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ABO}IT PHOTOSENSITIVE SEIZURES

A va@ small percentage of people may experience a seizure when:-exposed to certain
vidal” images, mcIudmg flashing lights or patterns that may. appedr jn. video games.
Even people who have 'no history of seizures or epnggy qu‘have,an undiagnosed
_condition that c%%ta'use these “photosensitive eplleptlc selzq _hlle watchlng VI 6
games. : ;

These seizures may have a variety of symptoms |nc|udlng nghtheadednessf % ter
vision, eye or face twitching, jerking or shaking of arms or-legs; dls_amn
confusion, or momentary loss of awareness. Seizures may also cause |
consciousness or convulsions that can lead to injury from falling de dr %@ﬁ
nearby objects. it g

Immediately stop playing and
symptoms. Parents should wat
symptoms—children and teenagers” ar
_ seizures.

The risk of photosensitive epileptic seizures
* sitting farther from the television s
* using a smallelr television s‘crég'
. pIaying ina well Iit room, ang F

before playing.

AVOID DAMAGE TO YOUR TiE:I._EVISION

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” to 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 of the
manufacturer to determine if video games can be played on your set.

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.

Unauthorized copying, reverse engineering, transmission, public performance, rental,
pay for play, or circumvention of copy protection is strictly prohibited.
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1n order vo play SILENT HILL 2, you must first install the progxam
on your computer’s hard drive. CDI .contains an Autorun screen
that automatically guides you through the installarion process.

! Insert D1 invo your computer’s (D- ROM drive.
2. Once the Autorun screen appears, click INSTALL GAME.

3. Follow the onscreen installarion instructions.

4. Make sure to install DirectX 8.1 at the end of the installation process.

Ty SHENT #1Li2

. T
® AL o L "
Vi corie  (0Sha] RAGEHTILES

)ﬂp“ | s

1f the Auvrorun screen does not appear:

,_ \ 1. Double-click on the MY COMPUTER icon on your computer’s
{\ desKrop. On computers running Windows XP, the MY COMPUTER
lcon can also be found on the START menu.
Doub]e-chck on the CD-ROM dnve showing the SILENT HILL 2

oWE

3 Double click Aurorun.exe \‘
4 frer the Autorun M‘een ppears, click INSTALL GAME to begin

nsta"anon SA \ | ‘
\ N\\ \\ \LOSAN\ 0



Once you have successfully installed rhe game, you're ready to play!

BEGIN PLAYING
Now that you've installed the game, there are several ways 1o begin playing:
1. The Autorun screen will appear each time you insert CD1 inro Your
CD ROM drive. Click PLAY GAME to vun the game.
2. You may also begin the game by clicking on the Windows START
button, then selecting Programs>Konami>Silent Hill 2>Play Silent
Hin 2.
3. 1f you chose to add a deskvop shortcut during installarion, double-
click the SILENT HILL 2 icon on your deskrop.

NOTE: You will need to have CDI in your CD-ROM drive in order to play
SILENT HILL 2.

AUTORUN MENU '

PLAY GAME Launches Silent Hill 2
UNINSTALL GAME Uninstalls Silent Hill 2 from your hard drive
VIEW README Opens a document with additional information

about Silent Hill 2

INSTALL DIRECTX 8. 1Installs DirectX version 8.1, which is required
by Silent Hill 2

EX1T Exits to the Windows deskrop

N
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FUNCTION KEYBOARD GAMEPAD
Turn Left Left (arrow) Left
Turn Right Right (arrow) Right
Move Forwards Up (arrow) Up
Move Backwards Down (arrow) Down
Step Left A Button 13
Step Right D Button 14
Ac‘n'o‘ﬁ' X Space Button |
+ Cancel ESC Button 4
14 " Skip/Pause P Button 10
Run/Guard Left Shift Button 2
Search Mode S Button 7
Inventory 1 Button 7
Lighe On/Off L Button 11
ap M Button 5
y Use Health H Butron 3
Aim Lotk: F | Button 8
Next Weapon E Button 6
Priév Weapon Q
\ Reload o R Button 12
M m-Equip Weapon ~ (xilde)
Ly Quick Save F5 1 \
Quick Load k7 ‘0‘

r A PP T}’le controls listed above can be comm'ely

customized to your own configuration in the hM\

CONTROL OPTIONS menu. Select the funcu

you wish to change, press ENTER, and the

press the key/button you wish to assign to thar ‘
function. You may only assign 1 function per . O
key/button.  Select RESET to veturn the -

controls to the default setrings.

A



—-m gl Sae

ing th
1n addivion, you can divectly select your weapons by using the

number keys on the keyboard: &

Wooden Plank

1
Steel Pipe 2. 0 e _
andgun 3
n 4 v <R\l
“Rifle Vs

| Grear Km?g,
L [ Chainsaw

gyper Spray A
Revolver U

Chinese Clea\/('e'r w\" H
3 Ei Al = )

By default, the anrro] Type is set 1o ‘f‘
-3 . Rotarional Sty]e’ Pressmg Lefr and Right will §

Vi S AR
“Totare your cﬁaracter lefr and" right, and _ ~ N
Ppressing Up'“wﬂl move your character forward :

e, JRPCE
‘.
DA
2‘,
o>

m the divection he is facn'lg 1f the Control
VLlype is ser ’m‘ Directional Style7 Your
racter Jmmediately mo ~in the
dire;rion You \:ﬁfess (Left, Right, Up, Down).
N“ 1f ytm| a!re aying with a gamepad or jo 'ck,-j
you may have an easier rime contr g
character by changing the Cayiia Pe Yo

) L’ ' Dwer{lifSty]e 1f you
\& analog' s ond |

ck, we reco

| Walk/Run Contr& (




-Three Years ago,

James Sunderland’s wife Mary became serious

mpted to pull his Jife back vo

ly ill and Ppassed




ne day, a crypuic letter arrives
dwriting. In the lerrer, Mary h

£% U my restless drear

You promised you'd

But you never did.
Well Um alone ther
In our “special plac
Waiting for you...

speci '
pecial place — whar does that mean?”

Shrouded in mys .
Ystery and driv i
off for the town of Silent Hiﬂen sl )

As James approaches Sllent Hl" rhi

the [
enter qf town seems 1o




ear. The io]lowmg se]ee’crﬁns will
(certain options may ot be avaﬂab]e
until you have saved a game):
LOAD

C ONTINUE '

7 be avaﬂab]e

Load a saved game

Highlight a men
and press ENTER 1o

make your selection.

ection. You may a]so use the mouse. to

NEW‘QAME
Se]e;'m,NEW GAME 1o start a new game. There
are 2 scenaﬂos that are available ro p]ay

@‘}LETTER FR S];LENT__
HEAVEN ;} :

Main Scena

" In the Main Scenario, you con.rr 1
Silent Hill. 1n the Sub-Scenario, -

DR (L A
a1l H



W

* ‘:';“—
by -
0 R
SEI . -'; s
B o After se]ecgng the scenario, a new menu will appear, allowing you to

The dlfhcu]ty levels may

se]ect the Acﬁon and Riddle d]fﬁculty levels.

oose wisely!

[ON LEVEL
H]ghev":

(S
strtmger nd faster
ik NORMAL ~ Standard difficulty
| TEASY: Weaker ew\‘)es, chainsaw weapon avaﬂab]e
BEGINNER: Enemies can be defeated with 1 or 2 hits;

chainsaw weapon available

f enemies; they are

RIDDLE LEVEL

HARD: Riddles are more difficult and clues are vague
NORMAL:  Standard difficulry
EASY: Riddles are simplified and hints are provided

" NOTE: There is no riddle difficulry level in the additional Sub-Scenario.

07



Cppaving e €RHE

James has returned 1o Silapt Hill xd imcover the truth about his late wife

Mary. As James ventures deeper into rown, he must successfully overcome the
increasingly difficult challengey, rhat \await him.  What is the origin of the
mysterious letter? What other daxk secrers lay within Silent Hill?

RATION |

xplore thé town of Silent H

il keep an i i
addirional supplies and specj_q] bl S
es is intevested n a paruicular

n his head in the direction of

the object and press’

b

EXP
As you €
eye‘ out fo
objects. 1 ]
object, he will

the object. Walkup to

i i i ith the object.,
' ACTION (Space by default) o pick up or mte ct Wit

Hold down the SEARCH MODE .key (% byn
9 behind James, and press Left, Right, Up a

current location. Seav(h Vl()de Wll Mot W()k m ce€
| Yl
C

: A -'r]ll'f
defaylt) 1o move the camerag
d Down to look around the

in areas, where the

: camera angles are fixed.

sl MAP T -
, 1f James has.a map in his Possession, press the MAP key to view th nl1a'p M
by defau]t)\. Press ACTION o z00m in and out, and use the
. |the map.in rhe direction you press.
. Up/Down 1o view the additional map
; . As Jarzrlés searches certain areas,
map with a,red marker. The green
- posirio_vﬂl',anl .:?ﬁeﬂtation.

cursor keys wy scroll
1f the map includes multiple floors;
Pages. \
he will automarically make notariorllﬁ_on the

Ppointer on the map vepresents James’ current

W .
L] ‘“‘;‘-'Map._ Zoom Out
‘ Ll

b
'

"
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s NVENEORYS i o

Wil I

Press the INVENTORY 'Key i

Inventory Screen (1 by défai;hn' ver
Screen contains extensive ‘irify rh ion abou
health and the itemﬂ can'ymg_ A

¥

Inventory lrems !
Highlight an irem in your mventory by pressmg
Lefr or Right'and Ppress Enter 10 select the it Y
The commands that are: available for each ‘w

will appear under Command in the upper Yight
comer.  Use Up and Down 1o highlight a
command, and press Enter \to | select i, For
example, you may Use or Examine an item, or

Equip, Unequi})‘@li'gd Reload a weapon.

T8 fityeis Yy
|llx\omb . T\ e o ‘_..._‘: ':'.|.;:.

O Ifg ion to a puzzle requires you to use several itrems”
at once, the Combine command will app 0 combine
items, choose the first item and select @o mbime. " Press ESC
1o back out; select the next irem) ¢ -ﬁivgg. ‘When you

are veady 10 use the combine‘ﬁ.lbk: select Use.

Menio 3 e T _-_'-: ]
Lhe gamé: vill automatically track-important notes.and |
i ation that you have discovered. 1f you wish'x :
the information; access The Memo Menu and selecr” * /4 jl Iy
ermess;ge. The lavest messages are [isted iifst-.;l

.01




View the curkent map (see MAP for more infomati!on). e

K
\LOMSt the game\pptions (see OPTLONS for more.information).

Statuse ‘
;t‘ . The Starus box sits at the upper left corner ofk'e
R h‘nv]entory Screen  and Tepresents your curveny
th status. A James’ health deteriorates, the
o Stakus box will blink and gradually rum red" 1f
: Jame takes too much damage he will die. Use he;a]th
‘ gp\ : items ‘uch as the first aid kit and energy drink o
( S Yep'lems his health. While playing the game, if you
‘R“ \ ﬂotlce a ¥ed icon blinking on and off n th(; ]0\yver
{ < Tight cornéy of the screen, this indicates that James’

divectly. withour goi
. 80mmg to the Inventory §
Pressing the HRALTH key (H by defau)i:). 4

- health is cni ucally low. You can use a health item
He on e

You \ﬁi]: encounter some horrible and twisted creatures during your journey.
Fortunately, you'll find various weapons along the way. Before entering
combat, equip your weapon of choice in thé Inventory Screen, or use the

. number keys to select the weapon directly.
When an enemy approaches, face the enemy %nd ready your weapon by

holding AIM LOCK (F by defaulr), then press ACULON to attack. 1f you arve
able 1o knock down the enemy, you can run up\to the enemy and press
ACTION to smash it with your foot. Crunch!

\
1f-you wish to pause the game at any time, press ESC or the PAUSE key vo bring
up the Pause Menu. There are several selections available §n the Pause Menu:

{ Resume playing:the game

\ Save youx guwem’\' game
Load a saved game
Adjust ‘the game options

Quit back to th Mai‘ Menu
N

12
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You'can save youy progress at almost any vime by pausing the
game and selecting SAVE GAME. This will ‘bring up the Save
Game Menu. “Save possib]e"\repYesents an enfpty save slot.

Select the slot you wish to save your game to, and press Enter.
Your saved games will be named by your current location. Press
Right on your saved game to display information ind&‘ing the
game time, and the actual date/rime that the game was faved. 1f
you wish to delete a saved game, select the saved game and press

Backspace.

You may encounter strange ved objects during the game; these
are save points. There is absolutely mo difference bevween
saving at a save point and saving through the pause menu.

You can also save your game without pausing by pressing the
Quick Save key (F5 by default). There is only 1 quick save slot;
if you quick save again,® the older save will be overwritten. The

saved game will automarically be named “Quick Save”.

NOTE: During boss battles, you will be unable 1o save your

game; you must defeat the boss enemy firse!

You can load a saved game at any time by selecting LOAD GAME
from the Main Menu or Pause Menu. Highlight the saved game
you wish to load and press Enter.

Dun'r.lg the game, you may also load a quick save game by
pressing the Quick Load key (F7 by default). This will load the
last game that was quick saved.

f\\‘
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voden Plank: A large wooden
board with a few mails hammered
through the end. The plank is thin
enough t hold in one hand and

swing easily.

2 Handgun: Ovdinary handgun that
loads ammmumition from magazines.
Use the handgun for long distance
attacks, but be yesourceful with the
ammunition. Let the enemies gel
Jdoser 1o maximize the damage of

each shot.

3 Handgun bullets: Boxes of

ammumition.

4 Chainsaw: Slow but powerful
weapon. You may find one of these
lying around on Begimner and Easy
combat difficulty levels.




5 First-Aid kir: Replenishes a lor of
health. Try 1o use these only when

You are seriously injured or our of
health dvinks.

6 Health drink: Replenishes a little
health.

7 Radio: Appears 1o be broken and is:~

Mot receiving any broadcasts:
you hear is white noise. Howeve_ &
becomes louder when ;
enemies mearby. {This -"
:usefu] afterall.,; "t - T ER

8 Flashlight: Can be turned on +
off. This is an essential ivem:
navigating through and searcﬁ]__-:.
dark areas. However, it ay e

enemies Yo your position

NOIF The‘re are r%ﬁs of ad
w1 it Sﬂ r }ﬂ
| Siley

pmg‘na]

ill. \
11




T he Options Menu includes the following selections:

GAME OPTIONS
ADVANCED OPTIONS
CONTROL OPTIONS

CONTROL TYPE

VIBRATION

LANGUAGE
SUBTITLES
SPEAKER CONF16

BGM VOLUME
SE YOLUME

Game Oprions Menu

Advanced Oprions Menu

Control Oprions Menu, see CONTROLS for
more dexails

Rorational Style: Left/Right rotates character,
Up moves character forward in the divection
he is facing

Directional Style: Character moves immediavely
in the divection pressed

Level of vibration for gamepads that support
vibration/rumble

English is the only option

Enable subtitles (ON/OFF)

Speaker configurations (options may differ
based on audio card)

Background Music Yolume

Sound Effects Volume

16



& i1 The Game Options Menu includes addirional gameplay options:

NOTE: 1f you wish to increase overall performance on your machingf‘?l.
Tower the vesolution, set fog to simple, and turn off the no1se__effect§3 2

g

T=GAME OPTIONS

WEAPON CONTROL ~ Normal: Hold Aim Lock key o use weapon
Switch: Toggle Aim Lock key o use Weapon

MAP Defaulr size for map (Zoom 1n/Zoom Our)

WALK/RUN CONTROL Default movement speed (Walk/Analog/Run)
Walk is default, change 1o Analog for analog

sticks

VIEW CONTROL Normal: Hold Search Mode key to look around
Switch: Toggle Search Mode key to look
around

BLOOD COLOR Change normal blood color (red) to different
color

ADVANCED OPTIONS

The Advanced Options Menu includes advanced hardware options.
Some of these options may not be available if Your hardware cannot
support them.

BRIGHTNESS LEVEL  Raise or lower brightness level
SCREEN POSITION  Adjust screen position

NOISE EFFECT Toggle noise effect (ON/OFF)

HIGH RES. TEXTURES Toggle high resolution rextures (ON/OFF)
RESOLUTION Set screen resolution

SHADOWS Enable dynamic shadows (ON/OFF)

FOG Set fog complexiry (Complex/Simple)
ADVANCED FILTERS  Enable advanced filter effects (ON/OFF)
LENS FLARE Enable lens flare effects (ON/OFF)

SOFTWARE 3D SOUND Use software or hardware 3D sound

Liv W\B Y










Angela Orosco

James first meets her in a cemetery

to be something shadowy abou

convinced that she \ill never be happy. She ran

graduating from high sch

k. She ran away from home agaim, this time 10 Silent Hill, but now

and from the beginning., there ‘seems

¢ her. Ever since childhood, she has been

ool, but her father found h

away from home shortly

er and dragged



On the“surface; Maria’s hairstyle and taste in clothing are completely
different, yet she looks exactly like James’ late wife. Her personality,
flinatious, and energeric, is the exact opposite of Mary’s personality.

When James first ‘meets Maria, heais.shocked by the resemblances as well
1 e R T —
as the intimacy of their cor T known each other for
i,

years. After learning of his purp‘i_ . . Maria is interested in
his search for Mary and decides, toTaé

3



v she veveals. Coincidenta]]y1 she w.

laira @ 5 Gt )/

‘A ,&rﬁbbom, bratry little girl whe does ‘Whatever {he wants, Qne»érosses J:am %
path throughotit his search and séems{ 10, know ‘more abo}yt_ Mary than'whar

; 4s.a Parient inl:. the _§aﬁ1e_h6§ﬁfa] as.M:Yyl _--""'
and rhey became very close. Ma_r‘y.'.love.d hex as her' own dau‘glﬁér..Perha}‘.)'s'l'_"-':"
she holds the fruth thay James_is -se'e_fkin'g. ! : !

-
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Eddie Dombrowski

Eddie 1s a simp\e-minded, clumsy

temhed of! genmg Turt. He has a
also poss anothev side that he can

w s his purpose i G\fnt Hill?
Al N [

and useless man who is deep
gentle, quiet personality;
not control when angere
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KONAMF f‘OMPUTE @

ENTERTAINME
TOKYO

DIRECTOR
Masashi Tsuboyama

SOUND DIRECTOR
Arsumu Miyazawa

PROGRAMMERS

Main Program
Takayuki Kobayashi

Effect Program
Masayoshi Sato

Penpheral Program
Osamu-Komura

Sound Program

. Makoro Hiura

Tetsushi Takahashi

" Technical Support

Hideo Ueda
Nozomi Akimovo
Keiichi lkeda
Hisashi Kato

Original Program
Norihito Hatakeda
Hivoyuki Owaku
Yuki Mizuochi
Yukinori Ojima
Kazumasa Ogiso
Kazuvoshi Sugai
Hideyuki Fujni
Hayavo Fukushima
Savoshi Kikuchi
Taku Orani
Hidehisa Harada
Naoto Ohashi
Hivomichi lro
AKT

DESIGNERS

Background Revision
Yumiko Fujishima
Takayuki Ando
Masayuki Fujiki
Kyohei Yamaguchi

Town Design/Modeling
Masashi Tsuboyama
Arsushi Ono

Moromi Minowa

%

Character Motion

yuko Yano
itomi Namatame
]un Inoue’
Hirore Yamaguchi
Yuko lvo

Jun Suauki

Room Design/Modeling
Takamitsu Nemovo
Yasunori Kanetake
Masako Murakata
Keiko Yamazaki

Runa Sugi
Noriyoshi

Takeshi Miura
Hiroshi Koyama

Character Modeling
Shingo Yuri
Sachiko Sugawara
Minako Asano

. Yuichi Kobayash
: Shigeru Kobayas
' Kazuhide Ng ww

{uriadrs.

L Drasl‘f Animation

*! Suguru Murakoshi

Avsushi Sakamovo
Atsuya Tanaka

- Ray Marsumura |
' Shivo Kanemori ;

ISti" Picrure
Takashi lro
Tomoko Morohoshi

Trem Design/Modeling
Eiichi lvo

Tomoko Furukawa

Logo/Package Design
Daisuke Nakayama

CGl MOVIE EDITOR
Morio Kishida

PUBLICLTY

Overseas
Kazunori Nirasawa

Domestic

Kanako Nakahara
Taro Miyake
Osamu Shigeta

b

“'Norio Takemoto

SATO | WORKS
U.5.A

EnglishSupervisor
/Translator
Jerémy“Blawsrer 2
(WordBox)"

i
CASTING .
COORDINATOR
Haruhiko Inaba
(WordBox)

MOTION/
VOICE ACTOR
Guy Cihi
Monica Horgan
Donna Burke
David Schaufele

Francis lrving
‘Wayne Stallwood .
Mark Stamps ¢
Masahiro Saro
Tomoaki Kouguchi Addirional Art

Nathan Thomas

ORIGINAL Jayenme Montana \
DIRECTOR
Masashi Tsuboyama QA Suppont

Pete Morrish 4

SCENARLO WRITER
Hiroyuki Owaku Project Management

lan Saunter

MONSTER

DESIGNER Special Thanks
Masahiro lvo Howard Newmark
Saro Works Michael Hayward

Alan Partridge

DRAMA DIRECTOR
Suguru Murakoshi |

ALL MUSIC & |
SOUND EFFECTS
Akirva Yamaoka
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Operations Manager
* Karhie Tompkins

Wc’ta n'f;.

Devel opment
Ric Neil

A - Ryo Usuki (CRL):
Kristoffer Larson &
Lori Solomon (DOLBY)
Senior Producer Elias Slaver (AMD)
Jake Neri Mixch Soule (RAD)

QA-Supervisor
Keith Mavejka

Lead Tester ! ;
Phong Saechao i *resic Sales

Testers
Ben Ogden
Raul Garchalian
Jameel Din’

o
£rves

Ty
5

- Senior Manager
“Creative Services
Monique Catley
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ARRANTY '

S,

onami-ofAmerica, Inc. warrants to the original purchaser of this Konamr software
guct that the medium,on which this computer program is: recorded is free from
fects in-materials and workmanship for a perrod of ninety (90) days from the date of
purchase. Tms. Konami product is sold “as is;” without expfess or implied warranty of
any kind, and Konami is not liable for any losses or dam%ﬁ of any kind resulting from
use of this program. Konami agrees for a period of ninety (90) days to either repair or
replace, at its option, free of charge, any Konami product, postage paid, with proof of
date of purchase, at its Factory ‘Service Center. This warranty is not applicable to
normal wear and tear. This warranty shall not be applicable and shall be void if the
defect in the Konami software product has arisen through abuse, unreasonable use,
mistreatment, or neglect.

. ‘éz z«fgr

*°7 THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
"’. REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL‘ BE BINDING ON OR

% OBLIGATE KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE
PROD‘UCT 'INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTIGULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED
ABOVE. IN NO'EVENT WILL KONAMI BE LIABLE FOR ANY SPEGIAL INCIDENTAL OR
\CONSEQUENFIAL - DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THIS KONAMI PRODUCT. -

Some states do not allow limitations as to how long an implied warranty lasts,and/or
exclusions or limitation$™ of incidental or consequential damages so the above
limitations-and/or exclusions of liability may not apply to you. This warranty gives you
specific rights; . and you may also have other rights which vary from,state to state!

CONSUMER SUPPORT

If you feelﬁstuck in“the game, or just need a boost, don’t worry! You can call the
Konami Game Hint & Tip Line for help on this software and all fine Konami products.
> ¥

Konami:Game Hint & Tip Line: 1-900-896-HINT (4468)
* $0.95 per minute charge
« $1.25 per minute support from a game counselor
* Touch tone phone required
* Minors must have parental permission before dialing

Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M.,,
Paqh‘i(':";ﬁme. Prices and availability are subject to change. U.S. accessibility only.

»

TECHNICAL SUPPORT

If you experience technical problems with your game, please call our Warranty Services
number at (650) 654-5687.

Konami of America, Inc.
1400 Bridge Parkway








