


 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 Health 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 playing 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.
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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. 

For more information, visit www.ESRB.org
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Game Controls
Xbox 360® Controller

Hold c + d (Critical Mass) – Groundspike Graveyard Devastator 
Hold d + b (Critical Mass) – Tendril Barrage Devastator
In Air c + d (Critical Mass) – Air Groundspike Graveyard Devastator
In Air d + b (Critical Mass) – Air Tendril Barrage Devastator
Hold c + b (Critical Mass) – Critical Pain Devastator
In Air c + b (Critical Mass) – Air Critical Pain Devastator

You can change the controller configuration in the Options menu.

AuTOsAve
Prototype™ saves your progress automatically. Please do not turn off your Xbox 360 
console when this symbol is displayed: 

Xbox LIVE®

Play anyone and everyone, anytime, anywhere on Xbox LIVE®. Build your profile (your 
gamer card). Chat with your friends. Download content (TV shows, trailers, HD movies, 
game demos, exclusive game content, and Arcade games) at Xbox 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 ultimate access to the things you want and the people you know, on both your PC 
and your TV. Get connected and join the revolution!

Alex on Foot
Alex in Helicopter

Alex in Tank
Alex All Modes

special
struggle (tap)
struggle (tap)

Camera/ 
Press for Reset

Jump 
Move Forward 

Attack 
Descend  

Disguise Power - 
menu
switch Weapon 
secondary Fire

sprint 
Fire

Primary Fire

Target
(+ C to target select) 

Disguise Actions  
(+ C to select)

Move
Pitch/Roll

steer/Drive

Power select
Target select
Aim
Aim Turret

Grab/Throw* 
enter/start struggle/
exit vehicle (hold) 
enter/start struggle/
exit vehicle (hold)QuICK ACTIvATION 

Offensive Power
Disguise Power

Defensive Power
senses Power

Pause
Web of 

 Intrigue
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CONNeCTING
Before you can use Xbox LIVE, connect your Xbox 360 console to a high-speed Internet 
connection and sign up to become an Xbox LIVE member. For more information about 
connecting, and to determine whether Xbox LIVE is available in your region, go to 
www.xbox.com/live/countries.

FAMIlY seTTINGs
These easy and flexible tools enable parents and caregivers to decide which games 
young game players can access based on the content rating. And now, LIVE Family 
Settings and Windows Vista® Parental Controls work better together. Parents can 
restrict access to mature-rated content. Approve who and how your family interacts 
with others online with the LIVE service. And set time limits on how long they can play. 
For more information, go to www.xbox.com/familysettings.

Main Menu
NeW AND CONTINue – Begin a new game or select Continue to load a previous  
saved game.

DIFFICulTY – Select difficulty level. 

OPTIONs

•	 Game – Toggle subtitles

•	 Video – Modify the overall brightness of your picture.

•	 Audio – Adjust the volume of the music, sound effects and dialogue. Prototype 
supports Dolby® Digital and Neural-THX® Surround for a true 360-degree 
interactive gaming experience.

•	 Controls – Invert the X and Y axes and toggle on/off targeting and vibration.

•	 Credits – View the names of all the people that worked on Prototype. 

eXTRAs

•	 Wolfenstein™ Trailer

•	 Cheat	Code

Pause Menu
MAP – Shows your location in New York City and highlights various points of interest:  

•	 Mission – There are both Mission Acquisition icons and Mission Objective icons.

•	 events – While exploring New York City, Alex can take part in the following 
events to hone skills and earn Evolution Points (EP):

Movement – Make your way through a series of waypoints around the 
city as fast as possible. 
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Glide – Use your Glide power to soar from the top of a building to the  
target below.

Kill – Defeat as many enemies as possible using a specific power, 
weapon or vehicle within the time limit. 

War – Fight alongside the military or the Infected and wipe out the 
opposing side before your own side is defeated. 

Military Consume – Absorb the military to acquire their skills and 
memories.

Infected Consume – Absorb the Infected to discover their Hive locations.

Web of Intrigue – Anyone with this marker has information that relates to  
the Web of Intrigue. You must consume them to acquire their memory. See  
the Web of Intrigue section for more information.

Hives – The outbreak can take root in many of the buildings in the city, 
creating Hives, which produce the Infected. Destroying a Hive will award  
extra EP bonuses and prevent more Infected forces from appearing for a 
certain period of time. 

Bases – As far as Alex is concerned, the military is as much of a plague in  
the city as the Infected. Consume a commander to gain access to Military 
Bases in order to gain upgrades for weapons and vehicle skills. Destroying 
a Military Base will award extra EP bonuses and prevent Strike Teams from 
appearing for a certain period of time.

lOGs – Check your current objective, obtain hints and review tutorials.

uPGRADes – Cash in your EP to purchase upgrades for powers, combat, movement, 
survivability, disguise, vehicle and weaponry skills.

WeB OF INTRIGue – View the current Web of Intrigue at any time. 

eveNTs – You can mark events you want to do, and they’ll appear on the mini-map.

sTATIsTICs – Track stats on all aspects of gameplay, including alerts, Blackwatch, 
collectibles, time, consumes, deaths, disguise, Evolution Points, Infected, kills, 
movement, marines, missions, vehicles, weapons and Web of Intrigue.

CONTROlleR – Displays the controller layout.

OPTIONs – Access the Options Menu.

sAve – Select your storage device and save your game.

QuIT – Restore a checkpoint, abort a mission and return to free roam, replay a previous 
mission or quit out to the Main Menu.  
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1. Health Meter – Your current health is displayed here.

2. Critical Mass – Pushing your health into this zone through consumption  
will give you the ability to unleash a Devastator Attack.

•	 Bottom	of	the	meter	–	Adrenaline	Surge	gains	limited	invulnerability.

•	 Top	of	meter	–	You	are	ready	to	launch	a	Devastator	Attack.	

3. evolution Points – See Upgrades and Evolution Points section.

4. Mini-map – Displays your current location in the city as well as nearby objectives  
and mission markers.

5. The Disguise HuD – The Disguise HUD is situated just to the right of the mini-map.  
The key elements are:

shutter 
 The Shutter tells you whether or not you are being watched by the military  
using the following states: 

•	 Closed: No military unit can currently see you. Now is a perfect time to  
switch disguises if you’re in Alert.

•	 Yellow: Military can see you, though they’re unaware of your true identity.

•	 Red: At least one military unit can see you and is currently engaging you. 

 When the Shutter is in the yellow or red state, the enemies that can currently  
see you are marked by the appropriate color on the mini-map.

Disguise Meter 
Above the Shutter is the Disguise Meter. When you are being watched by the 
military (Shutter is yellow) and you perform superhuman actions, the Disguise 

Heads-Up Display (HUD)

Health Meter

evolution 
Points

Mini-Map Disguise ActionsPower select

Disguise 
HuD

Critical Mass
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Meter begins to fill with yellow. When it is completely filled, the Disguise Meter 
turns red. This means the military has identified you and will attack on sight. 

Disguise Icons 
 At the top of the Disguise Meter is the Current Disguise Icon. This has three  
distinct states: 

•	 Gray: Your current disguise is valid and you can safely move among the 
military outside of bases and other restricted areas.

•	 Red: Your current disguise has been compromised and you’re being attacked 
by military units.

•	 Draining From Red: When the military lose sight of you during an alert, the 
Current Disguise Icon begins to drain from red back to gray. 

If Alex has consumed a person within the world, an icon for the Stored Disguise 
is displayed at the upper left of the mini-map. 

There are three categories of Disguise Icon:

•	 Alex: This is Alex’s default form. 

•	 Civilian: The form of the last NYC resident you consumed. 

•	 Military: The form of the last soldier or officer you consumed. 

Military disguises have the advantage of allowing you to travel freely within 
restricted areas such as the inner courtyards of bases.

switch 
This Switch message appears between the two Disguise Icons when you’re in 
Alert but currently out of sight of the military. This represents the perfect time  
to switch disguises and lose your pursuers.

Hint: Look out for switch messages when you run around corners, duck into 
alcoves or dive into alleyways during pursuits.

6. Power select – While holding down the Power select button, you can quickly 
switch between your various shape-shifting, defensive and sensory abilities. 
Previously selected Powers can quickly be toggled on and off usingl.

7. Disguise Actions – Use unlocked special abilities, such as Stealth Consume,  
Patsy and Artillery Strike. This menu only appears when z is held down. 

8. evolution Points (eP) – Are awarded for various successful actions in-game,  
such as defeating enemies or completing missions. They’re used to purchase  
many available powers and abilities in the Upgrades Menu.



7

Web of Intrigue
The Web of Intrigue is your interface to unlock, explore and gain memories. Each  
Web of Intrigue node represents a single, consumed individual whose memories  
you’ve unlocked. Revisit the Web of Intrigue at any time to replay memories, compare 
connections and search for new targets. 

Collectibles
landmark Collectibles can be found in the vicinity of various landmark locations. 
There are 200 Landmark Collectibles hidden around the city.

Hint: Collectibles offer hints for playing the game. There are 50 Hint Collectibles  
to be found.

Gameplay
NAvIGATION
Mission Objective – The Blue Arrow icon signifies the objective point of a mission,  
if you should become lost move toward it.

CONTROls
Glide – While holding x, press a twice in order to Glide. Holding x will also allow 
you to parkour, running over obstacles and up walls.

Note: If you have the Shield or Armor activated then you will run through objects in your 
way. Dive Roll is a very effective move to use in order to quickly avoid enemy attacks.

TARGeTING
Hold w in order to lock on to an enemy. Use C to switch between targets.

MINI-MAP NOTes
Red objects that appear on the mini-map are important targets that Alex should defeat 
in order to complete various missions. All important targets within the vicinity will 
appear on the map once within range, so it can be helpful to use the mini-map as a 
guide in case you lose track of what to defeat next.

uPGRADes AND evOluTION POINTs
Alex gains Evolution Points (EP) by killing or consuming enemies and by completing 
missions and events. EP can be used to improve Alex’s powers and abilities via the 
Upgrades Menu. The Upgrades Menu is accessed by pressing ; to enter the Pause 
Menu and navigating to the Upgrades tab.
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When upgrading abilities the slanted rectangles beside the upgrade description mean 
the following:

•	 solid Red – Upgrade HAS been acquired.

•	 White – Upgrade CAN be acquired.

•	 Black – Upgrade is NOT DISPLAYED yet because its prerequisites are missing. 
Once the required ability has been purchased, that power will become available 
and ready for upgrading.

Some Upgrades will require certain prerequisites to be fulfilled before it becomes 
available. The prerequisites can be other upgrades (i.e., ASSAULT RIFLE 2 is hidden 
until ASSAULT RIFLE 1 is acquired) or a mission (some upgrades will remain hidden 
until you reach a certain point in the game).

So, if, for example, CLAW POWER has 2 solid red rectangles, 2 white rectangles  
and 1 black rectangle, it means 2 have been acquired, 2 have yet to be acquired,  
and 1 is not yet shown. 

QuICK ACTIvATION OF POWeRs AND DIsGuIses
Hold y to bring up the Power Select wheel. Use the C with the Power Select wheel  
to activate or deactivate Alex’s Powers and Disguises. 

Hint: Alex can have Attack, Defensive and Vision Powers active at the same time.   

Use l to quickly toggle the most recently selected Powers and Disguises on and off.  
The l layout is:

	 m – Attack Powers s – Disguise
	 q – Defensive Powers o – Vision Powers

FIReARMs
Alex can use any weapon that he finds in the world. Press b to pick weapons up  
and c to fire. 

NeW GAMe+
Completing the game on Normal or Hard unlocks the New Game+ mode for that 
difficulty level. The New Game+ mode allows you to replay the entire game with all  
of the powers, abilities and Web of Intrigue nodes that you had bought or found by  
the end of the game. 
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Jacqueline Jolie Sheltmire 
Nadine Theuzillot, Jennifer Vitiello 

Marc Williams, Freddie Odlum 
Lorena Rosales, Rachael Harper

GlOBAl BRAND 
MANAGeMeNT

Director of  
Global Brand Management

Tracy Williams

Global Brand Manager
Greg Rosenfeld

Associate Brand Manager
Steve Fuller

PuBlIC RelATIONs  
AND PuBlICITY

sr. Manager,  
Corporate Communications

Mike Mantarro

Manager,  
Corporate Communications

Marshall MacLean

Jr. Publicist,  
Corporate Communications

Claire Gregory

lOCAlIZATIONs
Localization Tools and Support

Provided by Xloc Inc.

Director of Production 
services - europe

Barry Kehoe

localizations  
Project Manager

Mary Kettle

localizations QA lead 
 Dominik Hilse

localizations QA
Jon Galparsoro Lozano
Luis Hernandez Dalmau
Sergio Sampalo Alvarez

Jose Torres Garrido
Dimitri Baubooa
Eduardo Surian
Manuele Albano
Claudio Perazzo

Yves Saliou
Sebastian Le Port
Jeremy Fantoni

localization Consultant
Stephanie O’Malley Deming

CeNTRAl sTuDIO
lead Game Designer

Derek Daniels

Game Designer
Thomas Wells

Game Design Analyst
Jeff Chen

senior Director  
of Game Design

Carl Schnurr

Manager, Central  
user-Testing
Ray Kowalewski

CeNTRAl ART seRvICes
Art services Manager

Todd Pruyn

Art services lead
David Asadourian

Art services Coordinators
Mike Hunau

Christopher Reinhart
Charles Carr
Adam Bava
Randi Cohn

CeNTRAl AuDIO
Director of Central Audio

Adam Levenson

Talent Coordinator
Noah Sarid

CeNTRAl TeCHNOlOGY
Installer
Ryan Ford

OPeRATIONs
sr. Manager,  

Mainline Operations
Jen Sullivan

sr. Director, supply Chain
Laura Hoegler

ACTIvIsION  
sPeCIAl THANKs

Mike Griffith, Maria Stipp 
Brian Ward, Will Kassoy 
Dave Stohl, Dan Winters 

Matt Wilkinson, Greg Deutsch 
Chris Cosby, Jane Elms 

Danielle Kim, Amanda O’Keeffe 
David Blackwell, Sheilah Brooks 

Shannon Wahl and all of our 
spouses, significant others 

family, friends and coworkers  
who supported us

ADDITIONAl DIAlOGue
Adam Foshko

vOICe CAsT
Alex Mercer
Barry Pepper

Dana Mercer
Lake Bell

The specialist
Jeff Pierce
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Dr. Bradley Ragland
Phil LaMarr

Colonel Taggart
Richard McGonagle

General Randall
Gordon Clapp

Dr. Raymond McMullen
Paul Guilfoyle

elizabeth Green/The Mother
Kari Whalgren

Karen Parker
Vanessa Marshall

Miscellaneous voices
Arif Kinchen

Armando Valdez Kennedy
Brian Bloom
Brian Dobson
Dave Fennoy

Dave Wittenberg
David Andriole
David Lodge

David Sobolov
Diane Hsu

Elizabeth Pena
Felton Page-Kennedy

Fred Tatasciore
Gary Littman
Greg Poland
Jake Eberle

James C. Mathis III
James Patrick Stuart

James Sie
John Bentley
Kari Whalgren
Keith Ferguson
Khary Payton
Kim Coates
Kirk Balz

Louis Chirillo
Mark Deacons

Mark Oliver
Mary Pinizzotto
Maury Sterling
Michael Kopsa

Michael McGrady
Michael Ralph
Mitch Urban

Monique Plant
Nika Williams
Nolan North

Phil Carey
Phil Proctor

Rocco Rosario
Ron Yuan

Scott MacDonald
Sean Donnellan

Stephan Cox
Steve Blum

Susan Chester
Tangie Ambrose

Troy Baker
Yuri Lowenthal

 
ADDITIONAl CAsTING, 

DIReCTION AND 
eNGINeeRING BY

PCB Productions 
Los Angeles, CA

 
voice Direction 
and engineering

Keith Arem
 

Additional engineering 
and Dialogue editorial

Aaron Gallant
Matt Lemberger

Austin Krier
 

Additional Casting 
and Coordination

Valerie Arem
  

Intro Cinematic by 
Blur Studios

CG supervisor
Jerome Denjean

Animation supervisors
Derron Ross

Shaun Escayg

Creative Director
Tim Miller

 
Producer
Debbie Yu

executive Producer
Al Shier

FX supervisor
Brandon Riza

Modeling, lighting and 
Compositing lead

Chris Bedrosian

layout
Franck Balson

Modeling
Shaun Absher
Darren Butler

Zack Cork
Jinho Jang
Sze Jones

Alex Litchinko
Jan Major

Laurent Pierlot
Dan Woje

 
Rigging

Steven Caron
Enoch Ihde

Michael Stieber

Animation
Jean-Dominique Fievet

Jeremiah Izzard
David Lam

Michael Loeck
Nick Maw-Naing

Thai Nguyen
Rocky Vanoost

Jon Vener
Brian Whitmire

Hair and Cloth simulation
Becca Baldwin

Jon Jordan
 

lighting and Compositing
Leandro Amaral

Jan Major
Laurent Pierlot
Brian Prince
Fabio Stabel

Dan Woje
 

FX
Marek Denko
John Kosnik

Andrew Melnychuk-Oseen
Peter Sanitra

 
Mocap Prep and Clean-up

Ryan Girard
Anthony Romero
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Technical and 
QC supervisors

Shaun Absher
Steven Caron
Ben Durkin
Sze Jones

Barrett Meeker

Concept Design
Chuck Wojtkiewicz

Matte Painter
Jaime Jasso

Tools and scripts
Karl “Krash” Goldshmidt

Eric Hulser
Jentzen Mooney
Tomas Pulmano

 
Programming and  

systems Administration
Duane Powell

Jeremy Donahue
Paul Huang
Matt Newell
Abe Shelton

Mocap Talent
Dalilah-Rain Freedman

Christopher Hicks
Kristin Rinaldi
Derron Ross

Additional Cinematics by
Brain Zoo Studios

executive Producer/ 
Creative Director

Mo Davoudian

Producer
Les Jones

Animation Director
Doug Buzwick

editor
Desireh Sedaghat

Art Director
Hyon Kim

lead TDs
Hyon Kim
Francis Co

David Hickey

CG Aritsts
Mark Levine
Tricia Barrett
Christy Arnold
Vincent kuo

Daniel Herrera
Holly Wagner
Hung Vodinh
Sanjay Chand
Steven Chen
Paul Haman

Thomas Judd

Motion Capture Actors
George Roberson
Megan Nguyen

Sean Kinney
Mo Davoudian

Web of Intrigue 
Cinematics by

GoldTooth Creative

Director & lead editor
Paul Furminger

executive Producer & 
Creative Director

Kody Sabourin 

Producer & Associate 
Creative Director
Ben Burden Smith 

Production Manager
Julia Ferguson

Audio Director
Tyler Weiss 

Assistant Audio 
Brooke Graeff

 
lead Motion Graphics Artist

Jose Pablo Gonzalez

editor & Motion  
Graphics Artist
Lisa von Sturmer

Motion Graphics Artist
Alex Rupert

Concept Design &  
2D Digital Artist
Mike Smith-Kennard

3D Digital Artist
Nathan Breton

Assistant editor and  
2D Digital Artist
Andrew McSherry

Compositor
Keegen Douglas 

editor
Mike Dowding

Assistant Coordinator
Natalie LaPointe

Fonts by T26 Digital Type Foundry

Dolby and the double-D  
symbol are trademarks of  

Dolby Laboratories

DTS Neural Surround

Portions of this software  
are included under license  

© 2008 Scaleform Corporation.  
All rights reserved.

Alienware and the  
Alienware logo are registered 
trademarks and trademarks  

of Alienware Corporation

Uses Bink video. © 1997-2009  
by RAD Game Tools, Inc.

Lua 5.0 Copyright © 1994-2008 
Lua.org, PUC-Rio.

libpng version 1.2.8 -  
December 3, 2004

Copyright © 1998-2004  
Glenn Randers-Pehrson

zlib version 1.2.3, July 18th, 2005
Copyright © 1995-2005  

Jean-loup Gailly and Mark Adler
Pluto version 2.3,  
February 20, 2008

Copyright © 2004 by  
Ben Sunshine-Hill

DTS is a registered trademark & 
the DTS logos and Symbol are 

trademarks of DTS, Inc.
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Customer Support
Note: Please do not contact Customer Support for hints/codes/cheats; only technical issues.

Internet: http://www.activision.com/support

Our support section of the Web has the most up-to-date information available. We update 
the support pages daily, so please check here first for solutions. If you cannot find an 
answer to your issue, you can submit a question/incident to us using the online support 
form. A response may take anywhere from 24–72 hours depending on the volume of 
messages we receive and the nature of your problem.

Note: Internet support is handled in English only.

Note: The multiplayer components of Activision games are handled only through Internet 
support.

Phone: (310) 255-2050

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

Please see the Limited Warranty contained within our Software License Agreement for 
warranty replacements. We recommend that you first contact an Activision Technical 
support Representative by phone or internet before sending your product to us. 
In many cases, a replacement is not necessary to resolve your problem. Our support 
representatives will help you determine if a replacement is necessary. If a replacement 
is appropriate we can issue you an RMA (Return Materials Authorization) number to help 
process your replacement. Non-warranty game returns/refunds should be dealt with by 
the retailer or online site where you purchased the product. 

Register your product online at http://register.activision.com so we can enter you in 
our monthly drawing for a fabulous Activision prize.
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TeRMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms 
and conditions. In such event, you must destroy all copies of this Program and all of its component parts.

u.s. GOveRNMeNT ResTRICTeD RIGHTs. The Program and documentation have been developed entirely at private expense and are provided as 
“Commercial Computer Software” or “restricted computer software.” Use, duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in 
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-
19, as applicable. The Contractor/ Manufacturer is Activision Publishing, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405.

INJuNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that 
Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to breaches of this 
Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws.

INDeMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to 
the terms of this Agreement.

INFORMATION COlleCTION:.This game incorporates technology of Massive Incorporated (“Massive”), a wholly-owned subsidiary of Microsoft 
Corporation (“Microsoft”), that enables in-game advertising, and the display of other similar in-game objects, which are downloaded temporarily 
to your personal computer or game console and replaced during online game play.  As part of this process, Massive may collect some information 
about the game and the advertisements delivered to you, as well as standard information that is sent when your personal computer or game 
console connects to the Internet including your Internet protocol (IP) address.  Massive will use this information to transmit and measure in-game 
advertising, as well as to improve the products and services of Massive and its affiliates.  None of the information collected will be used to identify 
you. For additional details see Massive’s privacy policy at http://www.massiveincorporated.com/privacy.htm.

MIsCellANeOus. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement 
is held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining 
provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is applied to agreements 
between California residents entered into and to be performed within California, except as governed by federal law and you consent to the exclusive 
jurisdiction of the state and federal courts in Los Angeles, California.

© 2009 Activision Publishing, Inc. Activision is a registered trademark and Prototype is a trademark of Activision Publishing, Inc. 
All rights reserved. 

Microsoft, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies and are used  
under license from Microsoft.




