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Safety Information
About Photosensitive Seizures

A very small percentage of people may experience a seizure when exposed to certain
visual images, including flashing lights or patterns that may appear in video games. Even
people who have no history of seizures or epilepsy may have an undiagnosed condition
that can cause these "photosensitive epileptic seizures "while watching video games.
These seizures may have a variety of symptoms, including lightheadedness, altered vision,
eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion, or
momentary loss of awareness. Seizures may also cause loss of consciousness or
convulsions that can lead to injury from falling down or striking nearby objects.
Immediately stop playing and consult a Doctor if you experience any of these symptoms.
Parents should watch for or ask their children about the above symptoms —children and
teenagers are more likely than adults to experience these seizures.

! The risk of photosensitive epileptic seizures may be reduced by sitting further from the

¥ television screen, using a smaller television screen, playing in a well-lit room, and not
playing when you are drowsy or fatigued. If you or any of your relatives have a history of
seizures or epilepsy, consult a Doctor before playing.

Other Important Health and Safety Information

The Xbox® Instruction Manual contains important health and safety information that you
should read and understand before using this software.

Avoid Damage ta Your Television

Do not use with certain televisions. Some televisions, especially front-or rear-projection
types, can be damaged if any video games, including Xbox games, are played on them.
Static images presented during the normal course of game play may ‘burn in' to the
screen, causing a permanent shadow of the static image to appear at all times, even when
video games are not being played. Similar damage may occur from static images created
when placing a video game on hold or pause. Consult your television owner’s manual to
determine if video games can be played safely on your set. If you are unable to find this
information in the owner’s manual, contact your television dealer or the manufacturer to
determine if video games can be played safely on your set.

+ Unauthorized copying, reverse engineering, transmission, public performance, rental, pay
or play, or circumvention of copy protection is strictly prohibited.
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USING THE XBOX® CONTROLLER

1. Connect the Xbox Controller to any controller port on the front of the Xbox console.

2, Follow on-screen instructions and refer to this manual for more information about using the
Xbox Controller to play THE INCREDIBLE HULK: Ultimate Destruction.

EE BASIC ATTACKS
g (X

¢.D

(A

@ Next to wall

G + B into wall

0 toward wall +Q
0 away from wall +0
A

Movement

Running

Jumping

Climb / Grab Wall
Wall Running

Jump up wall

Jump away from wall

Charge during jump and
release on landing for
chained jumping

Y

X

X
Q0
XTI

Y IXIX)

Y IXTY)
000

Y IXIX X

Punch
Special Attack

Air Punch (must be in air) ;
These are the basic attack
combos that are available

to the Hulk. You can

execute these by tapping

the buttons in the

sequence shown.

Additional moves can be

unlocked through the

course of gameplay.

Hint: Experiment with move
combinations other than
those listed here in order
to discover secret moves!

GRAPPLES (Soldiers / Mechs GRAPPLES (Heficopters / Planes / Large Mechs)

€
0
UJOCKX

Grab / Throw Soldier
Grapple Attack
Combo Punch

DO
(A

Punch
Jump Off

CAMERA CONTROES OTHER COMMANDS

@ Camera override (® Pick up object / Throw or

wlick) @ Reset camera STaRT drop held object
+ @ Change targeted enemy @ Pause
O Taunt

Hint: Most moves can be charged for exira power! Charge a move by
holding down the button for a moment before releasing it.

5] Many additional moves are available in the game but must be
unlocked during game play.




THE SEARCH FOR A CURE...

Bruce Banner is at the ihreshold of a cure for his terrible affliction.

After years of research in semi-isolation, Banner has created an
experimental device that may repair the damage done to his psyche by
childhood trauma. The machine is designed to modify his subconscious,
thereby subduing the Incredible Hulk that rages within his troubled mind.

Time'is of the essence: Banner knows he is losing control and that a
second, more menacing personality seems to be rising within him.
Working with his friend and mentor, psychotherapist Doctor Leonard
Samson, Banner is nearing completion of his work when isaster strikes.

Government forces launch an attack on Banner’s forest hideout and during
the ensuing chaos Banner's machine is destroyed. Banner escapes in the
form of the Hulk but now that his machine is destroyed he may have
nowhere to go.

Together with his friend and therapist, Doctor Leonard Samson, Banner
begins to recreate the machine with which he hopes to subdue the beast.
The Hulk now becomes Banner’s greatest asset, as the Green Goliath alone
is capable of refrieving vital machine components before time runs out.
Using hypnotic suggestion, Samson induces an artificial state of rage
within Banner, thus, transforming him into the Hulk on demand.

Banner and Samson are in a race against time as the military’s escalating
presence in the area threatens to interfere with their plans and. the sinister
voice in Banner’s mind grows more-insistent...

i~

MAIN MENU
STORY MODE

* New Game - Start the game from the beginning.

* Continue Game — Continues the most recently saved game and provides access to the
computer interface. The computer in Banner's hideout contains all the hints you have
collected in the game, your stats, and the move acquisition menu.

* Load Game - Load a previously saved game.

OPTIONS

 Save/Load - Allows you to manage The Incredible Hulk: Ultimate Destruction games saved
on your hard disk.

= Controller - Check game controls, toggle vibration.
» Sound Options - Change audio levels on sound effects, music and dialog.

» Camera Options - Invert axes, toggle targeting.

EXTRAS

e Code Input - Input game codes, toggle Cheats.
e Stats — View your stats.

» Art Gallery — View bonus art galleries.

¢ Movie Gallery — View bonus movies.

e Gredits - Check out the credits for the game.

PAUSE SCREEN

* Continue — Return to the game in progress.

* Map — Provides a full-screen map of the Hulk’s surroundings.

* Mission Objectives — Shows the objectives for the current mission.
e Options - Takes you to the options menu.

* Move Gallery - Lists your available moves.

e Save - Save your progress

e Abort Mission - Return to free roaming gameplay.

* Restart Mission — Start the current mission over.

e Exit to Main Menu - Quits current mission and returns to Main Menu.




CAST OF CHARACTERS
BRUCE BANNER

A prominent physicist and a genius, Bruce Banner was subjected to a
lethal dose of gamma radiation. Instead of dying, Bruce Banner found
that whenever he grows angry or stressed, he would transform into the

Hulk, Alarmed by a dark presence that seems to be growing within his
-mind, Banner is working together with his friend and mentor Doc

Samson to try and rid himself of the Hulk once and for all.

1 THE HULK

The Hulk is the alter-ego of Bruce Bannerand a manifestation of his
suppressed anger. There are no fimits to the destructive power of the
Hulk. He is capable of _Iea;)ing over buildings and scattering groups of
enemies as if they were mere toys. The Hulk uses a series of specialty
moves and unmatched strength to unleash a maelstmm of destruction
on'anything that gets in his way. :

DOC SAMSON

- Samson’s first contact with the Hulk was when he psychoanaiyzed the
captured Bruce Banner. In an experiment Samson siphoned

.superhuman powers from the Hulk during the Hulk’s commiled
exposure to gamma radiation. Samson'is a qualmed psx,rt:hlatnst1

1 accempl:shed scientist and one of the o!dest fnencis of Bruce, Banner :

CEMILBLONSKY .

Emil Btonsky is Spemal Director of "The Dwnszon” -a shadow 5o
government agency that studies and deals with mutant threats ‘Blonsky
 hates mutants, considering them to be abominations, and relentlessly -
 pursues both Bruce-Banner and the Hulk. In his position, Blonsky uses
the mmtary as pawns against Banner whlie studymg !he Hqu s biology
~for his uwn sinister ends. e A

1 GENERAL'ROSS

~ The determined General Ross isin command of all official mllltary
“operations involved in tracking Banner and neutralizing the Hulk.
Operating from Desert Base, he has a wealth of men and the latest
‘high-tech equipment at-his disposal. Ross has had time to prepare and
8 regroup since his last encounter with the Hulk and. is obsessed with
V_capturmg him, : ) &
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HOW TO PLAY

Playing as the Hulk, you must avoeid or eliminate any opposition in your guest to build the machine that will
cure you. Each mission you complete will bring you one step closer to your goal. After each mission you
will have the chaice to go and accept the next mission right away, explore the world, or undertake
challenge missions for extra smash points. You will need to deal with the military forces led by your old
nemesis General Ross, as well as some new enemies who have yet to reveal themselves.

Objectives

The Hulk must accomplish some challenging objectives in order to complete his missions. These objectives
will be marked with colored icons on the mini map, and similarly colored indicators at corresponding
locations in the world. These in-game indicators are:

A red fist for things the Hulk is supposed to smash.
A yellow hand for things the Hulk is supposed to pick up.
« A blue shield for things the Hulk is supposed to protect.

v v v

* A golden arrow to mark a place where the Hulk is supposed to put something down.

« A green house indicates the Hulk’s base where he can buy moves.

Hypnotic Sequences

In order to exercise some control over the Hulk, Dr. Samson is using implanted hypnotic suggestians. Pay

attention to these dream-like sequences since they will provide clues on how the Hulk can accomplish his
missions.

MOVEMENT

Running

Pull and hold B while moving the left thumbstick € to make the Hulk run. While running, the Hulk will
knock aside any moveable objects like cars or buses that happen to get in his way. Pull and release quickly
the B to give the Hulk a short burst of speed.

Jumping

Tapping @ will cause the Hulk to do a small hop. Press and hold @ briefly before releasing it to allow the |
Hulk to charge his jumps, giving them more range and speed. Press and hold @ during a jump and release i
it just as the Hulk lands to perform a Chained Jump, allowing the Hulk to cross large distances with great

speed.

Wall Running
The Hulk can run up and along walls by running or jumping into any vertical or near-vertical surface at
speed.

Climbing
Press @ by a wall to make the Hulk grab it. Use the left thumbstick € to move along the surface. Detach
by pressing @ or ®.

COMBAT
Attacks

Press @ to do a basic punch. Press and hold € briefly before releasing it to apply more force ta the punch.
Different attack combinations can be accomplished by pressing different combinations of the €@ and @
buttons. Try pressing these buttons in different combinations to discover some of the Hulk's special moves.

Grabbing & Throwing Ohjects -
Press @ to pick up many objects throughout the world. Objects like lampposts make great clubs. The Hulk
can even pick up and throw large objects like cars or tanks. Throwing large objects is a quick way of

dispatching enemies at range. Throw or drop objects by pressing @. Press and hold @ before throwin
apply more power to the throw. Slam carried objects into nearby enemies by pressing @.

Grappling Enemies
Grapple enemies close to the Hulk by facing them and pressing ©.




ion to swinging or throwing objects at his enemies, the Hulk’s incredible strength allows him fo turn
_ objects in his environment into weapons or armor. Vehicles for example can be torn in half to form steel
jloves, or pounded flat to make a shield with which the Hulk can deflect attacks. If an object can be
weaponized, pressing @ on your controller will do so. Weaponizations must be purchased with smash
points earned during gameplay.

CRITICAL MASS

When the Hulk takes damage or destroys things, he becomes
enraged. As the Hulk becomes angrier, his health increases until
he reaches critical mass. This unique anger-fueled state unlocks
specialty moves and increases the Hulk's health and damage.

Devastator Maves
Only when the Hulk has achieved critical mass is he able fo employ his most powerful and destructive
moves - the devastator moves. Use of these moves will deplete the Hulk’s power, potentially causing him
to drop out of critical mass.

Adrenaline Surge
If the Hulk's power gets very low, he will get a burst of energy similar to critical mass. In this state the
Hulk can also use devastator moves, but deing so will not deplete the Hulk’s power.

SMASH POINTS

Accomplishing abjectives, destruction of personal property, and defeating enemies will all earn the Hulk
smash points. These points can then be used to buy new moves at Banner’s hideout at the Church.

Buying Moves

When the Hulk has sufficient smash points to buy a move, ge to Banner’s hideout at the Church to find the
list of the new moves you can purchase. Each chapter that you complete makes additional moves available
to buy. Some moves have dependencies, and will not become available until after you have purchased the
moves they are based on.

COLLECTIBLES

@) Hints
These will be scattered throughout the game. When the Hulk runs through one he will be
= prompted to pick it up. They provide you with smash points and valuable gameplay tips.

Power-Ups
These small colored spheres are dropped by defeated enemies or hidden throughout the world.
Collecting them gives the Hulk increased power. They come in several sizes, the larger ones
providing the bigger rewards.
@ Comic Books
There are sixty comic book collectibles hidden throughout the game world. Each of these has the
cover art from a different issue of THE INCREDIBLE HULK™, Finding these comic books will
unlock a variety of cool and unigue rewards.
CAMERAS
Override the chase camera by tilting the right thumbstick @ in the desired direction. Clicking the right
thumbstick resets the camera to directly behind the Hulk.
eting
d hold @ to target the enemy that is the greatest threat to the Hulk. The Hulk’s attacks will be
at a targeted enemy. Change targets by moving the right thumbstick € in the direction of another
0 back to the highest priority enemy, disengage and re-engage targeting. Targeting behavior can
veen hold and toggle in the camera options menu.

Button Hint

Enemy Health

Emergency
Response
Meter

Smash Points

Combo Feedback
Objective Indicator
Target Reticle

Subtitles
Mini Map

Text Feedback
Power Meter — shows the Hulk's remaining power. If it reaches zero the Hulk has been defeated. If a
second bar extends, it represents critical mass. 4
Smash Points = shows the number of smash points the Hulk currently has. J

Comho Feedback = shows how many successiul attacks the Hulk has managed in sequence. The ‘
higher the number, the greater your smash point bonus. |

I]I}jective Indicator — The Hulk's objectives will have indicators floating over them to tell you what 1
you should do with them. The color and location of the indicator will correspond to that of the marker on i
the mini-map. (For a list of indicator types see pg. 7} 1\

Timer = indicates the time remaining in time-sensitive objectives.

Chase Meter — when the Hulk must stop an enemy from reaching a certain point, the distance
between the enemy and his destination is shown on this meter.

Mini Map — snows the area around the Hulk. Icons on this map indicate mission abjectives as well as
the locations of certain enemies.

Button Hint — Lets you know about actions you can perform immediately. Pressing the indicated button
will execute the action displayed below it.

Text Feedhack — pescribes new mission objectives and informs you of what state they are in.

Enemy Health — shows the heatth of objectives like bosses or things you are supposed to protect. The
color of the bar will be red for things you should smash and blue for things you must protect. Each PIP
above the main bar indicates an additional bar of health.

Emergency Respnnse Meter — As the Hulk causes destruction during free roaming gameplay the
spokes of the meter will extend. When the center of the meter lights up a military strike team will be
dispatched to deal with the Hulk.

Target Reticle — shows what object is currently targeted and its health.

Subtitles = 1t you have enabled subtities in the sound meny, they will be displayed in this region.
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Customer Support

Vivendi Universal Games Ltd take every care to ensure that our customers are treated in a professional
manner and are dealt with in a way in which they deserve. If you find that you have a technical problem with
one of our titles and you need assistance, please call the relevant number for your country.

You can also send us an email anytime, which will be processed within 36 hours. Please include the above
information and refrain from sending in ANY attachments, as these cannot be accepted by our Technical Support.

In the unlikely event that you find a fault with one of our products, please return the title to the retailer where
it was purchased for a full product exchange. Please refer to your local retailer for the conditions governing
the exchange of purchased products.

United Kingdom

+44 (0) 871 0752621
Calls are charged at 0.10 GBP per Minute

mailto : support@vugames.co.uk
http://www.vugames-europe.com

Opening Hours are 0900 to 2100 Inc.
Saturdays and Bank Holidays

Operations/Sales contact for retailers -
mailto:enquiries@vugames.co.uk
+44 (0) 118 9209100

LIMITED WARRANTY

THE LICENSOR expressly disclaims any warranty for the Program, Editor, and Manualis). The Program, Editor and Manual(s) are provicded
‘as is' without wamranty of any kind, either express or implied, including, without limitation, the implied warranties of merchantability,
fitness for a particular purpose, or non-infringement. The entire risk arising out of use or performance of the Program, Editor and
IManual(s) remains with you, However it is warranted that the media containing the Program shall be free from defects in material and
workmanship under normal use and services and the Program will perform substantially in accordance with the accompanying written
materials, for a period of 2 (two) years from the date of your purchase of the Program. In the event that the media proves to be defective
during that time period please directly contact your retailer. In order to enforce the above-mentioned warranty refailer should he
informed of the defect at least 2 {two) months fellowing its discovery. Some statesfjurisdiction do not allow limitation on duration of an
implied warranty, so the above limitation may not apply to you. This Limited Warranty does not affect the application of any legal
warranty provided by the applicable laws and regulations.

Republic of Ireland

+353 (0) 1530 935001
Calls are charged at 0.33 Euro per Minute

mailto : support@vugames.co.uk
http://www.vugames-europe.com

Opening Hours are 0900 to 2100
Inc. Saturdays and Bank Holidays
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VIVENDI

UNIVERSAL The PEGI age rating system:
Le systéme de classification PEGI

El sistema de clasificacion por edad PEGI:
Il sistema di classificazione Pegi

Das PEGI Alterseinstufungssystem

Age Rating categories:
Les catégories de tranche
d’age:

Categorias de edad:
Categorie relative all'eta:

Altersklassen: Note: There are some local variations!
Note: Il peut y avoir quelques variations en fonction du pays!
Nota: {Variara en funcién del pais!
Nota: Puo variare a seconda del paese!
Achtung: Landerspezifische Unterschiede kdnnen vorkommen!

~HINTLINE:

SERVICIEE

Content Descriptors:
n A
. - Description du contenu:

i ] Descripciones del contenido:
a 1 Descrizioni del contenuto:
g Inhaltsbeschreibung:
for this game. ..

BAD LANGUAGE DISCRIMINATION DRUGS
LA FAMILIARITE DE LANGAGE LA DISCRIMINATION LES DROGUES
- LENGUAJE INAPROPIADD DISCRIMINAGION - DROGAS
GATTIVO LINGUAGGIO DISCRIMINAZIONE DROGHE
VULGARE SPRACHE DISKRIMINIERUNG DROGEN
i) FEAR f| SEXUAL CONTENT FP=5E VIOLENCE
LA PEUR LE CONTENU SEXUEL LA VIOLENCE
~ TERROR " CONTENIDO SEKUAL S yioLEncIA
PAURA SESSD VIOLENZA
ANGST UND SCHRECKEN SEXUELLER INHALT GEWALT

For further information about the Pan European Game Information (PEGI)
rating system please visit:

Pour de plus amples informations concernant I'évaluation du systéme
d’information de jeu Pan Européen (PEGI), vous pouvez consulter:

Para obtener mas informacion sobre el sistema de calificacion de
juegos (PEGI), por favor visite:

Per ulteriori informazioni sul sistema europeo di valutazione delle
infarmazioni del gioco (PEGI) vi preghiamo di visitare:

Fur weitere Informationen Uber das europdische Spiel-Informationen
Bewertungs-System (PEGI) besuchen Sie bitte:

http://www.pegi.info

UK only - calls cost £1 per minute at all times. Please ask bill payers permission before calling, over 16's onty.
Republic of ireland only ~ Calis cost €1.75 per minute at all times. Please ask bill payers permission before calling, over 16's only.
Likely call duration Is approximataly 2%z minutes. Call charges from moblie phones and non-BT land lines may vary.




