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THE README FILE

Ghostbusters has a ReadMe file on the disc that shows the License
Agreement and updated information about the game. Please read this
file to learn about changes made after this manual went to print, ways
to optimize your gaming experience and solve many problems.

INSTALLATION

Insert The Ghostbusters DVD into your DVD-ROM drive. Setup should
begin automatically - just follow the on-screen instructions. If setup
does not begin automatically, please proceed as follows:

1 On the Start menu, click on Run.

2 Type D:\Setup.exe (where D is the default letter for your DVD-ROM
drive, please change it, if necessary).

3 Click on Accept and follow the onscreen instructions to install and
play Ghostbusters.

INSTALLATION OF DIRECTX®
The Ghostbusters DVD-ROM requires DirectX® 9.0c or higher in order
to run. If you do not have DirectX® 9.0c or higher installed, click “Ye
to accept the DirectX® 9.0c License Agreement. This will then la
the DirectX® 9.0c Installer.

GAME CONTROLS

Move

move mouse Turn/Look/Aim

left mouse button Primary Fire

right mouse button Secondary Fire/Slam

Jump/Evade/Sprint
Equip Blast Stream/Boson Dart
Equip Stasis Beam/Shock Blast
Equip Slime Blower/Slime Tether
Equip Meson Collider/Overload Pulse
PKE Meter/Paragoggles
Capture Stream

Vent Pack

Throw Ghost Trap

Interact/Revive Ghostbuster/Pick Up Ghost Trap
Pause/Options Menu




FIREHOUSE (GHOS
N

The Firehouse serves as the tutorial area and is revisited between
certain levels.

SAVE A GAME

Your progress is automatically saved at checkpoints while you play.
When you start the game, your last checkpoint is.loaded. Make sure
that you have at least 4 MB of free space before starting the game.

EPLAYING LEVELS

You can access completed levels from the Career menu.

PAUSE MENU

Pausing the game brings up the PKE HUD interface. From here you can
view Objectives, the Tobin’s Spirit Guide, Equipment, Artifacts, Train-
ing, Statistics & Options.

Objectives: Display the current objective.

Tobin’s Spirit Guide: View a list of all scanned ghosts, as well as the
number of creatures that you have captured and destroyed.

Equipment: View a list of all available equipment upgrades.
Artifacts: View a list of all collected Cursed Artifacts.
Training: Review the controls for specific tasks.

Statistics: Displays Career Overview, Financial, Medical and Combat
information.

OPTIONS MENU

Reload Checkpoint: Reload last saved checkpoint.
Settings: Configure Controls, Audio/Video and Gameplay settings.

Quit to Main Menu: Return to the Main Menu.




1.HEALTH BAR
The horizontal, green health bar is located on your Proton Pack and
shows your current health. As-your health is reduced, the health bar
drains. When it empties you are incapacitated. The fringes of the screen
also begins to'go red and blur to indicate critical health.

2.EQUIPMENT STATUS METER

The vertical red bar on your Proton Pack indicates the status of your ¢
rent equipment. If you fire your equipment for too long; it will overheat
and become unusable for a short period of time. If overheating occurs,
you can manually vent the pack by pressing (R).

3.TEAMMATE PORTRAITS
When a fellow Ghostbuster is incapacitated, his portrait appears along
with a directional indicator that points toward his location.

4. CREATURE STATUS
Shows the health of ghosts.

5. DAMAGE CLAIM

This HUD element shows the dollar value of all “accidents” and inciden-
tal damage’ caused while on the job. You can find cumulative damage
totals in the Financial Records section of your Ghostbusters Field Guide.

6. CREATURE REWARD

This shows the dollar value of killed entities or captured ghosts. When
a creature is captured or destroyed, its reward value is displayed on
screen for a short amount of time.




Z.PKE METER

The rods on the sides of the PKE meter raise and begin to glow and
pulse when you are pointing it at something interesting. Ecto-Goggles
are automatically equipped when using the PKE Meter. When you have
the Ecto-Goggles on, you will find the trails that ghosts leave behind.
Your PKE METER will flash different colors at times.

* Red Signal - Hidden ghosts & entities.

* Green Signal — Environmental Phenomena

* Blue Signal — Cursed Artifacts (scanning these opens bonus
content as well as adding additional money for upgrades).

8. BUTTON/ACTION PROMPT
The bar on the bottom-right will display a prompt, such as “Equip PKE
Meter” or “Interact” when action should be taken.

9.SLAM METER
This gauge indicates when you have built up enough energy to slam
a ghost.

. 10.EQUIPMENT WHEEL
This circle of items appears on the right side when you press the num-
ber keys to change equipment.

EQUIPMENT
BLAST STREAM (PRIMARY FIRE)

Using the Proton Pack’s particle accelera-
tor, the Neutrona Wand releases a concen-
trated stream of protons that fluctuates as
it reaches its target. The fluctuations of
the Proton beam tend to cause extensive
property damage.

BOSON DARTS (SECONDARY FIRE)

Boson Darts are super de-polarized bursts
of extremely volatile, but very effective,
boson particles. Boson particles quickly
overheat the Proton Pack, so sparse usage
is recommended. Accidental Neutrona
Wand blockage could vaporize the sur-
rounding three square miles. Requires:
Proton Accelerator.




SHOCK BLAST (PRIMARY FIRE)
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The Shock Blast expels a conical pattern of
stripped dark matter particles that diffuse
quickly in the atmosphere. It is very pow-
erful at close range but less accurate and
less potent the farther you are from your
target. It works well on inbound ghosts and
vapor swarims or near-proximity entities.

STASIS STREAM (SECONDARY FIRE)

The Stasis Stream emits a high-capacity
stream  of order-reversed particles
that hypobond to ectoplasmic matter,
effectively immobilizing ghosts. The Stasis
Stream has nothing to do with cold, but the
effect is similar.

SLIME BLOWER MARK 2 (PRIMARY FIRE)

SLIME TETHER (SECONDARY FIRE)

Black slime is only vulnerable to the Plas-
ma Distribution System. Use the Slime
Blower to vaporize and eliminate black
slime. Only the Slime Blower can exorcise
possessed humans or objects.

Once your Neutrona Wand is equipped
for Traction-Levitation, the Slime Tether
allows for the discharge of plasmic slime
strands between two points. The plasmic
strands contract and pull on whatever is on
the two ends. The Slime Tether works great
for moving heavy objects, and you can use
it for capturing ghosts.

MESON COLLIDER (PRIMARY FIRE)
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The Meson Collider releases a hyper-
collided, long-range stream of particles
that vaporizes any ectoplasmic material
in its trajectory. The spread is limited but
intensely focused, making it great for long
and medium distance creatures. It also
marks a spot that the Overload Pulse will
track to automatically for several seconds.
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PARA-GOGGLES

OVERLOAD PULSE (SECONDARY FIRE)

An alternate release mode of the Neutrona
Wand, the Overload Pulse Pulse is a series of
low damage, rapid-fire particles that automati-
cally-track to a marker set by the Meson Col-
lider.

Deploy a Containment Trap when a ghost is
wrangled. Lower the ghost into the trap for
holding until it can be deposited in the Con-
tainment Grid at the Firehouse.

The PKE Meter measures electromagnetic fluc-
tuations like a divining rod: point it at psychoki-
netic energy, and it heats up. Point it away and it
goes cold.Just follow the signal to your target.

Using the PKE Meter for tracking is helpful but
you can also use it to perform a full target scan

on a variety of paranormally-tainted entities and objects. At the center of
the PKE Meter screen are three nested circles. Ghosts scanned in the outer
ring receive a 25% scan, a 50% scan in the second ring, and a 100% scan
in the center ring. Information on each creature is progressively unlocked
based on it’s current scan level. Creatures can be scanned multiple time
until a 100% scan has been reached.Scanned creatures are listed in Tobin’s
Spirit Guide located in the Pause Menu.

The Goggles are enabled whenever you use
your PKE Meter. They’ll allow you to view other-
wise invisible ectoplasmic activity.




enough slam has accumulated, press the
right mouse button to slam the ghost.
ghost into the trap using the mouse
Ghosts will try to escape an open gh
trap! Use the mouse to keep them in the
middle of the trap’s capture cone.

Congratulations on a successful cap-
ture!

WRANGLING AND CAPTURING
& Press (1] to equip the Blast Stream. Keep
: . -4] the crosshair over the ghost by moving
& ¥ U i the mouse and press the left mouse but-
X £ - I| tonto fire the Proton Stream and weaken

4 : him.
771 Ghosts that are sufficiently wounded
B will be automatically wrangled by the
y Blast Stream. You can wrangle some
37 7y, | large objects using the Blast Stream by
&/ - AN Dpressing (£ Shift).
L o ; The slam gauge will appear and begin
— o to fill when a ghost is wrangled. When
Press to toss a trap. Maneuver th



UPGRADES

You earn money for equipment upgrades by capturing Ghosts, Scanning
Cursed Artifacts, and other activities. To upgrade, press to bring up
the PKE HUD (Pause Menu) and view the “Equipment” heading. Scroll
through the available options<and choose your upgrade. Common up-
grades include:

PKE Meter:

* Scan Improvement — Increases Scan Target Size

* Recharge Booster — Decreases Scan Recharge Time
Trap:

» FastTrap — Increases Ghost Trap Draw Down Rate.

« Slam Dunk Trap — Enables Slam Dunking Ghosts into the trap.
Blast Stream:

* Focusing — Reduces Stream Wandering
+« Recoil Decrease — Removes Movement Restrictions

Unlock new equipment and earn money to discover other upgrades.




ATARIWEB SITES

To get the most out of your new game, visit us at:

www.ghostbustersgame.com

If you would like to chat with other gamers, as well as developers, visit
our Community Forum area at:

ataricommunity.com
Kids, check with your parent or guardian before visiting any web site.

Chat Messages: Atari does not monitor, control, endorse, or accept
responsibility for the content of chat messages. You are strongly encour-
aged not to give out identity or other personal information through chat
message transmissions. Kids, check with your parent or guardian if you
are concerned about-any chat you receive.

Use of Atari web sites is subject to terms and conditions, which you can
access at:

atari.com/us/tos

TECHNICAL SUPPORT (U.S. AND
CANADA)

HELP VIATHE INTERNET
Up-to-the-minute technical information about Atari products is gener-
ally available 24 hours a day, 7 days a week via the Internet at:

atarisupport.com

Through this site you’ll have access to our FAQ (Frequently Asked Ques-
tions) documents, our FTP (File Transfer Protocol) area where you can
download patches if needed, our Hints/Cheat Codes if they're avail-
able, and an Email area where you can get help and ask questions if you
do not find your answers within the FAQ.

All customer support requests are handled via Email. No telephone sup-
port requests will be accepted.

Note: In the event we must send you an FAQ document, patch or update
via Email, we may require verifiable consent from a parent or guardian
in order to protect children’s privacy and safety online. Consent Forms
are available at the web site listed above.




PRODUCT RETURN PROCEDURES IN THE UNITED STATES &
CANADA

Please first contact Atari Customer Support at atarisupport.com to deter-
mine the nature of your problem. Some issues that appear to be product de-
fects are actually configuration-related and are easily fixed.

In the event our support team has determined that you need to return your
game, it is recommended that you first try your retailer. Return the game to
your retailer along with the original sales receipt and an explanation of the
difficulty you are experiencing with the game. At its option, the retailer may
replace the game.

Alternatively, our support representatives will provide you with a Return Mer-
chandise Authorization number (RMA#) and instructions for returning your
product to Atari for replacement.

WARRANTY POLICY (U.S. & CANADA)

If our technicians determine that the product storage medium is found to be

defective within ninety (90) days of original purchase, (unless otherwise pro-

vided by applicable law), Atari will replace the item free of charge, to the

ongma.l purchaser, if the item is accompanied by the original dated receipt
packaging.

END-USER LICENSE AGREEMENT

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

AGREEMENT

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

By opening this package and installing or otherwise using the Software you agree to be bound by the terms
of this EULA. If you do not agree to the terms of this EULA you may not install or use the Software and within
15 days of purchase you must contact Customer Support at atarisupport.com.

You will be given a Return Merchandise Authorization number (RMA #). You then have 15 days from the date
of this contact to return the Software in its protective covering, the Manual and the original sales invoice to
the address supplied to you. If this is a PC product, when you install the Software you will be asked to review
and either accept or not accept the terms of the EULA by clicking the “I Accept” button. By clicking the “I
Accept” button you acknowledge that you have read the EULA, understand it and agree to be bound by its
terms and conditions.

COPYRIGHT

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

GRANT OF LICENSE

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




PERMITTED USES

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

RESTRICTIONS

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

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

3.You may not copy, rent, lease, sublicense, distribute, publicly display.the Software, create
derivative works based'on the Software (except to.the extent expressly permitted in the Editor
and End-User Variation section of this Agreement or other decumentation accompanying the
Software) or otherwise commercially exploit the Software.

4.You may not electronically transmit the Software from one computer, console or other platform
to another or over a network.

5.You may not use any backup or archival copy of the Software for any purpose other than to
replace the original copy in the event it's destroyed or becomes defective.

EDITOR AND END-USER VARIATIONS
If the Software includes a feature that allows you to modify the Software or to construct new
variations (an “Editor”), you may use such-Editor to create modifications or enhancements to
the Software, including the construction of new levels (collectively the “Variations™), subject to
the following restrictions. Your Variations: (i) must only work with the full, registered copy of the
Software; (i) must not contain modifications to any executable file; (iii) must not contain any libelous;
defamatory or other illegal material, material that is scandalous or invades the rights of privacy or
publicity of any third party; (iv) must not contain any trademarks, copyright-protected work or other
property-of third parties; and (v) may not be commercially exploited by you, including but not limite
to making such Variations available for sale or as part of a pay-per-play or timesharing service.

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

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES

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

TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS
WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR
IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS
WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY




REPRESENTATION REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN
TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO
THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.

LIMITATION OF LIABILITY

IN NO EVENT WILL THE COMPANY OR ITS.EMPLOYEES OR LICENSORS BE LIABLE FOR ANY
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES
WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR
PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION,
LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY
WAY RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR
AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY
OF SUCH DAMAGES. SOME JURISDIGTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.
IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE
SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE.

THIRD-PARTY LICENSORS

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

CHOICE OF LAW AND VENUE

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

MISCELLANEOUS

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

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

“GHOSTBUSTERS” The Video Game: TM & © 2009 Columbia Pictures Industries, Inc.
“GHOSTBUSTERS” with the “GHOST DESIGN” is a registered trademark of Columbia Pictures
Industries, Inc. “GHOSTBUSTERS” and “GHOSTBUSTERS 2” movies: © 1984, © 1989 Columbia
Pictures Industries, Inc. All rights reserved. Game Software excluding Columbia Pictures Elements:
© 2009 Atari Interactive, Inc. All rights reserved. Developed by Terminal Reality, Inc. Marketed and
distributed by Atari, Inc. New York, NY. Atari and the Atari logo are trademarks owned by Atari
Interactive, Inc. Windows and DirectX are either registered trademarks or trademarks of Microsoft
Corporation in the United States and/or other countries. Pentium is a trademark or registered
trademark of Intel Corporation or its subsidiaries in the United States and other countries. Software
platform logo ("™ and ©) EMA 2006. All other trademarks are the property of their respective
owners. The ESRB ratings icon is a registered trademark of the Entertainment Software Association.

052009




~ Register online today at
http://www.gameregister.com

Part # 27765M

10016

iIM & © 2009 Columbia Pictureg ries, Inc. "GHOSTBUSTERS® with the “GHOST DESIGN' is @
BHOSTBUSTERS" and "GHOSTBU 2" movies: © 1984, © 1989 Columbia Pictures Industries, Ing Al ights ¥ré

lctures Elements. © 2009 AtariInteractive, Inc. All rights reserved. Developed by Terminal Realily, Inc. Markg—ted and
Atari and the Atari logo @re frademarks owned by Atari Interactive, Inc. Windows and DirectX are either registered
trademarks or trademarks Eorporation in the United States and/or other countries. Pentium is a trademark or registered trademark of Intel Corporation
or its subsidiaries in the other countries. Software platform logo (™ and ©) EMA 2006. All other trademarks are the property of their respective
owners. The ESRB ratmg% icon is a registered trademark of the Entertainment Software Association.

“GHOSTBUSTERS” The Video
Columbia Pictures Industries;
Game Software excluding Ca
distributed by Atari, Inc. N




