, INSTALLING, AND/OR USING THE SOFTWARE AND ANY OTHER MATE-
RIALS INCLUDED WITH THE SOFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS LICENSE WITH GLOBAL STAR SOFTWARE, INC. ("LICEN-
SOR").
LICENSE.  Subject to this Agreement and its terms and conditions, LICENSOR hereby grants you the non-exclusive, non-transferable, limited right and
license to use one copy of the Software for your personal use on a single console.  The Software is being licensed to you and you hereby acknowledge
that no title or ownership in the Software is being transferred or assigned and this Agreement should not be construed as a sale of any rights in the
Software.  All rights not specifically granted under this Agreement are reserved by LICENSOR and, as applicable, its licensors. 
OWNERSHIP.  LICENSOR RETAINS ALL RIGHT, TITLE AND INTEREST TO THIS SOFTWARE, INCLUDING, BUT NOT LIMITED TO, ALL COPY-
RIGHTS, TRADEMARKS, TRADE SECRETS, TRADE NAMES, PROPRIETARY RIGHTS, PATENTS, TITLES, COMPUTER CODES, AUDIOVISUAL
EFFECTS, THEMES, CHARACTERS, CHARACTER NAMES, STORIES, DIALOG, SETTINGS, ARTWORK, SOUNDS EFFECTS, MUSICAL WORKS,
AND MORAL RIGHTS.  THE SOFTWARE IS PROTECTED BY UNITED STATES COPYRIGHT LAW AND APPLICABLE COPYRIGHT LAWS AND
TREATIES THROUGHOUT THE WORLD.  THE SOFTWARE MAY NOT BE COPIED, REPRODUCED OR DISTRIBUTED IN ANY MANNER OR MEDIUM,
IN WHOLE OR IN PART, WITHOUT PRIOR WRITTEN CONSENT FROM LICENSOR. ANY PERSONS COPYING, REPRODUCING OR DISTRIBUTING
ALL OR ANY PORTION OF THE SOFTWARE IN ANY MANNER OR MEDIUM, WILL BE WILLFULLY VIOLATING THE COPYRIGHT LAWS AND MAY BE
SUBJECT TO CIVIL AND CRIMINAL PENALTIES.  BE ADVISED THAT COPYRIGHT VIOLATIONS ARE SUBJECT TO PENALTIES OF UP TO $100,000
PER VIOLATION.  THE SOFTWARE CONTAINS CERTAIN LICENSED MATERIALS AND LICENSOR'S LICENSORS MAY PROTECT THEIR RIGHTS IN
THE EVENT OF ANY VIOLATION OF THIS AGREEMENT.  
LICENSE CONDITIONS
You agree not to:
(a) Commercially exploit the Software;
(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies of this Software, without the express prior
written consent of LICENSOR;
(c) Make copies of the Software or any part thereof;
(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the Software (or permit others to do same)
on a network, for on-line use, or on more than one console at the same time;
(e) Copy the Software onto a hard drive or other storage device and must run the Software from the included CD-ROM or DVD-ROM
(although the Software may automatically copy a portion of itself onto your console during installation in order to run more efficiently);
(f) use or copy the Software at a computer gaming center or any other location-based site; provided, that LICENSOR may offer you a sep-
arate site license agreement to make the Software available for commercial use;.
(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in part;
(h) Remove or modify any proprietary notices or labels contained on or within the Software; and
(i) transport, export or re-export (directly or indirectly) into any country forbidden to receive such Software by any U.S. export laws or
accompanying regulations or otherwise violate such laws or regulations, that may be amended from time to time.
THE SOFTWARE UTILITIES.  
The Software may contain a level editor or other similar type tools, assets and other materials (the "Software Utilities") that permit you to construct or cus-
tomize new game levels and other related game materials for personal use in connection with the Software ("Customized Game Materials").  In the event
the Software contains such Software Utilities, the use of the Software Utilities is subject to the following additional terms, conditions and restrictions:

(a) All Customized Game Materials created by you are exclusively owned by LICENSOR and/or its licensors (as the case may be) and you
hereby transfer, assign and convey to LICENSOR all right, title and interest in and to the Customized Game Materials and LICENSOR and its permitted
licensors may use any Customized Game Materials made publicly available to you for any purpose whatsoever, including but not limited to for purposes of
advertising and promoting the Software;
(b) You will not use or permit third parties to use the Software Utilities and the Customized Game Materials created by you for any commer-
cial purposes, including but not limited to distributing, leasing, licensing, renting, selling, or otherwise exploiting, transferring or assigning the ownership of
such Customized Game Materials;
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Send to Splat Magazine: 1701 Ives Avenue - Oxnard - CA 93033-9912

Address

City State Zip

May we contact you by e-mail? Enter e-mail address here

Signature

It’s all about theIt’s all about the

For fastest service possible,
use code VG125 and order by credit card.

VISA, MC, AmEx, Discover. Call 1-866-677-7528

Players!
ONE YEAR
of  for just

$9.95!

Players!
ONE YEAR
of  for just

$9.95!

That’s a savings of over 60%
or $19.99 off the regular one
year (six issues) cover price. 

SAVE 67%
off regular newsstand price!
That’s a savings of over 60%
or $19.99 off the regular one
year (six issues) cover price. 

SAVE 67%
off regular newsstand price!

• Interviews with the
Top Pros

• The best action shots
in the world

• In-depth how-to and
instructional editorials
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