directional ———
buttons '

left analog stick

(L3 button when pushed down)
SELECT button
ANALOG mode button
START button
right analog stick
(A3 button when pushed down)

L1 button

R1 button

L2 button

R2 button

Left analog stick, directional buttans
Right analog sfick
) button
Holding <) button
(&) hutton

(b button

00 button

DUALSHOCK®@2 ANALOG CONTROLLER CONFIGURATIONS
L2 button
L1 button =T __ 5

R2 button
H1 button

A\ button
O button
K button
O button

Toggle the Command Interface ON/OFF
Switch Command Map and Soldlers’ Cards
Select Alpha team in Command Map
Selact Bravo team in Command Map
Maove map cursor/Move firing arc
Move the map when it is zoomed in
Decide waypaint.

Change firing arc

Cancel the last entared waypoint
Command map ZOOM INOUT

Change Level (upstairs, downstairs)
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WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patierns or flashing lights. Exposure to ceriain
patterns or backgrounds on a television screen or while playing video
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce
previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior o playing. If you experience
any of the following symptoms while playing a video game - diziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convulsions — INMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console fo a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Dtherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

= This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.

Do not bend it, crush it or submerge it in liguids.

Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from cenler to outer edge.
Never use solvents or abrasive cleaners.
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Do not leave it in direct sunlight or near a radiator or other source of heat.
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STARTING THE GAME

PlayStation®2 Computer Entertainment System

MEMCHY CARD slor2 I

——— (OPEN] button

contealior part 4 —

=1
WSS conrmciol —— - | |
5400 | LINK cofnecion
contralies porl 2 - A

1. Set up your PlayStation®2 computen entertainment system according to the
instructions in its Instruction Manual,

2. Make sure the MAIN POWER switch llocated at the back of the consolal is
turned on

3. Press the RESET button. When the power indicator lights up, press the
open button and the disc tray will open.

4. Piace the Tom Clancy's Bhost Recon™ dise on the disc tray with the abel
side facing up. Press the open button again and the disc tray will close.

5. Attach game controllers and other peripherals, as appropriate

B. Follow on-screen instructions and refer to this manual for information on
using the software

Memory Cards

While playing Tomn Clancy's Ghost Recon, you will be asked to save game set-
ting and progress. You need to have a Memory Card (BMB) [fde RlayStation 2)
inserted into MEMORY CARD slot 1. of your PlayStation 2. Gama data can only
be lnaded from or saved to a memory card in MEMORY CARD slat 1. Mever
insert or remove & memory card when Inading and saving game data.

L2 button — R2button
L1 huﬂun——| 4 R1 button
||;. II I
directional —+——
buttons s
|
5 — A button
left analog stick butt
(L3 button when pushed dovm) e
SELECT button X button
ANALDG mode button 1 button
START button

right analog stick —
(R3 button when pushed dewn)

Basic Menu Controls

* Press the dir_‘autiunal button to browse or cycle through the different options.

* Press the (X button to select a button, go to the next screen, or change
the current option

* Within any submenu, press the (A button to return to the previous screen.

Gameplay Controls

These are the basic commands for the
default controller configuration (con-
troller setting 1.




INTRODUCTION

The Ghosts are an elite American Special Forces unit using the mast advanced
technology the United States has to offer. They are the first unit-deployed into
dangerous situations and the last ones to leave when things get raugh.

While some of the gameplay elements of Ghost Recon may seem unfamilian
everything in the game is designed to be easy to learn; Get ready for edge-of-
your-seat action and challenging tactical gameplay,

Prepare to put your senses to the test against terrifying new threats to world
peace and security. The fate of the world just might depend on you,

Mo pressura,

PROFILES

The first thing to do Is to update the game's database so it can store informa-
tion about your progress, This is done with a Profile, saved on a memory card,
Each profile can contain two saved campaigns. Select the New File aption to
create a new Profile.

If existing Profiles are found, a list and details concerning the highlighted Profile
are displayed on the right part of the screen,

New Profile

Enter a name for your new Profile; Move the highlight an the virtual keyboard
using the directional buttons or the left analog stick, Press the o buttan to
validate & |etter. Press the o button to delete the last entered letter. Select
OK to validate the name and go to the Main Menu,

Change Profile

If you want to change profile or create another new profile, press the @ button
from the:Main Menu to go back to the Profiles’ selection,

Select one of the following options:

* Training: Learn the skills you'll need
to play Ghost Recon

+ Tactical Exercises: Practice new
technigues before experiencing com-
bat in the field.

* Campaign. Start a new single-playar
campaign or Inad a saved game

* Quick Mission: Play & single rission
on any difficulty level or game type.
You must unlock the missions in a
campaign first.

* Multiplayer: Play & split-screen multiplayer game.

= Statistics: Check your geme progress and ranking infarmation

* Special Features: Access all the features you've unlocked,
* Dptions: Set gameplay, controllen, screen, and sound options.
* Eredits: Take a look at all the peaple invalved in the production of this game

L_________________TRAINING MENU

Choose a training mission where you
can hang your skills before starting a
campaign,

Tralnirg

Playing the Training
Missions

You can follow the redilines on the
ground' between the training stations.
Vojce cues and text pop-ups will
explain how to perform important
tasks in the game.

The entire set of training courses takes place in a single mission space. When you
finish ane training mission, you can ga forward to the next. You can also oo back to
a8 previous trainng station and repeat that one as many bmes as you'd ke,

Ending Training
To exit Training, press the START button and select Quit. This will take you back
to the Main Manu,

The Tactical Exercises are short mis-
sions designed to'teach you some
basic combat skills, The better you get
at these, the better you'll be at playing
the actual game and the more fun
you'll have

Skills

Each exercise will introduce one spe-

cific skill:

* Shooting: Learn to eliminate an
opposing force, Use different class-
&5 of weapons and get a feel for
how' gach one operates

* Rescue: Find and rescue a downed pilot and escort him to safety

* Demolition: Learn how to really do some damage, Infiltrate an enemy facility
and plant demo charges to destroy part of it,

* Anti-Uehicle: Learn to destroy vehicles such as tanks and armored personnel
caviers with heavy weapons, Ambush the vehicles column and protect your
darmalition soldier

..G} 5
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* Defend: Direct your teams to good firing positions in order to protect & radio
station fram incoming waves of enamies,

This section is also the best place to perfect your skills or experiment with new

strategies! Do not hesitate to try the exercises again from time to time, just to

hrush up.

In & Campaign game, you play the missions one after another following the sto-
ryline. Once you complete a mission successiully, it will be available to be
played n Quick Mission mode

New Campaign
You have to decide the difficulty level of your Campalgn game:

= Recruit [Easyl: Designed for new
recruits. Yol will have gameplay
assistance such as auto-targeting,
direction indication, radar, and threat
sensar. Enemies are less shilled

* Veteran (Normall: This level offers more challenge for experienced soldiers
Assistance is reduced, and enemies will offer a stronger resistance.

* Hlite [Hard): This is the most difficult level, and is not for those who have any
doubt about their skills. The: game provides no assistance at all: You and
your fireteams are all alone against skilled and numerous opposition.

Continue Campaign

I your Profile contains saved games, you can resume a campaign: You will
enter the Briefing screen of the mission fallowing the last successful one n the
saved campaign. The file information tells you if it was saved after a mission or
during action. If it was saved after a mission, you will enter the Briefing screen
of the follawing mission, Otherwise, you will directly resume the action where it
was last saved,

_________________QUICK MISSION|

The Quick Mission screen lets you pick
an unlocked mission without starting a
campaign and experience different
game types and difficulties. Use the
left/right directional buttons to cyole
throuwah the Mission, Game Type, and
Difficulty selections

Press the (x button anytime to pro-
ceed to the briefing screen with the
displayed choices,

Quick Missjon

Mission Selection/Load Quick Mission

The first part of the list is composed of available saved Quick Missions. The
second part is a list of the unlocked missions. Use the up/down directional but-
ton to browse the saved files or missions. Only the missions you unlocked
appear in the!list, Use the up/down directional buttons to browse the list,

If you choose & mission, you will go to the corresponding Briefing screen, If you
choose a saved file, you will restme the mission where you saved it in the
action phase,

Game Type

In Cluick Mission mode, you can customize the game type and difficulty. Use the
upfdown directional buttons to choose one of the three game types:

* Mission: The objectives are the same as in the Campaign game, You can
practice particular missions and/or expeniment with difficulty levels without
running an entire campaign,

= Firefight: You have a single mission objective; Eliminate all opposition. The
enemies are randomly distributed throughout the levels

= Recon: Your objective is to make it from an insertion zone to an Bxtraction
zone on the other side of the map. No team member casualties are allowed.

Difficulty
The difficulty levels have'the same definition as in the Campalgn mode: Resrut,
Veteran, Elite, Use the up/down directional buttons to change the difficulty level.

Choose Multiplayer to play a two-player split-screen. game.

GAME INFORMATION

You can check your game progress and time ranking, Each box represents a
combination of game made and difficulty. Select one and prass the: 3 bitton to
review information.

SPECIAL FEATURES

Check this part as you progress in the game to see the surprises you have miocked

Use the & button in the options stb-menus to reset to default settings,

Gameplay
= Blood: Choose whether or not you want to see blopd,
# Dead Bodies: Choose whether or not you want to see corpses,

Controller
= Controller Settings: Choose your contraller configuratien here.
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= Sensitivity: This value influences the maximum speed of Look up/down and
Turn left/right. The higher the Sensitivity value is, the faster you are going to
turn and look.

= Reverse: This reverses the orlentation of your Look up/down,
* WUibration: You can turn your controller vibeation on o off.

Sound

Sound levels range from O to 10, 0 corresponding to a mute sound,
* Master: Controls the general sound volume level,

* Effects: Controls the volume level of sound effects like gunfire,

* Music: Controls the volume level of the game music,

= Woice: Controls the volume level of in-game voice,

» Surround: Switch the Dolby® Surround Pra Logie || onoor off. When this i set
to off, the sound is stereo,

Screen

Use the directional buttons to set the center position of the game screen.
Press the 5 button to confirm your change, or the & button to cancel

You can highlight the selections on the
left part of the screen using the
upfdown directional buttons. The
default sefection 18 Proceed

Mission Information

When you enter the screen, a regional
map indicates the location of the mis-
sion. You can also check the time of
the day and the weather,

Briefing Text

The Briefing text oives you the current context of the mission, Press the o
button when the up or down arrows are selected to scroll the text up or down
Use the ¢ button to listen to the briefing voice or stop it

Objective List

This screen also includes the list of your objectives. Some objectives are num-
bered, while others are marked with an ®. The abjectives marked with a num-
ber are the core objectives of the mission. These are the tasks your platoon

needs to complete in order Lo finish the mission successfully. Those marked
with an X are special chjectives: completing these will unlock a Specialist.

When ane of the objectives is selected, press the & button to check Its posi-
tion in the mission map and view the corresponding intelligence photos.

Proceed
PFress the & button when Proceed is selected to go to the Platoon Setup screen

8 @ -

Briefing

When you enter the Platoon Setup
Screen, the 60! button |5 selected
by default. A default team setup and
weapon configuration has been
made £o fit your mission. The
screen is divided into two parts.

One displays the fireteams’ forma-
tian, while the other part displays a
single soldier's information,

Fireteams Formation
Your platoon is divided into two
fireteams: Alpha and Bravo: For each fireteam, you can select up to three sol-
diers, and prepare them for combat.

Unassign Al/Auto Assign: When you highlight Unassign AN and press the s but-
ton, all the soldiers’ names are emptied and the button name is changed into Auto
Assign, Press the & button again to select the default team and equipment.
Order: When the Order option is highliohted, you can cycle the soldier’s order
in the fireteam by pressing the left and might directional buttons. The first sol-
dier listed in the fireteam is its leader.

Soldier Names: Whan you select one of the soldier’s names, the corresponding
soldier's information will be displayed. You can use the left and right kay to
browse all available soldiers. Fress the 5o button to change the soldier's equip-
ment and statistics.

If you press the @& button while modifying the soldier, all changes will be can-
celed and the soldier slot will be selected again

Bo: When you think your fireteams are ready, press the 5 button while Go ks
selectad. You and your platoon’s members will be transported to the mission

Operatives and Replacements

In Buick Mission mode, all basic operatives as well as unlocked specialists will
be available

During a Campaign, it is the nature of the dangerous situstions. that there will
be casuslties. Between missions, any incapacitated characters are remaoved
from the player's fireteam and replaced from a pool of available soldiers.

Soldier Information

In the soldier's information area, there is 8 list of icons that indicates the avail-
able soldiers and specialists, and which are selected in your fireteams, The
icons also indicate the class of the soldier There are four different classes:
riflernan, support, demo, and sniper. The available equipment depends on the
soidier's class

Kits
You can cycle through the available field kits corresponding to the soldier’s
class by pressing the left end right directional buttons. Mare kits will be avail-
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able a5 you progress in the game.

Each kit is composed of two items. The kit descriptions include the item's name,
picture, and ammurnition capacity (when sppropriatel. The first number displayed
i5 the total number of bullets ingluded in the kit, while the second number is the
number of clips in which those bullets are carried. For special items, suchias
grenades, the number of available items of that type is displayed.

When you are satisfied with the equipment, press the < button to validate it
and move to the Statistics modification of the soldien

The Right Tools for the Job

Certain missions require specific kit items to complete; Yol won't be able
to advance inta 8 mission (GO! without the required kit for the base mis-
Si0N objectives,

Statistics and Combat Points

Each soldier has & set of statistics that includes his ratings for the following skills:

* Weapon [W): His accuracy with his weapons; reflected in how quickly the tar-
geting reticle pips converge when he is the attive character

* Stealth (5): His skill at moving guietly: reflected in how close he can get to

an engmy before being detected,

Endurance (E). His ability to take physical damage, reflected in the number of

wounds he can take.

= Leadership (LI: His ability to make all of the soldiers around him bettar;
reflected by & one-dot increase in all skills for all soldiers in his platoan far
every three dots he has of Leadership.

In Campaign mode, each soldier who succesafully completes a mission will be

awarded & combat point that you can use to increase his statistics.

In Buick Mission mode, you are given a fixed number. of combat points depend-

ing on the mission you have chosen, Dispatch them wisely between your

fireteam membars.

Select the skill you want to madify, and press the lefi/right directipnal buttons

to decrease/inerease the value, Mote that you won't be able to decrease the

value less than it was when you entered the Platoon Setup screen. When you

are satg]sfied with the distribution of the combat points, validate it by prassing

the & button.

INTO THE ACTION

Now that youe platoon is ready ta follow you, let's move out and enter the action

Important Concepts

Going inta the battiefield requires some basic knowledge. The two concepts
described here are really important in the gamea,

Reticle B

AL the center of the screen Is your targeting reticle. The reticle is your means
of aiming your weapon where yol are shooting. There are different reticles for

1ﬁ_ ). .

each class of weapon or item,

The reticle consists of two parts: the center component and the pips. The cen-

ter componant represents the center of your-current aim. The pips are small

lings that represent the range of accuraty you have at any given moment. The

longer you focus on @ particular target, the closer to the center of the reticle

the pips mave and the more accurate your fire is. Any firing you do will hit

somewhere Wwithin the area delimited by the pips.

Bepanding on the difficulty mode you sre playing. the reticle is equipped with

two assistance features:

* Auto-Targeting: When there is an enemy near your reticle, it will automatical-
ly mave to target him. This is available anly in Recruit (Easy) level

= Recognition: The reticle will change color when moving over a character, [t
will turn blue over fmendly troops and red over enemies. This is evailable in
both Becruit (Easy] and Veteran (Mormall levels,

ROE [Rules of Engagement]

The ROE will define the behavior af the soldiers you do not directly control, You
can rJisLin%msh two types of ROE (Movement and Combet!; each having three
settings. The ROEs are set for one fireteam,

For Movement, possible settings are:
* Hald: The fireteam halts in position,

* Advance: The fireteam moves Lo their nest '-.raﬂmint if there is ane; If &
fireteam set to-Advance is fired upon, they will drop down to Hold,

* RAdvance at All Costs: The fireteam moves forward regardless of opposition
For Combat, they are:

* RAssault: The fireteam shoots on sight. This is the default setting.

» Suppress: The fireteam shoots on suspicion that hostiles are nearby.

* Recon: The fireteam takes pains to avoid shooting, but they will fire back if
fired upon.

Movement

At any given time in the action phase, you are in direct control of & single sol-
dier: The soldier you control sutomatically becomes the leader of his fireteam.
Other fireteam members will therefore behave acoording to your actions,

Looking

Use the right analog stick to move the soldier's facing direction. Up and down
can'be inverted in the options menu.

Walking/Running/Shuffling

Press the left analog stick up and down to walk forward and backward, Prass
the left analog stick left and right to sidestep left and sidestep Fght. Thosa
movements do not change the direction the operative is facing,

To run, press the left analog stick to the maximum angle while moving forward,
Running increases your rate of movement, but also increases the noise you
make. You can only run while moving forward.

shuffle is a slower and quieter form of mavement than walking. You can shuffle
in any direction by moving the left analog stick slightly in the direction you want
to move
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Stance

There are three stances in Ghost Recan; upright, crouched, and prane. The
higher tha stance is, the faster you can move, but the mare likely it is that the
enemies will find you

To move to & lower stance, press the Orop Stance button. To move to a higher
stance, press the Raise Stance button

Peeking
Peeking lets you look around a corner without exposing your soldier to undue

attention and fire. You can peek either to the left or to the right by pressing
the Peek left and right buttons

Weapons and Items

Your soldiers can be equipped with & variety of weapons and items. Each char-
acter goes into combat with a kit containing two items.

Using ltems

Use the Fire Weapon button to use the currently selected item: [ §

= Weapons: Fire the selected weapon at the selected fire rate. [mai

* Grenades. Tap the Fire Weapon button to toss a grenade L
Hold the Fire Weapon button longer to throw it further.

* Binoclars: They provide a much better long-distance view than maost
weapons, but also carry 8n embedded satellite interface technology to help
you detect enemies. Hold the Fire Weapon button to use this technology.

* Demolition Charges: Certain missions require that you plant demalition

charges to complete objectives. Press the Fire Weapon buttan to place the

cm#"ge. Placing & charge requires some time during which you cannot move
or fireg.

Claymares: Press the Fire Weapon button to drop @ claymare on the field.

The reticle is changed to a detonator. Pressing the Fire Weapan button

again Sets the claymore off,

= Sensor: Prass the Fire Weapon button ta place a sensor on the figld. When

8 hostile or a vehicle passas within the detection range of a sensor, they
appear on the Command Map.

Rate of Fire

The Rate of Fireis how many rounds your weapon shoots each time you press
u;eﬁFure Weapon button. Weapons can have one or mare of the following rates
af hre:

= Single Shot

* Three-Round Burst

* Fully Automatic

You can cycle between the available rates of fire for @ weapon by pressing the
Change Fire Rate button,

Switching Items

You can switch between your primary and secondary items by pressing thi
Change Eguipment button,

12 .@- .

Changing Magazines
Press the Reload Weapon button to change the magazing or reload & weapon,
Your reticle will change to show the progress of your reloading procedure. You

cannat fire while reloading.

In: Recrult (Easy] difficulty level, the reloading ocours automatically when the
nurmber of bullets in the current magazine reaches 0.

Zoom In and Zoom Dut

Some of your weapons allow you to zoom in for & better [ook. Use the Zoom in
and Zoom out button to change the zoom level,

Night Vision

All soldiers are equipped with a Night Vision device to detect enemies in dark
environments. Might Vision cen be togaled on and off by pressing the Might
Visian button

Other Actions

Direct Drder

While you directly control one fireteam as its leader, you can also give a simple
move order to the other fireteam. Press the Direct Order button when the rati-
cle is over the point you want the second fireteam to move Lo.

Mote that this Direct Order will overrule all other waypoints, and the fireteam’s
ROE will be automatically set to Advance and Assault.

Switch Soldier

Press the Switch Soldier button ta change the soldier you directly control. You
can cycle through all of your platoon's soldiers by using this button

.50 Caliber Machine Guns

In some missions you may find feeed .50 caliber machine guns. If you walk up to
one and press the Action button, you will be able to use it a5 a normal weapon,
It you fire the machine gun for too long, it will overheat and will not be operable
until it has cooled down again.

Doors
You will encounter three types of doors in Ghost Recon:
« Dpened: Just press the Action button and the door will open,

* Locked: To pick & lock, press and hold the Action button in front of the door
It will require some time during which you cannat move or fice: A faster way
Lo open a door is to use some poweriul weapon like a shotgun, but this
makes maore noise.

= Unapenahble: These cennot be opened.

Rescuing Hostages

Certain missions require you to rescue hostages or to teke enemies prisoner in
order to complete objectives. When you see the enemy to capture or the
hostage to rescue, just bump into them with your soldier. The character will
then follow you.
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Ohbjectives

Certain missions require specific objectives such as gathering intelligence infor:
mation. Just get close to the elements you have to retrieve or manipulste and
the task will ba performed for you automiatically,

] - |

There are several elements in the on-screen interface that give you Information
crucial to playing Ghost Recon.

Soldier Panel

At the lower right comer of the sgreen, it gives you details
gbout the soldier you control. You can seg his fireteam icon.
The color of the silhowette reflects the soldiers health sta-
tus. It will turn vellow when the soldier (5 wounded and red
when he s dead.

The two items of the soldier's kit are displayed next to the sihouette, including
the ammunition information, Instead of the total number of rounds, the first
number here is the remaining number of bullets of the inserted clip. The calar
changes to warn you when the number is low,

within the range of the Radar will appear as red dots, friendly @
troops as green dots

The Threat Indicator is composed of four zones that can flash vellow or red
af'ound the Radar, A yellow color indicates that a possible threat has been

detected in that direction. A red color indicates that enemies’ fire is coming
from that direction.

A line indicates the direction of the next Iocation to reach. [t can either be the
next uncompleted objective, or the next waypaint you have set for the fireteam.

Radar and Threat Indicator

The Radar and Threat Indicator appear 8t the center of the bottom
of the screen. The central part is the Radar, Enemies that are

Znn_m Indicator

The bar moving up and down over the gauge displayed In the right
part of the screen indicates your zoom level

Second Team Panel

Jll On the right side of the screen, a panel indicates the status of the
ERSEN  second firetaamn, The silhoustte reflects the status of their leader,
Messages

while the two icons represent their Moverment and Combat ROE.
Y¥ou will occasionally receive messages from the game, which pass along impor-
tant information. These messages will appear in the upper'|&ft of your screen.
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THE COMMAND INTERFACE

TheCommand Interface is a more strategic way to control and selpct your sol-
digrs during the action phase, Press the L1 button to togale the Command
Interface display on:and off.

The Command Map

Description

On the map you'll see the following

indicators;

= Dbjectives: A specific icon marks
your objectives. Note that some
objectives, like vihicles to destray,
are moving: only their original posi-
thon will be marked

* Your Troops: Both fireteam positions
are marked with their icons:

« Dther Troops: These appear as small diemonds. Friendly soldiers appear
green, while unfriendly ones appear red,

= Uehicles: Moving vehicles appear with their specific icons,

Except for friendly troops, indicators appear on the Command Map if one of

your soldiers has a ling'of Sight on them, or if they are in rahge of a sensor:

Controls
The Controls wsed in the command map are the following:

TREAD TP B T e AR TR

L1 hutton Toggle the Command Interface ONOFF
R1 button Switch Command Map and Soldiers’ Cards
L2 button Select Alpha team in Command Map
R2 hutton Sefect Bravo team in Command Map
Left analog stick, directional buttons  Move map cursor/ Mave firing arc
Right analog stick Move the map when it is zoomed in
< button Decide waypaint

Holding ><' button Change firing arc

& button Cance| the last entered waypoint

) hutton Command map Z00M INGUT

[T buttan Changa Level (upstairs, downstairs)
Waypoints

A sequence of Waypaints draws a path on the map. To set a waypoint for the
currently selected hireteam, move the map cursor with the left analog stick or
use the directional buttons for more detalled movement. Press the x button
to confirm its position

A firateam wall sefect the best path to follow between waypoints. The firgteam's
path will appear as a flaghing line until the final path s found,

Firing Arcs
Firing arcs direct a team to scan an area when they reach a waypoint, To set a
P @- 15




firing are, hold down the & button when you set & waypoint. A yellow arc
appears on the Command Map, Use the left analog stick or directional buttons
to change the arc direction

Soldier Cards

The Soldier Cards allow you to switch
batween soldiers and set the fireteam
ROEs; It also shows your ntire pla
toon's current status

Soldiers’ Information

Each soldier has a card displaying
information: his name, his health sta-
tus (the silhovette color), and the
ammunition sLEtus

The soldier you are i direct control of

has a controller displayed next to his card, To change the soldier you control,
move the selection using the [eft analog stick or directional buttans, and press
the & button to confirm.

Set ROE (Rules of Engagement)

Use the left analog stick to select the Command or Movement ROE card of one
team, and press the 3 button to oyele through the different settings

Pressing the START button brings up the Pause Menu. This is a fast way for
you to eheck your objectives during a mission &s they are displayed here

BQuick Save and Load

Buick Save is made in memary, not.on & memory card. Any new Save will over-
write the fast one and Guick Load will load the last Quick Save. Quick Save will
be lost 85 soon as you leave the mission

Pause Options

* Continue: Return to the game exactly where you left off.

* Quick Save: Save a game during mission

* Quick Load. Load & cuick saved game,

+ Restart: Hestart the mission

* Oplions: Change some af the game options

+ Quit: Leave the mission and go back to the Briefing Screen

FINISHING A MISSION

The rmission is completed successhully when all mission objectives have been
completed. If all enemies in one map are eliminated, then the mission is auto-
matically successiul

If all of your team members are dead or one of the objectives 15 failed, the mis-
sion has failed.
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Mission Accomplished Options

* |n Campaign mode, after you have finished a mission, you can choose
Procead, Guick Load, Load Game, Restart, and Quit. When you choose
Procead, you will be asked if you want to save before you go to the next
Campalgn mission.

s |n Quick Mission mode, after you have finished a mission, you can choose
Restart, Quick Load, Load Game, and Cuit

Mission Failed Options
* |n Campaign mode, after you have failed a mission, you can choose Guick
Load, Load Game, Restart, and Ouit,

* In Quick Mission mode, after you have failed a mission, you can choose
Restart, Ouick Load, Load Game, and Guit.

Mission Info

This shows you the basic details of the mission, It includes mission type, diffi-
culty, elapsed time, best ume, and fastest player.

DObjective Status

Each mission objective is listed here, along with an indication of whether you
succeeded or falled its conditions. Noke that it is possible to succeed &t some
missions without mesting all mission objectives, it the default objectives have
been met instead,

Platoon Status

This displays a list of all of the soldiers in your platoon for the previous mis-
sion. Each is listed with a rundown of their performance.

MULTIPLAYER

Muitiplayer gaming allows you to play with another player in split sereen. Al
equipment sets are available in all Multiplayer modes. Save, Loed, Buick Save
and Buick Load are nob available in Multiplayer:

Multiplayer Game Settings
The game settings available for Multiplayer are:

Game Type

« Supvival (Death Matchl: The two players pley against each other. Each kil
scores one point. Whoever has the most points at the,end of the game
wirts, There are no other soldiers in the map.

+ Mission Cooperation; The two players have the seme objgctives as in single-
player mode. However, thepe ara no ather firgteam members to help you

* Firefight Cooperation: This is similar as mission cooperation, with one single
abjective: eliminate all opposing forces.
Game Options

» Map: Choose the map you want to play in. Special Multiplayer maps are
available for the Survival geme type.
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= Difficulty: This is for cooperation mode only, The difficulty levels are the
sAme as in single-playver mode

= Time Limit: This is for Survival game type anly. It limits the length. of your
geme to 3, 5, or 10 minutes;

s Respawn: This is for cooperation mode only. When Respawn is an, players who
have been killed will reappear in the map with the normal starting settings.

Player Setup Screen

In this screen, you can change the fol-

lowing settings:

« Soldier Type: Select Rifleman,
Support, Demo, or Sniper:

= Kit: You can choose one of the. avail-
shie kits for the selected soldier type.

* Controller: You can select your pre-
ferred controller settings,

When a player is ready, he an select
Bo and press the 3¢ button. "Waiting
far the other player” appaars on the screen. VWhen both players are ready, the
game starts.

Multiplayer Pause Menu

When ane player presses the START button, the game pauses and & menu
appears:

« Continue: Return to the game exactly where you left off
= Restart; Restart the mission

+ Game Settings: Go back to the Game Settings page.

* Quit: Go back to the Main Menu page.

Multiplayer AAR Screen

At the end of the game. the After Action screen will display the foliowing informition
* Swrvival: Both players’ kil statistics.

* Mission Cooperation: Mission objectives and player status.

= Firefight Cooperation: Both players’ kil statistics.

Multipimyer
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TECHNICAL SUPPORT

Before contacting Libi Soft Entertainment’s Technical Support Department, please first
read throwgh this manual. Also browge theough our FAQ listings or searchour support
database 6t our website, http://suppart.ubil.com, Here you will find the most recently
updated information since the game's release

Whenevar you contact the Technical Support Departmant, please inchide the following
information or have it available if you are calling

sComplete product title

Contact Us Dver the Internet

This is the best way to contact us. Dur website |5 open 24 hours'a dey, 7 days & week,
and it contains the most up-te-data Technical Suppart informeation. We update the
Support pages on @ dally besis, so please check here first for solutions to your problems:
http:eupport. ubi.com/.

Contact Us by Email

For fastest response vio email, please visit our website at;

it support. Wi com’

From this site; you will be able-to enter the Libi Soft Entertainment Solution Center
where you g2n browse throwgh our Retings of Frequently Asked Questions (FAQ], search
our databese of known problems and solitions, o, fon fastest email response, you can
send in a reguest for Personal Assistance from a Technical Support Representative. 1L
miay take up to 72 hours for Us to respond o your email depending upon the volume of
MESEA0Es WE: Mnena.

Contact Us by Phone

You can slso contact us by phona by calling [819) 460-8778. Note that this number i5
for technical assistance only. No-hints or Ups are given over the Technical Support fne.
When calling our Technical Support line, please make sure you heve all of the necessary
infarmation lizted sbove onhand. Be sdvised that our Technical Support Representatives
are available to help you Monday—Fridey from 3.am-3 pm [Eastern Standard Timel,
Vihile we do'not charge for technical Support, normal long-tistance charges apply. To
avoid long-distance charges, or to contact & sUpport representative directly éfter these
hours, please fedl free to use one of-the other support evenues listed above, Email
issues ususilly receive a response within 2 business days,

Contact Us by Standard Mail

If all else fails you can write to us at:

Libi Soft Technical Support

3200 Gateway Centre'Bhvd

Suite 100

Morriswille, NC 27560

Return Paolicy

Pleage do not s2nd any game refurns directly to Ubs Soft Entertainment before contact-
ing technical support. It is obr policy that gama retumns must be dealt with by the regail-
er or onling sie where you purchased the product. If you heva a damaged or faulty game,
please visit owr FAQ listing for your 'game snd get the |atest replacement policy. and phc-
ing. We will not accept unsolicited returns/exchanges without prior spproval and an BMA
[Return Materials Authorization] number from @ Support representative.
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Warranty
Ui Saft warranis 1o the origingl purchaser of its products that the products will be fres from
dofects in materinsls and workmaenship for @ period of ninaty (80) days from tho dato of
purchaze. Ubl Soft products am sold “as is,” without any axpressod or implied warrantios of
vy kind, and Lkl Soft is not liakbde for any losses or damages of any kKind resulling from use of
Its produsts. Ukl Soft agrees for a pariod of ninaty (90} days 1o either replace defective produect
frees of charge provided you relum the defective item with dated proof of purchase to the stone
fram which the product was originally purchased or repair or replace the defective product st
e option froa of charge, whan sccompanied with a proof of purchase and sent to our offices
pripakd, This warranty ks not applicable to normal wear and tear, and shall be vaid il
the dafact in the product ks found to be as a result of abuse, unrmasonable use, mistreatmant,
or neghect of the product,

Limitations:

Thiz warranty is In lheu of all other warranties and no ather mpresentations or claims of any natum
shall be binding on, or obligate Ubi Soft. Any impliod warranties applicabla to Ubi Soft products,
inchuding warranikes of marchantability and fitnoss for a particular purpose, ar lmitod 1o tho
ninety (90) day poriod doscribed abova. In o event will Ubi Soft b linbbe for aoy special,
inesdantal, or consequantial demages resuliing from possession, use, of malfunction of Ubd Soft
presducts. Some atales do not allow Emitations as 10 how long an impled warranty lasts andfor
exclusions or imilations of inculental or consmguaential damages. So the abowe limitations and/or
exclunions of llabiling may not spply o youw, This warmanty gives you specific rights, and you may
also have other rights that vary from staie o stabe.

Motice:
LEbl Soft reserves tha right to make smprovamants in (s products st sy time and sathout notice.

Refunds:

Ubi Sof cannot provide refunds or pdherswize process meiums for credit of any kind othar than
an idortical product raplacement. Any produet relund request mast oceur 8t the place of
rehase, as the individusl retail outlels set their own refund policy. This policy covirs
ntical product replacoments only.

Product/Documentation Replacements:

Pleass conlact o Ubk Sol Technical Suppon reprasantative directly bafore sending your
product to us. In many cises.  replacement i nol the best solution. Our supporn
represanistives will holp you delerming i o replacement is nocessary or available, You will
naad to first scquire an AMA (Roturn Materials Authorization) number to process your returm
of replacomant. Without an RMA number from 8 support repreésentative, your replacermant
request will not bo processed

1 woer detarming a return or replacement is ecEssary:

Within the 20-Day Warranty Pariod:

Plaasn raturn the preduct (medio only] along with a copy of the origimal sales receipl. showing
tha dato of purchase, o bried description of the difficulty you ane exparienging including your
nama, addeess (no PO boxes) and phone numbaer to the address balow. If the product v
damaged through misuse or accident [cracks, scratches), or if vou do not have o doted sples
racaEipl, then this S0-day warranty ks rendared void and you will need 1o follow the nstructions
fas rdurns nfter the S0-day warranty period,

Adter the 30-Day Warranty Period:

Pleass return the product (madis only) slong with a chock or money andar Tor the smount
correspanding (o your produst (see replacemeant fees bolow] moda payable 1o Libi Soft, o bred
description of the difficully you are axpariencing, including your nami, addioss (no PO boxos),
RAMA numbser, and phona number 10 the addross below.

Replacemant Foes:

Dur mast recent raplpcamant fee schodule is avallabde anfing. Ploses vis
mipdisupport.ubl.com for an updated price list

Warranty Address and Contact Information

Phone: B119-460-9778

Howrg: Sam-8pm (EST), M-F

Addrigs:

Ui Saft Supporn

3200 Gatoway Cantra Blvd,

Suite 100

Marrlsville, MC 27560

Pleass usa b racéable dslivary mathod whan sending products 1o Ubi Saft.
To order Ui Soft products in the Uniled States, please call toll free 877-804-8523.




