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IMPORTANT - PLEASE READ THE FOLLOWING TERMS AND CONDITIONS CAREFULLY BEFORE INSTALLING THIS SOFTWARE.
BY INSTALLING THIS SOFTWARE ON YOUR COMPUTER, YOU ACCEPT THIS SOFTWARE LICENSE AGREEMENT AND WILL ABIDE BY IT.

SOFTWARE LICENSE AGREEMENT .y

The enclosed Software is provided on the express condifion that you consent to the terms of this A Title to the
and all other rights and uses not specifically granted in this license are reserved by SouthPeak Interactive LLC. ]

southPeak Interactive hereby grants to you, and you accept, a non-exclusive license to use the Software as authorized In this
Agreement. By paying the fee for a single copy of the Software, one user may use the Software on one computer at a time. You may not 1
install the Software on a network accessible by multiple users. You may (1) make one copy of the Software solely for backup purposes, |
OR (2) place the Software on a single hard disk, provided you keep the original Software only for backup purposes.

southPeak Interactive does not gi that the Sof will meet your requi or that the operation of the Soft will bg_ﬁ
uninterrupted or emor-free.

You may not sublicense, rent or lease the Software, but you may permanently transfer your license by delivering the origi
media and fals ¢ ising the Sof package. including this Agreement to another person, and by Simultanecusly destroy|
all copies of the Sof and ace panying in your p fan, Such a transfer terminates your license to use the Softwal
The new recipient of the Software and aooompanymg material accepts this Agreement and is licensed under its terms upon initia
using the Software.

This license is eﬂeclive until tenmnated. You may terminate your license to use the Software by either retuming all copies o
Software and associated doc or by destroying the coples. This license will also terminate if you fail to comply with any
ar condition of this Agreement. You agree upon such termination to destroy all copies of the Software and accompanying mater

You. are not autf d to access the Sof source code, which is a SouthPeak Interactive trade secret. You may not decom!
disassemble, reverse engineer, transfer, or otherwise use the Software, except as stated in this Agreement. !

1
|

Limited imitation of dies SouthPeak Interactive warrants, to the original licensee, the media on which the Softwares
furmished to be j-ree from defects in material and wmkmansh1p under normal use for a period of ninety (g0) days from the date of delivé
of the Software as indicated by your receipt. Your exclusive remedy shall be replacement of the defective media by the supplier
whom you received the Software.

SOUTHPEAK INTERACTIVE AND ITS LICENSOR(S) DISCLAIM ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED
ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND/OR FITNESS FOR A PARTICULAR PURPOSE WHETHER ALLEGED TO ARISE BY LAW,
REASON OF CUSTOM OR USAGE IN THE TRADE, OR BY COURSE OF DEALING. IN NO EVENT WILL SOUTHPEAK INTERACTIVE'S OR ITS LICENSO
LIABILITY FOR ANY ACTION IN CONTRACT, TORT, OR OTHERWISE, INCLUDING LOST PROFITS, INCIDENTAL OR CONSEQUENTIAL DAMAGES ARISING
QUT OF YOUR USE OR INABILITY TO USE THE SOFTWARE, EXCEED THE FEE YOU PAID FOR THE SOFTWARE EVEN IF SOUTHPEAK INTERACTIVE,
LICENSOR(S), OR AN AUTHORIZED DISTRIBUTOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

This limited warranty gives you specific legal rights. Some jurisdictions provide other rights, and some jurisdictians do not allow the
exclusion or limiting of implied warranties, including duration, or fimiting liability for incidental or consequential damages. As &

|
result, the above limitations and/or exclusions may not apply to you. I
GENERAL This Agreement and any invoices relating to the Sof itute the comy lete Ag t you and SouthPeak |
Interactive about the Software and supersede any purchase order, ¢ ications, or g the Sof If any |
ision of this A shall be forceable, then that provision shall be deemed severable [rorn this Agmment and shall not |
aﬁect the enforceability of the ining provisions. Any ad ditions or maodifications must be approved in writing signed by both
parties. This Agreement is governed by the laws o[ lhe United States of America and the State of Morth Carolina,
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MIMIMUM SYSTEM REQUIREMENTS

166 MHz Pentium® processor

Windows® 95/98

32MB RAM

DirectX compatible video card with 2MB VRAM
DirectX compatible sound card

14,5 MB of free hard disk space

4X CD-ROM drive

DirectX 6.0 (included)

Microsoft mouse or compatible pointing device
28.8kbs modem for online play

INSTALLATION
Follow these steps 10 install ScOOby~D0O! Mystery Of the Fun Park Phantom:

1. Verify that your operating system is Windows g5 or Windows g8,

2, Open your CD-ROM drive and insert the Scooby-Doo CD.

3. After you close the CD-ROM drive, your computer will start installing the game
from the CD. Follow the installation instructions that appear on your screen,

NOTE: If nothing happens after you insert the CD, then the Autorun feature on your
computer is probably disabled. If that is the case, follow the instructions in the
next section to install the game.

Installing the gome when Autorun s discbled

If the Autorun feature on your computer doesn't work, follow these

directions to install Scooby-Doo! Mystery of the Fun Park Phantom

on your compliter:

1. If it's not already loaded, insert the Scooby-Doo €D into the CD ROM drive.

2. From the Start menu, select Run.

3. In the Run dialog, type: X:setup.exe, where X is the letter that represents
your CD-ROM drive (for example, it might be D).

4 Select the OK button. Your computer will start installing the game from

the CD. Follow the installation instructions that appear on your screen.

Here's another way 10 install the game if Autorun is disabled:
. Open a Windows Explorer window.
2 Find the icon that represents your CD-ROM drive and double-click it.
3 In the right pane of the Explorer window, find the file called Setup.exe and
double-click on it. Your computer will start installing the game from the CD.
Follow the installation instructions that appear on your screen.

Uninstalling the game
To uninstall the game, from the Start button, select
Programs = SouthPeak Interactive - SCO0BY-D0O > Uninstall.
The Uninstall program will remove the game from your computer.




Shaggy. Velma, Fred, Daphne - @nd 5¢00by, Of cOurse - were On

theif way 10 visit Shaggy's uncle. But, 0s usual, they were Se00) the

side-tracked by @ mystery. George and Betty Gob are about 10 be

forced 1O shut dOwn their omusement park fOr goOd - thanks 10

the | 1 -adecdedly unifiendly character who has

fuined their business by frighfening away customers.

The gong needs your help 10 sOrt

thrOugh the pOssible suspects and

trap the Phantom. This will be a

test Of your mystery-s0lving skills

and your reflexes - that Phantom fends '

| starts getting 10O close 1O the fruth. o
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CONTROLS Difficulty seltings

Before starting a game, you can make the game easier or harder for all players by changing
the difficulty setting. You can choose from three settings: Easy, Medium, and Hard. As the
difficulty setting gets harder, fewer clues are hidden about, and bad things (such as Phantom
chases) are more likely to happen.

You cOntrol everything in this game with your mouse.
Click the left mouse butfon when
« You want to select an item.
= To indicate the location you want your character to move to.
« To select a new location for your character. If you decide to play by yourself against computer-controlled opponents, you assign an
s To choose an option from the menu bar at the bottom of your screen. intelligence level to each opponent, which determines how well the opponent plays the game.

‘M? You can 31Op Ony Of the MOVies. such s the Opening and closing Who goes first?
<artoons. by dlicking the MOuse Of pressing Any key On fhe keybOard. Player turn sequence depends on the character. Whoever picks Fred always goes first, then
Daphne, then Velma, then Shaggy. The park is divided into nine sections. When you start the

game, your character is randomly assigned to one of the nine areas. Then it's your job to
start moving your character around, looking for clues to solve the mystery. Every turn begins
in the area that you ended your last turn in, and you must start every turn by resolving any
wheel spins.

What do | dO during my turn?
Hon DOES THE GAME WORIK2 If one of your opponents has used a Scooby $nack to force you to spin the Wheel 0' Chaos,
you must spin it before you begin your turn and then do whatever the wheel says. Of course,

You can play by yourself against the computer, or you can play with friends. You pick the
if you've got a Scooby Snack to spare, you can spend one of those to aveid spinning the

character you want to be — Fred, Daphne, Velma, or Shaggy ~ Scooby will help everyone. To win
the game, you must figure out which of six suspects is the Fun Park Phantom, gather all three
pieces of one of the traps (there’s one trap for each part of the park, but the pieces are scattered

wheel. Whenever you spend a Scooby Snack, your pal Scooby will follow your character
around for the rest of your turn.

everywhere), and then trap the Phantom. As your character wanders around the park, you'll If you've got another Scooby Snack you're willing to spend, you can try to gain an advantage
find useful things to pick up, like Scooby Snacks — those will come in handy often - and also : over your opponents by spinning the Wheel 0" Fun. Every action on this wheel will help you
clues about the suspects. P in some way.
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If it's still your turn after the wheel spins, you can spend three action points per tum.
Here's the breakdown of what you can do and what it costs you:

ACTION POINTS

Action How Many Action Points It Costs You |
«+ Explore a hotspot 1
« Pick up a trap component 1
« Talk to a suspect 1
s Use a manhole to randomly move to another area 2
¢+ Move to an adjacent area 3
« Seta frap 3

Your cursor changes when you find something interesting, and it shows you how many action
points it will cost you to click on the spot. For example, if you find a piece of a trap, it will
cost you 1 action point to pick it up. If you want to move to another area nexf to the one
you're in, it'll cost you three action points. As soon as you've spent 3 action points, your turn
is over (If you're playing a timed game, your turn is over when time runs out).

At the end Of your turn. if yOu have any S¢0Oby Snacks, the gome will 03k

il yOu wish 10 O33:1gn 0 Wheel O’ ChoOs spin 10 One Of yOur OppOnents - ond
it you dO, then 10 which ch@rQcter ~ beiOre your turn ends. This is 0 gOOd way
10 slow down an OppOnent if yOu think he/she is getting clOser 10 s0lving

1

the mystery thon yOu Ore.

You cannot move your character to an area that is diagonal to the one your character is in
(only the ones above, below, and on either side). If your character is in a corner area of the
park, you can use the train to move him/her to the area in the opposite diagonal corner.

Collectibles
You can pick up three kinds of collectibles and store them in your inventory. When you start
the game, you have no collectibles of any kind in your inventory. The collectibles are:

« Trap Pieces
Trap pieces are not hidden in hotspots. You'll find them lying all over the playing field.
Each trap is made from three pieces, and there are 9 traps — one for each area of the park.
The pieces are randomly scattered all over the park, so, for example, you might find a
piece for the Fun House trap in the Ferris Wheel area.

To make things more interesting, some trap pieces are common — meaning you'll find
duplicate pieces in several areas. But other pieces are rare — no duplicates — you'll have
to work harder to find those. Some trap pieces may have no use at all. In your inventory,
you may carry 1 rare piece and 3 common pieces at one time.

NOTE: All traps require 1 rare and 2 common pieces.
You can drop a trap piece any time you want. After a trap component is dropped or used
in an unsuccessful attempt to trap a suspect, the pieces return to their original locations.

Clues

Clues are hidden beneath hotspots, but not every hotspot hides a clue. And the same clue
may be hidden in several different spots. You'll have to spend an action point to find out

%

if a hotspot is hiding a clue — or something else.



For your six suspects, five will have two clues apiece hidden in the park, but the one who
is veally the Phantom will have three clues hidden. So if you find three clues pointing the
finger at the same suspect, you'll know you've found your Phantom. Then you just have to
build a trap and catch him — or her.

Your character will tell you when you find a clue, but the clue is not revealed right away.
When you're playing a multiplayer game locally (not on the internet or network LAN), the
clues you find are hidden in your inventory. You must go into our inventory and click
and hold the mouse cursor on the Reveal button to reveal the clue — after your opponents
have turned their backs, of course.

,‘Wi’ When your character first enfers on Oreo. keep 0 shorp eye out for
the Phantom. If yOu spOt it running QwOy. check Out the area where
the Phantom wos stonding - he Or she May have leit @ clue behind.

* 5¢00by Snacks
Sometimes hotspots are hiding Scooby Snacks. You can carry up to 6 of these in your inventory
, at one time. You'll need these to pay for wheel spins and to set traps. When you're playing with
friends locally, the interface will display how many Scooby Snacks each player has. If you're
playing alone or with a friend over the Internet or LAN, only your count is displayed.

About hOtspOfts
You can tell which objects are hotspots by watching your cursor. The cursor will change
colors and display the action point cost of clicking, if the object is seeded with an item.

Clicking on hotspots is a bit of a gamble — sometimes you find something good — and
sometimes something not-so-good may happen.

In the good category, when you click on the spot, you will use one action point, and you may find:
o A Scooby Snack (Scooby Snack counter increases by one).

o A clue (check the Clue table).

o On the other hand, sometimes when you click on an object, you don't gain or lose anything.

Then there are the not-so-good hotspots. When you click on one of these, you will lose one

action point and:

« Something bad happens to your character and you lose the rest of your fum.

« You interrupt the Phantom — he doesn't like that, so he'll begin chasing your character —
you'll need quick reflexes to escape! You will have to beat the Phantom Chase game to
make your getaway.

'El?' HOtspOts work Once fOr each player SO, for example. if you see your
' OppOnent get something vseful irom a hotspof and you haven't tried that
3pOL yet. yOu cOn gO there and click On if 10 get something useful fOr yourselt.

When the Phantom chOses your characler
When a chase begins, you'll see floor tiles begin to light up in a pattern. After the pattern is
completed, you must click your mouse on these tiles in the same pattern to escape the
Phantom. If you miss a tile or take too long — yikes! The Phantom catches you and you lose
the rest of your turn and the next one too.

If you manage to click on the tiles correctly, your character will outrun the Phantom, but
you'll still lose the rest of your turn. During your next turn, your character will appear in an
area adjacent to the one he or she ran out of.




AnalyZing the suspects

In every game, one of six suspects is the Fun Park Phantom, By finding clues, you must figure
out who is the Phantom. You'll discover that all six people have reasons for wanting to see
the park close. Your suspects are:

Farmer:
Logan Patterson

Magician: Chase Hoffman
(also known as The Great Hoffmini)

Security Guard:
Daisy Gordon

Banker:
Abigail Ritchie

Skippy the Clown:
Jonathan Owens

Groundskeeper:
Louis Crawford

In every game, the suspects are randomly assigned to one of the nine areas of the park,
where they will linger for the whole game — 5o at least you'll know where to find them.
When you find a suspect, you can ask him or her one of three things:

s The area where you can find a Scooby Snack,

o The area where you can find a clue.

« The area where a specific trap component is located (or if an opponent has the piece,
the suspect will divulge that bit of information).

If you see your cursor change to a magnifying glass, this indicates the place where the suspect
has put your requested clue. And, if it changes to a bag of Scooby Snacks, this indicates the

place where the suspect has put your Scooby Snack. However, don’t expect your suspect to be
too cooperative. Some will definitely be more helpful than others.

] !‘9' Pay attention 10 the suspects fespOnies. they may help you find out who the Phantom
i Y P P y MQay help y

is. You will get @ straight answer about trap locations ~ buf keep in Mind that
the answer <an ch@nge, depending On whether Gn OppOnent has diopped the piece.

When you're ready 1o trap your suspect
To trap your suspect, you must have:
¢ All 3 pieces of a trap for an area.
s Your character (Fred, Daphne, Velma, or Shaggy) in the area where you're setting the frap.

* 3 action points.

Before you identify the Phantom and set your trap, you must persuade Scooby-Doo fo be

the bait for your trap. He can be persuaded, but this is what it will cost you:

« With all 3 clues pointing to one suspect (a guarantee you've got the culprit), you only
need 1 Scooby Snack.

« With 2 clues that point to the same suspect, you must have 2 Scooby Snacks.

o With only 1 clue (you must have at least 1 clue that points to an accused suspect),

you need 3 Scooby Snacks.

if you have everything you need for a trap, you can set it any fime during the game, but you
must do so at the beginning of your turn. If you guess wrong, Scooby will accidentally set off
the trap, and you will lose all the trap components you used, plus all your Scooby Snacks.

When you pick the right suspect. you win the game! You'll see the trap cafch the
Phantom. and Fred will reveal the Phantom's identity tO everyone

13
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+ The manholes scattered throughout the park will take you to a different area from your
current location, However, the computer randomly chooses your new location, so you may
not be happy about where your character winds up. You will find one manhole in each area.

The game bar
Whichever view you're using, the game bar will always be at the bottom of the screen.
These are the compOnents Of the gome bar:

N iieag.,
a |

LS

+ 5¢c00by~D0O l0go - Click this button to access the Escape menu.

« 5¢00by Snacks counter - Indjcates the number of Scooby Snacks in the current player’s inventory,
« Current player icon = Provides a picture of the current player's character.

« Action point counter - Indicates the number of action points remaining in the player's tum.

« Clues 10ggle - Click this toggle to access the Clues menu. When you select this toggle, a screen showing
all six suspects is displayed. Any clues that the current player has collected are displayed beneath the
picture of the appropriate suspect. In multiplayer-local games, clues for other players are grayed out.
click on the picture of a suspect to see a profile screen. It will show a description of the suspect and any

clues found by the current player. To return to the game, just click the Done button in the lower right comer.

« Traps toggle = Select this toggle to access the Traps menu. When you select this toggle, the Traps menu
displays the compenents in the inventory of the clixrent player and provides opticns for dropping any of
those components. Use the small map in the upper left comer to switch to different areas of the park. For each
area, you'll see the trap pieces in your inventary. When you decide to set a trap, click the Set the Trap!
button. You'll be given divections for setting the trap. To return to the game, just click the Done button

in the lower right corner.

+ Wheel toggle - Clicking this toggle will take you to the Wheel 0" Chaos. This will allow yoli to

assign a Wheel 0' Chaos spin to an opponent.

« View toggle - Click this toggle to change between the detailed view (the view you see when you're
moving yaur characters through the game) and the averhead view of the park (the view you use to see

the entire layout of the park).




HIENVS « Multiplayer
The Main menu screen Offers these choices: Choose this option when you want to play with other people — either on your computer or

o Single ployer via a remote connection.

Choose this option if you want to play a game with no opponents or against computer

opponents. You can choose to pick a computer-controlled character or if not, you will play

by yourself. After you select this option, you'll;

« Pick the character you want to be. You can choose to play as Fred, Daphne, Velma, or Shaggy.

* Pick a computer — controlled character. Then choose the character's intelligence/difficulty.
If you don't make any choices, there will be no opponents.

* Pick a difficulty setting and whether you want to play a timed game.

« For local, multiplayer games — In this mode, players compete against opponents on the same
computer. Also, in this mode, clues are hidden until a player clicks on the magnifying glass in
the suspect’s screen, so that other players can tum around fo avoid seeing their opponent’s clues.

« For multiplayer, online games — Information about clues, Scooby Snacks, and trap
components is not shared between players in this mode. The host is the only player
who is able to select whether the game includes any computer-played opponents and
whether the game is timed and the difficulty settings. The host player breaks any

About Timed Games — If you choose this option, each pla
i P player gets 60 seconds to complete ties. Only one human player per machine is allowed. When you select this option, you'll

a tumn. The clock runs until you select an action, stops during the action, and starts again
when the action is completed, with the action cost subtracted from the clock. Each action
has a time value, and is subtracted from the turn clock as follows:

see the following choices:
« LAN TCP/IP
s LAN IPX

Action Number of seconds « MSN Gaming Zone
« Explore a hotspot 10 « Return to Main Menu button — Select this button to return to the main menu.
* Pick up a trap component 0] LAN TCP/IP and LAN IPX: LAN stands for Local Area Network, and TCP/IP and IPX are the
» Talk fo a suspect 10 two types of protacols you can use. For LAN games, you decide whether you want to host
« Use a manhole to move to another randomly chosen area 20 a game or join a game.
e Set a trap : 30 « To host a LAN game, select Host, and follow the instructions provided in the Host a Game
+ Move to an adjacent area 30 screen. You'll need to type your name and a unique name for the multiplayer game you

S want to set up. Then select Ready. When you see the Lobby menu, select the character
« Start the Game button

This button becomes active when you've selected all necessary choices.

you want to be. From this screen, you can also send messages to other players. When you're
ready to start, select the Start button to begin your multiplayer game.




|
|
« To join a LAN game, select Join, and follow the instructions provided in the Join a Game | « Walking Animations — ON or OFF

screen. You'll type your name, then select the name of the game you want to join. After i  Music Volume — Move this slider up or down to control the volume of music in the game.
you select the name of the game you want to join, select the Join button to display the Lobby | o Sound FX Volume — Move this slider up or down to control the volume of the sound effects
menu. Select the character you want to be, and from this screen, you can send messages to in the game.
other players if you want. iy
MSN Gaming Zone. When you select this option, the game closes, and an Internet window ! When you're ready to quit, select this option. You can reach this option from the
is opened to the Microsoft Network (MSN) Gaming Zone. If you have an MSN Gaming Zone ' Main menu or the Escape menu.
account, you will see a list of the games that are available and how many people are in !
the games. You select the game you want to join, and when there are enough players, the fscape menvu
game is launched. When that happens, you'll see the Lobby menu, as described for LAN You will see the following options when you press the Esc key or click on the Scooby logo
games. When everyone is ready, whoever was picked as host starts the game. _ in the game bar;
« load Game + Resume Game
This menu lists up to 8 saved games ' * Save Game
. ; + Options
When you save a game, if you don't type in.a name for the game, it will be called the default Al
name in the save game slot. B
Click on a previously saved game, a Start Game button appears. Click Start Game to begin. ] « Quit

Press Cancel to return to Main menu.

+ Rules
Choices reflect the various rules screens that provide details about different aspects of the game.

« Preferences
Choose this option to change how the game appears. Your choices are:
= Dynamic Lighting — ON or OFF. If ON, there are special lighting effects in the game.
+ Shadows — ON or OFF. If ON, the characters and objects will have shadows.
* Help Dialogs — ON or OFF. If ON, Betty Gob will appear to give you hints as you play the game,

%ﬁg




CUSTOMER SUPPORT

Technical Support
If you have guestions, contact SouthPeak's Technical Support toll free at (888) 774-6918,
between & a.m. and 1z Midnight Eastern Standard Time Monday-Friday, Saturday and Sunday
between 8 a.m. and 8 p.m. E-mail: support@southpeak.com

Please have the following information available when you call Technical Support:

o Name

« E-mail address

¢ Product name and platform

o Basic system configuration: model, operating system, total memory, type and make of
monitor, video card, printer, modem and external or internal CD-ROM drive

« Description of your problem and when it occurs

To view our other products on the Web, go to: http://www.southpeak.com
To order a title, call (800} 774-6183, 24 hours a day,
Customer Service: (8oo) 732-5818, Eastern Standard Time, Monday-Friday, 9 a.m. to 5 p.m.

2%
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© 1999 SouthPeak Interactive LLC. Al rights reserved. SouthPeak Interactive and the SouthPeak Interactive logo are
trademarks of registered trademarks of SouthPeak Interactive LLC. ® indicates U.S.A. registration. Other brand or
praduct names are trademarks or registerad tradermarks of thair respective companies,

SCOOBY-D00 and all related characters and elements are trademarks of Hanna-Barbera @ 1880,
CARTOON NETWORK and logo are trademarks of Cartaon Network © 1899,

The MSN Gaming Zone is used under licanse from Microsoft Corporation. All rights reserved. Other brand or product
names are trademarks or registered trademarks of their respective companies, ;



zo'm ’ Two Great Scooby-Doo! ™ Albums |
o Available on CD and Casselfe |
Songs from the '

animated feature,
new songs from the

. . . And Don’t, Forget

the Uttimate Album
From the Uftinrate Dog!

% SCOOBY-DOO and All Related Characters Are Trademarks of Hanna-Barbera © 1999,

Hex Girls, and

bonus tracks from
Scooby-Doo!™ On

| Zombie Island.
| (75692/75693)

| Scooby-Doo
w| Snack Tracks:
N\\| The Ultimate
W Collection
il (75504/75505)

i)

Buy:

Mail:

Get $3.00 Back by Mail When You:

The “Scooby-Doo and the Witch's
Ghost” video, avallable October 1999,
plus $5.00 worth of any specially
marked Scooby-Doo merchandise.

A)The otlginal completed rebate
form found inside the “Scooby-
Doo and the Witch's Ghost” video
package. (Copies not accepted.)

B) The ariginal sales receipt for the
video “Scooby-Doo and the Witch's
Ghost” and the original sales
receipt for the speclally marked
Scooby-Doo merchandise,with the
purchase prices clearly circled and
dated no later than 03/31/2000.

C) Proof-of-Purchase tab or UPC from
the “Scooby-Doo and the Witch's
Ghost" video package:

OFFER EXPIRES 03/31/2000. SEE REBATE FORM IN
VIDEQ PACKAGES OF “SCOOBY-DOO AND THE
WITCH'S GHOST" FOR FURTHER DETAILS.

This is an offer of Warner Home Video, a Division
of Time Warner Entertainment Company, L.P,
©1989 Warner Home Video, SCOOBY-DOO
and all related characters and elements are
tradamarks of Hanna-Barbera ©1939
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SCOOBY-DDO™ Mystery of the Fun Park
Phantom is just one of many innovative
products from award winning SouthPeak
Interactive. For more information about
SouthPeak’s products, visit us on the World
Wide Web at http://www.southpeak.com
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or write to us at:

SouthPeak Interactive

Attn: New Products Catalog
One Research Drive

Cary, NC USA 27513

email: info@southpeak.com



