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PLAYING XCOM: ENEMY WITHIN

The XCOM Launcher

With the introduction of XCOM: Enemy Within, when starting XCOM from Steam (See
the Steam section for more information) a launcher window will appear giving

you the option of playing either the original XCOM: Enemy Unknaown, or the new
expansion content found in XCOM: Enemy Within.

Health

The health of each individual soldier is represented by the indicators present on the
Unit Flag. You can restore a soldier’s health or stabilize a critically wounded soldier
in the field through the use of Medikits, which can be fabricated in Engineering and
equipped on the soldier Loadout screen. Please note, soldiers killed in combat can-
not be resurrected and are permanently removed from your squad.

Movement

Each soldier has a limited range of movement represented by the pips on the HUD.
With a soldier selected, an outline will appear indicating the maximum movement
range currently available to that unit in a single move (with the default being two
moves per turn). An additional buffer area indicates the movement range available
by Dashing, which will expend all available movement points at once.

Cover

Cover nodes play a crucial role in the effectiveness and longevity of your troops
deployed in the field. Objects that provide cover include everything from benches,
trash cans, and other scenery, all the way up to buildings and vehicles. The amount
of protection afforded by the object in question is indicated by either a full shield
icon (High Cover) or a half-shield icon (Low Cover). Low cover is always better than
no cover at all, but high cover offers the greatest defensive position to your troops.
It's also important to note that a yellow shield indicates that the unit in question is
being flanked by an enemy.

Actions

In addition to their standard attack, each soldier class has a number of unique
abilities that can be used in the field to support your overall squad. As your troops
progress through the ranks, additional specialized abilities will also become avail-
able. Variations in each soldier’s equipment loadout can also provide unique benefits
on the field and enable additional combat maneuvers. Please note: using an action
will end your turn even if moves are still available (except for the special ability
known as Run and Gun which will allow you to move and fire in the same turn).
Managing Facilities

The “Antfarm” view of XCOM headquarters provides a complete overview of the
base and its current facilities. As the project grows and new technology becomes
available, you'll need to construct new facilities to fulfil certain objectives and to
advance the overall readiness of your troops. As space for new facilities becomes
limited, it may be necessary to excavate further beneath the base. It should also
be noted, certain facilities receive an adjacency bonus when placed next to another
facility of the same type.

NEW FACILITIES FOR ENEMY WITHIN

Cybernetics Lab

The Cybernetics Lab facility, overseen by Dr.Shen, allows for the construction

and implementation of Mechanized Exoskeletal Cybersuits (MECS), a powerful new
weapon in XCOM's arsenal. Once a soldier has received the necessary augments to
interface with the MEC, you can then construct the MEC design of your choosing to "
be equipped for battle. Through further research and development, a wide range of o
weaponry can be attached to your MEC soldiers to improve their combat capabili- jes
ties.




Genetics Lab
Dr.Vahlen's Genetics Lab facility is responsible for the gene mod program devel-

oped to modify the genetic structure of XCOM's soldiers using MELD. A diverse
range of genetic modifications are available to greatly enhance your soldiers’®
combat proficiencies. Each Gene Mod is associated with a specific area of the hu-
man body, and the implantation procedure will take several days to complete once
initiated.

FACILITIES

Mission Control

Within Mission Control, the hologlobe provides a complete representation of Earth,
and allows you to scan for incoming alien contacts using XCOM's satellite network.
When a new contact is detected, the corresponding mission will be launched from
Mission Control. If all of your departments are currently tasked, scanning for new
contacts in Mission Control allows for the passage of time to complete current
projects.

Situation Room

The Situation Room provides constant monitoring of the member nations within the
Council, who provide XCOM's funding. Each individual nation has a panic gauge show-
ing the current status of that nation. If panic levels within a Council nation reach
critical levels, that member will withdraw from the Council, taking their funding and
material support with them. The Doom Tracker display featured prominently by

the main screen tracks your overall status with the Council. If too many countries
withdraw from the Council, the XCOM project will be terminated. To control member
nation panic levels, satellites can be launched from the Situation Room to provide
additional coverage which will also increase your current funding level.

Research Lab

Dr.Vahlen and the research team conduct all of XCOM's research and development
from within the Research Lab. You will be notified by an on screen prompt when

a new research project is available, and a complete listing of current research
options is provided within the Research Lab. It's important to remember that you
can only research one project at a time, and research on the current project will be
halted if you switch to a different project. While in the lab, you can also access the
research archive, which contains all of the previously completed research reports.
Engineering

Dr.Shen and his team in Engineering handle the actual fabrication of items and
equipment developed by the research team. From Engineering, you can purchase
new items and weapons which will be fabricated immediately. You can also order
new vehicles, which will take additional time to manufacture. Engineering is also
responsible for the construction of new facilities within XCOM HQ, including crucial
infrastructure facilities like power generators and satellite uplinks. Note that the
construction of facilities is not instantaneous, and in many cases will take several
days to complete.

Barracks

From the Barracks, you can view your current roster of soldiers, and hire additional
troops to bolster your squads. There are also a number of customization options
available that allow you to adjust the appearance, voice, and tone of your units. The
Officer Training School facility is also accessed through the Barracks. The 0TS
offers a variety of upgrades that are unlocked based on the highest rank achieved
by any of your soldiers. The Barracks also provides access to a memorial honoring
XCOM squad members lost in combat.

Hangar
The Hangar is where you can manage XCOM's current fleet of interceptors, which
are crucial to engaging hostile enemy craft detected in Mission Contraol. Intercep- Ty




tors can be stationed in hangars on every continent, and will be needed to protect
areas where new satellite coverage is established. From the Hangar, you can order
additional interceptors, and also modify the equipped weapon loadouts used by
each of these craft.

Multiplayer

XCOM offers players the ability to face off in head to head squad-based combat
against other human competitors online. You can also play against other local
players via the LAN option.

Ranked Match
Ranked matches count towards your standing on the XCOM Leaderboards, found on
the Multiplayer menu.

Quick Match
Selecting quick match will automatically search for the next available unranked
public match, with no restriction on time limit or options.

Custom Match
Host a custom match using the rules and options of your choosing. You can also
join a custom match hosted online by other players.

STEAM

XCOM: Enemy Within is powered by Steam, an online game platform and distributor.
Steam allows for automated updates, easy access to DLC, and a quick way to join
up with your friends for Multiplayer games.

Steam is required to play XCOM: Enemy Within and an internet connection will be
required only when you first run the game. See the Installation section for maore
details, or visit http://store.steampowered.com/ for mare information about the
Sservice.
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LIMITED SOFTWARE WARRANTY, LICENSE AGREEMENT
AND INFORMATION USE DISCLOSURES

This document may be updated from time to time and the current
version will be posted at www.take2games.com/eula. Your con-
tinued use of this Software 30 days after a revised version has
been posted constitutes acceptance by you of its terms. YOUR
USE OF THE SOFTWARE IS SUBJECT TO THIS LIMITED SOFT-
WARE WARRANTY AND LICENSE AGREEMENT (THE “AGREE-
MENT”) AND THE TERMS SET FORTH BELOW. THE “SOFTWARE"
INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT,
THE ACCOMPANYING MANUAL(S), PACKAGING AND OTHER
WRITTEN, FILES, ELECTRONIC OR ON-LINE MATERIALS OR
DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFT-
WARE AND ITS MATERIALS. BY OPENING THE SOFTWARE,
INSTALLING, AND/OR USING THE SOFTWARE AND ANY OTHER
MATERIALS INCLUDED WITH THE SOFTWARE, YOU HEREBY
ACCEPT THE TERMS OF THIS AGREEMENT WITH TAKE-TWO
INTERACTIVE SOFTWARE, INC. (“LICENSOR").

I. LICENSE.

LICENSE. Subject to this Agreement and its terms and condi-
tions, Licensor hereby grants you the nonexclusive, non-trans-
ferable, limited right and license to use one copy of the Software
for your personal non-commercial use for gameplay on a single
computer or gaming unit, unless otherwise specified in the Soft-
ware documentation. Your acquired rights are subject to your
compliance with this Agreement. The term of your license under
this Agreement shall commence on the date that you install or
otherwise use the Software and ends on the earlier date of either
your disposal of the Software or Licensor's termination of this
Agreement. Your license terminates immediately if you attempt to
circumvent any technical protection measures used in connec-
tion with the Software. The Software is being licensed to you and
you hereby acknowledge that no title or ownership in the Soft-
ware is being transferred or assigned and this Agreement should
not be construed as a sale of any rights in the Software. All rights
not specifically granted under this Agreement are reserved by
Licensor and, as applicable, its licensors.

OWNERSHIP. Licensor retains all right, title and interest to the
Software, including, but not limited to, all copyrights, trademarks,
trade secrets, trade names, proprietary rights, patents, titles,
computer codes, audiovisual effects, themes, characters, char-
acter names, stories, dialog, settings, artwork, sounds effects,
musical works, and moral rights. The Software is protected by
United States copyright and trademark law and applicable laws
and treaties throughout the world. The Software may not be
copied, reproduced or distributed in any manner or medium, in
whole orin part, without prior written consent from Licensor. Any
persons copying, reproducing or distributing all or any portion of
the Software in any manner or medium, will be willfully violating
the copyright laws and may be subject to civil and criminal penal-
ties in the US or their local country. Be advised that US Copyright
violations are subject to statutory penalties of up to $150,000 per
violation. The Software contains certain licensed materials and
Licensor’s licensors may also protect their rights in the event of
any violation of this Agreement. All rights not expressly granted
to you herein are reserved by the Licensor.

LICENSE CONDITIONS. You agree not to: (a) Commercially
exploit the Software; (b) Distribute, lease, license, sell, rent or
otherwise transferor assign the Software, or any copies of the
Software, without the express prior written consent of Licensor
or as set forth in this Agreement; (c) Make a copy of the Software
or any part thereof (other than as set forth herein); (d) Make a
copy of this Software available on a network for use or download
by multiple users; (e) Except as otherwise specifically provided
by the Software or this Agreement, use or install the Software
(or permit others to do same) on a network, for on-line use, or
on more than one computer or gaming unit at the same time; (f)
Copy the Software onto a hard drive or other storage device in
order to bypass the requirement to run the Software from the
included CD-ROM or DVD-ROM (this prohibition does not apply
to copies in whole or in part that may be made by the Software
itself during installation in order to run more efficiently); (g) Use
or copy the Software at a computer gaming center or any other
location-based site; provided, that Licensor may offer you a sep-
arate site license agreement to make the Software available for
commercial use; (h) Reverse engineer, decompile, disassemble,
prepare derivative works based on or otherwise modify the Soft-
ware, in whole or in part; (i) Remove or modify any proprietary
notices, marks or labels contained on or within the Software; and
(j) Transport, export or re-export (directly or indirectly) into any
country forbidden to receive such Software by any U.S. export
laws or accompanying regulations or otherwise violate such
laws or regulations, that may be amended from time to time.
However, you may transfer the entire Software and accompa-

nying documentation on a permanent basis to another person
as long as you retain no copies (including archival or backup
copies) of the Software, accompanying documentation, or any
portion or component of the Software accompanying documen-
tation, and the recipient agrees to the terms of this Agreement.
The Snflware is intended for private use only.

TECHNICAL PROTECTIONS. The Software may include
measures to control access to the Software, prevent unau-
thorized copies, or otherwise attempt to prevent anyone from
exceeding the limited rights and licenses granted under this
Agreement. If the Software permits access to additional online
features, only one copy of the Software may access those fea-
tures at one time (unless otherwise provided in the Software doc-

Addif | terms and regi: may be required to
access online services and to download Software updates and
patches. Only Software subject to a valid license can be used to
access online services, and download updates and patches. You
may not interfere with such access control measures or attempt
to disable or circumvent such security features. If you disable
or otherwise tamper with the technical protection measures, the
Software will not function properly.

USER CREATED CONTENT. The Software may allow you
to create content, including but not limited to a gameplay map,
a scenario, screenshot of a car design or a video of your game
play. In exchange for use of the Software, and to the extent that
your contributions through use of the Software give rise to any
copyright interest, you hereby grant Licensor an exclusive,
perpetual, irrevocable, fully transferable and sub-licensable
worldwide right and license to use your contributions in any way
and for any purpose in connection with the Software and related
goods and services, including the rights to reproduce, copy,
adapt, modify, perform, display, publish, broadcast, transmit, or
otherwise communicate to the public by any means whether now
known or unknown and distribute your contributions without any
further notice or compensation to you of any kind for the whole
duration of protection granted to intellectual property rights by
applicable laws and international conventions. You hereby waive
any moral rights of paternity, publication, reputation, or attribu-
tion with respect to Licensor’s and other players” use and enjoy-
ment of such assets in connection with the Software and related
goods and services under applicable law. This license grant to
Licensor, and the above waiver of any applicable moral rights,
survives any termination of this License.

INTERNET CONNECTION. The Software may require an
internet to access internet-based features, authen-
ticate the Software, or perform other functions. In order for cer-
tain features of the Software to operate properly, you may be re-
quired to have and maintain (a) an adequate internet connection
and/or (b) a valid and active account with an online service as
set forth in the Software documentation, including but not limited
to Licensor or a Licensor affiliate. If you do not maintain such ac-
counts, then certain features of the Software may not operate or
may cease to function properly, either in whole or in part.

I1. INFORMATION COLLECTION & USAGE.

By installing and using this software, you consent to these infor-
mation collection and usage terms, including (where applicable)
transfer of data to Licensor and affiliated companies into a coun-
try outside of the European Union and the European Economic
Area. If you connect to the Internet when using the Software,
Licensor may receive information from hardware manufactur-
ers or platform hosts and may automatically collect certain in-
formation from your computer or gaming unit. This information
may include, but is not limited to, user IDs (such as gamer tags
and screen names), game scores, game achievements, game
performance, locations visited, buddylists, hardware MAC ad-
dress, internet protocol address, and your usage of various game
features. All information collected by Licensor is intended to be
anonymous information that does not disclose your identity or
constitute personal information; however, if you include personal
information (such as your real name) in your user ID, then such
personal information will automatically be transmitted to Licen-
sor and used as described herein. The information collected by
Licensor may be posted by Licensor on publicly-accessible web
sites, shared with hardware manufacturers, shared with plat-
form hosts, shared with Licensor's marketing partners or used
by Licensor for any other lawful purpose. By using this Software
you consent to the Licensor’s use of related data, including public
display of your data such as identification of your user created
content or displaying your scores, ranking, achievements and
other gameplay data. If you do not want your information shared
in this manner, then you should not use the Software.
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Ill. WARRANTY.

LIMITED WARRANTY. Licensor warrants to you (if you are the
initial and original purchaser of the Software) that the original
storage medium holding the Software is free from defects in
material and workmanship under normal use and service for 90
days from the date of purchase. Licensor warrants to you that
this Software is compatible with a personal computer meeting
the minimum system requirements listed in the Software docu-
mentation or that it has been certified by the gaming unit pro-
ducer as compatible with the gaming unit for which it has been
published; however, due to variations in hardware, software, in-
ternet connections and individual usage, Licensor ‘does not war-
rant the performance of this Software on your specific computer
or gaming unit. Licensor does not warrant against interference
with your enjoyment of the Software; that the Software will meet
your requirements; that operation of the Software will be unin-
terrupted or error-free, or that the Software will be compatible
with third party software or hardware or that any errors in the
Software will be corrected.

No oral or written advice provided by Licensor or any authorized
representative shall create a warranty. Because some jurisdic-
tions do not allow the exclusion of or limitations on implied war-
ranties or the limitations on the applicable statutory rights of a
consumer, some or all of the above exclusions and limitations
may not apply to you. If for any reason you find a defect in the
storage medium or Software during the warranty period, Licen-
sor agrees to replace, free of charge, any Software discovered to
be defective within the warranty period as long as the Software
is currently being manufactured by Licensor. If the Software is no
longer available, Licensor retains the right to substitute a similar
piece of Software of equal or greater value.

This warranty is limited to the storage medium and the Software
as originally provided by Licensor and is not applicable to normal
wear and tear. This warranty shall not be applicable and shall
be void if the defect has arisen through abuse, mistreatment,
or neglect. Any implied warranties prescribed by statute are
expressly limited to the 90-day period described above. Except
as set forth above, this warranty is in lieu of all other warranties,
whether oral or written, express or implied, including any other
warranty of merchantablllty, fitness for a particular purpose or

and no other rep| or warranties
of any kind shall be binding on Licensor. When returning the
Software subject to the limited warranty above, please send the
original Software only to the Licensor address specified below
and include: your name and return address; a photocopy of your
dated sales receipt; and a brief note describing the defect and
the system on which you are running the Software.

IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCI-
DENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE,
INCLUDING BUT NOT LIMITED TO, DAMAGES TO PROPERTY,
LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION
AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR
PERSONAL INJURIES, PROPERTY DAMAGE, LOST PROFITS OR
PUNITIVE DAMAGES FROM ANY CAUSES OF ACTION ARISING
OUT OF OR RELATED TO THIS AGREEMENT OR THE SOFTWARE,
WHETHER ARISING IN TORT (INCLUDING NEGLIGENCE), CON-
TRACT, STRICT LIABILITY OR OTHERWISE, WHETHER OR NOT
LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH

MAGES. IN NO EVENT SHALL LICENSOR'S LIABILITY FOR ALL
DAMAGES (EXCEPT AS REQUIRED BY APPLICABLE LAW) EX-
CEED THE ACTUAL PRICE PAID BY YOU FOR USE OF THE SOFT-
WARE. BECAUSE SOME STATES/COUNTRIES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, THE ABOVE LIMITATIONS AND/

?g EXCL?S:ON OR LIMITATION OF LI]/_\BILITY MAY NOT APPLY

R
RANTY IS PROHIBITED BY ANY FEDERAL, STATE, OR MUNICI-
PAL LAW, WHICH CANNOT BE PRE-EMPTED. THIS WARRAN
GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTH-
ER RIGHTS THAT VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. This A will i Il
if you fail to comply with its terms and conditions. In such event,
you must destroy all copies of the Software and all of its compo-
nent parts. You can also end this Agreement by destroying the
Software and all copies and reproductions of the Software and
deleting and permanently purging the Software from any client
server or computer on which it has been installed.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Software
and have been entirely at private ex-
pense and are provided as “Commercial Computer Software” or

“restricted computer software.” Use, duplication or disclosure
by the U.S. Government or a U.S. Governmem subcontractor is
subject to the r set forth in aph (c)(1)(ii) of
the Rights in Technical Data and Cnmputer Software clauses in
DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2)
of the Commercial Cumputer Software Restncted nghts clauses
at FAR 52.227-19, as ble. The C is
the Licensor at the location listed below.

EQUITABLE REMEDIES. You hereby agree that if the terms
of this Agreement are not specifically enforced, Licensor will be
irreparably damaged, and therefore you agree that Licensor shall
be entitled, without bond, other security, proof of damages, to ap-
propriate equitable remedies with respect any of this Agreement,
in addition to any other available remedies.

INDEMNITY. You agree to indemnify, defend and hold Licensor,
its partners, licensors, affiliates, contractors, officers, directors,
employees and agents harmless from all damages, fosses and
expenses arising directly or indirectly from your acts and omis-
sions to act in using the Software pursuant to the terms of the
Agreement.

MISCELLANEOUS. This Agreement represents the complete
agreement concerning this license between the parties and
supersedes all prior agreements and representations between
them. It may be amended only by a writing executed by both
parties. If any provision of this Agreement is held to be unen-
forceable for any reason, such provision shall be reformed only
to the extent necessary to make it enforceable and the remaining
provisions of this Agreement shall not be affected.

GOVERNING LAW. This Agreement shall be construed (with-
outregard to conflicts or choice of law prmclpIeS) under the laws
of the State of New York, as such law is applied to agreements
between New York residents entered into and to be performed
within New York, except as governed by federal law. Unless ex-
pressly waived by Licensor 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 state and federal courts located in Licensor’s principal corpo-
rate place of business (New York County, New York, U.S.A.). 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 New York state 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 Agreement or to any dispute or transaction arising out of this
Agreement. IF YOU HAVE ANY QUESTIONS CONCERNING THIS
LICENSE, YOU MAY CONTACT IN WRITING TAKE-TWO INTERAC-
TIVE SOFTWARE, INC. 622 BROADWAY, NEW YORK, NY 10012.

U.S. SUPPORT: Phane: |-866-219-9839

PRODUCT SUPPORT: http://support.2k.com/

CANADIAN SUPPORT: Phane: 1-800-638-0127

Email: usasupport@2k.com
Email: canadasupport@2k.com
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