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Installation
Please ensure your computer is connected to the Internet prior to beginning the
BioShock installation. Insert the BioShock DVD-ROM into your computer’s DVD-
ROM drive. BioShock will not work in computers equipped only with CD-ROM
drives. Please ensure the DVD-ROM logo is visible on your optical drive’s door or
panel. The installation process will conduct a one time online check to verify the
discs and download an activation file, and will prompt you for an installation
code. The code can be found on the back cover of your instruction manual. 

System Requirements
Operating Systems:
Windows� XP (with Service Pack 2) or Windows Vista 

Minimum System Requirements:
Internet required for activation
CPU: Pentium 4 2.4GHz Single Core processor
System RAM: 1GB
Video Card: Direct X 9.0c compliant video card with 128MB RAM (NVIDIA
6600 or better/ATI X1300 or better, excluding ATI X1550). 
Sound Card: 100% direct X 9.0c compatible sound card
Hard disc space: 8GB free space

Recommended System Requirements:
CPU: Intel Core 2 Duo processor
System RAM: 2GB
Video card: DX9: Direct X 9.0c compliant video card with 512MB RAM
(NVIDIA GeForce 7900 GT or better) DX10: NVIDIA GeForce 8600 or better
Sound Card: Sound Blaster� X-Fi™ series (Optimized for use with Creative
Labs EAX ADVANCED HD 4.0 or EAX ADVANCED HD 5.0 compatible 
sound cards 
Note: Game requires Internet connection for activation.
If you experience any installation or gameplay issues, or to see a complete list
of supported video cards, please check our support website at
www.2kgames.com/bioshock/support. 
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I'm Andrew Ryan and I'm here to ask you a question: 
Is a man not entitled to the sweat of his own brow? 

No, says the man in Washington. It belongs to the poor. 
No, says the man in the Vatican. It belongs to God. 

No, says the man in Moscow. It belongs to everyone.

I rejected those answers. Instead, I chose something 
different. I chose the impossible. I chose... 

A city where the artist would not fear the censor. Where the scientist 
would not be bound by petty morality. Where the great would not

be constrained by the small. And with the sweat of your brow,
Rapture can become your city as well.
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An Important Note Regarding Graphics and 
Having the Best Possible Experience
BioShock uses some of the most advanced rendering techniques available
today for special effects and to achieve real-time performance for a great
game playing experience. The game was largely developed and tested on
NVIDIA� GeForce� 6 Series, 7 Series and 8 Series graphics cards and the
intended experience can be more fully realized on NVIDIA GeForce 8
Series graphics hardware. On an NVIDIA GeForce 8600 or better you will
be able to turn on all of the NVIDIA special effect features at higher resolu-
tions in the game.

BioShock Sounds Best on Sound Blaster®!
Creative’s Sound Blaster� X-Fi™ sound card is an EAX� ADVANCED HD™-
capable audio solution that guarantees the best audio experience. Not only
does it deliver immersive EAX� ADVANCED HD™ effects with superior audio
fidelity, it also gives you high voice counts – playing multiple sounds simultane-
ously – and ultra fast 3D performance. 
The sound effects in BioShock are enhanced with EAX� ADVANCED HD™
environmental audio to give you the ultimate audio experience on supported
hardware. To experience the full audio effect of BioShock, you must have one
of the Sound Blaster� X-Fi™ series sound cards.

Controls
You can play BioShock using either a mouse and keyboard, or a Microsoft
Xbox 360™ controller for Windows. 

Microsoft Xbox 360 controller for Windows:

54

Reference Table:
BUTTON FUNCTION
L Move
C Look

X Reload
Y Jump
B Use First Aid
A Interact
l Change Ammo
y Switch Plasmid

(Hold to Activate
Selection Radial)

BUTTON FUNCTION
w Fire Plasmid
z Switch Weapon

(Hold to 
Activate Selection
Radial)

x Fire Weapon
L Toggle Crouch
C Toggle Zoom
< Status Menu
> Pause Menu

Move

Push In to 
Toggle Crouch

Switch Plasmid
(Hold to Activate 
Selection Radial)

Fire
Plasmid

Fire
Weapon Switch Weapon

(Hold to Activate 
Selection Radial)

Change
Ammo

Pause
Menu

Status
Menu

Reload

Interact

Use
First
Aid

Jump

Look
Push In to 

Toggle Zoom
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Keyboard and Mouse:

6 7

A

W

S D

C

spacebar

Move Forward

Move
Backward

Strafe Left
Strafe Right

JumpCrouch

Movement

Misc.

H Hint
Screen

F

E

V

F8 F9

Hack

Use First Aid

Use

Quicksave Quickload

T

~
Mapscreen
(Alternate Key=M)

Play Newest
Unread Log

Gatherer
Harvest

H

Gatherer
Save

L

Unbindable

F1 F2 F3 F4 F5 F6

Active Plasmid Slots 1-6

Fire Plasmid/
Weapon

Toggle Plasmid/
Weapon Mode

Next Weapon/
Next Active 
Plasmid: Wheel Up

Previous Weapon/
Previous Active
Plasmid: Wheel Down

Equipment 2

Equipment 1

shift Z

R

Weapon/Plasmid
Selection Menu

Zoom
weapon

B Previous
Ammo
Type

Reload/
Eve HypoQ

Next 
Ammo
Type
(Alternate Key=
Middle Mouse Press)

7 8

1 2 3

4 5 6
Weapons (1-8)
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Weapons 
As you progress through the city of Rapture, exploration and events will yield
weapons that will help you survive. To fire your current weapon press the LEFT
MOUSE BUTTON when in Weapon Mode. 

Weapon Switching
As you acquire more weapons, you can easily switch back and forth quickly
by using the MOUSE WHEEL UP\DOWN when in Weapon Mode or by using
the appropriate NUMBER KEY (1-8). When cycling through weapons, icons
will appear at the top of the screen showing which weapons are available
and their corresponding NUMBER KEY. You can also choose to pause the
game and select which weapon to equip by pressing SHIFT and bringing up
the Weapon\Plasmid Selection Screen. Just click the LEFT MOUSE BUTTON on
the target weapon to equip and resume gameplay. Pressing SHIFT or ESC will
also resume gameplay.

<INSERT IMAGES OF ALL
WEAPON ICONS HERE>

Ammo 
With the exception of the Wrench, each weapon has 3
different ammo types – 1 standard ammo type and
then 2 more powerful ammo types that have specific
benefits. For example, the Pistol has standard bullets,
Armor Piercing Bullets and Anti-Personal Bullets. Try
out different ammo as each one has its own special
uses within Rapture. Use Q and B to change ammo on
your current weapon. 

8

Weapon Upgrading
Each weapon can be upgraded twice using Power to the People machines
found in the world. Think carefully on your upgrade choice as only one
upgrade can be made at each Power to the People machine. Once the
upgrade is made, the machine closes permanently. On the plus side, the
upgrades are free. 

adam
With the world’s best and brightest scientists together at the bottom of the
sea with no constraints, it was only a matter of time until the population
made a number of breakthroughs. The defining breakthrough was ADAM.
Generated by a deep sea parasite when it attached to a host, the parasite
produced new stem cells healing the host. The new stem cells allowed the
host to take on external genetic modifications that take over their normal
cell structure (like cancer). These genetic modifications ranged from med-
ical cures to pure vanity changes. The genetic modifications eventually
became more militant in nature. The instant genetic modifications of
Rapture come in two flavors: Plasmids and Gene Tonics.

Plasmids
Now that you are trapped in Rapture, you must adapt and use Plasmids in
order to escape the decaying city. Plasmids actively change or affect the
world around you. To fire your current Plasmid press the LEFT MOUSE
BUTTON when in Plasmid Mode.

Plasmid Switching
You can have multiple Plasmids equipped at the same time. Cycle through the
plasmids you have equipped using the MOUSE WHEEL UP\DOWN when in
Plasmid Mode or by using the appropriate FUNCTION KEY (F1-F6). When
cycling through Plasmids, icons will appear at the top of the screen showing
which Plasmids are available and their corresponding FUNCTION KEY. You
can also choose to pause the game and select which Plasmid to equip by 
pressing SHIFT and bringing up the Weapon\Plasmid Selection Screen. Just
click the LEFT MOUSE BUTTON on the target Plasmid to equip and resume
gameplay Pressing SHIFT or ESC will also resume gameplay. >> 

9
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<INSERT IMAGES OF ALL 
PLASMID ICONS HERE>

EVE
Plasmids are powered by EVE – a serum that gives you the power to use them.
If you have no EVE, you cannot use your Plasmids. EVE can be restored
through the use of EVE hypos which can be found scattered through Rapture
as well as being purchased at Vending Machines (see Vending Machines,
page 18). Some food and drink items can also give you small amounts of EVE
when consumed.

Plasmid Slots
You begin the game with two open Plasmid slots. Each slot allows you to equip
a single plasmid, so use them carefully. Additional slots can be obtained by col-
lecting more ADAM (see Gatherer Gardens, page 18).

Switching Between Weapons
and Plasmids
Once you have both a weapon and a Plasmid equipped, you will find that
combat will dictate a quick switch between the two more often than not.
Switching is easily achieved by simply pressing the RIGHT MOUSE BUTTON.
For example, if you are currently using your Pistol, pressing the RIGHT MOUSE
BUTTON will switch to the Plasmid you have equipped. Pressing the RIGHT
MOUSE BUTTON will switch back to the Pistol. You can also press SHIFT to
pause the game and bring up the Weapon\Plasmid Selection Screen. Simply
click on the target weapon or Plasmid. 

10

<INSERT IMAGE OF WEAPON-PLASMID 
SELECTION SCREEN HERE>

Gene Tonics
Gene Tonics give you enhanced passive abilities, and come in three different
flavors. Many, many Gene Tonics have been developed and it’s your choice
how they will best serve you in your time in Rapture.

Physical Gene Tonics
Boost your body’s natural abilities in incredible ways. For example, certain
Gene Tonics might make you resistant to specific types of damage or let
you naturally process toxins. 

Engineering Gene Tonics 
Enhance your intellect and dexterity to allow you to carry out delicate
tasks like hacking into and bypassing Rapture’s security system. 

Combat Gene Tonics 
Improve your reflexes and strength to boost your combat skills. 
For example, some combat gene tonics may increase the damage you 
can deal with a melee weapon or improve your effectiveness with 
electrical based attacks. 

11
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Heads Up Display (hud)

Main Menu
Continue 
Continue playing a previous game. This option loads the most recent save game.

New Game 
Select to start a brand new BioShock game and choose from one of three vari-
ations of difficulty.

• Easy – Novice gamer or new to shooters
• Medium – Experienced shooter player
• Hard – Veteran player looking for a challenge 

Load Game
Allows you to load a previous saved game and resume your adventure in
BioShock.

Credits
View the credits for the team that brought you BioShock.

12

Options
Takes you to the Options Menu (see Options, page 22).

Exit
Exits the game. 

Getting Help
BioShock is a deep game with a lot of things for you to discover.
Throughout the game there will be multiple ways to get help in order 
to fully experience Rapture. 

Adaptive Training
The adaptive training system will remind you about features of the game that
you may have missed. If you find the system is telling you about things you
already know about, you can turn it off in the options menu (see Options,
page 22).

What Is This?
Looking closely at an item will trigger the “What Is This?” prompt. You can
bring up the “What Is This?” help message by pressing M . This will give you
information on that specific item. You can review these help messages at any
time by accessing the Status Menu (see Status Menu, page 24). 

Hints  
By clicking the ‘Show Hint’ button on the Status Menu (see Status Menu, page
24) or by pressing H you can get hints on your current goal. These hints will
change depending on how much progress you have made in reaching your
current objective. 

13

Ammo Menu

EVE

Number of EVE Hypos
Number of First Aid Kits

Health Quest Arrow

Reticle
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Rapture
Population of Rapture
The citizens of this forlorn underwater city are unique and often grotesque. Below
are the primary classes of the Rapture’s remaining population. You will encounter
variants of the these citizens as you progress further in your explorations.

SPLICERS
The citizenry of Rapture has taken a horrific turn for the worse. Crazed from over-
use of Plasmids and Gene Tonics, they have scattered memories of their lives before,
but worse for you, they are extremely aggressive towards anyone unfamiliar. 

LITTLE SISTERS AND BIG DADDIES
In addition to the former citizens, an even stranger pair can be found roaming
the halls of Rapture: small girls with large syringes can be seen walking the
decks. Though they seem vulnerable in this twisted world, they are followed by
large protectors in metal diving suits called Big Daddies. You cannot get to the
Little Sisters until you deal with the Big Daddy which is no easy task. But deal
with them you must, if you want to obtain ADAM from the Little Sisters in order
to survive Rapture.

Exploration
Exploring the world of Rapture is beneficial in many ways. There are many
hidden secrets to find and looting the corpses of the city is essential for the
resources you need to survive. 

ITEMS
There are many items that can offer health or EVE boosts upon pick up. Money
can also be found in many places allowing you to purchase necessary items
from Vending Machines. 
• First Aid Kits – Replenishes your Health

14

• EVE Hypos – Restores EVE

• Autohack Tool – Allows you to instantly succeed in any hack 
(see Hacking, page 26). 

DIARIES
Diaries can be found throughout Rapture. Diaries are audio messages left by
the citizens of Rapture. Some diaries give you information critical to your
progress (the game helpfully identifies these with a golden glow). Other
diaries simply help you to understand what happened to this once great city
or give you clues to hidden secrets. 

Security
Rapture is full of machines programmed to provide airtight security.  

CAMERAS
There are cameras placed everywhere, constantly looking for intruders. If a cam-
era spots you, it will sound a warning tone. If you stay in its sight long enough for it
to identify you, it will sound the alarm, summoning one or more Security Bots.
Alarms will time out (a counter will show you how much time remains) but the secu-
rity system will keep sending bots as long as the alarm is active. 

15
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TURRETS
The recent military activity has left many automated Turrets throughout the
decks that are still active when confronted by an intruder. These machines are
often deadly but surprisingly can be used to your advantage if you can get
close enough to hack them (see Hacking, page 26). Be careful though, the tur-
ret should be disabled before attempted the hack. A number of Gene Tonics
and Plasmids were developed to help people circumvent the Security system in
a variety of ways.

Character Growth
ADAM and the Little Sisters
ADAM is the lifeblood of Rapture (see ADAM, page 9). With it, more and more
Plasmids and Gene Tonics can be “spliced” (integrated into your genetic make-
up). If you are going to survive in Rapture, you will need to splice as many
Plasmids as you can. Unfortunately, the ADAM can now only be found within
the Little Sisters who roam the halls of Rapture, recycling ADAM from corpses
under the watchful eye of the Big Daddies. Using long syringes, they drain
blood from the bodies and then drink it to recycle the ADAM. 
The only way to get a Little Sister is through the Big Daddy. If you can defeat
him, you will have to choose how to deal with the Little Sister. You can Harvest
the ADAM from her, a dangerous process that risks her life, or you can Rescue
the Little Sister by killing the parasite inside her that enables her to process
ADAM. You will be able to extract some ADAM from this parasite, but not as
much as if you had harvested the ADAM directly. Nothing is free in Rapture
and even this choice has a cost.
If you do not collect and spend ADAM, the game can get extremely difficult. If
you have failed to collect ADAM from Little Sisters on earlier levels you can

16

return to those levels at any time to tackle the Big Daddies.
Once you have acquired some ADAM, you can use it in any of the Gatherer’s
Garden machines found throughout Rapture (see Gatherer Gardens, page 18). 

Researching Rapture’s Inhabitants
Another significant source of character growth is through the researching the
inhabitants of Rapture using the Camera. During your adventure in Rapture,
you may come across a special research camera that the law enforcement of
the city used to learn the abilities of people who had spliced a lot of plasmids.
You can use this camera to take photos of the people and security elements.
The camera will rate your photograph and collect data on the enemy. When
the camera has learned something, you will be granted bonuses like increased
damage versus those enemies or even hidden Gene Tonics!  The more photos
you take, the quicker you will get the rewards.
The research camera is a significant source of character growth that could be
the difference between death and survival.

Machines 
There are a number of machines in Rapture that offer invaluable services or
resources.

Gene Banks 
Gene Banks are stations that allow you to reconfigure your equipped Plasmids
and Gene Tonics. It will show all the Plasmids and Gene Tonics you have col-
lected until that point and allow you to choose which are equipped or not.
Unequipped Plasmids and Tonics are kept in storage for later retrieval at any
other Gene Bank. 

17
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Gatherer Gardens
These machines take ADAM and can be used to purchase more Plasmid or
Gene Tonic slots, to increase your maximum Health or maximum EVE, or even
to acquire new Plasmids and Gene Tonics. 

Vending Machines 
These machines are full of resources for you to purchase such as ammunition,
First Aid kits and EVE hypos. Vending Machines can also be hacked, which will
give you discounted prices on the available items and even open up special
items for sale.

18

Ammo Banditos
These are ammo-only Vending Machines.

Vita-Chambers 
These chambers will revive you if are ever killed within Rapture. There are 
usually a couple of them in each area.

19
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Bot Shutdown Panels 
These can be used to deactivate security bots that have been triggered by an
alarm. Once shutdown, bots can be hacked to become friendly to the player. 

Health Stations 
Health Stations are where you can replenish your health completely - for a
price. If you hack a health station, you can get your health filled for a lower
price and it will damage any aggressor who uses that machine.

20

Power to the People Machines 
These allow you to upgrade your weapons. These upgrades are free but each
machine will only give one upgrade. Once you have chosen your upgrade, the
machine closes permanently. 

U-Invent Machine 
These stations allow you to craft new items from the odds and ends you find
throughout Rapture. Glue, rubber hoses and screws are just some of the materials
you can collect that can be used to create ammo, hacking tools and even Gene
Tonics. Most of these items can only be acquired through the U-Invent Machines.

21
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Pause Menu
At any time you can bring up the pause menu by pressing ESC. Here you can
view how much money and ADAM you currently have, as well as see how
many Little Sisters are left in the current level. Other options while in the pause
menu include:  

Resume
Resumes the current game.

Save
Saves your game progress at the current point. Note that you can save any-
where at anytime. The game will also autosave after loading an area. 

Load
Load a previously saved game.

Options
Takes you to the Options Menu (see Options below).

Quit to Main Menu
Leave the current game and access the Main Menu.

Quit to Windows
Quit the game and return to Windows

Options
Adjust the current game setup. 

Graphics Options
RESOLUTION
Choose the screen resolution appropriate to your system. A higher screen
resolution requires higher system specs.

WINDOWED MODE
Toggle between full screen and windowed mode.

VERTICAL SYNC
On: Framerate is locked at 60, 30, 20, 15. No screen tearing. 
Off: Framerate is not locked so is usually higher. Screen tearing 
may occur. 

22

SHADOW MAPS
Dynamic objects and characters cast shadows 

HIGH DETAIL POST PROCESSING
Bloom effects: bright lights and bright surfaces bloom out. 

HIGH DETAIL SHADERS
This enables specular light calculations. Without specular (light that reflects
from the surface and give highlights), shiny surfaces should look significant-
ly less shiny.

REAL TIME REFLECTION
Certain water surfaces have real-time reflection. When it is disabled, those
water surfaces will use cubemap approximations.

DISTORTIONS
Glass and waterfalls distort the background. 

GLOBAL LIGHTING
This enables a one-pass inaccurate lighting method for dynamic objects,
characters and dynamic lights. This will also mean that characters and
dynamic objects don’t receive shadows (although they can still cast shad-
ows if shadow maps are enabled). This is most observable on characters.
As they walk around the level, light influences will pop on/off when they
approach/leave lights.

ACTOR DETAIL
As it is lowered, it will remove decoration objects in the level. These are things
like god-rays. Also some effects won’t show up or spawn in low actor detail set-
tings. Changes will only take effect when the game is reloaded. 

TEXTURE DETAIL
As it is lowered, textures get more blurry (even when fully streamed in). 

ADJUST BRIGHTNESS
Change the game’s brightness

DX10 DETAILED SURFACES
Toggle DX10 detailed surfaces on/off. 
This option is greyed out if DX10 is not enabled.

Customize Controls
MOUSE SENSITIVITY
Adjust mouse sensitivity. 

INVERT LOOK
Invert mouse.

23

BioShock_GfW_ManInt.qxp  7/19/07  10:38 AM  Page 24



VIBRATION
Toggle vibration on\off for the Xbox 360 controller

USE XBOX 360 CONTROLLER
Use the Microsoft Xbox 360 Controller for Windows instead of a 
keyboard\mouse

CUSTOMIZE KEYS
Customize the current keybinds in the game.

Audio Options
AUDIO MODE
Change the current audio mode to match your system

USE REVERB
Toggle reverb on\off.

SOUND EFFECTS VOLUME
Adjust the volume for sound effects.

MUSIC VOLUME
Adjust the volume for the music.

VOICE OVER VOLUME
Adjust the volume for the game dialog.

Gameplay Options
DIFFICULTY
Change the current difficulty setting.

ADAPTIVE TRAINING
Toggle Adaptive Training messages on\off.

DIALOG SUBTITLES
Turn on\off subtitles for in-game dialog.

ART SUBTITLES
Toggle subtitles for signs and other in-game graphics.

QUEST ARROW
Toggle the quest arrow on\off.

ITEM SHIMMER
Switch off the shimmer effect that highlights objects you can pick up

USABLE OBJECT HIGHLIGHT
Turn off the golden shader that highlights usable objects

24

Status Menu
You can access the Status Menu by pressing the M or  ~ button. The Status
Menu has a number of tabs which can be selected clicking on the appropriate
box in the bottom right hand corner. The tabs in the Status Menu are:

Map
This tab shows a map of the current level. You can go directly here by pressing
M. The map shows your position and the location of your current goal, if
known. You can zoom out from your current position in the map clicking the
corresponding buttons. 

Goals
The Goals tab shows a complete list of your current goals. When you have mul-
tiple goals that you could be working on, you can switch which goal is active
here by selecting one with the LEFT MOUSE BUTTON. Goals that currently
can’t be worked on cannot be made active.

Messages
The Messages tab allows you replay any radio messages you’ve heard or
diaries that you’ve picked up. 

Help
The Help tab organizes all relevant help messages and is an invaluable
resource for information about many of the game systems and items. 

25
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Hacking Buyout
Hacking can also be achieved by paying a premium price. You can spend your
money to override the machine. The more difficult the hack the more money it
costs. Splicing Engineering Gene Tonics can reduce the buyout costs. 

Autohack Tool
Finally, if you are lucky, you can find an Autohack Tool that immediately hacks
the machine with no issues. When at the hacking evaluation screen click on the
Autohack button to immediately succeed at the hack with no risk. Autohack
Tools are used up in the process. 

dx10 Enhancements
The DX10 features are enabled through a graphics option entitled "DX 10
detail surfaces." It's disabled in DX9 and on by default in DX10.
Enabling it turns out the various enhancements for DX10 such as dynamic
water ripples, soft edges for particles, and crisper shadow edges.

27

Hacking
With all the machinery and brilliant minds in Rapture, it’s not surprising that
someone eventually figured out how to reprogram the machines with Hacking.
By successfully redirecting the circuit flow, you can change the current state of
the machine. The ability to Hack is present on almost all the machines found in
Rapture. Hacking can open locked safes, and can even be used to reprogram
the security system to view you as a friend, and your enemies as the intruders
to be attacked. If a machine can be Hacked, a prompt will appear when you
are next to the machine. Pressing V will bring you to the Hacking menu that
will allow you to evaluate the difficulty of the Hack as well as whether you
want to Buyout or use a Autohack Tool to complete (See below). 
Hacking can be completed in 3 different ways. 

How To Hack?
During the Hack, the object is to redirect the circuit flow by uncovering tiles
and swapping the pipes you need to move the circuit flow to the exit tile on the
board. Watch out for hazard pieces that can increase the speed of the circuit
fluid, cause an electrical overload, or even sound a security alarm. The benefit
of succeeding is that you gain the benefits for free, but the risk of physical
damage is high. 
If you are finding Hacking is getting very difficult, it is time to spend your
ADAM to upgrade your Engineering track with more slots or to purchase more
engineering tonics.

26
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Production
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Support
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Quality Assurance 
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Joe Faulstick
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Nick Garner
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Testers
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Kirk Bezio
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Chris Enright
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Casey Malone
Justin Pappas
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Additional Testing
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Operations Team
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Team
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Producers
Anthony DeLuca
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Associate Producer
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Jim Yang
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Director of Marketing
Tom Bass

Senior Product
Manager/Promotions
Matt Kassan

Associate Product
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Alison Moy

Marketing Coordinator
Eric Monacelli 
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Marcelyn Ditter

Media Specialist
Larry Stephens

Art Director, 
Creative Services
Lesley Zinn

Web Manager
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Production Manager
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Quality Assurance Director 
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Angel Gonzalez 
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Senior Tester
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Quality Assurance Team
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Ella Preger
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William Suman
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James Titlow
Fred Yun
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Standards Senior
Paul Diaz

Standards Team 
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Andrew Garrett
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Mike Melody
Matt Newhouse
George Soluk

Night Lead
Dan Eguia
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Lori Durrant
Derrick C. Flot Jr.
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2K International

General Manager
Neil Ralley

International Marketing
Director
Matthias Wehner

International PR Director
Markus Wilding

International Product
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Ben Wyer-Roberts

International PR Manager
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Licensing Director
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2K International Product
Development

Development Manager
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Senior International
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Daniel Bailie

International Producer
Sajjad Majid
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Localisation Manager
Scott Morrow
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Teams
Around The Word
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Synthesis International Srl
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Joségui Miñana

Design Team
James Crocker
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Recording Engineer
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Music Contractor and
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Singer on Anthem
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Orchestrations
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Conductor
Garry Schyman
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Garry Schyman
Tim Helisek

VO Production

Telsey and Co.
Carrie Rosson
Tiffany Canfield
David Vaccari 

Star-Trax
Vince DePaola 
Ali Aron
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POP Sound

Producer
Dawn Redmann 
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Courtney Bishop  

Original Dialog Mixer
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Michael Weber
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RDA
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Limited Software Warranty
and License Agreement

YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND LICENSE AGREE-
MENT (THE “AGREEMENT”) AND THE TERMS SET FORTH BELOW. THE “SOFTWARE” INCLUDES ALL SOFT-
WARE INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING MANUAL (S), PACKAGING AND OTHER WRIT-
TEN, SOFTWARE, FILES, ELECTRONIC OR ON-LINE MATERIALS OR DOCUMENTATION, AND ANY AND ALL
COPIES OF SUCH SOFTWARE AND ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING,AND/OR USING
THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED WITH THE SOFTWARE, YOU HEREBY ACCEPT THE
TERMS OF THIS LICENSE WITH TAKE-TWO INTERACTIVE SOFTWARE, INC.

LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR hereby grants you the non-
exclusive, non-transferable, limited right and license to use one copy of the Software for your personal use
on a single console. The Software is being licensed to you and you hereby acknowledge that no title or own-
ership in the Software is being transferred or assigned and this Agreement should not be construed as a sale
of any rights in the Software. All rights not specifically granted under this Agreement are reserved by LICEN-
SOR and, as applicable, its licensors.

OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including, but not limited to, all
copyrights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, audio-
visual effects, themes, characters, character names, stories, dialog, settings, artwork, sounds effects, musi-
cal works, and moral rights. The Software is protected by United States copyright law and applicable copy-
right laws and treaties throughout the world. The Software may not be copied, reproduced or distributed in
any manner or medium, in whole or in part, without prior written consent from LICENSOR. Any persons copy-
ing, reproducing or distributing all or any portion of the Software in any manner or medium, will be willfully
violating the copyright laws and may be subject to civil and criminal penalties. Be advised that Copyright vio-
lations are subject to penalties of up to $100,000 per violation. The Software contains certain licensed mate-
rials and LICENSOR’s licensors may protect their rights in the event of any violation of this Agreement.

LICENSE CONDITIONS

You agree not to:

(a) Commercially exploit the Software;

(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies of this
Software, without the express prior written consent of LICENSOR;

(c) Make copies of the Software or any part thereof;

(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the Software
(or permit others to do same) on a network, for on-line use, or on more than one console at the same
time;

(e) Copy the Software onto a hard drive or other storage device and must run the Software from the includ-
ed CD-ROM or DVD-ROM (although the Software may automatically copy a portion of itself onto your
console during installation in order to run more efficiently);

(f) use or copy the Software at a computer gaming center or any other location-based site; provided, that
LICENSOR may offer you a separate site license agreement to make the Software available for commer-
cial use;.

(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in part;

(h) Remove or modify any proprietary notices or labels contained on or within the Software; and

(i) transport, export or re-export (directly or indirectly) into any country forbidden to receive such Software
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by any U.S. export laws or accompanying regulations or otherwise violate such laws or regulations, that
may be amended from time to time.

LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original purchaser of the Software)
that the original storage medium holding the Software is free from defects in material and workmanship
under normal use and service for 90 days from the date of purchase. If for any reason you find a defect in
the storage medium during the warranty period, LICENSOR agrees to replace, free of charge, any Software
discovered to be defective within the warranty period as long as the Software is currently being manufac-
tured by LICENSOR. If the Software is no longer available, LICENSOR retains the right to substitute a similar
program of equal or greater value. This warranty is limited to the storage medium containing the Software as
originally provided by LICENSOR and is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied
warranties prescribed by statute are expressly limited to the 90-day period described above.

Except as set forth above, this warranty is in lieu of all other warranties, whether oral or written, express or
implied, including any other warranty of merchantability, fitness for a particular purpose or non-infringement,
and no other representations or warranties of any kind shall be binding on LICENSOR.

When returning the Software subject to the limited warranty above, please send the original Software only to
the LICENSOR address specified below and include: your name and return address; a photocopy of your dated
sales receipt; and a brief note describing the defect and the system on which you are running the Software.

IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULT-
ING FROM POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, INCLUDING DAMAGES TO PROPERTY,
LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW,
DAMAGES FOR PERSONAL INJURIES, EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. LICENSOR’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR USE OF THE SOFTWARE.
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE
LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY
GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS THAT VARY FROM JURISDICTION TO
JURISDICTION.

TERMINATION:This Agreement will terminate automatically if you fail to comply with its terms and conditions.
In such event, you must destroy all copies of the Software and all of its component parts. You can also end
this Agreement by destroying the Software and all copies and reproductions of the Software and deleting and
permanently purging the Software from any client server or computer on which it has been installed.

U.S. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation have been developed entirely at
private expense and are provided as “Commercial Computer Software” or “restricted computer software.”
Use, duplication or disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the
restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Date and Computer Software claus-
es in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer
Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/ Manufacturer is the
LICENSOR at the location listed below.

EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreement are not specifically enforced,
LICENSOR will be irreparably damaged, and therefore you agree that LICENSOR shall be entitled, without
bond, other security, proof of damages, to appropriate equitable remedies with respect any of this Agreement,
in addition to any other available remedies.

INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, licensors, affiliates, contractors,
officers, directors, employees and agents harmless from all damages, losses and expenses arising directly
or indirectly from your acts and omissions to act in using the Software pursuant to the terms of the
Agreement.

MISCELLANEOUS: This Agreement represents the complete agreement concerning this license between the
parties and supersedes all prior agreements and representations between them. It may be amended only by
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a writing executed by both parties. If any provision of this Agreement is held to be unenforceable for any rea-
son, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining
provisions of this Agreement shall not be affected. This Agreement shall be construed under New York law as
such law is applied to agreements between New York residents entered into and to be performed within New
York, except as governed by federal law and you consent to the exclusive jurisdiction of the sate and feder-
al courts in New York, New York.

IF YOU HAVE ANY QUESTIONS CONCERNING THIS LICENSE,YOU MAY CONTACT IN WRITING TAKE-TWO INTER-
ACTIVE SOFTWARE, INC. 622 BROADWAY, NEW YORK, NY 10012.

Warranty 
2K Games, a division of Take-Two Interactive Software, Inc., warrants to the purchaser only that the disc pro-
vided with this manual and the software program coded on it will perform in accordance with the description
in this manual when used with the specified equipment, for a period of 90 days from the date of purchase.

If this program is found to be defective within 90 days of purchase, it will be replaced. Simply return the disc
to 2K Games or its authorized dealer along with a dated proof of purchase. Replacement of the disc, free of
charge to the original purchaser (except for the cost to return the disc) is the full extent of our liability.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESSED OR
IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTIC-
ULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF
THIS PRODUCT.

2K Games shall not be liable for incidental and/or consequential damages for the breach of any express or
implied warranty including damage to property and, to the extent permitted by law, damage for personal
injury, even if 2K Games has been advised of the possibility of such damages. Some states do not allow the
exclusion or limitation of any incidental or consequential damages or limitations on how long an implied war-
ranty lasts, so the above limitations or exclusions may not apply to you. This warranty shall not be applica-
ble to the extent that any provision of this warranty is prohibited by any federal, state, or municipal law, which
cannot be pre-empted. This warranty gives you specific legal rights and may also have other rights, which
may vary from state to state.

You may not reproduce, prepare derivative work based on, distribute copies of, offer for sale, sell, transfer
ownership of, rent, lease, or lend to others the Program or accompanying documentation, or any portion or
component of the Program or accompanying documentation; provided, however, that you may transfer the
entire Program and accompanying documentation on a permanent basis as long as you retain no copies
(including archival or backup copies) of the Program, accompanying documentation, or any portion or com-
ponent of the Program accompanying documentation, and the receipt agrees to the terms of the agreement.
Further you may not modify, reverse engineer, disassemble, decompile or translate the Program or accom-
panying documentation, or any portion or component of the Program or accompanying documentation, nor
may you make any copies of the Program modules for use with other programs. This program is intended for
private use only.

2K GAMES

622 BROADWAY

NEW YORK, NY 10012
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Product Support
For U.S. Support:
Phone: 1-800-638-0127
Email: usa@take2support.com

For Canadian Support:
Phone: 1-866-219-9839
Email: Canada@take2support.com

http://www.take2games.com/support

© Copyright 1999-2007 Havok.com Inc (or its licensors). All Rights Reserved.
See www.havok.com for details.

Uses Bink Video Technology. Copyright © 1997-2005 by RAD Game Tools, Inc.

© 2002-2007 Take-Two Interactive Software and its subsidiaries. Developed by 2K Boston and 2K
Australia. BioShock, 2K Games, 2K Boston, 2K Australia, the 2K logo, the 2K Boston logo, 2K Australia
logo, and Take-Two Interactive Software are all trademarks and/or registered trademarks of Take-Two
Interactive Software, Inc. in the USA and/or foreign countries. Windows and the Windows Vista Start but-
ton are trademarks of the Microsoft group of companies, and 'Games for Windows' and the Windows
Vista Start button logo are used under license from Microsoft. The ratings icon is a trademark of the
Entertainment Software Association. All rights reserved. All other marks and trademarks are the proper-
ty of their respective owners. All rights reserved. The content of this videogame is purely fictional, is not
intended to represent or depict any actual event, person, or entity, and any such similarities are purely
coincidental. The makers and publishers of this videogame do not in any way endorse, condone or
encourage engaging in any conduct depicted in this videogame.
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