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Game
Start New Game – Select this option to begin a new game. After making 
this selection, you can choose the difficulty level you wish to play. There 
are three options: Student (Easy), Master (Medium) and Dragon  
Warrior (Hard).

Load Game – Select this option to load a previously saved game. You can 
also view the amount of collectibles obtained, as well as your progress in 
each of the available slots.

Multiplayer – Select this option to play Multiplayer mode.  

Options
Sound – Select this option to adjust the music, sound FX and voice 
volume levels. You can also restore all the sound settings to the  
default state.

Controls – Select this option to view the game controls.

Display – This option lets you toggle subtitles on or off and change the 
brightness level of the game. You can also restore all the display settings 
to the default state.

Camera – Select this option to toggle the inversion settings of the camera. 
You can invert the X or Y axis of the camera separately or restore the 
inversion settings to the default state. 

Extras
Unlockables – Select this option to view all items that have been 
unlocked through the course of the single player game. 

Cheats – Select this option to enter a cheat.

Credits – View credits.

Madagascar The Crate Escape™ Video Game Trailer – View the trailer for 
the upcoming Madagascar The Crate Escape™ video game.

Save System
Kung Fu Panda ™ utilizes an automated checkpoint system to save your 
game progress. Your game will save each time you reach a checkpoint 
during a level. 

Game Controls
Xbox 360 Controller

Introduction
The Valley of Peace has been tranquil for many years, under the watchful 
eye of the most awesome Kung Fu fighters in China: The Furious Five. 
However, with the sudden daring prison escape of their enormously 
powerful enemy, Tai Lung, the future of the valley hangs in the balance.  
It all comes down to an unlikely hero—a panda named Po—and his 
journey to become a Kung Fu master and the legendary “Dragon Warrior.” 
Take control of his destiny and save the Valley of Peace by playing as Po, 
Master Shifu and each of the Furious Five, as they battle to stop Tai Lung 
in his quest to claim the Dragon Scroll and plunge the valley into darkness.    

Main Menu 
From the Main Menu, you can start a new game, load previously saved 
games, switch to the Multiplayer menu or access the configuration 
options. You can also access the Extras menu to view items that have been 
unlocked or to input a cheat code. 

Xbox Live
Play anyone and everyone, anytime, anywhere on Xbox LIVE.® Build your 
profile (your gamer card). Chat with your friends. Download content at 
Xbox LIVE Marketplace. Send and receive voice and video messages. Get 
connected and join the revolution.
Connecting
Before you can use Xbox LIVE, connect your Xbox 360™ console to a 
high-speed Internet connection and sign up to become an Xbox LIVE 
member. For more information about connecting, and to determine 
whether Xbox LIVE is available in your region, go to www.xbox.com/live.
Family Settings
These easy and flexible tools enable parents and caregivers to decide 
which games young game players can access based on the content rating. 
For more information, go to www.xbox.com/familysettings.

Move Character

Move Character

Block/Dodge Center Camera Behind

Xbox Guide

Strong Attack

Interact, Special 
Move Attack

Jump (Press again 
while in the air to  
perform a  
double jump)

Fast Attack

Pause Game

Move Camera/
Click for 1st Person View
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Advanced Controls 

Use your advanced Kung Fu techniques and perform a variety of 
maneuvers to defeat stronger opponents.

Running Attack – While running, press the d button to perform the 
Running Attack. 

Jumping Attack – While jumping, press the c or d button to perform 
a jump attack.

Charge Attack – To perform a charged strong attack, hold and release 
the d button.  

Juggle Attack – Use the Juggle Attack to knock an enemy into the air. 
To juggle an enemy, press the c button when near, followed by the d 
button to knock the enemy into the air. Continue to juggle the opponent 
with the d button or press the c button to knock the enemy forward. 

Special Moves – Pressing the b button will perform unique Special 
Moves for each character. Initiate the special move by pressing the b 
button, while running or jumping. 

Dodge – While blocking, move the L in any direction to dodge your 
opponent’s attacks. 

Po’s Counterattacks – Po has two special 
counterattacks. While blocking, press the  
c or d button to perform the Iron Belly 
counterattack. Po can also use
an enemy’s attack energy to enter 
Fun Ball: while blocking, press  
the b button.

Single player Display

1.	Health & Chi Meter – This displays the amount of Health and Chi 
for your character. The red meter represents your current amount of 
Health. Taking damage causes your Health to decrease. 

	 Chi Energy represents the inner energy that Po and other characters 
expend when using their Special Abilities. Chi Energy comes from 
two sources: defeating enemies and Chi Energy collectibles. Chi is 
represented in the world by glowing blue balls of energy. The blue 
meter represents your current amount of Chi. Using Special Moves 
will cause your Chi to decrease.

2.	Awesome Meter – This displays your current state of “awesomeness.” 
Filling up the Awesome Meter will make Po “Awesome.” Fill up the 
Awesome Meter by landing multiple hits on enemies. When the meter 
is full, all enemies around Po will be stunned for a moment and Po’s 
attacks will be more powerful, but only for a limited amount of time.

3.	Damage Multiplier – This displays the amount of damage your 
character is causing. The higher the Damage Multiplier, the more 
damage your character will inflict. 

4.	Interactive Items – Button prompts will display above items in 
the world that you are able to interact with. Press the button that is 
displayed to interact with the item.
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Multiplayer 
Play alongside your friends, or battle against them in a variety of 
Multiplayer games on your Xbox 360™ console. Each environment 
provides a different experience. Unlock additional games and playable 
characters by collecting green coins in the single player game. 

Note: Multiplayer supports up to four players on the same console. It does 
not support play via Xbox LIVE.® 

Multiplayer Display

1.	Player Score – Displays current scores.

2.	Player Health & Chi – Displays current Health and Chi levels.

3.	Character Cursor – Displays the corresponding color associated with 
your character.

4.	Remaining Time – Displays the current time of the match.

5.	Power-ups – Power-ups appear during the course of the match. Pick 
these up to gain the upper hand against your foes. 

 
For more game information, go to www.KungFuPandaGame.com.

Journal and Upgrades 
You can access your Journal and Upgrades through the Pause menu. Your 
Journal will display critical information relative to your current objective. 
You can purchase Upgrades by using coins you’ve collected during your 
legendary adventure. 

Journal
Level Stats – In each level, you will be given objectives or tasks to 
accomplish. These objectives and their current state will be listed in  
the Journal.

Upgrades
Basic Stats – This menu allows you to upgrade your basic Kung Fu 
techniques. It will also allow you to upgrade your Health and Chi levels.  

Panda Techniques – This menu allows you to upgrade Po’s panda 
techniques, such as the Panda Stumble, Panda Quake, Iron Belly and more!

Outfits – This menu allows you to purchase a variety of outfits for Po. 
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Credits
Luxoflux

Chief Creative Officer & 
Creative Director

Joby Otero

Chief Operating Officer & 
Executive Producer

Marc Struhl

Studio Technical Director
Steve Agoston

Lead Gameplay Engineer
Carl-Henrik Skårstedt

Sr. Producer
Brian Clarke

Lead Environment Artist
Chris Otcasek

Lead Character Artist
Don Barnes

Lead Animator
Bourbaki Joseph

Lead Designer
Chris Hewish

Lead Audio Designer
Chris Cowell

Sr. Software Engineers
John Harries

Vishal Kashyap
Dimitar Lazarov
Adam Morawiec

Matt Rusch
Karl Whinnie

Sr. Technical Artists
Alex Stein

Denis Trofimov

Sr. Artists
Will Huang

Yukari Kaneko
Khang Pham
Tricia Vitug
Peter Zoppi

Sr. Designers
Richard Yeh
Gerald Vera

Sr. Animator
Michael McReynolds

Software Engineers
Pablo Cheng
Chris Chu

Nick Dryburgh
Jim Gooding
Matt Gosling

Clancy Imislund
Andrew Phongsamran

Aaron Smith

Environment Artists
Brummbaer

Andy Livingston
Jessica Ma

Multi-Player  
Environment Artist

Ben Springer

Animator
Chris Magovern

UI Artist
Jason Cohen

Designers
Adrian Balanon
Sean Madigan

Producer
John M. DeHart

Associate Producer
Chris Puente

Sr. Audio Designer
Alice Bernier

Jr. Environment Artist
Luis Zuleta

Production Coordinator
Adrian Murphy

Additional Animation
Stephen Baker
Luis Bolivar
Greg Griffith
Alex Moon

Additional Engineering
Johan Kohler

Additional Art
Ken Brown
Gil Doran

Justin Thomas

Additional Design
Harry Luck

Chris Tremmel

President, Treyarch  
& Luxoflux
Mark Lamia

Office Manager
Ginny Gilcrease

Voice Over Recording/
Editing/Direction

Womb Music

Casting and Voice Direction
Margaret Tang

Mary Elizabeth McGlynn

V.O. Recording,  
Editorial and Post

Rik Schaffer

Voice Over Talent
Grant Albrecht
Greg Baldwin

Susanne Blakeslee
Steven Jay Blum

Ken Bower
Jennifer Darling
Brian T. Delany

Bill Farmer
Rene Harnois

Bobby Holliday
James Hong

Andrew Kishino
Drew Massey
Peter McHugh

Phil Morris
Michale Nardellil

Noah Nelson
Charlie Schlatter

James Sie
Kath Soucie

Fred Tatasciore
Erin Torpey

Mick Wingert

Music Creation
Kevin Manthie  

d/b/a KMM Productions
Shawn Thomas Odyssey  

d/b/a Core Conditioning, Inc.  

Additional Sound Design
James McCawley

QA Test Lead
Tyler Sparks

Testers
Estevan Beccerra

Ian Buchillion
Chad Schmidt

James Cha
Alexander Chong
Richard Garcia

Alex Mejia
Juan Ramirez

Scaleform
Portions of this software are 

included under license © 2005 
Sclaeform Corporation. All 

rights reserved.

FMOD Ex
FMOD Ex Sound System
 Firelight Technologies

Special Thanks
Julia Bianco

Darwin Dumlao
Paul Golding
Josh Heenan

Malkai Stanev
Will Townsend
Sam Wolfson

Krassimir Touevsky
Wade Brainerd

All the family and friends  
of the folks at Luxoflux!

Activision
Producers

Doug Pearson
Jason Ades

Associate Producer
Chris Scaglione

Production Coordinators
Jennifer Avina

Mike Mejia

Production Testers
Adrienne Arrasmith

George Ngo

Additional Production
John C. Boone II

Gregory Capuano
Giancarlo Mori
Steve Rosenthal
Vanessa Schlais
Michael Ward

Story Dialogue &  
Cinematics Script

Adam Foshko

Executive Producer
Daniel Suarez

VP of Production
Thaine Lyman

Director of Production 
Services - Europe

Barry Kehoe

Senior Localization  
Project Manager (UK)

Fiona Ebbs

Localization Project  
Manager (UK)
David Cooper

Localization Manager
Doug Avery

Localization Consultant
Stephanie O’Malley-Deming

Localization Tools  
and Support

Xloc Inc.

Director of Technology
Jean-Marc Morel

Chief Technology Officer
Steve Pearce

Director of Central Audio
Adam Levenson

Audio Coordinator
Noah Sarid

Central Audio Programmer
Blair Bitonti

Senior Director,  
Game Design
Carl Schnurr

Lead Systems Designer 
Thomas Wells

Lead Combat Designer
Derek Daniels

Central User Testing 
Manager

Ray Kowalewski

Global Brand Managers
Joanne Wong

Vicharin Vadakan

Associate Brand Manager
Chris Enock

Marketing Associate
Joe Korsmo

VP of Global  
Brand Management

Kim Salzer

Retail Marketing Managers
Sean Dexheimer
Jennifer Agens

Associate Retail  
Marketing Manager

Mike Silbowitz

Marketing Communications 
Coordinator
Kristina Jolly

Marketing Communications 
Manager

Karen Starr

Manual Layout  
and Design
Ignited LLC

Packaging/Design
Hamagami/Carroll, Inc.

Senior PR Director
Michelle Schroder

Senior PR Manager
Lisa Fields

Senior Publicist
Aaron Grant

Jr. Publicist
Monica Pontrelli

Global Asset Manager
Karen Yi

Business and Legal Affairs
Chris Cosby

Greg Deutsch
Jane Elms
Kap Kang

Danielle Kim
Phil Terzian
Mary Tuck
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Dan Morris - You went as you 
lived: With rhythm…. 

We’ll miss you. 
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Program Manager

Rachel Overton
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Program Coordinator

Aileen Galeas

Customer Support Managers
Gary Bolduc
Michael Hill

Director - QA Functionality
Marilena Rixford

Director, Technical 
Requirements Group

James Galloway

Vice President -  
Quality Assurance

Rich Robinson

Localisation QA Leads
Conor Harlow
Glen Moran

Sarah Brennan

Localisation QA Testers
Alfred Essemyr

Carlos Losada Baena
Claudio Perazzo
Daniele Celeghin

Gary Jacob
Guido Lomanto
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Hugo Bellet
Jaak Pieterse
John Wille

Jon Galpasoro Lozano
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Marc Delamontagne

Markus Pfeifer
Michael Baynes
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Raja Hussain
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Stefano Meneto

Sundiata Arnaud
Werner Nemetz
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Frank So
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Paul Williams

Dreamworks
Lisa Baldwin
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Jennifer Caruso
Melissa Cobb
Paul Elliott

Chris Fahland
Andrea Frechette

Rodolphe Guenoden
Lawrence Hamashima

Rene Harnois
Amy Krider

Richard LaForge
Nicholas Marlet

Markus Manninen
Molly Martuza

Brendan Murphy
Mark Osborne

Sunny Park
Chevion Reese
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John Stevenson
Jason Turner

Todd Whitford
Raymond Zibach
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Director of Production

Devin Hsieh

Director of Marketing & 
Business Development

Wonder Lin

Producer
Albert Lee

Coordinator
Efan Lin

Art Director
Tieno Liao

Lead Environment Artist
Richard Peng

Lead Character Artist
Ernie Juan

Environment Artists
Mos Chen
Tina Chen

Yiling Hsieh
Austin Lee
Katyh Lin
Civie Shen

Character Artist
Anpere Wang

Lead Animators
Indiing Lin
Sunwei Lo

Animators
Hsiang Hsu
Aric Huang
Robert Lin
Sid Shih

QA Test Lead
Aaron Hsu

QA Tester
Nick Lee
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Customer Support

Note: Please do not contact Customer Support for hints/codes/cheats; only 
technical issues.

Internet: http://www.activision.com/support

Our support section of the Web has the most up-to-date information 
available. We update the support pages daily, so please check here first for 
solutions. If you cannot find an answer to your issue, you can submit a 
question/incident to us using the online support form. A response may take 
anywhere from 24–72 hours depending on the volume of messages  
we receive and the nature of your problem.

Note : Internet support is handled in English only.

Note : The multiplayer components of  Activision games are handled only 
through Internet support.

Phone: (310) 255-2050

You can call our 24-hour voice-mail system for answers to our most 
frequently asked questions at the above number. Contact a Customer Support 
representative at the same number between the hours of 9:00 a.m. and 
5:00 p.m. (Pacific Time), Monday through Friday, except holidays. 

Please do not send any game returns directly to Activision without 
first contacting Customer Support. It is our policy that game returns/
refunds must be dealt with by the retailer or online site where you purchased 
the product. Please see the Limited Warranty contained within our Software 
License Agreement for warranty replacements.

Register your product online at http://register.activision.com 
so we can enter you in our monthly drawing 

for a fabulous Activision prize.

To view a full length manual, including credits, visit 
www.activision.com/en_US/manuals/

For hints and tips about this title, please visit:

www.bradygames.com

KFP_X360-r6-2.indd   12 2/27/08   3:37:45 PM



Inside Front Cover Inside Back Cover

13

 
       WARNING Before playing this game, read the Xbox 360® Instruction 
Manual and any peripheral manuals for important safety and health information. 
Keep all manuals for future reference. For replacement manuals, see 
www.xbox.com/support or call Xbox Customer Support.

 

Photosensitive seizures
A very small percentage of people may experience a seizure when exposed to 
certain 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 
taking the following precautions: Sit farther from the screen; use a smaller screen; 
play in a well-lit room; do not play 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.

Important Health Warning About Playing Video Games

  

SOFTWARE LICENSE AGREEMENT

USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "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 WITH ACTIVISION, INC. ("ACTIVISION").

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solely and exclusively for 
your personal use. All rights not specifically granted under this Agreement are reserved by 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, 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 Activision or its licensors. 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 Activision’s licensors may protect their rights in the event of any violation of this Agreement.

YOU SHALL NOT: 
• Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location-based site.
 Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; see the contact information below.
• 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 contained on or within the Program. 
• Hack or modify  (or attempt to modify or hack) the Program, or create, develop, modify, distribute or use any software programs,  in order to gain (or allow 
 others to gain) advantage of this Program in an on-line multiplayer game settings including but not limited to local area network or any other network play or 
 on the internet.
• Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations.

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program 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 90 days of original purchase, 
Activision agrees to replace, free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the 
date of purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to 
substitute a similar program of equal or greater value. This warranty is limited 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 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 
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 ACTIVISION.

When returning the Program for warranty replacement please send the original product disks only in protective packaging and include: (1) a photocopy of your dated 
sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the problem(s) you are encountered and the system on 
which you are running the Program; (4) if you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, please 
include check or money order for $20 U.S. currency per disc replacement. Note: Certified mail recommended. In the U.S. send to: Warranty Replacements, Activision, 
Inc., P.O. Box 67713, Los Angeles, California 90067.

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT 
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 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, 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 WHICH 
VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and conditions. In 
such event, you must destroy all copies of this Program and all of its component parts.

U.S. 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 U.S. Government or a U.S. Government subcontractor is subject to the 
restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data 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 Activision, Inc., 3100 
Ocean Park Boulevard, Santa Monica, California 90405.

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision shall be 
entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other 
remedies as Activision may otherwise have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, 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 Product pursuant to the terms of this 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 unenforceable 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 California law as such law is applied to agreements between California residents entered into and to be performed within 
California, except as governed by federal law and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California.
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