


ELECTRONIC ARTS SOFTWARE END USER LICENSE 
AGREEMENT FOR THE EA DOWNLOAD MANAGER
This End User License Agreement (“License”) is an agreement between you and Electronic Arts Inc. (“EA”). This License 
governs your use of this application and all related software, documentation, and updates and upgrades that replace or 
supplement the application and are not distributed with a separate license (together, the “Application”).
By installing or using The APPLICATION, you consent to be bound by this LICENSE. If you do not agree to all of the terms of 
this LICENSE, then do not install or use the APPLICATION. IF YOU INSTALL the Application, the terms and CONDITIONS of this 
LICENSE ARE fully accepted by you. 

1.	 License Grant and Terms of Use. 

A.	 Grant. EA grants you a personal, non-exclusive license to install and use the Application for your personal, 
noncommercial use solely as set forth in this License and any accompanying documentation. Any commercial use is 
prohibited. You are expressly prohibited from sublicensing, renting, leasing or otherwise distributing the Application or 
rights to use the Application. The term of your license shall commence on the date that you start to download, install 
or otherwise use the Application, and shall end on the earlier of the date that you dispose of the Application; or EA’s 
termination of this License. 

B.	 Copies. You may download the number of copies allowed by the Application’s digital rights management from an 
authorized source. The number of copies that you can download during a consecutive period of days may be limited. 
You may use only one copy of the Application at any given time. You may not make a copy of the Application available 
on a network where it could be used by multiple users at the same time. You may not make the Application available 
over a network where it could be downloaded by multiple users. For more information concerning the digital rights 
management that applies to the Application, please review the terms accompanying the distribution of the Application. 
Your license will terminate immediately if you attempt to circumvent digital rights management or other terms and 
conditions that apply to the Application or the software delivered through the Application.

C.	 License Validation. The Application is required to validate the license for certain products distributed by EA. You 
acknowledge and agree that the Application will automatically validate license rights for some or all EA products 
without separate notice to you. This means that in order to use the Application and certain EA products, you must leave 
the Application installed on your computer and maintain a connection to the Internet. You acknowledge and agree that 
the Application may use information regarding your computer and your use of the Application to validate your license 
rights and to update the Application. We may use this information to improve our products and services and may 
disclose this information to others for that purpose, but not in a form that personally identifies you. You also agree that 
the Application may automatically download and install updates that EA deems necessary. You acknowledge that any 
obligation EA may have to support the previous version(s) may be ended upon the availability of the update.

D.	 Reservation of Rights and Restrictions. The Application is licensed, and not sold, to you for use only under the terms 
of this License. Except as expressly licensed to you herein, EA reserves all right, title and interest in the Application and 
all software delivered through the Application (including all characters, storyline, images, photographs, animations, 
video, music, text), and all associated copyrights, trademarks, and other intellectual property rights therein. The 
License is limited to the intellectual property rights of EA and its licensors in the Application and does not include any 
rights to other patents or intellectual property. Except, and only to the extent that may be permitted under applicable 
law, you may not decompile, disassemble, or reverse engineer the Application by any means whatsoever, or alter, 
modify, enhance, or create a derivative work of the Application. You may not remove, alter, or obscure any product 
identification, copyright, or other intellectual property notices in the Application or software delivered through the 
Application. 

2. 	 Consent to Use of Data. You agree that EA may collect, use, store and transmit technical and related information that identifies 
your computer (including the Internet Protocol Address), operating system and application software and peripheral hardware, that 
may be gathered periodically to facilitate the provision of software updates, dynamically served content, product support and other 
services to you, including online play. EA may also use this information in the aggregate and, in a form which does not personally 
identify you, to improve our products and services and we may share that data with our third party service providers. IF YOU 
DO NOT WANT EA TO COLLECT, USE, STORE, TRANSMIT OR DISPLAY THE DATA DESCRIBED IN THIS SECTION, PLEASE DO NOT 
INSTALL OR USE THE APPLICATION.

3. 	 Consent to Public Display of Data. When you use the Application online, EA and its affiliates may also collect, use, store, transmit 
and publicly display statistical data regarding game play when you use the Application online (including scores, rankings and 
achievements), or to identify content that is created and shared by you with other players. Data that personally identified you is 
collected, used, stored and transmitted in accordance with EA’s Privacy Policy located at privacy.ea.com.

4. 	 Termination. This License is effective until terminated. Your rights under this License will terminate immediately and automatically 
without any notice from EA if (i) you fail to comply with any of the terms and conditions of this License; or (ii) EA ceases to support 
the Application. Promptly upon termination, you must cease all use of the Application and destroy all copies of the Application in 
your possession or control. EA’s termination will not limit any of EA’s other rights or remedies at law or in equity. Sections 2-10 of 
this License shall survive termination or expiration of this License for any reason. 

5. 	 Disclaimer of Warranties. TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, THE APPLICATION IS PROVIDED TO 
YOU “AS IS,” WITH ALL FAULTS, WITHOUT WARRANTY OF ANY KIND, AND YOUR USE IS AT YOUR SOLE RISK. THE ENTIRE RISK OF 
SATISFACTORY QUALITY AND PERFORMANCE RESIDES WITH YOU. EA AND EA’S LICENSORS (COLLECTIVELY EA FOR PURPOSES 
OF THIS SECTION AND SECTION 6) DO NOT MAKE, AND HEREBY DISCLAIM, ANY AND ALL EXPRESS, IMPLIED OR STATUTORY 
WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY, SATISFACTORY QUALITY, FITNESS FOR A PARTICULAR 
PURPOSE, NONINFRINGEMENT OF THIRD PARTY RIGHTS, AND WARRANTIES (IF ANY) ARISING FROM A COURSE OF DEALING, 
USAGE, OR TRADE PRACTICE. EA DOES NOT WARRANT AGAINST INTERFERENCE WITH YOUR ENJOYMENT OF THE APPLICATION; 
THAT THE APPLICATION WILL MEET YOUR REQUIREMENTS; THAT OPERATION OF THE APPLICATION WILL BE UNINTERRUPTED OR 
ERROR-FREE, OR THAT THE APPLICATION WILL BE COMPATIBLE WITH THIRD PARTY SOFTWARE OR THAT ANY ERRORS IN THE 
APPLICATION WILL BE CORRECTED. NO ORAL OR WRITTEN ADVICE PROVIDED BY EA OR ANY AUTHORIZED REPRESENTATIVE SHALL 
CREATE A WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES OR 
THE LIMITATIONS ON THE APPLICABLE STATUTORY RIGHTS OF A CONSUMER, SO SOME OR ALL OF THE ABOVE EXCLUSIONS AND 
LIMITATIONS MAY NOT APPLY TO YOU.

6. 	 Limitation of Liability. TO THE FULLEST EXTENT PERMISSIBLE BY APPLICABLE LAW, IN NO EVENT SHALL EA BE LIABLE TO 
YOU FOR ANY PERSONAL INJURY, PROPERTY DAMAGE, LOST PROFITS, COST OF SUBSTITUTE GOODS OR SERVICES, OR ANY 
FORM OF INDIRECT, SPECIAL, INCIDENTAL, CONSEQUENTIAL OR PUNITIVE DAMAGES FROM ANY CAUSES OF ACTION RELATED 
TO THIS LICENSE OR THE APPLICATION, WHETHER ARISING IN TORT (INCLUDING NEGLIGENCE), CONTRACT, STRICT LIABILITY 
OR OTHERWISE, WHETHER OR NOT EA HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGE. SOME JURISDICTIONS 
DO NOT ALLOW THE LIMITATION OF LIABILITY FOR DEATH, PERSONAL INJURY, FRAUDULENT MISREPRESENTATIONS OR 
CERTAIN INTENTIONAL OR NEGLIGENT ACTS, OR VIOLATION OF SPECIFIC STATUTES, OR THE LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO SOME OR ALL OF THE ABOVE LIMITATIONS OF LIABILITY MAY NOT APPLY TO YOU. In no event shall 
EA’s total liability to you for all damages (except as may be required under applicable law) exceed the amount actually paid by you 
for the Application. 

7. 	 Limitation of Liability is a Material Term of this License. You agree that the provisions in this License that limit liability are 
essential terms of this License. The foregoing limitations of liability apply even if any remedies described in this License fail in their 
essential purpose. 

8. 	 Severability and Survival. If any provision of this License is illegal or unenforceable under applicable law, the remainder of the 
provision shall be amended to achieve as closely as possible the effect of the original term and all other provisions shall continue in 
full force and effect. 

9. 	 U.S. Government Restricted Rights. If you are a government end user, then this provision applies to you. The software provided 
in connection with this License has been developed entirely at private expense, as defined in FAR section 2.101, DFARS section 
252.227-7014(a)(1) and DFARS section 252.227-7015 (or any equivalent or subsequent agency regulation thereof), “commercial 
items,” “commercial computer software” and/or “commercial computer software documentation.” Consistent with DFARS section 
227.7202 and FAR section 12.212, and to the extent required under U.S. federal law, the minimum restricted rights as set forth in 
FAR section 52.227-19 (or any equivalent or subsequent agency regulation thereof), any use, modification, reproduction, release, 
performance, display, disclosure or distribution thereof by or for the U.S. Government shall be governed solely by this License and 
shall be prohibited except to the extent expressly permitted by this License.

10. 	 Injunctive Relief. You agree that a breach of this License may cause irreparable injury to EA for which monetary damages would 
not be an adequate remedy and EA shall be entitled to seek equitable relief in addition to any remedies it may have hereunder or at 
law.

11. 	 Governing Law. This License shall be governed by and construed (without regard to conflicts or choice of law principles) under the 
laws of the State of California as applied to agreements entered into and to be performed entirely in California between California 
residents. Unless expressly waived by EA in writing for the particular instance or contrary to local law, the sole and exclusive 
jurisdiction and venue for actions related to the subject matter hereof shall be the California state and federal courts having within 
their jurisdiction the location of EA’s principal place of business. Both parties consent to the jurisdiction of such courts and agree 
that process may be served in the manner provided herein for giving of notices or otherwise as allowed by California or federal 
law. The parties agree that the UN Convention on Contracts for the International Sale of Goods (Vienna, 1980) shall not apply to this 
License or to any dispute or transaction arising out of this License.

12. 	 Export. You agree to abide by U.S. and other applicable export control laws and agree not to transfer the Application to a foreign 
national, or national destination, which is prohibited by such laws, without first obtaining, and then complying with, any requisite 
government authorization. You certify that you are not a person with whom EA is prohibited from transacting business under 
applicable law.

13. 	 Third Party Notices. Adobe® Flash® Player. Copyright © 1996 – 2006 Adobe Systems Incorporated. All Rights Reserved. 
Protected by U.S. Patent 6,879,327; Patents Pending in the United States and other countries. Adobe and Flash are either 
trademarks or registered trademarks in the United States and/or other countries.

14. 	 Entire Agreement. This License constitutes the entire agreement between you and EA with respect to the Application and 
supersedes all prior or contemporaneous understandings regarding such subject matter. No amendment to or modification of this 
License will be binding unless made in writing and signed by EA. No failure to exercise, and no delay in exercising, on the part of 
either party, any right or any power hereunder shall operate as a waiver thereof, nor shall any single or partial exercise of any right 
or power hereunder preclude further exercise of any other right hereunder. In the event of a conflict between this License and any 
applicable purchase or other terms, the terms of this License shall govern.
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This product has been rated by the Entertainment Software Rating Board. For information about the ESRB 
rating please visit www.esrb.org.
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Installing the Game

Note: For system requirements, see www.spore.com/systemrequirements.html.

To install on a PC (disc users):
Insert the disc into your disc drive and follow the on-screen instructions.
Once the game has installed you can launch it by locating the game through the START menu. 
Games on Windows Vista™ are located in the Start > Games menu and on earlier versions of Windows™ in 
the Start > Programs (or All Programs) > Electronic Arts menu.

To install on a PC (EA Store users):
Note: If you’d like more information about purchasing direct downloads from EA, visit 
www.eastore.ea.com and click MORE ABOUT DIRECT DOWNLOADS.
Once the game has been downloaded by EA Download Manager, click the install icon that appears and 
follow the on-screen instructions.
Launch the game (once it is installed) directly from the EA Download Manager.
Note: If you’ve already purchased a title and would like to install it on another PC, first 
download and install the EA Download Manager on the other PC, then launch the application 
and log in with your EA account. Select the appropriate title from the list that appears and 
click the start button to download the game.

To install on a Macintosh:
Insert the game disc into your CD/DVD-ROM drive. A CD icon representing the game disc appears on 1.	
your desktop. Double-click the icon to open the game’s launcher.
Select the game’s installer icon at the bottom of the launcher to prompt the installation menu. 2.	
Follow the on-screen instructions to complete the installation.3.	

Note: In order to play Spore™ Creature Creator correctly on a Macintosh, you must 
configure your mouse to the primary/secondary mouse setup.

 

Trial Edition Users
If you are installing a Trial Edition of Spore Creature Creator, double-click the self-extracting .zip file and 
follow the on-screen instructions.
Once the game has installed you can launch it by locating the game through the Start menu. 
Games on Windows Vista are located in the Start > Games menu and on earlier versions of Windows™ in 
the Start > Programs (or All Programs) > Electronic Arts menu.

Patching Spore™ Creature Creator
PC players will occasionally have the opportunity to patch, or update, their game to fix bugs, improve 
gameplay, and more. In order to receive automated prompts for patches that are available for your game, 
you must first install the EA Download Manager (EADM). You can do this during the Spore Creature Creator 
installation process, or at any time by downloading and installing EADM from www.eastore.ea.com.
EADM requires online registration, which you can do in-game in Spore Creature Creator.

Patching on a Macintosh
Macintosh users are occasionally prompted to patch the game to fix bugs, improve gameplay, and more. 
This happens automatically when you launch the game. We recommend that you complete the online 
registration in order to receive updates about Spore™ on the Macintosh.

For Players with the Full Version of Spore™
If you have the full version of Spore, you must uninstall Spore Creature Creator before you can install the full 
version of Spore. Conversely, you will not be able to install Spore Creature Creator if you have the full version 
of Spore installed. However, when you uninstall Spore Creature Creator, all of your creations will be kept in 
your My Documents (or Documents for Windows Vista™ and Macintosh)\My Spore Creations\Creatures 
folder, and you will then be able to load them in Spore.

Starting SPOREtm Creature Creator
Make sure you are connected to the Internet when you are starting Spore Creature Creator for the first time, 

INTERNET CONNECTION, ONLINE AUTHENTICATION, AND END USER LICENSE AGREEMENT 
REQUIRED TO PLAY. TO ACCESS ONLINE FEATURES, YOU MUST REGISTER ONLINE WITH THE 
PROVIDED SERIAL CODE. ONLY ONE REGISTRATION AVAILABLE PER GAME.
EA TERMS & CONDITIONS AND FEATURE UPDATES CAN BE FOUND AT WWW.EA.COM. YOU MUST  
BE 13+ TO REGISTER ONLINE.
EA MAY RETIRE ONLINE FEATURES AFTER 30 DAYS NOTICE POSTED ON WWW.EA.COM.

To start the game:

For PC:
Games on Windows Vista™ are located in the Start > Games menu and on earlier versions of Windows™ in 
the Start > Programs (or All Programs) menu. (EA Store users must have the EA Download Manager running.)

For Macintosh:
Open a Finder window, select ‘Applications,’ and double-click the game’s icon.

Welcome
Let your imagination run wild as you create the craziest creatures on two feet—or four, or seven, or however 
many feet you want them to have! Using a wide variety of limbs, feet, graspers, eyes, weapons, and other 
body parts, as well as a host of coloring options, build the perfect creature with this incredibly intuitive and 
easy-to-use editor. Then name it and send postcards of it to friends and family, or share your creature in 
the Sporepedia™ for Spore players to download! Later, when you purchase the full version of Spore, the 
creatures you created in the Spore Creature Creator will be available to you. If you would like some more 
information about Spore Creature Creator, please refer to the in-game Spore Guide .

What Is Spore?
Spore Creature Creator is lots of fun, but it’s just the beginning! If you enjoy this, be sure to check out the 
full Spore game. Spore is made up of five phases, each corresponding to a stage of evolution: Cell, Creature, 

WWW.EA.COM
WWW.EA.COM
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Choose which creatures 
appear in the browser 
area—those you created, 
those created by Maxis,  
or all creatures.

Visit and customize your 
own Spore page.

Visit the Spore Catalog.

Search for creatures by 
name and tags.

Exit the Sporepedia.

Sort the creatures in the 
browser by time created, 
creature’s name, creator’s 
name, type or whether or not 
the creature has been shared.

Delete the selected creature.

Share the selected creature.

Edit the selected creature.

Tribe, Civilization, and Space. Each phase presents different challenges and goals. You may choose to 
start in the Cell phase and nurture one species from its humble aquatic origins to its evolution as a sentient 
species. Or you may decide to start building tribes or civilizations on multiple planets. What you do with your 
universe is up to you.
In Spore you also have a variety of creation tools at your disposal. With these tools you can create every 
aspect of your universe: creatures, vehicles, buildings, and even starships. While Spore is a single-player 
game, your creations and other players’ creations are automatically shared between your galaxy and theirs, 
providing a limitless number of worlds to explore and play. On the Spore website, you’ll be able to look at all 
the cool things your friends and people all around the world are making—you can even pull them into your 
world to play with.
Go to www.spore.com for more information or to buy Spore.

Getting Started
After you launch Spore Creature Creator and log in, you arrive at the galaxy screen. From here you can 
choose to load an existing creature or create a new one. If you select the Create a Creature icon, you are 
taken directly to the Creature Editor, and you start in Build Mode (see p. 3). If you select the Load a Creature 
icon, you are taken to the Sporepedia (see below), where you can select the creature you want to edit.
Below you’ll find some information that will come in handy once you start editing and playing with your creature, 
such as how to move the cameras to get the best viewing angle, how to name your creature, and more.

Camera Controls
Moving the camera is easy. These controls work in all three Spore Creature Creator modes: Build, Test Drive, 
and Paint.

Using the interface buttons:

 Rotate the camera around your creature.               
 

  Zooms the camera in and out.

Using the mouse:
Left- or right-click and drag the background to rotate the camera around the creature.
Hold down SHIFT and scroll the middle mouse wheel to zoom in and out.

Using the keyboard:
 The + and - keys zoom in and out.
 The < and > keys rotate the camera around the creature.

Naming
Your creature can’t go out into the world without a name! Click “Name Your Creature” in the name textbox to 
give it a name. You can also fill in the description box below to give it a quick bio.
Enter keywords to describe your creature (biped, striped, orange, horns, chubby, etc.) in the Tag text box. 
These tags will help you and others find your creature by doing a filtered search either in the Sporepedia or 
on www.spore.com. Don’t forget to save!

Saving
You can save your creature in any mode (Build, Paint, or Test Drive) in one of two ways. Click the Save icon 	
           to save the creature and keep working on it. Click the Save and Exit icon	     to save the creature 

and exit to the Sporepedia. 
You can revisit any of your saved creatures in the Sporepedia under My Creations, or find the files here: My 
Documents (or Documents)\My Spore Creations\Creatures.
NOTE: You must give your creature a mouth and a name before you can save it.

Sporepediatm

Keep track of all your creations in the Sporepedia . 
In addition to letting you browse all of the creations in Spore, the Sporepedia also lets you explore the Spore 
community and access the Spore Catalog to learn more about the latest Spore games.

Once you select a creature to edit from the Sporepedia, or if you chose to create a new creature, you are 
taken to the Creature Creator and begin in Build Mode.

Build Mode
This is where you get down to the business of actually creating your creature. 

Camera Controls
Use the rotate buttons or left- or right-click-and-hold and drag the dais to move the camera around your creature.
Press +/- or hold down SHIFT and scroll the mouse wheel to zoom in/out on your creature.

Torso Selection
Select a new torso to start with by clicking the New Creation icon.         Please note that if you made any 
changes, you will be prompted to save first, and then a new torso type will be available for you to start with.

The Parts Palettes
To select a part category (mouths, eyes, details, etc.) click its icon at the top of the parts palette on the left 
side of the screen.

Selecting and Adding Parts
To select a part, click and drag it from the palette onto your creature.
To select and move, morph or scale a part once it is on your creature, click it—when it is highlighted in blue 
it is selected. You can now move it to another position on your creature or pull it off and regain DNA points.

Which End Is Which?
Your creature is facing toward the arrow on the dais.

Undo/Redo
                       Click the undo/redo buttons to undo or redo your last change. (You can click several times.)

The DNA Budget
 Each part you put on your creature costs DNA points. Once you run out of points to spend, you won’t be                               	

       able to add any more parts unless you remove parts to regain DNA points.

The Complexity Meter
  Appearing in the upper right corner as you add parts, the 

complexity meter measures the complexity of your creature’s anatomy. If your creature becomes overly 
complex, indicated as red on the complexity meter, you won’t be able to add any more parts.

Edit Parts
Editing Parts with Handles
Click a part on your creature to reveal handles that let you manipulate just that part.

Parts Controls
 Adjustment Arrow: Change a part’s height, width, length, or curl. Just pull and see what it does.
 

             Position Ball: Reposition parts or, in the case of horns, antlers, etc., change the direction they face.
 

             Rotation Ring: Rotate parts.
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Removing Parts
To remove a part, either select the part and press DELETE or click and drag it off the creature. When you 
delete a part, you get back the DNA points you originally spent on that part.

Arms & Legs
Adding Arms & Legs
On arms and legs, the joints act as position balls—you can move them around or scale them.
Rotating your creature can make it easier to manipulate the arm and leg positions. Have your creature facing 
toward or away from you to move the joints of the limbs closer or further from its body.  Have your creature 
facing sideways to move the joints of the limbs higher or lower in relation to your creature’s torso.
At times it may be necessary to move your creature’s torso up a little to make room for the legs. Just click-
and-hold your creature’s torso area and move the torso to the desired position.

Adding Graspers or Feet
The end of a limb is the only spot on a creature where you can place a foot or a grasper. Each limb comes 
with a starter foot or grasper. You can replace these by adding a new foot or grasper in its place, just drag it 
to that same spot or remove the existing foot or grasper and then add the one you wish.

Shaping
Add Length to the Spine
Move your mouse over the torso to reveal the creature’s spine.
Click the torso; you will see arrows appear at both ends of the spine.
Click and hold either arrow and drag outward to add vertebrae or inward to delete vertebrae. 
Note: You can’t shorten the spine past body sections occupied by body parts—the body 
parts turn red when you try to do this.

Bending the body
To bend the spine, click and drag an individual vertebra. The best method is to make adjustments one 
vertebra at a time.

Sizing Parts and Body
The mouse wheel gives you the freedom to adjust the scale of any body part.
Select a part and then scroll the mouse wheel to increase/decrease scale.
To fatten or thin your creature, click a vertebra then scroll the mouse wheel to increase/decrease the size of 
the torso at that point.

Abilities
Each part you add to your creature advances your creature’s abilities. The rollover information on each 
part gives you details about its associated abilities. For instance, you can specialize your creature in social, 
attack, defensive, or movement abilities.

Creature Abilities Summary
The sum of your creature’s abilities can be seen in the upper right corner of Build Mode, in the abilities 
summary area. To preview what your creature will look like using a particular ability, you can click any ability 
icon in the ability panel. Your creature’s abilities will be put to good use in the full version of Spore.

Diet
The mouth you choose for your creature is very important, as it determines if your creature is an herbivore, 
carnivore, or omnivore. Your creature’s diet is a key factor if you choose to play your creature in Spore.

Additional Build Features
Additional Part Handles
You can access additional part handles after placing a part on your creature by selecting that part and 
holding down TAB. You’ll then see the additional part handles that allow greater control of the placement of 
each part.

Copying Parts
To copy a part you’ve already placed on your creature, click that part while holding down ALT, then drag the 
copy to another spot on your creature.

Additional Limbs Controls
Hold CONTROL and click between two joints of a limb to remove a section (you can’t remove the shoulder or 
hip segment).
Hold CONTROL and drag a new limb to join it to the remaining joints of the other limb.

Paint Mode
Now that you’ve constructed the perfect creature, it’s time to add a little color to its life. 
Paint your creature using one of three methods: select a style; use the Paint Like feature (see below) to copy 
the paint style of one of your previous creations; or apply specific textures and colors of your choice in three 
layers, base, coat and detail. 

Paint Using Complete Styles
Painting by styles is your one-click option for coloring your creature. Even if you choose to paint by style, you 
can still select a paint layer to fine-tune your creature’s paint job.

Paint Like
You have an option to paint your creature to match other creatures you have created yourself or received 
from friends. Click the Paint Like icon  in the Complete Styles palette to access the Sporepedia. Next, 
click the creation whose paint style you’d like to copy and click the green checkmark. When you return to 
Paint Mode your creature will be painted with your style selection.

Paint Using Layers
There are three layers to your creature’s coloring. You can choose one style for each layer. You can also 
choose the color of each layer. One tip: Choose the style first and the color second. 
The three layers are: 

Base•	  determines the creature’s underlying and overall style and color.
Coat•	  layers color on top of the creature’s base color.
Detail•	  adds a pattern in a wide range of styles.

Customizing Your Creature’s Texture and Color
Click one of the texture swatches to apply it to your creature. 
Get more color options for each texture by clicking-and-holding a paint swatch then selecting from the 
palette that appears.

Test Drive
Test Drive mode allows you to take your creatures for a spin in the Creature Editor play area.
Lead your creature around, have it strike poses, and take pictures and movies to share with your friends!

Moving Your Creature
Click the ground to see your creature walk. Double-click to have it run. Your creature can only move around 
in Test Drive mode’s circular play area.

Play Animations
 Click the Actions icon to open your movement options. 

Click any button to see your creature boogie, pose, and express emotion.
To get your creature’s attention click the whistle icon.

Backgrounds
 Everyone loves to travel. Click the background button and choose from the different environments.
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The Black Background
The black background contains a transparency layer. It captures only the image of your creature. This is 
useful if you’d like to create t-shirts or use your creature pictures in other images.

CREATE BABIES 
Click the Babies icon , and then click each egg icon once to add one, two, or three babies. To make the 
baby creatures disappear, click the icon again.
Imitation is the sincerest form of flattery. As in real life a baby will mimic what its parent does. Remember, 
they’re just learning so don’t be surprised when they mess up from time to time.

Pictures
Click the camera icon  to capture your creature’s antics on screen.
Your pictures are saved here: My Documents (or Documents)\My Spore Creations\Pictures.
In backgrounds you can select the black background to capture an image of only your creature.

Changing Picture Resolution
Select the Capture Settings tab on the Settings menu to choose Small, Medium, or Large resolution.  

Animated Avatars
Click the Animated Avatars icon  to create an animated .gif of your creature which you can post to your 
favorite website. Animated .gifs can be found in the following location: My Documents (or Documents)\My 
Spore Creations\AnimatedAvatars.

Managing Pictures
  Click the picture viewer icon to view your pictures.

Picture Viewer
Click a picture to open the image. You can then:

     Delete pictures.
 

            Archive pictures—the Picture Viewer has a limit of 99 pictures. Once this fills up, you can store your 
pictures in another directory using this option.

 Email postcards to friends.

Postcards
Send a Spore postcard to a friend! Select a picture from the Picture Viewer filmstrip. Enter your email 
address and a friend’s along with a comment and click the Send Email icon .
The recipient’s email address will be used only to forward your postcard and will not be retained by EA for 
any other use.

Movies
Click the Record Movie icon to begin recording your creature’s antics. Click the icon again to  
stop recording. Your movie can be up to two minutes long. They are saved to the following directory: My 
Documents (or Documents)\My Spore Creations\Movies.

Changing Movie Size
To change your movie size, click the Capture Settings tab the Settings menu to choose 160 x 120,  
320 x 240, or 640 x 480. 

Post a Movie to YouTube
After recording your movie you can upload it directly to YouTube by clicking the UPLOAD button on the pop-
up window that appears when you finish recording. 
To upload your movie to YouTube, you must be registered with EA, as well as registered and logged into 
YouTube. You can complete either of these steps by following the prompts once you record your movie.
Once your movie has been uploaded to YouTube, you are given the option to email the YouTube link to a friend.

Sharing
Once you’ve created your creature, you can share it with the world! Spore makes it incredibly easy to send 
your creations to your friends and family, or to share them on www.spore.com.
To share a creature by uploading it to the Spore servers, click the creature in the Sporepedia, then click the 
Share icon . You can see your creations and the creations of others on www.spore.com. 

Emailing Your Creations
In addition to the ease of sharing your creations via the Sporepedia, you can simply email a copy of the .png 
file of your creature to someone. (If you accepted the default locations during installation, you can find the 
.png files in the My Documents (or Documents)\My Spore Creations\Creatures.) The recipient can then 
save it to their desktop, turn Full Screen OFF (via the Graphics Settings tab on the Settings menu), then drag 
the .png into an editor in Spore to open it. 
Or, while still in full screen viewing mode, the recipient can instead save the .png file to My Documents (or 
Documents)\My Spore Creations\Creatures and re-launch the game.

Settings
Click the Options icon  from the galaxy screen or the Creature Editor to access the Spore Catalog  
and Settings menu . From the Settings menu you can change Graphics, Audio, Capture, and Online 
settings, as well as view Credits.Please note that changing graphics settings may affect performance and 
requires a game restart. Speaker configuration changes must be done in the galaxy screen.
For more information please refer to Settings in the Getting Started section of the in-game Spore Guide.

Performance Tips
Macintosh Software Update
An outdated version of your MacOS X system software may lead to issues with game performance. To be 
sure that you have the latest version of MacOS X, choose ‘Software Update…’ from the Apple menu and 
follow the directions to update your system software.

Problems Running the Game
Make sure you meet the minimum system requirements for this game and that you have the latest •	
drivers for your video card and sound card installed: 
For NVIDIA video cards, visit www.nvidia.com to locate and download them. 
For ATI video cards, visit www.ati.amd.com to locate and download them.
For PC users, if you are running the disc version of this game, try reinstalling DirectX from the disc. This •	
is typically found in the DirectX folder on the root of the disc. If you have Internet access, you can visit  
www.microsoft.com to download the latest version of DirectX.

General Troubleshooting Tips
For PC users, if you have the disc version of this game and the AutoPlay screen does not automatically •	
appear for installation/playing, right-click the disc drive icon found in My Computer and select AutoPlay.
If the game is running slowly, try reducing the quality of some of the video and sound settings from the •	
game’s options menu. Reducing the screen resolution can often improve performance.
For optimum performance when playing, you may like to disable other background tasks (except the •	
EADM application, if applicable) running in Windows.

Internet Performance Issues
To avoid poor performance during Internet play, be sure that you close any file sharing, streaming audio, or 
chat programs prior to entering gameplay. These applications can monopolize your connection’s bandwidth, 
causing lag or other undesirable effects. If you are attempting to play on a corporate Internet connection, 
contact your network administrator.
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This game uses Cider™ Technology from TransGaming Inc. Cider is Copyright © 2000-2007 TransGaming Inc.
Cider C/C++ runtime components (msvcrt.dll, msvcr71.dll, and msvcp71.dll) include portions of Visual C++ 6.0 runtime components and portions of Dinkum Compleat 
C/C++ Libraries. Visual C++ 6.0 runtime components are Copyright © 1999 Microsoft Corp. Dinkumware components are Copyright © 1989-2006 by P.J. Plauger and 
Dinkumware Ltd. 
Cider MFC & ATL components (MFC42.dll, MFC71.dll) include the Visual C++ 6.0 MFC & ATL components. Visual C++ 6.0 MFC & ATL components are Copyright  
© 1992-1999 Microsoft Corp.
Cider includes libpng, Copyright © 1995-2004 the libpng project authors (see http://www.libpng.org/pub/png/src/libpng-LICENSE.txt for a complete list).
This software is based in part on the work of the Independent JPEG Group. Cider includes libjpeg, copyright © 1991-1998, Thomas G. Lane. 
Cider uses NVIDIA’s Cg Toolkit, Copyright © 2002-2006, NVIDIA Corporation.
Cider includes dmalloc, Copyright © 2001-2006 Wolfram Gloger.
Cider includes The Better String Library (bstring) Copyright © 2002-2006 Paul Hsieh.
iniParser Portions Copyright © 2000 by Nicolas Devillard.
The Cider libquartz.dylib component includes portions of ffmpeg, Copyright © 2000-2006 Fabrice Bellard, et al.
Portions of Cider are Copyright © 2002-2006 the ReWind project authors (see http://cvs.transgaming.org/cgi-bin/viewcvs.cgi/rewind/AUTHORS?root=rewind for a complete list). 
Portions of Cider are Copyright © 1993-2006 the Wine project authors (see http://source.winehq.org/source/AUTHORS for a complete list). 
Cider and related components are distributed under the terms of the Cider Technology License and other licenses, including the GNU LGPL. License details are available 
in the End User License agreement file on your disc. Source code to LGPL licensed components is available via CVS access through: http://transgaming.org/cvs/

Package Cover Illustration: Cinco Design

© 2008 Electronic Arts Inc. EA, the EA logo, Maxis, SPORE and Sporepedia are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other 
countries. All Rights Reserved. RenderWare is a trademark or registered trademark of Criterions Software Ltd. Portions of this software are Copyright 1998-2008 Criterion 
Software Ltd. and its Licensors. All other trademarks are the property of their respective owners. 
This product includes software developed by the OpenSSL Project for use in the OpenSSL Toolkit (http://www.openssl.org/). This product also contains software written 
by Eric Young (eay@cryptsoft.com). See the SPORE OpenSSL License file for applicable copyright notices, terms and conditions of use, and disclaimers. 

You Played the Game. Now Play the Music. 
EA Soundtracks and Ringtones 

Available at www.ea.com/eatrax/

Technical Support
If you have trouble with this game, EA Technical Support can help. 
The EA Help file provides solutions and answers to the most common difficulties and questions about how to 
properly use this product.
To access the EA Help file (with the game already installed):
Windows Vista users, go to Start > Games, right-click the game icon, and select the appropriate support 
link from the drop-down menu.  
For users on earlier versions of Windows, click the Technical Support link in the game’s directory located in 
the Start > Programs (or All Programs) menu.
To access the EA Help file (without the game already installed):
1.    Insert the game disc into your CD/DVD-ROM drive.
2.    Double-click the My Computer icon on the Desktop. (For Windows XP, you may need to click 	
       the Start button and then click the My Computer icon).
3.    Right-click the CD/DVD-ROM drive that has the game disc and then select OPEN.
       Open the Support > EA Help > Electronic_Arts_Technical_Support.htm file.
4.    To access EA Help information on a Macintosh, please see the readme file.
       If you are still experiencing difficulty after utilizing the information in the EA Help file you can                                                     	
       contact EA Technical Support. 

EA Technical Support on the Internet
If you have Internet access, be sure to check our EA Technical Support website at:
http://support.ea.com
Here you will find a wealth of information on DirectX, game controllers, modems, and networks, as well as 
information on regular system maintenance and performance. Our website contains up-to-date information 
on the most common difficulties, game-specific help, and frequently asked questions (FAQs). This is the 
same information our support technicians use to troubleshoot your performance issues. We keep the support 
website updated on a daily basis, so please check here first for no-wait solutions. 

Technical Support Contact Info
If you need to talk to someone immediately, call our Technical Support team  
(Monday through Friday 8 AM – 5 PM PST):
Telephone: US 1 (650) 628-1001. 
Note: No hints or codes are available from Technical Support.
Website: http://support.ea.com
Mailing Address: 	  
EA Technical Support 
209 Redwood Shores Parkway 
Redwood City, CA  94065

Limited 90-Day Warranty
Note: The Following warranties only apply to products sold at retail. These warranties do 
not apply to Spore Creature Creator Trial Edition.
Electronic Arts Limited Warranty
Electronic Arts warrants to the original purchaser of this product that the recording medium on which the software program(s) are recorded (the “Recording Medium”) 
and the documentation that is included with this product (the “Manual”) are free from defects in materials and workmanship for a period of 90 days from the date of 
purchase. If the Recording Medium or the Manual is found to be defective within 90 days from the date of purchase, Electronic Arts agrees to replace the Recording 
Medium or Manual free of charge upon receipt of the Recording Medium or Manual at its service center, postage paid, with proof of purchase. This warranty is limited to 
the Recording Medium containing the software program and the Manual that were originally provided by Electronic Arts. This warranty shall not be applicable and shall 
be void if, in the judgment of Electronic Arts, the defect has arisen through abuse, mistreatment or neglect. 
This limited warranty is in lieu of all other warranties, whether oral or written, express or implied, including any warranty of merchantability or fitness for a particular 
purpose, and no other representation of any nature shall be binding on or obligate Electronic Arts. If any such warranties are incapable of exclusion, then such warranties 
applicable to this product, including implied warranties of merchantability and fitness for a particular purpose, are limited to the 90-day period described above. In no 
event will Electronic Arts be liable for any special, incidental, or consequential damages resulting from possession, use or malfunction of this Electronic Arts product, 
including damage to property, and to the extent permitted by law, damages for personal injury, even if Electronic Arts has been advised of the possibility of such 
damages. Some states do not allow limitation as to how long an implied warranty lasts and/or exclusions or limitation of incidental or consequential damages so the 
above limitations and/or exclusion of liability may not apply to you. In such jurisdictions, the Electronic Arts’ liability shall be limited to the fullest extent permitted by law. 
This warranty gives you specific rights. You may also have other rights that vary from state to state.

RETURNS WITHIN THE 90-DAY WARRANTY PERIOD
Please return the product along with (1) a copy of the original sales receipt showing the date of purchase, (2) a brief description of the difficulty you are experiencing, and 
(3) your name, address and phone number to the address below and Electronic Arts will mail a replacement Recording Medium and/or Manual to you. If the product was 
damaged through misuse or accident, this 90-day warranty is rendered void and you will need to follow the instructions for returns after the 90-day warranty period. We 
strongly recommend that you send your products using a traceable delivery method. Electronic Arts is not responsible for products not in its possession.

EA Warranty Information
If the defect in the Recording Medium or Manual resulted from abuse, mistreatment or neglect, or if the Recording Medium or Manual is found to be defective after 90 
days from the date of purchase, choose one of the following options to receive our replacement instructions: 
Online: http://warrantyinfo.ea.com
Automated Warranty Information: You can contact our automated phone system 24 hours a day for any and all warranty questions:
US 1 (650) 628-1001

EA Warranty Mailing Address
Electronic Arts Customer Warranty 
209 Redwood Shores Parkway 
Redwood City, CA 94065
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Notice
Electronic Arts reserves the right to make improvements in the product 
described in this manual at any time and without notice. This manual and 
the product described in this manual are copyrighted. All rights reserved.

Electronic Arts Inc. 209 Redwood Shores Parkway, Redwood City, CA 94065. 
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