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-MAN! CREATE
MAZING SPIPER Do
LSVOOFFTTEE|S‘cOMPAR/)«BLE TONY HAWK PRO ¢

K"-\TEHE ™
you ON A WILD ROMP THROUGH THg R

BIG pp, € |

STIEST VILLAINS AND MEETING SOmge OF HISPLE'

 cOME OF SPIEY'S NA

10 CRAWL OR SWING ANYWHERE Yoy, v
HAVE THE oPPOYR::;‘;’#'YTYTR,ch WITH SPIDEY'S WEBBING. YOUIL| o
& TALLEST BUILDINGS IN NEW YORK TO THE DEPTHG o
< BENEATH, AND THIS GUIDE Wikl WALK WITH YOU (OR SWING w1, yoi)

E THE WAY.

_ EART? SKINTIGHT SPANDEX, WITTY ONE-Ling

S0 WHO IST fg&ﬁg[ﬁ%gf SOWERS ARE THE HALLMARKS OF SUPER HERoRESs:
g,wa;wpg:ggg, BUT IN THE CASE OF PETER PARKER, THEY ARE OFTEN SimpLy 4
PICGUISE TO COVER UP THE GENUINELY HUMAN NATURE OF THE MAN BENgATy

Ue COLLDN'T HAVE THE BAD GUYS KNOWING THAT HE LOVES GOING OVeR To
ALINT MAY'S FOR SOME OF HER COOKING, OR THAT HE HAS TO DEAL WITH vegy
ORDINARY DAY-TO-DAY PROBLEMS AS A REPORTER FOR THE DAILY BUGLE
ADMITTEDLY, PETER HAS A FEW ADVANTAGES IN THAT RESPECT. CRAWLING
AROLIND ON WALLS AND SWINGING FROM WEBS MAKES FOR SOME GOOD I
PHOTOJOURNALISM. AND WHEN HE'S FINALLY DONE WITH A HARD DAY AT WORK

(WHATEVER WORK THAT MAY BE), HE CAN GO HOME TO MARY-JANE PARKER
AND RELAX.

OF COURSE, YOU WON'T HAVE MUCH TIME TO RELAX TODAY. AN OLD FOE OF
SPIPER-MAN HAS HATCHED A SINGULARLY NASTY PLOT, AND IT'S UP TO YOU TO
UNRAVEL THE PLAN AND THEN GUM UP THE WORKS WITH SOME WEBBING (AND
MAYBE EVEN A FEW ONE-LINERS). ONWARD THEN, TO THE GAME!







UMP (x ) SITUATIONS, FROM

NG IS USEFUL IN MAN
ER GAPS TO GETTING AWAY FROM A GOOU
G YOUR

MANY ANGRY ENEMIES, AT ANY TIME DURIN
TO SWING FROM YOUR

Jump, YOU CAN PRESS R2
WEBS. IF YOU JUMP ONTO A WALL, YOU WILL STICK TO
ACCURATE JUMPS, GENTLE TAPS

IT. WHEN TRYING FOR
THE JUMP ARE THE BEST WAY

ON THE D-PAD DURING
TO STEER. ALSO, SPIDEY WILL JUMP HIGHER THE

LONGER YOU HOLD THE BUTTON, SO TAPPING JUMP

LIGHTLY WILL MAKE HIM PERFORM SHORT HOPS, WHICH
ARE HANDY OCCASIONALLY.

PUNCH AND KICK ARE SP *
IPEY'S BASIC

TIMES WILL CAUSE HIM ATTACKS. PRESSING EITH g |

ATTACK WITH TWO Puucrgsgiggi?ubl‘:: :,ls THREE-HIT ROUTINEER .?-L“,??“%’A‘ﬁféé.gfﬁ =
, ESPECIALLY THE L ITH A KICK. K : N3

AS . KICKS ¢ U )

et T T T 1 A gk Sl < WP |
ORWMD E ON' AL . ‘. ,.“:‘_;‘\/ -

ONE FINAL TRIGK Ly 1LY EACH TIME You e e
E: IF YOU PRESS ATTACK WHILE ygﬁli.lu(éé ';*/v':\glﬁeLngHAs
- Al ¢

WHILE you Ha
VE AN ENEMY
Z
YOUR TARGET QUICKL??GETED IN FIRST-PERSON MODE, YOU WIL: Z0OM DOWN A7

SCORE: 00 (. Y=

U\-cs




YOU CAN PRESS LI TO TARGET ENEMIES AND THEN UNLEASH ON THEM WITH SOME SERIOUS
WEB ACTION,

YOU CAN USE THIS ON ALMOST ANY NORMAL ENEMY. GET UP CLOSE AND GRAB THEM, THEN
PRESS ATTACK TO REPEATEDLY PUMMEL THEM IN THE HEAD. QUITE USEFUL FOR THE
HUMOR FACTOR IF NOTHING ELSE, BUT YOU CAN ALSO USE IT TO GRAB AN LINSUSPECTING
ENEMY FROM BEHIND AND KNOCK HIM OUT QUIETLY.

PRESSING YOUR WEBBING ONCE WILL SHOOT A THIN STREAM
OF WEB FLUID AT WHATEVER YOU HAVE TARGETED. THIS.
WORKS FOR FLIPPING SWITCHES AND ENSNARING ENEMIES. IF
YOU HOLD THE BUTTON POWN WHILE YOU HAVE AN ENEMY
TARGETED, SPIPEY WILL CONTINUE TO FIRE UNTIL THE ENEMY
IS COMPLETELY WRAPPED UP. KEEP IN MIND THAT THIS
WASTES A LOT OF FLUID, AND IT DOES NOT WORK ON MANY
BOSSES. YOU CAN USE THIS ATTACK IN FIRST-PERSON MOPDE.

WEB SWING (R 2)

PROBABLY THE EXACT POSE THAT COMES TO MIND WHEN YOU THINK OF SPIDER-MAN—
SWINGING THROUGH THE AIR FROM HIS WEBS. YOU CAN USE THIS MOVE ANYWHERE IN THE
GAME, EVEN IF YOU ARE ON TOP OF A SKYSCRAPER AND THERE DOESN'T APPEAR TO BE ANY-
THING ABOVE YOU. COMIC SUPERHERO MAGIC, OF COURSE. YOU CAN START SWINGING A1
TIME PURING A JUMP OR A FALL, AND SPIPEY WILL SWING IN THE PIRECTION YOU ARE POIN T+,
IF YOU ARE TRYING TO JUMP TO A DISTANT TARGET, TAP R2 REPEATEDLY UNTIL SPITEY
BEGINS TO SWING TOWARPD IT. IF SPIDEY GETS HIT WHILE SWINGING, HE WILL GET KNOCKELD
OFF HIS WEB LINE, SO IF YOU KNOW YOU WILL BE UNDER FIRE, BE READY TO PRESS R2 AGAIN,

YOU CAN ALSO USE R2 IN FIRST-PERSON MODE TO INSTANTLY ZOOM TO WHATEVER POINT YOuU

HAVE TARGETED WITH THE RETICULE, LASTLY, IF YOU ARE MOVING SPIDEY IN ANY DIRECTION
AND YOU PUSH R2 WHEN YOURE CLOSE ENOUGH TO A WALL, HELL SHOOT STRAIGHT TOWARD
THE WALL AND STICK TO IT. THIS IS SIMILAR TO HIS e

ZIP LINE, BUT IN A MORE HORIZONTAL LINE RATHER (» ' SCORE: 00

THAN GOING STRAIGHT UP.
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WEB

SHOO STRAIGHT UP (OR PIRECTLY ()l'l'Ule I
WHAT;'\:J;R:V‘:I?I? :E'NsAPPENS 1O BE Cl INV()'I‘}TJ() IQ ), fJI:I‘l/l:‘/
ZOOMS UP THE WEB ANP STICKS TO Hf!:’,‘(,t‘:ll.l‘N(J. THIS

1S GOOP FOR QUICKLY GETTING ourT Of ffIQI.H /\NUAI OR
POPGING SOME ATTACKS, YOU CAN MIX l}ﬂu IN WI ',“ Y()UHKF
JUMPS ANP ALSO USE IT WHILE YOU ARE CRAWLING ACROSS

MOST SURFACES.

WALLCR AWLING (TOUCH ANY way,

WHAT WOULD SPIDER-MAN BE WITHOUT THE ABILITY TO CLIMB WHEREVER HE Wy,
THAMKELLLY, YOU CAN DO JUST THAT. WITH A FEW VERY RARE EXCEPTIONS, yez, o,
LEVEL IN THE GAME IS A WALLCRAWLER'S PARADISE. YOU WILL STICK TO A WALL gy 52
NG INTO IT, SWINGING INTO IT, OR WALKING INTO IT UNTIL SPIDEY CLIMBS ON, Remeypes”
THAT IF YOU ARE CRAWLING IN A DIRECTION AND THE CAMERA SHIFTS, YOU WILL kzgp
MOVING IN THE SAME DIRECTION UNTIL YOU RELEASE THE D-PAD. BASICALLY THIS meaye
YL DON'T NEED TO REORIENT YOURSELF IF THE CAMERA SHIFTS SUDDENLY, AS LONG £e
VoL WERE MOVING IN THE RIGHT DIRECTION TO BEGIN WITH. YOU CAN GO INTO FReT-
PERSON MODE WHILE STICKING TO A SURFACE, USE A VARIETY OF WEB ATTACKS ON sie.
MIES, OR TARGET ANOTHER SURFACE AND SWING TO IT QUICKLY. ONE WORD OF WARMNG.
MOST BOSSES WILL PUNISH SPIDEY SEVERELY FOR TRYING TO GET OUT OF THE WAY 8y
STICKING TO A WALL OR A CEILING, YOURE BETTER OFF ON THE GROUND—WELL, MOSTLY
ON THE GROLND—JUMPING LIKE A MANIAC IS ENCOURAGED.

(= 0303 score: 00 | (o=

U‘.IOG

WEB TRICK £ -

IN ADDITION TO SPIDEY'S BASIC MOVES, HE HAS A HOST OF USEFLL ¢S USI

o 7
HIS WEB FLUID. KEEP IN MIND THAT THE IMPACT WEB LSES A FAR AV OF

AND THE WEB DOME USES A LOT OF FLUID, SO DON'T OVERUSE THEM.

YOU MAY FIND YOURSELF CRITICALLY LOW ON FLUID WHEN YOU NEED IT . ST

OF THE WEB MOVES IS ACTIVATED BY PRESSING A DIRECTION ON THE U = A7
JUNCTION WITH THE WEBBING BUTTON, THERE IS SOME LEEWAY PERMITTEY: 3 )
CAN PRESS THE WEBBING BUTTON FIRET AND THEN THE DIRECTION, OR TRY Tp T
THEM AT THE SAME TIME. PRESSING THE DIRECTION FIRST IS USUALLY A BA

YOU DON'T WANT THE CAMERA TO TURN ON YOU.




LMPACT WEB ( o

cPpEY SHOOTS A BALL OF WEBBING AT WHATEVER You ! "
HAVE TARGETED (INCLUPING ANYTHING TARGETED IN FIRST ' : '
PERSON MOPE). THIS CAN ALSO BE USED TO FLIP SWITCHES. . . _ i o
[T POESNT PO TOO MUCH PAMAGE TO NORMAL ENEMIES, > 4
BUT IT IS EXTREMELY USEFUL AGAINST MANY BOSSES. i

: ET‘( z: oog
\ x07 ,

SPIPEY COVERS HIS HANDS WITH soLIpD WEBBING, GREATLY F

INCREASING THE DAMAGE OF HIS PUNCHES. THIS WILL STICK 1

AROLUINZ FOR ROUGHLY TWO FULL PUNCH COMBOS, BUT KEEP |

IN MIND THAT IF YOU USE ANY OTHER WEB TRICKS, OR

SWING, THE GLOVES WILL VANISH INSTANTLY. GENERALLY

ANY TIME YOU NEED TO FIGHT MORE THAN ONE ENEMY, OR

WHEN YOURE UP AGAINST A SINGLE TOUGH ENEMY, PUTTING [
THESE ON IS A GOOPD IDEA.

WEB DOME (= +A) G

SPITEY SURROUINDS HIMSELF WITH A SHIELD OF WEBBING,
PROTECTING HIM FROM BLOWS., IF YOU PRESS PUNCH OR

KICK, HE WILL BREAK OUT OF THE SHIELD AND SEND A

SHOCKWAVE BLASTING OUTWARD, KNOCKING AWAY AND

TAMAGING NEARBY ENEMIES. IF YOU DON'T PRESS A BUT-

TON, THE SHIELD WILL EVENTUALLY BREAK ON ITS OWN. THIS

SHIELD IS EXCELLENT IF YOU NEED TO STALL FOR TIME,  —_—— — -
BECAUSE YOU CAN ACTIVATE IT, WAIT FOR IT TO EXPIRE, AND THEN CREATE ANOTHER. WE
TONT ADVISE THAT YOU USE IT CONSTANTLY HOWEVER, BECAUSE THE WEB FLUID DRAIN
IS IMMENSE. YOU ARE BEST OFF TRIGGERING THIS WHEN IN SERIOUS DANGER OF BEING
OVERWHELMED, AND LIMITING YOUR USE OF THE SHIELD IN GENERAL.

. EPER AR D A e SEE B
EB YANK (3+4) oV
SPIDEY GRABS AN ENEMY AND PULLS HIM IN, OR, IF YOURE IN “ o 7
FIRST-PERSON MODE, SPIDEY SWINGS THE ENEMY INTO A

NEARBY SOLID SURFACE, TYPICALLY KNOCKING THE VICTIM

UNCONSCIOUS, REMEMBER THAT YOU CAN PUNCH OR KICK

SOMEONE THAT YOU PULL INTO YOU, AND THAT IT IS POSS|-

PLE TO THROW TARGETS OFF NEARBY LEDGES IF YOU ARE IN

FIRST-PERSON MODE WHILE YOU PULL THEM, THIS MOVE Is

EXCELLENT WHILE YOU ARE CRAWLING ALONG THE CEILING;

ENEIMIES GENERALLY WON'T NOTICE YOU AND YOU CAN TAKE THEM OUT QUICKLY, THIS
MOVE WILL NOT WORK AGAINST MOST BOSSES,




- y -
ADDS € OF WEB THIS PICK-UP REPLC”’QHcg o
s METER.
SINGLE CAR
5 'TEOMYOlR S?’OCK. YOU CAN CARRY A
DT
MFL;J‘XIMUM OF TEN.

BOTH HEALTH AND

PLENTIFUL, WHeNE

LOW, TAKE THE T/ LOOK ArRoUND
THE LEVEL; ODDs e,

YOU'LL FINp
SOME HEALTH OR FLUID,

COLOR OF YOUR

D ADDs AN ADDITIONAL BAR OF
EALTH CANNOT

DEY ARMOR

ITIs EXCELLENT
TR

WHEN Yo
A PROTECTION

FOR A




TS 1S AS RARE AS SPIDEY ARMOR. IN
2 F2W SPOTS YOU WILL FIND A RED WEB

£ THAT WL CAUSE YOUR
WE=SSNG TO BURST INTO FLAMES,
KELICTING SIGNIFICANTLY MORE DAMAGE
70 YOUR ENEMIES, BUT, UNFORTUNATE-
iy, IT DOESNT LAST LONG.

QUESTION MARKS SCATTERED THROUGHOUT THE
LEVELS GIVE YOU BASIC GAMEPLAY TIPS.

COMIC BOOKYS

CAN YOU FIND ALL 327 ACROSS THE LEVELS YOU WILL FIND
THESE COMIC BOOKS, WHICH WILL BE STORED IN YOUR
COMIC COLLECTION ONCE YOU HAVE ACQUIRED THEM.
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E A VARIETY OF
y, THERE AR AREN
W | GNED TO STRESS ONE Agpgar S

LONG

€ 0

N~ o:f'gH Ty UNCOMFORTABLE WITH Thg 0o
L gveNE TIME HERE WORKING ON FINE-TUNING Youg

. Asgé\ F YOU WERE WONDERING ABOUT THg LAYo

NUMBER. HERE'S A COLLECTION Of THe u

NG AREAS,
o £OR YOUR PERUSAL.

RAW COMBAT AGAINST AN ENEMY OF
YOUR CHOICE IS EXCELLENT PRACTICE

FOR WHEN YOU HAVE NO OTHER OPTION
BUT TO FIGHT.

LAST? ¢HO -
STANDING AS LoNG e POSSlBLz.SE YOUR ARENA AND YOUR OPPONENT, AND




ERENT CITY RUNS.

§ PEED TRAINING. I

P
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L o s OFFeR ITEM-FINDING TRANIG, 8
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WHpT MORE WEEDS TO 2e SAID7

g |6 YOUR A ,
oRINPES oROTAGONIS
ouT THE GLIE.

| 2R EGO AND THE
T THROLGH-

DDIE BROCK

EDDIE IS A FELLOW REPORTER
WITH PETER AT THE DAILY BUGLE,
BUT HE GETS ALONG WITH PETER
ABOUIT AS WELL AS JONAH DOES
WITH SPIDER-MAN, BROCK WAS
THE RECIPIENT OF THE SYMBIOTE
KNOWN AS VENOM WHEN IT WAS
FORCEFULLY REMOVED FROM
SPIDER~-MAN,

WHEN HE'S NOT WEARING HIS COLORFUL
SPANDEX, PETER GOES ABOUT LIFE JusT
LIKE THE REST OF US. WELL, FOR THE MmosT
PART LIKE THE REST OF US, N0 T COUNTING
STICKING TO WALLS, SPIDER SE, AND
THE ABILITY TO LIFT A TEN-T UCK
OVER HIS HEAD.,




FRLICIA HAREY 12 AN OLE* PRIENE® AN
ONE=TIME RKOMANTIC INTEREST OF PETER,
ANE ONEE OF A HANEPFUL OF PEOFLE WHO
KNOWE HIS TRUE IPENTITY,

TOLERANT WOMAN ALL AROUND. OF COURSE, SHET
HAVE TO BE TO PUT UP WITH A HUSBANP WHO
JSNT SIMPLY OUT, HE'S OUT SWINGING FROM
ROOFTOPS AND FIGHTING SUPER VILLAINS!

i
¥

DR. OTTO OCTAVIUS

:“ ENIUS LEVEL SCIENTIST WHO HAS OFTEN FOUND
' THE LURE OF POWER TOO GREAT TO RESIST.

MATT MURDPOCK WAS BLINPED AS A YOUT!
AND DEVELOPED UNBELIEVABLY POWERFUIL
SENSES, ALLOWING HIM TO SEE FAR MORE
AS A BLIND MAN THAN MOST PEOPLE WILL

EVER SEE WITH THEIR EYES.

SINIVTIIA ANV SA0HIH 10 AYITIVD FHL T dILdVHD




O, 80 |16 A BIT OF A STRETCH TO CALL HIM A

" "1 |6 PETER'G BOSS AT THE PAILY JOHNNY STORM IS A MEMBER o)
i 16 NOT VERY FOND OF SPIDER-MAN FANTASTIC FOUR AND A GOQp !
PLIGLE, AN e AL TO SPIDEY. HIS POWER OF IGNIT)y N
10 8AY THE LEAST, BODY “MATCHES” HIS TEMPERAM <
PERFECTLY—NO PUN INTENDED

ANOTHER QUASI-HERO, FRANK
CASTLE WAGES HIS OWN PERSONAL
WAR AGAINST THE DARK UNDERBELLY
OF MODPERN SOCIETY. HIS METHODS
OFTEN PUT HIM AT ODDS WITH THe
REST OF THE GOOD GUY TYPES,

YOU CANNOT GET MUCH MORE HERO THAN CAP.
SUBMITTING HIMSELF TO MILITARY EXPERIMEN-
TATION, HE BECAME A PERFECT PHYSICAL SPECI-
MEN, AND HE HAS THE MIND AND THE LEADERSHIP

ABILITIES TO MATCH. HE NOW HEADS UP THE
AVENGERS.




JONAH EXPERIMENTED ON MAX GARGAN IN AN
ATTEMPT TO MAKE A FOE WORTHY OF SPIPER-
MAN. THEY SUCCEEDED, BUT GARGAN WOULND
UP STUCK IN HIS SUIT AND NOW HE BLAMES
JONAH FOR HIS IMPRISONMENT.

BONDED WITH HIS SUIT, RHINO IS AMAZINGLY
STRONG AND RESISTANT TO DAMAGE.
FORTUNATELY, HE IS NOT ESPECIALLY BRIL-

LIANT, OR HE'D BE MUCH MORE DANGEROUS.

C Ud31ldVHD
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"THE JADE S Y NDICATE

A HIGH-TECH CRIMINAL ORGANIZATION OPERATING
WITHOUT SUPER POWERS, BUT STILL EXTREMELY

PANGEROUS.

THENYPDas

VILLAINS? SORT OF. THEY OFTEN WIND UP
FACING OFF AGAINST SPIDER- 1 i SINCE HIS
REPUTATION GETS DIRTIED ¢ - OFTEN,
ESPECIALLY WITH THE EDITC! \ MAJOR
NEWSPAPER OUT TO GET Hi




COIENTIST. ALL HE WANTED WAS TO RE-GROW
le ARM AND HELP HUMANITY WITH REGENERA-
L TIVE EXPERIMENTS. SADLY, HIS EXPERIMENTS

-y

K
g

%4.

'WHEN HE TRANSFORMS, HE HAS LITTLE CONTROL
OVER HIS ACTIONS.,

SNIVTIIA ANV SIOUIH 40 AUITIVD 3

v E o QUENTIN BECK, PART MAGICIAN AND

" A ILLUSIONIST, PART SUPER VILLAIN, THE
L THE SYMBIOTE HAS GONE THROUGH MANY MAN WHO CALLS HIMSELF MYSTERIO

[ CHANGES SINCE ITS BONDING WITH EDDIE HAS HAD A LONG HISTORY OF CON-
LBROCK. THEIR PERSONALITIES HAVE MELD- FRONTATIONS WITH SPIDER-MAN.

LED AND CHANGED ONE ANOTHER, AND WHEN SPIDEY ENDED HIS CAREER AS
"WHILE HE IS NOT STRICTLY A VILLAIN, THE A SPECIAL EFFECTS TECHNICIAN, HE
LBOOP GUYS CONSIPER MANY OF HIS TOOK IT VERY PERSONALLY.

LACTIONS WRONG, PLUS, HE OFTEN HAS IT

OUT PERSONALLY FOR SPIDER-MAN.



OTTO'S LESS SAVORY COUNTERPART, HE
WEARS AND WIELDS FOUR METAL TENTACLES
WITH EXPERT CONTROL. OCK OFTEN LEADS
NORMALLY LOOSE GROUPS OF SUPER VILLAINS
TO FUNCTION AS A MORE DANGEROUS WHOLE,

A SYMBIOTE ‘SON’ OF VENOM, IT BONVEV WITH
A SICK INDIVIDUAL, CLETUS KASADY. CARNAGE
IS BY FAR MORE CRUEL AND INTENTIONALLY
MALICIOUS THAN VENOM EVER WAS.




YOUR INTRODUCTION
TO THE WORLD OF
WEBSLINGING

BEGINS WITH A BANK
ROBBERY—AND QUICK-
LY BECOMES MUCH
MORE. STAY SHARP
AND SAVE THOSE

B | HOSTAGES!




NO ONE SAID BEING YOUR FRIENDLY NEIGHBORHOOU

HANGING OUT AT THE NEW YORK SCI
£YE ON DOCTOR OTTO OCTAVIUS),
STEALING THE DOC'S INVENTION. &
SOME SERIOUS PROBLEMS. OH, AND DO
COULD CAUSE EVEN MORE PROBLEMS.

UNFORTUNATELY, WHEN YOU FIN

’ ALLY G

zESSED UP AND ONTO THE ROOF TO EGT(-J

A TER THE IMPOSTER, BLACK CAT PAYS YOUu
VISIT AND WARNS YOU ABOUT A BANK

ROBBERY IN PROGRES
HAVE HOSTAGES. S—AND THE ROBBERS

WEBHEAD WOULD BE AN EASY

ENCE EXPO 2K AS PETER PARKER (

S SOMEONE DISGUISED AS SPIVE
S IS GOING TO CAUSE
AS IN TH




r-

!

- YORK <

S YOU KNOW YOUR DUTY, AND EVEN IF IT MEANS GETTING YOUR NAME r':"_
= el PRAGGED THROUGH THE MUD YET AGAIN, YOU HAVE TO SAVE

THOSE HOSTAGES. YOU START OFF ON THE ROOF OF THE SCIENCE -

EXPO BUILDING, AND YOU NEED TO REACH THE BANK. WITH YOUR >

TALENTS, THIS WILL NOT BE A PROBLEM. =

m

>

e

A

P FROM BLACK CAT, THEN JUMP OVER THE EDGE TOWARD THE 1

e YORK BUILDING. PRESSING R2 WHILE YOURE JUMPING WOULD w—y

\DOWN TO THE STREETS BELOW. 3

o]

-

4EN YOU HIT THE WALL, YOU CAN CLIMB STRAIGHT UP ONTO THE ROOFTOP. REMEMBER s

HAT PRESSING JUMP WILL DETACH YOU FROM ANY WALL YOU ARE STUCK TO. ONCE YOU - -]

REACH THE TOP, YOULL FIND ANOTHER QUESTION MARK TIP AND YOUR FIRST ITEM, A WEP >

UID CARTRIDGE. IF YOU WANDER OVER TO THE BILLBOARD, YOU CAN GET A LOOK AT =

»

l WHEN YOURE PONE SIGHTSEEING, FOLLOW

t . THE SPIPEY COMPASS AND SWING ACROSS
ﬁ TO THE NEXT BUILPING. YOUR SPIPER-SENSE
WILL TRIGGER WHEN YOU LAND; DANGER IS
ABOUT.

10y

AS Nz

XOOFTOP- s
WASN'T EXPECTING THE WALL CRAWLER. HIT

E QUESTION MARK FOR A TIP FROM BLACK A

THEN INFORM THE VERY UNAWARE CREEP LG

AT GUNS ARE BAD AND WEBBING IS GOOD., 370 FIRE WEBS




THE LEDGE JUST BEHIND THE HENCHMAN AND LOOK
GEE ANOTHER THUG PATROLLING THE ROOF BELOW

TRIDGE, AND SOME HEALTH.
MOPE BY PRESSING AND HOLPING LI,

TO FIRST-PERSON
GET THE THUG FROM A DISTANCE AND SAFELY WRAP

HIM UP WITH SOME WEBBING.

HE WEB CARTRIDGE AND THE HEALT
W YOUR SPIDEY COMPASS AND i
WITCH INTO FIRST-PERSON M O'NG 0
U AT THE BILLBOARD, YOU'LL CATCH AN AmU DE ayp
RIATE ADVERTISEMENT. SING

» dl JUMP DOWN AND GRAB T
BURNCA You NeED 1T, THEY FOLLO
S THE BUILDING AHEAD. IF YOU S

B | LOOK BEHIND YO
B GLIMPSE AT AN APPROP

.
l.lq‘l.‘-. 1

CLIMB UP THE WALL TO THE ROOFTOP AND
TAKE OUT THE THUG UP TOP. UP AHEAD IN
THE DISTANCE, YOU CAN SEE A PAIR OF HEL-
JCOPTERS HOVERING NEAR A BLUE BUILDING. |

B ey e Tl on L R b e Foom
DISTANCE. SWING OVER TO THE BLU = G G017 WAoo il o Lol [

£ BUILDING AND CLIMB UP NG
TOP. TO THE W
P TAKZ ou;' ,'::‘Hs n'-g.tg HERE AND GRAB THE HEALTH IF YOU NEED |'r.A1T'5‘Ez gglfeR o
CHOPPERS AR L AIN SIGHT HERE. SWING OVER TO THE BUILDING BEHIND THEM—T'S

THE BANK.

OPTERS ARE ON TH e

THEIR OWN AIR SUPPORT, B o ouT T THieves W
AT mop%éce ARE ON THE LOOKOUT Foffgpfé‘é‘fiu DOWN HARD. IT ALSO APPEARS
BANK AND SAVE THOSE HOSTAGES FAs‘%T A GOOD THING. YOU Nggp TO




LEVELL, AREA 2: BANK AP

C VAUV 113A31

HOVOUddVY INVE

BANK IS JUST AHEAD; ALL YOU NEED TO DO IS KNOCK OUT THE
ARDS AND GET INSIDE.

TAKE A LOOK OFF TO THE LEFT, AND YOU'LL CATCH A
GLIMPSE OF THE FANTASTIC FOUR’S HOME BASE.

SWING ACROSS TO THE BUILDING AHEAD AND HIT THE QUESTION
'MARK FOR A TIP, THEN SWING FORWARD ONCE MORE TO THE BANK,
CLIMB UP THE SIDE OF THE BANK, AND YOU'LL SEE A LARGE GROUP
OF GOONS ON THE ROOFTOP,



W TO BE A PART OF THE JApg
; HIGH-TECH TERRORIST

-2 TAKES OFF, YOUVE
Lp TO THE ROOFTOP, Goy

T APPROACHE
em UP TIGHT FROM |

pHYSICAL: OR

-

UT WEBBING YOUR ENEMIES
IT'S MUCH

LOT OF WEB FLUID.
ME WEB GLOVES AND o0 TO TOW
SURROUNDED, DON'T HESITATE TO PUT
pROTECT YoUu

¢0 POSSIBLE TO
NCIBLE WHILE CRE

g; SPIDEY IS INVI
CAN BE HIT IMMEDIATE-

ALWAYS JUMP ourt

NG THEM ON. FINALLY, you CAN
ANTAGEOUS

Ly AFTER PUTTI
OF THE MELEE ANU ATTACK AGAIN FROM A MORE ADV

POSITION.

WHEN ALL O
DROP INTO fé”fﬁ%ﬁ&“ﬁ«ﬁffﬁ R
WSIDE WON'T REALIZE THAT ANYTHING é&i\rs‘f P
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S ”’ PERHERO TYPES AROUND,

you DUROP INTO THE BANK PROPER FROM A
VENTILATION SHAFT. IT'S IN YOUR BEST
INTERESTS TO GET OUT OF SIGHT QUICKLY,
SO PRESS Rl TO SHOOT YOUR WEB
STRAIGHT UP AND STICK TO THE CEILING,




AHEAP TO
FLOOR
T EASILY
TO A

RAWL STRAIGHT INTO THE HALL

NP A GUARCD PATROLLING ON THE
'BELOW YOU. YOU CAN TAKE HIM OU
BY SNARING HIM AND SENDING HIM IN
WALL (POWN ANP A).

L DOWN THE HALL, AND SPIDEY'S oPIDER-
GENSE WILL TRIGGER—AS IF You DION'T
KNOW YOURE IN VANGER. CLIME THROUGH
THE DOORWAY INTO THE NEXT ROOM.

"AFTER TAKING OUT BOTH ROBBERS, YOUVE
S VED THE FIRST HOSTAGE. PROP DOWN TO
GRAB THE WEB FLUID IN THE CUBICLE, AND
you CAN HIT THE GUESTION MARKS NEARBY
FOR SOME CONTROL TIPS.

WHEN YOU GET CLOSE TO THE VENT GRILL ON
THE GROUND, YOUR SPIDEY COMPASS WILL
ACTIVATE; YOU MUST GET INTO THE CONTROL
ROOM TO DEACTIVATE THE SECURITY DOORS.

1S WAITING HERE; PUT

ErR GUARD
LA |ISSION AND PROCEED

HIM oUuT OF COMM

FURTHER INTO THE BANK. ONCE YOU REACH
CUBICLE LAND,
HOSTAGES. TAK

TO TH
| ONE PATROLLIN

yOu'LL SEE THE FIRST OF Tk
£ OUT THE ROBBER CLOSEST

g HOSTAGE FIRST, THEN THE OTHER
G NEARBY.




1

m
URSE, THAT GRILL IS ALSO AN OBVIOUS CLUE, GET ON TOP OF IT AND PRESS RI. <
Soutl ZIP STRAIGHT UP INTO THE VENT SHAFT, CLIMB THROUGH AND DROP DOWN INTO THE o
ZONTROL ROOM. A SINGLE GUARD WAITS INSIDE. PROVIDE Hit WITH -
€ PBING LESSONS AND PRESS THE BUTTONS IN THE ROOM, o
:T},

“

¥ ANY TIME YOU SEE A BUTTON, YOU CAN PRESS IT, EITHER s

CLOSE AND ?ggssms PUNCH, OR BY POINTING IN THE .

. (e

PACTIVATING ALL THE SWITCHES WILL FREE A SECOND HOSTAGE, AND CALSE TWO GUARDS
170 RUN IN AND ATTACK YOU. TAKE THEM OUT (GRABBING THEM IS ALWAYS FUN), AND THEN |E0
WALK OUT OF THE CONTROL ROOM AND DOWN THE HALL WHERE THE GUARDS EMERGED.

NOILYNLllS ADV1LSOH

TWO OF FIVE MOSTAGES SAFE




RESCUE FIVE HOSTAGES
STOP THE ROBBERS

YOURE CLOSER TO TH E 3
e P gg%z;or‘&g%weln;@“g O THE CEILING AND CRAWL INTO THE ROOH
HOSTAGES IN THIS ROOM, ALONG WITH FIVE GUARDS. o THERE ARE THE:2




'WITH YOUR WEBBING
AND You
G THEM COMPLETELY (H SHOULD EASILY
oLpD TAKE OUT A
ARSY HARD SURFACE (PRESS DOMT;:IE WEBBING BUTTON) AND swmgfu;H?HGUARUS' el
BUTTON) WORK WELL TO PUT THe ‘gJEprsou PRESS THE WEB- EM INTO A
ECHAR . ARDS D
TOR GENTHERES HEALTH A\D A WED CARTRIDOE

CLEARING

e :o f:m’H Tpo SAFETY FOR THE HOST-AGES, GET TO

. THE DOOR TO THE Ne;hr‘aalggg\ BT e b Yot oL e
THIS SHAFT TO BYPASS IT. Slaptadlelias

p OUT OF THE SHAFT AND LOOK AROUND QUICKLY. A PAIR OF
i S SEEM TO BE ENJ OYING THE BIG SCREEN STATIC DISPLAY
TELEVISION. TAKE THEM OUT, AND THEN JUMP ONTO THE
R BUDDY WILL COME TO INVESTIGATE THE RUCKUS,
UTE FOR YOU INTO THE VAULT ANTEROOM.

CEILING; THEI
OPENING A RO




ILL START A B
\ IT, THE ROBBERS W Ohg
iggg'ma ‘HE TWO WEB CARTRIDGES, Ty’
R em, ACTIVATE YOUR WEB GLOoves
WADE INTO THE ROBBERS.

& o
\ooa e 1 o

AFTER TAKING OUT THE ROBBERS, YOUVE STILL
| GOT A LIVE BOMB TO DEAL WITH. THE QUESTION
MARK IN THE ROOM PROVIDES A TIP FOR DEAL-
ING WITH OBJECTS: GET CLOSE TO THE BOMB
AND PRESS PUNCH TO PICK IT UP. TURN TOWARD
THE DOOR THAT LEADS OUT OF THE ROOM AW
THROW THE BOMB THROUGH IT BY PRESSING
PUNCH AGAIN. WALK OUT AND PICK LIP THE BOM®
AGAIN, AND THEN THROW IT INTO THE LARGER
VAULT, FINALLY, ACTIVATE THE SWITCH TO
CLOSE THE VAULT DOOR. MISSION ACCOM-
PLISHED. THE BOMB WILL DETONATE HARMLESS
LY, AND THE HOSTAGES WILL BE <A VED. CHAX
ANOTHER ONE UP FOR THE GOOD &ilvs!




PixVEL 2 STING OF THE SCORPION

JONAH THREATENED
BY THE SCORPION,

A CASE OF MISTAKEN
IDENTITY, AND THE
TENACIOUS NYPP.

BE QUICK, SPIDEY—
YOUR LIFE AND YOUR
REPUTATION DEPEND

4

0 -N i
AV .
/ ‘“\\\\\ s

e




iREACH THE BUGLE BEFORE

SCORPION FINISHES J.7.

00D SHOTS OF THE ROBBERY? MAYBE A RAISE? OF
ND OF BOSS, AND RIGHT NOW, HE'S GOT MORE IMMEDI-

OKEN INTO THE BUGLE, AND HE WANTS REVENGE ON J.J.
E IN TIME TO sAvVE JONAH,

TO sToP YOou;

GOING TO ARRIVE IN TIME TO ¢

GO0P PISTANCE AWAY F
"AST, FOLLOW YOUR

e .;;: ATL;”' TOP OF THg gorggy SHOWS THE TIME YOu HA\
R DALY ,"_‘OV_J. BEcomes SCORPION FOOR

N TIN




TEP: JUMP OFF THE BUILDING AND SWING TO THE ONE STRAIGHT AHEAD. A LONE

o7
G ARMED WITH A GRENADE LAUNCHER AWAITS YOUR ARRIVAL, IGNORE HIM AND SWING
IPETHE SKYSCRAPER AHEAD AND TO THE LEFT,

THAT YOU ONLY NEEDP TO PRESS JUMP TO LET GO OF ANY WALL YOU ARE
, ANV yOU GAN_START A NEW SWING BY FACING TOWARD ANY NEARBY TARGET

T ROOFT OP ON THIS BUILPING IS COMPRISEDP OF TWO LEVELS. CLIMB UP TO THE
|SECOND LEVEL AND RUN STRAIGHT AHEAD. JUMP OFF AND SWING TOWARD THE TALL

YOURE NOT GOING TO LAND ANYWHERE NEAR THE TOP. so you
MUST QUICKLY SCALE THE SIDE, YOU CAN CLIMB STRAIGHT UP THE
SIDE OF THE SKYSCRAPER TO THE TOP, BUT IT'S MUCH FASTER TO
USE A DIFFERENT TECHNIQUE: TO START, ATTACH YOURSELF TO THE
WALL BY JUMPING ONTO IT AND FACING UP...

oo

"
2]

] vid

@
»

11ON9 AHL OL 3DV d



_pg;zgoﬂ MOPE. THg
9:; HT UP—EXACTLY

LKING ABOUT
HUGS IF THEY
GRAB THE WEB
R ON THE LEFT

SILLBOARD IF YOUVE

HERE,
THE BILLBOAR
TImME; YOU M

TELY TO THE NEXT BUILDING JUST AHEAD. YOU'RE
G IS BETWEEN YOU AND THE DAILY BUGLE. JUMP FOR IT,

WHEN YOU LAND, SWING IMMEDIA
AND THEN SWING FOR THE BUGLE—YOUVE GOT TO

ALMOST THERE. ONE MORE BUILDIN

GRAZ THE HEALTH IF YOU NEED IT,
STOP THE SCORPION.




OBJECTIV:

PROTECT J.J. AND DEFEAT THe
SCORPION

“ocy

E'S BIG, HE'S UGLY, HE'S UNFRIENDLY, AND HE'S VERY UNHAPPY WITH JONAH. HE BLAMES |

\J.J. FOR GETTING HIM STUCK IN THE SCORPION SUIT AND HE WANTS REVENGE. OF COURSE, “
YOU CAN'T LET THAT HAPPEN., L

GET OUT YOUR WEB GLOVES AND JUMP AT THE SCORPION. LAND THREE QUICK PUNCHES,
THEN JUMP AND SWING AWAY FAST.

o, ]

‘1 - e s 5N !
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W YOU STICK TO ONE OF THE WALLS AND STAY FOR TOO LOKG,
SCORPION WILL BLAGT YOU WITH A RAY OF ELECTRICITY. IF /OUf@:T
OFF THE WALL BEFORE IT HITS, YOU CAN RUN UP TO HIM AND GET IN
SOME FREE SHOTS.

USE THAT TAKES A BIT MORE Tit-
UR WEB GLOVES JUST AS

ONCE YOU'VE DONE ENOUGH DAMAGE TO
THE SCORPION IN THIS ROOM, JONAH WILL
RUN OUT AND SCORPION WILL BUST
THROUGH A WALL AND CHASE AFTER HIM.

'RUN AFTER SCORPION AND FINISH HIM OFF, HE SHOULDN'T TAKE TOO MANY MORE HITS
BEFORE HE DROPS. JUST KEEP UP THE SAME PATTERN — LISE YOUR WEB GLOVES, Jump
AT HIM AND HIT HIM A FEW TIMES, THEN JUMP AWAY QUICKLY

YOUVE TAKEN OUT SCORPION AND SAVED
J.J. NATURALLY, JONAH IS ANYTHING BUT
GRATEFUL. THE POLICE RUSH IN AND J.J.
POINTS YOU OUT AS THE THIEF FROM THE
SCIENCE EXPO! THE JOYS OF BEING WRONG-
FULLY ACCUSED, YOU MAKE YOUR GETAWAY
THROUGH A NEARBY WINDOW, AND THIS
LEVEL IS OVER AND DONE,




WALKTHROUGH:

L MAKE GOOD ON YOUR GETAWAY, BUT

BEFORE YOU CAN PUT SOME DISTANCE

BETWEEN YOURSELF AND THE DAILY BUGLE,

YOU BUMP INTO DAREDEVIL. AFTER TALKING
\WITH HIM SHORTLY, HE'S CONVINCED THAT
IT'e NOT SPIDEY HE'S AFTER, AND DEPARTS
|70 TELL THE REST OF THE TOWN'S SUPER

TYPES THAT SPIDER-MAN ISN'T THE GUILTY
PARTY. OF COURSE, HE LEAVES JUST

BEFORE THE NYPD HELICOPTER SHOWS UP,

WITH YOUR NAME WRITTEN ALL OVER ITS MISSILES...

KEEP AN EYE ON YOUR SPIDEY COMPASS Tk
POINT YOU IN THE RIGHT DIRECTION. YOU NEEP T¢




THE CAMERA SWINGS ARG
QOPTER AT YOUR B/\CKUND.
FOR THE BUILPING ;

AS SOON AS .
PLACING THE ME l.i
TUMP ANET SWING
‘ ::T‘.‘:-\Ié,‘d AREA,

- cnallD MISS YOU, ANP YOU SHOULD Layp
HELICOP T O A TARTED ON AS THE FIRST), A cop
m’\?‘f\?‘j\’:{.‘;i\\\ TIME WITH HIM. INMEDIATELY JUMP 1jp
, 8T PO STE

Oy
IS
To

ISNT A PROBLEM

j5- 5. VY ‘ -
SWING, YOU'LL STAR!
e o

MORE MISSLES WILL S5 LAUNCHED ONTO THIS ROOFTOP, BUT IF YoUu
STAY REAR THE CENTER, NONE WILL HARM YOU. THERE'S ANOTHER
SULDING STRAIGHT AHEAD, BUT YOU CAN SKIP IT: JUST AIM
TOWARD THE RIGHT CORNER OF THE BUILDING AND SWING FOR THE
SILS0ARD (THE TONY HAWK PRO SKATER 2 BILLBOARD).

wm'E:ES ANOTHER BUILDING TO THE RIGHT

A COMMUNICATIONS TOWER ON TOP,

BUT YOU CAN SKIP IT SAFELY. IN FACT,

a.EMEs'S“B"E SKIP THIS ONE, A< YOUR
NPISCRIMINATELY TAKE i7 OUT WITH

MISSILES_YOUD THINK THE NYPD ~OULD B

A BIT MORE CAREFUL. SWING PAS: T TO TH




THERE'S SOME HEALTH ON THIS BUILDING. GRAB IT AND THEN HEAD
FOR THE NEXT BUILDING (THE ONE WITH THE PORK ‘N’ PONUTS BILL=
| BOARDP—SOMEONE LIKES THE POLICE).

MORE HEALTH HERE IF YOU NEEP IT, ANDP ANOTHER CONVENIENT BILLBOARD (THIS
' FOR NEVERSOFT) TO GET SOME HEIGHT FOR YOUR NEXT WEB SWING. JUMP ON TOP
SWING TOWARD THE TALL BUILDING AHEAD. A PAIR OF COPS WILL COME OUT OF AN -
ATOR TO ATTACK YOU, BUT THEY1L ALSO OPEN THE PATH TO SOME MORE HEALTH.
MAY NOT NEED IT; JUST SWING FOR THE BOARDED-UP BUILDING AHEAD AND YOU'LL

2

; R . y
b . T issad
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» " IORIECTIVIES:

REACH THE TOP OF THE BUILDING
SAFELY

WALKTHROUGH = =

'I'O Pldy‘oYOU Onl:!;—YOU POE“;T REALLY Neep YOUR SPIDER SENSE TO
KNOW YOURE ANGER HERE. YOUVE GOT TO REACH
THIS BUILDING FAST. bt

e B
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S
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Ul GO. CLIMB STRAIGHT UP FROM YOUR 1A
pYOC Wil IMPACT ALL AROLND yOU, Sl sty

0 S 2

FROM HERE, CLIMB TO THE LEFT SIDE AND UP AGAIN (NOTICE THE
SUBTLE “KEEP OUT” SIGN TO THE RIGHT), MORE MISSILES WILL

IMPACT, DESTROYING THE WINDOWS IN THE MIDDLE AND ON THE
RIGHT OF THE BUILDING.

yvidvy t1

ONTINUE CLIMBING STRAIGHT UP. YOU'LL PASS A STONE SECTION, THEN ANOTHER SET OF
POWS IN THE MIDDLE AND RIGHT, THESE WILL BE DESTROYED, AND WINDOWS ON THE

ZFT AND CENTER OF THE BUILDING WILL BLOCK YOUR PATH DIRECTLY UP. CRAWL RIGHT

AROLIND THEM, AND THEN UP AND PAST THE SECOND “KEEP OUT” SIGN.

L 4

ADVLLY ATISSIW

ACK IN THE CENTER AND GO STRAIGHT
BOARPING IN THE CENTER WITH

AFFITI IS SAFE TO CRAWL ACROSS, BUT _— Sl SEFF SRR TR E
HE WINDOW DIRECTLY ABOVE IT IS MOST | ,
EFINITELY NOT, SO GET BACK TO THE LEFT

ULL CLIMB UP PAST TWO SETS OF WINDOWS, BOTH OF WHICH WILL BE DESTROYED,

FORE YOU BUMP INTO A PAIR OF BOARDED WINDOWS, ONE DIRECTLY ABOVE YOU ON THE
T, AND ONE IN THE CENTER. MOVE DIAGONALLY ONTO THE CENTER WINDOW AND

RAIGHT UP ACROSS THE STONE SEGMENT.




rHE FIRST

s AT
we. ALLY INTO

o, Ul
fHEN (ZIAGON

T | T
SHECKPOINT. HEAD ATRAIGHT UP TO ST
:NAQOWY u; mrgfmcfgz*‘? 3:7‘!. THEN ©TRAIGHT UF AND ONTO THE LEDGE. THERE'S S%Ms
NEALTH HERE, ANC i’

i YOU MAVE TO
CONTINUE, YOULL
RESTART NERE,

UR CLIMB 16 RELATIVELY GHORT, BUT YOUVE
TO TAKE You ouT. A CROSSHAIR
N. WHEN SPIDEY'S |
GHOTE WILL COME POWN IN AN ARC TOWARD & ¢
AS MUCH AS POSSIBLE, AND WHEN THE —
MOVE OUT OF THE WAY AND CONTINUE UP

FROM THE CENTER, CLIMB STRAIGH .
CRAZY BIT OF WALL CRAWLING. T UP TO THE ROOFTOP, AND YOURE DONE Wi THIS




WALKTHROUGH

OO ITCTIVELD
w DJIEGILY K

‘, EVADE THE HELICOPTER CHASING
%' 7ou

1

€ VAUV LT3N

e e
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URE NOT OUT OF THE FIRE YET, THAT HELICOPTER IS STILL ON
YOUR TAIL, AND YOUVE GOT TO KEEP MOVING. YOU START THIS
IMISSION WITH THE ‘COPTER BEHIND YOU AND A COP OFF TO YOUR

l OFF AND SWING TO THE HOTEL AHEAD.
UP TO THE ROOFTOP AND A COP ON

:zel—gomur WILL CONFRONT YOU. BE
Ul MISSILES WILL BE FIRED VERY

LY ONCE YOU HIT THE TOP. IGNORE THE
UV JUMP TO THE UPPER LEVEL OF

1SJVYHD dO1 DNIATINY

THERE'S NO TIME TO PLAY, SO RUN FORWARD

AND SWING TO THE BUILDING AHEAD WITH

THE TWIN COMMUINICATION TOWERS ON TOP.

| BOTH TOWERS WILL GET SHOT DOWN, SO
MAKE SURE YOU ARENT NEAR THEM WHEN

THEY GET PESTROYED. IF YOU NEED IT,

| THERE'S SOME HEALTH JUST ON THE EDGE

AT THE FRONT OF THE BUILDING.




INCOMPLETE BUILDING, BT
> CAN GO RIGHT, TOWARD AN |
th:ﬁ: gﬁ;ATao IJHTEHE DISTANCE, YOU CAN SKIP PART OF THE Leve,
JUMP FOR THE B ¢
THE CRANE, WATCH
ssivmas CAND THE NEVERSOF

F you
Sw)
He Ng

OR THE COP AT THE END OF IT, AND JUMP OVER To ™
T BILLBOARD) AHEAD AN[? TO

CLIMB ON TOP OF THE NEVERSOFT BILLBOARD AND TURN LEFT,
THEN JUMP ONTO THE BUILPING JUST AHEAD (FOLLOW YOUR
SPIPEY COMPASS). MORE MISSILES WILL DEVASTATE THE TOP OF

THIS BUILPING. RUN ANP SWING FOR THE BUILDING AHEAD IN THE
PISTANCE,

AS YOU ARE SWINGING TOWARPD IT, MISSILES WILL IMPACT IN FRONT OF
AN ENTIRE FLOOR OF THE BUILDING, YOU AND BLOW Opey

REVEALING A TRIO OF GUARDS AND SOME HEALTH.

a n
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 sAREFUL; MISSILES WILL DESTROY BOTH OF THesE
B8 ¥/ SHORTLY AFTER YOU LAND ON THEM. IF YOU GET
lockED FOWN, POINT SPIDEY TOWARD THE NEAREST SAFE
wh,. * ON THE R2 BUTTON AS IF YOUR LIFE

i

¢ VAUV T TIAI]

\P OFF THE BLOCK WITH THE HEALTH ON IT AND SWING TO THE

RVERS JUST AHEAD. THEN, ONE LAST QUICK JUMP TO THE LARGE |
gu",mu@ AND YOURE OUT OF THIS LEVEL,

1S5VYHD dO1 DNIATINg




START

"THIS CLIMB IS A BIT MORE STRAIGHTFORWARD THAN THE FIRST ONE. ONLY A iy PART OF
THE CLIMB TAKES PLACE ON THE SIDE OF THE BUILDING; THE BULK OF YOUR ~ ¥ SKYWAR?
WILL BE ON THE UNFINISHED STEEL GIRDERS ABOVE,

yOU BEGIN YOUR ASCENT WITH THAT UNBELIEVABLY PERSISTENT HELICOPTER

TILL ON
YOUR TAIL, CLIMB STRAIGHT UP TO THE SKELETAL BUILDING ON THE ROOFTO! '




wg GOT TWO CHOICES FROM THIS POINT, EITHER BRAVE THE GIRPERS ON THE INSIDE,
o THE GUNSHOTS FROM THE POLICE WITHIN THE STRUCTURE, OR CLIMB UP THE OUTSIDE
e GET SHOT AT BY A SNIPER,

R OPTION IS PARTICULARLY PLEASANT, BUT THEY'LL BOTH GET YOU TO WHERE YouU
$2p 10 BE. THE GUICKER ROUTE IS ON THE OUTSIDE, SO CLIMB ONTO AN OUTER CORNER

4 AND START CLIMBING,
THE WAY UP, THE SNIPER WILL START TAKING POT SHOTS AT YOU. YOU CAN EVADE HIS

9 ViUV T 13A1I1

EN YOU GET NEAR THE TOP OF THE STRUCTURE, YOUR SPIDER SENSE WILL GO CRAZY.
RAWL ONTO THE TOP OF THE STRUCTURE AND RUN FOR THE CRANE. THE HELICOPTER WILL
TART UNLOADING ON YOU, SO MOVE QUICKLY,

JUIAYID IHL ITVOJS

EN YOU REACH THE END OF THE CRANE, JUMP AND SWING FOR THE BLOCK SUSPENDED
4 WHEN YOU LAND ON IT, THE HELICOPTER WILL FIRE MISSILES
’ DROP THE BLOCK INTO THE VOID BELOW. A QUICK SWING BY SPIDEY AND YOURE ON
JUR WAY TO THE FINAL CHASE LEVEL,

s cavsmsma—g A e o —




A GET THAT AGGRAVATING
04! HELICOPTER OFF YOUR B,

WALKTHROHG%H_:“ T

"~ .

=t W gy W i

| N | ONE FINAL CRAZY ROOFTOP cHA< Z TO VEA
M — | WITH. YOU'LL cLIMB UP THE sIDE OF THE '
¢ r FIRST BUILDING AUTOMATICALLY, WHEN %

| REACH THE ToP, MISSILES WILL IMMEDIATE”
RAIN DOWN ON THe ROOFTOP.




AND JUMP FOR THE BLOCK SUSPENDED
W e ANE UP AHEAD, THEN QUICKLY

Y T~ 0 THE SECOND BLOCK, AND FINALLY
WL e NCOMPLETE BUILDING AHEAD. THE
pTER WILL FIRE ON THE BLOCKS
y AFTER YOU LAND ON THEM, SO
0~ G OFF GUICKLY IS ADVISABLE. YOU
68T AVE ENOUGH TIME TO GRAB THE
° L TH AND WEB CARTRIDGES IF YOU NEED THEM.

20 A THE GIRPER STRUCTURE, CLIMB ONTO THE BILLBOARD AHEAD (GLOBE? MONSTER?

oKs LIKE THE LIZARD...), THEN TURN LEFT AND SWING FOR THE BUILDING THAT YOUR
” COMPASS IS POINTING AT.

NEW YDRK :
INPRKICT A ) NI
-

- -

NOTHING ESPECIALLY DANGEROUS OCCURS

ON THIS ROOFTOP, SO SWING AHEAD TO THE |

NEXT BUILDPING. THE HELICOPTER WILL SHOOT
OUT THE GLASS WINDPOWS IN THE CEILING,

il AND YOU CAN DPROP POWN TO PICK UP SOME
HEALTH IF YOU NEED IT,

MB ON TOP OF THE BILLBOARD ON THE RIGHT SIDE OF THE BUILDING AND SWING FOR THE
ULDING AHEAD. THEN CLIMB UP THE LEFT SIDE OF THE BUILDING, BECAUSE THE CRANE
[EAR THE BILLBOARD YOU JUMPED ON WILL COLLAPSE INTO THE RIGHT SIDE.

L vadY ‘T1IATI
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THE
WHEN YOU REACH THE TOP, RUN TO

EPGE ANE MAKE A QUICK PECISION: YOou i
NEED TO READP OFF TOWARP THE RIGHT, BUT |
THE BULDING ON THE LEFT HAS A WED
CARTRIPSE. WHICH YOU MAY NEED.

EITHER WAY, YOU CAN SWING OVER TO THE
SULDING ON THE RIGHT (THE ONE WITH THE
ROXXON OlL BILLBOARD) AND GRAB THE
HEALTH, THEN QUICKLY JumP AND SWING
TO THE GIRPER STRUCTURE AHEAD,




THE RHINO AT OMNITECH.

A HIGH-TECH HEIST WITH
THE RHINO INVOLVED? [
THERE IS MORE TO THIS BB




WALKT HROUGH e =

LET'S SEE IF WE CAN DO A QUICK RECAP ON THE
EVENTS THAT BROUGHT yOU HERE: VENOM IS ON THE
LOOSE AND BROADCASTING THE KIDNAPPING OF MARY
JANE IN TIMES SQUARE, RHINO 1S ASSAULTING OMNI
TECH, AND THE NYPD IS CONVINCED SPIDER-MAN IS A

WANTED CRIMINAL. NO PROBLEM, AT LEAST BLACK CAT

IS ON YOUR SIDE, RIGHT?

SPIDEY DECIPES RHINO IS THE MORE IMMEDIATE
THREAT, DESPITE HIS CONCERN FOR MARY JANE’'S
WELFARE, SO IT'S OFF TO OMNI TECH YOU GO. BY THE
TIME YOU GET THERE, SOMEONE HAS MADE OFF WITH
ANOTHER STOLEN PIECE OF HIGH TECH EQUIPMENT.
IMMEDIATELY AFTERWARD, RHINO ATTACKS AND
WOUNDS BLACK CAT—NOT GOOD. You NEED TO PUT
THIS OVERWEIGHT AND UNDER-BRAINED THUG DOWN.

e .-



To;ﬁg.ggsség'}-g i'?s':”&”.‘{?“w NOT BE A GOOD IDEA. HE'S PROTECTED BY HIS
WX'LOT OF DAMAGE. YOUTLL hé\é‘g ¢g¥sel.ows YOU LAND ON HIM ARENT GOING TO
ANS TO DO SO OFTEN HIM UP FIRST. THANKFULLY, YOUVE

. . AS SO
0T THE e ATORS AND LET Him ON S RHINO TURNS AND FACES YOU, DUCK BEHIND ONE
THE N IEEA E RUSHING HEADFIRST AT YOU; HELL SLAM INTO

GENERATO EIVE A NICE JOLT OF ELECTRICITY. '

you CAN TELL WHEN RHINO IS ABOUT
TO CHARGE BY WATCHING HIS FEET;
HELL USUALLY PACE THREE TIMES
BEFORE CHARGING. BUT BE ALERT,
BECAUSE HE'LL OCCASIONALLY RUSH
you IMMEDIATELY.

JHILE HE'S BUSY ENJOYING THE JUICE, MOVE OVER NEXT TO ANOTHER GENERATOR AND
ATCH HIM COOK. THEN WHEN HE TURNS TO FACE YOU, DUCK BEHIND THE GENERATOR
\GAIN.

INSE AN REPEAT. KEEP DOING THIS UNTIL ALL FOUR GENERATORS ARE COMPLETELY

NOCKED OUT. NOW YOU MUST FINISH HIM BY HAND. BAIT HIM INTO RAMMING SOMETHING

J£R JUMP OUT OF THE WAY OR DUCK BEHIND A GENERATOR. THEN MOVE IN AND
) AUICK HITS WITH YOUR WEB GLOVES OUT, FOLLOWED BY A VERY QUICK JuMP

ARM'S WAY.




AND ALL THR ws, BU SN AFE. IF HE RECOvVER

1S POSSIBLE i Al £E BLOWS, T ITS NOT SAFE ERe

o ARE TR m;?'-;'; gxg.,rr ON HIM, YOU'LL RECEIVE A RHINO PUNCH TO THE FAace Wi
YOU AXRE

WHEN HE FINALLY GOES DOWN, THE POLICE
WILL SHOW UP, ALONG WITH OCTAVIUS! EITHER
OTTO IS ON THE RIGHT SIDE OF THE LAW NOW,
OR SOMETHING STRANGE IS GOING ON.
LOOKING AROUND FOR BLACK CAT AS PETER
PARKER QUICKLY REVEALS THAT ALL IS NOT AS
IT SEEMS. CAT GETS ABDUCTED BY SOME
VERY INHUMAN LOOKING PARAMEDICS AND _
SPIPEY NOW HAS ONE MORE HEADACHE

TO ADD TO HIS ALREADY BAD DAY.




VENOM IS ONE OF
SPIDEY’'S GREATEST
FOES. BEFITTING

| THAT TITLE, HE

| ENTERS THE LONGEST

| STRETCH OF AREAS IN

THE GAME. PICK UP
THE PACE; MARY

JANE IS DEPENDING
ON You!




VEVOM, A HOST OF LIZARDMEN, AND
NEW YORK SEWAGE.

7
7
57
é/

KEEP VENOM IN SIGHT AT ALL
TIMES

AFTER HAVING A LONG CONVERSATION WITH THE HUMAN TORCH,
| MOSTLY ABOUT SPIDER-MAN'S REALLY BAD DAY, JOHNNY RETURNS TO
| THE FANTASTIC FOUR'S H®, AND SPIDEY TAKES OFF TO LOOK FOR
| VENOM. OF COURSE, THIS DOESN'T TAKE LONG, AS VENOM seeKs ouT

PETER AND INVITES HIM TO JOIN IN A LOVELY GAME OF CHASE THE
UGLY SYMBIOTE.

| YOU'VE GOT TO KEEP UP WITH VENOM; IF HE GETS TOO FAR .
OUT OF SIGHT, HELL GET AWAY FOR GOOD AND IT'S GAME |
OVER FOR YOU. FIRST STEP: RUN STRAIGHT FORWARD FROM |
YOUR STARTING POINT, JUMP, AND SWING AFTER VENOM.

-
8| VENOM WILL SWING TO A BUILDING AHEAD AND TO THE LEFT;
| IGNORE IT AND SWING TO THE ONE SLIGHTLY TO THE RIGHT—

| YOU NEED TO GAIN SOME GROUND ON HIM. THE ROOF IS
DOUBLE-LAYERED; JUMP UP ONTO THE UPPER ROOFTOP AN

SWING FORWARD. YOU SHOULD BE ABLE TO SEE VENOM JUST
| UP AHEAD,




P (0ULD LAND ON THE BUILDING BEHIND VENOM, WITH A
< w‘}JWALK CONNECTING TO THE NEXT ROOFTOP AND THE BUILDING

ND.
Z@Y'g@,w 7O KEEP YOUR SPEED.

£ yOURE CLOSE, YOU WILL LAND JUST AS
YoM HITS THE ROOF IN FRONT OF You

A DARTS OFF TO THE RIGHT. TURN RIGHT
'\ GUICKLY SNAP THE CAMERA TO REORI-
BT YOURSELF (TAP LI). THEN JUMP AND
GWING AGANN, THIS TIME TOWARD THE OPEN
STRUCTURE JUST AHEAD.

JUMP AND SWING FORWARD AGAIN; YOU NEED TO KEEP

AGAIN VENOM WILL SWING OFF TO THE
LEFT, AND AGAIN YOU SHOULD IGNORE HIM

| AND SWING STRAIGHT AHEAD TO CUT IN
| FRONT OF HIM.

VENOM WILL LAND AMONG THE COLUMNS AND MOVE QUICKLY
AHEAD, BUT YOU CAN TAKE ENOUGH OF A BREATHER HERE TO
GRAB THE GOLPEN ARMOR IN THE LEFT CORNER.

/A FORCIBLY EXITS THE FAR SIDE OF THE BUILDING, YOULL AUTOMATICALLY
"ZR HIM AND TOUCHDOWN ON THE SIDE OF ANOTHER BUILDING. QUICKLY CLIME
ROOFTOP. VENOM WILL BE JUST AHEAD, BUT PON'T RUN STRAIGHT FOR HiM. TLR!!
'RUN FOR THE CORNER, THEN JUMP OFF AND SWING TO THE BUILDING AHEAD.

=
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ope, THEN HELL CHANCE

GOING DOWN
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WALKTHROUGH

WON3IA SA A3AldS

M HAS LONG BEEN A DANGEROUS FOE OF SPIDER-MAN. WHEN
Y FINALLY DETACHED THE SYMBIOTE FROM HIMSELF, IT BONDED

ITH EDDIE BROCK AND CREATED THE PERSONALITY KNOWN AS
ENOM. WHILE AT FIRST VENOM WAS WILDLY OUT OF CONTROL,

[HESE DAYS VENOM IS PRIMARILY CONCERNED WITH THE INNOCENCE
(OR LACK THEREOF) OF THOSE HE FIGHTS. IN THIS CASE, PETER
DOES NOT APPEAR TO BE INNOCENT AND THUS VENOM BELIEVES IT
TO BE HIS DUTY TO FIGHT HIM.

i

" AS IT MAY, VENOM IS MISTAKEN, AND YOURE GOING TO HAVE TO PUMMEL SOME

TO HIM. SPIDEY PUTS ON HIS WEB GLOVES AND SWINGS FOR VENOM, ONLY TO
WATCH HIM FADE AWAY. WHY?7 THE SYMBIOTE THAT BONDED WITH BROCK HAS THE ABILITY
'TO DAMPEN PETER'S SPIDEY SENSE, SO YOU'LL HAVE TO RELY ON YOUR OWN EYES AND
EARS TO LOCATE HIM. MOVE QUICKLY TO A WALL, TURN AROUND, AND SNAP THE CAMERA

INTO POSITION BEHIND YOU (TAP LI).
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v ‘] SACTENCE, THEN FLLE i,
o AR OR THE SOLUNP OF ENOM "/AU“f:/‘-“‘,l :‘f/J L!L.{ e

: ' J | ( - 7/* “ 7

LISTEN & :,\' l:i;t;n'kfw()tz, AND RAPIPLY FIKE I'Wo J

KUN UP TO ME

e

yOU GET CLOSE TO VENOM
w:kmu TRY TO ATTACK HIM, |FE HE
PADES IN COMPLETELY AND YOU Al;
FAR AWAY FROM HIM, HELL ATTAC
YOu WITH A VARIETY OF LNAVOIDABLE,
HIGHLY PAMAGING ATTACKS,

IF YOU PICKED UP THE ARMOR ON THE Lacy
LEVEL, YOULL HAVE AN EXTRA HEALTH Bap
TO HELP SOAK UP ANY PLNISHMENT Yo
TAKE, BUT IF YOU NEED A BOOST, LIFT Tuz
DUMPSTER IN THE CORNER TO REVEAL S0z
HEALTH.

KEEP UP THE PATTERN, RUNNING TO A WALL
WHEN VENOM VANISHES, THEN APPROACHING TO
MEPIUM RANGE AND FIRING WEB BALLS WHEN HE KEEP OFF THE WALLS; THEY ARENT
APPEARS, IT IS POSSIBLE TO GET IN CLOSE AND

CONDUCIVE TO YOUR HEALTH, VENOM
SMACK HIM UPSIDE THE HEAD WITH YOUR WeB WILL PULL YOU DOWN Ay e
GLOVES, BUT HE'LL RETALIATE QUICKLY UNLESS MEL You

HE WAS IN THE MIDDLE OF GLOATING., PAINFULLY.




g <

OM, ONLY TO SEE HIM QUICKLY RUN
AHEAD AND VANISH INTO A HOLE IN THE WALL,
'NOTHING TO DO BUT GO AFTER HIM, AND

RUN DOWN THE SEWER CHANNEL TO
THE HOLE ON THE RIGHT AND ENTER
THE TUNNEL.

VENOM IS SOMEWHERE AHEAD OF YOU. KEEP
MOVING POWN THE TUNNEL, AND GET READY
FOR A NASTY WELCOMING PARTY. SPIDEY 'S
SPIPER SENSE WILL GO WILD, AND TWO

GROTESQUE CREATURES WILL COME AROUND B

THE CORNER, HUNGERING FOR A TASTY
SPIPER TREAT.

SEVERAL THICK PIPES BRIDGE THE GAP [ {
AHEAD, WITH AN UNFRIENDLY LIZARD- R N
MAN WAITING FOR YOU ON EACH ONE. \ '
ORAB THE FIRST ONE WITH A WeB o

ULL, THEN SWING TO THE FIRST PiPE.
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ZNTER THE CAVE: THE DOOR
AND JUST TO

OM NO pousT.
OF LIZARVMEN COME LOPING
m A DISTANCE WITH

AROUND THE
wes PULL. THIS

WEB BALLS. OR EVEN
cOULD GANN you SOME EXTRA T

(o
U\.n

'POLISH OFF THE LIZARDM
EN UP CLOSE
4 WITH
P AR T S
yOU AND THEN FLEEING DEEPER INTO ’."r"_'{: vAET:Er/:qu' fRcKING




F LEVEL 4, AREA 4: FEWER CAVERMN

AROUIND IN A HAIRPIN LEFT TURN. RUN AND
JUMP OFF THE LEDGE WHERE YOU BEGIN, AND

F
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FINISH Py
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FELY IGNORE THE LIZARDMAN ON THE FIRST PIPE; JUMP AND SWING FOR THE

’E AHEAD, WHEN YOU LAND, ANOTHER PAIR OF REPTILIAN MONSTERS WILL MEN-
I, YOU PON'T NEED TO MESS WITH THEM, BUT YOU CAN PUT THEM DOWN IF YOou
OMFORTABLE MANEUVERING ON THE NARROW PIPE WITH ENEMIES AROUND YOLUI.




RUN TO THE END OF THE PIPE (JUMP OVER
AND SWING oVER TO THE CLOS

o|pg, YOULL RECEIVE A
ABOUT YOUR LI

SON MOUE, AND FOR GO0OU REASON,
rK ALONG THESE

= — =
3 ‘ ¢ FIRST PER

THE EASIEST WAy TO WO
TARGETING AND

t P, pIPES IS TO USE DIRECT
- o SWINGING. CRAWL AROUND THE PIPE TO THE
——— | | T25T A BIT, THEM HOLD L AND TARGET THE
o1pE DIRECTLY ACROSS czOM YOU, IN FRONT
OF THE WATERFALL.

SWING OVER TO THE PIPE AND CLIMB AROUND
TO THE LEFT, THEN GO INTO FIRST PERSON
MODE AND TARGET THE AREA JUST INSIDE
THE WATERFALL—A HIDDEN ROOM, REPLETE
WITH HANDY ITEMS.

SWING INSIDE ANU GATHER UP THE GOOUDS: SOME HEALTH, TWO WEB FLUID
CARTRIDGES, euo MEJST (MPORTANTLY, A SUIT OF SPIDEY ARMOR. GRAB THE STASH, AND
THEN RUN AND JUMP 3ALK OUT THROUGH THE WATERFALL TO ONE OF THE PILLARS AHEAD.

= v

~

PRAWL AROUND THE PILLAR AND Al FOR ONE OF THE LAST FEW UP AHEAD. YOURE Al NGST

THERE. CRAWL AROUND THE PIPE YOU LAND ON
AND
MAY NEED TO SWING TO THE FINAL PILLAR TO GET AAlc’:\.EF:uRsLHgTLiZGTigT.E%H@E:p G

—




'ﬂ‘ POOR WILL OPEN, REVEALING SOME HEALTH, AND ANOTHER PACK OF LIZARDS. YOU
NEED T BOTHER WITH THEM. JUMP OVER THEIR HEADS AND RUN TO THE END OF THE

i

P il_
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RIPE THE TRAN TO THE END OF
THE LEVEL

SERIES OF GOALS YOU MUST ACCOMPLISH,
STAY ON THE TRAIN UNTIL THE METER AT T

THE SCREEN HITS THE END. WHEN YOU BEGIN THIS AREA, THE

SCREEN FADES IN JUST AS VENOM FADES OUT. HE'S
AROUND—SOMEWHERE,

YOUVE GOT TO
HE BOTTOM OF

" SHORTLY, THREE LIZARDMEN WILL DROF
FROM THE ROOF OF THe TUNNEL ONTO
| THE TOP OF THE TRAIN. NOT GOOoPD. BL

| ALSO NOT A PROBLEM FOR OUR FAVC: 'S
| WEBSLINGER.

THE TRICK HERE IS TO CONSERVE YOUR W
UNLESS NECESSARY, AND KEEP YOURSEL

EB FLUID, AVOID FIGHTING THE LIZARDMEN |
F POINTED TOWARD THe FRONT OF THE 5
E FLYING DOWN THE TUNNEL, BUT YOU WON'T
THEM UNLESS YOU ARE FACING FORWARD. |




KEEP YOURSELF OUT OF HARM'S

06, RUNNING TO THE FRONT OF THE

¢-CENTER THE CAMERA, AND JUMPING A
QEACH THE BACK, FLIP

p YOU., AND THEN RUN FORWARD

e v
T SURROUNDED. JUST KEEP IN

HE EXTREMELY HIGH COST IN
UIp. STILL, IT'S BETTER TO USE

WAY BY CONTINUALLY
rRAIN, THEN TURNING A '
ND RUNNING TO rHE REAR OF THE
AROUND, KEEP AN EYE OUT FOR HE
AGAIN

JUMPING OVER THE
TAPPING LI TO
rRAIN, WHEN

ALTH ANP WEB FLUID COM~

WHEN THE LIZARDMEN GET TOO CLOSE.

e vINY ‘¥ 1IATT

AVYMENJS

IF ONE OF THE LIZARDMEN GETS
CLOSE AND REARS upP TO GRAB
SPIDEY, ACTIVATE HIS WEB GLOVES.
THE FEW SECONDS OF INVULNERABILITY
WILL PREVENT THE LIZARD FROM TAK=
ING A BITE OUT OF PETER.

WHEN THE TRAIN ON THE METER
HITS THE END, YOU JUST NEED
TO CLEAN THE LAST FEW LIZARDS
OFF THE TRAIN, AND YOURE DONE
WITH THIS LEVEL. WHERE DIP
VENOM GO7 RIGHT BEHIND YOLU,
OF COURSE, HE SLAMS YOU HARL
ANDP KNOCKS YOU OFF THE TKRAIN
DOWN A SHAFT INTO PARTS
UNKNOWN.




AFTER GETTING KN

Lp IN PART OF NEW
CH ROOMS T

THE RIGHT SWIT
you BEGIN THIS

FOLLOW VENOM.
STALKING you IMMEDIATELY.

NATURALLY, THE BEST FIGH

DOWN THE PASSAGEWAY
DOWN THE TUNNEL AHEAD, TO

MORE LIZARDMEN LIE IN WAIT AT

' DOWN THE HALL.
AROUND; YOUR REWARD
TAKE THE GOODIES, THEN RETUR

PATH.

JUMP OVER THE
FOR EXPLORI
N TO THE INTERSECTION,

g TRAIN BY
£r SUPPLY.

LEVEL

T 1S NO FIGHT, so0 J
JuMmP OVER
THE

o

INTERSECTION,

THE INTERSECTION,

VENOM,

you NEE
s0 THAT you CAN

PATH
WITH THREE LIZARDMEN

GENERATOR IN THE SMALL ROOM AT

NG IS SOME HEALTH AND A WEB
THIS TIME GOING DOWN THE RIGHT

you WIND
D TO FIND

R THEM AND HEAD STRAIGHT

RS HERE, AND THEN SWING
FT TURN.

BUT YOU CAN IGNORE THEM AND R
THE END. TURN
FLUID CARTRIDGE.

4




ING OVER THE LIZARDS WOULD BE ADVISABLE, MORE AWAIT YOU DOWN THE HALL,
BUT THERE IS SOME MORE HEALTH ALONG THE WAY, AND YOU DON'T NEED TO FIGHT

EITHER. WHEN YOU REACH THE END OF THE HALL, YOU WILL FIND YOUR PATH -
gLOCKEV BY A GRATE, WHERE TO GO7 UP, OF COURSE, JUMP UP INTO THE HOLE IN THE -
CEILING, AND CRAWL TO THE LEFT, SHORTLY, YOU'LL HAVE TO COME BACK HERE AND GO
THE RIGHT.

b

9 ViV ¥ 1iA11

[INE GUICKLY. A SWIRLING POOL OF WATER BLOCKS FURTHER PASSAGE, BUT A CONVENIENT
SWITCH ON THE OTHER SIDE OF THE WATER WILL PROVIDE YOU WITH A MEANS TO CONTIN-

BE CAREFUL; TOUCHING THE WATER IS
INSTANTLY FATAL TO SPIDEY.

ATER DROPS BELOW THE GRATING ON THE FLOOR BELOW, YOU CAN SAFELY
 MAKE SURE YOU JUMP FORWARD; YOU NEED TO MOVE QUICKLY BEFORE THE
L RISES AGAIN. WHEN YOU HIT THE BOTTOM, RUN FORWARD INTO THE SMALL

THEN JUMP AND CLIMB UP THE WALL,

(-

%3
s-e ~ I

SAGE ACROSS GRATING, J ' |
CAREFUL NOT TO GET STUCK TO THE
WALL ABOVE THE PASSAGE OR THE '
CEILING IN THE PASSAGE ITSELF.,

INV'1d 35VYM1S



INTO THE FIRST SWITCH ROOM. THReg
WEBBING TO OPEN THE PATH TO THg
AND WENT LEFT BEFORE). TRIGGERINg
ME AFTER YOU. THIS TIME,

ACH N THE HALL AND
g TOP, RUN pow -

e YOA%S EON TH;HWALL; HIT ALL THRE% “CIH):BYE%UUP

e WITCH ROOM (BACK WHERE YO ey he 10 co

SECOS%I?CHES WILL CAUSE ANOTHER PACK

THE

you MUST FIGHT.

NO SWEAT. SLAP ON SOME WEB GLOVES AND
PUT THEM OUT OF COMMISSION. WHEN THE
LIZARDMEN ARE DOWN, GO BACK DOWN THE
HALL AND TRIGGER THE SWITCH ON THE WALL;
ITLL LOWER THE WATER SO YOU CAN CROSS
THE GRATING BELOW ONCE AGAIN. AGAN, GO
INTO FIRST PERSON MODE AND WATCH THE
WATER LEVEL—YOU DON'T WANT TO FALL INTO

WHEN THE WATER GOES BELOW THE GRATING,
PROP DOWN, RUN FORWARD QUICKLY, THEN
JUMP ONTO THE WALL AND CLIMB BACK UP
INTO THE HALLWAY ABOVE. RUN FORWARD
DOWN THE HALL, JUMP ACROSS THE HOLE
YOU CLIMBED UP IN THE FIRST PLACE, AND
CONTINUE DOWN THE HALLWAY TO THE SEC-
OND LARGE POOL OF WATER.

THE SETUP IS EXACTLY THE SAME ON THIS
SIPE. TRIGGER THE SWITCH WITH YOUR WEB-
BING TO LOWER THE WATER LEVEL, JUMP

DOWN, RUN FORWARD, AND CLIMB UP THE
SHAFT TO THE SECOND SWITCH ROOM. THIS

TIME, THE LIZARDS WILL BE WAITING FOR YOU

WHEN YOU ENTER THE ROOM. TAKE THEM OUT

AND FLIP THE SWITCHES, WHICH WILL OPEN

THE GRATE THAT BLOCKED YOUR PROGRESS. RETURN TO THE NOW OPENED GRATE IN
SAME FASHION.

RUSHING WATER IS WHAT AWAITS YOU PAST THE GRATE, BUT THERE IS A SWITCH
TO PRESS. HIT IT WITH WEBBING, LET THE WATER LEVEL DROP, THEN HOP INTO THE
CHANNEL AND RUN FORWARD. THERE'S SOME HEALTH ALONG THE WAY IF YOU NEED
IT. ABOUT MIDWAY DOWN THE CHANNEL, A GAP IN THE CEILING IS REVEALED, JUMP
UP AND YOURE THROUGH WITH THIS AREA.

BA Ml — |-
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TRIGGER FOUR SWITCHES TO
W' LOWER THE WATER

WALK THROUGH=s
_‘%R'él.lEF FROM THE LONG ROUTE TO GET HERE, THIS

! WILL LOWER THE WATER LEVEL IN THE CENTER OF THE ROOM. |
N THE FINAL SWITCH IS PRESSED, THE PATH WILL BE CLEAR TO

Mg 4T
ASY, YOU START THIS AREA OVERLOOKING A POOL OF W
WITCHES ARE LOCATED TWO TO A SIDE, ON THE LEFT AND RIGHT OF THE POOL.
* OVER THE POOL AND SWING TO THE LEFT. WHEN YOU TOUCH DOWN, TURN LEFT
AND HIT THE FIRST SWITCH.

=

SING THE SWITCH WILL TRIGGER YOUR SPIPER SENSE AND THE RELEASE OF
GRY LIZARDMEN. IT WILL ALSO LOWER THE WATER LEVEL SLIGHTLY. IT ALSO M(
HE SHIELD BLOCKING THE SWITCH DIAGONALLY, OPPOSITE TO YOUR CURRENT POC! 1|
: ; A?K ACROSS THE WATER AND TRIGGER THE SWITCH (AGAIN, LEFT SIDE WHEN
4 P). -




TWO SWITCHES LEFT. SWING BACK
ACROSS THE POOL AND HIT THE SWITCH
ON THE RIGHT, THEN ONCE MORE ACROSS
POOL TO PRESS THE FINAL SWITCH.
P INTO THE NOW EMPTY POOL IN THE
CENTER AND WALK DOWN THE TUNNEL TO
EXIT THIS AREA,




N ALK THROUGH s

OBIJE
* FOLLOW

.

YOU, AND YOUVE STILL GOT TO CATCH HIM. VENOM DARTS DOWN A
IN AFTER HIM AND JUMP INTO TH

HALL, MAKE SURE YOU STICK TO THE CEILING; YOU NEEDP TO CRAWL
TO REACH THE END OF THIS TUNNEL S

INEL BEF

YOULL HAVE TO WAIT
CEEP, IT'€ NOT eAF

START MOVING FORWAR

-

WHEN YOuL 8H THE FIRST RISE, GET P
O PROP, THEN CREEP FORWARD SWIFTLY,
FOR THE WATER TO

E TO START CRAWLING

€ -
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IR

N ¥ ,x:ji( A
ORE THE

"

P,

AFELY,

(v oo
i

UNEED TO REACH THi
ANE URAGS SPIPEY INTO TH: o
| BEDGE OF THE WATER AND WA .
THIS TIME, WHEN YOU REACH THE Secon .
GO POWN ANP COME UP ONCE BEFORE YOU MO
UNLESS THE WATER GOES POWN JUST As YOL

U e

E HOLE HE CREATED IN THE GRATE |

JUN

TMY 8D TAINNNL 8 V




ooL
LGE WATER POOL.
RS PATTERN.

TER STARTS TO
s WQIVE OF THE POOL,

pIPE, TOUCHD
SWING

U CAN GR
:ZIBN DOWN THE SHORT HALL AND TRIGGER

TER
CH, WHICH LOWERS THE WA
o DOOR ALL THE WAY BACK AT
T VENOM

VENOM LED YO
GOOSE CHASE. NOTHING TO
BACK TO THE START OF THE LEVEL.

S\ BACK OUT TO THE POOL AND JUMP INTO IT; THE WATER !
SRAINED NOW. OF COURSE, THERE IS A PACK OF RAVENOUS
L ZARDMEN WAITING TO CHEW ON YOU DOWN THERE, BUT YO!
CONT NEED TO SPEND MUCH TIME PLAYING WITH THEM. THER: |
A SWITCH ON THE CENTER BLOCK; TRIGGER IT TO LOWER THe IFT
BACK UP TO THE WATER TUNNEL.

NOW YOUVE GOT TO CRAWL BACK THROUGH TH
g? BEFORE, 'GET RIGHT UP TO THE WATER'S EDZ:,BAJ}EO‘zR;%ﬁLPRng\EE =l
TOA#LEC;L:IFI?R?,’NFGOZLVARD TO THE NEXT RAISED SECTION. WHEN You 655‘61225!(”
ok / EA, GO STRAIGHT AHEAD AND THROUGH THE p

M. YOU WILL CATCH HIM—YOUVE GOT TO RESCUE MARY JANE ORIAGIES
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LEVEL 4, AREA 9: VENOM'S PUZZLE &

i
-

6 VIV ¥ 1iA

ITZZNd S:'WONI A

THE WALLS OF THE CENTRAL ROOM CONTROL THE POORS
VENOM IS HIPING BEHIND. YOU NEED TO HIT ONLY TWO OF
THEM TO OPEN ALL FOUR POORS.

"me TWO SWITCHES YOU NEED TO PUSH
ARE THE ONE YOU CAN SEE FROM HERE
ON THE LEFT, AND THE ONE PIRECTLY
BELOW YOU, TWO PLATFORMS DOWN.

S 1

'DROP OFF T, fﬂ LEDGE 20 A 180 SWNG FORWARV IF YOU TIME IT RIGHT, YOU’LL LAM
ON THE LOWER PLATFORM, OR AT LEAST ON THE WALL, HIT THE SWITCH HERE TO OPEN TWO

OF THE POORS, THEN TURN TO FACE THE CENTER OF THE ROOM. GO INTO FIRST-PERSOHN

MODE, AND LOOK UP AND TO THE LEFT. YOU CAN TARGET THE SECOND SWITCH YOU NEED TO & ;
PRESS FROM HERE AND HIT IT WITH SOME WEBBING. TRIGGERING THE SWITCH WILL OPEN THE %
LAST TWO DOORS, AND VENOM WILL TAKE OFF AGAIN.




TURN AROUND AGAIN AND CLIMB UP THE WALL,
OW OP2N DOORS AFTE

DOWN THE HALL AND GO THROUGH THE N
CLOSE NOW. VENOM IS RUNNING OUT OF TRICKXS TO KesP YOoU

- -

e e T B o e TR e B e e B SR
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IF YOU IGNORE HIM, HE'LL GRAB YOU AND HIT YOU HARD, SO SMACK
HIM WITH A PAIR OF WEB BALLS TO MAKE HIM GO AWAY. THEN
JUMP UP ONTO THE CONDUIT LEADING INTO THE CRAWLSPACE
AHEAD. “DANGER KEEP OUT,” INDEED.




YOU'LL REACH AN INTERSECTION SHORTLY; TAKE THE LEFT TURN, AND CRAWL TO

IF YOU WERE WONPERING WHERE THE
LIZARD IS, YOU CAN FIND HIM BY GOING
RIGHT INSTEAD, AND HEADING
STRAIGHT, YOU'LL ENCOUNTER VENOM
ONCE ALONG THE WAY; KEEP GOING,
AND YOU'LL FIND THE LIZARD, IMPRIS-
ONED BY VENOM, THIS IS OPTIONAL
HOWEVER; YOU PO NOT NEED TO TALK
TO HIM TO FINISH THE LEVEL,

TURN RIGHT HERE ANP RETURN TO CRAWLING
ABOVE THE WATER, YOU'LL PASS A PAIR OF
ALCOVES WITH A MESSAGE SCRAWLED ON

THE WALL OF EACH—VENOM TAUNTING You
AGAIN,




IGNORE THEM AND CONTINUE CRAWLING ALONG THE CONDUIT. YOU'LL COME

ACROSS TWO SETS OF CRUSHING BLOCKS. TIME YOUR MOVEMENT AND CRAWL
PAST THEM QUICKLY,

ml.ﬂl PASS ANOTHER PAIR OF SIDE ROOMS HERE; A SMALL ALCOVE ON THE LEFT

AND A DEEPER RECESSED ROOM ON THE RIGHT. IGNORE THEM BOTH AND KEEP
CRAWLING.

IF YOU ENTER THE RIGHT ROOM, YOU'LL
FIND ANOTHER MESSAGE ON THE
WALL—AND VENOM WILL APPEAR FROM
BEHIND AND GRAB YOU.

A RIGHT TURN AT
NEXT SET OF
ALCOVES AND YOURE
DONE. VENOM [S FINALLY
WITHIN YOUR REACH.

O] VidV ¥ 13AT1
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PROTECT MARY JANE AND

DEFEAT VENOM

.

ALL OF THIS CHASING HAS FINALLY LEAD YOU TO THIS ROOM, WHERE VENOM HOLDS
MARY JANE HOSTAGE, PRECARIOUSLY DANGLING FROM A CHAIN IN A WATER TANK.
YOU NEED TO BOTH TAKE DOWN VENOM AND PREVENT MARY JANE FROM PROWNING.

NO SWEAT, RIGHT?

| YOU START OUT FACING A SWITCH ON THE WALL STRAIGHT AHEAD OF YOU. THE
ARE FOUR SWITCHES IN THIS ROOM, EACH CONTROLLING A FLOW VALVE THAT Wi
RELEASE WATER INTO THE TANK HOLDING MARY JANE. YOUVE GOT TO MAKE SU*
£y STAY TURNED OFF WHILE YOU DEAL WITH VENOM. OF COURSE, HELL GO OL
HIS WAY TO TURN THEM ON AND THEN PUMMEL YOU. RUN UP TO THE SWITCH

\'T WITH WEB FLUID FROM A DISTANCE, THEN GET BACK TO THE CENTER ¢

TH
OF
AND HIT
THE LEVEL.




SWITCHES.

HIT Hil, HELL VANISH AND YOU'LL HAVE TO REPEAT THE PROCESS. BY

CENTER OF THE LEVEL, YOU LEAVE YOURSELF SOMEWHAT OPEN TC

PEARING ON THE FAR SIDES, BUT YOU'LL HAVE QUICK ACCESS TO ALL FOLR

nﬁrﬂ!z'

VANISHES, TAKE THE TIME TO JUMP LIP b
AND RE-SUPPLY.

J] vIAY ¥ TiA31
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REMEMBER TO GET OUT OF THE WAY QUICKLY IF YOU KNOW YOU CANNOT CLOSE THE Dis-
TANCE BETWEEN YOURSELF AND VENOM FAST ENOUGH. HELL HAMMER YOU WITH HIS
EXTREMELY DAMAGING RANGED ATTACKS. IT'S BETTER TO GET OUT OF THE WAY AND
TURN OFF ANY SWITCHES HE HITS, THEN DEAL WITH HIM WHEN HE REAPPEARS AGAIN,

AFTER ENOUGH OF THIS, VENOM WILL GO DOWN. THEN IT'S TIME FOR A LITTLE
POST FIGHT CHAT. VENOM BELIEVED YOU STOLE [R. OCTAVIUS’ DEVICE. BUT
YOU WERE IN THE CROWD WITH BROCK; IT COULDN'T HAVE BEEN YOU. VENOM
AGREES WITH YOU, AND YOU HAVE A NEW, SOMEWHAT UNEASY ALLIANCE. YOU
NEED TO GET TO THE DAILY BUGLE TO DO A LITTLE COVERT RESEARCH.




AS IF VENOM AND HIS
OFFSPRING, CARNAGE,
AREN'T MORE THAN
ENOUGH TROUBLE.
NOW SOMEONE HAS
RELEASED A PLAGUE
OF SYMBIOTES ON

bl NEW YORK, AND
—=8 YOUVE GOT TO STOP




A WHOLE LOT OF SY
TUALLY MYSTERIO.

WALKTHROLG!H—':}_ ;Z_

YOUR ARRIVAL IN THE DAILY BUGLE IS RUPELY
INTERRUPTED BY A HOST OF DISGUSTING
SYMBIOTES. VENOM SENSES THE PRESENCE
OF CARNAGE AND DEPARTS TO DEAL WITH
HIM. YOURE GOING TO HAVE TO TAKE CARE
OF BUSINESS IN THE DAILY BUGLE YOURSELF.
THE SYMBIOTES HAVE TRAPPED SOME OF
THE OFFICE WORKERS HERE, AND YOU NEED
TO FREE THEM BEFORE YOU TAKE THE ELEVA-
TOR DOWN TO THE PRINTING PRESS.

PO AN IMMEDIATE ABOUT FACE AND JUMP
FORWARPD. DON'T BOTHER MESSING WITH THE
SYMBIOTE HERE. YOU CAN HIT THE CEILING
HERE IF YOU FEEL THE NEED, BUT EITHER

WAY, PROCEEDP AROUND THE CORNER INTO
THE HALL, THEN DOWN THE HALL AND

AROUND THE CORNER AGAIN, INTO THE OPEN
OFFICE AREA.

RESCUE THE HOSTAGES AND GET
INTO THE ELEVATOR SHAFT

A “ii’i"i"-“'u’"l.

RESCUING THE

FIRST TRAPPED

WORKER IS SIM-

PLE. JUST IN

FRONT OF YOUu IN

THE OFFICE IS A

SWITCH, ACTIVATE

IT AND YOU'LL

FREE THE FIRST HOSTAGE.,




AR IS ANOTHER HOSTAGE BEHIND SOME GLASS WINDOWS
ARBE . RUN FORWARD AND
| HE WINPOWS WILL BE SHATTERED, FREEING THE HOSTAGE. GO INTO THE ROOM AND
'GET ON TOP OF THE GRATE ON THE FLOOR. YOUR SPIDER SENSE WILL GO OFF—MORE

YMBIOTES. AGAIN, PONT MESS WITH THEM; USE YOUR ZIP-LINE
:To B BIT SHAFT ABOVE. TO GO STRAIGHT UP

THE FINAL HOSTAGE IS HERE, TRAPPED BEHIND SOME STICKY SYMBIOTE GOO. THERE IS
[ALSO A NASTY SYMBIOTE JUST WAITING FOR YOU. BREAK OUT THE WEB GLOVES AND

TAKE HIM OUT, THEN GRAB THE HEALTH AND DROP DOWN. YOU CAN FREE THE HOSTAGE
WITH THE SWITCH ON THE WALL JUST NEAR YOUR LANDING SPOT.

a

N THE HALL HERE AND TURN RIGHT AROUND THE CORNER. JUMP FORWARD OVER
G CABINETS, FOLLOWING YOUR SPIDEY COMPASS. IN THE CORNER AHEAD IS THE
NCE TO THE ELEVATOR.

(s =)
U\-or U\-or

HOSTAGES SAFE

e ey

JROP DOWN TO THE ELEVATOR DOORS, BUT BE PREPARED FOR THE SYMBIOTE WA |
2 YOU, ALONG WITH ANOTHER THAT MAY HAVE FOLLOWED YOU HERE. YOU CAN I
"HIT THE SWITCH AND ENTER THE ELEVATOR SHAFT. ONWARD, TO THE

J valdyv 'S 13/\‘3’1
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| SyMBIOTES RAINING FROM ABOVE, STRANDS OF NASTY PULSING
| SyMBIOTIC FLESH BLOCKING THE ELEVATOR SHAFT—PLEASANT IN THE
EXTREME. YOU NEED TO GET DOWN TO THE PRINTING ROOM, PAST THIS (ke
MESS, THIS LEVEL IS VERY SIMILAR TO THE SUBWAY. ALL YOU NEED

TO DO IS RIDE THE ELEVATOR DOWN TO THE BOTTOM. WHEN YOU

START, A SYMBIOTE IS ON TOP OF THE ELEVATOR OPPOSITE YOU. IF

YOURE CAREFUL, YOU CAN KEEP HIM BEHIND THE ELEVATOR CABLE,

AND NOT HAVE TO FIGHT HIM AT ALL. IF HE GETS AROUND, PUT ON

SOME WEB GLOVES AND KNOCK HIM AWAY, OR IF YOU FEEL REALLY
PRESSURED, ACTIVATE YOUR WEB SHIELD.,

| ON THE WAY DOWN, THE ELEVATOR WILL BURST THROUGH

AND THEN STOP, WRONG FLOOR, OF COURSE, JUST BELOW T Eﬁé’?ﬁ?a?f RS o
YOU ARE TWO DOORS. ENTER THE RIGHT SIDE DOOR AND HIT THE SWiTon oo ek aONT
ELEVATORS MOVING AGAN. THE SWITCH IS GUARDED BY A Symp o NIy
WEB FLUID INSIDE, BUT YOU CAN SAFELY IGN IOTE, AND THERE IS SOME

ORE THE SYMBIOTE AND GET OUT QUICKLY.

R i




BACK ON THE ELEVATOR, YOU MAY B

P BY MORE SYMBIOTES—NOT A
pROBLEM. ACTIVATE YOUR WEB SHIELD AND
LeT IT EXPIRE NATURALLY—BETTER ECONOMY
of WEB FLUID, AS ALL YOU NEED TO DO I
ELJOY THE RIDE DOWN.

ONCE MORE THROUGH A WEB OF SYMBIOTE
GUNK, WITH MORE SYMBIOTES ATTACKING.
TAKE THEM OUT WITH WEB GLOVES OR WEB
SHIELDING, THEN WAIT FOR THE ELEVATOR
TO STOP AT YOUR DESTINATION.

¢ ViUV 'S 1A

ﬁgigrvooig::prgf HEALTH ON THE GOO IF YOU NEED IT, THEN HIT THE SWITCH AT
TER. THE PATH IS OPEN TO THE PRINTING PRESS.

S S ===
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PESTROY FOUR SYMBIOTE
GENERATORS

WHEN YOU ARRIVE, YOURE GREETED BY THE SIGHT OF.. SYMBIOTE GENERATORS? YOU'LL
HAVE TO FIGURE OUT WHO PUT THESE HERE AFTER YOU DESTROY THEM. THE FIRST GEN-

ERATOR IS DIRECTLY IN FRONT OF YOU WHEN YOU BEGIN THE LEVEL, ALONG WITH A FRIEND-
LY SYMBIOTE THAT WANTS TO EAT YOU. HIT THE PULSING P

INK BLOBS ON THE SIDE OF THE
GENERATORS WITH WEB BALLS TO DESTROY THEM GUICKLY, THEN ZIP UP TO THE CEIL |15
AND START CRAWLING FORWARD. THREE GENERATORS LEFT.

< E
DESTROY ) WORE GENERATORS 3

CRAWLING ABOVE THE BUSY PRESSES BELOW, YOU WILL SHORTLY R R,
%o DIFFERENT ROUTES LEAD OUT OF THE FIRST ROOM. TAKE Tre EEAtSP ::T': Tiﬁgefg"’"'
IMMEDIATELY SPOT THE SECOND GENERATOR. HIT THE PINK GLOBS G 1y SIDES WITH WEB
BALLS TO DESTROY IT, THEN RETURN TO THE FIRST ROOM AND TAKe i OTH b T
YOU CAN ALEO GRAB THE WEB FLUID HERE IF YOU NEED |7, ER WAY ouT.




GAIN, THEN CRAWL FORWARD

ING/!

f . K9 AN
IF YOoU FALL INTO THE PRESSES,
spipey WILL wWIND uP, WELL, PRESSED.

')ouu.sﬁ THE THIRD GENERATOR DOWN ON THE GROUND, N A GAP BETWEEN THE PRESS~
£5. |F YOU MOVE AROUND A BIT, YOU CAN TARGE LOBS ON THE SIDE OF THE GEN-
gRATOR FROM THE CEILING, WITHOUT RISKING A FIGHT 8y DESCENDING TO THE FLOOR.
peSTROY THE GENERATOR AND MOVE ON TO THE END OF THIS ROOM.

YOU FACE TWO WAYS OUT OF THE ROOM, LEFT
‘ _ Je LEFT ROUTE. AS YOU WALK UP THE RAMP INTO
BloTES WILL TRY TO CRUSH SPIDEY UNDER AN ENORMOUS REAM OF P
TO THE LEFT TO AVOID IT AND LAND NEXT TO THE LAST GENERATOR. PUT TH
.{Nl‘l’, THEN RETURN TO THE PRINTING ROOM AND GO STRAIGHT UP INTO THE FINAL ROOM.

SENERATORS DESTROVED .

s il

£¢ HAVE THE SAME IDEA HERE; THEY ROLL ANOTHER REAM OF PAPER |

MP. NOTHING YOU NEED TO BOTHER WITH. JUMP UP AND TO THE LEFT, AND

SeE AN OPEN VENT LEADING D .
THE BUGLE, SOMEONE WAS HERE RECENTLY. DROP DOWN TO GO %‘%’.’:"&JRE E

>y
i
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MORE SYMBIOTES, RAGING FIRES, A NASTY LITTLE MAZE. SOMEONE HAS PLANTED MORE
GENERATORS DOWN HERE,

AND YOU NEED TO DESTROY THEM. THIS LEVEL IS QUICK, BUT
SOMEWHAT DISORIENTING. FIRST STEP: RU

N FORWARD AND INTO THE PASSAGE ON THE
RIGHT, THEN LEFT WHEN YOU REACH TH

E NEXT HALLWAY. RUN FORWARD TO THE END AND
LEFT THROUGH THE PASSAGE, INTO ANOTHER HALL, YOU'LL PAS

S SYMBIOTES ALONG THE
WAY. THIS ENTIRE AREA IS CRAWLING WITH THEM.

SAVE YOUR WEB FL
YOU STICK TO THE




T TO YOUR RIGHT IS A SEALED GATE THAT BLOCKS YOUR PASSAGE, YOULL RETURN

€ IN A SECOND. TURN LEFT, GO DOWN THE HALL, AND ENTER THE FIRST ROOM ON THE
WATCH THE STEAM AS YOU ENTER THE ROOM; IT HURTS. INSIDE THE ROOM IS A
TE, A GENERATOR, AND A SWITCH THAT YOU NEED TO PRESS. IGNORE THE SYM-
PESTROY THE GENERATOR, AND PUSH THE SWITCH, THEN RETURN TO THE HALL AND

EFT. YOU'LL SEE THAT THE GATE IS NOW RAISED, RUN TOWARD IT, JUMP UP OVER
LAMES, AND SWING FORWARD INTO THE NEXT SECTION OF THIS HALL.

DESTROY 1 MORE GENERATOR DESTROY 1 MORE GENERATOR

DRWARD AND YOUR SPIDER SENSE WILL TRIGGER AS YOU ENTER A STEAM ROOM,
OUT FOR THE BURNING STEAM, AND KEEP GOING. YOU'LL SEE A SUSPICIOUSLY
AN

pvIdv s 13A31
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zOP DOWN, Y0U Cpy

P
E TE. IN THE NEX
YOU'LL PASS OVER A SMALL HOLE IN THE GROLJ*:3 DEA HA QYMBEOF THE GRATE yI;
GRAB SOME HEALTH, BUT YOULL ALSO HAVE TV W% p g1 N PRONT &0 o THE eng”
HALL, TURN LEFT AND RUN TO THE END OF THE H u'yeT. ENTER THE YOULL FiNp
PASS ONE ROOM ON THE RIGHT, BUT IT'S NOT ORe RAWL FORWARD ARD e
GRAB THE WEB FLUIP, AND ZIP UP TO THE GE'L'%% ﬁHOW
ROOM CONTAINING A SWITCH AND A SYMBIOTE. e

WHAT TO DO WITH BOTH,

ONCE YOURE FINISHED IN THIS ROOM, DROP BACK DOWN AND GO OUT INTO THE HALL,
THEN INTO THE ROOM THAT WAS CLOSED. IT CONTAINS THE FINAL GENERATOR. DESTROY
IT, RETURN TO THE HALL ONCE MORE, THEN TURN LEFT AND RUN TO THE END. YOU'L
ENCOULINTER... YOURSELF? YOUR DOUBLE QUICKLY RUNS AWAY AND THROUGH AN APPAR-
ENTLY SOLID WALL, SPIDEY CHASES AFTER THIS IMPOSTER, AS CURIOUS TO DISCOVER
THE IPENTITY OF THE FAKE AS YOU ARE.

I




T
—e?; |l ¢ 0 = B (>

Iz !

MYSTERIO WILL ALSO OCCASIONALLY CREATE SPINNING SPIKED

| pIscs ON LOORS, JUST TO KEEP THINGS INTERESTING.

| THE DISCS WILL SPIN AROUND ON A PARTICULAR FLOOR BEFORE
VANISHING, YOU NEEP TO JUMP OVER THEM OR CHANGE FLOORS
TO AVOID THEM,




IS WEAK PONTS ARE T
7O HIT EACH ONE WITH T

BE CAREFUL; WHEN YOU DESTROY AlLL SiX, HE’S NOT QUITE FINISHED 7
ELECTRIFY THE BOTTOM FLOORS AND 26N FIRING LASERS AT SPIUEY
DESTROY THE LASER PROJELTORS WITH WzB BALLS.

- = |

-

HELL THEN START ROTATING PANELS OF ELECTRICITY ON THE TOP
FLOOR, AND TRY TO GRAB SPIDEY. KEEP MOVING TO THE RIGHT.
JUMPING OVER THE MOVING PANELS OF ELECTRICITY, TURNING TO

FIRE A WEB BALL AT HIS HEAD. THEN JUMP AWAY FROM HIS HAND
WHEN HE TRIES TO CATCH YOU.

, B A\ FEW MORE HITS TO THE NOGGIN AND MYSTERIO IS DONE FOR. NOW
o vOU JUST NEED TO KNOW WHY HE WAS HERE, WHO ELSE IS

INVOLVED IN THIS, AND OF COURSE, WHERE THEY ARE HIDING.

OWN TO THE SECOND




AT LAST THE TRUTH
WILL BE REVEALED.
WHO IS BEHIND THE
SYMBIOTE INVASION

I AND WHAT DO THEY

| PLAN TO DO WITH THE
FOG?




FINISH
"

)WN
"

% PESTROY FIve symsioTe
G TORS

THE SYMBIOTES. OF COURSE, A RUN-IN WITH PUNISHER ALMOST
ENDS THAT PLAN. BUT AFTER SOME REASONABLE DISCUSSION AND
JUPICIOUS APPLICATION OF WEB FLUID ON HIS GUN, HE'S AGREE-
ABLE TO WATCHING YOUR BACK WHILE YOU EXPLORE.

UP ON THE CRATES TO YOUR LEFT IS THE FIRST GENERATOR. JUMP LIP AND DESTROY I
USE YOUR WEB BALLS ON THE PULSING ORBS TO QUICKLY TAKE THEM OUT, JUST AS YOU
DID N THE BUGLE, AFTER YOU DESTROY THE FIRST ONE, HEAD TOWARD THE BACK OF T
WAREHOUSE. THE SECOND GENERATOR IS JUST AHEAD ON THE GROLIND. YOU CAN HOP U

ON THE CRATES AND DESTROY IT FROM ABOVE IF YOU WISH.

-

- —— -
DESTROY THE GENERATORS

e




pU; 1T ON ~

10 THE SECRET PASSAGE PUNISHER MENTIONE |
wmuOuet. IN THE TOP LEFT, CRAWL UP TO IT ARV youLL K
Ly RIGHT NEARBY IN THE CORNER; PICK (T UP FOR A UTTL

i .p '
TO THE CEILING

LYM '] VAR

=

> UP INTO THE SECRET PASSAGE AND DROP DOWN. TL,ZE”
LEFT IMMEDIATELY, SOME SYMBIOTES AND ANOT HeR GENER-
THIS SLIME FILLED ROOM. c] 2
ANU

ATOR ARE INSIDE
SPIDEY SMACK DOWN, THEN GO BACK DOWN THE HALL
THE WAREHOUSE.

ouT INTO THE BACK OF

v aononnaadiG M INONINA

DESTROY 2 MORE GENERATORS

e o 2 P i TONTHiE CILNGYAND ORABTEE HEALTY 1 ° s
e ri OF Tic RAFTERS IF YOU NEED IT, THEN PROP DOWN TO THE GENERATOR AT T

' BACK RIGHT OF THE ROOM AND TAKE IT OUT.

(C=_= A
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THERE 15 MORE FLAM

AVAILABLE IN THE COR':J'EGRSWSS ::‘E‘"p
Z?%’E;: ;ou MAY WANT TO PICK SOME |

L RE YOU ATTACK THE FINAL GEN- 5 |
» IN THE CENTER OF THE ROOM, ¥ |

SRS ————

PROP POWN TO TH
E MIPPLE OF THE ROOM AND DESTROY THE FINAL
GENE

HEAD THROUGH TH
HE SMALL PAS
SAGE ON THE BACK WALL, RATOR, Tyg,

YOU'LL HIT A CHECKPOINT JUST ABOVE A FAN AND ANOTH

DOWN THE HALL AND DOWN, THEN

ENTER THE PASSAGE, TAKE A LEFT,
VERING IT:

THER FAN, THIS ONE WITHOUT A GRATING co
WHICH WOoULD BE WHY YOUR SPIDER SENSE IS GOING WILD. LOOK DOWN AND TO THE
RIGHT; YOU'LL GEE A SMALL LEDGE. PROP OR SWING DOWN AND HEAD DOWN THE HAL
you'LL FIND THE FINAL PRO YOURE FALLING STRAIGHT INTO TROUBLE.

PROP DOWN AND
LEFT AGAIN AND OuT ABOVE ANO

P UP AHEAD.

CHECKPOINT
.
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GET PAST THE LASERS, ELECTRI-
FIED FLOORS, AND SUSPENDED
PLATFORMS

HONZtL 4ILYMUIANS

THIS IS ONE OF THOSE “YOU MUST BE JOKING” MOMENTS. A DAN-
GEROUS GAUNTLET LIES AHEAD, AND YOUVE GOT TO GET PAST IT
TO DISCOVER THE TRUTH. FROM WHERE YOU LAND, RUN FORWARD
AND THROUGH THE DOORS AHEAD, REVEALING AN AMAZING SIGHT.
ALATFORMS, SUSPENDED FROM ELECTRIFIED WALLS, ACT AS
STATIONARY LASER TURRETS. SOMEONE REALLY DOES NOT WANT

ANY VISITORS.

FIRST STEP: JUMP AND SWING FOR THE RIGHT S|

ON THE EDGE),

DVE PLATFORM, WHEN YOU LAND (PROBABLY

CRAWL UP ONT
NEXT PLATEG O THE PLATFORM, THEN JUMP AND IMMEDIATELY SWING FOR Tii

g

N/

A ON THE RIGHT. NO NEED TO TANGO WITH THE LASER UNLESS NECESSARY

”~ Y

-




WHEN You L
CONE BREA%:ﬁ@O: THIS PLATFORM, DESTROY THE TURRET WITH 4 WED BALL: v
OOM TO MOVE FROM HERE, YOU CAN'T QUITE REALH THE E'/I T '

END, SO GO INTO
. FIRST PERSON MODE AND LO ) 7 a
LEFT WALL, THeN A OK UP AT THE PLATFORIM ABOYE, o

CRAWL AROUND TO THE SIDE FACING THE EXIT, THEN CLIMB UP TO THE TOP OF THe PLAT
FORM (TAKE THE HEALTH IF NEEDED), TURN AROUND AND SWING FOR THE EXIT, WALk 1
THROUGH THE DOORS AND INTO THE SECOND ROOM,

SAME DEAL HERE. JUMP AND SWING FOR THE LEFT (HIGHER) PLATFORM FIRST, THEN *\
AROUND TO THE BACK (FACING THE EXIT FROM THIS ROOM) AND UP ONTO THE TOP, FROM
THERE, JUMP AND SWING FOR THE PLATFORM STRAIGHT AHEAD. "

WHEN YOU LAND, JUMP AND SWING FOR THE PLATFORM ON THE RIGHT. FROM THERE, 60

FOR THE EXIT, WHEN YOU GO THROLGH THE DOORS HERE, LOOK TO THE LEFT FOR SOME

HEALTH TUCKED AWAY IN A CORNER, AND THEN PROCEED TO THE FINAL ROOM.

!

4 1
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ONWARD, JUMP FOR THE PLATFORM ON THE RIGHT, CRAWL ONTO IT, AND THEN DESTROY ‘;‘. :
THE TURRET.
20
> |
-
i
>
»
C
y 4
(v
m
3
:TO GO INTO FIRST PERSON MOPDE AND SWING FOR ? Ry g ' i z
FAR ABOVE YOU ON THE LEFT WALL, BE CAREFUL; : y ]

PDESTROY IT IN FIRST PERSON MOPDE BY TARGETNG IT QUICKLY ‘i z

AFTER IT HITS YOU AND FIRING A WEB BALL AT IT. | =
o
m
z
o)
- >

AFTER YOU PDESTROY THE TURRET, JUMP AND SWING FOR THE LAST PLATFORM AHEAD ON |
THE LEFT, CRAWL AROUND TO THE BACK, AND FROM THERE, SWING TO THE EXIT. RUN
THROUGH THE DOORS AND INTO AN UNUSUAL LOOKING CORRIPOR. FROM THERE, GO
STRAIGHT AHEAD, GRAB THE WEB FLUIP, AND YOURE HEADING INTO THE HEART OF THIS
COMPLEX,

Ve SR/
1 |
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DESTROY THE FOG GENERATORs
RESCUE BLACK CAT

AH, OBVIOUSLY YOUR DESTINATION WOULD BE A SECRET UNDER-
WATER BASE, PROTECTED BY A HORDE OF RAVENING SYMBIOTES.
THIS IS NOT A PROBLEM FOR OUR FAVORITE WEBSLINGER, OF
COURSE. BLACK CAT IS IMPRISONED HERE, AND THIS IS ALSO YOUR
CHANCE TO SHUT DOWN THE FOG GENERATORS.

THE CENTRAL ROOM IS ORGANIZED INTO A HEXAGONAL WALKWAY,
WITH THE FIRST WALKWAY LEADING BACK OUT THE WAY YOU CAME, |

AND THE OTHER FIVE LEADING TO VARIOUS CONTROL ROOMS. IN
THE CENTER OF THE HUB IS A SYMBIOTE GENERATOR, WHICH YOU CANNOT DPESTROY.

COUNTING CLOCKWISE, AND IGNORING THE PATH ON WHICH YOU CAME IN, THEY ARE:
1) CONTROL ROOM A, 2) SECURITY CONTROL, 3) CONTROL ROOM B, 4) RESEARCH FACILITIES,

5) CONTROL ROOM C.
FIRST STOP, SECURITY CONTROL. RUN DOWN THE WALKWAY TOWARD THE GENERATOR IN

THE CENTER, THEN TURN TO THE LEFT, JUMP AND SWING TO SECURITY CONTROL. ENTER,
AND YOU WILL FIND BLACK CAT. AFTER YOU TALK WITH HER, HIT THE SWITCH ON THE RIGHT

SIDE OF THE ROOM TO OPEN THE PORT CONTROL ROOMS.

IGNOR
EVERY THING DONE HERE WITHOUT

WASTING HEALTH FIGHTING THEM.,




IT TO THE CENTRAL HUB, GRAB THE F
;‘, ! LAME FLUID N
_ Jff"o “swme FOR CONTROL ROOM A. INSIDE, YOULL
| 54 TROLLING TWO OF THE SIX FOG VENTS. HIT THE
€H AND YOU'LL CLOSE THE PORT, CREATING A BACKLP AND AN

| MPRESSIVE EXPLOSION,

OR CONTROL ROOM B AND FLIP THE SWITCH. AFTER YOUVE DONE THAT, TAKE
THE TOP OF THE SYMBIOTE GENERATOR IN THE CENTER OF THE HUB AND GRAB
- ARMOFR WAITING FOR YOU. HEAD FOR CONTROL ROOM ¢, FLIP THE SWITCH, AND
YOU1L CLOSE THE LAST OF THE VENTS. DOING SO WILL CAUSE A TREMENDOUS EXPLO-
SION, FREE BLACK CAT, AND OPEN YOUR WAY INTO THE RESEARCH FACILITIES. ONWARD, TO
PISCOVER THE MAN BEHIND THE MESS.

- FORGET THE ARMOR! IT WILL
FIGHTS A LOT

b U




AND NOW YOU KNOW WHO IS BEHIND THIS SCHEME. YOU MUST
FORGIVE HIM FOR SOUNDING COMPLETELY NUTS; HE WOULDN'T BE
MUCH OF A SUPER VILLAIN WITHOUT A CRAZY PLAN. OF COURSE,
IT'S YOUR JOB TO SHOW HIM HOW BAD THAT PLAN IS.

) = Y pocTor OCTOPUS IS SEALED BEHIND A HUGE SHIELD OF

i T~ ENERGY; YOU NEED TO PUT IT OUT BEFORE YOU CAN PUT
1 3 » B i} | HIM OUT. IMMEDIATELY START RUNNING IN A CIRCLE AROUND
i garll OCK. HE'LL LASH OUT AT YOU WITH ALL FOUR OF HIS ARMS,

a1 BUT AS LONG AS YOU ARE MOVING OR JUMPING, HE WILL

| ‘. miss You.

EVENTUALLY, A HUGE BUTTON WILL BE LOWERED: PRESS IT,
AND ANOTHER SHIELD WILL SPRING UP, SIPHONING POWER
FROM OCK'S PERSONAL SHIELD. THE NEW SHIELD WILL FORM
A WALL IN YOUR PATH AROUND OCK'S CONTAINMENT, SO
YOU'LL NEED TO JUMP OVER IT AS YOU RUN AROUND.




(£2P RUNNING, AND MORE SWITCHES WILL DROP.

FLUID OR BY PRESSING THEM, AND REMEMBER THAT YOU ARE INVINCIBLE WHILE ANIMATING
THE BUTTON PUSH. WHEN YOU FINALLY TRIGGER THE FOURTH SHIELD, ALL OF THEM WILL
SHORT-CIRCUIT FOR A MOMENT, GIVING YOou ACCESS TO THE DOC, UP CLOSE AND PER-
SONAL. PUT SOME WEBBING ON YOUR FISTS AND GIVE HIM A WAKEUP CALL.

YOU CAN HIT THEM WITH EITHER WEB

HE SHIELD WILL AGAIN POP UP AND YOU'LL BE FORCED TO PLAY RING AROUND THE
OCTOPUS AGAIN. SLIGHTLY ANGRIER NOW, OCK WILL GET UP ON HIS TENTACLES AND BEGIN
|LASHING THEM AT YOU ONE AT A TIME RATHER THAN ALL TOGETHER. MORE THAN BEFORE,
YOU MUST KEEP MOVING. FORTUNATELY, HEALTH AND WEP FLUIP WILL APPEAR AROUND
OCK, SO YOU CAN PICK IT UP WHILE RUNNING FROM HIM. AGAIN, THE SWITCHES WILL DROP,
AND AGAIN YOU MUST TRIGGER ALL FOUR TO GET AT THE POC AGAIN. WHEN YOU DO, GET |

IN AND BEAT ON HIM-HE'S ALMOST DOWN FOR THE COUNT.

OCK WILL BEGIN WILDLY FLAILING HIS TENTA-
CLES AT YOU, MAKE SURE YOURE ONE STEP
AHEAD OF THEM, HIT THE SWITCHES A FINAL
TIME, AND PUT DOCTOR OCTOPUS DOWN FOR

THE COUNT. Now You JUST HAVE TO WORRY
ABOUT CARNAGE...




# LEVEL 6, AREA 5: SPIDEY Vs CARNAGE

CARNAGE IS A VERY UNPLEASANT INDIVIDUAL, AND HE JUST
KNOCKED VENOM DOWN HARD. NOW YOUVE GOT YOUR HANDS FULL,
AND IT’S UP TO YOU TO PUT HIM OUT OF COMMISSION. HOW?
DOCTOR OCTOPUS KEPT A SONIC AMPLIFIER AROUND IN THE EVENT
CARNAGE GOT OUT OF CONTROL. WITH A LITTLE BIT OF WORK, YoUu

CAN USE THE DEVICE TO DEFEAT CARNAGE.

CARNAGE HAS ONLY A FEW ATTACKS, BUT THEY ARE EXTREMELY
DAMAGING. IF YOU ARE FAR AWAY, HE WILL THROW DARTS AT YOU, AND IF YOU GET

CLOSE, HE'LL SHAPE HIS HAND'S INTO WEAPONS AND ATTACK. YOU HAVE TO KNOCK HIM
INTO THE SONIC FIELD TO DAMAGE HIM. THERE ARE A COUPLE OF METHODS TO DO SO.




P ZOUND THE FIELD, SO DON'T HESITATE
70 USE AS MUCH WEBBING AS You

F yOoU CAN MOVE AROUND BEHIND CARNAGE AND ACTIVATE YOUR WEB SHIELD, WHEN YOoU
2ELEASE IT, IT WILL KNOCK HIM INTO THE FIELD. DON'T RELEASE THE DOME IF CARNAGE IS
I\ THE PROCESS OF ATTACKING YOU; IT WON'T MOVE HIM. WHEN YOU DO GET HIM INTO THE
FIELD, HELL TAKE SOME DAMAGE, AND THE FIELD WILL SHUT DOWN FOR A MOMENT.

CARNAGE WILL STAGGER OUT OF THE FIELD AND COME BACK AT YOU.
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N HIM FOR A SPLIT SECOND Aup
o A STREAM OF WEBBING TO STU
YOU CAN mr;:::\n\:'%:;ﬂ r',:g FIELD WITH THREE QUICK PUNCHES. JUST MAKE SURE YOURe
THEN ““‘g‘;:_ BEFORE YOU FIRE THE WEBBING; IT WILL NOT HOLD HIM FOR LONG AT ALL
VERY CLOSE BEFORE .

IF CARNAGE GETS ON THE OPPOSITE SIPE OF THE FIELD FROM »\'w

YOU., HE WILL JUMP OVER IT QUICKLY AND COME AT You 4 :
AGAIN. JUST NAIL HIM WITH SOME WEBBING AND KNOCK HIm I
BALK INTO THE FIELD, OR FORM A SHIELD BEFORE HE LANDS,

LET HIM ATTACK, AND KNOCK HIM INTO IT.

A FEW REPETITIONS OF THIS, AND CLETUS WILL BE KNOCKED OUT—AND THE SYMBIOTE WILL
CRAWL AWAY TO RECOVER. ALL DONE? NOT QUITE...
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ST WAY TO DO THIS IS TO
JUMP CONSTANTLY. SWINGING OCCA-
SIONALLY IS FINE, BUT IF YOU SLIP AND
SWING OFF CENTER, YOU'LL TOUCH A
\WALL, STICK, AND LOSE PRECIOUS

—-—n




y /O 4T 7
1 U0 TH bi WE SO0 TH
[ YOUR FORWARD WMOWENTL

ONE FINAL TIP, YOU CAM ALSO tigs 1
FORWARD PLLL (PRESS FORWLZD rag
HIT R2) TO ¥ AsK YOURSELF Grscay
TOWARD A WALL UP AHEAD. JusT
MAKE SURE YOU DETALH YOLRSES
AND GET MOYING AGAN GLICKLY.

KEEP UP THIS PATTERN AND YOULL BE OUT FAST. WHEN YOU REACH THE SURFALE, A
GIGANTIC EXPLOSION ROCKS THE COMPLEX, AND SPIDEY BARELY GETS OUT WITH HIS TAE
INTACT, THE SYMBIOTE SHIELDS OCK FROM ANY LASTING DAMAGE, AND SPIDEY GRABS
TO SEND Hi OFF TO THE PROPER ALITHORITIES, FOR PETER, HIS LONG DAY 1S FINALLY
OVER. CONGRATULATIONS, YOURE FINISHED,




WONPERING HOW TO
UNLOCK A CERTAIN
SECRET? NEEP A LIST
OF CHEATS? WEVE
GOT YOUR NUMBER
RIGHT HERE.




BIG HEAD SPIDEY

IN “BUILDING TOP CHASE” (LEVEL 2, AREA 5), TAKE OUT ALL
OF THE COPS AND THEN RETURN TO THE BEGINNING OF THE
LEVEL. THIS IS DIFFICULT TO ACCOMPLISH, BUT IF YOU SUC-
CEED, YOU WILL SEE THAT THE FIRST BILLBOARD ON THE
TOP OF THE FIRST BUILDING HAS CHANGED TO BIG LETTERS
THAT READ, “DULUX.” THIS IS A SECRET REFERENCE TO THE
BIG HEAD SPIDEY CHEAT CODE.

INPUT DULUX AT THE CHEATS MENU (LUNDER SPECIAL ON THE MAIN MENU) TO ACTIVATE The
BIG HEAD SPIDEY CODE.

CHARACTER VIEW:"’

NAME:

$HIDER SN
POWERS:

SUPER STRENGTH
SUPER AGILITY g - oy

STICK TO WALLS ! ~
SPIDER BENSE | . - N E
FIRST APPEARMNCE: || P

ANMZ FANTASY 1)

E ] s,i’

L1 Zoom N
L2 zoow our ) SELECT (8 BaCK _

SPIDEY HAS WORN A VARIETY OF COSTUMES THROUGHOUT HIS LONG CAREER AS THE
WEBSPINNER. YOU CAN ACCESS THEM YOURSELF TO GAIN SOME UNUSUAL ABILITIES.

UNIQUE POWERS: NONE (ASIDE FROM SPIDEY'S STANDARD
POWERS)

HOW TO ACQUIRE: DUCK INTO A CONVENIENT ALLEY

’ am ¥




UNIQUE POW‘RG' POUBLE DAMAGE

HOW TO ACQUIRE: COLLECT ALL COMICS ON ANY MODE

UNIQUE POWERS: UNLIMITED WEBBING
HOW TO ACQUIRE: FINISH THE GAME ON ANY MODE

<«
g >

CAPTAIN-UNIVERSE
UNIQUE POWERS: DOUBLE DAMAGE, UNLIMITED WEBBING,
INVULNERABILITY
HOW TO ACQUIRE: DEFEAT THE GAME ON HARD MODE

I 9 2
i \‘f e |

I
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N i §
‘»P‘ '3

[ & e |

N L.

UNIQUE POWERS: STEALTH MODE (PRESS L2 TO BECOME VIS
BLe)

HOW TO ACQUIRE: FINISH THE GAME A SECOND TIME ON AV
DIFFICULTY

e

UNIQUE POWERS: NONE

HOW TO ACQUIRE: DEFEAT LEVEL 3, AREA |
(SPIPEY ve. RHINO) 4
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UNIQUE POWERS: NONE

HOW TO r
AGAND ACQUIRE; DEFEAT LEVEL 4, AREA Il (SPIDEY VS, VENOM

QUICK CHANGE SPIDEY

UNIQUE POWERS: RESTRICTED TO TWO WEB CARTRIDGES
HOW TO ACQUIRE: SCORE OVER 10,000 POINTS IN ZIP-LINE
TRAINING

PETER PAR

UNIQUE POWERS!: RESTRICTED T

HOW TO ACQUIRE: FINU HIM IN TH
HUNT TRAINING

0 TWO WEB CARTRIDGES
€ HIDDEN KRAVEN ROOM IN ITEM



LGHOUT THE GAM
LIFE. IF YOU PIC
EW IN THE G

2 comics AWAIT YOUR DISCOVERY, SCATTERED THRO
TS AN IMPORTANT MOMENT DURING SPIDER-MAN'S

P
ey WILL BE ADDED TO YOUR COLLECTION, WHICH YOU CAN Y
yOUR LEISURE.

BANK APPROACH

LOCATED ON TOP OF THE FANTASTIC FOUR BUILDING.

pqu‘lﬂ!k‘ll Twe 51211 DOUBLE ™o Wl!lE‘li‘

G AMATING —
L3spinERayS: INECORICTIEVE R
' : 02 HOSTAGE SITUATION

LOCATION

PICK UP THE CHAIR IN THE CUBICLE IN

- O

B
COMIC LEVEL COVER DES CRIPTION y
STOP THE BOMB! SPIDER-MAN PDEATH OF CAPTAIN STALY #I

et

ION

FREE THE HOSTAGES LOCATED BY THE BOMB. THEN RUN BACK
TO THE ENTRANCE OF THE BOME SECTION, AND THE COMIC IS
LOCATED IN THE HALL JUsT BEFORE THE FIRST SECURITY POOR.

COMIC LEVEL
04 RACE TO THE BUGLE  AMAZING SPIDER-MAN #zs |

LOCATION

ON THE SIDE OF THE BIG BUILDING WHE
CINEMA IS (TWO HENCHMEN), RERTHEIN: OANE




v

COVER DESCRIPTION

coMIC LEVEL Tt
SPIPEY VS SCORPION AMAZING SPIPER-MAN #20 G
05 y =2 .

DESTROY ALL THE FURNITURE IN THE FIRST ROOM, AND THE
COVER WILL APPEAR IN THE MIDDLE OF THAT ROOM.

L )'/
Tl  comic  LEVEL COVER DESCRIPTION y

O the Amgjg_\s\&p ~i:.m;

__ N1

/

‘- 06 POLICE CHOPPER CHASE AMAZING SPIDER-MAN #lo ’
|

]
GO BEHIND THE RIGHT FRONT ROOFTOP BOX ON THE LAST BUILD-
ING. THE HELICOPTER WILL BLOW IT UP AND REVEAL THE COMIC,

'J T AMNLING \é “
COMIC  LEVEL COVER DESCRIPTION %SP‘E?“"“.E

07 BUILDING TOP CHASE  AMAZING SPIDER-MAN #39 i\ ~ ‘ ‘
-

LOCATION g\
jlocaton 00000000 el
LOCATED INSIPE THE GOBLIN CRANE LAIR. .

W SPIolv iRl

gy S
2 GeRMAZIy.
r .‘_3\‘}}?0'?74% COMIC LEVEL COVER DESCRIPTION
I" @.‘f‘fﬁi yd o8 SCALE THE GIRDERS  AMAZING SPIDER-MAN #400
¥ 2

LOCATION 4

0%
’é" i P i

‘mz FAMILY.

COMIC LEVEL COVER DESCRIPTION
09 POLICE EVADED AMAZING SPIDER-MAN #|4-

|
i

LOCATED INSIDE THE BUILDING WITH THE SKYLIGHTS THAT GET ¥ g =
[ W BLOWN OUT. GO TO FACE TOWARD THE END OF THE LEVEL AND P
A TARGET THE BROKEN GLASS AND SHOOT IT.




AMAZING SPIPER-MAN ##+#

FESTROY ALL OF THE BARRELS HE LEVEL, ANI? THE COVER
WILL APPEAR IN THE MIPPLE OF ALL THE ELECTRIC PYLONS.

§‘h@ ., .

i} ER DESCRI

l 3 CATCH VENOM PP SPECTACULAR SPIDER-MAN #76

1, S-S
r ‘ ’ ] = ;

oy Wi DERINERNES
ARVELSUPER HERD \

“OCATED UNDERNEATH THE CAR. LIFT THE CAR TO THROW IT,
AND THE COMIC WILL APPEAR.

COMIC LEVEL COVER DESCRIPTION

- SEWER ENTRANCE  SPECTACULAR SPIDER-MAN # o 4 v

LOCATION

LOCATED IN THE FIRST HALLWAY. AFTER GOING OUT TO THE
CAVERNS, TURN AROUND AND COME BACK,

CHINUVd H313d HLIM usAo:uacnn

LOCATED ON BUILDING ROOFTOP
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COVER DESCRIPTION
MCFARLANE) #| SILVER

COMIC LEVEL

SEWER CAVERN SPIDER-MAN C

M BEHIND THE WATERFALL.

LOCATED IN THE SECRET ROO

IF MAKING THE FIRST

LOCATED AT THE END OF THE HALLWAY
LEFT TURN.

- COVER DEJ'CRIPTION

LOCATED NEAR THE THIRD SWITCH AFTER THE FOURTH SWITCH
IS PRESSED.

i COMIC LEVEL COVER DESCRIPTION
\‘ TUNNEL CRAWL SPECTACULAR SPIDER-MAN #I58

LOCATED BEHIND THE SECOND ‘BOX’' AFTER T . IRST
BOX IS HIT. HE SWITCH ON F

JEQMIETTFLEVEL COVER DEFCRIPTION "o »
THE LIZARD'S MAZE AMAZING SPIDER-MAN #06 :

% : _
N A




&

COMIC LEVEL COVER DESCRIPTION

MOAMALNS

% l
X

LOCATED INSIDE THE FIRST VENT WITH THE HOSTAGE (THE VENT
YOU PON'T HAVE TO CLIMB INTO TO FINISH).

comic LEVEL COVER DESCRIPTION

2 ELEVATOR PESCENT AMAZING SPIDER-MAN #|00 _;

COMIC  LEVEL
22 STOP THE PRESSES

LOCATED UNDERNEATH THE PAPER STACK IN THE SECOND
SECTION. LIFT THE PAPER STACK TO THROW IT.

MMEDIATELY AFTER YOU JUMP THROUGH THE FURNACE TO GET
INTO SECTION 2, FOUR PIPES WILL SPRING STEAM LEAKS. GO
INTO TARGET MODE, TARGET THE BASE OF EACH LEAK

(WHEN THE RETICULE TURNS BLUE), AND SHOOT WEBBING AT
EACH. WHEN YOU'VE SHOT ALL FOUR, THE FURNACE ON THE LEFT
WILL SHATTER, REVEALING THE COMIC COVER.

AFTER ALL OF THE FIRST STAGE TARGETS ARE TAKEN OUT. THE

COMIC COVER APPEARS ON FIRST LEVEL FROM THE BOTTOM.

.ﬁsﬂ: D SYMBIOTES INFEST BUGLE AMAZING SPIDER-IMAN #GZ

P UILldVHD

dANAVd dAl3d HLIM d3AODUAANN



COVER DESCRIPTION

COMIC LEVEL =
6 SPIDER-MAN 1129 §

2 WATERFRONT WAREHOUSE

'
LOCATED IN THE CRATE ALCOVE.

™. AMAZ\WNS @ l
g 0

Q!
COMIC LEVEL

: 26 WATERFRONT WAREHOUSE ~ AMAZING SPIDER-MAN #15

PUSH THE LAST GRATING JUST BEFORE THE DROP INTO THE NEXT
LEVEL CIN THE FAN VENTILATION PIPES). IT IS LOCATED IN THE

SECRET ROOM BEHIND THE GRATING.

AMAZIN

COMIC LEVEL COVER DESCRIPTION . s
27 UNPERWATER TRENCH AMAZING SPIPER-MAN #2

LOCATED IN THE ROOM BELOW THE STARTING ROOM. IN THE SEC-
OND GEAR ROOM, HIT THE HIDDEN SWITCH AND SWING BACK TO
THE BEGINNING. THEN GO INTO THE ROOM BELOW THE STARTING
ROOM VIA THE DOOR BELOW THE FIRST DOOR, WHICH IS FOUND IN
THE FIRST TURRET-FILLED AREA.,

s SEOERA, @ "

R T e [ COMI

(i 3 ,}g : Cc VEL COVER DESCRIPTION
d 28 STOPPING THE FOG SPIDER-MAN 2099 #I

N
B

Eocetion T

LOCATED IN A SMALL R
COLUMN, OOM INSIDE THE LOWER PORTION OF MAIN



COMIC LEVEL

29 SPIDEY VS. POC OCK

COVER DESCRIPTION
AMAZING SPIDER-MAN #3

& A

APPEARS FOR A COUPLE OF SECONDS AFTER OCK’'S SHIELD :
REGENERATES THE FIRST TIME.

95 AMALINS *

SPIDRR N,

The FINAL
CHAPTER!: |

COMIC LEVEL

9

CATION

LOCATED AT THE FIRST BENP IN THE TUBE >

AMATING?

© FANTASY w

COMIC LEVEL COVER DESCRIPTION

30 SPIDEY VS, CARNAGE AMAZING SPIPER-MAN #33

(I Locarion

APPEARS PERIOPICALLY FOR A FEW SECONDS IN THE CENTER OF j
THE BUBBLE

N

O BTN
COVER DESCRIPTION l SPDRRNY

3l SPIDEY VS, MONSTER-OCK  AMAZING SPIDER-MAN #252 T NG A

SPIPEY VS, MONSTER-OCK

LOCATION

W THINERS \

' §‘\
X

SPID
MAN
-
W

COVER DESCRIPTION
AMAZING FANTASY #I5
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IN THE GAME, THERE IS A STRONG REPRESENTATION OF MANY CHARAC-

TERS FROM SPIDEY s LONG HISTORY. ARE THERE ANY YOU WISH Yoy
COULD HAVE DONE MORE WITH?Z

PAVE COWLING (LEAD PROGRAMMER): FROM A TECHNICAL PERSPEL TIVE,
THERE WERE sev,

ERAL EFFECTS THAT WOULD HAVE BENEF! TED FROM A MACHINE WITH
GREATER PROCESSING P,

OWER. WE KNEW EARLY ON FROM HA VING POC OCK IN THe
GAME THAT SOME FORM OF CURVE REN,

ENTERING WOULD BE BENEFICIAL (FOR HIS TENTAS
CLES). WE DEVELOPED BEZIER SPLINE INTERPOLA TION ROUTINES THAT ENABLED THE |
ANIMATORS TO SPECIFY OCK'S ARM- ' ONLY A FEW CONTROL POINTS, THE Cope
GENERATED 30, SMOOTHLY INTERPO « JEXTURED AND ENVIRONMENT mAaPPep
MOPELS FROM THIS VERY SIMPLE CLRYVE pa TA. THE TENTACLES LOOKED FANTAS TIE,
BUT UNFORTUNATELY THE PSX J1/<

REQUIRED. WE DID MANAGE T0 sz |1 rop etk WITH ALL THE PROCESSING
; = IO USE T | >CORPION'S TAIL, BUT IN THE END THE

TENTACLES HAD TO USE A cUT-Dowy /ON OF THE cop 2

CURVES IN 30, BUT RENDERED THEM USING pp) TES, + WHICH GENERATED

: T
IS A HUGE CHALLENG ReTHA
MOST DIFFICULT ASPeC TS OF

WAS ONE OF THE
CHARACTER WITH 5 oons < Erpgffé’,ﬁ‘r’,’,‘;;”ﬁ CAME. THE EASIEST Wag HAVING AAR_
ACTER MUCH EASIER 7 I MAPE Pecision makme ON THE CH

KEVIN MULKHALL ( PROD(ICER).' THAT
WE THOROUGHLY ENJOYED WORKING op <
F WE WeRe precg,, TED
ANOTHER SPIPEY GAME, |T WouLD ge 1yp
ALL HAVE TO WAIT AND see WHAT Lies A
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UNLEA SH THE WEB-SLINGING
WALLCRAWLER DVSIDE 70U]

l’f’lﬁf BOSS-FIGHTING TACTICS—
DEFEAT SCORPION, VENOM, RHINO, £ OTHER NOTORIOUS SUPER-VILLAINS!

AC‘W'SION N” |

4 YOU’VE GOT THE POWERS—SUPERHUMAN STRENGTH AND
REFLEXES, ARACHNID-LIKE CLIMBING ABILITY, AN UNCANNY SENgE
OF DANGER, AND, OF COURSE, THE WEB SHOOTERS. YOU CAN, As
THEY SAY, DO WHATEVER A SPIDER CAN. BUT WITH AMAZING
POWER COMES AWESOME RESPONSIBILITY—YOUR MOST
INFAMOUS ARCHENEMIES, NOT TO MENTION THE ENTIRE
NYPL, ARE READY TO TAKE YOU DOWN. IT'S EITHER
YOU OR THEM. TIME TO SWING INTO ACTION!

COMPREHENSIVE STRATEGY —
STEP-BY-STEP WALKTHROUGHS FOR EVERY LEVEL AND AREA!

30 LEVEL MAPS—
FIND YOUR WAY THROUGH EVERY ENVIRONMENT!

' ;}‘-(;9’]7;  INFO—
PLETE COMIC LOCATIONS. AN

[T
bl |



