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as a digital download. Drag * f Riddic Assault on Dark
Athena’ folder to the location of !

Launch the game by double clicki g the ‘Dark Athena’ game icon.

You must now complete the registration information. Please enter your
name and the registration code found on the manual or with your digital
download email receipt.




' 'alth Kill (whlle closing in on the enemy from

; e Counter Move (When standing close in front of anal
i | Left mouse button | enemy performing a melee attack, click the left
|t counterattack or perform a finishing move.

Right mouse button | Block

Right mouse button | Aim / Alternative fire

v s |20 T o s
Grab (When standing close behind an enemy, you can grab

Right mouse button _him for a stealth kill. If ypu graba dr?ne, you'll b(_e able to u§e
its attached weapon while the drone’s body provides you with
a temporary shield.)

Lean

Select weapon

Mouse Look

Melee weapon attack
Move (Press the key to sprint (only in Multiplayer). While

(A}, (S}, W), (D) moving, melee attacks will be made in the direction you are
traveling.)

@ Eyeshine

Flashlight (if one is available on your equipped weapon).
Weapon hot keys (When selecting a weapon in the weapon

(1, selection interface you can press (1) or (2] to add that
weapon on a hot spot.)
Scroll through menus, dialog options, and in-game shoppin

interface fo? Butcher Bay Ri?)t ilrJ\ a multiplayerg game. DP : : ol

(R) Reload

R Skip dialogues and cut-scenes.

Stealth mode

(Spacebar) Jump (jumping deactivates stealth mode.)

(E) Use

Journal / Inventory

Esc Pause menu

e




Look right

| Flashiight

; Eyeshine POV 2

| Journal Button 5

| Use Button 3

| Multiplayer Scoreboard Button 5
Pause Button 4
Menu scroll up POV 0

| Menu scroll right POV 1

| Menu scroll down POV 2
Menu scroll left POV 3
Menu OK / Select Button 0
Menu Cancel / Back Button 1
Move Forward Positive axis 1
Move Backward Negative axis 1
Strafe left Negative axis 0
Strafe right Positive axis 0
Jump Button 0
Stealth Button 2
Sprint (Multiplayer Only) Button 6
Lean mode Button 8 s
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famous warden Hoxie 0 ‘keep you locked aw )
life. It’s time to play “Who’s the better killer?” But that’s only the
beginning. You’ve heard the rumors. The Merc juggernaut they
call the Dark Athena. Something about empty ships floating in
space, missing their crew — its got people paranoid. Only one .
thing to be sure about. They better hope they never find you...
what could be worse than capturing Riddick?

THE DARKNESS... FOR ME... IS WHERE | SHINE!




| Wew Gama

Checkpoints
[Muitiplayer

' Options “
| Accomplishments
Extra Content

Quit

Cheékpoints -Load a checkpq_ﬁ)

Multiplayer - Start a multiplayei' game on Internet or a local area
network (LAN). From there you will also access the Settings (Characters
/ Options) and Statistics menus.

Options - Modify game options.

Accomplishments - Check the trophies you have completed and see
what’s coming next.

Extra Content - View additional contents that you have unlocked
during the game.

Quit - To exit to Desktop.

///PAUSE MENU

Resume - Resume your game.

Restart Checkpoint - Restart i
from the last saved point. E;; |

Resumel

Change Difficulty - Modify the
difficulty level. e

Quit to Main Menu ||

Options - Modify game options.

Quit to Main Menu - Quit the
game and go back to the Main Menu.

[E<] BACK




‘HE ENVIRONMENT

-’

Your Journal
If you ever need a reminder of what you shoul
be doing, or what your current goal is, press (J}
to access your journal. Your journal will display
your current goal and help point you in the right
direction, if you need a nudge.

NanoMED Health Units

You can regain health using a NanoMED health
unit. To use one, approach it and press (E]. If a
NanoMED health unit is empty, you'll need to
recharge it with a NanoMED Cartridge.

Climbing Crates
You can climb crates by approaching them and

pressing (E). Then use the (D) keys to climb
up or down the crate.

Shimmying Along Ledges
You can shimmy along some ledges to new areas.
To do this, approach the ledge and press (E). Then

use the (D) keys to move left, right, up or
down on the ledge. Press (E] to let go and drop.

Using Hangrails

Hangrails are pieces of overhead scaffolding that
Riddick can move across. Just look up atthe
hangrail and press (E]to grab it. Then use the
(D) keys to move. Press (E] again to let go of the
hangrail.

Restricted Access Doors

If you’re having trouble getting through a door with
restricted access, try “borrowing” the codes from
someone in the area; a guard for example.




hidden surprizes for those who get to know their
surroundings.

items. Take some t‘ e to explore and interact. There are

There are also items in the world that you can interact with. To do so,
simply approach the item and press (E}.

Useful items that you’ll want to collect to
help you escape.

UD Money
The currency of our time, UD Money can be traded for
weapons or smokes.

NanoMED Cartridges

When you need health and a NanoMED health unit is
empty, this cartridge will recharge the station and allow
you to get health from it.

Vent Tool
This will help you open sealed vents so you can explore
and get deeper into the prison.

Drugs
There is always demand for this stuff in Butcher Bay; use
this to your advantage.




/1/USING STEALTH

Heading into a fight with your guns blazing may not always be the best
approach. Sometimes a little stealth is more effective, and sometimes
it’s just more fun to hunt your enemies.

Stealth Mode

Press (C] to activate stealth mode. Riddick always crouches when in
this mode. When you are in stealth mode, you get an indication of
when you are hidden in the shadows and undetectable (screen turns
to blue). You also move around silently. Being in stealth mode gives
you the ability to drag and hide bodies as well.

Stealth Kills

If you need to keep things quiet, you can sneak up behind an enemy
and break his/her neck so as not to alert others. Click the left mouse
button while closing in on the enemy from behind and you’ll perform
a stealth kill!
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Creating a game

Select a game mode from the game mode list or let the game decide
by selecting Random Game. Select Create Game to create your server.

/[/WEAPONS

Several weapons you can collect throughout the adventure will help
you to make your escape.

Guns

Gun
A simple, single-fire weapon. Reliable, but not very
powerful.

SCAR (Single-player)

The SCAR (Sonic Compressor Assault Rifle) is

an energy-based weapon which recharges itself
automatically. It shoots projectiles that stick to the
world and characters. These projectiles can then be
detonated using the alternative fire button.

Sub-Machine Gun

The fire rate of this weapon is higher than the
assault rifle but it does less damage. Its automatic
fire is also less concentrated.

Minigun
A high-powered chain gun that spits out 50 rounds
per second.



o This gun will stun your opponents with a powerful
% jolt of electricity. But take care of your business
Ay quickly—they’ll wake up after a while.

— ~maaa g “Modified” SCAR (Multiplayer)

The SCAR used in the multiplayer games is a
heavily modified version. It does not recharge
automatically and needs ammunition pickups.
Projectiles also function differently.

Grenade Launcher (Multiplayer)
This weapon clears a wide area at some distance.

+ = Sniper Rifle (Multiplayer - Assault on Dark
e Athena)
= This rifle is effective at very long ranges.

Melee weapons
Hairpin
Looks useless? Not in Riddick’s hands.

&y

N Ulaks g
\ - These double-curved blades are as simple and
Y ) sharp as they are lethal!

Shivs
These simple weapons are very effective during
\ hand-to-hand combat. —_—




" ///ENEMIES

Escape from Butcher Bay

Inmates

Prison is a kill-or-be-killed joint.
So kill or be killed.

Maximum Security Light Guard

Non-armored guards love to call for
backup whenever there’s trouble.

Double-max Light Guard -~

Armored guards rush into any fight
with a little more confidence than their
maximum security counterparts.

. g oo i A A o & AR50 — e - S D




Not to be toyed with, these guards
carry extreme firepower and have
orders to kill prisoners on sight,
S

and at will. -

Security Turret

Because guards can’t be everywhere at all times,
these small camera-turret units survey the prison
and neutralize — on the spot — anyone who
breaks prison rules.




Ghost Drone

The grotesque inhabitants of the Dark Athena.
These once-men warriors are the pride of Captain
Revas and her pirate cooperative. Drones wander

throughout the ship, constantly on patrol and
constantly on alert. Be careful, they’re watching...

A Al Ghost Drone
el

=« = The natural state of the Ghost Drone. While in this
-2y, mode, the lights attached to their armor glow a
- ~ bright red, and they operate on their own artificial
intelligence.

Merc-controlled Ghost Drone

The crux of the Ghost Drone army! At any time

they can be controlled by Mercs throughout the

ship, enhancing their combat abilities and making
them twice as deadly. While being controlled,

all of the lights attached to their armor glow a

blinding white. You'll also hear the Mercs talking

- to you through the Drones!




£

¢ Repair Drotd

The automated repair system aboard the Darl
»  Athena dispatches these deadly little machines i
whenever hull integrity becomes a problem. Be

Spider Turret . ‘@

Built into pods and deployed from the Athena, this 5
turret can attach itself to its designated location. ey @ 5
Once locked into position, it will function as a static %
turret.
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SVP, Universal Pictures Digital Platforms — Ad
Rymer ¢

Manager, FP&A, Universal Pictures Digital
Platforms — Viktor Mohacsy

Sr. Financial Analyst, Universal Pictures Digital
Platforms — Gregg Jones

Producer — Nick Torchia
Executive Producer — Pete Wanat

Tigon Studios

Executive Producer — Vin Diesel
Executive Producer — Samantha Vincent
Head of Game Production — lan Stevens

Director of Marketing & Merchandising — Thyrale
Thai

Additional Production Support — Susan Leibowitz
Business Development — Rob Sebastian

STARBREEZE STUDIOS

Executive Producer — Lars Johansson,
Producer — Samuel Ranta-Eskola,
External Producer — Todd Hartwig,

Associate Producer — Mattias Abrahamsson, Peter
Horvath

Lead Designer — Jerk Gustafsson,
Art Director — Mattias Snygg,

Additional Art Direction — Kjell Emanuelsson, Jens
Matthies,

Lead Writer — Tommy Tordsson,
‘s Written By — Tommy Tordsson, Mikael Saker, John

] —Magnus Hogdahl,
Programmer — Michael Wynne,
ine & Tools Programming — Jim Kjellin, Anton
Ragnarsson, Magnus Auvinen, Anders Ekermo,
Jesper Rudberg, Marcus Hennix, Anders Pistol,
Otto Kivling, Markus Alind, Magnus Hogdahl,
Michael Wynne,

Lead Game Programmer — Anders Backman,

Game Programming — Magnus Auvinen, Jakob
Ericsson, Roger Mattsson, Lars-Magnus Lang,
Anders Olsson, Olle Rosenquist, Anders Siidow,
Joel de Vahl, Patrik Willbo, Leo Willman, Peter
Bertlin,

Gameplay Designers — Jan Andersson, Martin
Annander,

Nicklas Larsson, Jonas Nordstrom, Anders Olsson,
Johan

Oskarsson, Theo Savidis,

Additional Gameplay Design — Daniel Ahlnds, Lars
Holmgren,

Lead Level Designer — Torbjorn Ahlén,

Level Design — Thibault Courbet, Jimmy Eriksson,
Christian Grawert, Emil Gustavsson, Eric Ramberg,

Additional Level Design — Bjorn Aneer,
Senior Texture Artist — Carl Sturk,

Texture Artists — Teddy Bergsman, Carolina
Dahlberg, Kjell Emanuelsson, Reine Rosenberg,
Joakim Wikberg, Torbjorn Anlén,

Lead Modeller — Patrik Karlsson,

Character Artists — Angel Navarro, Vladas Zukas,
Tom Fritzson, Nicholas Siren, Pelle Tingstrom,

Modeling — Elias Dahlstrom, Pontus Wahlin, Carl-



Wright, Kieran Yanner, Kjell Emanuelsson,

Lead Animator — Henrik Hakansson,
Cinematic/Keyframe Artists — Markus Sﬁdeifqvist,
Daniel Eriksson, &
Motion Capture Specialist — Sigtor Kildal,

Motion Capture Editor — Sandra Sporre,
Technical Animator — Nils Lerin,

Sound Producer — Carl Vikman, Music — Gustaf
Grafberg,

Sound — Gustaf Grafberg, Johan Altoff, Carl
Vikman,

Additional Sound Design — Samuel Tyskling,
Sebastian Lonberg, Jonas Hellberg,

QA Lead — Hugo Hirsh,

QA - Tobias ‘Dopefi sh’ Lundmark, David ‘Big
Dave’ Izzo,

Sound QA — Sebastian Lonberg,

Additional QA — Pontus Bergengren, Annika
‘m3lda’ Fogelgren, Anton ‘dyfl .6’ Humphreys,
Tommy Johansson, Karolis Lukosius, Vilhelm
Flohr,

IT Manager — Jon Johansson,

IT Tech Support — Petter Johansson,

Starbreeze CEO — Johan Kristiansson,
Starbreeze HR — Robert Nyberg,

Starbreeze Finance & Accounting — Ursula
Bende, Malin Svanfeldt, Christie Berlin, Eva Haris
Johansson, Hanne Lundberg,

Legal Affairs — Tommy Persson,

Thanks to —André Celinder, Erik Gullberg, Joakim
Gustavsson, Hansoft, Simon Hartikainen, Ola
Ingvarsson, Nils Jansson, Martin Larsson, Peter
Lindholm, Gustav Ljungdahl, André Lundin, Alex
Loofberg, Daniel Nyberg, Patrik Karlsson, David
Palm, Oskar Rahm, Patrik Strang, Ralph Sundberg,
Helena Thulin, Patrick Liu, Marco Sjoberg, Jocke
Sohls,

F Ca‘stinQ —Tom Keegan, Eric Weiss,

Supervising Dialog Editor & ADR/P.
Capture Editor — Mike Patterson,

Talent Coordinators — Andrea Toyi -
Dialog Editor — Matt Verzola, Jordan Wotkowski,

Mocap Cast — Johanna Salander, Erik Dahlin, Aéé
Olsson, Frans Wiklund, Elias Dahlstrém, Johan
Ranner, Lukas Loughran,

Motion Capture Shoot — Perspective Studios,

Motion Capture Shoot & Tracking & Solving — NLS‘
(Northern Light Studios),

Tracking Solving Editing — Mocaptools,

Music Samples courtesy of — Miroslav Vitous
Woodwind & Brass, EWQL Symphonic Orchestra,
EWQL RA, Heart of Asia, Advanced Archestra,
Stormdrum, Spectrasonics’ Atmosphere,
Toontrack, Vocal samples courtesty of —
Spectrasonics’ ‘Symphony of Voices’, Classical
Choir, EWQL Symphonic Choirs,

‘Awaiting the Turmoil’ (G.Jorde) — Performed by
Valley of the Dead (available online)

Atari Special Thanks

Steven Bercu and Valerie Walls, lime, lic —
Lawyers for Interactive Media & Entertainment

Synthesis International — Milano Synthesis Iberia
— Madrid

Around the Word

Take Off

Ben / Benji @ Petrol gf s
Sidonie @ LeFidesien

EDS — Global Testing Practice

Mac version ©2010 Virtual Programming Ltd
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Agreement

IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and
restrictions described in this End-User License Agreement (“EULA").

AGREEMENT e

This document is an agreement between you and Atari, Inc. and its affiliated companies (“Company”).
The enclosed software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed
materials are licensed to you only on the condition that you accept all of the terms contained in this EULA. -
By opening this package and installing or otherwise using the Software you agree to be bound by the

terms of this EULA. If you do not agree to the terms of this EULA you may not install or use the Software

and within 15 days of purchase you must contact Customer Support at atarisupport.com.

You will be given a Return Merchandise Authorization number (RMA #). You then have 15 days from the

date of this contact to return the Software in its protective covering, the Manual and the original sales

invoice to the address supplied to you. If this is a PC product, when you install the Software you will be

asked to review and either accept or not accept the terms of the EULA by clicking the “I Accept” button.

By clicking the “I Accept” button you acknowledge that you have read the EULA, understand it and agree

to be bound by its terms and conditions.

COPYRIGHT

The Software is protected by copyright laws and international copyright treaties, as well as other
intellectual property laws and treaties. All title and copyrights in and to the Software (including but not
limited to any images, photographs, animations, video, music, text and “applets” incorporated into the
Software and any results or proceeds created by you using the Software) and any printed materials
accompanying the Software are owned by the Company or its Licensors.

GRANT OF LICENSE

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants
you a limited, personal, non-exclusive license to use the Software in the manner described in the user
documentation. The Company reserves all rights not expressly granted to you in this EULA.

PERMITTED USES

If the Software is configured for loading on a hard drive, you may install and use the Software on a single:
computer. You may make and maintain one copy of the Software for backup and archival purposes,
provided that the original and copy of the Software are kept in your possession. You may permanently
transfer all your rights under this EULA, provided you retain no copies, you transfer all of the Software
(including all component parts, the media and printed materials and any upgrades) and the recipient
reads and accepts this EULA.

RESTRICTIONS

1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or
accompanying printed materials.

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software.

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

works based on the Software (except to the extent expressly permitted in the Editor and End-User

Variation section of this Agreement or other documentation accompanying the Software) or otherwise~

commercially exploit the Software.




EDITOR AND END-USER VARIATION

If the Software includes a feature the 5 you to modify the Software or to construct new variations
(an “Editor”), you may use such Editor?fp ate modlfrcanonsor enhancements to the Software, including
the construction of new levels (collectively the “Varlatloné subject to the following restrictions.

Your Variations: (i) must only work with the full, reglstered opy of the Software; (ii) must not contain
modifications to any executable file; (iii) 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; (iv)
must not contain any trademarks, copyright-protected work or other property of third parties; and (v) may
not be commercially exploited by you, including but not limited to making such Variations available for
sale or as part of a pay-per-play or timesharing service.

TERMINATION

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the
Software. This EULA will terminate automatically without notice from the Company if you fail to comply
with any provisions of this EULA. All provisions of this EULA as to warranties, limitation of liability,
remedies and damages will survive termination.

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES

You are aware and agree that use of the Software and the media on which it is recorded is at your sole
risk. The Software and media are supplied “AS IS.” Unless otherwise provided by applicable law, the
Company warrants to the original purchaser of this product that the Software storage medium will be
free from defects in materials and workmanship under normal use for ninety (90) days from the date of
purchase. The warranty is void if the defect has arisen through accident, abuse, neglect or misapplication.
If the Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a
replacement free of charge if you return the defective Software. Follow the Product Return Procedures
described in the Manual. The Company does not warrant that the Software or its operations or functions
will meet your requirements, or that the use of the Software will be without interruption or error.

TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WARRANTY
SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING

AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH
ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING
THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY,
RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION

OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT
APPLY TO YOU.

LIMITATION OF LIABILITY
IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCIDENTAL,
INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHATSOEVER
(INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY, FOR LOSS OF

+ PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, FAILURE TO
MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED TO THE USE OR INABILITY




IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE : SGi
EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE.

THIRD-PARTY LICENSORS

You acknowledge that the Software contains software and/ or materials of third party licensors. You will
comply with all requirements imposed upon the Company by third party licensors. You acknowledge and
agree that you are not a third party beneficiary of any agreements between the Company and its third
party licensors. You acknowledge and agree that the Company’s third party licensors are and shall be a
third party beneficiary of this EULA.

CHOICE OF LAW AND VENUE

This EULA is governed by the laws of the United States of America and the State of New York, exclusive of
its conflicts of law provisions. The exclusive venue for litigation regarding or arising from this EULA is New
York County, New York and you agree to submit to the Jurisdiction of the courts of New York County, New
York for any such litigation.

MISCELLANEOUS

If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it
will be severed from and in no way affect the validity or enforceability of the remaining provisions of the
EULA. You agree to adhere to all applicable laws, regulations and rules relating to the export of technical
data and shall not export or re-export any technical data, the Software, or the direct product of such
technical data to any proscribed country listed in such applicable laws, regulations and rules unless
properly authorized.

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

The Chronicles of Riddick™ & © Universal Studios. Licensed by Universal Licensing LLLP. All Rights
Reserved. © 2009 Atari Interactive, Inc. All rights reserved. Developed by Starbreeze AB in association
with Tigon Studios. Marketed and distributed by Atari, Inc. New York, NY. Atari and the Atari logo are
trademarks owned by Atari Interactive, Inc. 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. .
Software platform logo (™ and ©) I[EMA 2006. The ESRB ratings icon is a registered trademark of the
Entertainment Software Association. All other trademarks are the property of their respective owners.

The Chronicles of Riddick is a trademark and copyright of Universal Studios. Licensed by Universal
Studios Licensing LLLP. All Rights Reserved.
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