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MAIN MENU OPTIONS

fith your directional buttons,
fton to begin a brand-new

ou begin, you'll be asked

I like to create a Save File. You need a
ycard {8MB} (for PInySﬁtmn@Z} 1o save

your game, make sure you have one plugged in! You
can have up to three Save files.

LOAD GAME

‘During your game, you can save your progress at any time. When you return to your
‘game, choose thls option to load a game you've already saved. Then you can hop right
back into the act

e (the tune playing in the

SFX Volume (the grunts, zaps,
@) up or down. Change the

o (one speaker), Stereo (two),
nally, turn the DUALSHOCK®2
ration function on or off. Al « o
vith the left and right directional

ARE YOU READY to play as one of the world’s greatest

[known to all as Mr. Incredible] and as his family of supers? ick.. ﬁf
be; this mission needs the help of Mr. Incredible's entire fam, bonusvideasabout | UPeTP! Menu Controls
H ' : o. Directional buttons:  Highlight Selection
friends, too! After reminiscing about the days before he strug € Button:  Approve selection
@ Button:  Go back to previous screen

super suit, Mr. Incredible receives a mysterious call that su. _ T

AR
a remote island for a top-secret assignment. With a new pur Ly f

heads off to the island of Nomanisan for an extraordinary bat

and superpowers. Watch out world: It's Showtime!




PAUSE MENU OPTIONS

GAME PAUSED |

| [ Frraa
| GALLERY
| SECRITS ]

med ljwameaﬁl lsavidsh of the twnlyuurean Tnﬂisﬂﬁht isélutafsub—merm&

Options - Allows you to enter the main options menu, just ike you coulds
Menu. You can change the music, sound effects, sound, vibration functio
“at the current controls.
Save Game - Save your progress atany ~ Super Tip!  More Move
time from this screen. Ynur tm:rsdiblas
Mission Select - Enables you to replay ~ SUPer moves attheir dispo;
‘any missions you have already unlocked. e Characters and Moves

all the information!
227222227 — What form of hidden game
moda is this? It appears as 7227222 until you unlock it.

Gallery - View artwork and videos unlocked by collecting Bonus Item picki
Secrets - Shhh! There's some Incredible codes to type in at this screen,
tell you what they are yet! Visit www.incrediblesgame.com for the latest se
information on this game!

Quit Game - Ready to quit? Never! But justin case, choose this to return t
Menu. Don‘t forget to save first!

to repeatedly press the button to lift things.
‘enemy you're currently attacking; in this case, Bomb Voyage'

GAME SCREEN

— ﬂéj - Instructions
I press @WO.ATTAC THE HENCHMEN

is quickly shows you your health and Incredi-Meter. The *i" dot

at 25 percent health or less.

s how much health you have left. Collect Health to fill this bar, If

2 Health Meter goes down clockwise. If it empties camplmm you'll

ckpoint.

ch time you attempt an Incredi-Move, this empties a little. Certain
enchmen add to this meter. So start swinging!

rer — This is used to show how "charged’ a move is or how much

ju see information here, be sure to read it! | r._.«'f.“*'i_ i
o
L pe—
! ifd‘ﬂ sanﬂoj‘w ( il m_'r.L .F_nn.r_l_m ]

+
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LEVELS E & LEVELS

18 stages of rabots and thugs are rasdv to ha
stay on track,

Level 1: ain wiﬂ:out Dash. He's late! Or is he?

Xy superpower moves he may make iton

'mschoﬁl bﬁfore tha bus

Level 6:

il BEACH LANDING
Thq mysterious Miragn has offered _M_r incredibla a top-

ebriefs him ‘while on a jet plane :
ard Nomanisan [sland. g

L
LAND e i N
: e landing on Nomanisan Island, Mr. "'-*-H;” !
o stretch his legs briefly before he has e
B UBD Y HNE & BOME VOYAGE ‘a P s once again. Mirage warned him the - i
Bllﬂd? PFI'IS s m&kﬂl bnuts ara Bl't Hﬂpr&sﬂve piena M]et . | | g d wmakjﬂg hame on the |s|and hm ? E
technology, but Mr. Incredible doesn't want to examine : (e Mr. Incredible to find and destroy il f
them quite this closel Taking off on a wild ride across the it :
city as he tries to remove a bomb from Budd\r‘s cape, Mr. ! :
Incredible drops onto a rooftop right next to that master PTION il
thief, Bomb Voyage - time for his journey to end! stches his name, and he locates the @ ‘ ; = |
Level 4t ut this point that Mr. Incredible Bl g
I e with him. The metal monstrosity
APARTMEN?' 'NF,ER”(’.. s ! -] e into the mouth of an active vnlcano, f
Remember superheroes’ lives in the good old days? There If to finish the job!
was respect, adoration, and people screaming for help .‘ : - :
from a burning building. Great news! Mr. Incredible's old Bg » P

friend Frozone is back, and so is the excitement! Are they e

getting in over their heads? droid in his first mission Mr.




LEVELS . LEVELS Cia

Level 10:
GREAT FALLS ;
It's bigger, its better, N : oS rome’s flying fiends, while Violet

' lealthy sneak. They both meet up to.
gir powers into a fearsome Incredi-Ball. Take
s force field, add Dash’s speed, and mix together to
form a real force to be reckoned with.

_ i Level 16:
o m“ SECRET LAVA LABS
o , While the kids are having a ball, Mrs. Incredible has finally

sanctum of the reprehensible
t make his underground lair easy to
e she must in order to locate Mr.

> | A

& > m up and try to find a way off of the KR .'
i e« sndl into the rocket bay. Violet's ideaisto -
B R g e ey run into trouble when they
| cave nnﬁ fakas aﬂ on hsr own advenh:re inmdn;-S%dnﬁme‘s er to the entire silo is out.
| base to find her husband. edible tries to re-establish power to
‘ m 13:_ ; ;r:;:i;a::::z heads offto ready the
| 100 MILE DASH o
! Uh-oh! Dash is running for his life in a daadly race against ") = s
the pursuing velocipods! These henchman-driven flying T ILD
contraptions are as deadly as they are fast, and Dash needs < hair-brained scheme to blast back to
every ounce of energy to keep one step ahead of them. 5 d! Of course, when The Incradublas |
heir work isn't done. Syndrome’s =i 4
Wi aaking havoc nn M‘gg,q\di[a Can ; Y
VIOLET'S CROSSING @ '

With Dash speeding away, Violet is left to fend for herself.
She's not too worried though; she doesn’t cut enough of an
imposing figure to worry Syndrome's henchman. In fact,
her plan is to not reveal herself at all - invisibility is the
best method of escape!



PLAYABLE CHARACTERS IR PLAYABLE CHARACTERS
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Grab large oh;ectswimﬂw , o G s

| i g i | il
Incredi-Lift A i sl 1 i i |||
Got a really heavy object blocking ynurpaﬂ'n o @ el s il Al
repeatedly until you lift it up and out of the way! it i (TR ]

Incredi-Throw

Lift up a henchman with the @ button, and instead of pressing the @ button again, press
and hold the @ button for an even longer throw!




PLAYABLE CHARACTERS b | d PLAYABLE CHARACTERS

Violet Parr, like her parents has spe
and it seems only rlght




These evil-doers don't have enough clout; we've uncovered so
Incredibles can win every boutl

- lcana base? Then do we have the guards for you! Not too bright, fiercely

ENEMIES: HENCHMEN B | ( ENEMIES: ROBOTS 19

ARSONIST

Burning down & T
to &‘Qﬂw esson. Put up your dukes and keep the poun

Avoid the brightly colored birds. They're actually hidden cameras
stratagically placed by Syndrome throughout the island. If one spots you or
you set it off, you'll alert any nearby enemies thanks to the piercing alarm
these security sentries emit!

HELIBOT
A hovering robot with an electrical discharge that will shock you if you
stand under it. This terror from above can only be reached after an Incredi-
Jump to its level, Then clip those rotor blades and bring the Helibot down
to earth for good.

| NISAN ISLAND HENCHMAN

loyal, and guaranteed to waylay superheroes. Syndrome must have seen the
advertisement; these henchmen are swarming the island.

ARMORED HENCHMAN
Imagine a Henchman with enough seniority to afford a set of armor and BOT

strong enough to stand up to Mr. Incredible's punching. However, it isnit are just as nasty as the henchman-piloted velocipods, but don't have
is means carefully aiming and shooting them down to earth as

enough to withstand repeated pummeling, so get in up close afit
as possible is your only option.

LOBBER HENCHMAN
These adversaries launch bombs in your general direction. Y i RBOT

second or two before the devices explode. Make good use of obots are the peskiest around. When you try to get in close to
launch the bomb back where it came from. Bombs can only be ey leap back away from you, Of course, they launch an airborne
when green. gé to make you think twice about chasing them! Dodge that

tion, and keep following the Leaperbot until it runs out of room.

FLYING LOBBER HENCHMAN ish it!

If you've encountered a Lobber Henchman, you know what to éxpec

Except these henchmen fly about on personal helicopter units, Roast the EBOT

rotors in the same manner as before. ; isan Island is teeming with them! They spawn from robot generators
LASER GUN HENCHMAN ense jungle ground. Dodge their scanning lasers, or face their array

ing and slicing attacks. Instead, leap at mem and stun them, using

Deadly both far and near to you, these thugs come armed wi Jofoutothor rohats.

and they aren't afraid to use them! Use your impressive dodg
avoid those blasts, and finish them off.

FLYING LASER GUN HENCHMAN

Don't these guys ever stop?! Throw an object at them before
blast you, Hitting them before they fire sends them into a flat s
the ground. :

SHIELD HENCHMAN
They may not be much offensively, but attacking them directly won't get
you anywhere. If these baddies get in your way, you'll have to throw at
them eveything available within reach to take them out.



ENEMIES: ROBOTS

SEEKERBOT

lasers to hombs, tt wlll us e aﬂy ofﬁ!am to defeat you. If ynu ‘re abla m turn
nna oﬂhannk s weapnns back on it, giving it a taste of its own medicine,

OMNIDROID
'CENSORED! THIS MATERIAL HAS BEEN DEEMED "CLASSIFIED:E
'SYNDROME CORPORATION! AVERT YOUR EYES!
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Take controlfofithe powerful DmoZords and Helpithe

PowerlRa eSogog s evil plans.
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SAVE THE Di AY OVEMBEF .- " EVERYONE
READ THE COMICS COMIN( W DARK HOF '
ww:;emc dibles.com www.darkha

The Incredibles ©2004 Di 1
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