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FIRST THINGS FIRST

The Release Notes File

The Unreal Tournament® 2004 game has a Release Notes file where you can view
both the License Agreement and updated information about the game. We
strongly encourage you to read this file in order to benefit from changes made
after this manual went to print.

To view this file, double-click on it in the Unreal Tournament 2004 directory found
on your hard drive (usually C:\UT2004). You can also view the Release Notes file by
first clicking on the Start button on your Windows® taskbar, then on Programs, then
on Atari, then on Unreal Tournament 2004, and then on the Release Notes file.

System Requirements
Operating System:  Windows® 98/Me/2000/XP/Linux
(Linux version not supported by Atari)

Processor: Pentium® Ill 1.0 GHz or AMD Athlon 1.0 GHz or faster

(1.2 GHz or faster recommended)

Memory: 128 MB RAM minimum (256 MB recommended)

Hard Disk Space: 5.5 GB free

CD-ROM Drive: 8X Speed (DVD-ROM drive required for DVD edition)
Video: 32 MB:-Windows® 98/Me/2000/XP-compatible video card

(64 MB NVIDIA® GeForceJZ or ATl Radeon Hardware T&L
card recommended)*

Sound: W|ndows®._Q&Me/ZOOO/XP-compatible sound card
(NVIDIA® nForce™ or other motherboards/sound cards
containing the Dolby® Digital Interactive Content Encoder
required for Dolby Digital audio. Sound Blaster® Audigy® 2
7S card recommended.)*

DirectX®: DirectX® version 9.0b (included) or higher

Modem: 33.6 Kbps modem for LAN/Internet play (Broadband
Internet connection recommended)

* Indicates device should be compatible with DirectX® version 9.0b or higher.

SETUP AND INSTALLATION
1. Start Windows® 98/Me/2000/XP.

2. Insert the Unreal Tournament 2004 CD-ROM CD1 Install Disc into your CD-ROM
drive. (Insert the Play Disc into your DVD-ROM drive if you have the Unreal
Tournament 2004 DVD Special Edition.)

3. If AutoPlay is enabled, a title screen should appear. If AutoPlay is not enabled, or
the installation does not start automatically, click on the Start button on your

G



MOVEMENT

CONTROL

HINTS

SPEECH

COMMUNICATION

TAUNTS

WEAPONS

HUD DETAIL

MISCELLANEOUS

CONTROL

CONTROL

CONTROL

CONTROL

CONTROL

CONTROL

CONTROL












. Set the “AdminPassword” to a password of your choice.
. Start an Unreal Tournament 2004 server.
. Open your favorite Internet web browser.

. Navigate the web browser to http://yourserver.domain.ext/ServerAdmin where
yourserver.domain.ext is the Internet address of your server. You could also use
the IP Address in place of this. If the UT2004 server is on the same computer
then you can use http://localhost/ServerAdmin.

5. You will be prompted for a UserID, Password and Domain. Enter “admin” for
the UserID and the AdminPassword (set previously in the “Server Rules”) for
the Password. Leave the Domain blank.

. This takes you the Unreal Tournament 2004 web administration page.
. Click the "Users & Admin" link at the top.

. Click the "Add Users” link to the left.

. Enter a UserID and Password for the new user.

0. At the bottom (you may have to scroll down) select “Match Setup” in the
Initial Group list. Note: This will allow this user to use Match Setup and noth-
ing else. He/she will only be able to view and modify configuration setting that
have a security level of 240 or lower. (The security levels are shown beside
each setting in the “defaults” section of the UT Server Admin web page.)

11. Click the “Add Admin” button.
12. Now this user can use Mateh.Setup.
Using Match Setup

Follow the steps below to use the Match Setup interface while
connected to a multiplayer server.

1. Press the Esc key and click the “Match Setup” button.

2. Enter your Match Setup UserID and Password.

3. It will take a few seconds to download all of the settings from the server.
4. You can select server settings in the list on the left by clicking the item. The
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items that have a "+" preceding them may be clicked to show sub settings
under them.

5. Once you select a setting, the value for that setting will show on the right. You
may change the setting here.

6. After making a change, click the “Save” button. This will send the new value
to the server and to any other MatchSetup users for notification.

7. After you're finished modifying settings, you need to click the “Accept” button
to implement the changes on the server. If there are any other MatchSetup
users logged in, they will also have to click the “Accept” button to implement
the changes.
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Default Profile

The server administrator may save a set of settings (called a profile) as the default
profile. To do this, the administrator must open the Match Setup interface, login
with an Admin level UserID, modify the settings, then click the “Save Default”
button. Any Match Setup user can load this Default Profile by clicking the “Load
Default” button on the Match Setup interface.

Multiplayer Voting
In multiplayer games, you can vote for maps and to kick other players from the
server.

Map Voting

To enable map voting on a server, check the “Enable Map Voting” option in the
“Server Rules” tab of the “Host Game” menu. This is disabled by default. At the
end of each game, the map voting interface appears on each player’s screen.
Each player can to choose a game type (combat mode) and a map. Double-click
the map name to submit a choice. The interface also shows a list of maps that
have been voted on, along with chat messages from other players. Players can
send messages from this interface also.

Kick Voting

Check the “Enable Kick Voting” option in the “Server Rules” tab of the "Host
Game" menu to enable the removal of players from the server. This option is only
available if Advanced Options is checked. This is disabled by default. At any time
during a game, players can open the Kick Votingiinterface by pressing the Esc key
and clicking the “Kick Voting” button. The player.can then submit a choice by
double-clicking one from the list of players. The interface also shows a list of play-
ers that have been voted against. Players can send and receive messages from this
interface. By default, if more than 51% of the players vote against a single player,
that player is kicked from the server and will not be able to rejoin until the cur-
rent map is over.

SETTINGS MENU

Display
Configure the look of the game here.

Render Device: Alternate rendering
devices. May offer better
performance on your machine.

Resolution: Select the video resolution at
which you wish to play.

Color Depth: Select the maximum num-
ber of colors to display at one time.

Full Screen: Check this box to run the game full-screen.
Brightness: Use the slider to adjust the Brightness to suit your monitor.

Gamma: Use the slider to adjust the Gamma to suit your monitor.
Contrast: Use the slider to adjust the Contrast to suit your monitor.
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Texture Detail: Changes how much world detail will be rendered.

Character Detail: Changes how much character detail will be rendered.

World Detail: Changes the level of detail use for optional geometry and effects.
Physics Detail: Changes the physics simulation level of detail.

Dynamic Mesh LOD: Adjusts how aggressive character and vehicle details are
reduced at distance.

Decal Stay: Changes how long weapon scarring effects stay around.

Character Shadows: Enables character shadows.

Decals: Enables weapon scarring effects.

Dynamic Lighting: Enables dynamic lights.

Detail Textures: Enable high-resolution detail textures.

Coronas: Enables coronas.

Trilinear Filtering: Enable Trilinear filtering, recommended for high-performance PCs.
Projectors: Enables Projectors.

Foliage: Enables grass and other decorative foliage.

Weather Effects: Enable weather effects like raindrops and lightning.

Fog Distance: Relative scaling of distance fog. Higher values increase performance.
Audio

Modify the game’s sound configuration here,

Unreal Tournament 2004 uses Creative's EAX® 3.0 ADVANCED HD™ Environmental
Audio technology to accurately simulate sonic effects such as reflections, occlu-
sion, and advanced reverberation in real time. The EAX ADVANCED HD acoustic
models are dynamically updated as you move around, providing the most lifelike
audio experience ever. The additional audio detail, especially played back through
a multi-speaker surround system such as Inspire™ or Gigawork™ 7.1 speakers,
enhances the way the player connects with the game’s environment, leading to a
more immersive gaming experience.

Music Volume: Adjust the volume of the background music.

Audio Mode: Changes the audio system mode.

Low Sound Detail: Lowers quality of sound.

System Driver: Use system installed OpanAL driver.

Reverse Stereo: Reverse the left and right audio channels.

Effects Volume: adjusts the volume of all in-game sound effects.

Play Voices: Defines the types of voice messages to play.

Mature Taunts: Enables off-color commentary.

Auto-Taunt: Enables your in-game player to automatically taunt opponents.
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Message Beep: Enables a beep when received a text message from other players.
Announcer Volume: Adjusts the volume of all in-game voice messages.
Announcements: Adjusts the amount of in-game announcements.

Status Announcer: The Status announcer relays important information about
the game to the tournament players and spectators.

Reward Announcer: Each tournament player is linked to a Reward announcer
that informs you when you've demonstrated exceptional combat skills.

Text to Speech Volume: Adjusts the volume of Text to Speech messages.
Text to Speech: Enables Text to Speech message processing.

IRC Text to Speech: Enables Text to Speech processing in the IRC client (only
messages from active tab is processed).

Voice Chat: Enable the voice chat system during online matches.
Voice Options: Permits the customization of voice-related features.

Voice Chat Volume: Adjusts the volume of other players’ voice chat
communication.

Auto-join Public Channel: Automatically join the Public channel upon
connecting to a server.

Auto-join Local Channel: Automatically join the Local channel upon
connecting to a server. ;

Auto-join Team Channel: Automa‘ucally join the Team channel upon
connecting to a server.

Auto-select Active Channel: Automatlcally set an active channel
when you join.

Chat Password: Set a password on your personal chat room to limit
who is allowed to join.

Internet Quality: Determines the codec used to transmit voice chat to
and from Internet servers.

LAN Quality: Determines the codec used to transmit voice chat to and
from LAN servers.

Player

Here is where you modify how your opponents perceive your character.

Name: Changes the alias you play as.

Voice Type: Choose how your character’s voice will sound in the game.

Default FOV: This value will change your field of view while playing.

Preferred Team: Changes the team you will play on by default.

Weapon Hand: Change how your weapon is displayed.

Small Weapons: Makes your first-person weapon smaller.

Skin Preview: Show how the model looks using the selected skin. g’l



Portrait: Toggle between 3D view and a portrait of your character.

Change Character: Changes the character you play as.

Game

Here you can customize visual elements of the game.

Weapon Bob: Prevent your weapon from bobbing up and down while moving.

Gore Level: Configure the amount of blood and gore you see while playing the
game.

Dodging: Turn this option OFF to disable special dodge moves.

Auto Aim: Enabling this option will activate computer-assisted aiming in single-
player games.

High Beacon Trajectory: Enable to use traditional-style high translocation beacon
toss trajectory.

Weapon Switch on Pickup: Automatically change weapons when you pick up a
better one.

Landing Viewshake: Enable view shaking upon landing.

Connection: How fast is your connection?

Dynamic Netspeed: Dynamically adjust your netspeed on slower connections.
Track Stats: Enables this option to join the online ranking system.

Stats UserName: The selected name to use for UT Stats.

Stats Password: The selected password that will secure your UT Stats.

View Stats: Click to launch the UT'stats Website.

Speech Recognition: Enables speech recognition.

Preload all player skins: Preloads all player skins, increasing level load time but
reducing hitches during network games. You must have at least 512 MB of sys-
tem memory to use this option.

Input
Here you can adjust input device options and configurations.

Configure Controls: Assign keys to different game functions like movement,
weapons and taunts. For example, you can reassign the “Next Weapon” function
to your mousewheel, as well as general mouse functions. Click on the box next to
the function you want to change, then press the key you want to assign to that
function.

Speech Binder : Set the controls to play phrases within the game.

Auto Slope: When enabled, your view will automatically pitch up/down when on
a slope.

Invert Mouse: When enabled, the Y-axis of your mouse will be inverted.
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Mouse Smoothing: Enable this option to automatically smooth out movements
in your mouse.

Reduce Mouse Lag: Enable this option will reduce the amount of lag in your
mouse.

Enable Joystick: Enable this option to enable joystick support.
Mouse Sensitivity (Game): Adjust mouse sensitivity.
Mouse Sensitivity (Menus): Adjust mouse speed within the menus.

Mouse Smoothing Strength: Adjust the amount of smoothing that is applied to
mouse movements.

Mouse Accel. Threshold: Adjust to determine the amount of acceleration.

Dodge Double-Click Time: Determine how fast you must double-tap the move-
ment keys to dodge.

Weapon Effects: Turn this option ON/OFF to feel the weapons you fire with
TouchSense Force Feedback devices.

Pickup Effects: Turn this option ON/OFF to feel the items you pick up with
TouchSense Force Feedback devices.

Damage Effects: Turn this option ON/OFF to feel the damage you take with
TouchSense Force Feedback devices.

GUI Effects: Turn this option ON/OFF to feel the GUI with TouchSense Force
Feedback devices.

Weapons '

Adjust settings that influence your lnteractlon vv|th weapons.

Weapon Priority: Select the weapon auto-switch order.

Custom Weapon Crosshairs: Enable this option to use weapon-
specific crosshairs.

Crosshair: Select the style of crosshair you will be using.

Red: Change the color of your crosshair.

Green: Change the color of your crosshair.

Blue: Change the color of your crosshair.

Opacity: Changes how transparent your crosshair is.

Crosshair Scale: Changes the crosshair scale.

Swap Fire Mode: Check this box to swap the firing mode on the selected weapon.
HUD

Here you can adjust the appearance and information displayed on your HUD
Hide HUD: Check to hide the HUD when playing.

Show Enemy Names: Display enemies’ names above their heads.

Weapon Bar: Select whether the weapons bar should appear on the HUD.
Show Weapon Info: Show current weapon ammunition status. QJ






8. Weapon Selection
These icons display the currently selected weapons as well as ammo counts.

9. Armor Level
Indicates how much armor you have.

TEXT MESSAGING

Unreal Tournament 2004 supports in game text messaging through the “say”
(default T key) and the “teamsay” (default R key) commands. The “say” com-
mand broadcasts your comments to everyone in the game while the “teamsay”
command sends them only to teammates. Unreal Tournament 2004 also supports
several text messaging % macro commands that can be used to detail informa-
tion about yourself. They are:

%A Displays the current Adrenaline amount

%S Displays the current Shield strength

%H Displays the current Health amount

%W Displays the current weapon

%L Attempts to display a location for using game objectives
and inventory

% % Displays a % symbol

For example, “I'm %L holding-the %W with %H and %A" might display “I'm near
the Red Flag holding the Racket, Launcherwith 100 Health and 50 Adrenaline”.

VOICE CHAT

Overview

Voice chat allows you to communicate with other players during a match by
speaking into a microphone connected to your sound card. Other players with
voice chat enabled can hear your transmissions and respond. Voice chat greatly
enhances team play and coordination in UT2004 games by making it much easier
to communicate. By communicating directly to your teammates (" There’s an
enemy ambush waiting just outside our door on the left side!"), you can give
more specific information to others than was possible in previous Unreal games.

Voice chat is managed on the server via channels. All players that are members of
a voice chat channel can hear any voice chat transmissions sent through that chan-
nel. You can join (and receive voice communications from) as many voice chat
channels as you'd like, but you may only transmit to one channel at a time. In
order to transmit to a particular channel, you must be a member of that channel.
Each UT2004 game contains a several standard voice chat channels:

Public — All players on the server may join and transmit.

Local — All players on the server may join and transmit to this channel. The local
channel is a new concept in voice chat technology.
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Any transmissions sent to this channel will be “broadcasted” from your player’s

location in the current match. All players within range of your player’s location in
the map can hear your transmission. The further away another player is from you,
the lower your voice will sound. Local broadcasts are fully supported by 3D audio
systems, meaning you are able to discern from which direction a player’s voice came.

Team — Only hear transmissions from your teammates. This is a cascading chan-
nel, meaning that any communication sent to this channel will also be heard in
the Offense and Defense channels.

In addition to the standard channels on every UT2004 server, a personal chatroom
is created when you join the server. Other players may join your personal chat
room to speak in private. To prevent unauthorized persons from joining your per-
sonal chat channel, you have the option of protecting your personal chat channel
with a password. You can set the password in the Voice Chat configuration page
of the Settings menu.

Enabling Voice Chat
Voice chat is disabled by default. To use
voice chat online, you must first enable it.
Voice chat is enabled in the Voice Chat
settings menu. To access the Voice Chat
settings menu, start UT2004, click the
“Settings” menu, then select the
“Audio” tab. Check the “Voice Chat”
checkbox to enable voice chat during
online games.

Configuration

Client Options

Voice Chat Auto Join — Choose which public channels you would like to join
upon connecting to a server.

Chat Password — You may set a password on your personal chat channel. Only
players that know your password may join your personal channel.

Server Options

Enable Local Channel — Configure whether the “Local” channel will be
enabled on the server.

Enable Voice Chat — This setting determines whether the server will permit
players to use voice chat in game.

Usage
Basic Commands
Basic voice chat commands are performed using the Voice Chat sub-menu in the

Speech Menu (see the Speech Menu section for instructions on how to use this
menu). Bring up the Speech Menu by either pressing the Speech Menu quickbind

)



key (by default the V key) or by entering the Speech Menu command at the
Game Console. Channel names drawn in white indicate channels of which you
are a member. Channel names drawn in gray indicate channels of which you are
not a member. Channel names drawn in green indicate your active channel. Your
Active Channel is the channel to which you are currently sending your voice chat
transmissions. A list of channel members will be drawn to the right of the menu
for whichever voice chat channel is highlighted by the selection indicator.

The Voice Chat menu contains three options:

e Join — Selecting this option presents a list of voice chat channels that exist on
the server to which you are connected. This list will only contain channels of
which you are not a member. Select the channel you'd like to join. The Speech
Menu is closed, and you are added as a member to the selected channel. You
will begin receiving voice communication on this channel.

e Leave — Selecting this option presents a list of voice chat channels that exist
on the server to which you are connected. This list will only contain contain
channels of which you are a member. Select the channel you'd like to leave.
The Speech Menu is closed, and you are removed as a member to the selected
channel. You will no longer receive voice communication from this channel.

¢ Talk — Selecting this option presents a list of voice chat channels that exist on
the server to which you are connected. This list will contain all channels on the
server that you are allowed to join.

Only players who are members of your Active Channel will hear your voice
chat transmissions.

If you already have an Active Channel selecting a different channel from the
“Talk” menu will change your Active Channel to that channel. If you are not a
member of that channel, you will automatically be added as a member.

Selecting the same channel as your current Active Channel will make that
channel no longer your Active Channel, and will not assign any other channel
as your new Active Channel. When you don't have an Active Channel, other
players on the server will not be able to hear any of your voice transmissions.

Advanced Voice Chat Commands

Banning

You may ban other players from your personal chat channel. When you ban anoth-
er player, they are immediately removed from your personal chat channel, if they
are currently a member, and are unable to re-join. You also have the option to no
longer hear their voice transmissions in any other channels of which you are mem-
ber (this feature can be enabled from the Voice Chat configuration page, in the
Settings menu). Banning a player is global, which means that even if you are play-
ing on a different server, the ban against that player would remain in effect, and
that player would be unable to join your personal chat room on the different server.
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Password
You may password protect your personal chat channel. This limits who can join
your personal chat room to only those to whom you give your password.

HUD Indicators

While you are making a voice transmission, a small meter will appear on the left
side of your screen to indicate the volume at which you are transmitting. The
higher the meter goes, the louder your voice. Use this meter to determine
whether your voice transmission is too low or too high.

When you hear another player’s voice chat transmission, a portrait of that player’s
character, along with the player’s name, will appear on the left side of your screen
for a few seconds to indicate which player is speaking (this option can be config-
ured from the HUD configuration page of the “Settings” menu).

Tips & Tricks

Console Commands

The following is a list of voice chat related console commands. These can be
entered at the Game Console.

Join <channel name> — Receive any voice transmissions sent to this channel.
Leave <channel name> — Stop receiving any voice comm sent to this channel.
Speak <channel name> — Toggles whether to transmit to this channel.

SetChatPassword <new password> et change or clear your personal
channel's chat password.

BanPlayer <player name> — Ban another.player (see section titled “Banning”
under Advanced Voice Chat Commands).

UnBanPlayer <player name> — UnBan another player (see section titled
“Banning” under Advanced Voice Chat Commands).

While a player is logged in as admin, their voice is transmitted to all players.

After a map change, you will automatically re-join whichever channels you were a
member of during the last map.

VOICE COVIMAND

Bots can be commanded with your voice. Press the “Activate Microphone” key,
and clearly speak your command. To specify which bot to use, you must say the
callsign, such as Bravo or Charlie, which shows up in the scoreboard or in the
beacon that is displayed over their head. After the callsign, speak the appropriate
phrase for the order. For example “Bravo, cover me.”

Supported commands include:
DEFEND: Defend the base.

ATTACK: Attack the enemy base.
COVER ME: The bot will protect you.
FREELANCE: The bot acts as a rover.

HOLD POSITION: The bot comes over and holds your current position. ql












; —

\[. 29



(= 4






(=" 4



(&

@



(= 4






(@



UT200< GLOBAL STATS

Unreal Tournament 2004 supports for the freely available UT2004stats service.
UT2004stats can track and display your scoring and provide statistical gameplay
analysis for Internet games. To read up on this information you will need a web
browser, such as the latest version of Netscape Navigator™ or Internet Explorer™,
installed on your computer.

UT2004stats organizes and tracks the scoring and statistical gameplay information
from your multiplayer on-line Unreal Tournament 2004 games. UT2004stats only
tracks human players that have stats tracking turned on. Al computer opponents
(Bots) are ignored in stats. This is how it works:

Turning on stats tracking in Unreal Tournament 2004 logs all play information.
Every kill, death, suicide, special event, point scored, etc. is sent to Epic Games'
Master Server. UT2004stats interprets the information and stores it. You can look
up your personal stats in the form of HTML-based pages via a Web browser.

Complete and total statistics include:

e Personal in-depth statistics for each player, lookup via unique PlayerlD
¢ Detailed Match Stats for the most recent matches played

e Ranking for Deathmatch and team-based games

e Tracking for pure (mutator-free) official game types: Deathmatch, Team
Deathmatch, Capture the Flag, Double Domination, Bombing Run, Assault,
Onslaught, Last Man Standing, Mutant and Invasion.

* Tracking for the above game types with mutators turned on
e Custom mod tracking y

¢ Global statistics — worldwide stats overview

e Powerful built-in search function

e “Best Of” pages

e Details on maps, servers and mods

e Extensive online help: FAQ and site map

For a detailed breakdown of weekly, monthly and all-time stats, visit UT2004stats at:
http://ut2004stats.epicgames.com

All of your stats will be accumulated in a permanent database that keeps track of

exactly how many frags, deaths and more has happened to you in online games.

It does not matter on what server you play — your data will be tracked.

@

UT2004dstats — Registration, turning on Stats tracking
UT2004stats does not require pre-registration to participate, and extensive meas-
ures for player uniqueness and security have been included. Registration is easy
via an in-game menu: Settings>Network>UT2004 Global Stats. Turn on
UT2004stats tracking by clicking the Track Stats button. You must then choose a
Stats Username and Stats Password. Try to make the combination of username
and password unique by choosing a cryptic password that contains letters and
numbers. Keep the password to yourself and remember it — the information is
not available from Epic Games.

Note: You can pick any player name (nickname) you want, and change it as often
as you want. Only the Stats Username and Stats Password should stay the same.
The latter combination will assign a unique PlayerlD to you. You can find your
stats under this PlayerID.
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UNREAL TOURNAMENT® 20042
WEB SITE

For more information on Unreal Tournament 2004, tips and tricks, access to the
Unreal Tournament community, and the latest updates and downloads, go to:
unrealtournament.com

ATARIWEB SITES
To get the most out of your new game, visit us at:
atari.com/us

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 accept 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/us/tos

TECHNICAL SUPPORT
(U.S. & CANADA)

Help Via the Internet
Up-to-the-minute technical information about Atari products is generally available
24 hours a day, 7 days a week via the Internet at:

http://www.atarisupport.com

Through this site you'll have access to our FAQ (Frequently Asked Questions) docu-
ments, our FTP (File Transfer Protocol) area where you can download patches if
needed, our Hints/Cheat Codes if they're available, and an E-Mail area where you
can get help and ask questions if you do not find your answers within the FAQ.

Note: In the event we must send you a Hint Sheet, FAQ document, patch or
update disc via E-mail, we may require verifiable consent from a parent or
guardian in order to protect children’s privacy and safety online. Consent Forms
are available at the web site listed above.

Help Via Telephone in the United States & Canada

For phone assistance, call Atari Technical Support at (425) 951-7106. Our
Interactive Voice Response system is generally available 24/7, providing automated
support solutions immediately.

Great News! We've improved our Automated Systems so that you can get prod-
uct-specific Troubleshooting help more|quickly. All you need to do is enter the
product’s Part # when prompted to do so. This will take you directly to all of our
known issues and solutions for this title. The product’s Part # is located in several
places (on the CD label, package and/or plastic disc case) and is usually identified
by a number such as 04-12345. When prompted by the Automated System, enter
the last five digits of your product’s Part #. (For example, Part # 04-12345 would
require that you enter the “12345" portion of the number for that product.)
Note: Some products simply feature a five-digit Part # without an “04-" prefix.

Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM
(Pacific Time). Note: We may be closed on major holidays.

Before making your call, we ask that you be at your computer, have the following
information available, and be ready to take notes:

e System Make and Model

e Processor Type

e Operating System, including version number if possible (such as Windows® 98;
Windows® Me)

* RAM (Memory)
e Video and sound card data and drivers
 Any screen or error messages you've encountered (and where)

()



END-USER LICENSE AGREEMENT

PLEASE READ CAREFULLY. BY USING OR INSTALLING THIS SOFTWARE, OR BY PLACING OR COPY-
ING THIS SOFTWARE ON YOUR COMPUTER HARDWARE, COMPUTER RAM OR OTHER STORAGE
MEDIUM, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT
AGREE TO THESE TERMS, PROMPTLY DISCONTINUE THE INSTALLATION PROCESS AND CEASE ALL
USE OF THIS SOFTWARE.

1. Thanks. Congratulations and thank you for licensing our software. We're sorry to cramp your style, but out
lawyers tell us that if we want to keep control and ownership of the cool stuff we're developing, we have to make sure
you understand and agree that you are just buying a right to use it and that that right is limited in certain ways. So
what follows is what you need to know and agree to.

2. License. The software accompanying this license and the related documentation (the “Software”) are licensed for
your use and gaming enjoyment, subject to terms and limitations in this license agreement. The license fee you paid
gives you the right to use the Software. If the Software is configured for loading onto a hard drive, you may only load
the Software onto the hard drive of a single computer and only run the Software off that hard drive, however you may
participate in a multiplayer configuration (such as in an Internet gaming room) with other players who also have valid
licenses; in other words, your friends must license their own copies of the Software. There is an editor incorporated
into the Software which, if you use it, is subject to Section 10 below.

3. Commercial Exploitation. You may not use this game, or any Mods created for this game or using the tools
provided with this game, for any commercial purposes without the prior written consent of Epic Games Inc. including,
but not limited to, the following rules: 1. If you are the proprietor of an Internet café or gaming room, you may operate
the Software in a “pay for play” environment provided that all computers used have validly licensed Software installed,
such Software having been purchased at a retail store or other similar provider (we do not offer volume discounts or
multi-install licenses). 2. You may not, without prior written consent from Epic, operate the Software in any gaming
contest where (a) the cash value of all winnings and prizes paid throughout the entire competition is equal to or greater
than US$5,000.00 OR (b) the name of the event, or any individual contest therein, incorporates or approximates the
name of a company, product or commercial service OR (c) any company has provided, whether donated or as spon-

sorship, prizes, or otherwise, products or services worth with a fair market value of over US$5,000.00.

4. Use Restrictions. We want you to enjoy our products for years to come, and we want to be able to continue to
make awesome games, S0 you need to be aware that there are some things you cannot do with the Software. The
Software contains copyrighted material, trade secrets and other proprietary material. You may not decompile, modify,
reverse engineer, publicly display, prepare derivative works based on the Software (except as permitted in Section 10,
below), disassemble or otherwise reproduce the Software. Except as set forth herein, you may not rent, sell, lease,
barter, sublicense or distribute the Software. You may not delete the copyright notices or any other proprietary leg-
ends on the original copy of the Software. You may not offer the Software on a pay-per-play basis or otherwise com-
mercially exploit the Software or use the Software for any commercial purpose except as described in this agreement.
You may not electronically transmit the Software from one computer to another or over a network. You may not ship
or export the Software to any country other than where you bought it, in violation of the U.S. Export Administration Act
(or any other law governing such matters) and you will not utilize and will not authorize anyone to utilize the Software
in violation of any applicable law. The Software may not be downloaded or otherwise exported into (or to a national
or resident of) any country to which the U.S. has embargoed goods or to anyone or into any country who/which are
prohibited by applicable law from receiving it.

5. Termination. This license is effective until one of us terminates it. You may terminate this license at any time by
destroying the Software and related documentation. In the unlikely event that you are naughty and fail to comply with
any provision of this license, this license will terminate immediately without notice from us. Upon termination, you
must destroy the Software and related documentation. Please don't wait for us to come after you; it would not be pleas-
ant for either of us. If we do have to come after you, we're going to expect you to pay us for our troubles, including
the cost of our lawyers.

6. Disclaimer of Warranty on Software. 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, related documentation and the media are provided “AS I1S”.
Unless otherwise provided by applicable law, Atari, Inc. (“Atari”) warrants to the original purchaser of this product that
the Software storage medium will be free from defects in material and workmanship under normal use for ninety (90)
days from the date of purchase. By the way, Atari provides this end-user warranty as the publisher of the Software.




This warranty is void if the defect has arisen through accident, abuse, neglect or misapplication. ATARI AND EPIC
GAMES, INC. (“EPIC”) EXPRESSLY DISCLAIM ALL OTHER WARRANTIES. EXPRESS OR IMPLIED, INCLUDING BUT
NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE. WE DO NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIRE-
MENTS. NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRE-
SENTATIVES SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY
NOT APPLY TO YOU.

7. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING WITHOUT LIMITATION, NEGLIGENCE,
SHALL ATARI, EPIC OR ANY OF THEIR RESPECTIVE OFFICERS, EMPLOYEES, DIRECTORS, AGENTS, LICENSEES,
SUBLICENSEES OR ASSIGNS BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT
RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF SUCH
PARTIES HAVE BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT
ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE
ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. In no event shall Epic and Atari’s total liability to you
for all damages, losses, and causes of action (whether in contract, tort or otherwise) exceed the amount paid by you
for the Software.

8. Controlling Law and Severability. This license is governed by and construed in accordance with the laws of
the State of North Carolina, USA. Exclusive venue for all litigation shall be in Wake County, North Carolina. If any
provision of this license is unenforceable, the rest of it shall remain in effect.

9. Complete Agreement. This license constitutes the entire agreement between the parties with respect to the use
of the Software and the related documentation. However, Atari and Epic reserve the right to modify the terms of this
license from time to time and will post notice of material changes somewhere within www.epicgames.com.

10. Editor and End-user Mods.

(a) The Software includes an editor and associated tools and utilities (the “UnrealEd”). UnrealEd is a really cool fea-
ture which allows you to modify the Software or to construct new variations for use with it. These modifications and
variations can be both playable and non-playable. UnrealEd is NOT shareware. You may not freely distribute it to any
BBS, CD, floppy or any other media. You may not sell it or repackage it for sale.

(b) Using UnrealEd, you may create modifications or enhancements to the Software, including the construction of new
levels (collectively referred to as “Mods”), subject to the following restrictions:

i. Your Mods must only work with the full, registered copy of the Software, not independently or with any other soft-
ware.

ii. Your Mods must not contain modifications to any executable file(s).

iii. Your Mods must not contain any libelous, defamatory, or other illegal material, material that is scandalous or
invades the rights of privacy or publicity of any third party, nor may your Mods contain, or be used in conjunction with,
any trademarks, copyright-protected work, or other recognizable property of third parties, nor may your Mods be used
by you, or anyone else, for any commercial exploitation including, but not limited to, advertising or marketing for a
company, product or service.

iv. Your Mods shall not be supported by Atari, Epic or any of such parties’ affiliates and subsidiaries, and if distrib-
uted pursuant to this license your Mods must include a statement to such effect.

v. Your Mods must be distributed solely for free, period. Neither you, nor any other person or party, may sell them to
anyone, commercially exploit them in any way, or charge anyone for receiving or using them without prior written con-
sent from Epic Games Inc. You may exchange them at no charge among other end-users and distribute them to oth-
ers over the Internet, on magazine cover disks, or otherwise for free.

vi. The prohibitions and restrictions in this section apply to anyone in possession of the Software or any of your Mods.

11. Copyright. The Software and all copyrights, trademarks and all other conceivable intellectual property rights
related to the Software are owned by Atari, Epic or such parties’ licensors and are protected by United States copyrights
laws, international treaty provisions, an army of clones, and all applicable law, such as the Lanham Act. You must treat
the Software like any other copyrighted material, as required by 17 U.S.C. section 101 et seq. and other applicable law.
Please do not make unauthorized copies. The program you've licensed was produced through the efforts of many peo-
ple who earn their livelihood from its lawful use. These people like to eat, so don't make copies for others who have
not paid for the right to use it. To report copyright violations to the Software Publishers Association, call 1-800-388-
PIR8 or write: Software Publishers Association, 1101 Connecticut Ave., Suite 901, Washington, D.C. 20036.

12. Enjoyment Requirements. We are aware that there are rumblings and grumblings within the gaming com-
munity about heavy handed, legally onerous license agreements. You have our word that this one is as fair and even
handed as it gets and, as you have read this far, you know it to be true. Now, be gone from this screen and enjoy the
Software, including the UnrealEd.

Microsoft Speech Software Development Kit, Version 51

Redistributable Code
The Redistributable Code is the property of Microsoft Corporation and its suppliers and is protected by copyright law

and international treaty provisions. You are authorized to make and use copies of the Redistributable Code either as
part of the application in which you received the Redistributable Code, or in conjunction with the application for which
its use is intended. Except as expressly provided in the foregoing sentence, you are not authorized to reproduce and
distribute the Redistributable Code. Microsoft reserves all rights not expressly granted. You may not reverse engineer,
decompile, or disassemble the Redistributable Code, except and only to the extent that such activity is expressly per-
mitted by applicable law notwithstanding this limitation.

THE REDISTRIBUTABLE CODE IS PROVIDED TO YOU "AS IS" WITHOUT WARRANTY OF ANY KIND, EITHER
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF MERCHANTABILITY
AND/OR FITNESS FOR A PARTICULAR PURPOSE.YOU ASSUME THE ENTIRE RISK AS TO THE ACCURACY AND THE
USE OF THE REDISTRIBUTABLE CODE.MICROSOFT SHALL NOT BE LIABLE FOR ANY DAMAGES WHATSOEVER
ARISING OUT OF THE USE OF OR INABILITY TO USE THE REDISTRIBUTABLE CODE, EVEN IF MICROSOFT HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGE.

Redistributable Code
Redistributable Code is identified as the following files and all of the files can be found at the following location:

http://www.microsoft.com/speech/download/licensing/

DIVXNETWORKS, INC. END-USER

LICENSE AGREEMENT

YOU SHOULD CAREFULLY READ THE FOLLOWING TERMS AND CONDITIONS BEFORE USING THIS
PRODUCT. IT CONTAINS SOFTWARE, THE USE OF WHICH IS LICENSED BY DIVXNETWORKS, INC., TO
ITS CUSTOMERS FOR THEIR USE ONLY AS SET FORTH BELOW. IF YOU DO NOT AGREE TO THE
TERMS AND CONDITIONS OF THIS AGREEMENT, DO NOT USE THE SOFTWARE. USING ANY PART OF
THE SOFTWARE INDICATES THAT YOU ACCEPT THESE TERMS.

GRANT OF LICENSE: DivXNetworks, Inc. (the "Licensor") grants to you this personal, limited, non-exclusive, non-
transferable, non-assignable license solely to use in a single copy of the Licensed Works on a single computer for use
by a single concurrent user only, and solely provided that you adhere to all of the terms and conditions of this
Agreement. The foregoing is an express limited use license and not an assignment, sale, or other transfer of the
Licensed Works or any Intellectual Property Rights of Licensor.

ASSENT: By opening the file package containing this software, you agree that this Agreement is a legally binding and
valid contract, agree to abide by the intellectual property laws and all of the terms and conditions of this Agreement,
and further agree to take all necessary steps to ensure that the terms and conditions of this Agreement are not violat-
ed by any person or entity under your control or in your service.



OWNERSHIP OF SOFTWARE: The Licensor and/or its affiliates or subsidiaries own certain rights that may exist
from time to time in this or any other jurisdiction, whether foreign or domestic, under patent law, copyright law, pub-
licity rights law, moral rights law, trade secret law, trademark law, unfair competition law or other similar protections,
regardless of whether or not such rights or protections are registered or perfected (the "Intellectual Property Rights"),
in the computer software and hardware, together with any related documentation (including design, systems and user)
and other materials for use in connection with such computer software in this package (collectively, the "Licensed
Works"). ALL INTELLECTUAL PROPERTY RIGHTS IN AND TO THE LICENSED WORKS ARE AND SHALL REMAIN IN
LICENSOR.

NO COMMERCIAL USE: This License Agreement grants you the right to use the Software for personal use only.
Commercial use of the Software or of the work products resulting from its use is not permitted under this License
Agreement.

RESTRICTIONS:

(@) You are expressly prohibited from copying, modifying, merging, selling, leasing, redistributing, assigning, or
transferring in any matter, Licensed Works or any portion thereof.

(b) You may take a single copy of materials within the package or otherwise related to Licensed Works only a required
for backup purposes.

(c) You are also expressly prohibited from reverse engineering, decompiling, translating, disassembling, deciphering,
decrypting, or otherwise attempting to discover the source code of the Licensed Works as the Licensed Works contain
proprietary material of Licensor. You may not otherwise modify, alter, adapt, port, or merge the Licensed Works.

(d) You may not remove, alter, deface, overprint or otherwise obscure Licensor patent, trademark, service mark or
copyright notices.

(e) You agree that the Licensed Works will not be shipped, transferred or exported into any other country, or used in
any manner prohibited by any government agency or any export laws, restrictions or regulations.

(f) You may not publish or distribute in any form of electronic or printed communication the materials within or oth-
erwise related to Licensed Works, including but not limited to the object code, documentation, help files, examples,
and benchmarks.

TERM: This Agreement is effective until terminated. You may terminate this Agreement at any time by uninstalling the
Licensed Works and destroying all copies of the Licensed Works. Upon any termination, you agree to uninstall the
Licensed Works and return or destroy all copies of the Licensed Works, any accompanying documentation, and all
other associated materials.

WARRANTIES AND DISCLAIMER:

EXCEPT AS EXPRESSLY PROVIDED OTHERWISE IN A WRITTEN AGREEMENT BETWEEN LICENSOR AND YOU, THE
LICENSED WORKS ARE NOW PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR
IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY OR FITNESS FOR
A PARTICULAR PURPOSE, OR THE WARRANTY OF NON-INFRINGEMENT. WITHOUT LIMITING THE FOREGOING,
LICENSOR MAKES NO WARRANTY THAT (i) THE LICENSED WORKS WILL MEET YOUR REQUIREMENTS, (i) THE
USE OF THE LICENSED WORKS WILL BE UNINTERRUPTED, TIMELY, SECURE, OR ERROR-FREE, (iii) THE RESULTS
THAT MAY BE OBTAINED FROM THE USE OF THE LICENSED WORKS WILL BE ACCURATE OR RELIABLE, (iv) THE
QUALITY OF THE LICENSED WORKS WILL MEET YOUR EXPECTATIONS, (v) ANY ERRORS IN THE LICENSED
WORKS WILL BE CORRECTED, AND/OR (vi) YOU MAY USE, PRACTICE, EXECUTE, OR ACCESS THE LICENSED
WORKS WITHOUT VIOLATING THE INTELLECTUAL PROPERTY RIGHTS OF OTHERS. SOME STATES OR JURISDIC-
TIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES OR LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY MAY LAST, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. IF CALIFORNIA LAW IS NOT HELD
TO APPLY TO THIS AGREEMENT FOR ANY REASON, THEN IN JURISDICTIONS WHERE WARRANTIES, GUARAN-
TEES, REPRESENTATIONS, AND/OR CONDITIONS OF ANY TYPE MAY NOT BE DISCLAIMED, ANY SUCH WARRAN-
TY, GUARANTEE, REPRESENATION AND/OR WARRANTY IS: (1) HEREBY LIMITED TO THE PERIOD OF EITHER (A)
THIRTY (30) DAYS FROM THE DATE OF OPENING THE PACKAGE CONTAINING THE LICENSED WORKS OR (B) THE
SHORTEST PERIOD ALLOWED BY LAW IN THE APPLICABLE JURISDICTION IF A THIRTY (30) DAY LIMITATION
WOULD BE UNENFORCEABLE; AND (2) LICENSOR'S SOLE LIABILITY FOR ANY BREACH OF ANY SUCH WARRANTY,

GUARANTEE, REPRESENTATION, AND/OR CONDITION SHALL BE TO PROVIDE YOU WITH A NEW COPY OF THE
LICENSED WORKS.

IN'NO EVENT SHALL LICENSOR OR ITS SUPPLIERS BE LIABLE TO YOU OR ANY THIRD PARTY FOR ANY SPECIAL,
INCIDENTAL, INDIRECT OR CONSEQUENTIAL DAMAGES OF ANY KIND, OR ANY DAMAGES WHATSOEVER,
INCLUDING, WITHOUT LIMITATION, THOSE RESULTING FROM LOSS OF USE, DATA OR PROFITS, WHETHER OR
NOT LICENSOR HAD BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES, AND ON ANY THEORY OF LIA-
BILITY, ARISING OUT OF OR IN CONNECTION WITH THE USE OF THE LICENSED WORKS. SOME JURISDICTIONS
PROHIBIT THE EXCLUSION OR LIMITATION OF LIABILITY FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO
THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. THESE LIMITATIONS SHALL APPLY NOTWITHSTANDING ANY
FAILURE OF ESSENTIAL PURPOSE OF ANY LIMITED REMEDY.

SEVERABILITY: In the event any provision of this License Agreement is found to be invalid, illegal or unenforceable,
the validity, legality and enforceability of any of the remaining provisions shall not in any way be affected or impaired
and a valid, legal and enforceable provision of similar intent and economic impact shall be substituted therefore.

ENTIRE AGREEMENT: This License Agreement sets forth the entire understanding and agreement between you and
DivXNetworks, Inc., supersedes all prior agreements, whether written or oral, with respect to the Software, and may be
amended only in a writing signed by both parties.

DivXNetworks, Inc. 10350 Science Center Drive Building 14, Suite 140 San Diego, California 92121 3 September 2002

Windows and DirectX are either registered trademarks or trademarks of Microsoft Corporation in the United States
and/or other countries.

Pentium is a trademark or registered trademark of Intel Corporation or its subsidiaries in the United States and other countries.
Dolby and the double-D symbol are trademarks of Dolby Laboratories.

Unreal® Tournament 2004 © 2004 Epic Games, Inc. Unreal is a registered trademark of Epic Games, Inc. ALL RIGHTS RESERVED.
All' other trademarks are the property of their respective owners. Manufactured and Marketed by Atari, Inc., New York, NY.

Atari does not control, and disclaims any responsibility or liability for, the functioning and performance of third-party
web sites and any content on or available through third-party web sites.
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