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WARNING: READ BEFORE USING YOUR PLAYSTATION"2 COMPUTER

ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when exposed
to certain light patterns or flashing lights. Exposure to certain patierns or backgrounds

on a television screen or while playing video games, including games played on the
PlayStation®2 console, may induce an epileptic seizure in these individuals. Ceriain
conditions may induce previously undetected epileptic symptoms even in persons who
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior to playing. If you experience any of the
following symptoms while playing a video game - dizziness, altered vision, eye or muscle
fwitches, loss of awareness, disorientation, any involuniary movement, or convulsions —
IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation®2 console to a projection TV without first consulting
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it may
permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment America
may damage your console and/or invalidate your warranty. Only official or licensed
peripherals should be used in the controller poris or memory card slois.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

= This disc is intended for use only with PlayStation®2 consoles
with the NTSC U/C designation.

e Do notbend it, crush it or submerge it in liquids.

e Do not leave it in direct sunlight or near a radiator or other source of heat.

= Be sure to take an occasional rest break during extended play.

¢ Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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GETTING STARTED

MEMORY CARD slot 2

MEMORY CARD slot |—|

HESET bution

8
USB connpclor ——U |

5400 i.LINK connector- - |
cantrcller part 1 :
contraller port 2 -

’7 disc Iray

) [ (open)button

Set up your PlayStation®2 computer entertainment system
according to the instructions in its Instruction Manual. Make
sure the MAIN POWER switch (located on the back of the
console] is turned on. Press the RESET button. When the power
indicator lights up, press the open button and the disc tray will
open. Place the Spider-Man™ disc on the cisc tray with the label
side facing up. Press the open button again and the disc tray wil
close. Attach game ccntrollers and other pzripherals, as
appropriate. Follow on-screen instructions and refer to this
manual for information on using the software.,

MEMORY CARD (8MB) (FOR PLAYSTATION"2)

Spider-Man™ requires a memory card to save your games, A
saved game's data takes up BOKB. You car obtain a memory
card through the retaier where you purchased your
PlayStation®2 game console or this game.

STARTING UP

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

L2 button
L1 button

R2 button
R1 button

Directional buttons ) @ i i A button

left analog stick (L3 button When Pushed Dawn)
SELECT button
ANALOG mode button
START button
right analog stick (Ra button When Pushed Dovn)

CONTROLLER SETTINGS

You can change the control method and button configuration
by selecting CONTROLLER CONFIG from the Options menu
(See page 14]. The explanations in this manual are based
on the default settings.

The vibration function can be turned ON or O-F by selecting
VIERATION in Controller Options from the Options menu (See
page 14) regardless of whether the mode indicator on the
cantroller is ON or OFF.



BIRTH OF A HERO...

Orphaned at a young age, Peter Parker lives in Gueens, New
York with his beloved Aunt May and Uncle Ben. Peter leads the
life of a good-hearted, yet solitary, teenager making his way
through high school.

On a school trip to a research institute, Peter Parker's class is
given a demonstration of genetic research conducted on spiders.
Peter is bitten by one of the genetically altered spiders. The next
morning, Peter discovers that suddenly his vision is perfect and
his previously scrawny body has become muscular—he now has
incredible strength, and his hands mysteriously adhere like glue
to everything.

Peter gradually teaches himself to gain better control of his
powers. Initially, he uses his ESP-like "Spider-Sense” and
superhuman strength, speed and agility to make money in order
to impress the lovely Mary Jane. However it is only through the
tragic death of his uncle that Peter learns that “with great power
comes great responsibility.” It is these words that transform
Peter Parker from a teenager with extraordinary powers into the
amazing Spider-Man, a super-hero out to protect the city from a
never-ending supply of perils.

Meanwhile, in a lab a: OsCorp, Spider-Mar’s ultimate nemesis is
about to be born...

Are you up to the challenge?

DO WHATEVER
A SPIDER CAN

CLASSIC CONTROLS

Classic

Controls Notes

Punch/ [ | Press ta perform a single punch. Press to activate
Action switches or to pick up a civilian who is in danger.
Kick | O | Press to perform a single kick.
“=‘ On the Ground: Hold down the A button to tie up an
[=] enemy with webbing.
E Web | A In the Ar: Press the A button for a quick web attack.
[ 8 MNote: When in Camera Lock Maode, the green arrows
i indicate that you will hit with this attack, while the red
sﬂ arrows indicate that there is a chance of missing.
Press to jump. Press again to perform a double jump flip.
VWhile web-swinging, press to break your web swing and
Jump | X | quickly raalign yourself in a new direction. Press to break
your zip-ine. Press to release from the surface you are
crawling an.
Left
Mmre_ment Analog | Fush a little to walk or push all the way to run,
Stick Stick
A + € on Left | Fress this button combination to wrap your hands
Analog Stick in webbing [at the cost of web fluid], increasing
g the damage your punches do.
Fress this button combination to create a web
) dome (at the cost of web fluid). This web dome
A + = on Left | protects you from many forms of damage and
E Analog Stick knocks commaon enemies back when shattered.
B You can actively shatter the web dome by pressing
g the X button.
o
g Press this button combination to shoot a shot of
2 | A+ 4 on Left | impact webbing (at the cost of web fluid). Nate:
g Analog Stick | This shot is most effective against unsuspecting cr
charging targets.
Press this button combination to yank your
A + ¥ on Left | torgets toward you using your web-line (at the
& cost of web fluid). After you become comfortable
Analog Stick : : ; B
with this maneuver, try yanking enemies in
different directions.




. Classic

Controls Nates

Press to start web-swinging. Hold down to

Weh B2 Button activate the accelerated swing mode. Please ncte

Swing that you will be less maneuverable when swinging
in the accelerated mode.
Press to vertically zipline. Press the R1 button
while pushing the Movement Stick in a direction to
execute a directional zip-ine. In Look Around

Zip-Line | R1 Button | Mode, pressing the R1 buttan will zipline you to

the green cursor spot. While on the side of a
building, pressing the Movement Stick and the R1
buttan will zip-line you in that direction.

Look Press the R3 button to toggle Look Around Made;

Around | R3 Button | in this mode, use the Right Analog Stick to
Mode move the camera.

Camera Press the L_‘I button to engage Camgra Lock.
Lick L1 Button Move the Right Analag Stick left or right to cycle
Mod through available targets. Press the L1 button

i again to disengage Camera Lock.
Rotate | €= (Right | Move the Right Analog Stick left or right to rotate
Camera Analog Stick) | the camera when not ir Camera Lock Mode.

Re- ¥ on Right | Tap down on the Right Analog Stick or

Center | Analog Stick | press the L2 button to recenter the camera

Camera | or L2 Button | behind Spider-Man,

Press the A button and immediately follow by
Yo-Yo A+ R1 pressing the R1 button to suspend yourself from
Spidey Button a web-line. You can then move up and down with
the Left Analog Stick.
. Jump, then hold the X button until you land on
Riding X the enemy’s head. Then release the X button.
Enemies After that you can punch, body slam (using the
kick button), or jump off again. |
Force Depress and briefly hold down the L3 button while |
Crawl L3 Button | standing still to engage Force Crawl. Press again
b to exit Force Crawl Moce.
‘ Pause START Press START to toggle the Pause Menu.

Classic

Controls Notes
Direc- Directicnal H_Dld the directional buttons in a direction and
il Buttons + | hit an attack button (punch or kick) to do an
Punch/ | attack in that direction. Nate: The direction is
Attacks Kick ; g ’ i
relative to Spidey.
Directional | Hold the directional buttons in a direction and
Dodging | Buttons + | hit the jump button to dodge in that direction.
Jump Naote: The direction is relative to Spidey.
Zip-Line Pregﬁeﬁ Pressing the A button while zip-lining will turn your
Attack Zip-lining | Zip-line inta an attack (at the cost of web fluid).




ENHANCED CONTROLS

Enhanced Controls

Press to start web-swinging. Hold down to

Enhanced
Nates
Controls
Punch/ Press to perform a single punch. Press to activate
Action switches or to pick up a civlian who is in danger.
Kick Press to perform a single kick.
Il=1 On the Ground: Hold down the A button to tie up an
8 enemy with webbing.
= Web In the Air: Press the A button for a quick web attack.
o L MNote: When in Camera Lock Mode, the green arrows
c indicate that you will hit with this attack, while the red
E arrows indicate that there is a chance of missing.
Press to jump. Press again to perform a double jump
flip. While web-swinging, prass to break your web
Jump swing and quickly realign yourself in a new direction.
Press to break your zipine. Press to release from she
surface you are crawling or,

Weh Weapons

‘ Left Analog Stick Push a little to walk or push all the way to run.

L2 Button + O

in webhing (at the cost of web fluid), increasing
the damage your punches do.

Press this button combination to wrap your hands |

L2 Button + O

Press this button combination to create a wek
dome (at the cost of web fluid). This web dome
pratects you from many forms of damage and
knocks common enemies back when shattered.
You can actively shatter the web dome by pressing
the > button.

Press this hutton combination to shoot a shot of
impact webbing (at the cost of web fluid). Note:

L2 Button + A This shot is most effective against unsuspecting or
charging targets
Press this button combination to yank your targets
toward you using your web-ine (at the cost of web
L2 Button + X | fluid). After you becorre comfortable with this

maneuver, try yanking enemies in different
directions.

Web activate the accelerated swing mode. Please naote
Swing R2 Button that you will be less maneuverable when swinging
in the accelerated mode.
Press the R1 button to vertically zip-ine. Press
the R1 button while pushing the Movement Stick
in a direction to execute a directional zipline. In
Zip-Line | R1 Button | Look Around Mode, Pressing the R1 button wil
zip-line you to the green cursor spot. While on the
side of a building, pressing the Movement. Stick
and the R1 button will zip-ine you in that direction.
Look Press the R3 button to toggle Look Around Mode;
Around | R3 Button | in this mode, use the Right Analog Stick to
Mode move the camera.
Camera Press the L1 button to engage Camera Lock,
Lock L1 Button Mave the Right Analog Stick left or right to cyclz
Mod through available targets. Press the L1 button
HOE again to disengage Camera Lock.
Rotate €= [Right | Move the Right Analog Stick left and right
Caiira Analog to rotate the camera when not in Camera
Stick) Lock Maode.
¥ on Right
c GFI':::-E P Analng Tap down on the Right Analog Stick to recenter
Camera Stickg the camera behind Spicer-Man.
Yo-Yo L2 Button | Press the L2 and the R buttons simultanecusly
Spidey + to suspend yourself from a webine, You can than

R1 Button

move up and down with the Left Analog Stick.
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H
1_ Enhanced Controls Notes
=i Jump, then hold the X button until you land on the
Riding X enemy's head. Then release the X button. After
| Enemies that you can punch, body slam [using the kick
button), or jump off again.
Depress and briefly hold down the L3 button while
Egm L3 Button | standing still to engage Force Crawl. Press again
to exit Force Crawl Mode.
Pause START Press START to toggle the Pause Menu.
While web-swinging, hold the L2 button, hold a
Instant . ;
Swi L2 Button | direction on the Left Analog Stick, then press jump to
Wing + X instantly swing in that direction. This move allows you
Turns to maintain your velociy while changing directions,
Direc- Directional | Hold the directional buttons in a direction
Gonal Buttons + | and hit an attack button [punch or kick) to
Aitacks Punch/ | do an attack in that direction.
Kick Note: The direction is relative to Spidey.
Directional I lold the directional buttons in a direction
Dodging | Buttons + | and hit the jump button to dodge in that direction,
Jump Naote: The direction is relative to Spidey.
Zio Li Press A | Pressing the A button while zipdining wil
ine While turn your zip-line into an attack (at the cost of
Attack Syt
Zip-lining | some web fluid).
Hold the L2 button, press and hold the X button
to begin the web yank. Then hit right or left on the
Left Analog Stick depending on which direction you
L2 Button | yqnt to twirl them in Then begin rotating the
Twirl + X + analog stick in the correct direction. (If you
Yank (€ or =) | pressed right, rotate clockwise. If you pressed left,
REl then rotate counter-clockwise]. Once you stop rotating
Rotate [or rotate too slow), release any button, or run
out of webbing, the target will be thrown, and the
g9
twirl stopped. The twirling enemy will also become
a weapon, damaging anything he hits.
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MAIN MENU

Choose rom the [ullowing uptions to begin
playing Spider-Man.

START

Choose this option to start a

New Game or enter Training.
Note: Only Basic Training is
accessible through the
Start Menu, but all training
levels can be accessed
through the Specials Menu.

LOAD/SAVE

Choose this to Load/Save your games. Press the appropriate
buttons to select the following options:

Load Game Data: To load a saved game from the MEMORY
CARD in either MEMORY CARD slot. Use the left analog stick or
the directional buttons up/down to select the MEMORY CARD in
slot 1 or slot 2 and press the X button to proceed.

Save Game Data: To save a current gamre to the MEMORY
CARD in either MEMDRY CARD slat. Use the left analog stick or
the directional buttons up/down to select the MEMORY CARD in
slot 1 or slot 2 and press the X button to proceed.

When you load or save you will have to specify a slot to load or
save from. Press the directional buttons left/right to choose a
slot and then press the X button to accept. You can press the O
button at any time to return to the Main Menu.

CONTINUE

Select this option to continue your current game or one that has
been loaded from a MEMORY CARD.

11




TRAINING

The training levels have been
designed to teach you the
basic fundamentals of playing
as Spider-Man.

BASIC TRAINING

Follow the guestion marks
throughout this level to get an overview of many of
Spider-Man's abilities.

BASIC COMBAT

Go mano-a-mano with thugs in Bone Saw McGraw's wrestling
ring. This level will teach you the basics of ground-based combat.

BASIC AIR COMBAT

It's ane thing to swing around the city at your leisure.

How about fighting villains such as the Green Goblin from those
dizzying heights? This level will teach you the basic skills
necessary to do just that. Follow your compass from target to
target, attacking stationary objects along the way. How fast can
you take out all the targets? (See Aerial Combat 101 on page
18 for maore on basic air combat.]

TARGET SWITCHING

When in Camera Lock Mode, the right analog stick allows
Spider-Man to cycle through nearby targets. VWhen a target
pops forward, use the right analog stick to cycle to that target.
Shoot impact webbing to knock out the target. How many
targets can you hit?

BASIC SWING TRAINING

Swing through this maze avoiding walls, floors and ceiling. Hold
down the swing button in straight-aways to gain extra speed.
Landing on red areas costs a five second penalty. How fast can
you swing through the course?

ADVANCED SWING TRAINING

How fast can you traverse this complex
maze? Remember, landing on red areas
costs a five second penalty.

EXPERT SWING TRAINING

Follow the green laser and green arrows to make it through' this
roller coaster ride of a maze. Remember to steer Spidey higher
and lower using the analog controller.

BASIC ZIP TRAINING

Use your zip-lining skills to make it through this maze.

ADVANCED ZIP TRAINING

Mastered the basics of zip training? Try to navigate your way
through a more complicated course in this advanced training level.
EXPERT ZIP TRAINING

The ultimate zipine training course. See if you can go against the
clock and rise to the top of the leader board in this fiendish maze.
SWING RINGS

Large red rings are hovering all over the city. Follow your Spidey
compass and swing through each ring turning it green. How fast
can you swing through all the rings?

PLATFORMS

Follow the Spidey compass and jump on platforms placed
throughout the city.

BIG ERAWL

Wage battle against various enemies in this vast virtual
environment. Use your webs, fists, feet and cunning to stay alive.

13
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OBSTACLE COURSE

Can you make it through an obstacle course without landing on
any of the red areas? You'll need all of Spidey's web-swinging and
zip-lining abilities to dc it.

OFTIONS

Use this screen to modify
game options. Use the
directional buttons up/down
and press the X button to
accept. Press the O button to
raturn to the Main Menu.

OPTIONS

AUDIO OFTIONS
'OLLER OPTIONS

CAMERA OPTIONS

AUDIO OPTIONS

This screen allows you to change the volume of sound effects
(SFX). music, voices, and movies in the game. Mave the
directional buttons up/down to toggle between sound effects,
music, voices, and movie volume levels. Move the directional
buttons left to lower the volume or right, to raise the volume of
each option.

Select Audio Mode to change between mono, stereo and Dolby
Surround Pro Logic Il sound modes.

Fress the X button to reset the audio levels to their original
configuration.

CONTROLLER OPTIONS

This screen allows you to turn controller vibration on/off as well
as select a Controller Configuration for the game. Use the
directional buttons up/down to select from the several options.
Fress the X button to select a configuration or the O button to
cancel back to the Options Screen.

CAMERA OPTIONS

This screen will allow you to select your camera options.
Use the directional buttons up/down to highlight an option.
Press X to toggle an option. Press the O button to return
to the Options Menu.

Camera Mode: Choose between Active or Passive
Camera Maodes. In Passive Mode you will need to
manually adjust your camera view by using the
right analog stick.

Invert Camera Look: Turn this option On to invert
the up/down directions when in Look Around Mode.

SPECIALS

VIEW CREDITS

This game didn't just make itself! See the cast and crew that
brought Spider-Man to life for his latest adventure. Press the O
button to return to the Specials Menu,

CHEATS

Like to open your Christmas
presents early? Enter a cheat
code by using the directional
buttons to select letters.
Highlighting Backspace and then

yz 0 Vv W X Y Z
pressing the X button can i Ekssm.e 24
correct errors. When you're : =
finished inputting the code, use
the directional buttons to
highlight Done. Press the X button to confirm the code.
The O button can be pressed at any time to exit.

Select

TRAINING

Use this selection ta access any of the training levels mentioned
earlier. Press up/down on the left analog stick or the directional
buttons to scroll through the levels. Press the X button to access
a level or press the O Button to return to the Specials Menu.

SECRET STORE

As you finish levels in the game and accumulate bonus points, you
can unlock features in the Secret Store. Alternate costumes and a
special mini game arz just some of the surprises that can be

15
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accessed here. Press the left analog stick or the directional
buttons up/down ta scroll through the available secrets. Press
lett/right on the left analog stick or the directional buttons to

toggle a selected feature On or Off.

" LEVEL SELECT

Select which unlocked level to play in the game. Scrall through
and highlight available levels by using the up/down directional
buttons. Confirm your choice by pressing the X button. The O
button can be pressed at any time to exit.

GALLERY

MOVIE VIEWER
MOVIE VIEWER
This feature will allow you to i
view any of the mini-movies that :
have been unlocked during the
course of gameplay.
Progressing through the game
results in mare and more
mini-movies becoming available
for viewing. Use the up/down
directional buttons to scroll
through available choices, then press the X button to select.

To exit the Movie Viewer at any time, simply press the O button.

PRODUCTION ART
PRODUCTION ART
This section allows you to view S :
the original design art that
served as the backbone, ar
template, for many of the
movies and levels in the game.
The storyboards will unlock as
gameplay progresses.

You will also be able tc view
production photos and concept art from the motion picture in
this section. These mation picture assets will periodically unlock

as gameplay progresses, so check back™
often to see what is available.

Use the up/down directional buttons to highlight the item
ta be viewed. Press the X button in order to view that item.

To exit the Production Art section at any time,
simply press the O button.

PLAYING THE GAME

POWERUPS
50% Health
Red and Blue Spider lcon:  100% Health

Red Spider lcon:

Blue Spider Icon: 50% Web Fluid

Blue and Silver Spider lcon: 100% Web Fluid

Gold Spider Icon: Unlocks Attack Combos

WEB ATTACKS

As the amazing Spider-Man you will have a variety of web-based
attacks at your disposal. Using these attacks will cost you some
web fluid, but you can always search for blue spiders to
replenish your supply. See pages 5-10 for instructions on how to
execute each attack.
Capture Webhbing: The classic Spider-Man action which
allows you to tie up your foes. Hold down the web button to
tie up enemies so they can not attack Spidey. Enemies will
eventually work free of the webbing, so be sure to keep an
eye out so you don't get surprised.

Web Gloves: Use this feature to spray webbing on your
hands to increase the power of your punches.

You can find a Gold Spider Icon which will allow you to
perform this maneuver a second time to get even more
power out of your punches.

17,
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Web Dome: The web dome will create a shield around
Spider-Man and protect him from damage. When Spidey
breaks out of this dome, enemies will be knocked back and
take a little damage. You can find a Gold Spider lcon which
will allow you to perform the maneuver a second time for a
more powerful web dome.

Impact Webbing: This is the bread and butter web attack for
our arachnid hero which fires a ball of webbing at foes. The
web ball is powerful, but uses a large amount of web fluid.
Because of its slow speed it may not be the weapon of choice
for fast aerial opponents. \When using the Enhanced
Controller Configuration, find the Gold Spider lcon which will
allow you to hold down the web button for a more powerful
charged web ball.

Web Yank: Need to deal with an enemy who wants to stay at
long range? Use your web yank to bring them up close and
personal where Spidey can deal with them properly. For the
more advanced users, try performing the twirl yank when
using the Enhanced Controller Configuration. This will allow
you to swing an enemy around on the end of your web, rodea
style, knocking other enemies down.

Web Laser: This fast web attack is just what Spidey needs to
take on aerial enemies. Press the web button while swinging
or jumping to quickly shoot out a damaging stream of
webbing. This move uses up a good amount of web fluid, so
keep an eye on your web meter.

COMBO SYSTEM

As a fledgling Spider-Man exploring his new found powers, you
will learn new combo attacks as you progress through the game.
Combos begin with a standard punch or kick and can involve up
to three moves that are chained together to receive different
results. Using a variety of combo moves will add to the style -
points that are awarded at the end of a level, so mix it up for
maximum bonus points. Be on the look out for the Gold Spider
lcons which grant Spidey new combo moves and advanced web
attacks. Some will be easy to find, but others may be hidden

throughout the levels. Access the pause %7
menu and select "“Combat Controls” to view
which combos you have unlocked and their
associated button strings.

AERIAL COMBAT 101

This section is designed to get

you up to speed in the basics of

aerial combat.
Continuous Web-Swinging:
Ta begin web-swinging, simply
press the R2 button. Once
swinging, you're free to steer
through the environment and focus on your surroundings.
Remember to use your height meter and compass to locate
enemies in the area.

Camera Lock: Once you have located an enemy, engage
Camera Lock. Camera Lock Mode is particularly effective in
aerial combat. In Camera Lock Mode, the camera will remain
fixed on your target, which is helpful when maneuvering
toward him.

Maneuvering: While web-swinging offers some
maneuverability, the most effective way to quickly turn toward
an enemy is to cut your web-line by pressing the X button
[press the X button twice if you wish to double jump off your
web-ling), align yourself in the desired direction, and then re-
engage your web-swing by pressing the R2 button. (Note: In
the Easy and Normal difficulty settings, you have the abhility to
realign yourself to your target by pressing the L2 button while
in Camera Lock Maode. ]

Combat: Notice that as you approach your target in Camera
Lock Mode, the reticle surrounding him will change in color
from red to green. When the reticle is green, you are lined
up to shoot a quick web shot by pressing the A button or a
swinging kick (if you're in close range) by holding down on the
O button. Also at close range, you are able to punch your
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enemy by pressing the O button. As punching will cause
you to break your wzb-ine, remember to re-engage your
web-swing before you lose too much height. Finally, Spidey
has the ability to grapple some of his opponents. \When
directly above one of these opponents, press Jump once (or
twice if you need mare height], then hold down on the Jump
button to land the grapple maneuver. Once you have locked
up with the enemy, you can land a few wel-placed punches.
Keep an eye on your height meter however, as you may be
plummeting downwerd!

With a little practice, airborne evil-doers will no longer be safe
high above the city streets.

GENERAL
GAME PLAY TIPS

* |n some of the levels, Spider-Man will be required to rescue
civilian characters. Face the character and press the
Punch/Action button to pick them up. When carrying a
civilian and web swinging, Spidey can only do one swing at a
time. Keep pressing the web swing button to stay in the air.
Press the Punch/Action button again to put down a civilian.

¢ Some doors and obstacles will require the operation of a
switch to get past. To activate a switch, face the panel and
press the Punch/Action button.

e Some doors in the game will reqguire a key to open them.
Various enemies in the game will be holdng these keys and it
is Spidey's job to recover them. Once Spider-Man has a key,
find the correct door and it will open automatically.

* |f surrounded by a large number of thugs,
use the web dome to clear them out.

* Use the double jump to leap over obstacles
and access high walkways.

PAUSE MENU

Press the START button while
in game to access the Pause
Menu. Use the left analog stick
or the directional buttons to

scroll through options nn the Auon:g‘gf::ko“s
pause menu. Press the X Laorie
button to select the highlighted Exir o Menu
oation or press the O button to
return to your game. Press the
START button at any time to
return to your game.

$ SELECT 0 ExiT

AUDIO OPTIONS

Move the left analog stick or the directional buttans up/down to
sorall through the volume controls. Mave tre left analog stick or
the directional buttons left/right to adjust the selected volume
control. Press the O hutton to return to the Pause Menu.
RESTART LEVEL

Press the X button to restart the current level.

OPTIONS
Control Style

Fress the X button to toggle between Classic or Enhanced
contral configurations.

Movement

Fress the X button to toggle character movement between the
left analog stick or the directional buttons.

Camera Mode

Fress the X button to toggle between Active or Passive Camera
Mode. Please note that in Passive Camera Mode the user must
adjust the camera with the right analog stick.

21
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COMEAT CONTROLS

Select this option to visw the available combos, weh attacks and
their associated button strings. Press the O button to exit the
Combat Controls list and return to the Pause Menu.

EXIT TO MENU

Press the X button to exit the current level and return to the
Main Menu. You can always return to the beginning of the
current level by selecting Continue in the Main Menu.
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Greg Taylor
PLATFORM PROGRAMMERS
Dmitry Belay,
Andy “The é;gy Chien,
Martin Donlon, Kevin Sc:hm|c|t
=dik Sereda, Michael Vance
FRONT END PROGRAMMERS
Matt Altman, John Hall,
Petrus Santosa

TOOLS/FRONT END
PROGRAMMER
Bob Parkinson Jr.
LEAD ANIMATOR
James Zachary

ANIMATORS
Ryan Duffin, Jeff Hayes,
Sung-hyun Kim
ANIMATOR/MODELER
Joerg Fiederer
CHARACTER MODELERS
Arnold Agraviador,
Miranda Collins, Brad Grace,
Kevin Pasko

CHARACTER/LEVEL
TEXTURE ARTIST
Michael McMahan
CONCEPT ARTIST
Chuck VWadey
ENVIRQNN_IENT MODELERS
Travis Eastepp,

Brian Morrisroe, Tony Kwok,
Jake Santa Ana
LEVEL TEXTURE ARTISTS
Peter Chen, Wendy Davis,
Chris Erdman,
Peter Diesen Hosfald

USER INTERFACE ARTIST
Andrew Swihart
CINEMATICS
Jon Lauf, Tim Smilovitch
CINEMATICS TEXTURE ARTIST
Dusty Peterson
SENIOR SOUND DESIGNER
Douglas Rappaport
SOUND DESIGNER
Kris Giampa
NGL PRODUCER
Derek Tarvin

NGL ARCHITECT
Wade Brainerd
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NEXT GENERATION LIBRARIES nMusIcC
[NGL) :
Slava Dzhavadov Music Composed/Conducted By
Elorent Gluck “CFS" Michael McCuistion
Srini Aouie Lakshmanan, Principle Orchestrator

Michael Montague, Nerida Tyson-Chew
Krassimir Touevsky

Additional Orchestration
L ADDITIONAL SOUND Larry Rench
- Tom Hays Recorded at
ADDITIONAL PROGRAMMING

Smecky Studio in Prague,
Czech Republic

Engineer and Coordinator
Juraj Durovic

Music Preparation
Greg Ellis Music
Synthesizer Programming
Michael McCuistion

Music Mixer
Mark Mattson

Music Support Services
Paul Chew, Katherine Dixon,

Asen Kovachev, Matthias Schill,
Ryan Broner, Paul Edelstein

ADDITIONAL ART
Allan Cabal,
Christopher Peacock,
Letty Samonte, Eliot Cail-
Sirota, Diegn Torroija, Castn
Vocal, Michael Wikan
ADDITIONAL SOUND DESIGN
Keith Arem [PCB Prcductions)
ADDITIONAL CINEMATICS
Blur

QUALITY ASSURANCE LEAD Ehedvisan
Al Barasch, Sean Johnson PUBLISHED BY
m.léu{v AISISI.IFIAN[CE EEerns ACTIVISION
arlos Monray, lan Doss,
Mare Droudian, Hans VWakelin PUBLISHING, INC.
Producer
VOICE TALENTS

Matt Powers

Spider-Man/Peter Parker Associate Producer

Tobey Maguire

Brian Pass
Green Goblin/Norman Osborn Production Coordinator
Willem Dafoe Jay Gordon
Tour Guide

Senior Producer
Marc Turndorf

Vice President NA Studios
Murali Tegulapalle

Bruce Camphzll

Harry Osborn
Josh Keaton

Marp Jane Story Written by
Cat O'Caonnor T.Q. Jefferson, Matt Powers,
Vulture Marec Turndorf
Dwight Schultz

Executive Vice President World
Shaocker

Wide Studios
Michael Beattie Larry Goldberg

i Director of Marketin:

Mﬁ?mg’&n John Heinecke :
Bone Saw McGraw Marketing Associate

Jay Gordon Matt Geyer

Dr. Stromm Trade Marketing Manager

Peter Lurie

Elisabeth Noyes

Publicist
Lisa Fields

Voice over recorded at
Woodholly Studios

24 Hollywood, CA

Vice President of Marketing
Tricia Bertera

Executive Vice President Global
Publishing and BM
Kathy Vrabeck

Legal
Michael Walker, Michael Hand,
Kelly D'Angelc
V.P., Creative Services
Denise Walsh
Mgr., Creative Seruices
Jill Barry
Art Director
David Dalzell
Art & Storyboards
James Mayeda

Additional Design
Trey Watkins
Localization Producer
T.Q. Jefferson

QUALITY ASSURANCE

Project Lead
Jason "Dark Fox" Potter
Senior Project Lead
Kragen Lum

GA Console Manager
Joe Favazza

Floor Lead
Bruce Campbell

Testers
Drew Koupal, Paul Fortin,
Hunter Phelan, Terry Winston,
Daniel Jawed, Derek Faraci,
Jason Jackson, Vicente Sison
lll, Jarrod Jenkins, Ricjuane
Jenkins, Lip Ho, Matt Conley,
Geoff Olsen, Leonel Zuniga,
Jef Sedivy, Jonas Anderson

CUSTOMER SUPPORT

CS Manager
Bob McPhersan
CS Information/Escalation Lead
Rob Lim

CS Phone Lead
Gary Bolduc

CS Email Lead
Michael Hill

SONY
PICTURES, INC.
Spider-Man
Theatrical Sound Design

Stephen Hunter-Flic

Sony Pictures
Consumer Products
Mark Caplan, Eric Thomsen,
Laetitia May, Paige Brown
Special Thanks
Sam Raimi, Laura Ziskin,
Grant Curtis, Tracey Hill

MARVEL.
ENTERPRISES, INC.
www. marvel.com
Legal Affairs
Seth Lehman,

Joshua Silverman, Carl Suecoff
Sr. VP Consumer Products,
Promaotions and Media Sales

Russ Brown
Special Thanks
Ben Abernathy, Axel Alonso,
Bill Jemas, Joe Quesada,
Avi Arod
SPIDER-MAN AND GREEN
GOBLIN CONCEPT SUITS BY
Alex Ross and Dave Williams
[www.alexrossart.com)

BLUR STUDIO, INC.
Creative Director/Editor
Tim Miller
CG Supervisor
Aaron Powell
CG Producer
Sherry Wallace
Animation Team
Tom Dillon, Sam Gebhardt,
Asier Lavina, Marlon Nowe
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Concept Work/Storyboards
Cﬁuck Wojtkiewicz

Green Goblin Model
Courtesy of Blur Studio, Inc.

FORWARD NEVER
STRAIGHT
PRODUCTIONS

Studio President
Chris Hephurn

Studio Engineer
Mattt Stubbs

DoLsd
Dolby and the double-D symbal
are registered trademarks of
Dolby Laboratories.
© 2002 Dolby Laboratories.
All righs reserved.

METuUIFE
MetLife® and the MetLife®
Building are the exclusive

property of the Metropolitan
Life Insurance Company, used
under license

PACIKAGING
AND MANUAL
Ignited Minds, LLC
Belinda M. Van Sickle,
Erik Jensen

TREYARCH SPECIAL THANKS
DOr. Peter T. Akemann,

Uon Likeness, Eric Steinmann,
Christopher A. Busse, Nick Doran,
Nigel Mills, Charles Tolman,
Pascal Sahuc, Christian Busic,
Larry Forkner, John De Lancie,
Larry Hummel, Tom Lawless,
Jane McDaniel, Steve Nafshun,
Bethany Rhoades, Tara Strong,
John Andrunas, Doris Argoud,
Shawn Capislranu, Faye Ku,
Terri McAlpine, Kevin Tormatani,
Rose Villasenor, Brenda Alfakey,
Gagandesp Sidhu, Brooke Slavik

CHEERS TO
Stan Lee, Steve Ditko, Sam Raimi,
Mom & Dad, Heather Anderson,
Angelique, Doug/Rob, and Brian
Angry Panda, Sir Argyle of Sock,
The Cuse, Dr. Dave-The Windy Guy,
Ed Del Castillo, Fluffy_\White_Bunry
(for taking the red pill), James &
Dianne Fristrom, Fricnds at
Gaming-Ape, Gloria Garcia, Ripp T
Griffan, Kyle Houchens for turning
me digital, Azure Wei Ju, The
Kennedy Family, Mom Pam Koeu
for the donuts, Candie Kwok, The
Labmasters, Emma Lai, The Lee &
Hewish Families, Sean McCloskey
[for sunny days climbing fences,
you wil be missed). Frankie
Manning, Joe, Katie, |sabel, and
The Murmper Family, Lillian "Yu Yam
Guppy" Opolski, Margaret "Supa
Kitty" Opolski, Angel & Ricky Palma,
Catherine Pascual, Jen Sieck, Tat,
Gato & Gata, Jessica-fnne Torseld,
The Woodbury Crew, Kevin Yockey,
Tami Hellewell Zachary, The
Zachary Family, The Zamkoff Family
ACTIVISION THANKS
Mom, Dad, Neversoft, Chad
Findley, Bobby Katick, Brian Kelly,
Gene Bahng, Brian Bright,
Christine Potter, Mystee D. Yiffer
Nicholas Favazza, Nathan Lum,
George Rose, Stacey Drellishak,
Kelly Wand, Chris Archer, Seth and
Rachel Flaum, Jim Summers,
Jason Whong, David Dalzell, James
Mayeds, Franz Boehm, Blaine
‘Doug” Christine, Peter "Scooter”
Muravez, Jeff Poffenbarger, Chris
Hewish, Sieve Rosenthal, Jonathan
Moses, Eric Grossman, Christian
Astillero, Catharine Stebbins, Joe
Shackelford, Trey Smith, Indra
Gunawan, Suzy Luka, Jennifer
Vitiello, Kristina Starlin, Bobby
Berger, Clarence Bell, Jeanine
Hayes, Jessica Naus, Bryant
Bustamante, Brian Clarke, The
Rubel Twins, Nicole Willick,
Marilena Rixford, Mike Larson,
Greg Golostein, Dave and Michelle
FPopowitz, Kip and Cathy Bollin,
Greg and Fiona Rubel, Dave Stohl,
Stacy Socter, Lindsey | layes, Ryan
and Taylor Pass, Shelley Oberlin,
Maggie

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.

E-Mail: support@activision.com

A response may take anywhere from 24-72 hours depending on
the volume of messages we receive and ths nature of your
problem.

NOTE: Internet/e-mail support is handled in English only.

Phone: [310) 255-2050

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

Please do not send any game returns directly to Activision.
It is our policy that. game returns must he dealt with by the
ratailer or online site where you purchased the product.
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Comprehensive Walkthroughs
mc.ludﬂ&g detailed area maps, help
you swing through every level.

Boss Strategies givey
needed to defeat every sl

Game Secrets & Cheats
revealed to extend
gameplay options!

Signature Series Guide’
with special features '
including behind-the-sce
game coverage, history

the Spider-Man series,
and much more! : trchase BradyGames‘and Activision’s

visit your local electronics,
book, or software retailer.
Also available online at bradygames.com.

ISBN: 0-7440-0160-9
UPC: 7-52073-00160-5
$14.99 US/$21.99 CAN/£9.99 Net UK

www s0nNy:. com/spider-man EP‘DER"M'S\NN

[[1HBRADYGAMES

TAKE YOUR GAME FURTHER

F 2002 Columhbia Pi

. Inc. All Rights Reserved. Game Code ® 2002 Activision fnc. and its a 3 i by Act
Inc. Activision is a registered rademark of Activision, Inc, and its affiliates. All Rights Reserved. Ther nis a frade-
active Digital Software Association.  All other trademarks and trade names are the properties of their respective owners,

SOFTWARE LICENSE AGREEMENT

\USE OF THIS PROGRAM |5 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.

Y OPENING THIS PAGKAGE, AND/OR USING THE PROGRAM. ¥OU AGCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC.
[PAGTIVISION)

LIMITED USE LICENSE. Activision grants you the -exciusive, non- transferabie, imited right and licensa to use one copy of this Program
solely and exclusively for your personal use. All rights not specifically pranted under this Agreament are reserved by Activision. This Program
1% licensed, not sold. Your license confers no title or ownership in this Program and should not be constried as a sale of any rights in this
Frogram.

OWNERSHIP. All titla, ownership rights and inteliectual property rights in and to this Program and any and all copies thereof {including but
nat limited to any tithkes, computer code, themes, objects, characters, character names, stories, dialog, v phrases, locations, concepis,
Artwark, animation, sounds, musical compositions, audio-visual efiects, methods of operation, moral rights, and any related documentation,
Incarporated into this Program) are owned by Activigion or its licensars. This Program is protecied by the copyright laws of the United States,
Intéenational copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision's licensors
may protact their rights in the event of any violation of this Agreement

YOU SHALL NOT:

= Fxploit this Program or any of its paris commercially, including but not limited to use at a cyber cafe, computer gaming center or any other
lncation-based sita. Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial
use; see the contact information below.

= Ball, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior writien
congent of Activision.

+ Reverse engineer, dérive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part.

= Remave, disable or ci any ietary noticas or labels on of within the Program.
* Export or re-axport 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
|& recorded will be free from defects in material and workmanship for 99 days from the date of purchase. If the recording medium is found
tetective within 90 days of originzl purchase, Activision agrees to replace, Iree of charge, any product discovered to be defective within such
period upon its receipt of the Product, pestage 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 avaitable, Activigion retaing the right 1o substitute a similar propram of equal or greater
vilue, This warranty s limited to the recording medium containing he Program as originally provided by Activision and is not applicable to
normal wear and tear. This warranty shall not be applicable and shall ba void if the defact has arisen through abuse, mistreatment, or neplect.
Any implied warranties prescribed by statute are expressly limitad to the $0-ay period described abaove.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY 15 IN LIEU OF ALL OTHER WARRANTIES, WHETHER DRAL OR WRITTEN, EXPRESS DR
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO
(THER AEPRESENTATIONS 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} & photocopy of your dated sales receipt; (2) your name and return address typed or clearky printed; (3) a brief note describing the defect,
e problem(s) you are encountered and the systam on which you are running the Program, (4) if you are raturning the Program after the
fi0-day warranty period, but within ene year after the of purchase, please include check or money order for 320 U.S. currency per DVD
replacemant. Note: Certified mail recommended.

In the U.5. send to: Warranty Repiacements, Activision, Inc., P.0. Box 67713, Los Angeles, California 90067

LIMITATION DN DAMAGES. IN NO EVENT WILL AGTIVISION BE LIABLE FOR SPECIAL. INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GDODWILL,
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 PROGRAN. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN
IMPLIED WARRANTY LASTS ANIVOR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE
LIMITATIONS AND/OR EXGLUSION 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 JURISDIGTION

TERMINATION. Without prajudice to any other rights of Activision, this Agreement will terminate automatically it you fail o comply with its
ferms and conditions. In such event, you must destroy all coples of this Program and all of its companent paris,

1.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documantation have been developed enfirely at private expense and arg
provided as ‘Commercial Computer Software” or “restricted computer software.” Use. duplication or disciosure by the LS. Government
or 2 U.8. Government subcontractor i subject to the restrictions set forth in subparagraph (c)(1)(i) of the Rights in Technical Data and
Computer Software clauses in DFARS 252.227-7113 or & set forth in subparagraph (c)(1) and (2} of the Commercial Computer Software
Restricted Aights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer Is Activision, Inc.. 3100 Ocean Park Boulevard,
Santa Monica, California 50403,

INJUNCTION. Because Activision would be irreparably damaged If the terms of this Agreament were not specifically enforced, you agree thal
Activision shall be entitled, without bond, other secury or prood of damages. to appropriate equitable remedies with respect to breaches of
this Agreement, in addition to such other remadies as Activision may otherwisa have under applicable laws.

INDEMNITY. You agree to indemnify, defand and hold Activision, its partners, affiliates, contractors. officers, directors, gmployees and agents
harmiess from all damages, losses and expenses arising directly or indiractly from your acts and amissions to act in using the Prodict
pursuant to the terms of this Agreement

MISCELLANEOUS. This Agresment represants the completz agreement conceming this license between the pa
prior agreaments and representations hetween them. [t may be amended only by a writing executed by both g IF-any provision of this
Agraement is held to be unenforceable for any reason, such provision shall be refo 1 only 1o the extent necessary to make it enforceables
and.the il ions of this shall not be affected. This Agraement hall be Codns A under Calilomia law as such law is
appliad 1o agreemants between California residents entered into and to be performed within California, exgept as governed by federal law
and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California.

and supersedes all

11 s have any questions concerning this license. you may contact Activision at 3100 Ogean Park Boulevard, Santa Monica, California 904035,
(310} 255-2000, Attn. Business and Legal Affairs, legal@activision.com.
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Activision, Inc. PO. Box 67713, Los Angalas, GA 90067

Spider-Man and all ralated Marvel characters, TM & © 2002 Marvel Characters, Inc. Spider-Man, the movie, & 2002 Columbia Pictures
Indusiries, Inc. All Rights Reserved. Game code © 2002 Activision, Inc. and its affiliates. Published and distributed by Actiwsion

I Inc. Activision s & reg trademark of Activision, Inc. and its atfiliates. All rights resarved. All other trademarks and
trade names are the properties of their respactive owners.

Licensad for play on the PlayStation 2 computar entertainment systams with the NTSC L/ designation only. *PlayStation® and the *PS"
Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registared trademark of the Interactive
Digital Software Association. Manufactured and printed in the L.5.A. THIS SOFTWARE |5 COMPATIBLE WITH PLAYSTATION 2
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