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WARNINGS Read Before Using Your Dreamcast™ Video Game

CAUTION

Anyone: who Uses the Dreamcast™ should read the operating manual for the software and console beloigog gl shovid read these manuals iogefher wilth
any minges wh will use e Dreamcast™ bedore the minde ses &

HEALTH AND EPILEPSY WARNING
Some small number of people are susceptible tn epilepfic seizures or loss of consciousness when expsed bo certain “ﬂhﬂﬂwm patterns that Tey encounter in everyday
W Sueh s ose In certain elevision images or video games, Thise seizures o loss of consciousness may oocur even if {he person s never fiad an epllspts setrure.

I e o ariyone 1 Your family has ever had symptoms related o epilepsy when exposed o flashing ights, consait your doclar prir 1o using Dresmeast™
I il cases, parents should monitor the use of video games by their chidren, I any player experiences dizzinessy BIUMEd Vision, eye of mescle wilches, koss of consciousness,
diconentalion, any invokuntaty movement or convulsion, IMMEDITELY DISCONTINUE USE AND CONSULT YOUR, DOGTIR BEFURE AESUMING PLAY

¢ {he possibily of such symptoms, the operator must follow these safety precauions 2t al imes when ising Diedmeast™.

Sit @ miinimum of 6.5 feet @by from the tekevision screen. This should be 25 far 25 the length o e comtroller cable.

Do ot play if you ae tire G Ve ot had much skep.

Make sure that the room in WEHYOU are playing has al the fights on and is wel it

Slop playing video games for a1 18aSElen 1o twenty minules per hour. This will rest yourgyes, Mmmﬂh‘w&mummmm cornfortabl g the game in
e future:

(PERATING PRECALTIONS.

To prevent personal injury, property damage or malfunchion

+  Before removing disc, be sure it has stopped spinning

. mnraarm"GUmunmusmmedlmmm;mﬁmmenmmm‘*mmmmmmmwmmnm'mwumm“m
especialy not in a CO player

Do ngt llow fingerprings or dirf on eiffver sde of the disc

*  Aroid bending the desc. Do not touch, smadge or scratch its surace,

Do ok modify or entarge the centrs hale of the disc or use a dist that is cracked, modfied of repaired wilh adhesive tape.

» Do ot weite on or apply-anything o efther side of fhe disc.

+  Store the tist in % original case and da not expose it 4o high {emperzture 2nd humidity,

+ Do not feave the disc in drect sunlight or near a radiator or ofher source of heal

. L&wmmamnwmmmumwmwmbmmmmma»mumwmmmmu

* PROJECTION TELEVISION WARNING
5l pictures or images may pichure libe damags or mark B

DREAMCAST™ VIDED GAME USE
Thes GO-ROM can only be used with the Dreameas(™ vide ystenn. Do not attempt to p .».GDMHNS!‘NWWWWWMW
nmmmmmmsmwmmmmm video game system only. Unauthorised copying.
reproduction, rental, public performance of this game is a viokation of applicable xws. The characters and evests portrayed in this game
are puredy fictioral. Any simitanty fo other peesons, Iving of déad, is pursly corcidental
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PROLOGUE

Kurt Hecfic never wanted fo be a hero. He would have been content with a normal life, living his years in quiet, dignified
anonymity, bul it was not fo be. Kurl was a loyal employee, and working for eccefric genius Doctor Fluke Hawkins meant
occasionally doing the extraordinary. In uter disbelief, Kurt was eventually called upon o leave.his beloved Earth,
assuming the unlikely fitle of first janifor in space.

Doctor Hawkins had long suffered ridicule from his fellow scignfisls. They claimed he was loo eccenttic, and that his
methods were questionable a besl. In time Hawkins grew firéd of hearing such things, and seeking fo wotk undisturbed
he fled the earth info a sell-imposed exile. His ship, the 'Jim Dandy," was launched withou! fanfare, and he swore not fo
refurn until he had vindicated himself in the eyes of his peers. Weeks lumed fo months and months slowly furned fo years.

The greatest of the Doclor's invenfions in exile was a six-legged canine named Max, the first successful attempt by
Dr. Hawkins fo create an arlificial infelligence. ‘Successhul’ meanf thal he never tried fo kill the good doclor, and had no
plans for global domination. The perfect assisfani, Max kept fhe Doclor grounded in realify, and performed much the same

function as the safety-cafch on an assault rifle. He was eager fo please and adaptable o any fask, his gentle soul oddly
balanced with an affinity lor firepower.

The fime for Doctor Hawkins fo prove the real merif of his genius came sooner than anyone could have expecled.
Creatures from a sirange dimension alfacked the Earth, riding ‘energy streams’ fo the surface and stripping if of all
mineral wealth. They landed greal machines: 'minecrawlers’ thaf destroyed everything in their path and laid waste
1o entire cities. The forces of Earth were helpless before the anslaught, ;

Watching the devastation'an Earth, the crew of the Jim Dandy’ knew they had fo acl. Kurt was ouffitted in the most radical
of the Doctor's creations: an untested armoured 'Coil Suit,' with chain-gun and a sniper rifle ordinance that could farget
enemies a mile away. Leaping from fhe ship on an unconventional parachute of ribbon, Kurt had fo make his way fo the
pilot of each minecrawler and hopefully disable the machines. Kurl was reluctant, but he had no choice. He was ihe
Earth's last hope.

Kurt valianly fought through the alien defenses, driving to the very heart of each minecrawler, defeating pilot after pilot
afer pilot, with each falling o his desperate delermination. He ulfimately challenged the evil mastermind behind the
alfack, a grotesque, sadistic crealure by the name of Gunier Glut. With the aid of Max and the Doclor's inventions, Kuri
was able fo fake fhe fight directly fo this diabolical beast, and was eventually victorious in fhe climactic baifle. The
invasion crumbled and the aliens relreated, their fails hetween their legs, leaving the Earth batlered, despoiled, even
ruined, but nol beaten. No, not beaten.

Noi, with the aliens routed and order resfored, our heroes can vefurn fo their normal, everyday lives. Or can they? Only
time will fell.




GETTING STARTED

Power Bution
This furns the

Press o open
il ON or OFF

the Disc Door

Control Ports
Use these parts fo connect fbe Dreamcast™ Controller or other peripheral equipment
From lefi 1o right fhese are:

Control Poet A, Coatrol Port B, Contrel Port €, Control Port D.

MDKZ is a single player gaiié designed for use wilh the Dreameasi™ . You will need a VM (Visual Memory) if you wish
to save game stafus and action replays.

To play MDK2:

1) With the Dreamcasi™ power off, insert the MDK2 Disc info the Dreamcasi™.
2)  Plug in your Dreameast™ confroller.

3) Insert your VM (if you have one).

4)  Press the pawer bution fo activale your Dreamcasi™ .

After pl;eiiil'lﬂ the Start Button on the Tille Scteen; the game will enter the Game Start and Option Screen. If you don't
press the Starf Button during the Tille Screen, MDK2 will enter an automatic demo mode that will playback snippets of
MDK2 gameplay.

The Game Start and Option Screen is screen from which a new game can be slarted. Game opfions can also be set from
this screen.




New Game

Choosing the new game option will start a new game of MDKZ. The infro movie will begin following a short
loading period.

Load Game

AWM [Visual Memory) can be used to store MDK2 save games. Choosing the foad game opfion will allow you fo confinue
your game from & previously save location. Save games are automatically genesaled during gameplay and stored on the VM.

Dntions
The opfions menu offers a number of gameplay options. There are fhree main oplion categories - Game Opfions,
Control Options and Audio Options.

Game Dptions

These opfions modify basic game functionality.

Display Movie Text
This feature foggles the display of fext during movie playback.

Togale
This option is only available o European audiences. It allows for
loggling of the video signal for MDK2 between 50Hz and 60Hz.

Lontrol Submenu

Members of this submenu modify fealures related o the game controls.

Beverse Normal Up/Down
This option reverses he Verfical (Up/own) axis of movement for the Analog

Thumb Stick during gameplay.

Beverse Sniper Up/Down
This opfion reverses the Verfical (Up/own) axis of movemient for the Analog Thumb Stick during Kurl's sniper mode.

Analog Seasilivity

This controls the sensitivity of the Analog Thumb Stick. Increasing the bar makes the stick more sensifive.

Deadzone represents a buffer-zone in which movement of the Analog Thumb Stick doesn't move the game camera.
Increasing the bar increases the deadzone, making fhe stick less fouchy.

Vibration Pack Support
MDK2 supporls the vibrafion feafures of the Vibrafion Pack. This option fogales support for the Vibrafion Pack.

Reverse Triggers
Default assignment of the Left Trigger (Jump) and Right Trigger (Fire/Use) can be reversed with g

this option.




Audio Submenu In-bame Menu

Members of this submeny modify features related o the sound and music in MOKZ: There s an in-game menu fhal can bé accessed during gameplay by hitting the Start bution. This menu has the following

opfions ~ Continue (refurns o the game), Load game (this reloads from a saved checkpoin), Options (this accesses.Hhe
option screen) and Quif {fhis quils the game and returns o the Game Start and Option screen).

This option logales between slereo and mono audio oufput.

Fifects Volume

The options confrols the volume for sound effects in MDK2. | [ [] " T R [I L 5
Music Volume

This opfion coirls mel volume. There are three main characlers in MDK2 - Kur Hectic, Max and Doctor Fluke Hawkins. Each character has both a common

and a unfque set of confrols.
Voice Volume

This option confrols voice volume.

The play movies opfions is nof available until the player meets cerlain mysterious condilions. This menu option will allow Araog Thurb Pad Warning: Never tuueh the Aralog Thamy Pad or Left | Right

the player fo plan movies independent of gameplay. Dirsctional Pad (0-Pad) Viene b ogus e g e ot gove ON. Do s may
/ A e Controfler mitsalis procedure and result in
matfunction.

I the Anale Thumb Pad or Left ( Right Triggers are accidently
mioved whilt turning the Dreamcast power ON, turn the powes OFF
immediately and then ON again, making sure nat to touch the

Expansion Sockat 1 i

Pight Trigger
(Trigger )




Y Button

Move Forward

A Bution

Move Backward

L Trigger

Jump
Press and Hold for Parachute

X Butfon

Strafe Left

R Trigger

Shoot Chain Gun

B Button

Y Button

Strafe Right

Toom In

| D-Pad Down

Ener Sniper Mode

D-Pad Left

Move liem/Weapan Selector Leff

D-Pad Right

Move Ifem/Weapan Selector Right

D-Pad Up

R Trigger

Use lfem

Shoo!

Y Button

:._i. Button

L Trigger

| Jump

Press and Hold for Jefpack

X Button

R Trigger

* Shoot Equipped Weapon(s)

B Button

A Buffon

Toom Out

D-Pad Left

Move Item/Weapon Selector Up

X Butfon

Strafe Leff

D-Pad Right

Move ltem/Weapon Selector Down

B Button

Sirafe Right

D-Pad Down

Leave Sniper Mode

D-Pad Left

Move ltem/Weapon Seleclor Left

D-Pad Right

Move Item/Weapon Seleclor Right

D-Pad Up

Togale Weapon ON

D-Pad Down

Toggle Weapon OFF




Kurt Hechic

Dog Commanis General lfo
Kurt Heclic, the lead character from the.ariginal MDK, is a reluctant hero, cursed

Move Forward L Trigger Jump by circumstance. Once a simple janifor for Doctor Fluke Hawkins, Kurl was
" Move Backward R Trigger Combine Wfems in Both Hands L chosen to wear fhe famed 'Coil Suil* fo defend the Earth against the invasion of

Strafe Left D-Pad Up Move ltem/Weapon Seleclor Up the evil Streamriding Aliens. The 'Coil Suif' was designed by Docfor Hawkins

Strafe Right D-Pad Down | Move llem/Weapon Seleclor Dow _ both as a powerful weapon and an alfernalive fo classy evening wear. The “Coil
D-Pad Right Hold Ifem in Right Hand Suit' gives Kurl a number of special abilities including: a Sniper Scope that he
Pressing Twice uses lfem in Right Hand can use fo shoal enemies a mile away, a Ribbon Chute fal cansilently carry Kurl
D-Pad Left Hold Tem in Left Hand a greal distance while floating through fhe air, and a devastafing Chain Gun. Kurt
Pressing Twice used lfem in Left Hand reluctanily uses these fools fo defend the Earth.

Mavement
T H E [ H H R H [ -I- E R 5 : Pressi‘nq fm of the Hz.ruemenl buttons {A.?JLT) uuses. Kuﬂ 1o ran In the direction of fhe butfon that is pressed.

Combinatians of keys will cause Kurt fo run in diagonal directions.

MDK2 allows you fo take control of three completely diferent characlers during the course of the game. ?(ur! can Iun}p info the air by using 1He. leh‘iriwer. He can also grab f:dnes and pu!! himself up fo surfaces fhal
Fach character has a number of unique characlerisfics and abilifies that set him apart from his comrades. he might otherwise be unable fo reach by jumping toward them and holding the Lefi Trigger.

Ghain Gun

Kurl has a Chain Gun mounied on his right hand. Pressing the Right Trigger causes the Chain Gun fo fire.
The Chain Gun has unlimited ammo, never overheats, and can be used confinuously, should the slluaflm -
require if. There are upgrades thal Kurf can find for the Chain Gun fhat change both its Iinnn ’
characteristics and damage.




Shiper Seope
Pressing Down on the D-Pad causes Kurl fo enfer Sniper Mode. A new Graghical User Inferface appears when Kurl enters ! EﬂmE EUEEH

Sniper Mode. This GUI features a zooming viewpor! that Kurt controls with the'¥ butfon (Zoom In) and the A Butfon (Zoom
Qut), a camera view fhat shows either Kurf or the bullef he most recently fired, and an array of the ammunition currently

mila_bie, Items
Kurfcan change his sniper bulle! with fhe D-Pad by pressing either Left o Rightfo move fhe selector up o down. Pressing :
" the Right Trigaer causes Kurl fo fire a single sniper shot. Be careful wilh your ammunifion because all shots, with the Hellh Gui

exception of the default sniper bullet, have limited ammunition,
Also note that Kurt can trafe while in Sniper Mode by using the X and B huffons.

Ribbon Ghute

While falling or jumping, Kurt's ribbon chute can beé activaled by pressing and holding the Left Trigger. While activated,
fhe ribbon chufe allows Kurt fo glide around his environment. Movement keys can be used in combination with the ribbon .
chute fo explore the environmen, 5"”]9[ Gl

Bullet cam

Also, if the ribbon chute is opened in an updraft Kurl will rise up inlo the air

Inventory
Kurt has a limited inventory of ifems that he can use during his mission. Kurl's invenfory is always active; fhe current
active item can be changed by pressing either Left or Right on the Direction Pad. Pushing up on the Direction Pad uses

the currently selected inventory ifem.

Toom factor

iper reficl
Sniper reficle el Gl
Ammunifion

Health :
' Kurl starls the game with 100 health points. As he is damaged, his health decreases.
Kurt can find flems in his environment that can be used to heal his injuries hack 1o a
maximum of 100 points.



Max is the robotic creation of Doctor Fluke Hawkins. His unusual design (2 legs
and 4 arms) allows him fo hold up fo four weapons simultaneously. Originally
quile fame, Max downloaded an acfion hero personality in order fo befter help
in the defence of the Earth against the Streamriding Aliens.

Movement

Pressing any of the Movement Keys (A,B.X.Y) causes Max fo.rum in the direction
of the key thal is pressed. Combinations of keys will cause Max fo run in diagonal
directions.

Max can jump into the air by using the Left Trigger. He can also grab ledges and pull himself up to surfaces that he might
ofherwise be unable fo reach by jumping foward them and holding the Left Trigger.

Weapons

A number of weapons are available to Max, and thanks ta his unusual physical enhancements, up fo four weapons can be
used simultaneously. To select different weapons press either Left or Right on the Direction Pad fo mave the

Selector. When an unequipped weapon is highlighted, press Up on the Direction Pad fo activate it. You'll notice thal
the weapon changes from fransparent fo solid when equipped. To unequip a weapon press Down on the Direction Pad.

Max is unable to add ammunition fo his weapons and thus he will throw emply weapons away withou!
prompting from the player. Don't worry, there are a number of weapons available in his
environmens,

Jetpack

There are iwo different jetpacks available for use by Max: the standard jetpack and the atomic jefpack. Both are accessed
by pressing and holding fhe Lefl Trigger. The jetpacks both use analog confrol and fhus their fuel usage and thrust can
be carefully controlled.

The standard jefpack has a limited amounkof fuel and must be refueled at specific fuelling stations. The atomic jetpack
has an unlimited source of fuel and recharges when nof in use.

igalth

Because of his robofic consiruction, Max has more: healthipoints than either Kurt or Doctor Hawkins. He starts with 200
health points thaf can be replenished by specific items found in his environments.

bame Screen




Ooctor Fluke Hawkins

General Info

Doclor Fluke Hawkins is the famed irascible genius responsible both for the
creafion of Max and the development of "the Coil Suil." As a player charatler,
 Doclor Hawkins is most unusual in that his physical weakness is more thian made
up for by his ingenuity.

Movement

Pressing any of the Movement Keys (A,B,X,Y) causes Doclor Hawkins fo run in the
direction of the key that is pressed. Combinations of keys will cause Doclor
Hawkins fo run in diagonal directions.

The Doctor can jump into the air by using the Leff Trigger. He can also grab ledges by jumping loward them and holding
the Left Trigger, but he is foo weak to pull himself up! :

Inventory

Docfor Hawkins has two, completely independent inventories, one for his left hand, and one for his right,

His selection bar is conirolled by the D-Pad; pushing Up on fhe Direction Pad moves the Selector up while pushing
Down on the Direction Pad moves il down.

When the selection har sis over an unequipped ifem, the Doclor can press the Direction Pad'fo the direcfion
of the item (left or right) fo hold the item in ils designated hand. He can of course hold different
_ ifems simultaneously, one in each hand. !

While holding an ifem in his hand, if he press the Direction Pad either fo the Leff or Right (foward
the hand in which he holds the item) the item is used.

The Doclor's primary power is fo combing ilems. To do this, he must first hold the ifems he wishes fo combine, one in the
left hand and the other in the right, and then press the Right Trigger.

One of three outcomes can occur when the doctor attempts fo combine ifems. The first oulcome thal might occur is..
nothing! Not all items can be combined, in‘fact, many are absolutely incompatible and can cause serious problems when
combined. The second polential oulcome from combining items is that a new item is crealed. The name of fhis new ifem
will be displayed, and Ihe new ifem will be created in the Doctor’s inventory. The third outcome is thaf &n effect might
be produced affer the combination of items. The effect could lead fo either a positive or negafive oufcome. Don't be afraid
1o experiment wilh the Doctor and his ifems.

Of the fhree characters, Doclor Hawkins is by far the physically weakest. He only has a fofal of 60 health points,
but forfunately he can create and find items that can replenish his health.

bame Screen

Inventory




Sniper Bullets and ltems
THE ITEMS
11 Tollawiag Sniger Bullets and llgms an be loaded into the Sniper scope and shat with different effet!

Sniper Buflet

The basic sniper bullet fravels.straight o its farget, causing damage with ifs impac!.

The following are a sampling of a few of [he items that can be used by Kurl Heglie.

Kurl can throw the basic grenade at his enemies fo creafe concussive damage. The distance the grenade is
fhrown depends on the upward angle af the fime of launch. Be careful because Kurl can be damaged by his
w7 OWN grenades.

The homing bullet fracks ifs target.

Kurt can fhirow the Dummy Decoy info the baflefield in order fo confuise his enemies. Being of slighily dim
intelligence, the Aliens aren't able fo tell the difference belween Kurf and his decoy. In fact, they prefer to
shoot the decoy, because of its satislying response fo their allacks.

The sniper mortar follows an arcing path fo its frgel. lis arcing frajectory can be used fo bomb those

One of Kurl's more effective ifems is the Cloak. The Cloak renders Kurf invisible fo alien eyes and allows dificult o reach $pots.

him fo run unscathed through their defenses. Beware, as the Cloak has a limited duration of effecl.

The sniper grenade follows a direcl path and explodes on contact.

The bouncing bullet ricochets off multiple walls on the way fo its fargel,




niper Shield
- The sniper shield absorbs damage from alien weaponry for & limited period of fime.

A

Tie fallgwing are a sampling of 2 few of lhe items can be used by Max.

Magnum

The Uszi is a basic, automalic weapon.

The Sholgun is a powerful, non-automatic weapon.

=== The Magnum is a basic, non-automatic weapon. Max hasa special Magnum that never runs ouf of ammunifion.

GatGun

ﬁ' The Gatgun is a powerful, aufomalic weapon.
=
&

The follawing are oaly a few of the items:used by Doctor Fluke Hawkins. They complelely defy descriptian.

Toaster ; @ A Pile of Dirty Towels
Lighter @ Pipes

An Blecirical Cord

Remember — experineat with the Doctor’s items [o discover new combinations!




THE ENEMIES

Here is a very small sampling of the enemies that our faithful heroes will face in MDK2.

Conehieads make up the working class of the Streamriding Alien sociefy. They appear fo be harmless unfil provoked.
Once angered, Caneheads lash out with a powerful psychic atfack thaf ean pass through physical barriers.

Bif
Bif funclions as an imperial quard for the Streamriding Aliens elife. Large ‘and Iremendously powerful, Bif possesses a
fearsome lightning stalf that can discharge electrical affacks that can Irack the player.

Battrocks
E.utlmclzs make up the bulk of the Streamriding Alien shock froops. Exiremely mobile and agile, Botrocks can atfack with
either Iheir energy cannon or by throwing concussive grenades.

Birdbrain
Birdbrains function primarily as seniries for the Sireamriding Aliens. Their ability to fly affords them
fremendous maneuverability and their wicked femper makes them a fenacious enemy.

HINTS

“= Most of the enemies are exfremely dangerous if you gef foo close fo them. Keep your distance except if you
mysteriously develop a hand to hand atfack.

- Make use of Kurf's Ribbon Chute fo fully explore his environments. You'll never know what you might find.
“D Whe possible, use Kurt's sniper mode. 's much more powerful fhan his standard chain gun:

“ Don't be afraid fo use Kurt's special lems when you ge info a bind, they can be mos helpful.

“=20 Remember thal Max has four arms, that means 4 guns!

“) ) Max can destroy considerable parts of his environments. Don't be afraid fo shoot out windows, walls and
anylhing else thaf calches your fancy.

Be very careful with Max and the jetpack. There is usually barely enough fuel for the maneuvers you are
required fo pull off. Max is fough bul he still fakes damage from falling long distances.

> Keep the Doctor ouf of direct combal unless you are have a couple of healing tems al your disposal.

> Don'} be alraid fo explore sirange combinations of ifems with fhe Doctor, you might be pleasantly
surprised with what you find. 5




TECHMNICAL SUPPORT

Thank you for purchasing MDK™ 2. If you are experiencing difficulties wifh this fitle, please fake advantage of the

ollowing product suppord. Please note that all our operalors only speak Engli i
nglish and thal we are unable to
hints through our Technical Support number. o gl

Technical Support : +44 (0) 207 551 4266
Fax s +44 (0) 207 551 4267
Infernet : customer_supporiavie.co.uk {please use Ihe game fille as your subject heading)
World Wide Web: www.vie.co.uk and wwwinterplay.com
Address : Cusfomer Services Depariment
Virgin Inferactive Enterfainment Europe Lid.
T4a Charlotie Sfreet
London
WIP 1LR

LITITED LWARRRANTY

In the unlikely even! of a software faull please refurn the complefe package, with your receipl, fo the original place
of purchase and request a replacement. If you do need fo felephone us, please provide us with as much
information as possible concerning your system. When confacting us by post, ensure you include the Title & Version of
the game, a defailed descripfion of the problem you are experiencing and the exact type of hardware that you are using.
When sending us a fax, please remember fo leave your fax machine swifched on and ready fo receive. If you are
using a Telephone/Fax system please make sure fhat the Fax connection is enabled. Ensure fo include your
name, a refurn Fax number with the area code and a Vaice number so we can confact you if
_ e experience problems when frying fo Fax you back.

NOTICE

Inferplay reserves the right o make medifications or improvements fo the product described in this manual af any time
and withou! nofice.

COPYINGE PROBIBITED

This solfware- product and the manual are copyrighied and all righls are reserved by Inferplay Productions and are
profected by the copyright laws that pertain fo computer sofiware. You may nof copy the software excep! that you may
make a single copy for backup purposes only. You may,nokloan, sell, renl, lease, give, sub-license, or otherwise fransfer
the software (or any copy) unless expressly permilted fo'do 5o, by Interplay Productions Lid. You may not modily, adapl,

" franslafe, creafe derivative works, decompile, disassemble, or ofherwise reverse engineer or derive source code from, all

or any portion of the software or anylhing incorporated therein or permit any third party fo do so.

INTERPLAY'S WORLD WIDE WEB SITE

“Welcome fo the Interplay Web! As a company dedicafed fo providing innovafive, high quality interactive enterfainment
solfware, we are always siriving fo stay as close as possible fo the leading edge of fechnology. This Web site is
designed to provide a wealth of information and opportunities fo you. As a company of fanatic gamers, we love
fhe idea of gamers all over the world tapping info cyberspace o see, fouch and feel our latest games. To make it work,
our goal is To keep this site fresh and new, fo make if a place where you can fell US what you like about our game and
what you don't like about fhem! Enjoy your visit fo our web sife, explore all the different areas we have lo offer, and
come back soon. Keep checking us out as we infroduce new and exciling areas for you fo experience.

Onee again, Welcome!”
Brian Fargo
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