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Minimum System Requirements
•	 OS: Windows® XP, Windows Vista™

•	 CPU: 1.5 GHz or faster (2.2 GHz for Windows Vista™)

•	 RAM: 512 MB (1 GB for Windows Vista™)

•	 Disc	Drive: DVD-ROM

•	 Hard	Drive: 8 GB of uncompressed free space

•	 Video:	128 MB video RAM, DirectX® 9.0c-compatible 

•	 DirectX9	Minimum	Card:	NVIDIA® GeForce® 6600 GT and above

•	 Sound: DirectX® 9.0c-compatible

•	 Input:	Keyboard and mouse

Recommended System Requirements
•	 CPU:	2.5 GHz or faster

•	 RAM: 1024 MB (1.5 GB for Windows Vista™)

•	 Video:	256 MB video RAM, DirectX® 9.0c-compatible

•	 DirectX9	Graphics	Card:	NVIDIA® GeForce® 7600 GT and above

•	 DirectX10	Graphics	Card: NVIDIA® GeForce® 8600 GT and above

Installation Instructions
Start your computer. Insert The Spiderwick Chronicles™ DVD into the  
DVD-ROM drive. If your DVD-ROM drive has Autoplay enabled, click 
the “Install” button via the launcher and follow the on-screen instructions. 
If Autoplay is disabled, double-click the “My Computer” icon (generally 
located on your desktop). Double-click on the CD-ROM/DVD-ROM drive 
containing the game DVD and follow the on-screen instructions.

Troubleshooting
Please view the Read Me document on the DVD-ROM for  
troubleshooting information.
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Getting Started 
Game Pad

START Activate the Pause Menu

Left	Stick Movement

Left	Stick	(Wiggle) Shake off Enemy

Alternate	Left	Stick	and	
Right	Stick	Up/Down

Use Dumbwaiter, Climb Roof

Right	Stick Control Camera

A	button Attack/Fire/Scurry (Thimbletack)

A	button	(HOLD		
then	release)

Charge Attack

B	button Interact with World/Character

X	button Evade/Scurry (Thimbletack)

X	button	+	Left	Stick Directional Evade

Y	button Trigger current Sprite Power

LB Change between Weapon and Net

RB Cycle through available Sprite Powers

RT Enter Ranged Weapon Mode

LT Center Camera behind Character

D-Pad	Right/D-Pad	Left Cycle between Weapon and Net

D-Pad	Up/D-Pad	Down Cycle through available Sprite Powers
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Ranged Weapon Mode (While holding down RT)

Left	Stick Look/Aim

A	button Quick Fire Current Projectile

A	button	(HOLD	to	charge,	
then	release	to	fire)

Charge Current Projectile

D-Pad	Right/D-Pad	Left Cycle through available Ammo

LB Cycle through available Ammo

Pause Menu Controls

LB/RB Turn page to new section

Left	Stick-Up/Down	or		
D-Pad	Up/D-Pad	Down

Change highlighted menu item

Left	Stick	Left/Right	or	
D-Pad	Left/D-Pad	Right

Change current page side

A	button Select currently highlighted item; press 
again to Confirm

B	button Exit Submenu, Exit Pause Menu

START Close Pause Menu

Sprite Painting Mini-Game

Left	Stick Move brush

X	button/A	button Paint with brush

B	button Quit Painting
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Keyboard/Mouse
PC Version (Default Single-Player Mouse and Keyboard)

ESCAPE	Key Activate Pause Menu

W Run Forward 

A Run Left 

D Run Right 

S Run Towards Camera 

Space Evade 

E Interact with World/Character 

C Center Camera behind Character 

1 Select Primary Weapon 

2 Select Sprite Net 

Mouse	Movement Rotate Player/Camera 

Left	Mouse	Button Attack/Fire/Use Current Item 

Right	Mouse	Button Camera Orbit Mode 

Mouse	Wheel Cycle through Sprites 

Mouse	Wheel	Button Activate Currently Selected Sprite 

While in Ranged Weapon Mode (holding down R) 

Mouse	Movement Look/Aim 

LMB Quick Fire Current Projectile 

LMB-HOLD Charge Current Projectile 

1,	2	or	3 Select Ammo Type 
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PC Version (Default Cooperative, Keyboard)
Note: There is no Ranged Weapon Mode during cooperative mini-games.

PLAYER 1 Controls

W Run Forward 

A Run Left 

D Run Right 

S Run Towards Camera

Space Attack 

Right	Alt Evade 

1 Select Primary Weapon 

2 Select Sprite Net 

</> Cycle Sprite Power 

L Use Selected Sprite Power

PLAYER 2 Controls

Up	Arrow Run Forward 

Left	Arrow Run Left 

Right	Arrow Run Right 

Down	Arrow Run Towards Camera 

Numpad	Zero	(0) Attack 

Numpad	Period	(.) Evade 

Numpad	1 Select Primary Weapon 

Numpad	2 Select Sprite Net 

Numpad	4/6 Cycle Sprite Power 

Numpad	5 Use Selected Sprite Power 
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Playing the Game
Main Menu
New	Game	–	Start a new The Spiderwick Chronicles game

Load	Game	–	Load a saved game 

Options	–	Change game settings

Extras	–	View credits and extras 

Multiplayer	–	Multiplayer mini-games

Quit	Game	–	Exit the game

Options Menu
Controls and Gameplay
Controls	–	View Controller Layout 

Invert	Camera	“y”	Axis	–	Swaps the vertical tilt of the camera in relation 
to the right analog stick. Up = Tilt upward; Down = Tilt downward

Invert	Camera	“x”	Axis	–	Swaps the horizontal pan of the camera in 
relation to the right analog stick. Right = Clockwise; Left = Counterclockwise

Audio	–	Adjust Voice Volume, Music Volume, Sound Fx Volume and 
Ambience Volume

Video	–	Adjust Video Display Options

Vibration	–	Enable/Disable Controller Vibration

Subtitles	–	Enable/Disable subtitles on screen
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Overview
Take on the roles of Jared, Simon and Mallory Grace as they discover 
Arthur Spiderwick’s Field Guide to the Fantastical World Around You, a magical 
book that documents an unseen world containing both wondrous and 
dangerous faerie creatures. Using the unique abilities of each child, you 
will battle hordes of Goblins, capture Sprites and solve puzzles as you 
explore the world of The Spiderwick Chronicles™.

As the Grace Children and the tiny Brownie Thimbletack, you will 
explore every nook and cranny of the Spiderwick Estate and the 
surrounding woods in freeform gameplay, leading to a fi nal confrontation 
with the Ogre Mulgarath.

The World of the Spiderwick Chronicles
To progress through the story, you must complete the current Chapter Quest 
(listed fi rst on the Quest Page in the Pause Menu). Optional Side Quests can 
also be completed to upgrade your weapons and attacks, and add new pages in 
the Field Guide. Try to fi nd all the Sprites and fi ll all the pages in the Field Guide 
for a special ending!

Game Screen

Health	
Indicator

Health	
Indicator

Interaction	
Icon

Sprite	
Powers	
Ring

Field	
Guide

Power-Up	
Item
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Health	Indicator	–	Shows how much health you have remaining.

Field	Guide	–	Appears when something has changed in the Field Guide or 
Journal. Press START/ESC to view these items in the Pause Menu.

Sprite	Powers	Ring	–	Shows which sprite powers you currently have.

Interaction	Icon	–	Appears when you can interact with something in 
the world.

Power-Up	Item	–	Appears when you pick up an item, and shows how 
many you have.

Interacting with the World
As you explore, things in the world you can interact with are highlighted 
with one of four symbols (press the B button/Left Mouse Button when close 
to trigger the action):

Eye	–	Look or Read 

Hand	–	Take, Use or Activate

Item	in	Hand	–	Give or Place

Arrow	–	Leave current area

Other interactions will occur automatically. Simply run towards an edge to 
jump, or push against a ladder or pole to climb it.

Health	
Indicator

Interaction	
Icon

Sprite	
Powers	
Ring

Field	
Guide

Power-Up	
Item

to trigger the action):

Eye	–	

Take, Use or Activate

Item	in	Hand	–	

Leave current area

Other interactions will occur automatically. Simply run towards an edge to 
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Pick-Up Items
To complete many Chapter Quests and Side Quests, you will need to collect 
and use many every day objects you fi nd in the world. You can also collect the 
following special power-up items:

Goblin	Teeth	–	Use to unlock new attacks and combos

Ball	Bearings	–	Powerful 
ammo for Jared’s slingshot

Gobstones	–	Grenade-like 
magical stones Simon can throw

Faerie	Fruit	–	Used by Simon to lure tricky 
Sprites; used by Thimbletack to heal himself

Sprite Collection
The fi rst time you capture a new Sprite, you will need to record it in the Field 
Guide. Some Sprites can be easily caught with the Sprite Net, but others will 
require you to attract them with Faerie Fruit or by completing challenges.

Once you net a Sprite, the Field Guide page appears with a paintbrush icon. Hold 
the X	button/LMB and move the L	Stick/Mouse to paint and fi ll in the image 
of the Sprite. Hurry to fi nish before the time expires and the Sprite fl ies away!

Once a Sprite is successfully recorded, 
you can use its power by pressing the 
Y	button/Mouse	Wheel	Button. You 
can only carry three Sprites at a time, but 
any Sprite can be recaptured at its original 
location after its power has been used.

There are several of each type of 
Sprite in the world. If you capture 
and record several of the same kind of 
Sprite, its power will be upgraded.

following special power-up items:

Goblin	Teeth	–	

Powerful 
ammo for Jared’s slingshot

Used by Simon to lure tricky 
Sprites; used by Thimbletack to heal himselfSprites; used by Thimbletack to heal himself

Gobstones	–	
magical stones Simon can throw

of the Sprite. Hurry to fi nish before the time expires and the Sprite fl ies away!

. You 

any Sprite can be recaptured at its original 

and record several of the same kind of 
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Checkpoints & Saving
As you play, the game will automatically record 
your progress at various points along the way. 
If you die, you will restart at the most recent 
checkpoint you passed. When you exit the 
game, your progress to the last checkpoint 
crossed will be automatically saved.

The Field Guide & Journal
Press START/ESC at any time in the game to access the Pause Menu, where 
you can read Jared’s Journal as well as Arthur Spiderwick’s Field Guide to the 
Fantastical World Around You. 

The Pause Menu is divided into the following sections:

Options	Page	–	Allows you to Quit the game or change option settings

Quest	Page	–	Lists active quests and current tasks

Character	Page	–	Shows your current player’s attacks, Sprite Powers and 
Power Ups

Field	Guide	Pages	–	A growing collection of pages about the Fantastical 
World. New Field Guide pages appear when Sprites are recorded and when 
various Chapter Quests and Side Quests are completed. Can you complete the 
entire Field Guide?

The Field Guide & Journal
 at any time in the game to access the Pause Menu, where 

As you play, the game will automatically record As you play, the game will automatically record 

The Field Guide & Journal

HINTIf	you	collect	and	record	two	different	Leatherwing	Sprites,	your	maximum	health	will	increase.
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Enemies
Goblins	–	These nasty creatures travel in  
dangerous packs and will attack on sight.

Bull	Goblins	–	A larger and fierce type of Goblin 
that throws rocks at you from a distance. Avoid its  
ram charge, or counter it with a well-timed attack.

Changelings	–	Encountering a Beetle Mimic in the  
wild causes it to turn into this sinister copy of you.  
Defeating it allows you to capture the Beetle Mimic Sprite.

Fire	Salamanders	–	They explode when stepped  
on (or shot), but can be doused with tomato juice.

Redcap	–	The leader of the Goblins,  
and Mulgarath’s second-in-command.

River	Troll	–	This hungry troll lives  
in the river. Feed him Goblins to pass.

Land	Troll	–	Running is the only option  
when you encounter this fearsome troll!

Mulgarath	–	This evil Ogre plans to take over the  
world by using the secrets contained within the Field Guide.
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Faeries
There are ten types of Faeries that live in the area surrounding the mansion:

Image

Type	of	
Sprite

Leatherwing 
Sprite

Royal Orchid 
Sprite Will-o-Wisp Flower-

Winged Sprite
Flower-Head 

Sprite

Power Heal Toadstool 
Ring Distraction Speed Boost Whirlwind

Image

Type	of	
Sprite

Bellfl ower 
Sprite

Pondskater 
Sprite

Beetle Mimic 
Sprite Stray Sod Sprout Sprite

Power Damage Boost Invulnerability Changeling Gobstone 
(Reward)

Faerie Fruit 
(Reward)

Multiplayer
As you play through the single-player game, you will unlock mini-games that 
can be played on your own or with a friend on the same console. To play these 
games, select Multiplayer from the Main Menu.

The International Sprite League tournaments challenge you to capture sprites and 
fi ght off enemies. The player with the highest score at the end of the game wins! 

Tips & Hints
• Refer to the Quests page in the Pause Menu if you don’t know what to do next.
• Use Sprite Powers to survive diffi cult situations or to solve puzzles.
• Collect as many Goblin Teeth as you can to power-up your attacks.
• Some quests can only be completed by a specifi c character. After the story is 

complete, you can switch characters whenever you like as you try to complete 
the remaining side quests.
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LICENSE AGREEMENT
YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT BEFORE INSTALLING THIS SOFTWARE 
PROGRAM. BY INSTALLING, COPYING, OR OTHERWISE USING THE SOFTWARE PROGRAM, YOU AGREE TO BE BOUND BY THE 
TERMS OF THIS AGREEMENT. IF YOU DO NOT AGREE TO THE TERMS OF THIS AGREEMENT, PROMPTLY RETURN THE UNUSED 
SOFTWARE PROGRAM TO THE PLACE OF PURCHASE OR CONTACT VIVENDI GAMES CUSTOMER SERVICE AT (800) 757-7707 FOR 
A FULL REFUND OF THE PURCHASE PRICE WITHIN 30 DAYS OF THE ORIGINAL PURCHASE.
This software program and any files that are provided by Vivendi Games, Inc., to you by on-line transmission or otherwise to 
‘patch,’ ‘update,’ or modify the software program, as well as any printed materials, on-line or electronic documentation, and any 
and all copies and derivative works of such software program and materials are the copyrighted work of Vivendi Games, Inc., and/
or its licensors, licensees and suppliers, specifically including Vivendi Games, Inc., and/or its wholly owned subsidiaries (“Vivendi 
Games”). All use of the Program is governed by the terms of the End User License Agreement which is provided below ("License 
Agreement"). The Program is solely for use by end users according to the terms of the License Agreement. Any use, reproduction or 
redistribution of the Program not in accordance with the terms of the License Agreement is expressly prohibited.

END USER LICENSE AGREEMENT
1.  Limited Use License. Vivendi Games (“Vivendi Games”) hereby grants, and by installing the Program you thereby accept, a limited, 

non-exclusive license and right to install and use one (1) copy of the Program for your use on either a home or portable computer. The 
Program has a multi-player capability that allows users to utilize the Program over the Internet. Use of the Program over the Internet is 
subject to your acceptance of a Terms of Use Agreement. Vivendi Games reserves the right to update, modify or change the Terms of Use 
Agreement at any time.    

2.  Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all copies thereof (including but 
not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts, 
artwork, animations, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, any related documentation, and 
“applets” incorporated into the Program) are owned by Vivendi Games or its licensors. The Program is protected by the copyright laws of the 
United States, international copyright treaties and conventions, and other laws. All rights are reserved. The Program contains certain licensed 
materials, and Vivendi Games’s licensors may protect their rights in the event of any violation of this Agreement. The Program may access 
websites owned, controlled by, or operated by licensed affiliates of Vivendi Games, and receive patches and/or updates to the Program from 
these websites. All patches, updates or other downloadable material used by, or incorporated into, the Program are the copyrighted property 
of Vivendi Games, who reserves all rights therein, and shall be governed by the terms and conditions of this Agreement.

3.  Responsibilities of End User.
 A. Subject to the Grant of License hereinabove, you may not, in whole or in part, copy, photocopy, reproduce, translate, reverse engineer, 

derive source code from, modify, disassemble, decompile, create a source code equivalent of, create derivative works based on, or remove 
any proprietary notices or labels from the Program without the prior consent, in writing, of Vivendi Games.

 B. The Program is licensed to you as a single product. Its component parts may not be separated for use on more than one computer. 
 C. You are entitled to use the Program for your own use, but you are not entitled to:
(i)  sell, grant a security interest in or transfer reproductions of the Program to other parties in any way, nor to rent, lease or license the 

Program to others without the prior written consent of Vivendi Games;
(ii) exploit the Program or any of its parts for any commercial purpose, including, but not limited to, use at a cyber café, computer gaming 

center or any other location-based site (Vivendi Games may offer a separate Site License Agreement to permit you to make the Program 
available for commercial use; contact Vivendi Games for details);

(iii) use or allow third parties to use the Editor and the New Materials created thereby for commercial purposes, including, but not limited to, 
distribution of New Materials on a stand-alone basis or packaged with other software or hardware through any and all distribution channels, 
including, but not limited to, retail sales and on-line electronic distribution, without the express written consent of Vivendi Games; 

(iv) host or provide matchmaking services for the Program or emulate or redirect the communication protocols used by Vivendi Games in the 
network feature of the Program, through protocol emulation, tunneling, modifying or adding components to the Program, use of a utility 
program or any other techniques now known or hereafter developed, for any purpose, including, but not limitedto, network play over the 
Internet, network play utilizing commercial or non-commercial gaming networks, or as part of content aggregation networks, without the 
prior written consent of Vivendi Games; and

(v) create or maintain, under any circumstance, more than one simultaneous connection to any hosting service utilized for on-line play. All such 
connections, whether created by the Program or by other tools and utilities, may only be made through methods and means expressly 
approved by Vivendi Games. Under no circumstances may you connect, or create tools that allow you to connect, to the hosting service’s 
private binary interface or interfaces other than those explicitly provided by Vivendi Games for public use.

4.  Program Transfer. You may permanently transfer all of your rights under this License Agreement, provided the recipient agrees to the 
terms of this License Agreement and you agree to remove the Program from your home or portable computer.

5.  Termination. This License Agreement is effective until terminated. You may terminate the License Agreement at any time by destroying 
the Program. Vivendi Games may, at its discretion, terminate this License Agreement in the event that you fail to comply with the terms 
and conditions contained herein. In such event, you must immediately destroy the Program.  
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6.  Export Controls. The Program may not be re-exported, downloaded or otherwise exported into (or to a national or resident of) any country 
to which the U.S. has embargoed goods, or to anyone on the U.S. Treasury Department’s list of Specially Designated Nationals or the U.S. 
Commerce Department’s Table of Denial Orders. By installing the Program, you are agreeing to the foregoing and you are representing 
and warranting that you are not located in, under the control of, or a national or resident of any such country or on any such list.

7.  Customer Service/Technical Support. "Customer Service" as used herein may be provided to you by Vivendi Games representatives by 
telephone and/or by electronic message (e-mail). "Technical Support" may be provided to you by Vivendi Games by telephone, by electronic 
message (e-mail), or by posting of information related to known technical support issues on a website. Unless otherwise stated in the 
Program's packaging or in the Program's user manual, nothing herein shall be construed so as to place a duty upon Vivendi Games to 
provide Customer Service or Technical Support via a toll-free telephone number for an unlimited period of time.

8.  Duration of the "On-Line" Component of the Program. This Program contains an “on-line” component that allows you to utilize the 
Product over the Internet utilizing servers and software maintained by Vivendi Games and or its affiliates. Vivendi Games may, in its sole 
discretion, provide the servers and software technology necessary to utilize the “on-line” component of the Program, or Vivendi Games 
may license to third parties the right to provide the servers and software technology necessary to utilize the “on-line” component of the 
Program. However, nothing contained herein shall be construed so as to place an obligation upon Vivendi Games to provide the servers 
and software technology necessary to utilize the “on-line” component beyond the time that the Program is Out of Publication. The term 
“Out of Publication” as used herein shall mean that the Program is no longer being manufactured by Vivendi Games.

9.  Limited Warranty. Vivendi Games expressly disclaims any warranty for the Program, Editor and Manual(s). The Program, Editor and 
Manual(s) are provided "as is" without warranty of any kind, either express or implied, including, without limitation, the implied warranties 
of merchantability, fitness for a particular purpose, or noninfringement. The entire risk arising out of use or performance of the Program 
and Manual(s) remains with the User; however, Vivendi Games warrants up to and including 90 days from the date of your purchase of 
the Program that the media containing the Program shall be free from defects in material and workmanship. In the event that the media 
prove to be defective during that time period, and upon presentation to Vivendi Games of proof of purchase of the defective Program, 
Vivendi Games will at its option 1) correct any defect, 2) provide you with a product of equal or lesser value, or 3) refund your money. 
Some states do not allow the exclusion or limitation of implied warranties or liability for incidental damages, so the above limitations may 
not apply to you.

10. Limitation of Liability. NEITHER Vivendi Games NOR ITS PARENT, SUBSIDIARIES OR AFFILIATES SHALL BE LIABLE IN ANY WAY FOR 
LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE PROGRAM, THE EDITOR OR AN AUTHORIZED ON-LINE GAME 
NETWORK, INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, 
OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE PROVIDED 
IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY 
DISCLAIMED. FURTHER, Vivendi Games SHALL NOT BE LIABLE IN ANY WAY FOR THE LOSS OR DAMAGE TO PLAYER CHARACTERS, 
ACCOUNTS, STATISTICS OR USER PROFILE INFORMATION STORED ON AN AUTHORIZED ON-LINE GAME NETWORK. Vivendi Games 
SHALL NOT BE RESPONSIBLE FOR ANY INTERRUPTIONS OF SERVICE, INCLUDING, BUT NOT LIMITED TO, ISP DISRUPTIONS, 
SOFTWARE OR HARDWARE FAILURES, OR ANY OTHER EVENT WHICH MAY RESULT IN A LOSS OF DATA OR DISRUPTION OF 
SERVICE. Some states do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations on how long 
an implied warranty lasts, so the above limitations may not apply.

11. Equitable Remedies. You hereby agree that Vivendi Games would be irreparably damaged if the terms of this License Agreement were not 
specifically enforced, and therefore you agree that Vivendi Games shall be entitled, without bond, other security, or proof of damages, to 
appropriate equitable remedies with respect to breaches of this License Agreement, in addition to such other remedies as Vivendi Games 
may otherwise have available to it under applicable laws. In the event any litigation is brought by either party in connection with this License 
Agreement, the prevailing party in such litigation shall be entitled to recover from the other party all the costs, attorneys’ fees and other 
expenses incurred by such prevailing party in the litigation.

12. Limitations on License. Nothing in this License Agreement shall preclude you from making or authorizing the making of another copy or 
adaptation of the Program, provided, however, that (1) such new copy or adaptation is created as an essential step in your utilization of 
the Program in accordance with the terms of this License Agreement and for NO OTHER PURPOSE; or (2) such new copy or adaptation 
is for archival purposes ONLY and all archival copies are destroyed in the event of your Transfer of the Program, the Termination of this 
Agreement or other circumstances under which your continued use of the Program ceases to be rightful.  

13. Miscellaneous. This License Agreement shall be deemed to have been made and executed in the State of California, and any dispute 
arising hereunder shall be resolved in accordance with the law of California. You agree that any claim asserted in any legal proceeding 
by one of the parties against the other shall be commenced and maintained in any state or federal court located in the State of California, 
County of Los Angeles, having subject matter jurisdiction with respect to the dispute between the parties. This License Agreement may be 
amended, altered or modified only by an instrument in writing, specifying such amendment, alteration or modification, executed by both 
parties. In the event that any provision of this License Agreement shall be held by a court or other tribunal of competent jurisdiction to be 
unenforceable, such provision will be enforced to the maximum extent permissible, and the remaining portions of this License Agreement 
shall remain in full force and effect. This License Agreement constitutes and contains the entire agreement between the parties with respect 
to the subject matter hereof and supersedes any prior oral or written agreements.

 I hereby acknowledge that I have read and understand the foregoing License Agreement and agree that the action of installing the Program 
is an acknowledgment of my agreement to be bound by the terms and conditions of the License Agreement contained herein. I also 
acknowledge and agree that this License Agreement is the complete and exclusive statement of the agreement between Vivendi Games 
and me and that the License Agreement supersedes any prior or contemporaneous agreement, either oral or written, and any other com-
munications between Vivendi Games and me.
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“The Spiderwick Chronicles” ™ & © 2008 Paramount Pictures. All Rights Reserved. “The Spiderwick  
Chronicles” game software © 2008 Sierra Entertainment, Inc. All rights reserved. Sierra and the Sierra logo 
are registered trademarks or trademarks of Sierra Entertainment, Inc. in the U.S. and/or other countries. 
Uses Bink Video. © 1997-2008 by RAD Game Tools, Inc. Dolby and the double-D symbol are trademarks  
of Dolby Laboratories. Windows, Windows Vista and Direct X are trademarks of the Microsoft group of  
companies. NVIDIA and GeForce are registered trademarks or trademarks of NVIDIA Corporation in the 
United States and/or other countries. All other trademarks are property of their respective owners.

 
CUSTOMER SUPPORT 

 Technical Support
 Phone: (800) 630-0811, 10:00 AM-8:00 PM M-F EST

 

 Online Support: http://support.vgames.com

 Customer Service
 Phone: (800) 757-7707, 10:00 AM-8:00 PM M-F EST

 

 Mail
 Vivendi Games

 4247 South Minnewawa Avenue

 Fresno, CA 93725


