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YOUR NOTES

THANKS FOR BUYING THIS GAME!

Max is not your typical hero - a hero has a choice
whether or not to risk his life. Max is simply trying
to fight his way out of an impossible situation. Life

dealt him a bad hand. But a good poker player can turn
a bad hand into a winner.

Among the many innovations of this game is Bullet Time
gameplay. It adds an entirely new dimension to action
games, the dimension of
time itself. We’re not
going to explain why
Max can shift time in
his favor, maybe he
enters a state of high
concentration, like a
fully focused athlete in
the “zone,” and for him
time seems to slow down,
with adrenaline pumping
through his veins forcing his body into a higher gear.
The bottom line is that Max can do it, and it’s one of
the most fun gameplay innovations in the 3D action

genre. Use this feature often, as it will save
your butt!

You’ll notice, too, that the story in Max Payne has not
been shortchanged. It'’s integral to the action and
enriches the entire game experience. The story is
presented in many ways throughout the game, but most
often through the game’s graphic novel system. No other
3D action game has used this graphic novel approach,
which we believe adds a depth to the stor
by other methods. We hope you’ll agree.

Yy not possible

Finally, Max Payne is the first action game that
actually monitors your ability to play, and auto-

adjusts
the difficulty level to match your playing abilit

y.

Max Payne took a long time to make, and the dedication
and talent of a lot of people, who devoted much of
their lives to this long project. But to a person,
everyone involved with this game is proud of the
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It must have been the . e sign of thi
sulting accomplishment . And more important ;r we hope re h g ngs
12 1 i

\ e Clear in the fear in Alex’s eéyes, in the darkness of
you’ll enjoy it as much as we think you will. the coffee I was drinking, in the way my Beretta dug
: ainfully into my side. But we were blind to it then
i f Max in the p ’
’ orr ou’ll be seeing more o ; : g
I Oh, and don’t Ny Y AL GO et or o i nmentlats closing our eyes to it. Refu51gg to see. Later that
future. Dimension Films an . Pa night, Max Payne as a DEa Special agent was erased from
: teaming up to make a feature.fllm B L on Mazlr:g;y’in the vast network of databases, and replaced with a new
[ and further adventures of this character are

version of me: Max Payne, the career criminal with a
the works. mile-long rap sheet.

Thanks again!

. A couple of days ago it had all come Ccrashing down.
Remedy and 3D Realms Entertainment The bad things came, like a winter storm. Pushed over
the edge, 1 found myself ip that cold no-man’s land

between right and wrong. No road-signs. On a crash-
course with the Mafia. With nothing to lose. The NYPD ‘
was trailing me by the dotted line of empty shell

casings that T left behind. 1 was trying to look for

In the backseat of a moving car,
I am cut loose from the city. It
watches me pass with sharp neon
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. the answers, but €Very gunshot, instead of closure, was
eyes. The night has gilded the just a hole with more questions leaking out. a |

+ like a pool of blood |

skyscrapers in silver. Every

brick wall is covered with

graffiti. The image of a green

“V"” with a syringe in the

middle, repeated over and over.

l V for Valkyr. The Drug. The red and blue of the police
car’s lights flash on the white snow.

spreading labyrinth of questions
| Spreading on the snoyw.

Something goes clank in the night, and the sougd %s cl;se
enough to a gunshot to take me back to the beglnnlflgé.ny
last meeting with Alex before I went undgrcover. Sl. ldi
in a crummy diner opposite me, he had grlnneé, i frlei y
bear, but I had seen it in his eyes: We hadn’t Ten-o o
the side of the winners in a long time. He was p aying

r safe, talking shop:

“To get to the source, we
| need to get to Jack Lupino.
For that, you need the trust
of the small-timers in the
Punchinello family. Joey and
Virgilio Finito. Lupino’s
number one man, Vinnie
Gognitti. All the wiseguys.”

The car Stops in the traffic lights. Outside, the light
paints snow red, like the whole city was in flames. But |
inside, in the shadows of the car, it’g all done in
blues. I know I'm lying to myself. No amount of
painkillers can keep this ache away. No lie can hide J

it. I'm not really in the backseat of this car. 1t

didn’t start in the diner with Alex. It started three
years ago in my bedroom. And 1 haven’t left that room
since. The killer dead at my feet on the floor.

e e —
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Michelle lying on the bed. Bullet holes like rubies on
her chest. Our baby’s cry cut short, the absence of it
heavy in the air. That gunshot, like an exclamation mark
to end it all, the answer to all my questions, had
already rung out a long time ago, even its echoes gone.
The gun was fused to my hand from that moment on. That
room inside me everywhere I go.

Especially now - as the city presses close to the windows
of the car, its monstrous heartbeat under the tires. My
squinted eyes in the rearview mirror. My hands numb and
held awkwardly behind my back. Everything that came after
that room is a hopeless mess, a chaotic swirl, rising
nausea that tastes like rust in my mouth.

e T Ly S &i/"
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GETTING STARTED
SYSTEM REQUIREMENTS

MINIMUM (MINIMUM GRAPHICAL
DETAIL) :

450 MHz Intel or AMD
compatible processor
96 MB RAM

16 MB Direct3D Compatible Graphics Card
Equals 3DMark2001 Score of 900 3D Marks

RECOMMENDED (MEDIUM GRAPHICAL DETAIL):

700 MHz Intel or AMD compatible processor
128 MB RAM

32 MB Direct3D Compatible Graphics Card
Equals 3DMark2001 Score of 2200 3DMarks

GENERIC REQUIREMENTS :
DirectX 8.0

DirectSound Compatible Sound Card
Mouse + Keyboard

Microsoft Windows 95/98/ME/2000

To test how many 3Dmark2001’s your PC has,
www.madonion.com.

INSTALLING THE GAME

TO INSTALL MAX PAYNE:

go to

Insert the game CD to your CD-ROM drive.

If your CD-ROM drive has AutoPla
@ menu open up. Click on the “T
and follow the instructions.

Yy enabled, you will see
nstall Max Payne” button

If AutoPlay is not enabled, double-click on the “My
Computer” icon on your desktop.

Double-click on the CD-ROM drive icon and follow
the instructions.
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1f you don’t see a menu opening up, click on the
“install.exe” icon.

Note for Windows 2000 and Windows XP users: You must have
administrator access rights on the computer to be able to
install Max Payne.

START-UP AND OPTIONS MENU

[ﬂMax Payne vi.0 1 [
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- Viceo Setlings :
Display Adzpter: | HIDLA GeForce 256 |
Sereen Mo (R ETCEEANERRDIR =

dcecleration: [0ID |lardware TEL |

i
b,

Eaoee Euptorized EEie

I i

Before you start to play, you may adjust the display

Display adapter is the default 3D Graphics card in your
system. If you have two display adapters in your system
you can have two of them visible here.

Screen mode: Selects the resolution and colour depth of
the graphics. x 32 means 32bit colour depth which look
better but can cause performance slow down especially on
older graphics cards.

Acceleration: Newer graphics cards support “D3D Hardware
T&L” which should be used if available. Otherwise it’s
normal to have only “D3D software T&L” available as the
selection.

You may also click on the Options menu, where you may

alter factors that relate to the level of content detail.
The installer will have taken your computer’s performance

into account and adjusted this to suit your PC. However,
S

adapter, screen mode and acceleration in the Start-up menu.

y?u may choose to alter these settings. Note that 1

higher performance computers will have well-pla ablon 4
frame rates with the higher detail settin 2 hy °
following may be altered: i

START-UP OPTIONS

FILTERING MODE

Se}ect Bilinear, Trilinear or Anisotropic filteri

This setting affects the texture filtering qualit;g.

;iili::faces ané objects such as walls and characters
ar or Anisotropic settings may reduce !

performance and we recommend that they be d

on high-end graphics cards. -

Max Payne Crtians
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TEXTURE COLOUR DEPTH

Sele?t 16 - or 32-bit texture colour depth. Although
327b1t textures improve the image quality, we rec 4
using 16-bit texture colour depth as 32-b;t text -
take four times as much memory. We recommend usiiges

32-bit textures only i
y if you have 256 MB of
memory and a 64MB graphics card. e

ANTIALIASING

iet?lng A?tia}iasing on will improve the image quality
n 1a}1a51ng is only supported by a few high-end '
graphics cards and will reduce performance

L dDVd WA00LZdW HTIIA HSYD




FOGGING
Enable or Disable fogging. We recommend that you keep
fogging on unless you have problems running the game.

SOUNDS
Enable or Disable sound effects and music.

TASK SWITCHING
Disable task switching to allocate
certain keys ALT & Tab.

SCREEN BUFFERS
Select either Double or Triple.

We recommend using Triple Buffering.
Triple Buffering may give you a
smoother frame rate, but will

" PSS consume more video memory thus

= possibly making highest resolutions
unavailable or reducing the game performance.

CASE FILE MP2700FM PAGE 8

LEVEL GEOMETRY
Affects the level of detail in the game environment.
Higher settings will for example make smoother curved
surfaces and better quality dynamic lighting. The high
setting should only be used on high-end graphics cards.

LEVEL TEXTURES
Affects the quality of textures in the game environment.
The high setting will require more system and video memory.

OTHER TEXTURES
Affects the quality of other textures such as characters
and weapons. The high setting will require more system
and video memory. This affects the graphic novel textures,
low settings may cause blurriness.

DETAIL TEXTURES
Setting this high will add a detail texture to the game
environment. As it impacts performance heavily, we
recommend using detail textures only on high-end graphics
cards. Warning: If you have problems running the

game, set this slider to medium or low (thus disabling
detail textures).

DECAL LIMITS

] Affec?s how many bullet holes are shown at the same
| time in the same room. When the limit is reached, no
more bullet holes are generated. '

PROJECTILE LIMITS
Affects how many shell casin

the same time in the same r.
set to low,

gs and bullets are shown at

: oom. If projectile limit is
shell casings are not shown.

PARTICLE DETAIL

If particle detail is set to low, some particle effects
such as snowstorms will be disabled.

OBJECT DETAIL
u If object detail is set to high,

characters, wea
bullets and shell casings have mo ‘ i

re detail.

CHARACTER VARIATIONS

éffects how many different looking characters there are
in the game environment. Low means 1 variation, medium

2.variati?ns and high 6 variations. A higher setting
will require more video and system memory.

CHARACTER SHADOWS

Affects the detail of character shadows.

. : Selecti
will disable character shadows. S

SOUND CHANNELS

Controls the amount of sound ch
Low means 8 channels,
channels.

: annels used by the game.
; medium 10 channels and high 12
A higher setting may require a faster CPU.

SOUND VARIATIONS

Controls'the amount of sound variations such as
bullet hit sounds and shouts in the game.
no variation,

all variations

) : Low means
medium 2 variations and high enables

MATERIAL VARIATIONS
Affech thg amount of different types of surface
materials in the game environment. A hi

: gher settin
Tequires more system and video memory. 4
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MENUS AND INTERFAGCE
MAIN MENU

Va1 sutwial Lol tu Learh shaut tha hasic namenlay machanice

UME GAME ! ,
iﬁis selection loads up the last saved game énd let’s yo
jump right back into your previous game session.

TORIAL -
ggu can select Tutorial if you want to go th;oug:hz 2;;:
ini trols and how to play .
training course on the con : g
It’s recommended that you try out the Tutorial befor
jumping into the game.

giYsGigiion let’s you start.a new game seis;zn;hzfter
selecting a new game, you will need to seFe TR
gameplay mode. Different gameplay mode; (tig are,
Boiled, Dead on Arrival and New York Minute)

explained later in this manual.

LOAD (QUICKLOAD HOTKEY: F9)
Opens up the Load Game menu screen.

: F5)

AVE (QUICKSAVE HOTKEY .
2 ens(up the Save Game menu screen. You can sele;t one
tie 10 savegame slots to store the cgrrent gamepazy
situation. Saving is only available if you have
existing gameplay session running.

S

- —= - —
' Yoa W

By pressing the Quicksave button, you may Quicksave a
game without going to the menus. Hint: It is a good
idea to save every now and then to avoid replaying
longer stretches in case Max dies. There are two

quicksave slots - The latest Quicksave will replace the
older of the two quicksaves.

Your savegames are stored in the “My Documents” folder.
You may also use the Save Menu to store your saved
game. To do this, return to the Main Menu and select
Save Game. Highlight one of the slots and press Enter
or click the left mouse button on the slot.

|
OPTIONS |
Opens up the Options menu.

LOAD GAME MENU
You may select any of the older s
Load Game menu. When
of the saved games,

IT dDVd WAQ0LZdW HTIIA HSVO

aved games from the
you move the mouse cursor over any
a screenshot indicating the saved
situation is shown in the upper right corner. Highlight
the game you want to load and press Enter or click the
left mouse button to load ke

The game automatically saves the game situation between
each map change.

OPTIONS MENU

[PTINS

Controls
bane

litlen
fudn
Bick

Huddiy ar wiew the movenen. comhat and nmitE copnl
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CONTROLS

menu.

GAME

Allows you to reconfigure movement and combat
Mouse sensitivity can also be cha

Game menu contains the following settings:

SHOW CROSSHAIR

keys.

nged from the Controls

Allows you to toggle the aiming crosshair on/off.

ENABLE AUTOAIMING

By default, the game helps the player to aim more
accurately. You can disable th

skilled enough.

AUTO WEAPON CHANGE

If you turn Auto Weapon Change

is feature, if you feel

on, Max will

automatically s h
iCEapl Controls Primary Secondary
ENABLE Forward w Up
GAMEPLAY TIPS Left A Left
In some cases |Back S Down
during the Right D Right
game, you will
be shot Crouch C R_Alt
different tips Use - Enter
Jump Space Keypad_0
on how to use Reload R
WeapONSIcH Sniper Zoom = Use Key
items. If you Shoot Left Mouse Button
feel familiar Shootdodge Right Mouse Button
with the game, + Direction
you can unmark |Bullet Time Right Mouse Button
this checkbox |Painkillers TAB Backspace
and the tips Pause the game P Pause
won’t be Get best weapon G
shown. Melee weapons 1
Handguns 2
VIDEO Shotguns 3
The Video menu Automgtlc weapons | 4
contains the Ex!)losw_es 2
folllowing Sniper Rifle 6
X Next weapon Mousewheel
settings:

Previous weapon

Mousewheel

€T dDVd WA00LZdW HTIA HSVO




TEXTURE SHARPNESS

Adjusts the mipmap bias, thus resulting into crisper or
smoother texture look.

| BRIGHTNESS
Adjusts the display brightness of the game. It is

recommended that you check your monitor settings first,
. before changing the game brightness.
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RESTORE DEFAULTS
Resets the original Texture Sharpness and Brightness values.

ALEX HAD KEPT ME RELATVELY
EANZ FOR THE SAST T-REE YEARS.

ST dDVd WAQ0LZdW HTIIA HSVO

[ NEW | DIENT KNG HEW | FILT |
i 4

Heat paye

AUDIO

The Audio menu contains the following settings:
MUSIC VOLUME

Allows you to change music volume

EFFECTS VOLUME
Allows you to change sound effect volume

RESTORE DEFAULTS
Resets the original music and sound effect volumes.

CONTROLLING THE GAME

The controls in Max Payne are customizable.

PAUSING

THE GAME

(“P” Key)

Using the Pause key allows you to pause the animation,

and is a cool way to check out details via the panning
camera.
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MISSION OBJECTIVES

(“F2" Key)

Max can get g .
key information on his mission objectivgs. This is useful if
you’ve been away from the game for a while.

USING ITEMS (USE KEY)

The world of Max Payne is very interactive and Max is
able to use many items. Pressing the Use key in the
proximity of a usable item will make Max perform a
relevant action. Max can open drawers and lockers, pick
up specific items, use switches and control panels, or
examine leads and read notes that he finds.

When Max is in the proximity of an interesting item or
a lead, his head will turn to look in that direction
and an exclamation mark (“1") symbol will appear on
Screen above Max’s head. You can then search the area
to find what Max was interested in.

Note that using some items may trigger graphic novel

Sequences. To review these sequences
later, press F1.

LT dDVd WA00LZdW HTIL HSVO
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THE GRAPHIC NOVEL

Max Payne’s Graphic Novel appears

throughout the game and it drives the

twisting roller coaster of a story. The

Graphic Novel introduces new

surroundings, characters, plot twists
and reveal relevant information that Max Payne will need
to uncover the truth.

PLAY MODE
When you encounter new pages of the Graphic Novel
in the game, it will be in “Play Mode”, which
advances the story automatically page by page with
no user intervention required. Just sit back and
enjoy the show, complete with full voice acting
and sound effects, and you will be returned to the
game as soon as the current pages are completed.

BROWSE MODE
By pressing the spacebar during the Graphic Novel, you
can enter “Browse Mode”.
The voice dialog and sound
effects will stop and you
will be given full control
of the Graphic Novel'’s
pages via a control bar
similar to a DVD player.

These controls allow you
to browse backwards or
ahead one page (or
chapter) at a time, just
like a book. You can also
exit back to the game at
any time, or restart the
graphic novel by hitting
the Play Button.

REVIEW MODE (“F1” KEY)

At any time during the
game, you can press the F1
Key and browse through the
Graphic Novel up to your

current location. This is very handy if you’ve forgotten

who a character is, or have been
away from the game for a while.

G
L
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THE GAME WORLD
WEAPONS SNERK PEEK

Max has a dozen weapons at his disposal, giving him a
deadly arsenal with which to battle the murderous enemies
that stalk him in the dark night of the city. To get you
started, we’ve included essential information on four of
them.

Remember that each weapon will automatically reload when
it runs out of ammo, or you can manually reload anytime
by pressing the (“R” by default) key.

BERETTA
The Beretta is a 9mm semi-automatic handgun that will
work well in close combat but is less accurate over long
distances. The punch of the weapon is limited, especially
against hardened enemies but the rate of fire makes up
for this. The Beretta carries an extended clip that holds
18 bullets. Max Payne can hold two Berettas (as soon as
he has found a second one), one in each hand, to achieve
a deadly rate of fire.

PUMP-ACTION SHOTGUN
The Pump-Action Shotgun is a standard police issue twelve-
gauge shotgun. Lethal at close quarters, but due to the
spread of the pellets it is less efficient at a distance.
The shotgun loads up to seven shots.

DESERT EAGLE
The Desert Eagle is a high-power handgun that packs a
lot of stopping power and is very accurate. However,
due to the recoil of this high caliber weapon, the rate
of fire leaves room for improvement. The Desert Eagle
carries 12 bullets in the clip.

MOLOTOV COCKTAIL
A classic weapon since the 1940s, the Molotov Cocktail
is simple but deadly. This glass bottle filled with
flammable liquid can be thrown with devastating effect
at the enemy. Max Payne can also use Molotov Cocktails
to get at enemies behind obstacles, and by throwing
them onto the ceiling and having a deadly rain of fire
fall down on the enemy. Remember, careless use of
Molotov cocktails can also harm Max, and coming into
contact with burning enemies will hurt Max as well.

MAX'S HEALTH

on the bottom left hand side of the screen you can see
the Pain Bar in the form of a silhouette of Max Payne.
This indicates the level of pain that Max Payne is in at
any given time. Once a high degree of pain is reached,
Max’s movement will slow down and he will start to limp.
Once the pain bar is full Max Payne will die. Like
action heroes in the movies, Max never stays down. Even
when badly hurt, he will slowly regain a little health,
and will quickly be ready to dive back into the action.

TIZ dDVd WA00LZdW HTIdA HSVO




'~ | PRINKILLERS

Reduce pain by using the painkillers found in various
locations in the game. You can carry a maximum of 8 at
any one time. Keep in mind that when you take a
painkiller it only heals a fraction of Max’'s total
health, and it will take a few seconds for it to take
full effect, as indicated by a faded red colour. This
faded red colour indicates the real health status of Max,
and further damage to Max will be added on top of the
faded red, not the solid red. So, you may choose to take
a painkiller (or painkillers, as needed) and let them
take full effect before entering further combat against
the enemies.

BULLET TIME™

(STAND STILL + BULLET TIME KEY/RMB)

CASE FILE MP2700FM PAGE 22

Bullet Time is the heart of Max Payne'’s combat
manoeuvres. When pressed into a tight spot Max can
activate Bullet Time, which will slow the action around
him, while allowing him to aim his weapons in real-time.
This is very effective for getting the drop on multiple
enemies and even allows Max to dodge oncoming bullets.

You can use Bullet Time as much as you want, but it is a
limited resource and it will drain over time as indicated
by the hourglass in the lower left of the screen. Once
activated Bullet Time can be toggled on and off by

pressing the Bullet Time Key again. Max will gain a little

more Bullet Time for every enemy he takes out.

Also, using Bullet Time while sniping will help your aim.
You will naturally not be able to shootdodge when using
the sniper rifle.

SHOOTDODGING ™

FORWARD OR BACK + BULLET TIME KEY/RMB)

(LEFT, RIGHT,

In addition to normal dodges and Bullet Time, Max can
also Shootdodge.

per
enemies
coffin.

By pressing Left, Right, Forward or Back and the Bulle;
?1me Key, Max will do a Shootdodge dive in slow motio
1? that direction. This will cost you a little Bulletn
Time each time you do this manoeuvre, but it will gi
you an incredible edge in combat. g

If you don’F have any Bullet Time left, Max will do a
normal rolling dodge instead of a slow motion
Shootdodge and you will hear a warning sound.

You may also choose to configure a separate Bullet Time
Toggle key in the menus, pressing Bullet Time Toggle
(even when in motion) will simply place Max in tog
Bullet Time without performing a shootdodge.

;ziemiei,hthat by Shootdodging, the action slows around
, bu € can still aim in real-time. U i
your advantage. e

(LEFT, RIGHT OR BACK KEY + JUMP KEY/SPACEBAR)

The dodge is
performed in
results in a
forward

an effective defensive move and can be

any direction, except forward, which
regular

simultaneously.
can avoid gettj
their best

€7 dDVd WAQ0LZdW HTIIA HSVO
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CINEMATIC SHOTS

During combat, the game sometimes performs Cinematic
Shots, where the camera moves to highlight the action
(enemies flying backwards in slow-motion, etc).

Bullet cam is sometimes used with the sniper rifle.
This is not only helpful in aiming, but also shows a
very cool perspective of the action. You can interrupt
some of the cinematic shots by pressing the Use key.

PARENTAL LOCK

The Parental lock is available in the startup dialog.
As Max Payne is intended for mature audiences,
responsible parents and more sensitive players should
switch on the Parental Lock, which will exclude more
graphic sequences. This will also disable the graphic
novel screens as the gritty crime-thriller story
contains subject matter best suited for mature viewers.

DIFFICULTY & ADDITIONAL GAMEPLAY MODES
FUGITIVE

This is the default gameplay mode and the only one
available after you’ve installed the game. When playing
the Fugitive gameplay mode, the game uses a self-
adjusting skill level system. The enemies will alter
their behaviour and performance according to how well
Max Payne is doing. This implies that if you are
encountering difficulty, the game will adjust the
behaviour and reactions of the enemies in your favour.
Naturally, if you are breezing through, the enemies
will rise to the challenge.

When you have completed the game for the first time, you
also unlock the following additional gameplay modes:

GZ dDVd WAQ0LZdW HTIIA HSVO
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HARD-BOILED

A more challenging version of the game. Max’'s healing
process is slower and his health lower. Autoaim is scaled
down. You have to complete the game in the Fugitive mode
to access the Hard-Boiled mode.

DEAD ON ARRIVAL

The real challenge. No holds barred anymore, this is only
for the advanced players. Beating Dead on Arrival mode is
the true mark of a hardcore gamer. No autoaim here and
the bad guys are really beefed up (go for those
headshots!). Max’s health is the same as in Hard-Boiled
but his healing is drastically toned down, and you have
only 7 save games to complete each map. You have to
complete the Hard-Boiled mode to access the Dead on
Arrival mode.

NEW YORK MINUTE

This is a hectic mode for speed-running. Each map starts
out with a timer ticking down. If the timer reaches zero,
Max is out. Taking out enemies buys you more time.
Graphic novels and cinematics stop the timer and the
timer slows down in Bullet Time.

GENERAL GAMEPLAY TIPS

If Max crouches (by using the Crouch Key) during a
gunfight, he presents a smaller target and is therefore
slightly less likely to get hit. Crouching behind
obstacles in combat may give you the required second

or two to reload your weapon before diving back into the
action. Crouching will also make your sniper rifle

more steady.

Make full use Shootdodging and Bullet Time. They will
allow you to get the drop on bad guys, aim easier and
take less damage. The game can be very difficult without
using these modes.

A good tactic in gun fights is to ke
be an easy target by Standing still!

do evasive rolls, and hide behind pil
when you reload.

€P moving - don’t
Move side—to—side,
lars and walls

Search eéverywhere! There are items hi
drawers, cabinets, lockers,

are usually rewarded for exp
You never know where those p

dden in crates,
under beds and more. You
loring the environment and
ainkillers are hiding.

: : : rom your gun to your target
10 an impossibly fast instant. So, if your target gs

gu1te.a Ways away, your shots will take a noticeable
raction of a second to reach your target. wWhen you
you’ll actually get to see

story. You may also fi
Graphic Novel at times

LT dDVd WA00LZdW HTIA HSVO




CREDITS

Max Payne was developed and designed by Remedy
Entertainment Ltd. Produced by 3D Realms.
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SAKU LEHTINEN, PETRI LJUNGBERG, KIM SALO, MARKUS STEIN, ;‘;MII:‘:.:‘::!:IN:‘:IMI:.I;:.II(JE::%UI::E:; m;ﬁl::sﬁ
iisil Al Tl y 3 g - »

KIIR KALLIO, JUSSI RASANEN, PETTERI SALO, AKI MAATTA, MA'

MIKA REINI, MARKO LENONEN, PETRI .IﬁIWII.EI!:I'll, SAMI VANHATALO, HENRI BLAFIELD, PETER HAJBA, MARKUS MAKI,

TERO TOLSA, JARKKO LEHTINEN, ANSSI HYYTIAINEN.

REMEDY’S MAX PAYNE DEVELOPMENT TEAM

PROJECT LEAD PETRI JARVILEHTO

STORY AND SCREENPLAY SAM LAKE
PROGRAMMING LEAD MARKUS STEIN
GRAPHIC DESIGN LEAD SAMI VANHATALO
LEVEL DESIGN LEAD SAMULI VIKINEN
PROGRAMMING JAAKKO LEHTINEN
JUSSI RASANEN
KIM SALO
OLLI TERVO
PETTERI SALO
LEVEL DESIGN AKI MAATTA
ANSSI HYYTIAINEN
MARTY HOWE
SAKU LEHTINEN
MODELING HENRI BLAFIELD

ANIMATION PETER HAJBA

TEXTURE ART

MANAGEMENT

WEAPONS GONSULTANT
ADDITIONAL SOUNDS
. PROGRAMMING

ADDITIONAL PROGRAMMING
PRODUCED BY

3D REALMS STRIKE TEAM

Woop.

EXECUTIVE PRODUCER
DIRECTOR OF DEVELOPMENT
PRODUGER

TECHNICAL PRODUCER
TECHNICAL COORDINATOR
0A MANAGER

LEAD ANALYST

ALSO CONTRIBUTED TO MAX PAYNE

SCOTT ALDEN, JOHN ANDERSON, ALLEN H, BLUM
SCOTT MILLER, BRANDON REINHART, KEITH SC

AKI MAATTA

I MARKO LEINONEN
{ PETER HAJBA
SAKU LEHTINEN
TEEMU HEINILEHTO
PARTICLE ART PETER HAJBA
CINEMATICS ANSSI HYYTIAINEN
SAKU LEHTINEN
MENU AND HUD ART MARKO LEINONEN
SOUND AND VOICE TRACKS PETER HAJBA
GRAPHIC NOUEL ART KIIA KALLIO
SAMI SARAMAKI
STARTUP MOVIE MARKO LEINONEN
SKYBOX ART EETU MARTOLA
BUSINESS AND FINANCE DIRECTOR MATIAS MYLLYRINNE
CGHAIRMAN OF THE BOARD MARKUS MAKI
OFFICE MANAGER MIKA REINI
g IT SUPPORT PETRI LJUNGBERG
ADDITIONAL LEVEL DESIGN TERD TOLSA
ADDITIONAL ART MATTI KAMULA

SAMULI SYVAHUOKD

ANUJ DESAI

0SSI TURPEINEN

TERO KOSTERMAA

MIKA TAMMENKOSKI

JANI KAJALA

TIMO AILA

GEORGE BROUSSARD & SCOTT MILLER

IIl, STEVEN BLACKBURN, GEORGE BROUSSARD, STEPHEN COLE,
HULER, JOE SIEGLER, CHARLIE WIEDERHOLD, TIM WILSON, MATT

ADDITIONAL PRODUCTION BY ROGKSTAR GAMES’ NYC PRODUCTION TEAM

SAM HOUSER
JAMIE KING
JEREMY POPE
GARY J. FOREMAN
BRANDON ROSE
JEFF ROSA

ADAM DAVIDSON
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Music BY

i HATAKKA & KIMMO KAJASTO. HATAKKA PERFORMS
MUSIC COMPOSED, ARRANGED AND PERFORMED BY KARTSY .
GOURTESY OF EASTBORDER MANAGEMENT INC. MUSIC MASTERING BY PAULI SAASTAMOINEN AT FINNUOX STUDIOS

VOICE ACTING TALENT

MAX PAYNE
MICHELLE PAYNE
ALEX BALDER
NICOLE HORNE

B.B.

JIM BRAUURA

JOEY FINITO
VIRGILIO FINITO
VINNIE GOGNITTI
KYRA SILUER
ANGELO PUNCHINELLO
CANDY DAWN
CAPTAIN BASEBALLBAT-BOY
BICYCLEHELMET-GIRL
RICO MUERTE
ALFRED WODEN
JACK LUPINO

MONA SAX

FRANKIE NIAGARA
ULADIMIR
DISPATCHER
ANNOUNCER

BUTLER

LADY AMELIR
MARQUIS UALENTINE
BORIS DIME

JOE SALEM

VINCE MUGNAIO
GOMPUTER

PILOT

TRANSIT POLICE
CHEMISTS

JUNKIES

MOBSTERS

POLICEMEN

JAMES MCCAFFREY
HAVILAND MORRIS
CHRIS PHILLIPS
JANE GENNARD
ADAM GRUPER
PETER APPEL

TYE REIGN

TYE REIGN

JOE DALLO
CHELSEA ALTMAN
JOE RAGNO
JOANIE ELLEN
RICKY ASHLEY
VICTORIA PONTECORUO
JOE MARUZZ0

JOHN RANDOLPH JONES
JEFF GURNER

JULIA MURNEY

BRUCE KRONENBERG
DOMINIC HAWKSLEY
JULIA MURNEY

PETER APPEL

JOHN RANDOLPH JONES
JULIA MURNEY
DOMINIC HAWKSLEY
PETER APPEL

JOE MARUZZ0

BRUCE KRONENBERG
JANE GENNARD

JOE DALLO

JOE MARUZZ0

JOE DALLO

BRUCE KRONENBERG
DOMINIC HAWKSLEY
JEFF GURNER

JOE MARUZZ0

BRUCE KRONENBERG
JOE RAGNO

TYE REIGN

NAUID KHONSARI
ADAM GRUPER

BRUCE KRONENBERG
DOMINIC HAWKSLEY

MERCENARIES ADAM GRUPER
JEFF GURNER
CHRIS PHILLIPS
RENAUD SEBBANE
KILLER SUITS JEFF GURNER
CHRIS PHILLIPS
BOOZE HOUNDS RENAUD SEBBANE
NAVID KHONSARI

UOICE OUER PRODUCTION

DIRECTED BY NAVID KHONSARI
PRODUCTION BY RENAUD SEBBANE
ENGINEERED BY BRANDON ROSE
EXECUTIVE PRODUCER JAMIE KING
PRODUGTION ASSISTANT STEFAN PEARSON

"ADDRESS UNKNOWN” AND “THE VOID” VOICE ACTING BY MARKO SAARESTO.
GAPTAIN BASEBALLBAT-BOY COMIC STRIP ART BY MARKO SAARESTO.
ADDITIONAL GRAPHIC NOVEL PHOTOGRAPHY BY JONNE REIJONEN.

TEXT EDITING BY NAVID KHONSARI, WILLIAM HASKINS AND AKI SAARIAHO.

GRAPHIC NOUEL MODELS (IN ORDER oF APPEARANCE)

SAM LAKE, JANI NIIPOLA, TUULI REIJONEN, AKI SAARIAHO, TEEMU JEiRUI, MR. WILLIE T., CANDY DAWN (As

HERSELF), MARKO SAARESTO, JONNE REIJONEN, MIKA VEIKKOLAINEN, RAMI LEHTIMAKI, CAROL KIRIAKOS, JONNE
SAVOLAINEN, KIIA KALLID, JUSSI RISSANEN, TU

ALSO MODELED
JENNY JEiNNARI, MARKO HELIN AND SAKU HELIN.

ADDITIONAL MODELS

MICHEL SCHIVUTE, AKI MAATTA, MIKA TAMMEN

KOSKI, ILKKA KOHO, ULRIK HENRIKSEN, ARTTURI TARJANNE,
JAAKKO LEHTINEN, SCOTT MILLER, PAUL BONN

ETTE, RIGHARD HUDDY, TERO KOSTERMAR, HENRI BLAFIELD, MATTI
SIHTO, MARIA LEMMETYINEN, LEMMY KOOK JENSEN, 0SSI TURPEINEN, JUSSI RASANEN, ANUJ DESAI, ALAJOS
HAJBA, RICK RAYMO, FRANK “OMPPU” SALONIUS, THOR- GUSTAF WIKSTEN, TOMMI WESTERBERG, PEKKA
TAPANINEN, KAI-EERIK KOMPPA, JUSSI LARKKONEN, MIKA TUOMI, KAJ TUOMI, ARMAN ALIZAD, TIM PRESSLEY,

SKOLL, JANNE “PSYGHOJET” SORMUNEN, BEN DE WAAL, MICHAEL GODDARD, ERIK POJAR, HARRI LESKINEN,
MIGKO “PIXEL" IHO AND PETRI JARVILEHTO.

TEST TEAM
JOE GREENE, JOE HOWELL, OSWALD GREENE AND LANGE WILLIAMS.

GODGAMES MARKETING & PR

ANDREA VILLAREAL, BEN GONDIT, BENJAMIN LIPPERT, BILL NADALINI, GHAD LOVELL, DAVID EDDINGS, DEVIN

WINTERBOTTOM, DIANNE VAUGHN, JEFF SMITH, JENNY JEMISON, JIM BLOOM, JOHN GIBSON, JOSH GALLOWAY,
MIKE WILSON, RUSSELL HUGHES, AND WILLIAM HASKINS.

ULA JARUI, AKI JARVILEHTO, MARKKU JARVI AND MARKUS STEIN.,
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ROCKSTAR MARKETING & PR
ADAM TEDMAN, AMY SALZMAN, COREY WADE, JENNIFER KOLBE, KEVIN HOPKINS, AND TERRY DONOUAN.

THANKS:
REMEDY WOULD LIKE TO THANK, ACKNOWLEDGE AND CREDIT THE FOLLOWING FOR THEIR HELP AND SUPPORT THROUGH
OUT THE DEVELOPMENT OF MAX PAYNE:

ABOVE ALL A HUGE THANK-YOU TO SCOTT MILLER AND GEORGE BROUSSARD FOR PRODUCING MAX PAYNE, GUIDING AND
HELPING US IN SO MANY WAYS. WITHOUT THEM THIS WOULD NOT HAVE BEEN POSSIBLE.

THANKS TO EVERYONE AT 3D REALMS; LUDWIG NEUBERGER, TOM RINALDI, EDWIN UAN PUFFELEN, MIKE ANDERSEN,
JANI PENTTINEN AND TIM SWEENEY; ALL AT HYBRID, HOUSEMARQUE, PRO-AV AND PLENWARE; MATTI SIHTO, SATU
TOIVONEN, KARI KORHONEN AND OUTI AALTO-WAHLSTEDT AT TEKES; THE GUYS AND GALS AT MADONION.COM,
ESPECIALLY AKI “AJ” JARVILEHTO, LEENA KUUSINIEMI, PERTTI KAINULAINEN, SANNA YLIRUKA, TANJA MESKI, PATRIC
OJALA, THE 3DMARK TEAM, ILKKA KOHO, JANI JOKI, TUUKKA TAIPALUESI AND MANY OTHERS WHO HAUE HELPED US
ALONG THE ROAD; MICHAEL GODDARD, BRAD GRAIG, MATS PETERSSON AND ELIAS SLATER AT AMD; REX SIKORA AND
JEFF ROYLE AT ATI; MIKA TUOMI AND JUHA TAIPALE AT BITBOYS; ANDREA D’ ORTA AND DANIEL PEACOCK AT
CREATIVE; MARK BUTLER AND JOHN HOWSON AT IMAGINATION TECHNOLOGIES; HAIM BARAD, FRANGOIS PIEDNOEL,
YOHAI MERZEL AND RONEN ZOHAR AT INTEL; CHAS BOYD, BRIAN MARSHALL AND MARK KENWORTHY AT MICROSOFT;
MARK DALY, BEN DE WAAL AND RICHARD HUDDY AT NUIDIR; RAJA KODURI AT VIA/S3; JOE KREINER AT ST
MICROELECTRONICS; MARTIN HAUFSCHILD AND EWA KIRJAVAINEN AT ELSA (THANK YOU FOR ELSA GLADIAC 920S);
DONNA ST. DENNIS, JUAN GUARDADO, ALLAN THIFFAULT, DAN WOOD, JOHN SMITH AND JASON DELLA ROGCA AT
MATROX; MATTHEW BURTON, LORI MEZOFF, AND ANDREA SCHNEIDER AT TSI; MIKE AND KEVIN FOR SEGURITY AND
GUIDANGE IN NYC; FOR INSPIRATION IN FURNITURE DESIGN LE CORBUSIER AND ALVAR AALTO; ANNE ISOMURSU, MATTI
PYYKKO AND TUOMAS JAASKELAINEN FOR SOURCE MATERIAL FROM “HELSINKI GRAFFITI”; TODD HOLLENSHEAD AND ID
SOFTWARE INC. FOR PERMISSION TO USE AND MODIFY THEIR END USER LICENSE AGREEMENT; ALAN MURTA FOR USE OF
HIS GPC LIBRARY; JONATHAN RICHARD SHEWCHUK, AT UNIVERSITY OF CALIFORNIA AT BERKELEY FOR USE OF HIS TWO-
DIMENSIONAL QUALITY MESH GENERATOR AND DELAUNAY TRIANGULATORA, TRIANGLE, IN MAX-ED.

IN MEMORY OF DOUG MYRES.
TARANTULA STUDIOS, EUROPEAN LOGALISATION.

LOCALISATION MANAGER: STEVE MARSDEN
PROGRAMMING: CHRIS JONES
PHIL MILLER
JAMES WHITFIELD
SOUND ENGINEER: ANT PATON
GRAPHIC ARTISTS: RUSSELL EAST
CORRADO TRANI
LEWIS MANN
RUDI WILL
DOMINIC MORRIS
IAN WATSON
ROBIN TAYLOR

0OA MANAGER:
TESTER:
PROJECT LIAISON:

MARK LLOYD
TIM BATES
SIMON CRISP

TAKE2 UK:

PR EXECUTIVE MARK ALLEN
GROUP PRODUCTION MANAGER JON BROADBRIDGE
GROUP DESIGN MANAGER JAMES GROCKER
PR MANAGER AMY GURTIN
GROUP OPERATIONS DIRECTOR ANTHONY DODD
GROUP PRODUCTION ASSISTANT JOANNA FOSTER
INTERNATIONAL MANAGING DIRECTOR  GARY LEWIS
BUSINESS AFFAIRS DIRECTOR SIMON LITTLE
GROUP PRODUCTION CO-ORDINATOR CHRIS MADGWICK
TECHNICAL SERVICES MANAGER SAJJAD MAJID
PACKAGING DESIGNER JAMES QUINLAN
BRAND MANAGER EMMA RUSH
UK MARKETING MANAGER SARAH SEABY
DEVELOPMENT MANAGER LUKE VERNON
PRODUCT MANAGER NIJIKO WALKER
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CUSTOMER SUPPORT

Every effort has been made to make our products as compatible with current hardware as
possible. However if you are experiencing problems with running of one of our titles you may
contact our Technical Support staff in one of several ways:

Before contacting Technical Support, please be prepared. In order to assist you as efficiently as
possible, we will need to know as much information about your computer and the problem as
possible. If you can not provide the information in the check list below, then please contact your
computer manufacturers technical support department before contacting Take 2 Interactive,
otherwise we will be unable to solve your problem.

THE INFORMATION THAT WE WILL REQUIRE IS AS FOLLOWS :

Contact Details:

e Your name

e e-mail address, daytime telephone number or postal address

e [f you are from outside the UK, please specify which country you are contacting us from and the
language version of the game you are playing.

CASE FILE MP2700FM PAGE 34

SYSTEM DETAILS:
PC Brand Name and model

Processor speed and manufacturer

CD-ROM Drive speed and manufacturer

Total amount of system RAM

The make and model of your Video Card / 3D Accelerator together with amount of Video RAM
The make and model of your Sound Card

Mouse and driver information.

Please describe the circumstances, including any error messages, of your problem as clearly as
possible.

NOTE: PLEASE DO NOT CONTACT TAKE 2’S TECHNICAL SUPPORT STAFF IN SEARCH OF GAME
HINTS. They are neither permitted nor qualified to supply such information.

OUR TECHNICAL SUPPORT CONTACT DETAILS:
(201 O Take 2 Interactive Technical Support
Unit A, Sovereign Park

Brenda Road

Hartlepool

TS25 1NN
Telephone: .......cccoevvnene (0870) 1242222 / calls charged at national rate

(7 days a week from 8am to 10pm (GMT) excluding bank holidays)
FaX: oo 01429 233677
Email: oo take2@startekeurope.com

tech.support@take2europe.com
Web Address: ............... www.take2games.com
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