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A 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.

Important I-loalth Warning About Playing Video Games
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 piaying 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.

ESRB Game Ratings
The Entertainment Software Rating Board (ESRB) ratings are designed to provide
consumers, especially parents, with concise, impartial guidance about the age-
appropriateness and content of computer and video games. This information can
help consumers make informed purchase decisions about which games they deem
suitable for their children and families.
ESRB ratings have two equal parts:
- Rating Symbols suggest age appropriateness for the game. These symbols

appear on the front of virtually every game box available for retail sale or
rental in the United States and Canada.

- Content Descriptors indicate elements in a game that may have triggered a
particular rating and/or may be of interest or concern. The descriptors appear
on the back of the box next to the rating symbol.
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June 16, 1991
Ghostbusters
417 Sth Avenue
New York, NY 10016

Dear Rookie,

It is our pleasure to offer you the chance to join
the Ghostbusters as an Experimental Equipment
Technician. we believe you have the experience and
skills necessary to accept this stimulating job.
You will be operating our new equipment, the most
cutting edge of technology.

This opportunity will allow you to join the booming
and exciting business of paranormal investigations.
It's a growing industry with many expanding
opportunities, so right now is a great time to join.

Sincerely,

Ghostbusters Management



GAME CONTROLS
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The Firehouse serves as the tutorial area and is revisited between
certain levels.

sav: ll ~-
Your I ally saved at checkpoints while you play.

game, your lastcheckpoint is loaded. Make sure
least 4 MB of tree space before starting the game.

LEVELS
completed levels from the Career menu.

brings up the PE HUD interface. From here you can
view the Tobin's Spirit Guide, Equipment, Artifacts, Train-
ing, Statistics, 8: Options.
Objectives: Display the current objective.
Tobin's Spirit Guide: View a list of all scanned ghosts, as well as the
number of creatures that you have captured and destroyed.
Equipment: View a list of all available equipment upgrades.
Artifacts: View a list of all collected Cursed Artifacts.
Training: Review the controls for specific tasks.
Statistics: Displays Career Overview, Financial, Medical and Combat
information.

OPTIONS MENU
Reload Checkpoint: Reload last saved checkpoint.
Settings: Con¿gure Gameplay, Controls and Audio/Video settings.
Quit to Main Menu: Return to the Main Menu.



HEADS UP DISPLAY (I-IUD)
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I . I-IEAI-'I'I-I BAR
The horizontal, green health bar health bar is located on your Proton
Pack and shows your current health. As your health is
health bar drains. When it empties you are incapacitated.
of the screen also begins to go red and blur to indicate

2. EQUIPMENT STATUS METER
The vertical, red bar on your Proton Pack indicates the status of
rent equipment. If you fire your equipment for too long, it
and become unusable for a short period of time. If
you can manually vent the pack by pressing E. _ ~

3.TEAMMAT£ PORTRAITS
When a fellow Ghostbuster is incapacitated, his portrait appears along
with a directional indicator that points toward his location. If you want to
know where your teammates are at any given moment, you can also man-
ually bring up the portraits of all Ghostbusters in the current mission.

4. CREATIIRE STATUS
Shows the health of ghosts.

5. DAMAGE CLAIM
This HUD element shows the dollar value of all "accidents" and inciden-
tal damage caused wh.i1e on the job. You can find cumulative damage
totals in the Financial Records section of your Ghostbusters Field Guide.

6. OREATURE REWARD
This shows the dollar value of killed entities or captured ghosts. When
a creature is captured or destroyed, its reward value is displayed on
screen for a short amount of time.



‘I. PR2 METER
The rods on the sides of the PKE meter raise and begin to glow and
pulse when you are pointing it at something interesting. Ecto-Goggles
are automatically equipped when using the PKE Meter.When you have
the Ecto-Goggles on, you will ¿nd the trails that ghosts leave behind.
Your PKE METER will Àash different colors at times.

' Red Signal - Hidden ghosts 8: entities.
- Green Signal - Enviromnental Phenomena
~ Blue Signal — Cursed Artifacts (scanning these opens bonus

content as well as adding additional money for upgrades).

8. BlI‘l"I'0N!lC'I'l0N PROMPT
The bar on the bottom-right will display a prompt, such as “Equip PKE
Meter" or "Interact" when action should be taken.

9.s:.aMm-:1-|:n
This gauge when you have built up enough energy to slam

WHEEL
circle of items appears on the right side when you press the D-

change equipment.

srnnnlvl (rnnunnv runs)
Using the Proton Pack’s particle accelera-

. tor, the Neutrona Wand releases a concen-
trated stream of protons that Àuctuates as
it reaches its target. The Àuctuations of
the Proton beam tend to cause extensive
property damage.

BOSON nnnrs (szcounnnv rrnn)
' Boson Darts are super de-polarized bursts

of extremely volatile, but very effective,
boson particles. Boson particles quickly
overheat the Proton Pack, so sparse usage
is recommended. Accidental Neutrona
Wand blockage could vaporize the
surrounding three square miles. Requires:
Proton Accelerator.
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SI-IOCR BLAST (PRIMARY FIRE)
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The Shock Blast expels a conical pattern of
stripped dark matter particles that diffuse
quickly in the atmosphere. It is very pow-
erful at close range but less accurate and
less potent the farther you are from your
target. It works well on inbound ghosts and
vapor swarms or near-proximity entities.

STASIS STREAM (SECONDARY FIRE)
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The Stasis Stream emits a high-capacity
stream of order-reversed particles
that hypobond to ectoplasmic matter,
effectively immobilizing ghosts. The Stasis
Stream has nothing to do with cold, but the
effect is similar. . 1

possessed humans or objects.

Once your Neutrons
for Traction-Levit_a_f_tion,_ Slime Tether
allows for the discharge of plasmic slime
strands between two points. 'I'he plasmic
strands contract and pull on whatever is on
the two ends.The Slime Tether works great
for moving heavy objects, and you can use
it for capturing ghosts.

MESON COLI.-IDER (PRIMARY FIRE)
J! |* I,

-.
"2-ix”!

I .

¢

F1 '
I U

_' .- \
t

. 4 .. qt-_-.-_-<"'

‘ll?

The Meson Collider releases a hyper-
collided, long-range stream of particles
that vaporizes any ectoplasmic material
in its trajectory. The spread is limited but
intensely focused, making it great for long
and medium distance creatures. lt also
marks a spot that the Overload Pulse will
track to automatically for several seconds.



OVERI.-OAD PULSE (SECONDARY FIRE)
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until a 100% scan g .
Spirit Guide located in the Pause Menu.

PARA-GOGGLES
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An alternate release mode of the Neutrona
Wand, the Overload Pulse Pulse is a series of
low damage, rapid-fire particles that automati-
cally track to a marker set by the Meson C01-
lider.

Deploy a Containment ‘Trap when a ghost is
wrangled. Lower the ghost into the trap for
holding until it can be deposited in the Con-
tainment Grid at the Firehouse.

_t

The PKE Meter measures electromagnetic fluc-
tuations like a divining rod: point it at psychoki-
netic energy, and it heats up. Point it away and it
goes cold. Iut follow the signal to your target.
Using the PKB Meter for tracking is helpful but
you can also use it to perform a full target scan

tainted entities and objects. At the center of
screen are three nested circles. Ghosts scanned in the outer

scan, a'50% scan in the second ring, and a 100% scan
lttformation on each creature is progressively unlocked

sc .an level Creatures can be scanned multiple time
reached Scanned creatures are listed in Tobin's

The Goggles are enabled whenever you use
your PICEI Meter. They'll allow you to view oth-
erwise invisible ectoplasmic activity.



WRANGI-ING AND CAPTURING

; Z fr Press G to equip the Blast Stream. Keep
‘ ' - ' I -- the crosshair over the ghost and press

*' ’ . - E to fire the Proton Stream and weaken
him.rs?‘
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-. 451 iii-. Ghosts that are sufficiently wounded
will be automatically wrangled by the

r Blast Stream. You can wrangle some
- large objects using the Blast Stream by$7..

'- ‘ pressing .

‘ ' t. -_-A 2% 7, The slam gauge will appear and begin
.14 . Q». s? j ' to fill when a ghost is beingwrangled.

, /_ '1 when enough slam has accurgiulated,
‘ I ' press I to slam the ghost. ' ,
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’ " ' ' Press 0 to toss a trap.
‘ ghost into the trap using the

-' . ' »= -._._ Ghosts will try to escape an
trap! Use the right stick to
the middle of the trap's

Congratulations on a successful cap-
ture!

. r . . .
- \
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UPGRADES
You earn money for equipment upgrades by capturing Ghosts, Scanning
Cursed Artifacts, and other activities. To upgrade, press the START but-
ton to bring up the PICE HUD (Pause Menu) and view the "Equipment"
heading. Scroll through the available options and choose your upgrade.
Common upgrades include:
PKE Meter:

- Scan Improvement - Increases Scan Target Size
- Recharge Booster — Decreases Scan Recharge Time

Trap:

- Fast Trap - Increases Ghost Trap Draw Down Rate.



- Slam Dunk Trap - Enables Slam Dunking Ghosts into the trap.
Blast Stream:

- Focusing — Reduces Stream Wandering
- Recoil Decrease — Removes Movement Restrictions

Unlock new equipment and earn money to discover other upgrades.

IIBOK LIVE
Play anyone and everyone, anytime, anywhere on Xbox LIVE®. Build your
pro¿le (your gamer card). Chat with your friends. Download content (TV
shows, trailers, I-ID movies, game demos, exclusive game content, and
Arcade games) at Xbou: LIVE Marketplace. Send and receive voice and
video messages. Use LIVE with both Xbox 360® and Windows®. Play, chat,
and download on both your PC and your Xbox 360. LIVE gives you ulti-
mate access to the youwant and the people you know, on both your
PC anclyour TVI and join the revolution!

use Xbox LIVE, cormect your Xbox 360 console to a high-
connection and sign up to become an Xbox LIVE member.

information about connecting, and to determine whether Xbox
in your region, go to www.xbox.com/live/countries.

SETTINGS
and Àexible tools enable parents and caregivers to decide

wluch young game players can access based on the content rat-
ing. Parents can restrict access to mature-rated content. Approve who and
how your family interacts with others online with the Xbox LIVE service.
And set time limits on how long they can play. For more information, go to
www.xbox.corn/familysettings.

RANIIED OR UNRANIIED PLAY MODES
Select Xbox LIVE at the Main Menu to join up to three other players in mis-
sions and competitions.
Instant Action — Play a single Iob on a map
Campaign - Play through a series of jobs on one theme. You upgrade
weapons based on your weapon specialization and cash earned.

DIITICULTY
Difficulty scales automatically in Ranked games based on the number of
players and the average rank and skill of players. For Unranked games,
you can set the difficulty to Easy, Medium, or Hard.



Note: Both Instant Action and Campaign modes offer random selection of
map/job type.You can join any Unranked game in progress. Matchmaking
is based on player Rank or Difficulty.

CHARACTER AND EQUIPMENT SELECTION
You can play as any of the Ghostbusters game characters: Venkman, Egon,
Ray, Winston, or the Rookie. You choose a weapon specialization, which up-
grades that weapon for you in Instant Action and allows upgrades to it in
Campaign mode. There are different upgrade levels for each weapon. It also
gives a limited amount of ammo for the chosen weapon if applicable.

_ 1 1? _IOB rvrss l
Choose from six job types: I _|_'f"_ I“?-_| __f

'n-ir-Iqluqv .~:.~ .Survival — Waves of stronger ghosts at- "4-<\"'" . -. . g _ _
tack the players until they are all knocked ' __ ,:_:f_'_
out at once. Survive ten waves to win! WY _ Z
Containment — Find, capture and destroy
as many ghosts as you can within a time limit.
Destruction — Psychokinetic energy has been trapped in a
“Relics," and you must release it by destroying the objects,
ghosts spawned by the Relic's presence. Destroy as many
sible within the time limit.
Protection — You must protect three "PKE Disruptors
built. Only one Disruptor can be in-progress at any given
ruptor is completed you can move onto the next one,._,_Gho,sts attack the
object reverse the building process forcing you to -defend it longer.
Thief—Your team is pitted against some greedy ghosts trying to steal magi-
cal "Artifacts" from the level.Waves of attacking ghosts break off, grab spe-
cial objects, and try to leave the level with these objects through “escape
portals." If all objects are stolen within the time limit, the Ghostbusters fail.
Slime Dunk - Portals have opened between the Ghost World and the Real
World, and waves of slimer ghosts are coming through. Each time a ghost is
“dunked” into a Big Trap, the player who dunked the slimer ghost receives
cash. This is a competitive job!
Many maps feature special events...

SCORING
You are given a cash score for each match and ranked from the first rank to
the fourth. This score is applied to your gamer profile. A screen after each
match shows the results.



POWER-UPS

i‘
Ghost Stunner - Destroys or stuns all ghosts in range.

_ _a_ Pink Slime - Turns ghosts friendly and pink. While pink they at-
' It tack other ghosts!

_ Ghost Shrinker — Shrinks ghosts down so they are puny.

“r
. _.?- i Proton Accelerator — Supercharges to the Blast Stream and en-

_ , ~ '- ables the Boson Dart.
F . . E

. r

|or_oai'lS"hield — Creates a damage-resistant shield for a limited

Ammo — Players do not have unlimited ammo as in single-player.
pick up ammo canisters for each weapon type. The Armno

is shown on the pack and the HUD.

IIROII LIYE FEATURES
— These special W.-‘ ._

versions offloater ghosts appear on hard- -
_ é.__"_.% . _er waves and di¿iculty settings. Ghosts ~ ' ' -t - ~-

with an Orange glow may perform tricky , - _ ' --_-
behaviors, like copying themselves, sab-
otaging Ghostbuster traps, or leaving be- g
hind dangerous pools of black slime. *4
MostWanted Ghosts — These special ghosts appear mid game based on the
experience of the current players. Try to collect all of the most-wanted ghosts!

- Hints are shown on the Most Wanted Ghost screen with portraits of all
ghosts.

- Once caught or destroyed the ghost’s portrait is checked off.
Ranking -Rank is based on total earned Xbox LIVE Ranked match cash.Your
uniform color is determined by your rank.

IQ

t"’ it

Player Statistics -View a variety of player information.
Leaderboards - Check out the top Ghostbusters and see how you and your
friends compare.
Note: Look for unique Xbox LIVE Achievements related to power ups,
Most Wanted Ghosts, and playing all job 'I'ypes!



ATARI WEB SITES
To get the most out of your new game, visit us at:

www.ghosthustersgame.com
If you would like to chat with other gamers, as well as developers, visit
our Community Forum area at:

ataricommunity.com

Kids, check with your parent or guardian before visiting any web site.

Chat Messages: Atari does not monitor, control, endorse, or ac-
cept responsibility for the content of chat messages.You are strongly
encouraged not to give out identity or other personal information
through chat message transmissions. Kids, check with your parent or
guardian if you are concerned about any chat you receive.

Use of Atari web sites is subject to terms and conditions,:which you
can access at:

atari.com/usltos

TECIINICAL SUPPORT (U..S. AND
CANADA) t
I-IELP VIA Tl-IE INTERNET -
Up-to-the-minute technical information about Atariproducts is gener-
ally available 24 hours a day, ‘I days a week via the Internet at:

atarisupport.corn
Through this site you‘l1 have access to our FAQ (Frequently Asked
Questions) documents, our FTP (File Transfer Protocol) area where
you can download patches if needed, our Hints/Cheat Codes if
they're available, and an Email area where you can get help and ask
questions if you do not find your answers within the FAQ.
All customer support requests are handled via Email. No telephone
support requests will be accepted.
Note: In the event we must send you an FAQ document, patch or up-
date via Email, we may require verifiable consent from a parent or
guardian in order to protect children's privacy and safety online. Con-
sent Forms are available at the web site listed above.



PRODUCT RETURN PROCEDURES IN TI-IE UNITED STATES
& CANADA
Please first contact Atari Customer Support at atarisupport.corn to
detemiine the nature of your problem. Some issues that appear to be
product defects are actually configuration-related and are easily fixed.
In the event our support team has detennined that you need to return
your game, it is recommended that you first try your retailer. Return
the game to your retailer along with the original sales receipt and an
explanation of the difficulty you are experiencing with the game. At its
option, the retailer may replace the game.
Alternatively, our support representatives will provide you with a Re-
turn Merchandise Authorization nmnber (RMA#) and instructions for
returning your product to Atari for replacement.

iinnnwrr org AW P CY (UJ. & CANADA)
If our that the product storage medium is found
to be ninety (90) days of original purchase, (imless

by applicable law), Atari will replace the item free
original purchaser, if the item is accompanied by the

dated receipt and packaging.

LICENSE AGREEMENT
READ GAREFUt.l.Y: Please be sure to carefully read and understand all of the rights
described In this End-User License Agreement ("EU|.A”).

Acnsunen’ ~ .
This document is an agreement between you and Atari, Inc. and its affiliated companies
(“Company”). The enclosed software game discts), cartridge or Game Pak ("Software") and any
accompanying printed materials are licensed to you only on the condition that you accept all of the
terms contained in this EULA.
By opening this package and installing or otherwise using the Software you agree to be bound by
the terms of this EULA. If you do not agree to the terms of this EULA you may not install or use the
Software and within 15 days of purchase you must contact Customer Support at atarisupportcom.
You will be given a Fletum Merchandise Authorization number {HMA #1. You then have 15 days from
the date of this contact to return the Software in its protective covering, the Manual and the original
sales invoice to the address supplied to you. If this is a PC product, when you install the Software
you will be asked to review and either accept or not accept the terms of the EULA by clicking the
“I Accept" button. By clicking the “I Accept" button you acknowledge that you have read the EULA,
understand it and agree to be bound by its temis and conditions.
COPYRIGHT
The Software is protected by copyright laws and international copyright treaties, as well as other
intellectual property laws and treaties. All titte and copyrights in and to the Software (including but
not limited to any images, photographs, animations, video, music, text and “applets” incorporated
into the Software and any results or proceeds created by you using the Software} and any printed
materials accompanying the Software are owned by the Company or its Licensors.
GRANT OF LICENSE
The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants



you a limited, personal, non-exclusive license to use the Software in the manner described in the
user documentation. The Company reserves all rights not expressly granted to you in this EULA.
PERMITTED USES
If the Software is configured for loading on a hard drive, you may install and use the Software on
a single computer. You may make and maintain one copy of the Software for backup and archival
purposes, provided that the original and copy of the Software are kept in your possession. You may
permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all
of the Software (including all component parts, the media and printed materials and any upgrades)
and the recipient reads and accepts this EULA.
RESTRICTIONS
1.You may not delete or obscure any copyright, trademark or other proprietary notice on the

Software or accompanying printed materials.
2. You may not decompile, modify, reverse engineer, disassemble or otherwme reproduce the

Software. ~-
3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create

derivative works based on the Software [except to the extent expressly permitted in the Editor
and End-User Variation section of this Agreement or other documentation accompanying
Software} or otherwise commercially exploit the SoÀware. '- 1;?-_ -_ _ '

4. You may not electronitally transmit the Softwarehom one
to another or over a network. ” " " '1"

5. You may not use any backup or archival copy of the Software for any
replace the original copy in the event it's destroyed or becomes defective.

EDITOR AND END-USER VARIATIONS
If the Software includes a feature that allows you to the
variations (an “Editor"), you may use such Editor to create
the Software, including the construction of new levels (collectively the}
the following restrictions. Your Variations: (ii must only work with the _fl_1il,
Software; (ii) must not contain modi¿cations to any execulabie ¿le; (iii)
defamatory or other illegal material, material that is scandalous or
publicity of any third party; (iv) must not contain
property of third parties; and [vi may not be commercially
to making such Variations available for sale or as part of a
TERMINATION _ ;_ .
This EUIA is ettective until terminated. You may terminate this EULA at any time by destroying the
Software. This EULA will terminate automatically without notice from the Company if you fail to
comply with any provisions of this EULA. All provisions of this EUIA as to warranties, limitation of
liability, remedies and damages will survive termination.
LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES
You are aware and agree that use of the Software and the media on which it is recorded is at your
sole risk. The Software and media are supplied “AS IS.” Unless otherwise provided by applicable
law, the Company warrants to the original purchaser of this product that the Software storage
medium will be free from defects in materials and workmanship under normal use for ninety (90)
days from the date of purchase. The warranty is void if the defect has arisen through accident,
abuse, neglect or misapplication. If the Software fails to conform to this warranty, you may at your
sole and exclusive remedy, obtain a replacement free of charge if you return the defective Software.
Follow the Product Retum Procedures described in the Manual. The Company does not warrant
that the Software or its operations or functions will meet your requirements, or that the use of the
Software will he without interruption or error.
TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS
WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR
IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS
WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY
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REPRESENTATION REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN
TERMS OF ITS CORRECTNESS, ACCURACY. RELIABILITY, CURRENTNESS OR OTHERWISE. SOME
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO
THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.
LIMITATION OF LIABILITY
IN ND EVENT WILL TI-IE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES
WHATSOEVER IINCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR
PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION,
LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY
WAY RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR
AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR
INCIDENTAL DR CONSEQUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TD YOU.
IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE
SOFIWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE.
‘FIND-PAIITY LICENSORS
You acknowledge that the Software contains software and! or materials of third party Iicensors.
You will comply with all imposed upon the Company by third party Iicensors. You
acltnovrledge and ‘ are not a third party bene¿ciary of any agreements between the

ilcensors. You acknowledge and agree that the Company's third party
a third party bene¿ciary of this EULA.

VENUE
is governed by the laws of the United States of America and the State of New York,

conflicts of law provisions. The exclusive venue for litigation regarding or arising
ls New York County, New York and you agree to submit to the Jurisdiction of the

New York for any such litigation.

or portion of this EULA is found to be unlawful, void, or for any reason unenforceable,
from and in no way affect the validity or enforceability of the remaining provisions
agree to adhere to all applicable laws, regulations and rules relating to the export

of technical dataanrl shall not export or re-export any technical data, the Software, or the direct
product of such technical data to any proscribed country listed in such applicable laws, regulations
and rules unless properly authorized.

This EULA constitutes the entire agreement between you and the Company regarding the Software
and its use.

“GHOSTBUSTERS“ The Video Game: TM & © 2009 Columbia Pictures Industries, Inc.
“GI-IOSTBUSTERS” with the “GHOST DESlGN" is a registered trademark of Columbia Pictures
Industries, Inc. "GHOSTBUSTERS" and “GHOSTBUSTERS 2" movies: © 1984, © 1989 Columbia
Pictures Industries, Inc. All rights reserved. Game Software excluding Columbia Pictures Elements:
© 2009 Atari interactive, Inc. All rights resented. Developed by Terminal Reality, Inc. Multi-player
portion of game developed by Threewave Interactive, Inc. Facial Animation software provided by
FaceFX. © 2002-200?, OC3 Entertainment, inc. and its Iicensors. All rights reserved. This product
contains copyrighted material owned or distributed under authority by Ouazal Technologies, Inc.
Copyright 1998-2006, Ouazal Technologies Inc. All rights reserved. lvlultiplayer Connectivity by
Ouazal. Marketed and distributed by Atari, Inc. New York, NY. Atari and the Atari logo are trademarks
owned by Atari interactive, inc. All other trademarks are the property of their respective owners.
The ESRB ratings icon is a registered trademark of the Entertainment Software Association.
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Register online today at

http:Ilwvvw.gameregister.com
to receive special offers and the

inside scoop about Atari products!

_ Your privacy is assured.
- l For more information

our privacy policy, visit
.atari.comlusIprivacy.

"GHOSTBUSTERS" The Video Game: TM 81 © 2009 Columbia Pictures Industries, Inc.
"GI-IOSTBUSTEFIS" with the “GHOST DESIGN” is a registered trademark of Columbia Pictures
Industries, Inc. "GHOSTBUSTEHS“ and "GHOSTBUSTERS 2" movies: © 1984, 1" 1989 Columbia
Pictures Industries, Inc. All rights reserved. Game Software excluding Columbia Pictures Elements:

2009 Atari Interactive, Inc. All rights reserved. Developed byTermina| Reality, inc. Multi»player
portion of game developed byThreewave Interactive, Inc. Facial Animation software provided by
FaceFX. ©2002-2001 DC3 Entertainment, Inc. and its Iicensors. All rights reserved. This product
contains copyrighted material owned or distributed under authority by Clua2alTeChn0logies, Inc.
Copyright 1998-2006, Quazal Technologies inc. All rights reserved. Multiplayer Connectivity
by Ouazal. Marketed and distributed by Atari, Inc. New York, NY. Atari and the Atari logo are
trademarks owned byAtari Interactive, lnc. All other trademarks arethe property oftheir respective
owners. The ESRB ratings icon is a registered trademark ofthe Entertainment Software Association.

Microsoft, Xbox, Xbox 360, Xbox LIVE, and the I-(box logos are trademarks
of the Microsoft group of companies.
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