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£ THANKS FOR BUYING THIS GAME!

Max is not your typical hero - a hero has a choice
whether or not to risk his life. Max is simply trying
to fight his way out of an impossible situation. Life
dealt him a bad hand. But a good poker player ca
a bad hand into a winner.

I turn

S ————

Among the many innovations of this game is Bullet Time
gameplay. It adds an entirely new dimension to action
games, the dimension of
time itself. We're not
going to explain why
Max can shift time in
his favor, maybe he

. enters a state of high
; concentrationL.likg a
fully focused athl
the “zone,”

ing

forcing his body into a higher gear.
. The bottom line ie that Max can do it, and it's one of
~ the most fun'géﬁﬁﬁlay innovations in the 3p action

- genre. Use this feature often, as it will save

' your butt|

. You'll notice, hat the story in Max Payne has not

- been shortchar t's integral to the action and
‘enriches the game experience. The story is
Ppresented in many ways throughout the game, but most

- often through ﬁﬁe game’'s graphic novel system. No other
- 3D action game has used this graphic novel approach,
Which we believe adds a depth to the story not possible
by other me;hpdswﬁrﬁ'hope you'll agree.

. .‘ﬁ'-'

> i5 the first action game that

tually monitors your ability to play, and auto-adjusts
e difficulty level to match your playing ability.

‘th

‘Max Payne took a long time to make, and the dedication
and talent of a lot of people, who devoted much of
their lives to this long project. But to a person,
&veryone involved with this game is proud of the

T dD¥d WA00LZdW HTIIA HSYD
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resulting accomplishment. And more important, we hope "

It must have been there. The sign of things to come
you'll enjoy it as much as we think you will,

¥ Clear in the fear in Alex’
M the coffee T was drinking,
painfully intg my side.
closing our €¥es to it. Refusi
. ! . ing to see. Lat
; night, Max Payne as a Dma Bt 3

the vast network of databa
version of me:

Oh, and don't worry, you’ll be seeing more of Max in the
future. Dimension Films and Collision Entertainment are
teaming up to make a feature f£ilm based on Max Payne,
and further adventures of this character are already in
the works., Max Payne,

mile-long rap sheet.
Thanks again! il

Remedy and 3D Realms Entertainment

the career eriminal with a

A couple of days

[ ago it had al}l come crashing down,

elf in that colgq no-m

; an’s
between right and wron e

9. No road-signs.

R ——

of questions,

graffiti. The image of a green Spreading on |
*W" with'a syringe in the 3
s : middle, repeated over and over.
V for Valkyr. The Drug. The red and blue of the police
car‘a lights flash on the white snow.

‘Something goes clank in the night, and the sound is close
enough to a gunshot to take me back to the beginning. My
last meeting with Alex before I went undercover. Sitting
ina crummy diner opposite me, he had grinned, a friendly
bear;, but I had seen it in his eyes. We hadn't been on
the side of the winners in a long time. He was playing it
safe, talking shop:

“To get to the source; we
need to get to Jack Liupino.
For that, you need the trust
of the small-timers in the
Punchinello family. Joey and
Virgilio Finito. Lupino’s f
number one man, Vinnie
Gognitti. All the wiseguys.”

Outside, the light
Was in flames. But
'S all done in

It started three
And T haven't left that room
my feet on the floor.

8 eyes, in the darkness of
in the way my Beretta dug
But we were blind to it then,

special agent wasg erased from
Se3, and replaced with a new

PﬂnlﬂGUE i E:: :ggefh;ngzuigmm;slike 2 A oo

was

I 1 course with the Mafi i ing g

n the backseat of a moving car, pe alla. With nothing to lose. The NYPD
I am cut loose from the city. It - as trailing me by the dotted line of empty shell
watches me pass with sharp neon ~ Casings that_@ 1eft behind. I was trying to loock for
eyes. The night has gilded the ' Fhe answers, bygievery gunshot, instead of closure
skyscrapers in silver. Every | Just a hole witl more questions leaking out. a '
brick wall is covered with Spreading 1a

like a pocl of bloog
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Michelle lying on the bed. Bullet holes like rubies_gp
her chest. Our baby’s cry cut short, the abggﬂcg of it
heavy in the air. That gunshot, like an exclar
to end it all, the answer to all my guestions, h ;
already rung out a long time ago, even its echqaa@gﬁh&.
The gun was fused to my hand from that moment on
room inside me everywhere T go. i

Especially now - as the city presses close to t = windows
©of the car, its monstrous heartbeat under the tires. My
squinted eyes in the rearview mirror. My hands numb and
E_awkwardly behind my back. Everything that came after
£ room is a hopeless mess, a chaotic swirl, rising
 nausea that tastes like rust in my mouth.

L .
] oY Sense J:Eff,.’z;rlzez

aﬂf;ijﬁ .‘ .%ffé to Hhe gt

-3kr?zaé;;n;5ééfﬁelv” B

o make

£ GETTING STARTED

SYSTEM REQUIREMENTS

MINIMUM {MINIMUM GRAPHICAL
DETAIL) :

450 MHz Intel or AMD

compatible processor
36 ME RAM

16 MB Direct3D Compatible Graphics Card

Equals 3DMark2001 Score of 900 23D Marks

RECOMMENDED (MEDIUM GRAPHICAL DETAIL) ;
700 MHz Intel or AMD comp
128 MB R&M

32 MB Direct3iD Compatible Graphics Card

atible processor

Equals 3DMarkzb§1_Score of 2200 3DMarks
GENERIC REQUIREMENTS:

DirectX 8.0

DirectSennd Compatible Sound Card

Mouse + Keyboard
Microsoft Windows 95/98/ME/2000

To test how many 3bmark2001-s Your PC has, go to
. Www.madonion.con.

- INSTALLING ms GAME

TO INSTALL MAX PAYNE :

- Computer~

. Double-click on the

:_Jnsert the game ¢D to your CD-ROM drive.

If your CD-ROM drive has AutoPlayzgﬁabled, you will see
Tenu open up. C€liek on the “Instaii Max Payne” button
‘and follow the instructions.

P IE AutoPlay is not

enabled, double-click on the “My
icon on your desktop.

CD-ROM drive icon and follow
the instructions.

S HDVd WA00LEZAW HIIA HSYD
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ff you don't see a menu opening up, click on the

vingtall .exe” icon.
Note for Windows 2000 and Windows XP users: You musilza:z
administrator access rights on the computer to be a

install Max Payne.

START-UP AND OPTIONS MENU

iﬂhaa Payne ¥1.0

e
Display Adzpler

W]FJD Hjj\-,am ™ 2 3 =l .:

iose LS omrg (ATE e ——
=3 el

vou may adjust the display

1=

Before you start to play,
adapter, screen mode and

Display adapter is the default 3D Graphics card in your
system. If you have two display adapters in your system
you can have two of them | - here.

Selects the resolution and colour'depth of
% 32 means 32bit colour depth whlc? look
performance slow down especially on

Screen mode:

the graphics.
better but can cause
older graphics cards.

Lcceleration: Newer graphics cards support “DBP Ha%dﬁare
Tl which should be used if available. Otherwise it's
normal to have only “D3D Software TsL” available as the

selection.

You may also click on the Options menu, where you may

alter factors that relate to the level of ¢
The installer will h

into account and adjusted this to suit your PC. However,

acceleration in the Start-up menu.

ontent detail.
ave taken your computer’s performance

R ——_

you may choose to alter these settings. Note that only
higher performance computers will have well-playable
frame rates with the higher detail settings. The
following may be altered:

START-UP OPTIONS

FILTERING MODE

Select Bilinear, Trilinear or Anisotropic filtering.
This setting affects the texture filtering quality

all surfaces and objects such as walls and characters.
Trilinear or Anisotropic settings may reduce
performance and we recommend that they be used only
on high-end graphics cards.

[ R L
Tesime Cob Do & 16l Ben v T Dzt

Gl 5

oty —— | |
Lo et =
ﬂh-Tm_—.—-—}_ |
“““‘*__Tf——*'| S et

|_ _ M&ﬁ-‘ m.l

St Vanshon:

TEXTURE COLOUR DEPTH

Select 16 - or 32-bit texture colour depth. Although
32-bit textures improve the image quality, we recommend
using 16-bit texture colour depth as 32-bit textures
take four times as much memory. We recommend using
32-bit textures only if you have 256 MB of system
memory and a 64MB graphics card.

ANTIALIASING

Setting Antialiasing on will improve the image quality.
Antialiasing is only supported by a few high-end
graphics cards and will reduce performance.

L HOVd WA00LEZdN HIIA HSYD




DECAL LIMITS

Affects how many bullet holes are shown at the same
time in the same rocom. When the limit is reached, no
| more bullet holes are generated.

FOGGING
‘Enable or Disable fogging. We recommend that you keep !
fogging on unless you have problems running the game. ]

PROJECTILE LIMITS

Affects how many shell casings and bullets are shown at
the same time in the same room. If projectile limit isg
set to low, shell casings are not shown.

Enable or Disable sound effects and music.

TASK SWITCHING
Disable task switching to allocate
certain keys ALT & Tab.

PARTICLE DETATL

If particle detail is set to low, some particle effects
such as snowstorms will be disabled.

SCREEN BUFFERS

Select either Double or Triple. :

We recommend using Triple Buffering.

Triple Buffering may give you a )_

smoother frame rate, but will

B consume more video memory thus :
possibly making highest resolutions

unavailable or reducing the game performance.

OBJECT DETAIL

l If object detail is set to high, characters, weapons,
bullets and shell casings have more detail.

6 HO¥Yd WAO0O0LEZdW HTIIA HSYO
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CHARACTER VARIATIONS

Affects how man ifferent looking characters there are
in the game environment. Low means 1 variation, medium
2 variations and high & variations. A higher setting
will require more video and system memory .

e e
iigzitslﬁha level of ggﬁﬁi%:in the game environment.d
Higher settings will for example @akelsmo?ther curz? 5
surfaces and better guality dyna@lc llghtlng.lThe 13
setting should only be used on high-end graphics cards.

CHARACTER SHADOWS ;
Affects the detail of character shadows.
will disable character shadows.

Selecting low

LEVEL TEXTURES : :
| Affects the quality of textures in the game env%ronmeptf
. The high setting will require more system and video memory.

Controls the amount of sound channels used by the game .
Low means 8 channels, medium 10 channels and high 12

channels. A higher setting may require a faster CpU.

ES
i:?zitZEingquality of other textures sych as chax"act:ersnCl
and weapons. The high setting will r?qulre more system fow
video memory. This affects the graphic novel textures,
settings may cause blurriness.

]

SOUND VARIATIONS
Controls the amount of sound variations such as
bullet hit sounds and shouts in the game. Low means

no variation, medium 2 variations and high enables
2ll variations. g

DETAIL TEXTURES

Setting this high will add a detail texture to the game
environment. As it impacts performance he?vily, we 508
recommend using detail textures only on high-end graphi
cards. Warning: If you have problems running the i
game, set this slider to medium or low (thus disabling
detail textures).

MATERIAL VARIATIONS
Affects the amount of different types of surface

materials in the game environment. A higher setting
requires more system and video memory.
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MENUS AND INTERFACE
MAIN MENU

' &5 )
Lasd the ttarisl bevel 3 leara abont the batic gameplay mechasice

RESUME GAME !
gﬁfgmselection loads up the last saved game gnd let’s you
jumﬁ.right back into your previous game session.

ORIAL <l
ggﬁ can select Tutorial if you want to go through a b

ame .
training course on the controls and how to playbt?erg
: : . .
It's recommended that you try out the Tutorial be
jumping intoc the game.

gﬁ?seigiion let's you start.a new game seiszznéh:fter

gelecting a new game, you will need to sele .
lay mode. Different gameplay modeg (Fugi : A

ngizd yDead on Arrival and New York Minute) are explain

later in this manual.

LOAD (QUICKLOAD HOTKEY: F39)
Opens up the Load Game menu screen.

8
AVE (QUICKSAVE HOTKEY: ..
g ens up the Save Game menu screen. You can seleft o
tﬁe 10 savegame slots to store the cgrrent gamepaiy
gituation. Saving is only available if you have
existing gameplay session running.
NSl

e PR TN

!

e e A O S
By pressing the Quicksave button, you may Quicksave a
game without going to the menus. Hint: It is a good
idea to save every now and then to avoid replaying
longer stretches in case Max dies. There are two

quicksave slots - The latest Quicksave will replace the
older of the two quicksaves.

Your savegames are stored in the

You may also use the Save Menu to
game. To do thig,
Save Game.

"My Documents” folder.
store your saved
return to the Main Menu and select
Highlight one of the slots and press Enter
or click the left mouse button on the slot.

OPTIONS
Opens up the Options menu.

LOAD GAME MENU

You may select any of the o
Load Game menu. When
of the saved games,

lder saved games from the
¥ou move the mouse cursor over any
a4 screenshot indicating the saved
situation is shown in the upper right corner. Highlight
the game you want to load and press Enter or click the
left mouse button to load it.

The game automaticall
each map change.

OPTIONS MENU

Y saves the game situation between

Modily ur vew the uveness, canbat sad mnese contraly

TT HOVd WA00LZdWN HTIA HSYD
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RESTORE DEFAULTS
Resets the original Texture Sharpness and Brightness values.

S@tﬁéist:ivity can also be changed from the Controls menu.

AUDIO

The Audio menu contains the following settings:
MUSIC VOLUME

'Allows you to change music volume

GAME : e
Game menu contains the following settings:

| SHOW CROSSHAIR : )
Allows you to toggle the aiming crosshair on/off.

| EFFECTS VOLUME
Allows you te change sound effect volume

ENABLE AUTOAIMING i
By default, the game helps the player to a}m moref "
i accurately. ¥You can disable this feature, if you fee
i skilled encugh.

RESTORE DEFAULTS
Resets the original music and sound effect volumes.
§

CONTROLLING THE GAME

The controls in Max Payne are customizable.

AUTO WEAPON CHANGE i i |
| If you turn Auto Weapon Change on, Max will automatically (
] ¥ .

switch to a better weapon when he picks it up.

€T HDVd WA00LEdW HIIA HSYD
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PAUSING bl
o § THE GAME Coni Primary Secondary
ENABLE GAMEPLAY TI ; I (" key)
T : ame 11 be shown ey
In some cases during the g i Yoznglor items. If you Using the Pausell w Up
different tips on how to use weap - heckbox key allows you A Left
feel familiar with the game, you can unmark this chec b e s Down
R g R 3o e O pause the \
and the tips won't be shown. ‘animation, and 5 Right
is a cool way c R Alt
VIDEO ; n 3 2 i
| The Video menu containe the following settings: j-C chesieng E Enter
| . details via the Space Keypad 0
| . banning camera. | R
| TURE SHARPNESS ¥ y A 5
] i‘gg(usts the mipmap bias, thus resulting into crisper or E Zoom = Use Key
: MISSION Left Mouse Button
k.
smoother texture loo - OBJECTIVES | Shootdodge Right Mouse Button
o b ("F2" Key) + Direction
e he display brightness of the game. It is | Max can get | Bullet Time Right Mouse Button
Rjuste Ll N heck your monitor settings first, key information [Painkillers TAB Backspace
recommended that you C ecb Y Fines n his mission P&Iﬁs&ﬂlﬂ game L T Pause
before changing th'i.’%._ @rne origntness. By This Gd; st weapon G X
. : | Melee weapons 1
8 useful if Hardle 2
You've been away S: otggul:;s 3
£rom the game Automatic weapons | 4
for a while. Explosives 5
3 Sniper Rifle 6
Next weapon Mousewheel|

e —

Previous weapon Mousewheel
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TR T

USING ITEMS (USE KEY)
The world of Max Payne is very interactive and Max is
able to use many items. Pressing the Use key in the
proximity of a usable item will make Max perform a
relevant action. Max can open drawers and lockers, pick up
specific items, use switches and control panels, or
examine leads and read notes that he finds.

When Max is in the proximity of an interesting item or a
lead, his head will turn to look in that direction and an
exclamation mark (*!7) symbol will appear on screen above

Max’'s head. You can then search the area to find what Max
was interested in.

Note that using some items may trigger graphic novel
sequences. To review these sequences later, press F1.

=i

VEL

 THE GRAPHIC NO

ST HDV¥d WA00LZdW dTIId HSYD

Max Payne's Graphic Novel appears throughout the game
and it drives the twisting roller coaster of a story.
The Graphic Novel introduces new surrcoundings,
characters, plot twists and reveal relevant information
that Max Payne will need to uncover the truth.

PLAY MODE

When you encounter new Pages of the Graphic Novel in
the game, it will be in *Play Mode”, which advances the
Story automatically page by bPage with no user
intervention required. Just sit back and enjoy the
show, complete with full wvoice acting and sound
effects, and you will be returned to the game as soon
as the current pages are completed.

BROWSE MODE

By pressing the spacebar during the Graphic Novel,
can enter “Browse Mode”. The voice dialog and sound
‘effects will stop and you will be given full control of
Graphic Novel's pages via a control bar similar to

you




These controls allow you to browse backwards or ahead one
page (or chapter) at a time, just like a book. ¥You can
also exit back to the game at any time, or restart the
graphic novel by hitting the Play Button.

| REVIEW MODE (“F1% KEY)

At any time during the game, you can press the Fl1 Key and
browse through the Graphic Novel up to your current
location. This is wery handy if you'’ve forgotten who a
character is, or have been away from the game for a while.

1 ©
|
| |
| O
| <
aF
=
|
1 o
o
-~
o
|
=
(e}
| 4
—
52
]
{93}
[
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THE GAME WORLD e
WEAPONS SNEAK PEEK

Max has a dozen weapons at his disposal, giving
deadly arsenal with which to battle the murdero
enemies that stalk him in the dark night o@”ggg >

d48%0

To get you started, we've included essentia
information on four of them.

ember that each weapon will automatically reload
hen it runs out of ammo, or ¥ou can manually reload
~ anytime by pressing the (“r” by default) key.

" BERETTA

LT HDOVYd WAOOLEZdWN HTIIA

The Beretta is a 9mm semi-automatic
handgun that will work well in close
combat but is less accurate over
long distances. The punch of the
weapon is limited, especially

agai ‘hardened enemies but the
Tk fire makes up for this. The
nded clip that holds 18 bullets.
Max Payne can hold two Berettas (as scon as he has
found a second one), one in each hand, to achieve a
deadly rate of fire.

PUMP-ACTION SHOTGUN

The Pump-Action Shotgun is a standard police issue
twelve-gauge shotgun. Lethal at close quarters, but due
Lo the spread of the pellets it is less efficient at a
distance. The shotgun loads up to seven shots.
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- see the Pain Bar in the

. Payne. This indicates the

. time. Once a high degree of

' he will start to limp. Once

DESERT EAGLE

The Desert Eagle is a high-power
handgun that packs a lot of stopping
power and is very accurate. However,
due to the recoil of this high caliber
weapon, the rate of fire leaves room

- for improvement. The Desert Eagle
carries 12 bullets in the clip.

MOLOTOV COCKTATL

A classic weapon since the 1940s, the Molotov
Cocktail is simple but deadly. This glass bottle
filled with flammable liquid can be thrown with
devastating effect at the enemy. Max Payne can
also use Molotov Cocktails to get at enemies
behind obstacles, and by throwing them onto the

~ ceiling and having a deadly rain of fire fall down
'énemy. Remember, careless use of Molotov cocktails
harm Max, and coming into contact with burning
11l hurt Max as well.

MAX’S HEALTH
On the bottom left hand
side of the screen you can

form of a silhouette of Max

level of pain'that'ﬂgx P!
Payne is in at any given

pain is reached, Max's
movement will slow down and

the pain bar is full Max
Payne will die. Like action
heroes in the movies, Max
never stays down. Even when
badly hurt, he will slowly
regain a little health, and
will gquickly be ready to
dive back into the action.

8¢ PAINKILLERS

! Reduce pain by using the

| painkillers found in various

i locations in the game. You can

! I c§rry a maximum of 8 at any one

| time. Keep in mind that when you
take a painkiller it only heals a

fraction of Max's total health, and

1 it will take

a few seconds

'i_ - Fox ~AEite

| take full effect, as indicated by
v a faded red colour. This faded red
colour indicates the real health
status of Max, and further damaée
to Max will be added on top of
the faded red, not the solid red.
So, you may choose to take a
painkiller (or bainkillers, as
needed) and let them take full
effect before entering further
combat against the énemies.

@‘
| Qg

| BULLET TIME™

(STAND STILL + BULLET TIME KEy/RMp)

;'Bullet Time isg

- heart of Max pa '
combat manoeuvr il

When pressed into a

Spot Max can activate Bullet Time, whicﬁigﬁzl

s%ow the action around him, while allowing

him to aim his Weapons in real-time. This is
ery effective for getting the 3
tiple enemies and even allows

oming bullets.

6T HDYd WAQOLEdW HTIA ESVD
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Also, using Bullet Time while sniping will help your aim.
vou will naturally not be able to shootdodge when using
the sniper rifle.

SHOOTDODGING ™

(LEFT, RIGHT, FORWARD OR BACK + BULLET TIME KEY/RMB)

In addition t«

.'ﬁggg_&nd Bullet Time, Max can
also Shootdodge .

pressing Left, Right, Forward or Back and the Bullet
Key, Max will do a Shootdodge dive in slow motion in
irection. This will cost you a little Bullet Time
. time you do this manceuvre, but it will give you an
edible edge in combat.

lon’t have any Bullet Time left, Max will do a
|1ing dodge instead of a slow motion Shootdodge
11 hear a warning sound.

 also choose to configure a separate Bullet Time
Toggle key in t nu i&éﬁsimg Bullet Time Toggle (even
when in motion) will simply place Max in to Bullet Time
without performing a shootdodge.

. Remember, that by Shootdodging. the action slows around
' Max, but he can still aim in real-time. Use this to
- your advantage. e

(LEFT, RIGHT OR BACK KEY + JUMP KEY/SPACEBAR)

gy

' The dodge is an effective defensive move and can be
performed in any direction, except forward, which results
in a regular forward jump. Dodging is performed by
selecting the direction (Left, Right or Back) and pressing
the Jump Key simultaneously. By performing dodges, Max
can avold getting shot by the enemies who are trying
their best to put nails in his coffin.

W"

CINEMATIC SHOTS

During combat, the game sometimes performs Cinematic
Shots, where the camera moves to highlight the action
(enemies flying backwards in slow-motion, etc).

Bullet cam is sometimes used with the sniper rifile.
This is not only helpful in aiming, but also shows a
very cool perspective of the action. You can interrupt
some of the cinematic shots by pressing the Use key.

PARENTAL LOCK

The Parental lock is available in the startup dialog.
As Max Payne is intended for mature audiences,
responsible parents and more sensitive players should
switch on the Parental Lock, which will exclude more
graphic sequences. This will also disable the graphic
novel screens as the gritty crime-thriller story
contains subje Qtter hest suited for mature viewers.

 DIFFICULTY &,ﬂllll'l'lllNAI. GAMEPLAY MODES

FUGITIVE

This is the def

available aft
the Fugitive
adjusting ski

gameplay mode and the only one

ve installed the game. When playing
ay mode, the game uses a gelf-

sel system. The enemies
their behavi and performance according
Max Payne is doing. This implies that if you are
encountering difficulty, the game will adjust the
behaviour and reactions of the enemies in your favour.
Naturally, if you are breezing through, the enemies
will rise to the challenge. - o

When you have compieted the game for the first time, you
also unlock the following additional gameplay modes:

T2 HDOVd WA00LEZdW HTIIA HSVO
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HARD-BOILED

A more challenging version of the game. Max’s healing
process is slower and his health lower. Autoaim is scaled
down. You have to complete the game in the Fugitive mode
to access the Hard-Boiled mode.

DEAD ON ARRIVAL

The real challenge. No holds barred anymore, this is only
for the advanced players. Beating Dead on Arrival mode is
| the true mark of a hardecore gamer. No autoaim here and
bthg'@ad guys are really beefed up (go for those
2] ishots!). Max's health is the same as in Hard-Boiled
himt-his healing is drastically toned down, and you have
or y 7 save games to complete each map. You have to

.ﬁeﬁplete the Hard-Boiled mode to access the Dead on
Arr mode .

MINUTE

hectic . for speed-running. Each map starts
with a timer tickixr ijown. If the timer reaches zero,
is out. Taking out enemies buys you more time.

Max
Graphic novels and cinematics stop the timer and the timer

' slows down in Bullet Time.

GENERAL GAMEPLAY TIPS

If Max crouches (by using the Crouch Key) during a

' gunfight, he presents a smaller target and is therefore
slightly less likely to get hit. Crouching behind

' obstacles in combat may give you the required second
or two to reload your weapon before diving back into the
action. Crouching will also make your sniper rifle
more steady.

Make full use Shootdodging and Bullet Time. They will
allow you to get the drop on bad guys, aim easier and
take less damage. The game can be very difficult without
using these modes.

:.A good tactic in gun fights is to keep moving - don't

be an easy target by standing still! Move side-to-side,
do evasive rolls, and hide behind pillars and walls
when you reload.

da

‘ Search everywhere! There are items hidden in crates

! drawers, cabinets, lockers, under beds and more . Yo;
are usually rewarded for exploring the environment and
yYou never know where those painkillers are hiding.

Apother important point with Max Payne is that it's the
first game to realistically model individual bullets

as opposed to travelling from your gun to your targeL
1n.an impossibly fast instant. 50, if your target is
qultela ways away, your shots will take a noticeable
fra?tlon of a second to reach your target. When you
activate Bullet Time, you'll actually get to see
bullets whizzing,very quickly through the air as
everything is slowed down - an effect never seen in a
game before thi33

Dop't pass up notes, tv or radio broadcasts or other
.;hlngg Max is interested in while you are playing. Take
.Fhe time to use these items and get information and
Story. You may also find it useful to review the
Graphic Novel at times.
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