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TO GET STARTED, FOLLOW THESE INSTRUCTIONS:
1  Jericho will use the Codemasters Bonus Code Phone line. The game will have a 5 digit code unique to the console. Players will use this 

code when calling the Phone line, to gain access to each of the game’s Bonus and Content Unlocks.
2  From the Main Menu of the game, players can access the Bonus Code screen via the Options Menu. From here the player will fi nd the 

game’s unique code, and be shown information about the Phone line.
3  Also on this screen will be a list of the available Bonus and Content Unlocks, each with a status On/Off. Initially all of these will be Off 

and the player will not be able to toggle them.
4  Players will have an option available to ‘Enter Bonus Codes’, upon selecting this a Virtual Keyboard will appear, allowing the player to 

enter the Code(s) they have. Now the player will be able to toggle the status of the Unlock(s) they have entered the Code(s) for.
5  Exiting the Options Menu will trigger the Auto save feature [if active]. Players can at anytime then return to the Bonus Screen to toggle 

the status of the unlocks.

Please note: Hintline Bonus Codes are paid for through the cost of call and require a touch-tone telephone. 
Obtaining Bonus Codes online requires a small fee paid by credit card / PayPal.

IMPORTANT: Bonus Codes supplied are unique to your profi le and/or console. 
Some game features unlocked with Bonus Codes are also available through playing the game.

UNLIMITED AMMO - A GIFT FROM THE GODS

AUTO SUCCEED SURVIVAL EVENTS - YOU JUST SEEM TO KNOW WHAT TO DO

FAST HEALTH REGENERATION - BECOME BLESSED WITH RAPID RECOVERY

POWER MELEE - CHANNEL YOUR RAGE INTO YOUR FISTS

INFINITE ABABINILI - YOUR FIRE DEMON WANTS TO COME OUT AND PLAY ALL DAY

PLUS OTHER CHEATS AND ACCESS TO ALL LEVELS.

Calls from cell phones vary. Calls last approx. 3 minutes. Callers must be over 16 and have permission from the bill payer. Prices correct at time of going to press. 
Service Provided by Premier Communications, PO Box 177, Chesham, HP5 1FL. +44 1926 8141432

Call: 1900 990 0848
CALLS COST $2.99 PER MINUTE.
Or log onto: WWW.CODEMASTERS.COM/BONUSCODES

FOR AN UNHOLY ADVANTAGE 
POSSESS THESE LETHAL CHEATS NOW:
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 Important Health Warning About Playing Video Games

Photosensitive Seizures
A very small percentage of people may experience a seizure when exposed to 
certain visual images, including fl ashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may have 
an undiagnosed condition that can cause these “photosensitive epileptic seizures” 
while watching video games. 

These seizures may have a variety of symptoms, including lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, 
disorientation, confusion, or momentary loss of awareness. Seizures may also 
cause loss of consciousness or convulsions that can lead to injury from falling 
down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children about the above 
symptoms—children and teenagers are more likely than adults to experience 
these seizures. The risk of photosensitive epileptic seizures may be reduced by 
taking the following precautions: Sit farther from the screen; use a smaller screen; 
play in a well-lit room; and do not play when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a 
doctor before playing.
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INSTALLATION
Insert the Jericho™ disc into your DVD drive. If AutoPlay is enabled, the Jericho™ launcher will 
appear. If it does not, on Windows® Vista, click on the Start menu, or on Windows® XP, click the 
Start menu and then click Run. Now type “D:\launcher” (where “D” is the letter of your DVD drive) 
and hit ENTER. 

Press the ‘Install’ button on the launcher to begin installation and then simply follow the on-screen 
instructions. Jericho™ requires the presence of DirectX 9.0c on your system and this will be 
automatically installed during installation. It is advisable to have no unnecessary programs running 
during installation.

During installation, you will be given the opportunity to register your game online, provided 
you have an active Internet connection. To register your game at a later date, visit:
 www.codemasters.com/register.

If you are using a dial-up connection to access the internet, but do not have this confi gured to 
activate automatically on request, you may need to initiate your connection prior to beginning 
installation if you want to register online.

It is advisable to have no other programs (other than those required to access the internet) running 
on your PC during installation.

LAUNCHING THE GAME
WINDOWS® VISTA:
After installing the game, open the Games Explorer from within the Start menu, and simply double 
click the Jericho icon to launch the game. Other actions can be carried out by right-clicking this icon.

WINDOWS® XP:
After installing the game, double click the game’s icon on the Desktop. Alternatively, navigate to the 
Programs\Codemasters\Clive Barker’s Jericho folder in the Start menu.

PROPERTY OF DEPARTMENT OF OCCULT WARFARE (DOW)

Classified Documentation
According to certain Gnostic and Apocryphal texts, before Adam, 
before Eve, there was The Firstborn – God’s first abortive attempt at 
creating a being in his own image…
This entity was neither male nor female, dark nor light; a singular being that was both beautiful 
and terrible to behold. Disturbed by the power of his creation, God left it unfi nished, banishing 
The Firstborn to the Abyss, forsaken and unloved. 

In its place, God started afresh. He divided his next creation into two sexes, gave it intellect, 
reason, emotion. He gave it the gift of love. He gave it a soul. 

But something remained behind. On the spot where it fi rst touched the mortal world, The Firstborn 
left a taint so powerful that even God’s expulsion couldn’t keep it from breaking through into the 
mortal world to reclaim its birthright.

In a remote desert in the Middle East, near the cradle of all civilization, the Earth was wounded. 
The presence of The Firstborn continued to fester, eon after eon, breaking down the fabric of reality 
as human civilization fl ourished around it.

The prophecy states that The Firstborn will break through into our world seven times. With each 
appearance, it will ride disease, corruption and perversity like an all-consuming wave until seven 
mystics sacrifi ce themselves to drive it back into the Abyss. The prophecy states that the seventh 
attempt will be its last. The Firstborn will either fi nd freedom, or destruction.

The Firstborn has made six previous attempts at escape, always returning to the spot of its 
conception. Due to the immense power contained within, this piece of earth has been contested for 
thousands of years by conqueror after conqueror, each with his own agenda for God’s fi rst creation. 

On its fi rst appearance, seven Sumerian priests entombed The Firstborn within a holy ziggurat 
and guarded its prison until the desert and their enemies consumed their great civilization and 
the site was lost. The Greeks were the next landlords, followed by the Romans, the Persians, the 
Crusaders… and on and on until present day. This is the bedrock on which the modern city of 
Al Khali now stands. Unbeknownst to its residents, they reside on the most unholy ground on the 
face of the Earth.

Every time The Firstborn is banished, it takes with it a larger piece of the Earth to add to its realm. 
Whenever it next returns, those layers of time and space overlap with reality, creating a place out 
of place, a time without time. Like a Chinese puzzle box, the city of Al Khali has been transformed 
by The Firstborn into layer after layer of time and space. 

The further you go into the city, the further back in time you travel until the point of origin, the 
moment The Firstborn came into being.
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Getting Started
Navigation
Navigate the menu screens using the keyboard or mouse.

KEYBOARD:
NS Navigate Options 

Â Select

‰ Back / Cancel

WE Adjust slide controls (when available)

MOUSE: 
Movement Cursor / Slide Options

L Select

: Back / Cancel

Main Menu
Campaign
CONTINUE
Return to the game and continue from your last save point.

HISTORIC MISSIONS
Select a level from those already completed. 

NEW GAME
Begin a new game. Jericho™ autosaves your campaign progress. If you already have an active 
save game, selecting this option will overwrite your existing campaign.

Configuration
GAME OPTIONS
SKILL LEVEL – Set the level of combat diffi culty:

EASY  ‘Don’t let them take me! Please!’

NORMAL  ‘Let’s go, Jericho…’ 

HARD  ‘I’m going to eat your soul!’ 

SHOW SUBTITLES – Toggle subtitles On/Off

AUTO RELOAD – Toggle magazine reload to automatic or manual

ASSISTED AIM – Toggle game-assisted aiming on or off

KEEP CROUCH – Toggle crouch mode

AUDIO
EFFECTS VOLUME – Move the slider to set the volume of the sound effects

VOICE VOLUME – Move the slider to set the volume of the in-game speech

MUSIC VOLUME – Move the slider to set the volume of the in-game music

VIDEO
Here you can modify various video settings which affect how the game will appear.  Settings include 
the screen-resolution, aspect ratio and gamma level.

CONTROLS
MOUSE SENSITIVITY – Set between high, medium or low sensitivity

INVERT VIEW – Toggle Up/Down view to normal or inverted

CONTROL CONFIGURATION – Assign preferred keyboard controls

Extras
As you play through the game you will complete a number of Achievements that unlock character 
profi les and bios in this section. To unlock a specifi c Extra, move left and right to view it and to see 
what you need to accomplish to open it.
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BONUS CODES
Activate or deactivate game-play bonuses, extras and cheats. For details on how to unlock bonus 
codes please see the back cover of the manual.

Pause Menu
Press ‰ to pause the action at any point during game-play. 

RESUME
Get back to the game.

RESTART FROM LAST CHECKPOINT
Restart from the last mid-level checkpoint passed.

RESTART
Restart from the level beginning – any checkpoints will be lost. 

CONFIGURATION
(see page 4)

BACK TO TITLE MENU
Return to the title screen – any level checkpoints will be lost.

In-Game Help
Press ¡ during normal game play to view the in-game help screens. Information regarding 
weaponry, supernatural abilities and controls will be displayed specifi c to the selected character. 
Press ‰ to return to the game.

Game Over
Each member of the Jericho Squad will automatically recover health after being attacked. 
However, any character may become incapacitated if they sustain heavy damage in a short 
space of time, and can then only be revived by Ross or Rawlings. 

An icon will indicate the direction of any fallen team-mates. If all available characters are 
incapacitated, the game will end. BE WARNED: Only Rawlings can revive Ross during 
earlier missions. If both are incapacitated, it’s game over…

GAME Controls

Keyboard:

w, a, s, d Movement

N, S, W, E Movement

e Primary Power

q Secondary Power

c Toggle Crouch

v Melee Attack (tap repeatedly to chain attacks)

r Reload / Confi gure Weapon (hold)

Í Heal / Action / Possession Interface (hold)

1 Alpha Team take position

3 Omega Team take position

Mouse: 
L Secondary Fire : Primary Fire

Movement, Look / Aim

Wheel Button, 
Toggle Zoom Mode

Wheel Up, 
Follow (Team Order)

Wheel Down, 
Hold (Team Order)
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Context Actions
Press the Í to trigger context-sensitive actions (e.g. operating levers or healing fallen 
team-mates) at specifi c points during the game.

Team Orders
FOLLOW
Scroll the mouse wheel up to order the entire team to follow. While following, the team will stay 
close and fi ght any encountered enemies.

HOLD
Scroll the mouse wheel down to order the entire team to hold position. In this mode, the team 
will fi nd nearby cover and hold position until they are given orders to move out, or an in-game 
event is triggered.

ALPHA / OMEGA TEAM MOVEMENT
The Jericho Squad is divided into two teams: Alpha (Ross, Rawlings, Church & Black) and 
Omega (Jones, Delgado and Cole) both of which can be ordered into independent positions to 
provide suppressing fi re, take cover or solve puzzles.

To move either team, position the aiming reticule on the desired area and press 1 (Alpha) 
or 3 (Omega). The availability and current actions of either team are indicated by the HUD 
(see page 9).

Switching Characters
From a certain point in the game, it will be possible to possess and control other characters 
in the squad. To do so, look towards the desired character (the aiming reticule will turn green) 
and tap Í.

Alternatively, hold Í to open the team select menu and switch to a character using the 
directional buttons. If a character is wounded or out of range, it will not be possible to possess them.

Cinematic / Survival Events
During a Survival Event the player temporarily loses normal control of their character and an 
interactive cinematic takes over. 

During this time the player is required to follow a series of quick button presses to succeed (N, 
S, W and E or w, a, s and d). The corresponding buttons will appear on-screen.

Xbox 360™ Controller for Windows

Y Toggle Flashlight

X  Reload/Confi gure 
weapon (hold)

B  Melee Attack 
(tap repeatedly 
to chain attacks)

A  - Heal Character
- Action
- Switch Character
-  Possession 

interface (hold)

L 
Move/Crouch 

(click)

l
Team orders:  Up - Follow

Down - Hold position
Left - Alpha Team take position
Right - Omega Team take position

C Aim/Zoom (click)

x Primary fi rew 
Secondary fi re

z Primary powery 
Secondary 

power

à Access LIVE Guide 
button
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The Jericho Squad
CPT. DEVIN ROSS
Psychic Healer

Formerly extremely skeptical towards all paranormal 
and psychic phenomenon, Jericho Squad Leader and 
accomplished war veteran Devin Ross was transferred to 
the Department of Occult Warfare after his own psychic 
abilities were unearthed during a botched raid on a Taliban 
safe house several years previous.

As a psychic healer, Ross is able to revive fallen team-
mates providing he is able to maintain visual contact. 

Patrioteer
Ross carries a 5.56 caliber G36C 
assault rifl e (primary weapon) with 
XM-26 semi-automatic mounted 
shotgun (secondary weapon).

Healing Magic
Ross is able to heal fallen comrades providing they are in close proximity. 
To use healing magic, approach the fallen team-mate and tap Í when prompted. 

NOTE: Only Ross and Rawlings are able to cure fallen squad members. Consequently, if both are 
incapacitated, the game will end.

Heads-Up Display (HUD)

ALPHA & OMEGA TEAM STATUS
When available, the symbols above and below indicate whether the team is following or 
holding position.

AIMING RETICULE
Alpha and Omega symbols indicate if either team can be moved into the currently viewed 
position.

PRIMARY & SECONDARY WEAPON 
Ammo indicator displays how many rounds remain in the current magazine. Total rounds 
remaining is displayed beneath.

PRIMARY & SECONDARY POWER STATUS
When highlighted, the corresponding icon indicates the power is primed and ready for use.

TEAM-MATE LOCATOR
Displays the position of an incapacitated team-mate.

Alpha & Omega 
Team Status

Downed Team
Mate Locator

Aiming Reticule
(Team Movements)

Primary 
Power Status

Secondary Weapon Secondary 
Power Status

Primary
Weapon
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CPL. SIMONE COLE
Reality Hacker

Being a programmer and obsessive numerologist, Cole’s 
gifts are purely intellect-based. Her harness is occupied by 
a custom-built computer used to run cabalistic and chaos 
mathematical sequences that have a profound effect on 
the physical world. By creating ‘anchors’ to particular 
points in space-time, Cole is able to download additional 
supplies, intensify the group’s fi repower and slow the passage of time for brief periods.

Cole is terribly protective of her equipment – often prioritizing the system’s safety above her 
own - and prefers low-report weaponry that is unlikely to cause interference.

X-86 Assault Rifle & Grenades
X-86 (PRIMARY)

A 5.7 x 28 mm caliber assault rifl e with 45-round magazine and 
Scan feature built into the two-range scope. Scan allows Cole to view 
enemies hidden in the immediate vicinity and identify any vulnerable points. 

CUSTOMIZABLE GRENADES (SECONDARY) WITH 4 ADJUSTMENTS: 

• IMPACT detonates on impact against anything

• TIMED detonates after a confi gurable period

•  PROXIMITY detonates on detection of nearby movement

•  REMOTE detonates when triggered (press L again)

Reality Hacking: Infinite Loop and Firestorm
INFINITE LOOP

Press e to activate/deactivate. For a short period, Cole can loop time around the squad, 
slowing down the world while still able to move and act. 

FIRESTORM 

Press q to activate/deactivate, intensifying the team’s fi repower for a short period. 

NOTE: If Cole’s powers are not deactivated within a certain time, she will temporarily lose 
contact with reality. Her system will then take several seconds to recharge.

SGT. FRANK DELGADO
Pyromancer

Sgt. Frank Delgado is of Mestizo and Chickasaw descent, 
his powers owing to a life-long pursuit of alchemy and 
shamanic wisdom. 

Delgado has only one useful arm on a mission – 
his right is encased within a protective shell containing 
Ababinili, a parasitic fl ame spirit of which Delgado was 
able to summon and earn the co-operation after offering 
his arm as a sacrifi ce. 

Accordingly, Delgado favors high-caliber fi rearms to compensate for 
his reduced dexterity. 

Hell’s Keeper & Pain
HELL’S KEEPER (PRIMARY): 

A 7.62 caliber Minigun fed by a 
continuous ammo strip. 

PAIN (SECONDARY): 

A .50 caliber semi-automatic custom pistol with 6-round clip. 

Pyromancer Magic: Ababinili and Fire Barrier 
ABABINILI

Hold e to unleash Ababinili, a Chickasaw fl ame spirit that incinerates nearby enemies. Releasing 
e will see Ababinili return to Delgado and the containment unit will close.

NOTE: Delgado’s arm will burn while the fl ame spirit is released - extended use will require 
a longer recovery period.

FIRE BARRIER 

Hold q to create a shield around Delgado making him invulnerable to fi re and reducing the 
damage of normal attacks. Release q to close containment unit.

6175 JERI MAN PC US V02.indd   Sec1:11-Sec1:126175 JERI MAN PC US V02.indd   Sec1:11-Sec1:12 3/9/07   16:16:233/9/07   16:16:23



13 14

LT. ABIGAIL BLACK
Telekinetic

The only daughter of an avid outdoorsman and hunter, 
Alaskan-born Abigail Black persevered through a childhood 
of poverty and abuse, rising to become one of the top 
marksmen in the US army. 

Favoring a customized XM-110 sniper rifl e in battle, 
Black’s abilities enable her to telekinetically move a range 
of objects – from bullets to boulders – providing a clear 
line of sight is maintained. As a result, she can steer her 
pinpoint shots mid-fl ight, enabling her to strike multiple 
targets with a single projectile.

Flash Thought
Flash Thought: Custom US 
XM-110 Sniper Rifl e (primary) 
with two ranges of scope and 
mounted single-chamber 
grenade launcher (secondary).

Telekinesis: Ghost Bullet & Telekinesis 
GHOST BULLET

Press e to fi re a mind-driven projectile, the trajectory of which Black can manipulate 
telekinetically; use the mouse and directional buttons to target and guide through multiple 
enemies. Ghost Bullets do not consume ammo but must recharge after every use.

TELEKINESIS

Press q to use a telekinetic force capable of moving heavy objects and stunning enemies at 
close-range.

CPT. XAVIER JONES
Seer

Second in command, Xavier Jones is more of a bookworm 
than a fi ghting man, having spent most of his career at the 
DOW in an offi ce before recently joining the combat division.

Jones is a walking encyclopedia of arcane knowledge 
and carries multiple journals, maps and texts in his BDU, 
along with the tools of his trade as a seer, including several 
fortune-telling and prognosticating devices. 

As a seer, Jones is able to perceive brief, cryptic glimpses 
of future events, project his astral form over great distances, 
and act as a conduit for those who cannot speak. 

Patrioteer
A 5.56 caliber G36C assault rifl e 
(primary) with XM-26 semi-automatic 
mounted shotgun (secondary).

Seer Magic: Astral Projection and Possession 
ASTRAL PROJECTION

Hold e to depart Jones’ body and seek potential targets to possess using the mouse to steer 
and directional buttons to zoom. Release e to return.

POSSESSION (WHILST USING ASTRAL PROJECTION)

Holding e, tap q to possess a highlighted target. If available, Telekinesis, Pyrokinesis and 
Blood Ward can then be ‘threaded’ from the remaining team to attack enemies or manipulate 
otherwise unreachable objects. Again, release e to return to Jones.
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FATHER PAUL RAWLINGS
Exorcist

The oldest active member of the Jericho Squad, Father 
Paul Rawlings is a veteran of Vietnam and Iraq and 
wields standard army Special Forces infantry weapons 
augmented by his own personal luck charms and 
inscriptions. 

Rawlings’ power derives from an intense academic study 
of magic systems from around the world, particularly in 
the areas of consecration and exorcism. Consequently 
Rawlings is the only team member besides Ross capable 
of healing wounded team-mates.

Faith and Destiny
Faith and Destiny (primary and secondary) 
are independently confi gurable dual pistols. 
Each bullet type has a different rate of fi re,
impact damage and ammo consumption.

 

• NORMAL  High fi re rate, low impact, 15 rounds per clip

• FRAGMENTATION Medium fi re rate, medium impact, 5 shots per clip 

• EXPLOSIVE Low fi re rate, high impact, 3 shells per clip 

Exorcism Magic: Ghost Heal & Vlad’s Curse
GHOST HEAL

Hold e to activate Ghost Heal, a sphere of benevolent power capable of reviving fallen comrades 
over great distances. Release e while targeting a downed comrade to heal them, expending a 
little of Rawling’s own health.

VLAD’S CURSE 

Hold q to curse enemies. A cursed enemy will regenerate a portion of a team-mates health 
when hit by their conventional weapons. 

SGT. WILHELMINA 
‘BILLIE’ CHURCH 
Blood Mage

Tennessee-born ‘Billie’ Church doesn’t believe in fi rearms 
– even though the army requires that she at least carries a 
machine pistol as her primary weapon – and is positively 
lethal with edged weapons if she can get in close. 

A traumatic childhood lived as somewhat of a ‘miracle’ exhibition 
in her family’s religious sect unearthed Church’s incredible ability 
to cast powerful sigils, enchantments and banishments through the 
ritual of drawing her own blood.

Kenjuu & Nodachi
KENJUU (PRIMARY): 

A rapid-fi re sub-machine pistol with a 30-round magazine.

NODACHI (SECONDARY):

Legendary Japanese sword, lethal at close range (melee).

Blood Magic: Blood & Fire Ward 
BLOOD WARD

Press e to cast Blood Ward, a powerful sphere capable of immobilizing nearby enemies for 
a short period. Since Blood magic uses Church’s own blood to cast, her health must recover 
between each use. 

FIRE WARD

Press q to cast Fire Ward, a circle of fl ames that will engulf any enemies that venture within. 
Again, Church’s health must recover between each use.
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FX SUPERVISOR
Brandon Riza
PRODUCER
Debbie Yu
LAYOUT/ANIMATIC
Jean-Dominque Fievet
CHARACTER MODELING
Shaun Absher
Luis Calero
Sze Jones
Ian Joyner
Barrett Meeker
Laurent Pierlot

ENVIRONMENT & PROP MODELLING
Sebastien Chort
Zack Cork
Daniel Trbovic
RIGGING
Steve Guevara
Malcolm Thomas-Gustave
Bryan Hillestad
HAIR AND CLOTH SIMULATION
Rebecca Baldwin
Jon Jordan
ANIMATION
Ryan Girard
Bryan Hillestad
Jacob Patrick
Peter Starostin
Brian Whitmire
LIGHTING AND COMPOSITING
Luis Calero
Sebastien Chort
Laurent Pierlot
David Stinnett
FX
Craig Brown
Brandon Riza
David Stinnett
CG CHARACTER TECHNICAL SUPERVISOR
Jon Jordan
MOCAP
Ryan Girard
Jeff Weisend
CONCEPT DESIGN
Sean McNally
Chuck Wojtkiewicz
TOOLS AND SCRIPTS
Diego Garcia
Eric Hulser
Remi McGill
PROGRAMMING AND 
SYSTEMS ADMINISTRATION
Duane Powell
Paul Huang 
Matt Newell
Mocap Talent
Chris Bedrosian
Gavin Carlton
Christopher Hicks
Heather Miller
Josh Sweeney
MUSIC
Rob Cairns
SOUND DESIGN
Shoreline Studios

TECHNICOLOR INTERACTIVE SERVICES
VOICE DIRECTION
Virginia McSwain
ADDITIONAL VOICE DIRECTION
Tom Hays
RECORDING ENGINEERS
Morgan Gerhard
David Walsh
VOICE EDITING & DESIGN
Lydian Tone
Frank Szick
Brain Fredrickson
David Fisk
ASSISTANT SOUND EDITOR
Elizabeth Johnson
STUDIO ASSISTANT
Christopher Eaton

CREDITS
CREATED BY
Clive Barker 
& Brian Gomez
SERAPHIM FILMS
PRODUCER
David Armstrong

CODEMASTERS
SENIOR PRODUCER
Adam Parsons
CREATIVE LEAD
Joe Falke
QA MANAGER
Eddy Di Luccio
QA FUNCTIONALITY MANAGER
Danny Beilard
QA LEADS
Hugh Pearson
Anthony Cooper
QA TESTERS
Pete Barker
Ross Tarran
Stacey Barnett
Scott Blackwell
Gareth Casey
Jonathan Davies
Darren Hayward
Michael Hill
Shelley Hodgekins
Karl Smith
Ben Patterson
Gurshaan Surana
Paul Clark
COMPLIANCE & CODE SECURITY MANAGER
Gary Cody
COMPLIANCE LEADS
Ben Fell
Martin Hawkins
Neil Martin
COMPLIANCE TECHNICIANS
Kevin Blakeman
Richard Pickering
Simon Turner
Tom Gleadall
HEAD OF AUDIO
Will Davis
ADDITIONAL SOUND DESIGN
Andrew Grier
John Davies
Oliver Johnson
MUSIC
Cris Velasco
ADDITIONAL MUSIC
Allister Brimble
Anthony Putson
of Orchestral Media Developments
LOCALIZATION MANAGER
Daniel Schäfers
GERMAN TRANSLATION
Sandor Horvat
ITALIAN TRANSLATION
Annalisa Distasi
SPANISH TRANSLATION
Mercury Steam
FRENCH TRANSLATION
Monia Kim
LOCALIZED VO RECORDING
Outsource Media

DIRECTOR OF PRODUCT DEVELOPMENT
Craig Duncan
BRAND MANAGER
Andrew Wafer
SENIOR VICE PRESIDENT OF BRAND
Barry Jafrato
GLOBAL MARKETING MANAGER
Emma Morgan
GLOBAL MARKETING MANAGER
Alan Perrie
DIRECTOR OF MARKETING
Nicola Hewitt
PR
Sam Cordier
Mike Hendrixen
MacLean Marshall
Matthias Mirlach
Dean Scott
HEAD OF COMMUNICATIONS
Richard Eddy
MARKETING SERVICES
Liz Darling
Peter Matthews
Barry Cheney
Amarjit Bilkhu
Andy Hack
Wayne Garfi rth
DIRECTOR OF BUSINESS AFFAIRS
Julian Ward
LAWYER
Daniel Doherty
DIRECTOR OF ACQUISITIONS 
AND DEVELOPER RELATIONS
Peter Zetterberg
ACQUISITIONS AND DEVELOPER 
RELATIONS MANAGER
Pete O’Donnell
LICENSING
Toby Heap
ONLINE TEAM
Adam Hance
Rich Tysoe
Peer Lawther
Cheryl Bissell
James Bonshor
Mark Stevens
Lee Ward
Nicholas Johnsonp
ONLINE COMMUNITY TEAM
Samantha Russell
Kyle Rowley
Tim Hodges
Chris  Collins
OPERATIONS / PURCHASING
Phil Anderton
Nick Craig
Mark Geoghegan
Mark Robinson
SPECIAL THANKS
Sam Parker
Bryan Marshall
Andrew Dennison
Simon Goodwin
Codemasters Central Technology Team

MERCURY STEAM ENTERTAINMENT
PROJECT LEADER
Enric Alvarez Benito
PRODUCER
Rafael Martinez Garcia

ASSISTANT TO PRODUCER
Merce Salichs Salvador
CREATIVE LEAD
Enric Alvarez Benito
DESIGN
Luis Miguel Quijada Henares
José Darío Halle Cano
ADDITIONAL DESIGN AND QA
Michael Santorum Gonzalez
Raul Rubio Munarriz
ART DIRECTOR
Juan Antonio Alcazar Redondo
LEAD CONCEPT ARTIST
Jose Luis Vaello Bertol
TEXTURE ARTISTS
Javier Castro Beato
Miguel Periago Miñarro
Enrique Orrego Franco
Lauren Garcia Carro
TEXTURE AND CONCEPT ARTISTS
Danny Perez Garcia
Cesar Sampedro Guerra
Antonio Jose Gonzalez Benitez
Daniel Jimenez Villalva
Abel Antonio Samez
LEAD MODELLER AND ANIMATOR
Alberto Sendin Dominguez
CHARACTER MODELLERS
Luis Miguel Quijada Henares
Julio Cesar Espada Rodriguez
Eduardo Ledesma Rebollo
CHARACTER ANIMATORS
Luis Moreno Jimenez
Jesus Cobo Baro
Luis Miguel Herrera Vela
Joan Marc Fuentes Iglesias
Cristina Pilar
Ynzenga Romojaro
CHARACTER SET UP
Carlos Manuel Ramiro Martinez
ADDITIONAL PROPS MODELLER
Raul Mariñez
LEAD ENGINE PROGRAMMER
Carlos Rodriguez Butragueño
LEAD GAME PROGRAMMER
José Dario Halle Cano
SCRIPTING PROGRAMMER
Mario Garcia Lazaro
LEAD AI PROGRAMMER
Jose Antonio Martin Armayones
AI PROGRAMMER
Joan Parera Estapé
ENGINE PROGRAMMER
Jose Gonzalez Diez
PHYSICS PROGRAMMER
Jose Luis Marquez Arroyo
FX PROGRAMMER
Jorge Mendoza Castejón
SYSTEM PROGRAMMERS
Carlos Rodriguez Butragueño
Jose Gonzalez Diez
GAME EDITOR PROGRAMMER
Ruben Alcañiz Guerrero
GAME EDITOR SUPPORT PROGRAMMER
Josu Cobelo Echevarria
LEAD LEVEL DESIGN
Ignacio Abad Donado-Mazarron
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TECHNICAL SUPPORT
CODEMASTERS WEBSITE
WWW.CODEMASTERS.COM

Codemasters’ website contains game patches, FAQs and an online version of our technical 
support knowledgebase. It also has a technical support request form that you can use to 
request assistance with this or any other Codemasters game.

EMAIL
CUSTSERVICE@CODEMASTERS.COM

Please include your Dxdiag.txt fi le with a description of your problem. To do this with Windows 
XP click on ‘Start’, then ‘Run’ or with Windows Vista click the Windows button and use the 
search box. Now type DXDIAG and click ‘Ok’. This will display the DirectX Diagnostics screen. 
To send the results, simply click the “SAVE ALL INFORMATION” button and save this as a text 
(.txt) fi le. Now attach this fi le to your email.

Email support is provided 7 days a week.

TELEPHONE / FAX
Before calling, ensure that you have checked our website for a possible solution and have read 
the Jericho™ help fi le which can be found on the Jericho™ DVD-ROM.

To access the help fi le:

1. Double-click on “MY COMPUTER” on your Windows Desktop.

2. Right-click on your DVD-ROM drive.

3. Left-click on “EXPLORE”.

4. Double-click on “README”.

Tel:  (646) 432-6888

Lines are open:

8am - 1pm Mon-Wed-Fri Eastern Standard Time.
9am - 3pm Tue-Thur Eastern Standard Time.

Please ensure that you are in front of your PC before calling. Your PC should also be on and in a 
running state (i.e. not having just crashed). Calls may be recorded for training purposes.

CODEMASTERS POSTAL ADDRESS
Customer Services, Codemasters Software Ltd, 
PO Box 6, Royal Leamington Spa, Warwickshire, CV47 2ZT, United Kingdom.

THE CODEMASTERS SOFTWARE COMPANY LIMITED SOFTWARE LICENSE AGREEMENT & WARRANTY

IMPORTANT - READ CAREFULLY:  THE ACCOMPANYING PROGRAM (WHICH 
INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED 
TO YOU ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A 
LEGAL AGREEMENT BETWEEN YOU AND THE CODEMASTERS SOFTWARE 
COMPANY LIMITED. (“CODEMASTERS”).  BY USING THE PROGRAM, 
YOU AGREE TO BE LEGALLY BOUND BY THE TERMS OF THIS AGREEMENT 
WITH CODEMASTERS.

THE PROGRAM is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws.  The Program 
is licensed, and not sold, and this Agreement confers no title or ownership to 
the Program or any copy thereof.

1. Limited Use License.  Codemasters grants you the non-exclusive, non-
transferable, limited right and license to use one copy of the Program 
solely for your personal use.  

2. Ownership.  All intellectual property rights in and to the Program (including 
but not limited to video, audio and other content incorporated therein) 
and title to any and all copies thereof are owned by Codemasters or its 
licensors, and you receive no right or interest therein other than the limited 
license in paragraph 1 hereof.

YOU SHALL NOT:

* Copy the Program.

* Sell, rent, lease, license, distribute or otherwise transfer or make available 
to any other person the Program, in whole or in part, or use the Program 
or any part thereof in any commercial context, including but not limited 
to use in a service bureau, “cyber cafe”, computer gaming center or 
any other commercial location in which multiple users may access the 
Program.  Codemasters may offer a separate Site License Agreement to 
permit you to make the Program available for commercial use; see the 
contact information below.

* Reverse engineer, derive source code, modify, decompile, disassemble, or 
create derivative works of the Program, in whole or in part.

* Remove, disable or circumvent any proprietary notices or labels contained 
on or within the Program.

* Export or re-export the Program or any copy or adaptation in violation of 
any applicable U.S. export restrictions or other laws or regulations.

LIMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which the Program 
is recorded will be free from defects in material and workmanship for 90 
days from the date of purchase.  If the recording medium of a product is 
found defective within 90 days of original purchase, Codemasters agrees to 
replace, free of charge, such product within such period upon its receipt of 
the Product, postage paid, with proof of the date of purchase, as long as the 
Program is still being manufactured by Codemasters.  In the event that the 
Program is no longer available, Codemasters retains the right to substitute 
a similar program of equal or greater value.  This warranty is limited to 
the recording medium containing the Program as originally provided by 
Codemasters and is not 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 WARRANTY OF MERCHANTABILITY, FITNESS 
FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 

When returning the Program for warranty replacement please send the 
original product disks only in protective packaging and include:  (1) a 

photocopy of your dated sales receipt; (2) your name and return address 
typed or clearly printed; (3) a brief note describing the defect, the problem(s) 
you encountered and the system on which you are running the Program; (4) 
if you are returning the Program after the 90-day warranty period, but within 
one year after the date of purchase, please include check or money order 
for $15 U.S. currency per CD or fl oppy disk replacement.  Note:  Certifi ed 
mail recommended.

Send to:
Warranty Replacements, 
Codemasters Inc., P.O. Box 11359 Burbank, CA 91510-1359.

LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE 
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING 
DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES.  CODEMASTER’S LIABILITY SHALL NOT 
EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM.  
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 WHICH VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION.  Without prejudice to any other rights of Codemasters, 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 Program 
and all of its component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program 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 Data and Computer Software clauses 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 Codemasters Inc., 
P.O. Box 11359 Burbank, CA 91510-1359.

INJUNCTION. Because Codemasters would be irreparably damaged if the 
terms of this Agreement were not specifi cally enforced, you agree that 
Codemasters shall be entitled, without bond, other security or proof of 
damages, to appropriate equitable remedies with respect to breaches of 
this Agreement, in addition to such other remedies as Codemasters may 
otherwise have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Codemasters, its 
partners, affi liates, contractors, offi cers, 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 Product pursuant to the 
terms of this 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 
a writing executed by both parties.  If any provision of this Agreement is held 
to be unenforceable for any reason, 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 California law as such law is applied to agreements between California 
residents entered into and to be performed within California, except as 
governed by federal law and you consent to the exclusive jurisdiction of the 
state and federal courts in Los Angeles, California. 

If you have any questions concerning this license, you may contact Codemasters at: 
The Codemasters Software Company Limited, PO Box 6, Royal Leamington Spa, Warwickshire, CV47 2ZT, United Kingdom. 

Tel: +44 1926 814132   Fax: +44 1926 817595

6175 JERI MAN PC US V02.indd   Sec1:19-Sec1:206175 JERI MAN PC US V02.indd   Sec1:19-Sec1:20 3/9/07   16:17:453/9/07   16:17:45


