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SA FETY INFO RMATI O N
A BO UT PH OTOSE NS ITIVE SEIZUR ES
A very small percentage of people may experience a seizure when exposed to
certain visual images, including flashing 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 sitting farther from the
television screen, using a smaller television screen, playing in a well-lit room, and not
playing 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.

OTH ER IMPORTA NT HEALTH AND SA FETY INFO RMATION 
The Xbox Instruction Manual contains important health and safety information
that you should read and understand before using this software.

AVOID DAMAGE TO YO UR TE LEV IS I O N
Do not use with certain televisions. Some televisions, especially front- or rear- p r o j e c t i o n
types, can be damaged if any video games, including Xbox games, are played on them.
Static images presented during the normal course of game play may “burn in” to the
screen, causing a permanent shadow of the static image to appear at all times, even
when video games are not being played. Similar damage may occur from static images
created when placing a video game on hold or pause. Consult your television owner’s
manual to determine if video games can be played safely on your set. If you are unable
to find this information in the owner’s manual, contact your television dealer or the
manufacturer to determine if video games can be played safely on your set.
Unauthorized copying, reverse engineering, transmission, public performance, rental,
pay for play, or circumvention of copy protection is strictly prohibited. 
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VEH IC LE CO NTRO LS :
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GAME CO NTRO LS
STUB BS ON FO OT



Richest Man has captivated the globe. Using experimental technology developed
by an army of scientists and engineers, Monday has created a fully-functional City
of the Future, complete with hovering cars and robot labor. The gates of
Punchbowl have been thrown open as Andrew Monday invites the world to see his
vision of the future.

At the same time, something stirs beneath Punchbowl...an ex-traveling salesman
about to embark on a new career as a brain-eating zombie. At last, Stubbs has
found his calling.

54

THE STO RY SO FAR …

In 1933, Edward “Stubbs” Stubblefield was just another traveling salesman trying
to eke out a living. Only one thing stood between him and success: an unbroken
streak of bad luck dating back to his birth. Stubbs couldn’t sell ice cream in the
Sahara – and he sure couldn’t sell life insurance during the darkest days of the
Great Depression. Speaking of depression, Stubbs’ miserable life came to its
logical conclusion one hot summer night when a prospective customer unloaded a
shotgun into Stubbs’ belly and buried
him in an unmarked grave in the
remote Pennsylvania countryside.

Now it’s 1959 and that same
countryside is covered by the steel and
plastic wonderland that is Punchbowl,
Pennsylvania. Punchbowl is the
brainchild of billionaire playboy
industrialist Andrew Monday, whose
rise from poor orphan to Wo r l d ’s 
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SAVING A GAM E
Each level contains numerous checkpoints. Each time Stubbs reaches a
checkpoint, the game will automatically save your progress. If you die, you’ll
restart from the last checkpoint. You can also save the game manually by pressing
the START button on the controller and selecting “Save and Quit” from the menu.
When you resume play, you will start at the last checkpoint.

LOADING A GAM E
1. Select One Player from the main screen.

2. Choose a profile.

3. Select a level from the game. Later levels will not be available until you have
completed all previous levels. The most recent level you played will be
selected by default, and you will start at the last save point you reached.

If you load any previously completed levels or change the profile’s difficulty on the
last level you played, you will start at the beginning of that level.

M U LTIPLAYER
Two players can play through the campaign in a split-screen cooperative mode.
Player 1 controls Stubbs; Player 2 controls Grubbs, a fellow traveling salesman who,
through a series of unfortunate coincidences, ended up in the same unmarked grave
as Stubbs with a similar suit and fatal stomach injury. Life sure is funny that way.
You’ll need to plug a second controller into the Xbox console to choose this option.
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G ETTI N G STARTED

MAIN MENU
One Player – This option allows you to start or continue a single player game.

Two Player – This option allows you to start a two-player cooperative game.

Settings – In this menu you can edit or delete profiles and change controller settings.

STARTING A NEW GAM E
1. Select One Player from the main menu.

2. Select Create New Player Profile.

3. Name your profile.

4. Select the difficulty (this can be changed for any profile)
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P OSSESS I O N : If you can sneak the hand
up on another person and clamp it onto the
back of his or her skull, you will possess that
person - giving you access to their weapons
and other abilities. Because possessed
characters are not always recognized as such
by their friends, they are perfect for launching
sneak attacks. A posse of angry militiamen
hunting for Stubbs can disappear in an instant
if Stubbs uses the Hand to possess one of them
and turn his weapon on his friends.

G UT GRENAD E: Appendages aren’t the
only body part Stubbs can regenerate.
With enough brain juice, Stubbs can also regrow
his internal organs, which are remarkably
explosive. The gut grenade explodes after a few
seconds, or can be remotely detonated by pulling
the trigger a second time. The grenade sticks to
enemies on impact.

U NH O LY FLATU LE N C E: With a diet
consisting entirely of human brains, it’s not
surprising that Stubbs will occasionally need
to let one fly. Apart from peeling paint off walls
and sterilizing farm animals, it will leave
others caught in its area of effect incapacitated
as they gasp for breath. The flatulence attack
will also cause some damage to enemies close
to Stubbs.

SPUTUM HEAD : Stubbs can pull his head off his body and roll it like a
bowling ball. It is less than perfectly spherical, so controlling it requires care and
effort. Why risk losing your head at all? Because it can knock people down, and
spit deadly zombie sputum at people while rolling past them, infecting them and
turning them into zombies. At the end of the head’s timed run, it explodes with a
stronger effect than the gut grenade. The head can also be detonated remotely
before the end of its run by pressing the White button a second time. 
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PLAYING THE GAM E
Stubbs begins his new life in the heart of Punchbowl, Pennsylvania. He doesn’t
know where he is. He doesn’t remember who killed him, or why. Only one thing is
certain: Stubbs is a changed man, with new abilities... and appetites. As he roams
the streets of Punchbowl, searching for answers and brains, Stubbs can do many
things mere mortals cannot.

ZOM B IE STR E N GTH : For a man buried
in soft peat for almost thirty years, Stubbs has
remarkable muscle tone. As you progress
through the game, you will find that Stubbs’
brute strength can allow access to areas that
might otherwise be closed to you. Simply walk
up to a door, window, or other barrier; if
Stubbs can smash through it, an indicator will
appear onscreen.

Your zombie strength also allows you to tear an arm off an enemy and use it like
a baseball bat. This strength can only be used on people with helmets, after you
have worn them down, or from behind on someone you’ve stunned with unholy
flatulence. Approach the enemy and press the Y button to tear his arm off.

ZOM B IE SP R I NT: Rigor mortis set in long ago, so Stubbs usually moves at
an easy, shambling pace. Run in one direction long enough, though, and he’ll break
into a zombie sprint. It’s no four-minute mile, but it’s faster than walking.

THE HAND : Stubbs can detach his left
hand, throw it, and move it as a wholly
independent character. The hand is fast,
maneuverable, and expendable; if it is lost or
destroyed, Stubbs can grow a new one. The
arm is extremely fragile and vulnerable to
attack, so stealth is required to use it
successfully. Also, while controlling the hand
you have no control of Stubbs, so it’s i m p o r t a n t
to hide in some out-of-the-way corner before sending the hand out into the world. 
Apart from the cheap thrill of self-amputation, and the possibilities for exploration, you
can also use it to possess other characters in the game.
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M OTOR SKI LLS
Stubbs never got his driver’s license, but he doesn’t let that stop him. Stubbs has a
natural affinity for cars, trucks and motorized vehicles of just about any stripe.
Approach any vehicle; if you can drive it, an icon will appear over that vehicle. Press
the Y button to enter that vehicle and start the engine. You can press the Y button
again to exit the vehicle. Don’t forget that possessed humans can also drive vehicles.
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PLAYING THE GAM E, CO NTI NU ED
AN APPETITE FOR DESTRUCTI O N :
Being a zombie, Stubbs has a strict dietary
regimen: brains, and lots of ‘em. Many of
Stubbs’ other abilities – the hand, the head,
unholy flatulence and gut grenades – are
dependent on Stubbs getting his recommended
daily allowance of delicious brain juice.
Generally speaking, civilians are weak; Stubbs
can run right up to them and press the 
Y button to eat their brains. Other characters
may put up more of a fight; Stubbs will first
have to pummel them into submission before he can nibble on their noggins. When
they start swaying and groaning, it’s time to strike. If you don’t want to go to all
that trouble, it’s often possible to sneak up behind a victim while they’re distracted
and press the Y button for a one-button Stealth Brain Gobble. It’s also possible to
jump up above your prey (using your Zombie Strength) and press the Y button on
the way down to perform an Airborne Brain Eat.

ZOM B I FICATI O N : Eating brains isn’t just a quick route to a cheap meal.
When you kill your opponents (whether by eating their brains, blasting them with
toxic flatulence and sputum or simply beating them to death), they rise again as
fellow zombies. They’re not quite as smart or charming as Stubbs, but they have
the same primal hunger for human brains, so you do have something in common.
Because each converted human is one fewer enemy and one more ally, building and
maintaining a zombie horde is crucial to beating the game’s biggest encounters.
One zombie may not be enough to stop certain enemies, but twenty zombies will
definitely make a dent. Zombies also make excellent meat shields, providing
moving cover for Stubbs and allowing him to close the gap on large groups of
armed enemies. If your zombie horde is big enough, anything is possible.

ZOM B IE GUIDA N C E: Although the zombies you create will attack other
humans when possible and generally attempt to follow Stubbs, there are times
when you will want to give them some guidance. If you’d like to call a group of
zombies over to you, stand still while looking at them and press the Y button.
Conversely, if a zombie is in your way, walk up to him and press the Y button to
shove him in the direction Stubbs is facing. Please note that some zombies may
not respond when Stubbs whistles; remember we’re talking about the mindless
undead here.
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H UD

The information in the HUD will tell you if you’re a healthy zombie ready to kick
ass and take brains, or if you’re about to make the transition from undead to just
plain dead.

H EALTH: If your health decreases, brain juice drains out of the Stubbs icon at
the lower left corner of your screen. Try snacking on some locals for a quick pick-
me-up. Stubbs’ body will regain health on its own as long as he’s not in the middle
of a fight, so if you’re close to death you may want to find a hiding place and wait
for your second wind. This indicator will change if your hand is detached or
possessing someone. Possessed people do not regain health. 

WEAP O NS : Your four basic weapons are your head, gut grenades, hand and
flatulence. Eating brains will help keep these weapons fully charged. When the
head indicator is full and has a yellow halo, you can roll Stubbs’ head. The number
beside the stomach shows your available gut grenades (maximum of 3). When you
possess a person who has a weapon, the weapon indicators will change to show
that weapon’s remaining ammo. If you possess an enemy armed with a laser, the
indicator on the right will fill up to show how close the laser is to overheating.
When the laser overheats, it won’t fire; you’ll need to wait until it cools before you
can use it again.
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M OTOR SKI LLS, CO NTI NU ED
ARMY JEEP : While the basic army jeep isn’t
a technological marvel, it’s sturdy, reliable, and
carries soldiers in style with a minimum of
potential motion sickness.

PERSHING TA N K: The classic wanton-
destruction-grade army tank. Is there anything
it can’t blow up or crush?

I M PALA : The Quaker State Irregulars
modified this tractor with a set of hastily
mounted, yet effective pitchforks on the front
end. It fertilizes the earth with the blood of
their enemies – or, if there are no enemies
around, the blood of anyone who happens to
get in its way.
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GAME CO NTRO LS
STUB BS ON FO OT:

TH ROW GRENAD E  . . . . . . . . . . . . . . . . . . . . . . . . . . LEFT TR I G G ER
M OVE STUB BS . . . . . . . . . . . . . . . . . . . . . . . . . LEFT TH U M BSTIC K
PAUSE  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . START BUTTO N
ATTACK (ALT)  . . . . . . . . . . . . . . . . . . . . . . . . . . . R I G HT TR I G G ER
USE/I NSTA -KI LL  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Y BUTTO N
ATTA C K  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . X BUTTO N
FLATU LE N C E  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . B BUTTO N
JU M P  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . A BUTTO N
TH ROW HAND  . . . . . . . . . . . . . . . . . . . . . . . . . . . B LACK BUTTO N
RO LL HEAD  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . WH ITE BUTTO N
ROTATE CAM ERA  . . . . . . . . . . . . . . . . . . . . . . R I G HT TH U M BSTIC K

P OSSESSED HUMAN ON FO OT:
M OVE (CLICK TO DUC K )  . . . . . . . . . . . . . . . . . . LEFT TH U M BSTIC K
PAUSE  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . START BUTTO N
SH O OT/ATTA C K  . . . . . . . . . . . . . . . . . . . . . . . . . . R I G HT TR I G G ER
USE/I NSTA -KI LL  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Y BUTTO N
M E LEE ATTA C K  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . X BUTTO N
D RAW/H O LSTER WEAP O N  . . . . . . . . . . . . . . . . . . . . . . . B BUTTO N
JU M P  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . A BUTTO N
A BA NDON POSSESSED  . . . . . . . . . . . . . . . . . . . . . . B LACK BUTTO N

VEH IC LE CO NTRO LS :
SECO NDARY ATTA C K  . . . . . . . . . . . . . . . . . . . . . . . . LEFT TR I G G ER
A CC E LERATE/R EVERSE  . . . . . . . . . . . . . . . . . . . LEFT TH U M BSTIC K
PAUSE  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . START BUTTO N
P R I MARY ATTA C K  . . . . . . . . . . . . . . . . . . . . . . . . . R I G HT TR I G G ER
EXIT VEH IC LE  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Y BUTTO N
STEER I N G  . . . . . . . . . . . . . . . . . . . . . . . . . . . R I G HT TH U M BSTIC K
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• Use the Program, or permit use of the Program, on more than one computer, computer
terminal, or workstation at the same time.

• Make copies of the Program or any part thereof, except for back up or archival purposes,
or make copies of the materials accompanying the Program.

• Copy the Program onto a hard drive or other storage device; you must run the Program from
the included DVD-ROM (although the Program itself may automatically copy a portion of the
Program onto your hard drive during installation in order to run more eff i c i e n t l y ) .

• Reverse engineer, derive source code, modify, decompile, or disassemble 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 thereof in violation of any
applicable laws or regulations.

OWN ERSH IP : All title, ownership rights and intellectual property rights in and to the
Program and any and all copies thereof are owned by Aspyr. The Program is protected by the
copyright laws of the United States, international copyright treaties and conventions and other
laws. The Program contains certain licensed materials and Aspyr may protect their rights in
the event of any violation of this Agreement. You agree not to remove, disable or circumvent
any proprietary notices or labels contained on or within the Program.

TECH N ICAL SUPP O RT
NOTE: Please do not contact Technical Support for hints/codes/cheats; only technical issues.

CO NTA CT US OVER THE INTERN ET: Visit our online technical support page at
www.aspyr.com/support. If your problem is not currently listed, then please fill out the
detailed support form located at www.aspyr.com/contact. This form will then be sent to Aspyr
Media Technical Support. 

CO NTA CT US BY PH O N E: You can also contact us by phone by calling (512) 708-8100.
Contact a Technical Support Representative at the number provided, between the hours of
10:00 AM and 6:00 PM (Central Standard Time), Monday through Friday, except holidays.

CO NTA CT US BY MAIL OR FAX:
Aspyr Media, Inc., Technical Support, P.O. Box 5861, Austin, TX 78763-5861 
Fax: (512) 708-9595

Developed by Wideload Games, Inc. ©2005 Wideload Games, Inc. Portions ©2005 Aspyr Media, Inc.
Aspyr® is 
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