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W IPPOLOT BASHIROV, A RUSSIAN BUSINESSMAN,

+ - PARTNERS WERE ABLE T0 PULL SOME STRINGS AND HAD

g

2. WELGOME T0 ALGUEIRA!

IFRAUDED HIS PARTNERS OUT OF A LARGE SUM OF
MONEY AND FLED ABROAD, HIS WELL-CONNECTED EX-

. THE MONEY RETURNED: T0 THEIR ACCOUNT BEFORE

“BASHIROV COULD MAKE A WITHDRAWAL. HOWEVER
BASHIROV’S PARTNERS ARE STILL DETERMINED TO FIND
HIM AND MAKE AN EXAMPLE ()F'Il?l.
LOOKING FOR A PLACE TO HIDE, BASHIROV WENT To A
SMALL SOUTH-AMERICAN STATE CALLED ALGUEIRA. ONE
ALEXEY REZVI, HEAD OF SECU RITY FOR A RUSSIAN BANK
INVOLVED IN BASHIROV’S ATTEMPTED FRAUD, FOLLOWED
HIM THERE. SEEKING LOCAL AID, REZVI ENLISTED THE HELP
OF A LOCAL MERCENARY, VETERAN OF A CIVIL WAR IN
NEIGHBOURING PALINERO. YOU ARE THAT MERCENARY.

ALGUEIRA IS PALINERO’S NORTHERN NEIGHBOUR. A FEW DECADES AGO THETWO .
COUNTRIES FORMED A SINGLE STATE BUT, AFTER ONE OF SEVERAL MILITARY COUPS,
PALINERO SECEDED AND THE REGION HAS BEEN RAVAGED BY CONFLICT EVER SINCE,
THE SHAKY KINGDOM OF PALINERO AND THE REPUBLIC OF ALGUEIRA HAVE NEVER BEEN
COMPLETELY AT PEACE WITH ONE ANOTHER OR WITH THEMSELVES. BOTH COUNTRIES
HAVE BEEN CONSTANTLY-ROCKED RY INSURGENCIES AND MILITARY COUPS WHILE
INTERNATIONAL INTERESTS HAVE PILLAGED BOTH STATES’ NATURAL RESOURCES.
ALGUEIRA AND PALINERO BOTH HAVE TERRITORIAL CLAIMS ON EACH OTHER AND,
WHILE BORDER CLASHES ARE A REGULAR OCCURRENCE, NEITHER SIDE HAS BEEN ABLE
TO MAKE ANY SIGNIFICANT GAINS,

THE SITUATION HAS CHANGED DRASTICALLY IN RECENT YEARS. FERNANDO TORMENS
CAME TO POWER IN PALINERO AFTER STAGING A BLOODY COUP AND MASSACRING THE
OPPOSITION. HIS ROAD T0 DICTATORSHIP WAS COVERED IN THE PREVIOUS GAME,
BRIGADE E5. THE SITUATION IN ALGUEIRA IS SIMILAR. GENERAL ALVARO SOSA, WHO

ALSO CAME TO POWER AFTER A STATE COUP, CONTROLS MOST OF THE COUNTRY. 'THE;
OPPOSITION IS SCATTERED. THE FEW SURVIVING INSURGENTS ARE RESORTING TO HIT-
AXD-RUN TACTICS. THE STRONGEST RESISTANCE UNIT IS LED BY TANYA TORMENS, THE
DAUGHTER OF PALINERO’S DICTATOR. SHE FLED HER HOMELAND AFTER A CONFLICT

WITH HER FATHER. HER GUERILLAS CALL THEMSELVES THE UNFORGIVING,

WHILE LOOKING FOR BASHIROV YOU WILL OFTEN BE INVOLVED IN THE CONFLICT .

BETWEEN THE GOVERNMENT AND THE INSURGENTS. YOU WILL FORM A MERCENARY

OUTFIT, TRAVEL ACROSS THE LAND, FIGHT BANDITS AND OTHER ENEMIES AND

COMPLETE VARIOUS MISSIONS FOR YOUR SIDE’S CAUSE. YOU WILL BE ABLE TO CHOOSE

ANY SIDE. IF YOU WANT T0, YOU WILL EVEN BE ABLE TO WORK FOR BOTH SIDES,

PLAYING THEM AGAINST EACH OTHER FOR AS LONG AS YOU CAN. BUT KEEP YOUR EYES

ON THE PRIZE - CAPTURING BASHIROV WILL NET YOU ONE MILLION ELDO (LOCAL

CURRENCY, AT THE CURRENT EXCHANGE RATE OF 1:1 WITH THR DLLAR).

CAPTURING BASHIROVIS JUST A MEANS TO AN END THOUGH. [ IF YOU MAN,

FIND HIM AND CLAIM YOUR REWARD,"I'Tii CONFLICT IN ALGUEIRA WILL GO ON,

WITH OR WITHOUT YOU. : " .
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STALLATION AND S_U_.l"__l’()l“'

3y > A e
ﬁS\ STEM REQUIREMENTS &
A

'TWIINIWIIIWI REQUIREMENTS

10S: WINDOWS 20()0/le

CPU: 2 GHZ

512 MB RAM .
:::fl?ltﬂrzlg:OlR, NVIDIA GEFORCE 5200 OR ATI Ml)lﬁ)N 9600
DIRECTX-COMPATIBLE SOUND CARD
DVD-ROM 7
MOUSE J
4.5 GB AVAILABLE IN THE HARD DRIVE

RECOMMENDED REQUIREMENTS

0S: WINDOWS XP :
CPU: 2.6 GHZ %

1 6B RAM 3 . 3
3D-PROCESSOR, NVIDIA GEFORCE 6600 OR ATI RADEON X800
DIRECTX 9.0 5. o, i
DIRECTX-COMPATIBLE SOUND CARD

DVD-ROM

MOUSE 3

4.5 GB AVAILABLE IN THE HARD DRIVE

32 INSTALLATION

TR AUTY : LL OPEN.

INSERT THE GAME DVD INTO YOUR DVD-ROM l)ll[Vl',(. ;Nl::'llll:i ‘ll‘(’);ll‘l:;::‘ll:lglh ‘li;l‘l,::l:ll[ll\{ e
1 I PCS ’ I THE AUTO INSERT DISK TIFIC. N1 B .
NOTE! SOME PCS MAY HAVE THE AUTO I R . o

?‘f\SIE PROCEED TO THE GAME’S ROOT DIRECTORY A}\:l) lAll; 1::’:: IIJ\U”)RUN EXI
THE FOLLOWING MENU OPTIONS AR!E'AVAIIABLIL IN THE A U
e INSTALL - INSTALL THE GAME : ol
* ' MANUAL - OPEN THE ELECTRONIC GAME MANUAL _
* EXIT - CLOSE THE AUTORUN MENU oy =39 R A
] ']l‘i‘lllilAU TORUN MENU ALSO HAS SHORTCUTS TO THE GAME’S OF FlC{lﬁl, WEBSITE Al
THE GAME PUBLISHER’S WEBSITE. i ¥

N

o Y Q Qg Uy = " EV
CHOOSE THE INSTALL OPTION TO RUN THE ‘,Az:: T;I::;;\:;:ﬁt;:;ﬁ::’ll'l‘:::l;, Al::: L‘ e
3 et N QL] NN Qg g Q vl‘l[l; ‘v " ) UM LL
! W THE ON-SCREEN INSTRUCTIONS. NSTALL NS ' ;
:‘:’l](‘)](‘:'q‘]q AN INSTALLATION DIRECTORY. THE DEFAULT DIRECTORY IS C:\PROGRAM
ILES\IC © 7.62 b LIBRE.
FILES\1C COMPANY\7.62 HIGH CA I _ & ‘
AFTER THN GAME IS SUCCESSFULLY INSTALLED ON YOUR l’C,_Y'(lU Wlln!’flll:ll: ;:‘\(: '(U ..
(‘()Mi’ NY\7.62 HIGH CALIBRE PROGRAM GROUP IN THE START MENU. THERE

. ' 4 :, ACCESS THE GAME SETTINGS, UNINSTALL THE
g m . FIND A'SHORTCUTS TO START THE GAME, ACCESS THE GAME $ 5

|Sada’ L L -

'CUTS 'TO THE GAME’S
% CESS THE ELEC] C GAME MANUAL, AND SHORTCUTS TO THE GA
- ‘GAME, ACCESS THE ELECTRONIC GAME M. 4

OFFICIAL WEBSITE AND THE PUBLISHER’S SITE.
T Y

— - ———




762_MANUAL_UK_16_12_08:762_MANUAL_UK_16_12_08 12/18/08 3:59 PM

e LIGAMESUPPORT

% BEFORE CONTACTING OUR TECHNICAL SUPPORT TEAM, PLEASE PREPARE A l)lfl‘Allin)

“ &4 SPECIFICATION OF YOUR !_}(DMII'UTIER HARDWARE, AS WELL AS AN EXACT DESCRIPTION OF
THE PROBLEM. I'T WILL HEEP US TO PROVIDE YOU WITH SUPPORT IN A FAST, EFFICIENT WAY.
INFORMATION REQUIRED: COMPUTER MODEL (CPU. s DV /IDEO/SOU C.
DIRECTX VERSION, WINDOWS VERSION). ( J. o nant ""AQ/?OUND e
TO FIND THIS INFORMATION, l'l:IEA.ai SELECT “RUN” IN YOUR WINDOWS START MENU
TYPE “DXDIAG” IN THE COMMAND,LINE, THEN PRESS THE ENTER KEY. THE DIRECTX '
DIAGNOSTICS PROGRAM WILL START. THIS WILL SHOW YOU ALL OF THE RELEVANT
DRIVER FILES INSTALLED ON YOUR SYSTEM. IN ORDER TO RECEIVE A'TEXT FILE OF THIS
INFORMATION, CLICK THE “SAVE ALL INFORMATION” BUTTON. YOU CAN THEN SAVE A
TEXT FILE WITH ALL THE REQUIRED INFORMATION TO YOUR HARD DRIVE.

YOU WILL THEN BE ABLE TO SEND THIS INFORMATION TO US VIA E-MAIL:
SUPPORT@1CPUBLISHING.EU

PLEASE USE THE EMAIL ADDRESS PROVIDED. SUPPORT ENQUIRIES TO THE COMPANY
ADDRESS OR PHONE NUMBER(S) CANNOT BE ANSWERED BY OUR STAFF.
IF YOU ENCOU! NTER ISSUES WITH THE GAME, YOU CAN ALSO TRY THE FOLLOWING:
*  WHILE RUNNING THEGAME, OPEN THE CONSOLE WITH THE ~ KEY, AND ENTER THE
FOLLOWING COMMAND: ENLARGEFPS;
¢ TURN OFF ?’ISUAL Sll"X IN THE GRAPHICS SETTINGS IN THE STAND-ALONE GAME
SETUP, OR WITHIN THE GAME ITSELF;
*  SELECT A LOWER SCREEN RESOLUTION;
i, * INCREASE YOUR SWAP FILETO 1 - 1.5 GB;
i ¢ UPDATE YOUR VIDEO CARD DRIVERS; s
*  DEFRAGMENT YOUR HARD DRIVE.

pa
IF RUNNING A"GAME CAUSES AN ABNORMAL PROGRAM TERMINATION, YOU CAN SEND UQ
THE l)ESCRll’l'l(!N;!_)i" THE PROBLEM AS WELL AS THE IATEST GAME SAVE FILE FROM :
WHICH THE ERROR CAN BE RECREATED. IF¥ POSSIBLE, YOU SHOULD ALSO l’llO\’Il)E'A:
DETAILED DESCRIPTION OF WHAT HAPPENED BEFORE THE ERROR OCCURRED. THIS :
:?’IIIIIALI (;;lllliﬁ’l‘l,Y REDUCE THE AMOUNT OF TIME NEEDED TO INVESTIGATE AND ADDRESS

'y

> 'ﬁu‘

"N
-t

_ BUTTON.AF

31 TRAINING

'tf' ib) 4: |;‘\$|" s A
ATQUICK START o
,ll? YOU WANT TO GET STARTED QUICKLY WITHOUT HAVING TO READ THIS ENTIRE FINE

MANUAL, PLEASE READ THROUGH THIS SECTION TO GET A' BASIC UNDERSTANDING OF
ﬁ'llE GAME MECHANICS.
AFTER YOU START THE GAME, A FEW INTRO MOVIES WILL PLAY. YOU CAN SKIP THEM BY
PRESSING THE ESC KEY. AFTER THE MOVIES, THE MAIN GAME MENU WILL OPEN. SELECT
THE NEW GAME OPTION BY CLICKING IT WITH YOU RMO
YOU WILL THEN SEE THE MAIN CHARACTER
SELECTION SCREEN. YOUR IN-GAME
PERSONA IN ALGUEIRA CAN BE ANY OF THE
EIGHT MERCENARIES OF VARIOUS
NATIONALITIES AND BOTH GENDERS. EACH
MERCENARY HAS A UNIQUE SET OF
CHARACTERISTICS, LISTED TO THE LEFT OF
THE SELECTION SCREEN, AS WELL AS A SET OF
SKILLS, LISTED ON THE RIGHT-HAND SIDE.
YOU CAN FURTHER MODIFY THESE SKILLS
ACCORDING TO PERSONAL l"“EFlERENCIE,
USING 50 FREE BONUS POINTS. YOU CAN
SWITCH BETWEEN POTENTIAL CHARACTERS
BYHSCIHFLLING THE MOUSE WHEEL OR USING
THE ARROW BUTTONS ON THE SIDES OF THE SELECTED CHARACTER’S NAME.
AFTER YOU’VE SELECTED AND FINE-TUNED YOUR ALTER EGO, PRESS THE BEGIN GAME
W SECONDS LATER YOU WILL FIND YOURSELF NEAR A HOTEL IN PUERTO
VIEJO, ONE OF THE MOST POPULAR TOURIST RESORTS ON ALGUEIRA’S EAST COAST. THIS
IS WHERE YOU’RE SET '1'0 MEET ALEXEY REZVI. L
REZVI WILL QUICKLY GET YOU UP TO SPEED ON YOUR ASSIGNMEN.T;Y OU CAN ASK HIM
ADDITIONAL QUESTIONS VIA A SET OF DIALOGUE OPTIONS WHICH PEKR IN THE LOWER
SECTION OF THE SCREEN. YOU CAN'SCROLL THROUGH THE PRE ; LOGUE WITH
THE MOUSE WHEEL, OR BY USING THE SCROLL BAR ON THE RIG K OF THE SCREEN.
AFTER ENDING THE CONVERSATION, YOU WILL ENTER THE MAIN GAME SCREEN.
YOU ARE NOW IN THE RESORT TOWN OF PUERTO VIEJO, FULL OF LOCALS AND TOURISTS.
IN ADDITION TO ALL THE COPS AND THE REGUILAR PEOPLE, THERE Al“i,l-llsﬂ MORE
INTERESTING INDIVIDUALS THAT CAN OFFER SOMETHING OF VALUE TO YOUR
CHARACTER. FOR EXAMPLE, THERE’S THE MAYOR WHO OCCASIONALLY-HAS JOBS FOR
SOLDIERS OF FORTUNE; THERE ARE DEALERS IN WEAPONS AND EQUIPMENT, SOME OF
THEM LEGAL AND SOME NOT; THERE’S A BARTENDER WHO KEEPS UP TO DATE ON ALL
THE LATEST RUMOURS; AND THERE ARE ALSO OTHER GUNS FOR HIRE JUST LIKE
Y(“Jllsllill“ WHO CAN JOIN YOU mR'AI SMALL FEE.

PRESS ’l‘i'h? SPACE-BAR TO U NI’AIISE:THIE GAME. ALEXEY REZYI WILL LEAVE THE AREA,

&

ANI)\&I:I“.WILLBE LET LOOSE ON THE GAME WORLD. e 7 |
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. “§42CONTROLLING THE GAME
F‘ MOST OF THE IN-GAME ACTIONS ARE PERFORMED WITH THE MOUSE, BUT M()S'I‘II(EA.N ALSO

"%/ BE PERFORMED USING :l:'llli kmlﬂARl’ HOTKEYS. THE MOUSE CU| RSOR WILL CHANGE
' ACCORDING TO SITUATION; WHEN THERE ARE SEVERAL ACTIONS POSSIBLE, YOU CAN

" CYCLE THROUGH THEM BY CLICKING THE RIGHT MOUSE BUTTON. BY DEFAULT, THE

INDING YOUR CHARACTER
ATOOL TIP NEXT TO THE CURSOR SHOWS

CURSOR IS SET TO THE MOVE ACTION, WITH A LEFT CLICK S1
TO WALK TO THE AREA UNDER ,’l‘ll CURSOR.
THE AMOUNT OF TIME NEEDED TO PERFORM
THE SELECTED ACTION. CLICK ON ANY
ACCESSIBLE AREA OF THE SCREEN TO GO
THERE.

IN ORDER TO MOVE THE CAMERA, MOVE THE
MOUSE CURSOR TO THE EDGE OF YOUR
SCREEN. YOU CAN ALSO USE THE ARROW
KEYS ON YOUR KEYBOARD. T0 MOVE THE
CAMERA VERTICALLY, USE THE HOME AND §
END KEYS. TO ROTATE THE CAMERA, PRESS
THE RIGHT MOUSE BUTTON » AND MOVE

THE MOUSE IN ANY-DIRECTION WHILE
HOLDING DOWN THE RIGHT MOUSE
BUTTON. | 4

THE BROWN BUILDING WEST OF THE HOTEL IS A BAR. GO TO THE DOOR AND OPEN

IT BY CLICKING ON IT. IF YOU WISH, YOU CAN ALS0 LOOK INSIDE THE BUILDING BY
MOVING THE CAMERA THERE, IF YOU CLICK ON THE FLOOR INSIDE, YOUR CHARACTER
WILL MOVE INTO THE BAR AFTER OPENING THE DOOR. T0 TALK TO SOMEONE IN THE
BAR, CLICK ON THEM. WATCH OUT FOR A LONELY, UNEMPLOYED MERCENARY WHO MAY
BE EAGER TO JOIN YOU)] R OUTFIT. WHEN SOMEBODY JOINS YOUR UNIT, THEIR PORTRAIT
WILL APPEAR ON THE LEFT-HAND SIDE OF THE SCREEN, NEXT TO YOUR OWN PORTRAIT.
TO SWITCH BE'I'WI_EBN’IHFFERIEN’!‘ MEMBERS OF THE UNIT, CLICK THEIR PORTRAITS TO
SELECT THEM, OR JUST CLICK THEM IN THE MAIN GAME WORLD - THE CURSOR WILL
THEN CHANGE INTO A GREEN CROSSHAIRS. iy, g

NOW IS A GOOD TIME TO GET YOURSELF AND YOUR NEW FRIEND EQUIPPED. THERE ARE
TWO MERCHANTS IN PUERTO VIEJO WH0 OFFER ALL SORTS OF SPECIALISED EQUIPMENT
AND WHO WILL BE HAPPY TO TAKE ANYTHING YOU DON’T NEED OFF YOUR HANDS. ONE
OF THE TWO MERCHANTS IS THE OWNER OF A LEGITIMATE s&g"rm; GOODS STORE; THE
OTHER IS A SMUGGLER, SUPPLYING THE BIACK MARKET WITH THE LATEST GOODS THAT
CANNOT ALWAYS BE FOUND IN A LEGITIMATE ESTABLISHMENT. IF YOU TALK TO EITHER
OF THEM, YOU CAN ENTER THE TRADE SCREEN. PLEASE REFER TO THE DEDICATED
SECTION FOR INFORMATION ON TRADING,

FOR NOW, LET’S REVIEW THE LOWER PART OF THE GAME INTER
THE LOWER INTERFACE PANEL HAS INFORMATION ON T LEC
DISPLAYING THEIR VISIBILITY INDICATOR, THEIR HEALTH Al .
ADRENALINE SPIKE w)m;,_. CRITICAL WOUND INDICATORS AND A LIS
COMBAT SKILLS. A

CE. THE LEFT SIDE OF
ERCENARY,

ROY, THE £

TOL VARIOUS™= |

(] | , -

08

A

TO THE RIGHT OF THAT IS A SE!

T ICON AT THIS TIME. IF YOU ARE

E:DILDING A WEAPON, THE SlEC'l‘l(!N WILL
DISPLAY TWO COLUMNS OF IC?NS‘ > R
ALLOWING YOU TO SWITCH BE l"Wl:.laN SI‘I it
AND FULL-AUTO MODES OF lTIIKIf: :Sll(:(’)’ll H
FROM THE HIP OR TAKING ’l‘lll? ’l‘lh{l‘ ll‘:(‘)“)Y
AIM, HOLDING THE WEAPON AT l' l‘lla RE
AND AIMING AT A Sl’liClFl&)‘yl'()lNl 3
THE NEXT INTERFACE SECTION C(‘DI‘VT{\‘I’:‘VI?“
INVENTORY ELEMENTS FOR ’[l{lifl‘aua(, i
CHARACTER. THIS SHOWS THE ITEM "
CURRENTLY HELD IN HIS / lllill‘llANl), AS
WELL AS THE CONTENTS OF THEIR

M,

YOURSELF

E i a A .
‘5 i S,} . — ' .. B 0. Y('Ultt'-!'
% ; T OF ICONS Usm'r"am-su}m‘ ATTACK MODES. blg(illi\‘ﬂ o

ACTER’S HANDS ARE MOST LIKELY EMPTY, THE SECTION PROBABLY ONLY HAS A
RACTER’S S ARE MOST L ES

[

O UEETS. N?w llb( 1:::;‘::;‘:‘2::;:(:::‘::" IN THE MAIN CllAl{AC’l‘ElE’sol;:)’(lz:::;]'l‘s, AND
G I l(‘lill‘llr HAND SLOT. BELOW YOU CAN SEE ’l‘“‘h*b’l“)llm\:;le(yl' R ATING
o ":’I‘N ST ;"l‘l(‘)\l BELT AND / OR VEST, BUT SINCE \0[‘] ARE oSt
Cllt-\llf\(; l,l,;l! ‘S‘I,A(:lr l’S (“UlmlSN’l‘LY INACCESSIBLE. THE SECT !(‘)N- A‘M‘)’“rn’q ]:y];i‘
Bifkon ‘l o SI Al(Jl‘N(‘ A LOOK AT THE WORLD THROUGH THE (‘llAl}Al U]‘{“;‘*N‘T 1:]]’;”) o
BUT“'N?,I"“I} IAIIN("‘\'II\'ID()W AND DISPLAYING THE CHARACTER’S (‘ nwfg '
0::&??;])1:1:‘]1‘1:;131! "l‘llA’l‘ 'l‘IllE’ CHARACTER CAN EFFECTIVELY FIRE AT .
Vv 2

CURRENT POSITION.

IS SIBLE THE CHARACIER’S
: 0 THE RIGHT YOU WILL SEE A SET OF ICONS RESPONSIBLE FOR THE CHAR
* TO THE RIG! LL SEE

; NG. EACH
STANCE. THERE ARE SIX IN TOTAL, RANGING FROM CRAWLING 1l :) :‘;;zz:rmwr L
:'lr:g::l: DIFFERENT AND UNIQUELY AFFECTS THE ::Jl::l;/;&: :‘ R's NOVEUEERH P
itnar 'TY TO ENEMIES. YOU CAN ALSO SWITCH B
; "ONSUMED AND VISIBILITY T ‘ swito}
tﬁ:ﬁf: :;3;(. THE PAGE UP AND PAGE DOWN KEYS ON YOUR KEXBOARD.

'THIS SHOWS THE MINI
5 p T INDOW. THISSHOWS THE :
THE RIGHT INTERFACE DISPLAYS AN INFORMATION Wi IS SHO s

W OF THE € INT LOCATION. :
MAP, DISPLAYING A BIRD’S EYE VIEW OF ’lﬂ% (,lll’llll’l\;':“l;;)(‘mu_'l_‘?; B I,
llé 'l‘l’lIT ;I PPER RIGHT-HAND CORNER OF ’l;ll::;‘l;:ll NA’:::“; N IRt VD CORNER
THE WINDOW WITH THE TWO AR $ kit | e
z‘l:l‘(l‘:ll:l:g ':‘ :::' “:'ll\‘l)(lw BETWEEN THE MINI-MAP AND THE TEXT MESSAG! N
' LA 4

- ) 2 THE SCREEN YOU WILL FIND THE
FINALLY, IN THE BOTTOM RIGHT-HAND CORNER OF THE St gﬂARACTER’S

’ T MENU, '

SYSTEM BUTTONS. FROM mzm;:_ YOU (ﬁl'vl 10(1::?: AlI l:sfnhli::lvnlllzw SRR s 2 D10
INVENT R THE STRATEGIC MAP. CAN ALSO BEVIEN F R
:?1:,(:11\\1:(‘:\];‘;2 PAUSE THE GAME AND REVIEW YOUR CHARAC n R’S _._1(‘6MMFNW“ L

1°$ TIME T DO SOMETHING USEFUL. FOR EXAMPLE, !!laf\{l ‘1:51,] R DED corn
20 ) INTERIOR MINISTRY IN ARTRIGO. THE MAYOR ()l~llIlall){:BrNhl JOST HIGHY
TO THE INTE S {2 0 THE MAYOR, AND THED

: UFER. TALK TO THE \ 2 A
g Admli Xﬁ:::llu (;;l)Arll‘ll: STRATEGIC MAP BY PRESSING M (i_I_v__YMm KEYBOAR :
THE WORL BE, STRATI _ bk .

Cl,lﬂﬁssﬁ THE GLOBE ICON. v
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4 3USING THE STRAT EGIG ALK NS
£111 STRATEGIC MAP SHOWS A BIRI’S EXE
VIEW OF THE COUNTRY OFALGUEIRA. Asm
REZVI MENTIONED, MOST OF THE COUNT
1S CLOSED TO SIMPLE TOURISTS LIKE e
YOURSELF. THE PART OF ALGUEIRAYOU
CURRENTLY ACCESS HASFIVE ¢ |
SETTLEMENTS: THE RESORT TOWN O £
PUERTO VIEJO, THE G()VERNM]::\!\ 1 :::fg) it
'RIGO, SAG TIE NATION’S € I
ARTRIGO, SAGRADA (THE NATION'S
AND 'TTIE SMALL TOWNS OF CAMPECINO AND
SANTA MARIA. \
BY CLICKING AND HOLDING THE LEFT M'(;::Gl:
BUTTON, SCROLL THE MAP 'r(()) 1’:‘1:;%)]1:‘7 .
'oT. YOU WILL SEE ARTRIGO, THE CITY o -
w,"b}ni: 20!]'(‘1“ MEET INTERIOR MINISTRY OFFICIALS Yj;:vl::) 1‘1“ e e
‘1::*231'“‘1("11:» ZONE. CLICK THE GREEN smnmnl ;1:;:; lblY(‘Al,(‘ill‘A’l‘Fl) g0 oI
RATEGIC * AUTOMATICALLY CALCULATED. PRE i
o ATEGIC MAP. YOUR ROUTE WILL BE AU C ATES: eREse TR
Mﬁ?ll |i;::i}:!:)‘lliu USE THE GAME AND YOUR UNIT WILL PROCEED T i
SPACE ; |
el : LT LR WITH SOONER, USE THE
N N GAME TIME AND GET THE TRIP OVE
) ACCELERATE THE IN-GAME TIME AN TRIP OVER WITH SO0
:::)‘1‘{‘1;1')131':1%111\11; SCALE UNDERNEATH YOUR MERCENARIES P

AFEW HOURS INTO YOURT RAVELS. 1T WILL BE CUT SHORT. AN AMBU! SH!
1

ST A PASS INTO THE

-
44 WHEN BULLETS FLY
ALL BATTLES IN 7';65:_'!116“ CAH]‘!!Y{‘]’:‘!‘J;E 3
THE SMART PAUSE MODE (SPM) g\su; ;
SYNERGY OF REAL-TIME AND TAC l:lCA’ i
* JURN-BASED COMBAT. YOU WILL !~’1N1F L
MORE DETAILED DESCRIPTION OF mm
IN A DEDICATED SECTION LATER IN 1“ L
MANUAL. FOR NOW, KEEP YOUR lmlxm f
A SWIVEL. BASHIROV’S llmgl.l‘m;_s ;
UNDER ORDERS TO INTERCEPT ALL
SUSPICIOUS FOREIGNERS! i
/IEN YOU FIRST ENTER A SECTOR, e
::;m Ledi iy Mll“:llll:ll:ll:)ll:lls ;‘;glfixla AND ASSIGN TASKS
i (mnm“'“m"? . ;:'fxlﬁ. nAvfa A TASK TO COMPLETE, THE GM];‘:"::(;NF OF THEM
b UNPAUSE ANDTHE GAME TIME WILL gy Ror T
M]’mm"lf(:l":ilfgﬁ-mmsk 'AND IS READY FOR FURTHER' .Y Mgpu,’ ALy "
:::X(Pll{:;: TO UNPAUSE THE GAME AT ANY T'm“irr;llll':'?{ﬁi-nﬁ'ﬁcn. ERALL
i:l]l‘i‘ifN'rl,Y IDLE Ml;_lx_(;:;NAR}ES TO WAIT UNTIL B

z

FEg

i THE ENEMY IN REFERENCE TO CURRENT

- CHARA(

-

ORDER ALL OF YOUR MERCENARIES TO CROUCH, EITHER BY PRESSING PAGE DOWN
IWICE OR BY PRESSING THE CROUCH ICON IN THE STANCE SELECTION SECTION. THEN
( )_El%[‘ EM TO READY THEIR WEAPONS BY PRESSING THE P KEY OR CLICKING THE

ON I _";lll BOTTOM RIGHT-HAND SECTION OF :l'h!l KK MODE PANEL. ONE BY ONE,
(OVE THE MERCENARIES FORWARD S(
'HER WHILE ADVANCING TOWARDS THE
{ARI{ICAI)EI) BRIDGE.

AN ENEMY! YOUR FIRST VISUAL CONTACT
!_I"l’l‘ll SOMEBODY WHO WANTS YOU DEAD.
CLICK THE LITTLE ICON NEXT TO THE
PORTRAIT OF A MERCENARY WHO FIRST
SAW A BANDIT, AND YOU CAN QUICKLY
MOVE YOUR CAMERA TO VIEW THE NEWLY
SPOTTED ENEMY. THE INDICATOR AT THE
CREEN SHOWS THE
MY, DIRECTION TO

-

CAMERA ANGLE, AND THE ENEMY’S
VISIBILITY TO EACH OF YOUR
MERCENARIES. IF THE CURRENT
MERCENARY CANNOT SEE AN ENEMY SPOTTED BY ANOTHER
MEl!CENA_lIY, THE INDICATOR WILL BE GREY; OTHERW
CHARACTER’S FIELD OF VIEW, THE INDICATOR WILL BE RED.

MOVE THE CURSOR TO THE l_iAN])l’l‘. THE CURSOR WILL CHANGE INTO.A CROSSHAIRS,
ACCOMPANIED BY AN INFORMATION PANEL, THE PANEL WILL SHOW THE AREA BEING
AIMED AT, THE NUMBER OF ROUNDS TO BE FIRED (WHEN FIRING BURSTS), THE HIT
PROBABILITY, THE ENEMY’S HEALTH LEVEL, AND THE TIME IT WILL TAKE YOUR
CHARACTER TO PREPARE AND FIRE. SELECT THE AIMED FIRE MODE IN ORDER TO
INCREASE THE HIT PROBABILITY, AND MOVE THE CURSOR TO THE ENEMY. WHEN USING
" AIMED FIRE, YOU CAN ALSO FIRE AT THE HEAD, ARMS AND LEGS BUT, IF YOU DO SO,
THE HIT PROBABILITY WILL BE SIGNIFICANTLY LOWER.
READY? CLICK ON THE ENEMY AND YOUR
MERCENARY WILL PREPARE TO FIRE. IF
YOU CLICK WHILE HOLDING THE ALT KEY,
THIS WILL INSTRUCT THE CURRENE . .
R TO CONTINUE FIRING UNTIL
THIS ENEMY IS EITHER DEAD OR OUT OF
SIGHT. 4 &
ONCE YOU HAVE FINISHED OFF THE FIRST
INEMY, MOVE ON AND HUNT DOWN THE
OTHERS. BE CAREFUL, AS YOU R ENEMIES
WILL NOT STAND IN ONE PLACE, WAITING TO
BE KILLED. LIKE YOUR MERCENARIES, THEY
WILL REACT TO DANGER AND ATTEMPT TO GET
TO A l’m)UllABLE FIRING POSITION. THEY
MAY EVEN,TRY TO OUTFLANK AN]!;SIJ,[}I_’RISIE YOUR UNIT!
AFTER YOU HAVE TAKEN CARE OF ’EHE AMBUSH AND QUESTIONE

- S
: l TIE SURVIVORS, YOU
CAN oﬁnun ON YOUR TRAVELS. ARTRIGO AWAITS AND, AFTER THAT, THERE ARE

CES TO VISIT AND PEOPLE TO DEAL WITH.

o 11 {2 B

&4

_ MUTUAL COVER FOR EACH
s

b

i
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5. IN-GAME INTEREACE
o EINTERFAGE |

" *
§IAAIN MENU A
¢ -idl'l. GAME’S MA_IN MENU DISPLAYS THE F(D_LI.()'WING TIEMS:

S
Ly

O

Uyt

T - RETURN TO GAME . v e i Bl :
Piss_ CONTINUE - RETURN'TO GAME | o5 ' FYOU WISH TO OVERWRITE AN EXISTING SAVE, SIMPLY SELECT IT BY LEFT-CLICKING IT {1+~
7 %4 INEW GAME - BEGIN A NEW CAMPAIGN INTHE LIST. A SECOND CLICK WILL ALLOW YOU TO MODIFY THE NAME OF THESAVE. 0

. ISAVE- SAVE THE CURKEN'I‘ GAME TO
"YOUR HARD DRIVE '

. LOAD-10ADA PREVIOUSLY SAVED GAME

« & SETTINGS - SET GRAPHIC, SOUND AND
CONTROL OPTIONS ., %

«  CREDITS - VIEW A LIST OF PEOPLE wHO
WORKED ON THIS GAME

«  EXIT - CLOSE THE GAME AND RETURN
TO WINDOWS

§5.11 CONTINUE

THIS OPTION ALLOWS YOU TO RETURN TO THE

GAME IF YOU OPENED THE MENU Wl'l_ll.li == 4
PLAYING. WHEN THE GAME IS FIRST LOADED, THIS ITEM IS DISABLED.

'l‘ll:Wl“’l‘E A SAVE GAME, CLICK THE OK BUTTON IN 'l‘li.li- LOWER RIGHT OF THE SCREEN.

’l‘lﬁ._;l)lil‘li’l‘l'l A SAVE GAME WHICH YOU NO LONGER NEE‘I)‘, SELECT IT FROM THE LIST AND
CLICK THE DELETE OPTION.

| 514L0AD :
! THIS OPTION ALLOWS YOU TO LOAD A PREVIOUSLY SA‘ﬁﬂ) GAME. IN ADDITIONTO '
r J & MANUALLY SAVED GAMES, \’_(ll] CAN ALSO LOAD SAVED GAMES CREATED AUTOMATICALLY
B "_! g DURING GAMEPIAY. BY DEFAULT, THE GAME AUTOSAVES WHEN ENTERING A NEW )
F . SECTOR, ENTERING COMBAT, AND ENDING COMBAT. IF YOU ENTER THE GAME WITH NO
= ¥ SAVES PRESENT, THIS ITEM IS DISABLED.
- THE LOAD GAME INTERFACE IS IDENTICAL TO THE SAVE GAME S REEN. SELECT THE
i DESIRED SAVE SLOT BASED ON THE NAME AND OTHER PARAME! AND CLICK OK TO
lf()Al). TO DELETE SAVE GAMES YOU NO LONGER NEED, PRESS THE DELETE BUTTON.

B . " A5, : ) B TG
 §512NEW GANE L w e | 515 SETTINGS ’ ' _
10 START A NEW GAME, SIMPLY CLICK THIS ITEM WITH YOUR MOUSE. YOU WILLBE & 'THIS ITEM ALLOWS YOU TO ACCESS VARIOUS GAME SETTINGS. YOU WILL BE ABLE TO

OFFERED A TRAINING VIDEO WHICH WILL INTRODUCE YOU TO MAIN GAME C()Nf?lil'l‘s. |
AFTER WATCHING (OR SKIPPING) THE TRAINING MOVIE, YOU WILL ENTER THE |
CHARACTER SEL ECTION SCREEN.. |

MODIFY VARIOUS PARAMETERS SUCH'AS GRAPHIC SETTINGS,; SOUND; DEFAULT
HOTKEYS, DIFFICULTY SETTINGS, SMART PAUSE MODE PARAMETERS AND OTHERS.

L]

- O1I1T .

5.2 SETTINGS MENU
_THIS MENU DISPLAYS THE FOLLOWING FIVE OPTIONS:

«  GRAPHICS -CHANGE THE GRAPHIC SETTINGS
s SOUND - CHANGE SOUND VOLUME AND SFX PARAMETERS .
« CONTROLS - MODIFY HOTKEYS FOR CONTROLLING YOUR CHA@CTE{‘S AND CAMERA
« GAME - DIFFICULTY SIE’l'l‘lNGS{ANl)_.S_MART PAUSE MODE ¥
. BACK - RETURN TO THE MAIN MENU

§5..3 SAVE .
YOU CAN USE 'l‘lll.S OPTION.TO SAVE YOUR
CURRENT PB(IGRESS','_“) Y‘OUR HARD DRIVE.
TO QUICKLY A(T(_IPBSS THE SAVE GAME
SCREEN, YOU _(JIAN"US_I?:THE ¥6 KEY ON YOUR
“KEYBOARD. THE ITEM IS DISABLED WHEN
THE GAME IS FIRST LOADED AND BEFORE
YOU BEGIN PLAYING.
WHEN SAVING A GAME, THE RIGHT-HAND
SECTION OF THE SCREEN DISPLAYS A LIST
OF ALL CURRENT SAVE GAMES, WITH
THEIR RESPECTIVE DATE AND TIME
STAMPS. THE CURRENTLY SELECTED SAVE ;
GAME IS HIGHLIGHTED IN ORANGE. YOU CAN CHANGE THE B,
AULT, THE *

s

XHE BOTTOM RIGHT SECTION OF EACH SCREEN CONTAINS THE BY DEFAULT AND APPLY -
BUTTONS. THE FIRST BUITON RESTORES ALL SETTINGS IN THE CURRENT SCREEN TO
DEFAULT VALUES; THE SECOND APPLIES ANY RECENT CHANGES. WHEN SWITCHING AWAY
FROM A SCREEN WHERE YOU’VE MADE CHANGES WITHOUT APPLYING, THE GAME WILL
CONFIRM WHETHER YOU WANTF0 APPLY OR CANCEL YOUR CHANGES. . -

GAVE GAMI?S NAME BY PRESSING THE B ACKSPACE KEY. BY DEF B MOST OF THE SETTINGS LISTED HERE CAN ALSO BE MODIFIED WITHOUT STARTING THE
SAVE GAMES ARBGIVEN A SECTOR NAME WITH AN INCREMENTAL NUMBER AS THEIR GAMEJISELF BY USING THE EGCONFIG EX ZCUTABLE LOCATED IN THE MAIN GAME

NAME. A SCREENSHOT OF YOUR SCREEN AT THE MOMENT OF THE SAVE IS ALSO SHOWN FOLDER. A SHORTCUT TO THE PROGRAM IS ALSO LOCATED IN THE 7.62: HIGH CALIBRE
YOR THE SELECIED SLOT, AND 'SOME KEY INFORMATION IS ALSO ESENTED: THE : PROGRAMGROUP. PLEASE NOTE THAT SOME ADDITIONAL SETTING OPTIONS IN THIS
CRRENT LOCATION, (Il MAIN CH ARACTER’S FINANCES; THE IN-GAME DAT NDTIME, | ECUTABLE CANNOT BE ACCESSED FROM WITHIN THE GAME YTSELT: THESE INCLUDE

'HE LIST AND RESPECTIVE HEALYH OF LVERY MERCENARY IN YOUR UNIT, ANDT - . AUTOSAVE PARAMI , SELECTING A NON-STANDARD SCREEN RESOLUTION, TURNING
- T IS CURRENT! 3 T ( 1 FI INTRO MOVIES, AND SOME OTHER SETTINGS. gl
WHETHER YOUR UNIT I_,qunmmux IN COMBAT. f Nl}‘ ; % ! <

B =

12

- 13

31
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EFFECTS OPTION IS SET TO ON.

“{VADDITIONAL DETAILS - DRAWING VARIOUS MIS
'&_ﬂﬁ‘ﬂ AND JUNK LYING AROUND ETC. ‘;;;
SPECI

CELLANEOUS DETAILS SUCH AS

FECTS, SUCH AS § . THIS
~ RENDERING PARTICLE mﬁﬁls, SUCH AS SMOKE. T

AL EFFECTS _
f ISli’l'l‘lNG MUST BE ON TO ACTIVATE THE BLO(_)!‘__!)I’[’[(:N.
'*' : BRIGHTNESS - GAMMA CORRECTION FOR THE (igull.

52.2S0UND _
‘rl.illlS SCREEN ALLOWS YOU TO TOGGLE OR lilNl.i-
TUNETH 'INGS FOR VARIOUS SOUNDS j
ilEA“ll IN THE GAME. TO CHANGE THE VOLUME
Hi\’lii; FOR EACH SETTING, CLICK THE !
CORRESPONDING SCROLL BAR, AND Wlll]:l:
HOLDING THE MOUSE llll’ml_N, MOVE THE
5 - Sli’l‘il'li“; CARET TO THE DESIRED POSITION.
?’ "« MUSIC - IN-GAME MUSIC VOLUME
F" .+ | GAME EFFECTS - IN-GAME SOUND

% EFFECTS VOLUME

' «  SURROUNDING EFFECTS - IN-GAME

' AMBIENT SOUND VOLUME

) ¢ SPEECH - VOLUME OF CHARACTERS’

2.1 GRAPHICS

IS SECTION ALLOWS YOU T0 CHANGE
; SCREEN RESOLUTION AND GRAPHIC
"% SETTINGS. TURNING DOWN DETAIL LEVELS
i AND DECREASING OTHER SETTINGS CAN
GREATLY IMPROVE YOUR GAME’S FRAME
RATE. St
*.+ WINDOWED MODE - skirkicr BErwrnd
.. FULL-SCREEN AND WINDOWED MODES,
'YOU WILL NEED T0 RESTART THE GAME
ANGES TO TAKE EFFECT,
HRONIZATION - FRAME
NCHRONISATION FOR CRT

CHANGE §
MONITORS

*  RESOLUTION - CHANGING THE IN-
GAME GRAPHIC RESOLUTION, YOU CAN CHOOSE, ONE OF THE FOLLOWING FIVE A
OPTIONS: 800X600, 1024X768, 1152X864, 1280X960 AND 1280X1024 (YOU CAN

CHANGING THE RESOLUTION CAN GREATLY IMPACT THE GAME’S FRAME RATE.
*  ANTI-ALIASING - SMOOTHING OUT ‘JAGGIES’ IN POLYGON EDGES; CAN BE SET 10 ON J

OR OFF BETWEEN 2X TO 6X. YOU WILL NEED TO RESTART THE GAME FOR THESE

CHANGES TO TAKE EFFECT. - <
*  ANISOTROPIC FILTERING - ENABLES/DISABLES ANISOTROPIC FILTERING.
YOU WILL NEED TO RESTART THE GAME FOR THESE CHANGES TO TAKE EFFECT;
*  COMPRESSED TEXTURES - USING LOWER-QUALITY COMPRESSED TEXTURES.

YOU WILL NEED TORESTART THE GAME FOR THESE CHANGES TO TAKE EFFECT., B
*  GRASS- ﬂ‘iﬂy LY OF GRASS RENDERING, FROM OFF TO MAXIMUM .
*. SHADOWS =YOU CAN'SET THE QUALITY OF THE SHADOWS CAST BY MOVING ! s f

OBJECTS, OR TURN THEM OFF COMPLETELY. YOUR CHOICE WILL AFFECT THE =~ * N

SHADOW QUALITY AND THE MAXIMUM DISTANCE AT WHICH THEY ARE RENDERED.

TO CORRECTLY RENDER SHADOWS, YOUR VIDEO CARD MUST SUPPORT SHADERS v

L.3. IF YOUR CARD DOES NOT SUPPORT THE SELECTED SHADOW SETTING, YOU WILL,

Ot | SPEECH s :
SELECT OTHER NON-STANDARD RESOLUTIONS VIA THE EGCONFIG.EXE CONFIG): ‘i ;;\"l']cm ACE — GAME INTERFACE SOUND VOLUME
1024X768 IS THE RECOMMENDED RESOLUTION FOR MoST MACHINES. YOU WILY, NEED g e ‘L ;
TO RESTART THE GAME FOR THESE CHANGES 'T0 TAKE EFFECT. PLEASE NOTE THAT JI
|

i 5.2.3 CONTROLS (Y
i THIS SECTION ALLOWS YOU CHANGE VARIOUS lN:(V;{\M,Ia HOTKEYS.
THREE GROUPS, INDICATED BY TABS ALONG THE TOP OF THE
“SCREEN: :
+  ORDERS - MOVEMENT OR FIRING
ORDERS 5
+. COMMANDS - KEYS THAT ACCESS THE
" GAME’S INTERFACE S
« CAMERA - CONTROLLING THE VIEW
CAMERA 2 &8

O THER 7 AQQ D T ZAC“‘
TO CHANGE THE KEY ASSIGNED TO l ki
ACTION, SIMPLY CLICK TH RED L‘lN‘F A‘Nl)
PRESS THE NEW KEY YOU WISH TO ASSIGN TO

RECEIVE A CORRESPONDING MESSAGE. PLEASE NOTE TH. ' GING THE . ( THIS ACTION. BEAR IN MIND THAT YOU CANNOT A
RESOLUTION CAN GREATLY IMPACT THE GAME’S FRAME ATE. : CHANGE PRE DUAL KEY-PRESSES, ASSIGN Fih:
* LIGHT EFFECTS -EFFEC S CAST BY FLASHLIGHTS AND qfl'lllill DYNAMIC ACTIONS TO SYSTEM KEYS SUCH AS !

LIGHT SOURCES
*  POSTEFFECIS - BLOOM ON OR OFF
* FLARES - LIGHT REFLECTION ON SURFACES, YOUR VIDEO CARD MUST SUPPORT
VERTEX SHADERS OR FHIS WILL BE RENDERED [N EMULATIONMODE, NEGATIVELY
IMPACTING THE FRAME RATE, /. < w S - | @
IR NN

) J A
::'INI-:)NS 40 THE MOUSE BUTTONS AND WHEEL. IF A KEY YOU’RE ASSIGNING TO AN

ACTION IS ALREADY USED FOR A DIFFERENT ACTION, THE PREVIOUSLY ASSIGNED

i it o R
* SKY - SKY DOMEON/OFF ©* ==

SSIG { TKEYS.
S, 1 RE ACTIONS UNASSIGNED TO ANY i_()_

*  WATER - WATER INR ﬁRS, LAKES, ETC OR MO {
\ 3 .t

WANT TO LEAVE
i.:"-ea'& "":ﬁl% 8 e 15
A\

——— S =7, ol : /ah
- = — il -

»

: UK, THE WINDOWS KEY AND ANY OTHER
'SCREEN, SCROLLLOCK, PAUSE, NUMLOCK, THE W ; 3 il
e '%lr‘:;::i)j:nnrrnmu KEYS YOUR KEYBOARD MAY HAVE. NOR CAN YOU REASSIGN

Y \ ] 3 5 FIELD WILL BE HIGHLIGHTED IN
: 'TONSWILL BE CLEARED, AND THE CORRESPONDING 1D [ GHIE
: ‘ﬁg}:-‘wn L:A::PLYING SUCH CHANGES, YOU WILL BE ASKED TO CONFIRM WHETHER YOU
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5.2.4 GANEPLAY = N

LHIS SECTION ALLOWS YOU T0 CHANGE VARIOUS DIFFICULTY SETTINGS AND THE SMART#:. .

. _pPAUSE PARAMETERS FOR THE SPM SYSTEM. THE LISTIS SPLIT INTO TWO GROUPS, . :

ﬁlmm’rnn BY TABS ALONG THE TOP OF THE SCREEN. %
. -\QDIFFICUL'H _ GELECT A PRESET LEVEL OR MANUALLY FINETUNE THE GAME'S

4% “PIEFICULTY LEVEL £

. EVENTS - AUTOPAUSE AND CAMERA BEHAVIOUR

{:.Z‘) DIFFICULTY SETTINGS 2., 5 e
LHE GAME’S DIFFICULTY LEVEL IS DEFINED BY THE FOLLOWING PARAMETERS:

. NO MISFIRE - EVEN A TOTALLY WORN OUT WEAPON WILL NOA MISFIRE},

* MAKING THE GAME MUCH EASIEE ®- %

. FUIL ARMOR - FULL BODY ARMOUR

, WILL PROTECT THE ENTIRE BODY.

. NO CRITICAL HITS - ENEMIES WILL
NOT BE ABLE TO SCORE A CRITICAL HIT
ON YOU.

. IMPROVED MED KIT - ANY MEDICAL
KIT WILL NOT JUST HEAL WOUNDS,

BUT ALSO RESTORE HEALTH.

. LOW ADRENALINE - ADRENAINE
EFFECT ON YOUR MERCENARIES IS
GREATLY DECREASED.

. SLOW ENERGY DRAIN- THE ENERGY
CONSUMPTION IS LOWER FOR MOVEMENT.

. FAGERNESS - MERCENARIES DO NOT
REQUIRE SLEEP WHILE ON THE MARCH.

. JASY MONEY - ITEMS ARE SOLD AND PURCHASED AT THE SAME PRICE, THE

[ MISSION SUCCESS REWARD IS INCREASED AND THE COST OF MERCENARIES IS

5 DECREASED. . ¢

* . QUICK REPAIR - DAMAGED ITEMS ARE REPAIRED QUICKLY. i

- DUMB ENEMIES~ATENEMIES ONLY USE THE MOST BASIC TACTICS.

. SHOW HIT PROBABILITY - WHEN AIMING, THE GAME ENGINE WILL SHOW HIT
PROBABILITY. o ]

. LAST ENEMY - THE LOCATION OF YOUR LAST ENEMY IN THE SECTOR 1S MARKED
WITH A QUESTION MARK. L 1§ Y

e

:’l‘ N |

7.62: HIGH CAL!BRE ALSO HAS THREE PRE-SET DIFFICULTY SETTINGS IN ADDITION TO
ALLOWING YOU TO SET ALL OPTIONS INDIVIDUALLY. IN ADDITION TO EACH OPTION

SETTING, THE PRESET DIFFICU LTY OPTIONS DETERMINE TIONAL PARAMETERS,

SUCH AS THE NUMBER OF ENEMIES YOU ENCOUNTER AND THE MONETARY REWARD FOR |
MISSION COMPLETION. 3

«  EASY - ALL OPTIONS ARE ON

« NORMAL-T ; FOLLOWING OPTIONS ARE ON: NO MISFIRES, FULL BALLISTIC VEST,
LOW ADREN INE; SHOW HIT PROBABILITY AND LAS’I‘\‘ INEMY

. HARD - AL, OPTIONS AREOFE/ 5 S _ AP

. Al{l!l'l'l‘AllY.-:- Al} OPTIONS ARE SET BY THE PLAY TTING 4

g g
ARE SETTONORMAL: | L = 51

g

"« ENEMY DEAD - ONE OF YOUR

TG

Gre.

5.2.6 EVENTS SETTINGS

| lll“Alll()US EVENTS IN COMBAT MODE.
'(Dﬂ“l ING ROWS ARE LISTED IN THE TABLE: 5
NO ACTION - A SOLDIER FULFILLED AN O —_ R IS IN A STAND-BY MODE

- | EXPLOSION NEARBY - A SOLDIER SEES AN EXPLOSION OUT OF SIGHT OF THE

 CAMERA 5

« WOUNDED - A MERCENARY IN YOUR UNIT IS .

. WOUNDED BY THE ENEMY. . - —

o NEW ENEMY SPOTTED - SOMEONE
FROM YOUR UNIT SPOTS A NEW ENEMY.

o KNOWN ENEMY SPOTTED -A
PREVIOUSLY SPOTTED ENEMY IS SPOTTED
AGAIN. 3

. UNDER FIRE - A MERCENARY IN YOUR
UNII IS ATTACKED BY ENEMIES.

MERCENARIES KILLS AN ENEMY.
o FIRES WEAPON - ONE OF YOUR
MERCENARIES OPENS FIRE.
«  GRENADE SPOTTED - SOMEONE IN YOUR
UNIT SPOTS A FLYING GRENADE.
«  NEW SOUND - A SUSPICIOUS SOUND IS HEARD.
«  LOST TARGET - A MERCENARY LOSES HIS TARGET.

W {

lllil}li THE TABLE COLUMNS LIST THE POTENTIAL ACTIONS FOR EACH EVENT: .
+  CAMERA - THE VIEW CAMERA AUTOMATICALLY MOVES TO THE EVENT '

e SELECT - AUTOMATICALLY SELECT THE MERCENARY WHO PARTICIPATED

. IN THE EVENT
'« PAUSE - GAME IS AUTOMATICALLY PAUSED WHE ENT TAKES PLACE
« ICON - THE RIGHT-HAND SECTION OF THE SCREEN DISPLAYS A SPECIAL ICON

. NOTIFYING YOU OF THE EVENT. X ;

IN ORDER TO SET ANY EVENT T0 ANY ACTION, SIMPLY CLICK ON TH
TABLE CELL. WHEN A CELL IS HIGHLIGHTED, IT MEANS THE OPTIO N; WHEN A CELL
IS DARK, THE OPTION IS OFF. FOR EXAMPLE, IF THE NO ORDERS EVENT (MERCENARY
COMPLETED ALL ACTIONS AND HAS NOTHING TO DO) IS SET T0 THE CAMERA, SELECT AND
PAUSE ACTIONS, THEN WHENEVER A MERCENARY BECOMES IDLE, THE GAME WILL
PAUSE, SELECT THE IDLE MERC, AND SWITCH THE CAMERA TO HIM. IN CONTRAST, IF
ONLY THE ICON OPTION IS SELECTED, THEN THE GAME WILL CONTINUE AS NORMAL
WILEN A MERC BECOMES IDLE ANI'WILL SIMPLY DISPLAY AN ICON ON THE RIGHT-HAND
SIDE OF THE SCREEN. IF YOU WISH T0 ACT THEN, YOU WILL HAVE TO MANUALLY PAUSE
THE (igu ND/ OR SELECE THE IDLE MERCENARY. ;
BELOW TIE EVENTS TABLE IS THE SLOW MOTION MODE SCALE. I'T CONTROLS THE SLO-MO
MODE WHEN SHOTS HIT THEIR TARGET. IF YOU ENJOY A CINEMATIC SLOMO DEATH WITH
BODIES OF YOUR ENEMIES SLOWEY FLAILING THEIR ARMS AND FALLING DOWN, DRAG
THE SOROLL BAR ALL THE WAY TO THE RIGHT. IF YOU’D RATHER JUST PLAY THE GAME
WITHOUE DWELLING ON THE GHASTLY DETAILS, DRAG THE CARET ALL THE WAY T0 THE
LEFT TO TURN OFF THE SLOW MOTION MODE comfm'lau’. '

s

= 17

OPRIATE

&4

THIS SCREEN C()NITAINS A TABLE THAT ALLOWS YOU TO SET INTERFACE ACTIONS BASED e

3
1}
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GATHELOADING SCREEN

ﬁi‘lﬂk CREATING YOUR CHARACTER, YOU

LL SEE THE LOADING SCREEN. IT WILL
PEAR EVERY TIME YOU ENTER A NEW
ECTOR OR LOAD A SAVE GAME. THE LEFT-
D SIDE OF THE SCREEN DISPLAYS
{ IMPORTANT INFORMATION SUCH AS ’!‘ll]i
i CURRENT GAME DATE AND TIME, THE NAME ;
AND A SHORT DESCRIPTION OF THE ’
CURRENT SECTOR AND A DOM
GAMEPLAY HINT AT THE lfy’l'l‘OM.

5.3MAIN CHARAGTER CREATION %

LR )
BEFORE EMBARKING ON YOUR EPIC
ADVENTURE IN ALGU! EIRA, tﬂU WILL NEED-
1 TO CREATE A CHARACFER THAT WILL i
* REPRESENT YOU IN THE GAME WORLD. THE
HERO YOU SELECT WILL DEAL Wlfl‘ll ALL
MERCENARIES AND OTHER NPCS:. IF YOUR
HERQ DIES, THE GAME IS ()\'llli, SO TAKE
GO_()D CARE OF YOUR ALTER EGO!,
THE CENTRE OF THE SCREEN DISPLAYS A
GROUP PHOTO OF THE EIGHT POTENTIAL
SAVIOURS OF ALGUEIRA (OR OF
ALGUEIRA’S DOOM). THERE ARE EIGHT POTENTIAL L e
CHARACTERS TO CHOO! FROM, EACH HAILING FROM A DIFFERENT PART OF THE
WORLD. SANJAY FROM INDIA; CAMERON FROM THE UNITED STAT ES; KURT FROM
GERMANY, ALEXEY FROM RUSSIA; GENEVIEVE FROM FRANCE, KIM FROM KOREA, W

- 5.5 MAIN INTERFAGE
THE ILEMENT OF THE GAME . B
BN 15 s OO £ 5 g B v o voun ¢
DIVIDED INTO FOUR SECTIONS:
FAR LEFT. - CURRENT CHARACTER’S

Lo

S SRR

IN. I'T’S

Aae

Bt Foel T Ry

GABRIEL FROM ARGENTINA AND KRISTINA FROM AMERICA VIA BULGARIA. THE Fl‘l!S'l-' r’ INFORMATION ¥ Hho
SIX CHARACTERS MAY BE FAMILIAR TO YOU FROM BRIGADE E5, THE LAST TWO YOU MEET INNER LEFT - WEAPONS, M"ﬂﬂEN ;
FOR THE FIRST T ME IN 7.62: HIGH CALIBRE. HOWEVER, WHILE NEW TO ALGU EIRA, & INVENTORY CONTROL

INNER RIGHT — MINI-MAP AND MESSAGE LOG

PANEL
FAI!‘RIGH’I‘ = OPTIONS AND GAME CONTROLS }

R

THEY’RE NOT NEW TO THEIR CRAFT, AND ARE NO WORSE THAN-THE OTHER SIX IN THE
ART OF WAR. IN ADDITION TO VARIOUS INDIVIDUAL SKILLS, THEIR GENDER AND
NATIONALITY IS ALSO IMPORTANT IN THE NON-POLITICALLY CORRECT WORLD OF
ALGUEIRA. | L

YOU CAN SWITCH BETWEEN POTENTIAL CANDIDATES BY PRESSING THE ARROW BUTTONS
¢ 'TO THE SIDES OF THE CURRENTLY ICTED CHARACTER’S NAME AT THE TOP OF THE LN
SCREEN. YOU CAN ALSO USE HE MOUSE WHEEL WHILE THE CURSOR IS OVER THE GROUP
PICTURE. BY CLICKING ON THE CHARACTER’S NAME, YOU CAN CHANGE CHARACTER.

THE Llil"l‘-llAIS'_l) Sll)m.-'l‘l!li SCREEN CONTAINS A PANEL LISTING ALL OF THE MAIN

PHYSICAL A’l'l‘lllBU’ﬂf.S'.]_)lj‘ THE SELECTED CHARAC’I‘IER._ THESE ATTRIBUTES ARE PRE-

SET AND CANNOT BE MODIFIED AT THIS TIME. HOWEVER AS YOUR CHARAC TER GAINS'
1§

b LEI’S REVIEW EACH ONE IN DETAIL.

551 CHARACTER INFORMATION PANEL

THE CHARACTER INFORMATION PAN| I‘ZL‘ L ) o
(BOTTOM LEFT OF THE SCREEN) bll“(l)wlblllli CU lK‘l{,.N l
CHARACTER’S PORTRAIT AND A DESCRIPTION OF "l HE
- CURRENT ACTION, WITH THE TIME GIVEN FOR ITS

EXPERIENCE, HE OR SHE WILL BE ABLE T0 IMPROVE MOST OF THEM. : ! CURIERT AGKION, METHL VHIE T
THE RIGHT-HAND SIDE OF THE SCREEN CONTAINS A PANEL LISTING THE SELECTED : MERCENARY’S ADRENALINE A SMALL

. ety < I REFLECTS A
CHARACTER’S PROFESSIONAL SKILLS, UNLIKE THE ATTRIBUTES THE SKILLS FOR EACH BLINKING HEART SHOWS A PULSE THAT REFLEC s

HANGE THEM AS YOU CORRELATION OF HEALTH, RGY AND THE

CHARACTER ARE THE SAME BY DEFAULT, AND YOU CAN FREE Y p— . IT.BLINKS, THE
SEE FIT. YOU HAVE 50 BONUS POINTS THAT YOU CAN l)lS'l‘Rl&HE BETWEEN THE § ( ADRENALINE LEVEL. THE ]Il;-_l! P, i :
VARIOUS SKILLS OF A CU RRENTLY SELECTED CHARACTER Hf.l}slNG THE + AND - WORSE YOUR MERCENARY )

BUTTONS ON THE SIDES OF THE HORIZONTAL BARS OR BY DRAGGING THE CARET ALONG BELOW THE ADRENALINE CURVE IS A LIST OF o
THE BAR TO THE VALUE OF YOUR CHOICE. : THE M?‘(IEN ARY’S MOST IMPORTANT COMBAT

SKILLS. THEY ARE ACCURACY, Sll(!().’!‘l_NG‘ l“l:()M :l‘llE
HIP, SNI MARKSMANSHIP, HEAVY WEAPONS

ILL, MELEE COMBAT SKIL]J‘N A THROWN

THERE IS A HINT PANEL BELOW THE PARAMETER AND SKILL PANELS. IT DISPLAYS A
SHORT DESCRIPTION OF THE PARAMETER OR SKILL CURRENTL_Y UNDER THE CURSOR.

AFTER lJI(Yl‘lN(ﬂmliUl.i}lflm' ND DISTRIBUTING T| L POINTS, CLICK 4

- THE BEGIN GAME BUFTON T0 ENTER ALGUEIRA. THE BACK BUFFON WILL RETURN YOU i

.

TO THE MAIN MENU, ' | )

»
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_BAR SHOWS THE CHARACTER’S ENERGY, THE RED BAR SHOWS HIS HEALTH. IF A ti
. ERCENARY IS WOUNDED, THEN A PART OF THE RED SCALE WILL TURN DARK RED, - i)
= INDICATING BLEEDING. THE LONGER THE DARK RED PORTION OF THE SCALE, ’l'llﬂ_lM_(lllll g F_}\‘- 'mg,‘?w IS THE PANEL USED* N -~ b
. IALTH THE MERCENARY WILL LOSE BEFORE HE RECEIVES MEDICAL ATT! ‘N’l‘l(_)N. TOSEE  INVENTORY l'l“l"MS ’l"IHF N‘ g.‘(.) (!Ul(,l('l =t i THE CURRENT CHARACTER’S &/ i
£ AN'EXACT VALUE OF EACH PARAMETER, HOVER YOUR MOUSE OVER THE BAR, AND A TOOL . | THE ITEM (‘Ulll;F N:I‘L\’ lllll( :?:Nl Rll':;(l"(‘ :‘;‘f’l{;llts"lllh T AY THE =& Sll()WlNl'(s I
TIP WILL POP UP. o £ 5 s s ¥ L I CH/ CTER’S S. US kil >
TIP WILL POP UF _ BEST AVAILABLE WEAPON. THE WEAPON INAGE 1S A0COMM Ao py 3 mors o2 T
L § o

§ . N &
THERE ARE TWO VERTICAL BARS TO THE RIGHT OF THE ADRENALINE CUB\\"E.: THE BLUE

it

«h b

ol ANOTHER VERTICAL BAR IS lh(-‘A’l‘F]) TO THE LEFT-HAND SIDE OF THE PANEL ’l‘lli@ ONE ! THE NUMBER OF ROUNDS LE
L 2 ) CAL X CATE L LE SIDE I IL, § I . ! i ) DS LEFT IN THE - V7 gt Wt
GREY IN COLOUR. THE GREY SCALE DESIGNATES THE CURRENT CHARACTER’S VISIBILITY [ | % CHARACTER WILL BEGIN TO RELOAD ’l‘I::vA ;::ZLNZIIN:I Yfm ‘,JL“'K THE BUTTON, THE
~ AND CAMOUFLAGE. ITS VALUE IS l)rli’l‘lillMlNlEl) BY THE CHARACTER’S CAMOUFLAGE I ? 10 MOVE ITEMS BETWEEN N T " USING ALL AVAILABLE SOURCES.
SKILL, THE USE OF CAMO PAINT, AND THE AMBIENT LIGHT LEVEL AT THE CHARACTER’S o> B WEEN INVENTORY SLOTS, CLICK ON AN ITEM

_Y(!U ’!) LIKE TO MOVE AND DRAG IT INTO THE DESIRED SLOT. JUST
l‘!lLMllellEll THAT ALL INVENTORY ACCESS TAKES l‘l:\iF AN l.)' )
SOMI‘E’I'IMES EVEN THE FEW SECONDS THAT A CllAllAC’l:l’f R NEEDS TO
DRAG A MAGAZINE OU’!'J)F A BACK POCKET CAN COST lliNl l{lgl,;l"li'

“CURRENT POSITION. THE LOWER ’l'lyl SCALE, THE LESS VISIBLE THE CHARACEER.

FlNAlj:Y, THERE’S A GREY SILHOUETTE ON THE RIGHT-HAND SIDE OF THE l’ANIZi,;
SHOWING CRITICAL WOUNDS. IF THE HEAD, TORSO OR ONE OF THE EXTREMITIES ARE

MARKED IN RED, THINGS ARE BAD. IT MEANS THAT THE MERCENARY NEEDS TO GO THE { 18 THE UPPER EDGE
¢ A J R EDGE OF THE HANDS SLOT 'AINS

SPITAL, PRONTO! . s 3 S SLOT CONTAINS A BUTTON WIT!
HOSPITAL, PRONTO L 1-! a 3 l,I P ARROW. CLICKING THE BUTTON WILL OPEN THE FY’:‘II:I;N“?:T::;:)I\‘(I:
£ o o e b . PANEL DISPLAYING THE ADDITIONAL WEAPONS THAT EACH NS
5.5.2 CHARACTER ORDERS PANEL & MERCENARY CAN CARRY ON BOTH SHOULDERS AND AROUND His
THE INNER LEFT PANEL OF THE MAIN CONTROL 21 }::;‘;K' A)umyzomm‘ BAR BELOW THE HANDS SLOT IS USED T0 ;sl:q.
PANEL IS USED TO ISSUE COMBAT ORDERS AND 7.'I Flll,‘Al’l ROXIMATE BURST LENGTH WHEN USING FULLY AlJ’l‘()MA’l‘i(‘
ACCESS CURRENTLY SELECTED CHARACTER’S " J o S .
INVENTORY. A4 ) THE ()!JICK-ACCESS POCKETS ARE LOCATED T0 THE RIGHT OF 'l‘lli’
'THE LEFI-HAND SIDE OF THE PANEL CONTAINS | HANDS SLOT. THEY ARE ALWAYS ACCESSIBLE TO THE (:nAlmcumhn CAN CONTAIN

OBJECTS OF NE, 7 RS TO T
CTS OF NEARLY ANY SIZE. ACCESS TO ITEMS IN POCKETS 1S MUCH QUICKER THAN

TO OTHER INVENTORY ITEMS WHICH IS
3 N L Jll lb ny NQ NAl Q ) gy
: B BEST KRpT WHY THINGS LIKE GRENADES AND EXT RA AMMO

erE ; ‘V g g N I i N " .
i ll;::(‘::]‘l:)s’ll‘: ll, ::l%\{ 0"1‘ ‘ll’l‘l P‘A‘l\"hl, CONTAINS SLOTS FOR THE BELT AND TACTICAL VEST
w]rAR]N;; A (‘()u[gr::ll)‘:: 1\11 ;,l hl"llllniﬁll"NSL()'l‘S ARE ONLY ACCESSIBLE WHEN A CllAllA(:'l‘l;lK l; A }
- KING A CORRES 5 ITEM. ACCESSING THESE SLOTS IS SLOWER T JOCKETS
BUT FASTER THAN ACCESSING THE GENERAL INVENTORY. " Lo T 5

TWO ROWS OF ICONS USED TO SELECT HOW THE : I
CURRENT CHARACTER WILL FIRE: f
THE FIRST COLUMN DETERMINES THE TYPE OF A SHOT T0 TAKE: FROM THE HIP, |
SNAPSHOT, AIMED SHOT OR SNIPER SHOT. SOME SHOT TYPES ARE NOT ALWAYS

POSSIBLE. FOR EXAMPLE, YOU CANNOT FIRE FROM THE HIP WHILE PRONE, OR USE A )
SIMPLE AIMED SHOT WITH A WEAPON EQUIPPED WITH A SNIPER SCOPE. r |
THE SECOND COLUMN DISPLAYS THE FIRING MODES. YOU CAN FIRE SINGLE SHOTS (OR )
SEMI-AUTO), SHORT !EIIS’I‘S, FIRE IN FULLY AUTOMATIC MODE OR FIRE GRENADES OUT OF b 4'
AN UNDER-BARREL GRENADE LAUNCHER, IF EQUIPPED. A MORE DETAILED DESCRIPTION :
OF EACH OF THESE OP_'l‘IONS IS AVAILABLE IN THE GAME MECHANICS SECTION. :
TWO MORE ICONS ARE lll_llA’l‘lEl) BELOW THE TWO FIRING MODE COLUMNS:

H AIM POINT - THIS COMMAND ORDERS THE CURRENTLY SELECTED MIZIICIENAI{Y

= T,

<7 ey N, I 1
A Jlé?’?‘

THE BOTTOM LEFL.CORNER OF THE NS
THER LEFT-C ; [ E PANEL CON ]
THE FOLLOWING BUTTONS: b

TO CONSTANTLY KEEP AN AREA YOU DESIGNATE IN HIS / HER SIGHTS. AS SOON AS

AN ENEMY IS SPOTTED IN THAT AREA, THE MERCENARY WILL OPEN FIRE. IF A * - TACTICAL FLASHLIGHT - TOGGLE THE TACTi" :

MERCENARY MOVES, THE AIMING MODE IS CANCELLED. (IF EQUIPPED) POLETHE TACTICAL FLASHLIGHT O/ 0¥
- READY WEAPON - THIS COMMAND ORDERS THE MERCENARY TO KEEP HIS ( *  LASER AIMING MODULE®{0G6LE THE 1Sk |
- WEAPON AT THE READY. THIS WAY, WHEN AN ENEMY IS SPOTTED, THE (IF EQUIPPED) A "HOGGLE THE LASER AIMING MODULE ON / OFF

MERCENARY WILL NEED MUCH LESS TIME TO FILL HIM WITH LEAD! CHARACTERS *  NIGHT VISION - TOGGLE THE e e

CAN WALK OR MOVE WHILE CROUCHED, KEEPING THEIR WEAPON READIED. . ISEPERSON VIEV w4 THE NIGHT VISION EQUIPMENT ON / OFF (IE EQUIPPED)
IV THE CURRENT CHARACTER IS WIELDING SOMETHING OTHER THAN A FIREARM, THEN i e N VIEW - TOGGLE THE FIRST-PERSON VIEW FOR THE SELECTED
THE FIRE MODE COLUMNS WILL CHANGE TO SOMETHING APPROPRIATE TO THE CURRENT o S P

.+ AIM =OPEN THE SIGHTS AIMING WINDOW A ' .

L

WEAPON TYPE. FOR EXAMPLE, YOU CAN THROW OR C( { OFF ADE, THROW OR

STAB WITH A THROWING. KNIFE, DRINK OUT OF A FLASK OR LANDMINE. lk;-A‘N ITEM | VIEW - SHOW THE AREA (:lJm?!;N'l‘LY VISIBLE TO THE anm'cﬁ#n

DOES NOT HAVE ANY UNIQUE ITEMS, THE HIT BUTTON WILL APP HERE, ORDERING FIELD OF FIRE ~ SHOW THE 1-\-RFA THE CHARA( ¥
ot TN A ; i £ EC TER CAN: AT B i
THE MERCENARY TO MlilliijiA'l' TACK AN ENEMY WITH THE CURRENTLY HELD ITEM. ‘2 i 3 o CURREENT POSITION o IR LAN{FIRI, ATFROM HIS
I £ ' L e hEs
e f ; 1 . Bt i
a6 ' - s A
Mg 20 - 21 '

il
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FINALLY, THE RIGHT-HAND SIDE OF THE PANEL CONTAINS A COLUMN ()ii;iqims
THAT SET THE CHARACTER’S MOVEMENT MODE. THERE ARE SIX CHOICES:
SPRINT, RUN, WALK, HIGH CROUCH, LOW CROUCH AND THE PRONE POSITION.
THE MOVEMENT SPEED IS DIFFERENT FOR EACH MODE AND THESE ALSO AFFECT

THE AMOUNT OF N!llSl! PRODUCED WHILE MOVING, THE ENERGY COST AND THE |
VULNERABILITY WHEN'FIRED ON. APRONE CHAR R IS LESS LIKELY TO BE

HIT WITH A STRAY SHOT, BUT MOVING WHILE PRO! S SLOW AND E:
HEAVY. ON THE OTHER HAND, A SPRINTING CHARACTER WILL IMMEDI
ATTRACT THE TION OF HIS ENEMIES, BUT WILL BE ABLE TO GET TO

o

|
| .
y I

|, DESTINATION MUCH FASTER. '

5.5.3 MINI-MAP PANEL

A MINI-MAP TAKES UP THE INNER RIGHT

SECTION OF THE MAIN INTERFACE PANEL.

IINI-MAP SHOWS A BIRD’S EYE VIEW

F THE CURRENT SECTOR; ALL KNOWN
TERS CURRENTLY PRESENT;

AND THE CAMERA POSITION, " gt

THE COLOURED CIRCLES ON'THE MINI-MAP INDICATE THE FOLLO i

*  GREEN = PLAYER CHARACTER AND MEMBERS OF THE PLAYER’S UNIT {

«. BLUE - IMPORTANT NEUTRAL NPCS ; .'

«  YELLOW - OTHER NEUTRAL NPCS (FRIENDLY SOLDIERS, CIVILIANS, ETC) :

«  RED - ENEMIES .

—y——

ik

YOU CAN RECEIVE ADDITIONAL lNl’()l!MA’i‘l()N ON EACH CIRCLE BY HOVERING YOUR
MOUSE OVER IT. MAI\;Y_)_IISSI()N—SI’ECIFIC OBJECTS WILL ALSO HAVE A MINI-MAP TIP.

YELLOW AND RED NPCS WILL ONLY APPEAR ON THE MINI-MAP WHEN THEY ARE VISIBLE
TO SOMEBODY INYOUR TEAM. FOR CONVENIENCE, BLUE NPCS ARE ALWAYS VISIBLE ON
THE MINFMAP. ; »
| “T'HE GOLD SECTION ON THE MINI-MAP SHOWS THE CURRENTLY VISIBLE AREA DISPLAYED
£ MAIN GAME CAMERA. IT EMANATES FROM WHERE THE CAMERA ITSELFIS
TED. CLICKING ANYWHERE ON THE MINI-MAP WILL MOVE THE CAMERA THERE.
iD SOUARES AT THE EDGES OF THE ACCESSIBLE SECTOR SIGNIFY THE EXIT
S. IN COMBAT THESE ARE THE ONLY AREAS FROM WHICH THE SECTOR CAN BE {
) {1 £ 3

70N
EXITED. : B,

AN ARROW ICON IN THE UPPER RIGHT-HAND CORNER OF THE PANEL MAXIMISES THE
MINI-MAP AND THE WINDOW WITH THE TWO ARROWS IN THE UPPER T-HAND CORNER
TOGGLES THE WINDOW BETWEEN THE MINI-MAP AND THE TEXT MESSAGE LOG MODE.

i 2

. 5.580PTIONS PANEL ; ) I
’l‘ﬁl PANEL AT THE RIGHT EDGE OF THE MAIN INTERFACE DISPLAYS
VARIOUS GAME OPTIONS. IT ALSO SH
AND THE IN-GAME TIME. ' b ; .’ : N T
v LEAVE - THIS BUTTON EXITS THE SECTOR AND OPENS THE STRATEGIC

ADDITIONAL ICONS ALLOW ACCESS

n INVENTORY - (;i’l;lN THE CHARACTER’S MAIN INVENTORY:

OWS YOUR l]Nl’l"S‘_"(fllBl{llN’l‘ FINANCES

MAP. WHILE IN COMBAT, THIS BUTTON IS ONLY AVAILABLE IF YOU'RE
LOCATED INSIDE AN EXIT ZONE. .
PAUSE / UNPAUSE - THIS BUTTON STOPS AND l{hl‘IMhS THE FLOW
OF IN-GAME TIME. YOU CAN ALSO USE THE SPACE ll()'! Kl‘ . LBCIED
WAIT / CANCEL - THIS BUTTON LEAVES THE Cl]l!llla‘NllX :Sla LECTE!
CHARACTER IDLE IN COMBAT, OR CANCELS THE WAIT ‘()ll‘l)lxll.
RECORD - THIS BUTTON GIVES A SEQUENCE OF ORDERS

TO THE CHARACTER. RS

MENU - THIS BUTTON OPENS THE MAIN MENU.

TO OTHER IMPORTANT GAMEPLAY SCR]EEN?:
THE JOURNAL WITH A DIARY, MISSION LOG AND

wess JOURNAL - OPENS 11 e
ﬂ INFORMATION ON CH@BAC’I‘E“S AND LOCALES. : . 5

R ol 3

- RADIO - GET THE TATEST NEWS FROM THE OFFICIAL RADIO STATIONS

OR THE UNDERCOVER REBEL RADIO NETWORK.

. MAP - OPEN THE STRATEGIC MAP.

.'n" ‘
Y
i
B
e v
) b e o 1 1}
>
6) 6
= o
A .

$5000
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‘t_( SCREEN. EACH PORTRAIT AIS() DISPLAYS THE MERCENARY’S NAME, HIS /
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15 OTHER WIAIN INTERFAGE EL EMENTS
MERCENARY PORTRAITS ARE LOCATED ALONG THE LEFT EDGE OF THE

HER SEQUENCE NUMBER; CU! RRENT ACTION AND T HEIR ENERGY AND g |
HEALTH. TO QUICKLY SELECT A CHARACTER, PRESS THE CORRESPONDING NUMBER KEY |
* ON YOUR KEYBOARD. YOU €AN ALSO CYCILE T! HROUGH CHARACTERS WITH THE TAB KEY {
‘OR BY CLICKING THEIR PORTRAF| T. A SECOND CLICK OR KEY PRESS WILL M(WI' THE
“CAME RA TO THE MERCENARY’S P()b’l‘ TON.

s | IF A PORTRAIT TURNS GREY, IT MEANS THE CHARACTER CANNOT CURRENTLY
BE CONTROLLED, FOR EXAMPLE DUE TO LOSING CONSCIOUSNESS OR BEING IN
SHOCK.

1
R R

=h,

3
IN COMBAT, ADDITIONAL LABELS WILL APPEAR ALONG THE RIGHT EDGE OF THE SCREEN. .
THESE ARE THREAT INDICATORS. IF A LABEL IS RED, THE ENEMY CAN CURRENTLY BE
SEEN BY THE CURRENTLY SELECTED CHARACTER. A GREY LABEL MEANS AN ENEMY
CURRENTLY VISIBLE TO SOMEBODY ELSE IN YOUR UNIT. NUMBERS SHOW THE DISTANCE
TO EACH ENEMY, A_J) ARROWS SHOW THE DIRECTION TO THE ENEMY. YOU CAN MﬂVl"
YOUR CAMERA TO EACH ENEMY BY CLICKING ON THE ENEMY’S LABEL. h

: Y

R, - T T
o

RIGHT-CLICKING AN OBJECT WILL DISPLAY A POP-UP
CONTEXT MENU, ALLOWING VARIOUS ACTIONS TO BE ;
PERFORMED ON THAT OBJECT. THE LIST DEPENDS ON THE : Info
ITEM TYPE (FOR EXAMPLE, FOLD STOCK I'TEM IS ONLY AVAILABLE FOR
WEAPONS WITH FOLDING STOCK), ON ITEM LOCATION (CERTAIN ACTIONS CAN ONLY BE
PERFORMED WHEN AN ITEM IS HELD IN CHARACTER’S HANDS) AND GAME MODE (SOME
OPTIONS ARE _(INLY.A-VAIL-QBLE WHEN TRADING, FOR EXAMPLE).

-NEF Un ohjet

o

- HOLSTER.

* CONFIGURATION OF NEW INVENTORY SPACE DEPENDS ON THE 'mE’l

‘i.!i li IN\IFN'I'()I!\'" '
%}'Ugm A MODULAR INVENTORY SYSTEM. YOU CAN PLACE VARIOUS OBJECTS IN 4%

DNTAINERS AND THUS STORE MORE ITEMS. ! UCH ITEMS CAN BE REMOVED AN!
0 ANOTHER MERCENARY OR LEFT ON THE Qll

Jln' ENTIRE INVENTORY IS ARRANGED INTO = -]
'ﬁl LS. ONLY ONE ITEM CAN BE LOCATED IN S
ONE CELL. EACH ITEM TAKES UP A SPECIFIC
AMOUNT OF CELLS. AN ITEM CAN BE UP TO
FIVE CELLS WIDE, AND NO MORE THAN TWO
CELLS HIGH. MANY WEAPONS ALSO HAVE A
FOLDING STOCK, WHICH CAN FURTHER
SAVE INVENTORY SPACE. FOR EXAMPLE,

A MICRO UZI MACHINE llAl%iGUN WITH
THE STOCK FOLDED CAN EVEN BE KEPT IN
A TROUSER POCKET OR A HANDGUN

EACH CHARACTER’S BASIC INVENTORY
ALWAYS HAS TWO 2X2 CELL POCKETS,

AS WELL AS SLOTS FOR HANDS, LEFT AND
RIGHT SHOULDER, NECK, AND A ROW OF
SPECIFIC PLACES FOR VARI()U S OTHER
ITEMS.

THE HAND SLOT CAN BE USEI) TO HOLD ANY ITEM. IN -
ORDER TO USE ANY ITEM YOU HAVE TO PLACE IT INTO THE llANl)b sLor.

YOU CAN ONLY KEEP FIREARMS IN THE NECK AND SHOULDERS SLOTS (EXCEPT l'(lll
HANDGUNS).

YOU CAN KEEP ANY SUFFICIENTLY SMALL ITEM IN THE TROUSERS POCKETS SL()’l‘.
YOU CAN WEAR BODY ARMOUR ON THE CHEST. R/

.A SPECIAL BELT SLOT ALLOWS YOU TO KEEP MAGAZINES, GRENADES, KNIVES, AMMO
BOXES AND OTHER APPROPRIATELY SMALL ITEMS, AS WELL AS CONTAINING UP TO TWO
POUCHES WHERE YOU CAN KEEP ADDITIONAL ITEMS. :
THEJINVENTORY SCREEN ALSO HAS SPECIAL SLOTS FOR GEAR AND | AC
EQUIPPING THOSE ITEMS GIVES Y(m Al)lll'l TONAL INVENTORY SP

BACKPACK. A “-".: 4
THE UPPER PART OF THE SCREEN CONTAINS A CHARACTER PAPER Dﬂllf. THIS HAS TWO
ADDITIONAL ITEM SLOTS FOR THE CHARACTER’S HEAD AND FACE WlllCl]. CAN BE USED
TO EQUIP HELMETS AND A NIGHT-VISION DEVICE. "f

IN ORDER TO OPEN A Ml,ll(‘laNAm’b INVENTORY, SELECT THE MEll(‘l!Nﬂl{Y AND PRESS
THE I KEY. THE SCREEN THAT OPENS CAN BE USED TO ACCESS THE ENTIRE INVENTORY;
HOWEVER SOME OF THE POCKETS ARE SHOWN SEPARATELY ON THE CHARACTER
C()N’l'l{_?L PANEL (SUCH POCKETS ARE CALLED “QUICK” POCKETS). THESE QUICK
POCKETS MAKE IT EASIER TO ACCESS SOME INVENTORY ITEMS. A l;bSlN‘(; QUICK
POCKETS REQUIRES L 'llME THAN ACCESSING THE MAIN IN 1m ISPECIALLY
COMPAR] ‘!j TO THE BA()I(I’APK) THE CONTROL PANEL HA l'lll’ lAOl,[])Wl LOTS:
~HAND! DT, BELT POCKETS AND SOME POCKETS ON o CTICAL ARMOUR. YOU CAN

IDENTIFY !!U ICK POCKETS BY OPENING A MERCENARY’S INVENTORY AND CHECKING TO

[J'l-PMI’N’l‘ ITEMS APPEAR IN THE (‘HAllA("l‘El

6
25
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o

THERE ARE SEVERAL WAYS TO PICK UP ITEMS FROM THE GROU ND. FOR A QUICK PICK-" ¥
UP, MOVE THE CURSOR OVER ANY ITEM ON THE GROUND, HOLD DOWN THE CTRL KEY
yﬂ.ﬂl) LEFI-CLICK THE ITEM. THIS WILL CAUSE YOUR CHARACTER TO PICK UP THE
.--’SIEI.IZC’I‘IZ]) ITEM. PRESSING CTRL HIGHLIGHTS ALL GROUND ITEMS IN THE CHARAC]

'ER’S o

SIGHT RANGE. ITEMS HIGHLIGHTED IN YELLOW CAN BE PICKED UP. IF AN ITEM N3

HICHLIGHTED IN RED, IT MEANS THAT THIS ITEM IS NOT YET ON THE GROUND AND .

' CANNOT BE PICKED UP AT THIS TIME. WHEN YOU MOVE THE MOUSE CURSOR OVER AN

. JITEM, YOU CAN SEE ITS DESCRIPTION DISPLAYED ALONGSIDE. e
ANY ITEM IN YOUR INVENTORY CAN BE THROWN OUT. TO DO THIS, CLICK THE ITEM AND

“DRAG IT BEYOND THE INVENTORY SCREEN BORDERS. A NEW ARROW-TYPE CURSOR WILL
APPEAR WHICH YOU CAN USE TO INDICATE WHERE YOU WANT THE ITEM TO.BE THROWN.
AN I'TEM IN YOUR HANDS CAN BE-QUICKLY THROWN OUT BY PRESSING THE D HOTKEY,
OR VIA'‘A RIGHT-CLICK CONTEXT MENU OF AN ITEM (SEE THE “THROW AWAY ITEM”
SECIION). IF YOU NEED AN ITEM TO BE THROWN REALLY FAR, OR TO SPECIFY A
TRAJECTORY FOR ANY OTHER REASON, HOLD DOWN THE SHIFT KEY WHILE THROWING
AN ITEM. THIS WILL DISPLAY A THROWING TRAJECTORY, WHICH YOU CAN MODIFY BY
MOVING THE MOUSE.
IF YOU NEED TO PERFORM ACTIONS WITH SEVERAL ITEMS ON THE GROUND, OR TO
SEARCH A DEAD BODY, IT IS ADVISABLE TO USE THE GROUND PICK-UP SCREEN. TO DO
THIS, OPEN THE MERCENARY’S INVENTORY AND/OR PRESS THE G KEY. A SCREEN WILL
POP UP SHOWING ALL GROUND ITEMS AND DEAD BODIES LOCATED IN THE VICINITY OF
THE CURRENTLY SELECTED MERCENARY. YOU CAN MOVE THROUGH THE GAME WITH THE
GROUND PICK-UP SCREEN OPEN AND YOU WILL NOTICE THAT ITEMS WILL APPEAR AND
DISAPPEAR FROM THE LIST. WHEN THERE ARE NO ENEMIES PRESENT IN THE SECTOR,
THIS SCREEN WILL SHOW ALL SECTOR ITEMS VISIBLE TO ANY MERCENARIES. YOU CAN.
PICK THEM UP. WITHOUT LOSING ANY TIME FOR SEARCHING, UNLESS THE PATH TO THE
ITEM IS BLOCKED.
IN ORDER TO PICK UP AN ITEM FROM THE GROUND, DRAG IT INTO YOUR INVENTORY.
YOU CAN PLACE ITEMS BACK ON THE GROUND IN THE SAME MANNER. IF YOU WANT TO

it  SEARCH A DEAD BODY, RIGHT-CLICK ON I'T AND CHOOSE THE APPROPRIATE CONTEXT

. MENU ITEM. ON THE RIGHT-HAND SIDE YOU WILL SEE ANOTHER POP-UP SCREEN WITH |

THE DEAD ENEMY’S EQUIPMENT. YOU CAN LOOK INSIDE BACKPACKS AND OTHER
CONTAINERS USING TH  SAME METHOD.

F i

IN ORDER TO REMOYE l__’l‘l_Z‘R_lS FROM A DEAD BODY, YOU CAN RIGHT-CLICK THE DEAD BODY

AND SELECT THE SEARCH ITEM IN THE CONTEXT MENU THAT POPS UP. AN ADDITIONAL
ENEMY INVENTORY SCREEN WILL APPEAR WHICH IS SIMILAR T0 THE GROUND PICK-UP
SCREEN. HERE, ITEMS CAN BE MOVED INTO YOUR INVENTORY OR DROPPED ON THE &
GROUND. ANOTHER, QUICKER WAY OF PICKING UP ITEMS FROM THE GROUND IS BY
SELECTING THE REMOVE BODY OPTION IN THE POP-UP CONTEXT MENU. USING THIS WILL
AUTOMATICALLY DROP ALL ITEMS FROM THE DEAD BODY ONTO THE GROUND.
THE UPPER SECTION OF THE PANEL CONTAINS A FEW BUTTONS THAT CAN BE USED T0
SORT INVENTORY ITEMS. YOU CAN SWITCH BETWEEN A LIST OF WEAPONS, AMMUNITION
AND OTHER ITEMS, AND ALSO RETURN A FULL LIST OF ALL GROUND ITEMS. IT ALSO
CONTAINS BUTTONS TO REMOVE ALL DEAD BODIES IN THE SECTOR, AND TO MOVE ALL
ITEMS TO YOUR VEHICLE’S TRUNK, IF YOU HAVE ONE.
REMEMBER: PICKING UP ITEMS AND SORTING THEM IN THE INVENTORY IS AN
UNINTERRUPTIBLE ACTION WHICH TAKES A LOT OF TIME; TR (ILL ALL ENEMIES
IN A SECTOR FIRST AND 60 THROUGH THEIR S'l‘l]l’F—lA‘l‘E!W»- ' s

Fioget L
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5.5.7 ITEM INFORMATION \
IN ORDER TO STUDY AN OBJECT IN DETAIL, RIGHT-CLICK IT AND SELECT THE
INFORMATION OPTION. A WINDOW WILL OPEN, SHOWING THE ITEM’S NAME. IF THE
. OBJECT IS A WEAPON, THE NAME WILL ALSO CONTAIN ITS CALIBRE OR ANOTHER
l;hg')_l}'l" ' PARAMETER SUCH AS MOUNT TYPE, 5
ETC. THEWINDOW WILL ALSO CONTAIN A o
ll)ﬁl‘}\lljil) ITEM DESCRIPTION, A 3D MODEL OF
’_ E OBJECT, AND ITS MAIN SPECS. THE SPECS % A
WILL BE FURTHER EXPLAINED IN THE COMBAT
f SYSTEM SECTION OF THIS MANUAL. o
\ l‘l" YOU ARE VIEWING ITEM INFORMATION FOR A
FIREARM, PAY CLOSE ATTENTION TO THE
| ACC!I“AQY SPEC. THERE’S A CURVES BUTTON
NEXT 1O IT; PRESSING IT WILL OPEN AN
ACCURACY CURVE FOR THE CURRENT WEAPON.
DIFFERENT COLOUR CURVES CORRESPOND TO
VARIOUS AIMING MODES. THEY SHOW THE
WEAPON’S ACCURACY BASED ON DISTANCE,
PRESENCE OF SILENCERS AND BIPODS, AND THE
POSITION OF FOLDING STOCK. A LIGHT-GREEN
LINE IS THE BASE CURVE FOR A STOCK WEAPON.
THE CLOSER ALL OTHER CURVES ARE TO IT, THE
BETTER THE CURRENT CHARACTER IS AT FIRING oV
THIS WEAPON. THE CURVES ARE BUILT INDIVIDUALLY FOR EACH MERCENARY; BASED ON
THEIR HEALTH AND ENERGY LEVEL, AND THEIR SKILL LEVEL WITH THIS PARTICULAR
WEAPON. CORRESPONDINGLY, WHEN HANDING THE WEAPON QVIER TQ ANOTHER
CHARACTER, THE CURVES WILL LOOK DIFFERENT. e ot ¥
THE GAME ALLOWS YOU TO COMPARE DIFFERENT WEAPONS. THIS IS USEFUL WHEN
TRYING TO DECIDE BETWEEN TWO SIMILAR WEAPONS. TO USE THIS FEATURE, OPEN THE
INFORMATION WINDOW FOR THE FIRST WEAPON THEN RIGHT-CLICK THE SECOND ITEM
“_IN YOUR INVENTORY AND SELECT THE COMPARE ITEM. THE INFORMATION PANEL WILL
THEN DISPLAY A COMPARISON TO THE SECOND ITEM. 3

558 MAGAZINE LOADING PANEL

YOU CAN FREELY LOAD AMMUNITION
MAGAZINES WITH ANY COMBINATION OF
DIFFERENT TYPES OF ROUNDS. A SI'MPILIE WAY
TO LOAD A MAGAZINE IS TO DRAG'AND DROP
AN AMMO BOX OF COMPATIBLE CALIBRE ONTO
IT. THE OTHER METHOD WHICH ALLOWS YOU
TO LOAD A MAGAZINE WITH A SPECIFIC
PATTERN, SUCH AS 1 AP + 2 FMJ USES THE
MAGAZINE LOADING PANEL. @&

TO ENTER THIS MODE, RIGHT-CLICKA
MAGAZINE AND SELECT THE FILL MAGAZINE
CONTEXT MENU ITEM. A SCREEN WILL POP
UP. ITS UPPER SECTION WILL DISPLAY THE
CU llllliNfL‘ﬂNl‘lEN’l‘S OF THE MAGAZINE, AND THE BOTTOM SECTION WILL
Qll(l:%AILIL AMMO BOXES AND FREE ROUNDS OF COMPATIBLE CALIBRE C_URI{ENII‘LY HELD
INT {AC'I‘ER’S_INVEN’I‘ORY. YOU CAN FREELY LOAD THE MAGAZINE BY CLICKING
ANY ()F_;l_!ll'ESE SOURCES. A REPEAT BUTTON WILL AUTOMATICALLY FILL THE MAGAZINE
USING T

; CURRENT PATTERN. THE OK BUTTON IS USED TO COMPLETE THE LOADING
W ¥\ -

29 ;
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W‘l RADIO PANEL
" TW0 RADIO STATIONS ARE FIGHTING FOR DOMINANCE OF ALGUEIRA’S
;114 ATRWAVES. RADIO ALGUEIRA IS )
#.. CONTROLLED BY THE GOVERNMENT AND_
‘t HE VOICE OF FREEDOM IS RUN BY THE
S INSURGENTS. TO SWITCH BETWEEN THE
HANNELS, USE THE BUITONS ALONG THE
TOP EDGE OF THE PANEL. 4
THE TOP SECTION OF THE RADIO PANEL IS
USED TO SHOW THE CURRENT RADI( B asians
BROADCAST; THE LOWER SECTION CONTAINS T :
AN ARCHIVE OF RADIO MESSAGES WITH
TRANSCRIPTS OF EARLIER BROADCASTS.
CONTENTS OF BOTH SECTIONS CAN BE
BROWSED THROUGH WITH THE SCROLL WHEEL
ON YOUR MOUSE. SOME NEWS IS BASED ON
VARIOUS WORLD EVENTS, OTHER NEWS IS A DIRECT RESULT OF YOUR ACTIONS. 5
WHENEVER A NEW RADIO BROADCAST IS AVAILABLE, THE RADIO BUTTON ON THE MAIN A
PANEL WILL BEGIN FLASHING. ¥ WhE AT
KEEP IN MIND THAT NOT EVERYTHING YOU HEAR IN ALGUEIRA’S MEDIA IS TRUE. BOTH
THE GOVERNMENT AND T BELS TRY TO SPIN THE NEWS TO FURTHER THEIR CAUSE.
THE TRUTH IS USUALLY SOMEWHERE IN THE 3
MIDDLE. ;

- : i
é’f-ﬁ /) b

i el &
''HE'TOP LEFT-HAND CORNER OF THE SCREEN CONTAINS THE CURRENT DATE AND TIME, ¥
i) YOUR UNIT’S FINANCES; THE BOTTOM LEFI-HAND CORNER CONTAINS BUTTONS FOR
CCESSING THE RADIO PANEL, AND RETURNING TO THE MAIN GAME OR THE STRATEGIC i
MAP. g i £

gl‘l, THE JOURNAL SECTIONS ARE ARRANGED AC(,‘OI“)ING. ;1‘0 THE SAME PRINCIPLE. THE
UPPER SECTION OF THE SCREEN CONTAINS A LIST OF TOPICS, SUCH AS MISSIONS,
PEOPLE OR LOCATIONS, AND THE LOWER SECTION CONTAINS RELEVANT INFORMATION

ON THE CURRENTLY SELECTED TOPIC. TO SELECT A ’l‘(y‘l(l‘, SIMPLY CLICK ONIT WITH
7

YOUR MOUSE. "
AS YOU ACQUIRE NEW INFORMATION, THE JOURNAL WILL BE AUTOMATICALLY UPDATED

F; THE UNIT INFO SECTION ALLOWS YOU TO LEARN MORE ABOUT THE MEMBERS OF YOUR
?' ' UNIT. IN ADDITION, THE SECTION ALSO CONTAINS THE ALK TO AND A.LS. REPORT

" BUTTONS. THE FORMER IS USED TO TALK TO A NEW RECRUIT,
= LEARN NEW INFORMATION, EXTEND OR -
i REVOKE CONTRACTS AND ASK THE =
MERCENARY TO WAIT FORYOU IN A
SECTOR. THE LATTER IS USED TO READ
,’ THE MERCENARY’S BIO.

| b.1 STRATEGIC MIAP
%? : THERE ARE SEVERAL WAYS TO GET TO THE
.« STRATEGIC MAP: EITHER PRESS M AND
zr  SWITCH TO THE MAP SECTION, OR, WHILE IN
A SECTOR EXIT, PRESS THE LEAVE BUTTON IN v i
THE UPPER RIGHT-HAND CORNER OF YOU R 2
SCREEN. /
ALL SETTLEMENTS ARE SHOWN ON THE STRATEGIC MAP AS SQUARES. THE COLOUR OF
THE SOQUARE DEPENDS ON THE FACTION CURRENTLY IN CONTROL. GOVERNMENT
CONTROLLED AREAS ARE GREEN; REBEL SECTORS ARE RED. NEU » JAWLESS
LOCATIONS ARE ORANGE. AS THE GAME PROGRESSES, ADDITION 'TONS WILL COME
| INTO PLAY, WITH THEIR OWN COLOURS. ONCE ALGUEIRA PLUNGES INTO CIVIL WAR, YOU
WILL BE ABLE TO TAKE OVER OTHER FACTION’S SECTORS AND BRING THEM UNDER YOUR
EMPLOYER’S CONTROL. YOU MAY EVEN BE ABLE TO KEEP SECTORS FOR YOURSELF, IN
WHICH CASE THEY WILL BE HIGHLIGHTED IN YOUR PARTY’S COLOURS. ;.

56JOURNAL ©

{, YOUR CHARACTER’S JOURNALIS USED T0
¢ STORE ANY IMPORTANT INFORMATION YOU
"' COME ACROSS DURING YOUR TRAVELS IN
ALGUEIRA, INCLUDING. YOUR MISSIONS AND
NOTES ON LOCAL CITIZENS.
THE LEFT-HAND'SIDE OF THE SCREE
(CONTAINS LINKS TO SEVERAL DIFFE
SECTIONS OF THE JOURNAL:
. CURRENT MISSIONS - ALL INFORMATION
ABOUT CURRENT MISSIONS (QUESTS) -~
. COMPLETED MISSIONS - AFIER YOU SUCCESSFULLY COMPLETE A
MISSION, ALL ETS INFORMATION WILL BE MOVED TO 'l'ﬁcmm :

e el
. 2 9 S S QECT S A G R 2 S | AT FIRST YOU WILL KNOW NOTHING ABOUT THE COUNTRY EXCEPT l’ﬂﬁ THE LOCATIONS
. FAILE 'S — THIS SEC IMINDI UR FAILURES k¥
:;:lll.i!‘:;\;z«l(l’bs,:(l:ll\: g]::‘lll(:l; :‘:nl;l(:‘l:;: ?;;l;l:;nl:li.ﬁ:lq }“;::)::: i‘l;l{l;ll‘hll“‘l{s OF OF ITS LARGEST CITIES. YOU WILL HAVE TO EXPLORE ALL OTHER LOCATIONS ON YOUR
2 I ‘U= D DL L D 3 ) ) M wlh, ‘

OWN, EITHER BY PASSING THROUGH THEM, OR BY TALKING TO LOCALS. THE MAP OF
ALGUEIRA IS BIG - TO SCROLL THROUGH IT, HOLD DOWN THE LEFT MOUSE BUTTON AND
MOVE YOUR MOUSE IN THE DESIRED DIRECTION.

YOUR UNELIS REPRESENTED BY {'i‘l!lANGU LAR ARROW INSIDE A CIRCLE. IN ORDER TO
OUR UNIT, SIMPLY CLICK QN YOUR NEW DESTINATION. PAY CL SE ATTENTION TO
RED CIRCLES AROUND YOUR UNIT. A BLUE CIRCLE SHOWS YOUR UNIT’S

LD OF VIEW. A RED CIRCLE IS YOUR UNIT’S VISIBILITY TO POTENTIAL

YOUR UNIT
. MERCENARIES - THIS SECITON CONTAINS INFORMATION ABOUT MERCENARIES
AND OTHER CHARACTERS WHO MIGHT HAVE FOUGHT WITH YOU PREVIOUSLY, BUT
WHO/ARE NOT CURRENTLY A PART OF YOUR UNIL: 4
«  POPULATION '-'m\*_v_l_‘pl&(;"\"‘(')u FIND OUT ABOUT AN/
HERE, A
«  LOCATIONS - DES

l!é"l‘-l'(l'NS OF PLACES YOU HAVE VISITED

Viesge 28
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=+ ADVERSARIES. THE SIZE OF BOTH DEPENDS ON THE TIME OF DAY, YOUR M(WE{WN’!"
m-_. SPEED AND YOUR MEANS OF TRANSPORTATION. IF THE BLUE CIRCLE IS BIGGER THAN
~ 4 THE RED, YOUR CHANCES OF SPOTTING AN ENEMY AND POTENTIALLY AVOIDING A
st “BATTLE ARE GOOD. " ;
IF YOUR DESTINATION IS A SETTLEMENT, THEN AS SOON AS YOU REACH IT YOU WILL BE |
OFFERED ENTRY TO THE SECLOR. YOU-DON’T NEED TO LOAD THE SECTOR IMMEDIATELY,
| BUT YOU CAN FOR AS LONG AS YOU STAY INSIDE THE SETTLEMENT SQUARE. IN ADDITION, { l
* YOU CAN ENTER A WILDERNESS SECTOR AT ANY TIME, EVEN IF YOU’RE NQT NEAR A 1
SETTLEMENT. IN THAT CASE, A RANDOM U NPOPULATED SECTOR OF AN APPROPRIATE
TERRAIN TYPE WILL BE L{)ADEP. ] .
IF YOU ARE REASONABLY CONFIDENT THAT YOUR UNIT IS SAFE WHILE MOVING l
THROUGH THE MAP, YOU CAN ACCELERATE THE FLOW OF IN-GAME TIME. T DO THAT, | B
USE THE SCROLL BAR ON THE LEFI-HAND SIDE OF THE SCREEN » BELOW THE CURRENT l
DATE. IF YOU MOVE IT ALL THE WAY TO THE RIGHT, THE GAME TIME WILL FLOW Riad
EXTREMELY FAST, BUT YOU MAY NOT BE ABLE TO REACT TO THREATS IN TIME. YOU CAN

FIND AN OPTIMAL BALANCE BETWEEN SPEED AND SAFETY BY MOVING THE TIME i F

ACCELERATION SETTING TOWARDS THE LEFT. YOU CAN U SE THE SPACE-BAR, OR THE
PAUSE BUTTON T0 THE LEFT OF THE ACCELERATION BAR T0 PAUSE THE GAME

AT ANY TIME. )

IN THE LOWER LEFT SECTION, BELOW THE CHARACTER PORTRAITS, IS ANOTHER | 1 ¥
SIMILAR SCROLL BAR THAT CONTROLS THE SPEED OF YOUR UNIT’S MOVEMENT. AS YOU

MODIFY THE SPEED{YOU’LL SEE HOW SOME IMPORTANT PARAMETERS ARE CHANGED. I
THEY WILL BE CALCULATED BASED ON EACH OF YOUR UNIT MEMBERS’ SKILLS:

* SPEED - DEFINES THE GENERAL MOVEMENT SPEED OF YOUR UNIT |
* CAMOUFEAGE - DEFINES HOW VISIBLE YOUR UNIT IS TO POTENTIAL ENEMIES (
 VISIBILITY - DEFINES HOW FAR YOUR UNIT CAN SEE '

P,

YOU CAN FIND AN OPTIMAL BALANCE OF THESE PARAMETERS BY MOVING THE SPEED

CARET AND FINDING A GOOD COMBINATION OF SPEED AND CONCEALMENT. THROUGHOUT | ‘ .

THE PROCESS, YOUR UNTT’S ROUTE WILL BE AUTOMATICALLY MODIFIED AS REQUIRED.

WHEN MOVING SLOWLY WITH MORE CONCEALMENT, YOUR ROUTE ALONG ROUGH :
TERRAIN WILL BE RELATIVELY STRAIGHT, GOING ACROSS HILLS, MOUNTAINS AND 4
OTHER NATURAL OBSTACLES. WHEN MOVING VERY FAST HOWEVER, YOUR ROUTE WILL
BE MUCH LESS STRAIGHT, TRYING TO STICK TO ALGUEIRA’S WINDING ROADS. MOST
ROADS IN THE COUNTRY ARE SURPRISINGLY GOOD AND ALLOW FOR FAST TRAVEL
BETWEEN SETTLEMENTS COMPARED TO HIKING THROUGH THE JUNGLE. HOWEVER
STAYING ON THE ROAD GREATLY INCREASES YOUR CHANCIZS-"_QP‘BEING AMBUSHED OR
OTHERWISE ATTRACTING UNWANTED ATTENTION. =

THERE ARE THREE BUTTONS ABOVE THE CHARACTER PORTRAITS. THE FIRST ONE
IMMEDIATELY STOPS THE UNIT AND CANCELS THE CURRENT ROUTE. THE SECOND ONE
TELLS THE UNIT TO STOP AND TAKE A LITTLE SHUT EYE, IN CASE THEY’RE TIRED. THE
THIRD BUTTON IS USED To ENTER A CURRENT SECTOR, WHETHER I'T’S RANDOM
WILDERNESS OR A@!L’R_‘LEMIL;N’I‘. y s

b

o
Bl e

£

5y

f N Q T Q1Y Al U N E x‘ lN A
_ YOU’LL HAVE THE OPTION TO SELL THE ENTIRE TRUNK IN ONE SHOT. STORING ITEMS il

- TO THE GOVERNMENT, RED ARE GUERILLAS, BLUE ARE PALINERAN SOLDIE

5.1.1 TRANSPORTATION Wi SERCL N
ONE DAY YOU JUST MIGHT BECOME RICH ENOUGH TO AF FORI: ll‘vl‘,;:)l::l,:[ J(’:‘l‘!“ll':'::::j:lb
L i Niy ECEIVE ONE AS A GIFT. HAVING ONE OF SE ) LES
BE LUCKY ENOUGH TO RECEIVE ONE i T g
EAT! IASE EMENT SPEED AND A HANDY ¢ GE §
WILL GREATLY INCREASE YOUR MOV i R s L S ALL MTrans
) SAT CAN BE USED TO TRANSPORT A SMALL MIL s
COMMONLY KNOWN AS A TRUNK C ! el 5488
; THE GAME J S TYPES OF VEHICLE, FROM A S LE )
ARSENAL. THE GAME HAS VARIOUS L iinperbl vt S
D PERS i ¢ ER (WHICH UNFORTUNATELY COMES Ul
AN ARMOURED PERSONNEL CARRI NESPLUN: LUPING T0P SER !
2] CARS N DUAL CHARACTERISTICS, INCL! N D, %
TURRET). ALL CARS HAVE INDIVIE T NCED 10 WORMY AROR P
. TIES A CARGO SPACE. YOU DON’T NEED
OFF-ROAD CAPABILITIES AND CARG( ey T 1
C . ) b ESTROYED. YOU JUST CAN’T FIN
BUT A CAR CAN BE DAMAGED OR DES ! ST A ! '
A:BU EIRA, SO A WRECKED CAR WILL USUALLY HAVE TO BE ABANDONED. ‘ LA
YOU CAN ONLY HAVE ONE VEHICLE AT ANY GIVEN TIME. IF YOU BUY A NEW CAR, Y )
HAVE TO GET RID OF THE OLD ONE. ‘ . A
THE CAR’S INVENTORY CAN ONLY BE OPENED IN 'l‘AC’l‘l]CAL‘ :ll:;’l)(l,'l‘,l:)ll{l ll gl;())l:)(;‘lfl , ll{l]lrL
JUND PIC SCREEN. T THIS, OPEN THE INVENT i 1 KE )
GROUND PICK-UP SCREEN. TO DO X it ouS 1ke AN ANRowW
C SCREE D CLICK THE BUTTON THAT L S LIKE
GROUND PICK-UP SCREEN (6), ANI R gl
. ) { ABLE TO REVIEW THE CONTENTS ORY/
NEXT TO A CAR. HERE YOU’LL BE AB! L T SREROTS
IRS STORE i b SIMILAR WAY TO INTERAC b
CONTAINERS STORED IN THE CAR, IN A A : R
:}:,{()U ND PICK-UP SCREEN. YOU CAN ALSO SORT ITEMS STORED IN YOUR VEHICL
’l‘Yl:l;. gy n duN N Jl‘vll
A VEHICLE HAS TWO STORAGE SPACES, THE TRUNK ANI)‘ [\ ll‘!'l llllvll“l:l:‘l‘(:,:fl‘ll:\; !;-];:[;‘;K A
EVERYTHING IS STORED IN THE TRUNK; WHEN TRADING A VEHICLE £

INT. ' SE ¥ TE EED.
THE INTERIOR ALLOWS YOU TO AVOID ACCIDENTALLY SELLING AN ITEM .YOIJ Ni

—~

522 MAP ENCOUNTERS ™

R
4 Al 4 g\ P o )IJS
g YOU CAN ENCOUNTER MERCENARIES AND OTHER GROUPS OUT ON P .!“’!‘ FOR VARI(

1 ARE FRIENDLY
S. IF ONE OF
AT ma \D TRY TO
THESE SIDES IS YOUR ENEMY, THEIR PATROL MAYAI:VIIll;I; ll!<iv 1:;;[;1;;;]']]"]‘]‘:11'\':‘) Nl’ll‘“’l‘ llmY
ol T. SOMETIMES EN YOU APPROAC EINEMY § IMENT, I
CATCH YOUR UNIT. SOMETIMES WH 01 i Wi ool
TO SE T T TERCEPT YOU. THE MORE ENERG Ul
Y DECIDE TO SEND A UNIT TO INTER( Ui kil N
::ﬁll(‘lENAllllES HAVE, THE HIGHER THE CHANCES OF YOU GETTING A\ff\Y_. HAVING
VEHICLE IMPROVES YOUR CllANCl;S EVEN MORE. ke .
IN ADDITION TO ROAMING PATROLS, YOU ARE Lll(lliiﬁ 'l‘:)ollll;lxllh{ll!f“ﬂ;s‘!l’ll‘i‘l’) :“Y;;"‘ o k0
b SHES ) SSIBLE TO SPOT, S I RE L
NDITS. GOOD AMBUSHES ARE IMPOS! EiLo St ' i N
’Ilf:;lFS w H,IEN TRAVELLING GREAT DISTANCES, LET YOUR MI‘,l\'{ REST. l“l::l‘,::““‘l o
Ml‘l!;‘l:’NARIFC WILL NOT BE AS EFFECTIVE IN COMBAT. WHER lllllVl.l\: G - EHICLE,
THE DRIVER WILL GET ’l‘ll!lil).. = T

{ i
o [ -

Al RN Y Y RS N A ”E ‘s'_
FACTIONS IN THE COUNTRY. GREEN TRIANGLES DESIGNATE UNIT




762_MANUAL_UK_16_12_08:762_MANUAL_UK_16_12_08 12/18/08 3:59 PM Strona 32—@—

%‘.—é

@,N All'l ISTS ARE BLACK MARKET FIGURES T! llA'l‘ SEIJ. SHORT-BARREL WEAPONS
POPULAR IN THE UNDERWORLD. THEIR SluLls("l‘l(!N IS GENERALLY LIMITED TO -
QANIM:U NS AND MACHINE HANDGUNS. THEIR PRICES ARE OF COURSE JACKED UP.

G(M)NS LIKE THAT CAN BE FOUND ALMOS ‘VEl“’Wlll’l{l' IN ALGUEIRA BUT, AS YOU CAN
IMAGINE, THEY DON’T USUALLY HAVE A SHOP FRONT!

BARTENDERS SELL WHATEVER THEY CAN GET THEIR HANDS ON, WHICH IS USUALLY
STUFF VARIOUS TRAVELLERS PAWN AT THE BAR. BARTENDERS HAVE A WIDE SELECTION
OF ALL SORTS OF ITEMS, BUT YOU WON’T FIND ANY'I‘I}]N(, PARTICULARLY VALUABLE
AMONG THEIR GOODS. P 2
LOGISTICS OFFICERS DEAL WITH SUPPLYING ALGUEIRA’S GOVERNMENT FORCES. 43
ALGUEIRA’S ARMY, DUE TO ITS TIES TO THE FORMER USSR, IS MOSTLY EQUIPPED WITH
SUPPLIES PRODUCED IN THE SOVIET UNION, RUSSIA, AND OTHER FORMER WARSAW

. BLOCK COUNTRIES. THIS INCLUDES SOME OF THE LATEST RUSSIAN DEVELOPMENTS
THAT THE NEW RUSSIAN GOVERNMENT COVERTLY SENDS TO BE BATTLE-TESTED
LOCALLY. OF COURSE, ALL OF THESE GOODS ARE ONLY AVAILABLE TO THOSE WHO PROVE
THEIR LOYALTY TO GENERAL SOSA’S REGIME. LOGISTICS OFFICERS SELL EQUIPMENT
MORE OR LESS AT COST AND THEY CAN BE FOUND AT MOST ARMY BASES THROUGHOUT
THE COUNTRY. ; .

[ WEAPONS MASTERS - THESE SPECIALISTS TAKE CARE OF EQUIPPING THE REBELS.

VARIOUS SCATTERED GUERILLA GROUPS ARE USUALLY EQU! lPP_lil),_,Wh'ﬂ NATO BLOCK
WEAPONS, EITHER GETTING HAND-ME-DOWNS FROM OTHER LOCAL GOVERNMENTS,
OR SOMEHOW GAINING ACCESS TO THE LATEST DEVELOPMENTS STRAIGHT FROM THE
SOURCE. OF COURSE, ONLY TRUE BELIEVERS IN THE REVOLUTION CAN GAIN ACCESS TO
THESE GUYS. : L

. SMUGGLERS FROM CALI CANTINOS, DESPITE GENERAL TORMENS’ BEST EFFORTS,

'CONTINUE TO THRIVE. THEIR SELECTION IS VIRTUALLY UNLIMITED, BUT THEIR PRICES

ARE SKY-HIGH. /
IN ORDER TO ENTER THE TRADE SCREEN, SELECT THE CORRESPONDING OPTION
IN'THE DIALOGUE WINDOW WHILE TALKING TO A MERCHANT. e

%3 SECTOR MAP
WHEN YOU REACH A LOCATION, YOU WILL
" ‘t_( ENTER A SECTOR MAP MODE. HOU ’LL'SEE A
WINDOW THAT GIVES A l]’ll{l)’S EYE VIEW OF
THE SECTOR. YOU CAN SEE POP-UP
* INFORMATION ON VARIOUS BUILDINGS BY
HOVERING YOUR MOUSE CURSOR OVER THEM.
ALL SECTORS HAVE SEVERAL EXiT.'A'lliAS
THROUGH WHICH YOUR MEN WILL ENTER
THE LOCATION OR CAN RUN AWAY FROM A
FIGHT. THESE AREAS ARE SHOWN AS GREEN-
COLOURED SQUARES. YOU WILL SEE SMALL
PANELS WITH THE NAMES OF YOUR UNIT
MEMBERS NEXT TO ONE OF THESE EXIT AREAS SHOWING THE EXACT SPOT ey
THROUGH WHICH YOUR MEN WILL ENTER THE SECTOR. DOUBLE-CLICKING ANY OTHER
EXIT AREA WILL MOVE YOUR UNIT THERE. YOU CAN ALSO l)l!AG‘ AND DROP INI)IVII)IJAL
NAME PANELS TO DIFFERENT EXIT AREAS,
THUS ORDERING YOUR UNIT TO ENTER
THE SECTOR FROM A DIFFERENT
DIRECTION. A MANOEUVRE LIKE THAT
CAN BE QUITE USEFUL, FOR EXAMPLE
WHEN ATTACKING AN ENEMY CITY.

] =
L 4

5.8 TRADE MODE: '

. A LOT OF PEOPLE IN ALGUEIRA, AND

3 NORTHERN PALINERO T00, LIKE
WEAPONS. WF‘APoNS«G‘HAN(rl' HANDS
CONSTANT LY, ANI) MAN-Y MERCHANTS

4 SR

SPECIALISE IN \ SALES, WITH MOST O s

HAVING WILDLY DIFFERENT INVENTORIES Y @ B8 TTRADE RULES £

AND PRICES. USUALLY, THE BIGGER THE snu"rummml;mm‘(‘nssmur THE S'mkE, 3 o g, i 4 o L anerTan G NN

THE HIGHER THE PRICES. AS TIME GOES ON AND THE CONFLICT GROWS IN lN'll‘NSIl‘Y, SUORESENAPRLE DIVIDED INTO lmu‘plmmm. SEEIIONS ™ f

MOST MERCHANTS GAIN ACCESS TO INCREASINGLY MORE ADVANCED EQUIPMENT IN *  WEAPON - HERE YOU CAN BUY AVAILABLE FIREARMS.

GREATER QUANTITIES. L «  AMMO - THIS INCLUDES MAGAZINE CASES, CARTRIDGE BOXES, ANI) smzmums FOR
NOT ALL MERCHANTS WILL DEAL WITH YOU RIGHT AWAY. FMXAMPLE, ARMY ( UNDEIERARREL GRENADE LAY NSSEESE

LOGISTICS OFFICERS, OR GUERILLA WEAPONS MAS'rlmswi‘ILom,\' LET YOU ACCESS +  AMMUNITION - ALL ADD-ON] DEVICES, MELEE WEAPONS, MINES ANI) nANn

THEIR STORES AFIER YOU PROVE YOUR LOYALTY AND GAIN AN OFFICER’S COMMISSION GRENADES. f

WITH THEIR RESPECTIVE FACTION. ACCESS TO SOME OTHER STORES WILL ONLY BE +. MISC - VARIOUS OTHER ¥ : BODY ARMOUR, OTHER GEAR, ETC.

GRANTED AFTER COMPLETING CERTAIN OBJECTIVES. ' + SOED - THIS SHOWS THEITEMS YOU ARE CURRENTLY SELLING. THEY ARE
TRADERS SPECIALISE IN LEGAL SPORTING WEAPONS AND EQUIPMENT. THEIR PRICES i lll(‘llwllhl) IN GREEN. :
ARE AFFORDABLE, BUI SEEECTION IS VERY LIMITED. SPORTING GOODS
STORES IN PUERTO vmm AND CAMPECINO. ! f

YOU C. ﬁw CH BETWEEN 'lIIF S| "l‘l()NS USING THE BUTT (lNS IN :l'lll? UPI'FI!‘I,I' FT-
mND SECTION OF THE SCREEN, ABOVE THE ITEM LIST. A

L0 = ; : p

I8 o
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EACH ITEM OF MERCHANDISE ;
UPPER ,f,;f-:):,(;‘::;::i"ffilf{'"5l:‘ DISPLAYS A FEW PARAMETERS. THE NUMBER 1N+
AVAILABLE To BUy. "‘;l' ;1" ITEM ICON SIGNIFIES THE NUMBER o smnnli‘ll P
ROUNDS (v e, THE “lfl‘lf_!m IN THE LOWER LEFT CORNER 15 '1?111,”NUM|}]:;3 :
RIGHT CORNER IS Trin l ’i‘;m ‘l,’iAllllC?Z 1:1’\111) AMMO BOXES). THE NlINlliliil IN mlvl:,:;:;fl,n
INDICATES THAT THE 1ivss 1o e e A STAR IN THE UPPER RIGHT- i :

ES THAT THE I'TEM HAS SOME NON-STANDAR) Al)n:‘nl\:;ﬂnl\';":" ll\;ll) 1( ,l(:nm,u

L ALLED.

THE BOTTOM LEFT-HAND sF;
E ) SECTION OF THE SCRER

OV M LEFTLAND S " SCREEN CONTAINS THE I'TEM INFoRMAY
TECHNICAL ‘( f:{';"l':g:‘{:ll:l(,l{nson OVER AN ITEM WILL DISPLAY lllnsllll: l‘,ll:lr:;\yll)llMAl o
Ay S H“;m‘;':‘l;:l 1CS HERE. THE RIGHT-HAND SECTION 0F 1ip ;(”lm INS
THEIR PORTRALTS pin i YOU CAN SWITCH BETWEEN CHARACTERS 1w oY SHOWS

"Ik PORTRAITS BELOW THE INVENTORY R g
YOU CAN MOVE ANY MERC :

U CAN MOVE ANY MERCHANDISE INTO YoUR INVENTORY EXCEPT

lllGllLlGll'l_‘El) IN RED. THESE AREITE ¥ FOR THOSE

— . Sy g < rTll!‘lﬁ WHICH YOU CANNOT CURRENTLY AFFORD.
ASAGH A SEY : 5 NOT ¢ 'A‘ «“TED INSTANTLY WHEN MOVING [11M< T RAT
“lGl{’;‘-llAN])l(?(:l I:I!V#l: (x:ll;l',‘ll{‘A‘x\:SAC'l‘l()NS VIA THE ACCEPT By 'l"lf(l:{l:(, lll\ll l’ﬁlli, o f‘-‘“‘!"i“
ACCEPT By (;Afw" ql :l: b(;{!IZIEN - THE CANCEL BUTTON TO THE LEFT (;lgl)‘:"i“ .
TOTHE BT s“o“"q.“);:;l l;;l:l:gﬁ"l‘lthSAC’l‘l()NS. lNl’l)RMA’l‘l()I;’ l)lﬂl’ldl:!;" D NEXT
MOVE ASTORE Je lm:o ANCE AFTER ALL PENDING TRANSACT INS. IF L

; e A SACTIONS. IF YOU
YOU ACCHIRGL, a 3 > IT WILL BE HIGHT, IGHTE )
/ ; DN Tov w1 W1 AGHTED IN BLUE UNTIL
bl L ! L NOT BE ABLE T i v

D R REMOVE INSTALLED ADD-ONS UNTIL AFTER THEY lfl'l‘:lllglll]::‘())[l‘:) A

) "HEN MOVING THE CURSO : ; i

! " “ CURSOR OVER AN 1'TEM { '

 CONPATIRG . CURSON ’ M IN YOUR INVENTORY 0 'HE STORE, .
ror Exanell l'[zl:] ‘:lﬂlg‘l‘ (,‘Al\: INTERACT WITH THE CURRENT l’l'li;: I:I:l;l'llllll;?ll 01{‘]1’ "“NY
Pty WILL:H!GH]:-](‘H ’; ':‘l'l‘:: (N::;USE OVER YOUR WEAPON WHILE IN ’l‘lil‘ A;li:‘(l)(ﬂ" B
ik LIG! L COMPATIBLE AM T i UIP)
i ) MMUNIT 'HE

TION, ALL (,()R_IPMIBLE ADD-ONS WILL BE HlAGllLlGlll(':‘l\l{“;:Nn, e

Y CAN AL REPAI A -0U } 3. M U\ B
(111) LSO PAIR WORN- T OR DIRTY ITEM BY RIGH l'CL“,KlN‘) THE I TEM. IF
YOU HAV EE NouGH MONEY , THE DILR(,HAN T WILL ASK TO (a‘)NF'RNl THAT Y oU wWIsH TO
g ) CLEA 5 12 20
IF YOU HAVE A ¢ NING Kll, DON’T FORGET TO ( LEAN
THEM. THIS W LI IN(,RMS E THEIR SELLING PRICE

EQUIPMENT

ALL !fgzys BEFORE SELLING

e

;;’

4

i
|

4
]

Lo S

1Y &)
. GAME MIECHANICS
bl J = S
’l‘!flilu;- E TWO GAME MODES USED IN 7.62: HIGH CALIBRE REAL-TIME MODE AND SPM b
(Q_M-Alk’f?AUS]i MODE). REAL-TIME MODE IS IN ’E_FFE‘;T _‘VHEN THE THERE ARE NO ENEMY ™"
UNITS IN THE SECTOR WHERE YOU TEAM IS l“i‘;AT_E“. AS SOON AS ENEMIES APPEAR, FO! ‘ ’
IM“'LE WHEN YOU ENTER A SECTOR OCCUPIED BY ENEMY TROOPS OR COMBA' S’l‘All’l‘dF oV
FOR ANY OTHER REASON, THE GAME AUTOMATICALLY ENTERS SPM. SMART PAUSE MODE 4
IS IDEALLY SUITED FOR SIMULATING REALISTIC COMBAT AS YOU WILL SEE. o

.
A ] J il - ;
) - BASPMPRINCIPLES
SPM MODE HAS SOMETHING IN COMMON BOTH WITH REAL-TIME STRATEGY AND TURN-
BASED STRATEGY MODES EMPLOYED BY OTHER GAMES. I'’S SIMILAR TO RTS IN THE
SENSE THAT ALL ACTIONS, BOTH YOURS AND THE ENEMY’S, ARE PERFORMED
SIMULTANEOUSLY. SPM IS SIMILAR TO TURN-BASED STRATEGY IN THE SENSE THAT YOU

?'- CAN PEAN ALL ACTIONS AHEAD AND CHANGE ORDERS AT WILL WITHOUT HAVING TO

. ] RESORT TO A ‘CLICK-FEST’. WHEN THE GAME IS PAUSED, EVERYTHING IN THE SECTOR
: FREEZES, INCLUDING ANY AIRBORNE AMMUNITION SUCH AS GRENADES AND OTHER
7 PROJECTILES.

SO WHAT MAKES SPM NEW AND UNIQUE? IT’S THE FACT THAT ALL ACTIONS TAKE SOME
TIME TO COMPLETE, WHICH IS BASED ON REALITY AS WELL AS ON THE INDIVIDUAL
) SKILLS OF EACH CHARACTER. SIMIIAR TO ‘ACTION POINTS’ USED IN TURN-BASED
/ GAMES, THE GAME USES TIME MEASURES OF 1/100 OF A SECOND, PROGRESSING IN REAL
TIME. AS SOON AS A CHARACTER COMPLETES ALL ACTIONS, THE ’l'l_MﬁS’l‘(_)l'S, ALLOWING
| FOR NEW ACTIONS TO BE PLANNED WITH THEIR RESPECTIVE TIME LENGTH. A FLEXIBLE
! CONFIGURATION SYSTEM ALLOWS YOU TO FINE-TUNE THE AUTOPAUSE BEHAVIOUR, AS
|

WELL AS CAMERA-SWITCHING WHEN EVENTS TAKE PLACE. THE SYSTEM IS SO FLEXIBLE
THAT DEPENDING ON THE SETTINGS, GAMEPLAY MAY RESEMBLE A REAL-TIME GAME,
© AND AT OTHER TIMES THE GAME WILL FEEL COMPLETELY TURN-BASED. FEEL FREE TO
Y EXPERIMENT WITH SPM SETTINGS TO FIND THE BALANCE THAT WORKS BEST FOR YOU.
% WHILE THE GAME IS PAUSED, YOU CAN CANCEL OR CORRECT ANY OF YOUR CHARACTER’S
ACTIONS, ISSUE NEW ORDERS, VIEW INFORMATION ON OBJECTS, MISSIONS, AND
v _ MERCENARIES AND ALL WHILE YOUR ENEMIES PATIENTLY WAIT AND'FHE BULLETS HANG
e ;A IN MID-AIR. YOU CAN GIVE YOUR MERCENARIES ONE OR A SERIES n_p.ommus, SUCH AS
s <JUMP OUT, FIRE A BURST, DROP DOWN; ROLL OVER, THROW Gllll}xm'i?l‘o GIVE A
SERIES OF ORDERS TO A CHARACIER, USE THE RECORD ACTIONS BUITON. ALL ORDERS
ARE IMMEDIATELY EXECUTED AS SOON'AS THE GAME IS UNPAUSED.
THE GAME IS PAUSED WHEN AT LEAST ONE OF THE MERCENARIES HAS NO ORDERS, LE.
HE HAS COMPLETED ALL PREVIOUSLY GIVEN TASKS AND HAS NOTHING ELSE PENDING.
IN ORDER TO ISSUE AN ORDER AND TO RE-START THE GAME TIME, YOU WILL NEED TO
EITHER ISSUE AN ORDER TO THEMERCENARY, OR CLICK THE WAIT BUI'TON TO ORDER
THE MERCENARY TO REMAIN IDLE. 1
THE GAME MAY ALSO PAUSE, DEPENDING ON YOUR INDIVIDUAL SETTINGS, IF ANY OF THE
FOLLOWING OCCUR: ENEMY DEAD
XXPLOSION NEARBY e o L
:;’::IILI‘%;:(I')N e MERCENARY TIRING .
- : : GRENADE SPOTFED — PAUSE BY

P INEMY SPOTTED -
m’-' £ ;‘;I%.lllll;‘l‘“ “.0. ; DEFAULE i ‘x
“' '_FA\'E“\’ SPOTTED . SUSPICIOU S SOUN

PAUSE BY .

+ KNOWXNEN TARGER LOST - PAUSE BY DEFAULT
% |20 WNDEEFIRE e TAKEE
b B 35
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: IF AN EVENT CAUSES THE GAME TO PAUSE, MERELY ISSUING ORDERS TO ALL' d T
S“CHARACTERS IS NOT ENOUGH TO RESTART THE TIME. YOU WILL NEED TO sl’l?(‘ll;j(‘Al,L = — m
UNDER FIRE P SEy i

GAME CAN ALSO BE PAUSED AT ANY TIME VIA THE PAUSE BUTTON OR THE SP
. DON’T GET MOUSE-HAPPY WITH THE BUTTONS THOUGH, AND MAKE SURE
CIDENTALLY RES'] ‘Al{ T THE TIME WHEN A GAME AUTO-PAUSES. r

D WI lH Ahl. SORTS OF EVENTS. IN ORDER TO INCREASE YOU! R

3 ESS THE UNPAUSE BUTTON OR PRESS THE SPACE-BAR TO UNPAUSE THE GAMB‘
BA

‘t- DON’T

ONE OF YOUR MERCENARIES IS UNDER FIRE. IF YOU WISH TO MODIFY :
ORDERS FOR THIS MERCENARY, PRESS ENTER OR CLICK THE ICONT0
MOVE THE CAMERA TO HIM, OTHERWISE PRESS THE SPACE-BAR OR
CONTINUE. L ;

BATTLES Al‘l‘ l'll LE

ENTS AND ALLOW YOU TO REACT QUICKER, THE SPM SYSTEM

ENT ICONS. THI CONS WILL APPEAR IN THE UPPER RIGHT: llAND CORNER OF |
REEN NEXT ] [ PORTRAIT OF THE MERCENARY PARTICIPAT! ING' INTHE

¥ NT, IF YOU CLICK THE ICON,,0RPRESS THE ENTER KEY, THE CAMERA WILL SWll(‘ll
TO THE MERCENARY AND/OR THE I:VENT POSITION.

ll!l< ICONS ARE AS FOLLOWS:

ENEMY DEAD :

ONE OF YOUR MERCENARIES KILLED AN ENEMY. IF YOU WISH TO
MODIFY ORDERS FOR THIS MERCENARY, PRESS ENTER OR CLICK THE
ICON T0 MOVE THE CAMERA TO HIM, OTHERWISE PRESS THE SPACE-
BAR OR CONTINUE.

NO ACTION B
APPEARS WHE IR ONE OF YOUR MERCENARIES HAS NO FURTHER '
ORDERS AND TI S PAUSED. PRESS ENTER OR CLICK THE ICON

TO MOVE TO THIS MERCENARY AND ISSUE A NEW ORDER. ;

oy

el 0

o al

FIRES WEAPON

ONE OF YOUR MERCENARIES IS FIRING HIS WEAPON. IF YOU WISH TO
MODIFY ORDERS FOR THIS MERCENARY, PRESS ENTER OR CLICK THE
ICON T0 MOVE THE CAMERA TO HIM, OTHERWISE PRESS

BAR OR CONTINUE.

IXPLOSION NEARBY itk

P, i 1) T oy

i L OF YOUR MERCENARIES TOOK DAMAGE FROM AN EXPLOSION. IE
YOU WISH TO MODIFY ORDERS FOR THIS MERCENARY, PRESS ENTER
OR CLICK THE ICON TO MOVE THE CAMERA TO HIM, OTHERWISE PRESS

THE SPACE-BAR OR CONTINUE. |

GRI‘\‘ABI‘ SPOTTED oy

ONE OF YOUR MERCENARIES SPOTTED A THROWN GRENADE. IF YOU
ARE GOING TO CHANGE ORDERS FOR THIS MERCENARY OR SEE WHERE
THIS GRENADE IS, PRESS ENTER OR CLICK ON THE ICON TO MOVE THE
CAMERA TO HIM, OR PRESS THE SPACE-BAR OR CONTINUE.

WOUNDED g <

ONE OF YOUR MERCENARIES IS HURT. IF YOU WISH TO MODIFY

ORDERS FOR THIS MERCENARY, PRESS ENTER OR CLICK THE ICON TO J
¢ Mﬂﬁ THE CAMERA TO HIM, OTHERWISE PRESS THE SPACE-BAR ()ll 10

CON'llNUE

NEW SOUND
ONE OF YOUR MERCENARIES HEARD A SUSPILI()IL\S()UNII IF YOU ARE
GOING TO CHANGE ORDERS FOR THIS MERCENARY OR SEE WHERE THE

BAR OR CONTINUE. - \ R {

SOURCE OF THE SOUND IS, PRESS ENTER OR THE ICON TO
b 5 bk MOVE THE (‘AmnMo HIM, OR PRESS THE SPACE-BAR OR CONTINUE.
NEW ENEMY SPOTTED -1, i - Seaes"
* SONE OF YOUR MERCENARIES SPOTTED A NEW ENEMY. IF YOU WISH TO LOST TARGEL - "
 MODIFY ORDERS FOR THIS MERCENARY, PRESS ENTER OR CLICK THE ONE OF YOUR MERCENARIES LOST HIS TARGET, AND DIDN'T HAVE TIME
BN M OV L A N Lo U S or PILESS THE SEQGES TO ENGAGE IT. IF YOU WISH TO MODIFY ORDERS FOR THHIS

MERCENARY, PRES!
TO HIM; OTHERWISE

ENTER OR CLICK THE ICON TO | E’OVI’ THE CAMERA
PRESS THE SPACE-BAR OR CONTINUE.

KNOWN ENEMY SPOTTED
ONE OF YOUR MERC
L PREVIOUSLY SPO!
WISII'TO MODIFY ORDERS FOR THIS
CLICK THE IGON-TO MOVE THE CAME
THE SPACE-BAR OR CONTINUE. (NO ICON UNI )
9|='rm'ds§ V

'HERWISE

ESS 4
 STANDARD | (’l’v. & 1

36

A5

NARIES SPOTTED AN ENEMY WHO WAS ' AN ICON WILL DISAPPEAR FROM YOUR SCREEN IF YOU CLICK IT OR PRESS ENTER. IT

D BUT WAS TEMPORARILY OUT OF SIGHT. IF YOU l WILL ALSQ,DISAPPEAR AUTOMATICATLY AFTER A CERTAIN PERIOD OF TIME.

RS LENTER O ¥ 7.62: HIGH CALIBRE ALSO USES A SYSTEM WHICH ADDRESSES THE ISSUE OF OVERLY

LONG GUIET PERIODS. IF NO ENEMY CONTACT HAS TAKEN PLACE IN A WHILE, YOUR MEN
BLE TO ‘HEAR’ THE ENEMY AT MUCH GREATER DISTANCES. THE ENEMY’S

atm [T POSITION WILL BE SHOWN WITH A QUESTION

ARK.
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GAMOVEMENT i

ooy £ -0
II}IYOU WANT TO MOVE A MERCENARY TO A GIVEN LOCATION ON THE MAP, SELECT HIM =" !
AND LEFT-CLICK THE DESTINATION AREA. IF YOUR CURSOR TURNS INTO A i "z
STRIKETHROUGH RED CIRCLE, IT MEANS THAT THE WAY IS BLOCKED AND THE SELECTED . ;
CI}IIAIKAC’I‘IER CANNOT MOVE TO THAT LOCATION.

o

it 4“2 AGTIONS/ORDERS il .
£ “THE SPM SYSTEM, EVERY ACTION TAKES TIME TO COMPLETE, AS OPPOSED TO
TRADITIONAL ACTION POINTS. FOR EXAMPLE, TIME TO COMPL SOME ACTIONS SUCH |
" %4 | AS STANCE CHANGE, l{E!AlAli.lNG, FIRING, ETC. IS MORE-OR-LESS FIXED AND DEPENDS |

/ ONLY ON A MERCENARY'OR HIS WEAPON’S CHARACTERIST WHEREAS TIME TO | |
COMPLETE SOME OTHER ACTIONS DEPENDS ON ADDITIONAL EXTERNAL FACTORS. FOR | )
INSTANCE, THE TIME TO MOVE F) l{(lM ONE LOCATION TO ANOTHER ON THE MAP DEPENDS (.

; LY ON THE DISTANCE 'WEEN THE TWO LOCATIONS, AND TARGETING TIME

DEPENDS ON THE DIS'| { -
ACTIONS ARE ALSO DIVIDED INTO “INTERRUPTIBLE” AND “U NINTERRUPTIBLE”.

ALL ACTIONS THAT CAN BE INTERRUPTED AT ANY GIVEN MOMENT SUCH AS MOVEMENT,
TARGETING, TURNING, ETC FALL INTO THE FORMER CATEGORY. HOWEVER IF AN
“UNINTERRUPTIBLE” ACTION WAS STARTED, I'T MUST BE COMPLETED BEFORE ANY
OTHER ACTION CAN BE PERFORMED. SUCH UNINTERRUPTIBLE ACTIONS ARE

AS IN REALITY, ALL MOVEMENT TAKES TIME AND ENERGY. IF A CHARACTER HAS ENOUGH
ENERGY iSll()WN BY THE BLUE BAR), YOU CAN USE EVEN THE FASTEST M(W]xM!xl\'{ e,
METHOD; IF HIS ENERGY IS LOW, YOU’LL HAVE TO CONSERVE IT WHILE MOVING. IF l.llb
ENERGY IS FULLY DEPLETED, THE CHARACTER GOES INTO SHOCK. 1
i EVERY STEP REQUIRES A CERTAIN AMOUNT OF ENERGY. THE FOLLOWING TABLE SHOWS
- INERGY CONSUMPTION FOR A SINGLE STEP, FOR A MERCENARY CARRYING NO
Fﬁ- - ADDITIONAL WEIGHT:

3

=

'E':
-

i - S
T

AT

RELOADING, FIRING, MOVING AN ITEM FROM ONE POCKET TO ANOTHER, ETC. & 1 STANCE/MOVEMENT TYPE STEP: 1
AN INTERRUPTIBLE ORDER OR SET OF ORDERS CAN BE CANCELLED AT ANY TIME BY ) 7.: { RUN: b o 3
PRESSING BACKSPACE OR CLICKING THE CANCEL BUTTON. YOU CAN CANCEL AN g = SPRINT: Y 15
RRUPTIBLE ORDER IN THE SAME WAY, BUT ONLY IF THE CHARACTER HAD NOT JJ ) STEP BACK: 1.5
:D PERFORMING IT YET. VL | ' SIDESTED: Yo o A
FACT, ONCE AN UNINTERRUPTIBLE ACTION IS U NDER WAY, THE ONLY WAY TO S’l‘()lg IT | CRAWIL: ; NONE
BEFORE C()Ml’[li’l‘l(lll\'_ IS TO CATCH AN ENEMY BULLET. | WITH WEAPON READY: 9
A MERCENARY CAN PERFORM THE FOLLOWING ORDERS: .'I F | WITH WEAPON READY (FAST): 3.5
- X " =3 -
+ INTERRUPTIBLE . +  RELOAD ! { E'
+ waIr *  COCK WEAPON f 1 K STEP:
+ 60 « PUNCH - RUN:
TURN _ SET MINE SPRINT:
JUMP QUL CLEAR MINE STEP BACK:
CLIMB A YERTICAL LADDER CHANGE STANCE SIDESTEP:
"1"111}0}“ KNIFE THROW ITEM - CRAWL;
l{“ﬂ"}‘ £ PICK UP ITEM i WITH WEAPON READY: 45
LEAVE SECTOR DROP ITEM WITH WEAPON READY (FAST): 7
REJOICE CHANGE ITEM IF: g
UNINTERRUPTIBLE USE I'TEM,, oA
. N 4 uN iy - . iy
READY WEAPON * OPENADOOR STANCE/MOVEMENT TYpE, | STEP: LY
© AIM * TURN LIGHTS ON/OFF RUN: NONE:
+ FIRE . TALK SPRINT; NONE
*  FIRE GRENADE LAUNCHER STEP BACK: NONE
SIDESTEP: . NONE
IN ADDITION TO AEHIH\'S LISTED _AB()_VIE, THE GAME ALSO HAS CIK CONCEPT. WHEN .(j[{AML: . o &5
A CHARACTER IS SHOCKED, NO'ORDERS CAN BE ISSUEDTO ARACTER. SHOCK IS i WITH WEAPON READY: _NONE
CAUSED BY AN OVERLY HIGH ADRENALINE LEVEL (SHOWN AS'A'SPIKE WAVE). 1% ; 4 WITH WEAPON READY (FAST)? NONE
ACTUAL ADRENALINE LEVEL THAT CAUSES SHOCK IS DIFFERENT FOR EACH CHARA€ ER‘?-‘ 1 !"1 = =

AND MAINLY DEPENDS ON '_.l‘l'#llll EXPERIENCE LEVEL. Y

'!"J'_*'_.' i 38
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: . 3 ONTHE T OF WEIGHT CARRIED BY THE |
e RRCOVTED WAV Tk CHARACTER IS UL, 08
‘WITH 'l‘illi HELP OF SPECIAL ITEMS. ] SR, : ?
FACH MOVEMENT TYPE HAS ITS OWN (,llAll‘A(, i .‘ P,R“NE e ead : |
A MERCENARY IS LESS VISIBLE 10 ’l‘lﬁl ENEMY WHEN . |
Cm'v'““‘.l‘ws. S THE Rll’l{(IlENAllY;S OVERALL VISIBLE ll()})Y AREA AND THIS DIRECTLY ]
fl;l;llx’ll\l‘:i’]l‘:;)’:f:‘lll?::i!()BA‘BII:I'I'Y OF BEING HIT !}Y ENEN;Y :;l::“  outo i voks . _,l |
SPRINTING EXPENDS A CRiAt DR Ve, WHILE SPRINTING, A WERCENARY IS ESS d B
l‘::;‘iém{l‘:‘uz e TA“GE‘;. 'REASES TARGETING TIME AND SHOCK LEVEL g
HOVING WL A A A ENEMY. A MERCENARY'S ANGLEOF SIGHT |
. Nm{m,ws e lvt(rl‘"?;'lllf EASIER IT IS TO SPOT HIM. FOR IEXAMP'LIS 'Wlllél\'
::::X‘::f;;g} ‘AANIIIT::(“?&T\II‘::’YI:I;::I](:I!’ LESS VISIBLE TO 'l‘lll} liNlE)}Y THAN WHEN W Al,l(ll?l 5. l
';‘llli FASTER A MERCENARY MOVES, THE M()RIE‘ Nf)l‘SlE l::;z,ll::::' ;‘ B s | l
O A APLY NGED T0 ORDER DY INTO A DESIRED STANCE (
FOR A SINGLE CH! CTE S] A

F THERE £ TIPLE CHARACTERS
AND SELECT A DESTINATION WITH THE CUllS(l)l;i(l):ll! lll:,l'tlll‘lzl\l:;ll‘g;lllvll; :(‘AT“'N e
CTED, 9 i MERCE IS WILL L £ | B VINSES
SELECTED. THEN ALL THE MERCENARIES W ! EOTIVESS apeadi
(sll}ll:l({]l:l'll),ll:l:::\l’ill)lh\] STANCE AND MOVEMENT M(:{l::“iq b,l“All;{;E CHANGI .
2 "y . » Wad ¥ N 7] M ] iS.
; SELEC! y FFECT ALL SELECTED MERCE:!
o ~ “E! o S THERE ARE ALSO A FEW ADDITIONAL
APART FROM THE BASIC MOVEMENT MODES THERE £
R i ; 'HE MERCENARY. ]
MOVE BACi( — PRESS ALT AND CLICK AN AREA BF“INDI:II;;I :;ll:(‘“‘mmw,s 8 2
. f ¥ \("l‘i(‘[ll STEP - PRESS ALT AND CLICK AN ARI;AVI“() T . _(‘HI‘N;WNG o 8
; ll( ;ll ;ll;)i]l D BE USED TO CHANGE LOCATION WITHOUT C 5
RIGHT. S ) L USE
st T 5S L WIT BACKPACK.
m‘\:ll‘,:ll:;\WI FASTER THAN TACTICAL STEP, BUT lMﬁl"(?SlBLL WITHA R
.« TFASTC ,— FASTE | T
' POSSIBLE WHILE PRONE. i p 7, RN
0:1]‘\‘:11 ?):;: — YOU CAN JUMP OUT FROM lelllN‘l) {,OV!ER A?l:)( ‘l;:::lé\(‘lzs pelbioe
; J‘ :‘ll A MOVE CAN SURPRISE AN ENEMY, lNCl!l‘sAblN(r Y;):W“:l mrx:l' bl
b\l;?ilw’l‘ SHOT OR DODGING INCOMING l"lllgi. ?l‘ANI) :!lY‘ i ‘;m‘]‘ o
ll'l{FS‘; A;' ' AND CLICK AN AREA AROUND l)lll]l} ‘A(;]“:] qo i 'l:m: B AR
RCENA 0 L THERE QUICKLY. YOU € K THE
MlillCIaNAMﬂQ_MSWL ll‘ 2 i U :
BACKWARDS IN ORDER TO !ll: %Jl__lllN TO C

" [ Prer_a

L 40

““MOST HANDGUNS WILL NOT HAVE A FULL AUTO FIRE MODE AND

[

M
P L

6.4 MELEE COMBAT

":'l‘lllillli ARE MANY WAYS OF HURTING YOUR ENEMIES: GUNFIBE, GRENADES, MELEE
WEAPONS AND UNARMED COMBAT. ALL ATTACK METHODS ARE PERFORMED VIA THE

L CHARACTER CONTROL PANEL, THE LEFT AND RIGHT. MOUSE BUTTONS AND THE SHIFT
AND CTRL KEYS.

IF A CHARACTER’S HANDS ARE EMPTY, HE / SHE WILL FIGHT UNARMED, ATTEMPTING TO
STRIKE THE ENEMY WITH HANDS AND FEET. TO STRIKE AN ENEMY, SIMPLY PLACEYOUR
CURSOR OVER YOUR INTENDED TARGET AND LEFT-CLICK IT. KEEP REPEATING UNTIL
THE ENEMY IS DEAD. BEAR IN MIND THAT SOME ENEMIES CAN HIT YOU BACK. IF YOU
WISH TO STRIKE A NEUTRAL CHARACTER, PRESS THE HIT BUTTON ON THE CONTROL
PANELIN ORDER TO SWITCH THE CURSOR TO ATTACK MODE.
A CHARACTER ARMED WITH A KNIFE CAN THROW IT AT AN ENEMY. TO THROW A KNIFE
PLACE YOUR CURSOR OVER YOUR INTENDED TARGET AND LEFI-CLICK IT. IF YOU WISH TO
STARB AN ENEMY INSTEAD, HOLD DOWN THE CTRL KEY WHILE LEFT-CLICKING THE ENEMY.
IF YOU ARE WIELDING A FIREARM, CTRI-CLICKING AN ENEMY W ILL CAUSE YOUR
CHARACTER TO MELEE HIT THE ENEMY WITH THE WEAPON. :

R s . -

6.5 FIREARIMS vyt

WHENEVER YOUR CHARACTER HAS A FIREARM IN THE HANDS SLOT, THE CHARACTER
C()N.'I‘ROL PANEL WILL BE POPULATED WITH FIREARM-RELATED ICONS. YOU WILL BE
ABLE TO SELECT A SHOT TYPE (FROM THE HIP, SNAPSHOT, AIMED SHOT, SNIPER SHOT
AND YOU CAN ALSO SPECIFY THE POSITION OF A FIRING MODE SELECTOR SWITCH, IF

_ “YOUR WEAPON IS SO EQUI IPPED, OR FIRE AN UNDER-BARREL GRENADE LAUNCHER OR
' SHOTGUN. NOT ALL OF THE OPTIONS ARE AVAILABLE ALL OF THE TIME. FOR EXAMPLE,

YOU WON'T BE ABLE TO
FIRE FROM THE HIP WHILE PRONE. THE CURRENTLY SELECTED FIRE MODE WILL BE
HIGHLIGHTED IN YELLOW AND ALL AVAILABLE ERNATIVES WILL BE HIGHLIGHTED IN
GREEN. ICONS HIGHLIGHTED IN RED ARE CURRENTLY IJNAVAllAl']‘l.'ﬁ"ilpg TO STANCE OR
WEAPON TYPE, GREY ITEMS ARE UNAVAILABLE ALTOGETHER. . 3

)

* YOU CAN ALSO CHANGE YOUR FIRING MODE WHILE AIMING AT THE ENEMY. TO CHANGE
YOUR FIRING MODE, POSITION YOUR CURSOR OVER THE TARGET AND HOLD DOWN THE
SHIFT KEY. A TABLE WILL POP-UP, SHOWING COLUMNS OF SHOT TYPES AND ROWS OF
FIRE MODES. ALL AVAILABLE COMBINATIONS WILL BE DISPLAYED AS DARK CROSSHAIRS;
THE CURRENTLY SELECTED COMBINATION WILL BE DISPLAYED AS A YELLOW
CROSSHAIRS. YOU CAN CLICK ON‘OTHER CELLS TO SELECT A DIFFERENT FIRE MODE. FOR
AFIXED BAYONET, THE SHOT TYPES WILL ALSO HAVE A BAYONET OPTION.

FINALLY, ONE OF THE MOST USEFUL SHORTCUTS IN COMBAT IS THE ALT lﬁ!\'. WHILE

SELECTING A TARGET, PRESS AND HOLD ALT AND THEN CLICK THE TARGET. THIS WILL
INSTRUCL THE CURRENTLY SELECTED CHARACTER TO KEEP FIRING AT THE TARGET
UNTIL IT ISDOWN. PRI s -.

Eh
T
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= 6:45.1 SHOTTYPEES e
;.y EFFECTIVENESS OF ANY TYPE OF TARGETING DEPENDS ON THE CHARACTER’S Sl'ﬂ‘_.l;_ 3
% [TI'H EACH TARGETING TYPE, THE HEALTH STATUS OF THE MERCENARY, ANY SPIiCIAL
" PHYSICAL CONDITIONS OF THE MERCIZP:IAR\" (CONCUSSION, WOUNDED ARM, OTHER
- _SERIOUS WOUNDS) AND HIS ENERGY AMOUNT AND ADRENALINE LEVEL. \ .
‘@ FIRE FROM THE HIP frys ! TN
I P THIS MODE IS ONLY USEFUL AT EXTREME CLOSE RANGE AND IS ONLY
o AVAILABLE IN THE STANDING STANCE. RECOMMENDED WITH LIGHT WEAPONS
WHICH CAN BE READIED QUICKLY SUCH AS HANDGUNS OR WEAP()_N‘_S COVERING
| ALARGER AREA SUCHAS SHOTGUNS. BEAR IN MIND THAT WHEN Sll()()_'l‘_ING
FROM THE HIP, A ROOKIE CHARACTER’S ACCURACY WILL BE VERY LOW EVEN AT A
RANGE OF ONLY 5 METRES. HIT PROBABILITY HERE IS DETERMINED BY THE
CHARACTER’S SNAPSHOT SKILL.

SNAPSHOT
[ === THIS MODE USES MINIMAL TIME TO AIM AND IS EFFECTIVE AT CLOSE AND

MEDIUM RANGE. THIS IS MOST USEFUL WHEN THE ENEMY IS CLEARLY VISIBLE.
WE RECOMMEND THIS SHOT TYPE WHEN ENGAGING STANDING OR CROUCHED
ENEMIES AT A RANGE OF 20 METRES OR LESS. HIT PROBABILITY HERE IS
DETERMINED BY THE CHARACTER’S SNAPSHOT SKILL.
AIMED SHOT 4 oot
P THIS SHOT TYPE TAKES TIME TO PREPARE, BUT ALLOWS FOR MORE ACCURACY
AT GREATER DISTANCES. THIS IS RECOMMENDED FOR ENGAGEMENTS AT
7@l GREATER DISTANCES OR WHEN FIRING FROM BEHIND COVER. HIT
~ PROBABILITY HERE IS DETERMINED BY THE CHARACTER’S SHOOTING SKILL.
SNIPER SHOT 1
i A WEAPON’S IRON SIGHTS WILL USUALLY BE BLOCKED WHEN AN OPTICAL
¥ SIGHT IS INSTALLED, AND THAT WILL PREVENT A SIMPLE AIMED SHOT FROM
BEING USED. WHEN A CHARACTER’S SNIPER SKILL IS HIGH, USING A SCOPE
WILL GREATLY INCREASE HIT PROBABILITY. HOWEVER, USING THE SCOPE
TAKES MUCH LONGER THAN OTHER SHOT TYPES, AND THE CHARACTER’S SIGHT ANGLE
IS ALSO REDUCED. SNIPERS CAN BE EASILY FLANKED DUE T0 THEIR REDUCED FIELD.
OF VISION. B2 b * HE S
6.5.2 FIRE MODES?
SINGLE SHOT '+ %L
THIS MOST COMMON FIRING MODE USES THE SIzM_;lgAlJ'm MODE OF AUTOMATIC
WEAPONS OR FIRES SINGLE SHOTS FROM WEAPONS SUCH AS REVOLVERS AND
SHOTGUNS. IT IS QUITE ACCURATE AND DOES NOT TAKE A LOT OF ENERGY AND
TIME. THIS MODE SHOULD BE USED IN MOST CASES

BURST

M SOME (il?q_:ﬁ'SlZMl-Am FULLY-AUTOMATIC WE

HAVE A 2- OR 3-

THAN SINGLE SHOTS
l}'ANI) THIS M  ALSO

SHOT BURST MODE. THIS ALLOWS FOR GREATER D
WITH 6REATER ACCURACY THAN FULLY AUTOMATIC Fi
CONSERVES M‘illlil\'l’l‘lg)N COMPARED TO FULL-AUTO.

42

14!y
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A5 TN S

il

Loflads

)

o

=+  WEAPON CIASS 4

T, ; -
e

g : . bie
\UNDER-BARREL WEAPON (FULLAUTO) - @ = v
A LOT OF FIREARMS HAVE A FULLY AUTOMATIC FIRING MODE WHICH ALLOWS YOU TO ;"I

‘iENGAGE MORE ENEMIES WITHIN A SHORT PERIOD OF TIME. FULL AUTO CAN BE DIRECTED "+
"Al' AN INDIVIDUAL OR AT A UNIT OR CAN COVER A SECTOR. IF YOU WISH TO COVER A
“SECTOR WITH AUTOMATED FIRE, CHOOSE THE FULI-AUTO FIRE MODE, MOVE YOUR
CURSOR TO THE EDGE OF THE DESIRED COVERAGE SECTOR, LEFT-CLICK AND HOLD THE
MQUSIE lllU'l'l'ﬂN AND THEN DRAG THE MOUSE TO THE OPPOSITE EDGE OF THE SECTOR.
RELEASE THE MOUSE BUTTON. THE MERCENARY W"ﬁ‘ HOSE DOWN THE SECTOR FROM
ONE EDGE TO THE OTHER. ROUNDS FIRED IN THIS MANNER WILL DISTRIBU' TE ALMOST
EVENLY IN THE GIVEN SE!':]‘OII AND CAN HIT SEVERAL ENEMIES SIMU! LTANEOUSLY . X
THIS FIRE MODE IS USEFUL BECAUSE IT CAN ENGAGE MULTIPLE TARGETS AT THE SAME
TIME, AT THE LEAST CAUSING THEM TO DROP DOWN AND TAKE COVER. A SECTOR FIRE
MODE SIMULATES COVERING FIRE, AND CAUSES THE ENEMIES® ADRENALINE LEVELS TO
RISE.
YOU MAY ROUGHLY SET THE LENGTH OF A FULL-AUTO BURST, WITH THE HIGHEST
SETTING BEING A BURST UNTIL ALL AMMUNITION IN THE CURRENT MAGAZINE (OR AMMO
BOX) IS EXPENDED. YOU CAN SET THE APPROXIMATE iJIl\'G'l‘ll AT THE BOTTOM OF THE
FIRE MODE SELECTION PAN'IE'L VIA THE HORIZONTAL SLIDER AT THE BOTTOM. THE VALUE
YOU SET WILL NOT BE PRECISE, AND ACTUAL ROUNDS FIRED MAY BEA-FEW MORE OR A
FEW LESS. AS CHARACTERS GROW IN EXPERIENCE, THEIR Al!l"l,l'l"; TO l’lfliClSlil,Y
INTERRUPT THEIR BURST WILL INCREASE. - X
A FULL-AUTO BURST CAN BE INTERRU! PTED AT ANY TIME BY PRESSING BACKSPACE OR
CLICKING THE CANCEL BUTTON. BEAR IN MIND THAT FIRING LONG BURS' MAY CAUSE
THE WEAPON TO OVERHEAT AND THAT IT CAUSES MORE IWEAR TO THE WEAPON!
THE ACCURACY OF FULL-AUTO FIRE DEPENDS ON MANY FACTORS: s
* SHOOTER STANCE (MOST ACCURATE FROM PRONE POSITION)
*  WEAPON’S SPECS AND WEIGHT (HEAVIER WEAPONS OFFER HIGHER
“ ACCURACY) A
. DISTANCE TO TARGET P

*  CHARACTER’S AVAILABLE ENERGY ®

* AVAILABILITY OF BIPOD ON THE WEAPON J

+ BURST LENGTH (THE LONGER IT IS, THE LESS ACCU RATE IT BECOMES
TOWARDS THE END) N &

* LEVEL OF FAMILIARITY WITH THE WEAPON :

* COMBAT EXPERIENCE G i

* . SHOOTING SKILL

¢ WEAPON TEMPERATURE (ACCURACY DECREASES AS THE BARREL HEATS UP)

v A
e ir s o R

THE FIRST'SHOTS IN A BURST ARE "tﬂﬂ MOST ACCURATE, ’l'illilé ’l‘lllE__Sl’lK:liAl) INCREASES
AND E\‘ﬁ'_l!_lJALL\’ PEAKS DEPENDING ON LEVEL OF FAMILIARITY WITH THE WEAPON,

Y %I”:';XJ’IERIEN(;E' AND SHOOTING SKILL. )

B i

o — § 2}
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= .'.an«:u—nmmm WEAPON . Yoo J
[ 4 - v |l E
1 ' SOME RIFLES CAN BE EQUIPPED WITH AN UNDER-BARREL GRENADE LAUNCHER
OR SHOTGUN. THESE DEVICES ARE MOST USEFUL WHEN YOU DONT HAVE A |
* DIRECT LINE OF SIGHT ON THE ENEMY OR WHEN ENGAGING MULTIPLE
h ENEMIES. WHEN FIRING AN UNDER-BARREL GRENADE LAUNCHER, THE SHOT |
. TYPE USED WILL DETERMINE THE GRENADE TRAJECTORY. A HUMP-SHAPED CURVE WILL ! ?
BE LESS ACCURATE BUT WILL ALLOW YOU TO SHOOT OVER GREATER OBSTACLES, SUCH
AS HILLS OR BUILDINGS. IN ADDITIQN, A HUMP-SHAPED CURVE WILL INCREASE THE |
TIME IT TAKES FOR THE GRENADE TO HIT, MAKING IT HARDER TO ENGAGE MOVING
TARGEILS. TRY TO USE DEFLECTION IN THAT CASE. l

AN AIMED SHOT WITH A GRENADE LAUNCHER WILL LEAD TO A FLATTER TRAJECTORY, | 18
INCREASING ACCURACY. TO MODIFY THE TRAJECTORY, E.G. WHEN FIRING AT HILLSIDES 51 '.,| ?; .
OR TOP LEVELS OF BUILDINGS, USE THE SHIFT KEY. HOLDING THE SHIFT KEY DOWN, e ¢
MOVE THE MOUSE UP OR DOWN TO MODIFY THE TRAJECTORY. ’il X
6.5.3 HIT PROBABILITY ¥

4

A HIT PROBABILITY IS ONE OF THE KEY FACTORS WHEN ENGAGING TARGETS IN THE |
GAME. IT IS AFFECTED BY MULTIPLE FACTORS, INCLUDING: \ 4
o |
AIMING EFFECTIVENESS, DEPENDANT MAINLY ON THE SHOT TYPEAND |
CHARACTER SKILLS USED FOR THIS PARTICULAR SHOT TYPE; AND ALSO THE ; i
CHARACTER’S HEALTH AND ENERGY, EXPERIENCE, AND ADRENALINE LEVEL. .
THE TARGEI’S MEAN VISIBLE SIZE, DEPENDING ON TARGEI’S STANCE (STANDING, ,.
CROUCHED, PRONE), DISTANCE TO TARGET AND WHETHER THE TARGET IS BEHIND
COVER. ]
AMBIENT LIGHT LEVEL. BOTH THE TIME OF DAY AND LOCAL LIGHT SOURCES : \
HAVE AN EFFECT., '
TARGET’S MOVEMENE-RATE. THE FASTER THE TARGET MOVES, THE HARDER IT
IsTomrr. e
OTHER FACTORS, SUCH AS AIM CORRECTION (EACH SUBSEQUENT SHOT AT A GIVEN
POINT IS SOMEWHAT MORE ACCURATE THAN THE PREVIOUS ONE), WEAPON CONDITION
(WORN OUT OR PIRTY WEAPONS ARE LESS ACCURATE) AND THE PRESENCE OF VARIOUS
ADD-ONS SUCH AS SIGHTS, LASER AIMING MODULES AND TACTICAL FLASHLIGHTS.
OF COURSE, THE INDIVIDUAL PARAMETERS OF EACH WEAPON AND AMMUNITION TYPE
ALSO HAVE AN EFFECT.

OVERALL

iy -ﬁi‘:
- |

wap

et 44

- KIT’S RESOURCES.

.._:..,'_,.'

= 6.5.4 MISFIRES, OVERHEATING AND ACCIDENTS %

‘AS AT ‘v TATQ g o -
L8 ;;‘ :ll ::111 N(:i;:;\;::t;{;:”:lll;g?ml; II)Uh 10 FIRING LONG BURSTS, THE POSSIBILITY OF
SFIRE INCREASE, i ACCURACY DECREASES. THE WEAPON'S MUZZIT:
VELOCITY ALSO DECREASES, THEREBY DECREASING STOPPING POWER, e
IEA: I " N A Al N A 1 'y C
'l‘ll(l ?l;l :1;1:;1;(:1\'1“ : s(l);:l:‘l(l’lﬁt:“ rlm ‘1) ;;l:':;;mumn IS DIFFERENT. WEAPONS COOL DOWN By
oo MSELVES LOSING ROUGHLY ONE GAME UNIT OF TEMPERATURE PER IN.G Avih
SOME WEAPON TYPES, SUCH AS THE M-6 . REIS T
. S, SUCH AS THE M-60, COME WITH EXTRA BARRELS TH AT 1
SWAPPED IN COMBAT, BUT A CHARACTER S q TAVE A SPA R aa
: CHARACTER SHOULD OF COURSE HAVE A SPAR Y z
HIS INVENTORY FOR THIS OPTION TO BE AVAILABLE, PIRSINAVE A spARERATREL I
- =i PR e
i l“GliIll':' -:’INI:'III(:;:?:';I ?r'lgl: :::’(l‘:IKA 1l )l(l)lN WEAPON AND REMOVE A JAMMED CARTRIDGE
RIGHT-CLIC z. iD WEAPON AND SELECTING THE COCK WEAPON OPTION
IN THE POP-UP MENU. YOU MAY NEED T0 T 1TMES DEPENDING o5 s
INU. LED TO TRY THIS A FEW TIMES DEPENDING
BN oo o R vEED RY THIS A FEW TIMES DEPENDING ON HOW
EVEN W WE " SFIRE I '
lN(‘lll;‘l fm:;r:mﬁ:;gzz ;):}1\;)1:1}::;:{1:: BUT MISFIRE PROBABILITY IS GREATLY
INCREAS; . LITY, HIGH DIRT LEVELS OR OVERHEATING
EACH WEAPON’S MISFIRE PROBARILE 1S BASEONATS bonn
. LITY IS DIFFERENT AND IS BASEIMONITS RI:

CHARACTERISTICS. FOR EXAMPLE TY 1 MISFIREYESS FRRG an s -LATE
Cactin i, ADIRTY AK WILL MISFIRE LESS FREQUENTLY THAN
'1) :‘{:*'1 1;1{(;‘1:11‘1 ::\II:I\;;:HIAI:JIS :;/:Kms, THE FASTER THE WEAPON'S CONDITION

T iS. EXHAUST GAS RESIDUE BUILDS UP AND, AFTER IT REACHE
EBRIORATES UST GAS RES s , AFTE EACHES A CERTAIN
LEVEL, THE WEAPON’S FIRING MECHANISM BECOMES INCREASINGLY womt ?)ﬁl‘ Fll:lllA i

C U WEAP 'Q € o o Q@ k
WEAPON’S CONDITION IS SHOWN BY A DOUBLE INDICATOR IN THE INFORMATION PANEIL 1

THE FIRST INDICATOR SHOWS THE " OF T
RS e I AMOUNT OF DIRT, AND THE SECOND ONE SHOWS THE
Il‘::l!:l'nlzll" ;llll{‘l;"ll'll:ﬁll:’l()ll\; ::ll:l‘ilmlﬂ‘li LONGER AND TO AVOID SUlll'lllélig TRY.TO CLEAN IT

« + BVERY FIGHT USING THE SPECIAL CLEANING KIT. YOU ¢, Y IT ¢
ANY SHOP. IN ORDER TO CLEAN A WEAPON, y \ A
gV ORDE CLE EAPON, DRAG A CLEANING KIT. : P IT ONT
THE WEAPON. THE CLEANING WILL TAKE A FEW SECONDS, Wl;lLE-.l N 332(:;[? 1:’):7(')!‘11]'

YOU WILL ONLY BE ABLE TO REPAIR Bl{()‘l(?N OR WORN-OUT ITEMS AT A SHop

¥
val't
-




B 2
.6 HAND GRENADES - J.
B . THERE ARE SO MANY liNleMl‘lis IN ALGUEIRA, YOU CAN NEVER HAVE ENOUGH GRENADES!

" TO THROW A HAND GRENADE, PIACE IT INTO A CHARACTER’S HANDS SLOT AND, WHILE
HOLDING DOWN THE RIGHT MOUSE BUTTON, SPECIFY THE TARGET AREA USING THE RED
DOT CURSOR WHICH APPEARS, 'BI YDEFAULT, THE THROW WILL U SE A FLAT TRAJECTORY.
IN ORDER TO CHANGE THE TRAJECTORY, SUCH AS WHEN THROWING GRENADES OVER
WALLS, HOLD DOWN THE SHIFT KEY. WHILE HOLDING I'T DOWN, MOVE YOUR MOUSE Up
OR DOWN, THUS CHANGING THE TRAJECTORY. YOU MAY FIND IT EASIER TO SPECIFY
TRAJECTORY FIRST, WHILE AIMING AT A RANDOM POINT, AND T0 SELECT YOUR ACTUAL
TARGET LATER. MAXIMUM THROW DISTANCE OR OBSTACLES WILL PREVENT YOU FROM
THROWING THE GRENADE VERY FAR, IN WHICH CASE THE TRAJECTORY CURVE WILL END
AT THE FURTHEST AVAILABLE AIM POINT. WHEN USING GRENADES AT CLOSE RANGE,
TRY T0 TAKE COVER UNLESS YOU WANT TO BE CAUGHT IN THE BLAST YOURSELF.,

THE ENEMIES WILL USUALLY REACT TO A GRENADE IN A REALISTIC MANNER, THAT IS,
THEY’LL TRY TO RUN AWAY FROM IT. IN REAL LIFE, SOLDIERS WILL OFTEN REMOVE THE
PIN AND HOLD A GRENADE IN THEIR HANDS FOR A FEW SECONDS, IN ORDER TO GIV] ETHE

ENEMY LESS TIME 1O REACT. THIS IS ALSO SIMULATED IN THE GAME. RIGHT-CLICK A"

GRENADE IN YOUR HANDS OR POCKET AND SELECT THE COOK OFF GRENADE OPTION OR

USE THE ARM BUTTON IN THE CONTROL PANEL. A RED STAR INDICATOR WILL APPEAR

NEXT TO THE GRENADE, UNPAUSE THE GAME, WAIT A COU PLE OF SECONDS, PAUSE AGAIN

AND THE GRENADE IS READY T0 BE THROWN.

THEORETICALLY, THERE’S A SMALL CHANCE OF

PICKING UP AN ENEMY’S GRENADE AND
THROWING IT BACK AT THE ENEMY BUT, JUST

SUCCESSFULLY COMPLETING ALL THAT IN TIME ARE RATHER SLIM.

ANOTHER TRICK IS TO THROW A GRENADE AT THE ENEMY WITH THE PIN
THIS WILL CAUSE ’l'llﬁNElllES TO SCATTER ANYWAY AND YOU ’LL BE
| A

STILLINIT. ..
ABLE TO COLLECT

THE GRENADE I

BEAR IN MIND THAT YOU MUST BE EXTRA CAREFUL WHEN USING GRENADES IN 'l
POPULATED AREAS OR ALONGSIDE FRIENDLY TROOPS. IF A SINGLE FRAGMENT HITS AN
ALLY, IT PUT AN END TO YOUR ALLIANCE. ONLY THE MOST POWERFUL NEUTRAL NPCS
CONNECTED TO BOTH OPPOSING FACTIONS WILL BE ABLE TO MAKE AMENDS FOR YOU

WITH THE SIDE WHOSE FEELINGS YOU HURT, BUT IT WILL C%’l; YOU QUITE A BIT OF

MONEY.

e

AS IN REAL LIFE, THE CHANCES OF %
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6.7 LAND MINES 5
h: S CE THE! YOUR
i THE F 3 MANNER: PLACE THEM IN
ST S C. BE SET IN THE FOLLOWING AN g iy i
Rost LA‘N“. 1’“n]{‘][;((‘Ilmllllll« SET I'TEM IN THE CONTEXT NII;NEI AN])‘, l({;g\i:;;gly“]:]r(;ms
l:;:i?i\;’:::\;; l);’:ﬂlGNA’l‘li THE AREA TO BE MINEI;’.I‘(:I]\:,::‘ ;\l 'Ml‘ll‘lll“' ‘Tm; ey
5 R SITION WILL BE MARKED W | ) L . it 8
i h:’?:;?l:l:?:?;::’l‘z\“ LEVEL OF EXPElllENCla‘ANI) ‘;;:‘::)]‘PL“LLI TION
11::‘1:::‘"1]; :.'l(lléSlBLl,i FOR THE ENEMY TO SPOT YOUR l.l'l’]ll :l‘ ::II l:ll“’": ,l:i“m“m i .‘_’mm
‘ D C E, FIRST PICK UP / D N N H XOUE
10 SET r 'E CONTROLEED CHARGE, FIRST R oy SOIR
e bl‘:l‘ 3 “ll)z!g:‘ll((l(:llvl Mll\fli WITH IT. A RED STAR Wlll EN‘I)I(‘,;: : : :;lj:llm g e
Nl‘,l]bl;l;‘l:‘lltik(:l’ ARE NOW CONNECTED. NOW PLACE THE l(llllli TR;];‘”‘R e ety
e L O] ! SET OFF THE CHARGE, PLACE THE GGE , VI .
S e T0 SET OFF THE CHARGE, o UL TiBLE
e “lll‘:l l\:l)‘li’nl{:;“'llll?(}s()l\l’l‘l?x’l‘ MENU. A TRIGGER CAN BE (21:?:{:]1::)}:0 N
il o . 3 . ) WANT TO SET OFF A SERIES
GES 5 S VE SEFUL WHEN YOU o A S N i
B o xzn(:l“(l(:lx:‘::", :;?Y()U WANT THE EXPLOSIONS TO BE TIMED ONE AFT
IXPLOS S. OF C SE, 4
:\ﬁlﬂli‘l'lbl}:: YOU WILL NEED SEVERAL INDIVIDUAL ml(.g_,_l‘ns < oncs. pocr Tk AD
o T (A C X SET OF WOODEN PEG: y } AND
' TRIP WIRE KIT (A COMPLEX SE ik PEG “ eI WIRE,
lF Y?’U . I‘A‘INYI:):II:!.LI\I\II USE HAND GRENADES AS BOOBY llm}"b.v !((:“ l: ';"w“‘[, A 10
ME’IA!‘ w“fllli\l)l’) (‘llFl\%Al)F OVIiR A TRIP WIRE KIT IN YOUR INV l“§|lr' I. SELTING IT IS
l"“{mi A‘“’l‘() BU;I l; AND THEN A BOOBY TRAP IS llliI’l‘I)Y lS) l:‘]_” ‘ll(ji(A()‘N B oD,
snumns’ \ ‘lr'l“l“ll\l’(i UP A SECTOR FULL-AUTO BURST: lll(-vll § G e M(ms]l] p
S‘IMILQB :‘()l:l]« CURSOR INTO A RED DOT, THEN HOLD DOW N ; l: A“;I,' R O o
(IHANHN(‘, I l& ’i‘lllE DIRECTION YOU WANT THE ll{ll’ ?Vllfl: :BAA;‘TFI{WILL N e 10
A:ll’ :)m"hl()lJ SE BUTTON, YOUR CU RRENTLY SELECTED CH CTE
I’l“’l“lili TRIP WIRE IN THE AREA YOU SPECIFIED. . o 2 mosrms Acn
BEAR IN MIND THAT SETTING A MINE OR A(l:l(])()lll“;ll’l:AAl (‘l(:p on ;‘ it 14
{ 'T'T TO STOP YOU. IF S i : .
3 3 YOU WILL ATTEMPT TO STO! L 1P T 4 s A ¢
::llglf)ll)ll‘lva\:’,l:: JOIN IN THE FUN AS WELL. SO, TRY TO MINE THING! 44 NN
SEEYOU. Sy T B2
ME R T LAND MINES AND HAND GRE;
T ST OF ALL, REMEMBER llllﬂ‘_ ik B
ll;IUI\lYI:Il‘I:l:‘lY TO BLOW.UP, WHICH €AN BE QUITE USEFUL WHEN (

ENEMY.

X

SR

LU
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emoeows o

Y()U R MERCENARY’S MOST IMPOR| l‘AN’l‘ PARAMETER IS, WITHOUT A DOUBT, HIS HEALTH
*.LEVEL. THE HIGHER IT IS THE BETTER. OF COURSE, IT IS INEVITABLE THAT ONE OF
',Y()U R MERCENARIES WILL BE HIT IN COMBAT. YOU SHOULD BE AWARE OF POTENTIAL

~ INJURIES AND THEIR EFFECT ON ‘;0[] R MERCENARIES.

WOUNDS VARY IN SEVERITY, EACli ‘A\’lNG A DIFFERENT LEVEL OF PAIN AND SHOCK.

WOUND SEVERITY HP DAMAGE SHOCK DAMAGE
LIGHT WOUND 1-5 . LIGHT

NORMAL WOUND 6-10 LIGHT

HEAVY WOUND 11-25 HEAVY

VERY HEAVY 26-30 VERY HEAVY
CRITICAL 31-40 VERY HEAVY
LETHAL MORE THAN 40 .

VERY HEAVY

SOME HEALTH POINTS ARE IMMEDIATELY LOST THE MOMENT THE DAMAGE IS TAKEN AND
MORE HP WILL BE LOST EATER. FOR EXAMPLE, WITH A 20 HP HIT, 5 HP MAY BE LOST :
IMMEDIATELY AND 15 WILL BE LOST IATER. A WOUND WILL LOSE 35% OF ITS DAMAGE
EVERY 10 SECONDS, UNTIL EITHER THE FULL DAMAGE IS TAKEN, OR THE BLEEDING IS
STOPPED WITH MEDICATION.

IF VERY HEAVY SHOCK DAMAGE IS DEALT, THE MERCENARY WILL LOSE CONSCIOUSNESS
'y MORE OFTEN THAN NOT, SOMETIMES EVEN CAUSING HIM TO DIE OF SHOCK. SHOCK FR(DM
:. WOUNDS AND I'TS RESULTS WILL ACCUMUIATE. ;
IF A HIT’S HP AMOUNT IS GREATER THAN THE MERCENARY’S CURRENT HP LEVEL, THEN
HE WILL DIE lMMI‘l)l‘ﬂ"l"EL Gin
CRITICAL HIT mmmmm TY DEPENDS ON THE BODY PART BEING HIT, PROJECTILE
SPECS AND SOME OTHER. FACTORS. CRITICAL HIT MODIFIERS FOR VARIOUS BODY PARTS
ARE TAKEN INTO CONSIDERATION WHILE CALCULATING THE CRITICAL HIT VALUE. THE
MOST CRITICAL INJURIES ARE TO THE HEAD FOLLOWED BY THE TORSO WITH A VERY
SMALL CHANCE OF A CRITICAL HIT TO THE LEG OR ARM.

ANY NON-LETHAE WOUND CAN BE TREATED WITH MED KITS, WHICH WILL STOP THE
BLEEDING. THE EFFECTIVENESS OF TREATMENT DEPENDS ( _’l;llli CHARACTER’S
MEDICAL SKILL AND THE MED KIT TYPE. IT IS THEREFORE POSSIBLE FOR A HEAVY
WOUND TO CAUSE A CHARACTER TO DIE, EVEN AFTER RECEIVING TREATMENT, WHEN AN
UNSKILLED MEDIC IS UNABLE TO STOP THE BLEEDING IN TIME.

IN ORDER TO USE A MED KIT, PLACE IT INTO A CHARACTER’S HANDS SLOT, AND RIGHT-
CLICK IT. THE (‘ll#%mu CHANGE INTO A HAND WITH A RED CROSS. YOU CAN ALSO
USE THE TREAT N IN'THE CONTROL PANEL. THEN S , PATIENT, (‘Ll(‘l(
HIM / HER WITH THE CURSOR MD_UNPAUSF THE (-AML?. Bl WNI) T HA’l‘ MEDIC
IS FAR AWAY FROM A WOUNDED MERCENARY, THE CHANCES M l{LACHlN(r l'l) -
TREATING THE (‘llARA("]‘m*lN TIME BECOME MORE REMOTE. Ll

Y 48

l}éiN(; é D KITS ONLY STOPS BLEEDING BUT DOES NOT RESTORE HPS (UNLESS THE

l 0_} MEDKIT OPTION IS ON IN THE DIFFICULTY il”l'l INGS). COMPLETE T l“xA'l‘MFN’Im
ONLY AVAILABLE IN HOSPITALS ALT ll(lUGlf‘lle DO SLOWLY REGENERATE OVER TIME.'

§|)M]: MEDICATION CAN ALSO IMPROVE THE HP ll]ﬁ_l"NEllAl‘lON RATE. PV

IN ADDITION TO MED KITS, YOU CAN USE ADDITIONAL ITEMS, E.G. WATER FROM A FIELD F
FLASK WILL RESTORE ENERGY, MORPHINE WILL LOWER ADRENALINE AND SHOCK AND 5]
PHENAMINE WILL IMPROVE THE ENERGY REGENERATION RATE.

) WHENEVER A HIT IS SCORED, WHETHER IT IS WITH A BULLET, KNIFE OR SHRAPNEL,
THERE’S A CHANCE OF A CRITICAL HIT DEPENDING ON THE BODY PART BEING HIT. FOR

EXAMPLE, WHEN RECEIVING A CONCUSSION A MERCENARY WILL LOSE 50% OF HIS SIGHT

AND HEARING FOR THE NEXT 100 SECONDS. WHEN RECEIVING A CRITICAL HIT IN THE

ARM, A CHARACTER MAY DROP HIS WEAPON AND / OR RECEIVE LONG-TERM DAMAGE TO

THE LIMB. A DAMAGED LIMB, EVEN WITH FULL HPS, WILL STILL NEGATIVELY IMPACT THE

CHARACTER’S COMBAT SKILLS. WITH DAMAGED LEGS, A CHARACTER WILL ONLY BE ABLE

TO CRAWL (ALL THE WAY TO THE HOSPITAL). A CRITICAL WOUND TO THE HEAD WILL

CAUSE DEEP SHOCK, WHICH CAN ONLY BE TREATED WITH SPECIAL MEDICATION. IF ONE

OF YOUR MEN TAKES A CRITICAL HIT, A CORRESPONDING BODY PART IN HIS

SILHOUETTE IN THE INFORMATION PANEL WILL BE HIGHLIGHTED IN RED.

CRITICAL WOUNDS CAN ONLY BE TREATED IN HOSPITAL.

L

6.9 ADRENALINE AND SH(l(‘I( o -

s

IN CRITICAL SITUATIONS A CHARACTER’S ADRENALINE LEVEL lN(‘llLASEb LEAI)]N( TO
(‘llAN(-laS IN THE MERCENARY’S BEHAVIOUR.

A (‘llAllA("l ER’S ADRENALINE LEVEL AFFECTS THE DYNAMIC DIAGRAM SHOWN IN ’l HE
- BOTTOM LEFT-HAND SECTION OF THE TACTICAL SCREEN. THE HIGHER THE ADRENALINE
" LEVEL, THE FASTER AND LESS ACCURATE THE MERCENARY’S ACTIONS BECOME. AT THE 5
ADRENALINE PEAK THE MERCENARY STARTS TO MOVE VERY FAST, BUT AT THE SAME
TIME THE PRECISION OF HIS ACTIONS IS EXTREMELY LOW. FOR EXAMPLE, TRYING TO
1 CONDUCT ACCURATE FIRE UNDER SUCH CONDITIONS IS USELESS: lM‘(N’l‘RAG’l‘ LOW
' ADRENALINE LEVELS DECREASE A CHARACTER’S MOVEMENT SPEED.

[

»

i~
ADRENALINE LEVEL FLATLINES AS FIME PASSES. THE RECOVERY I\%’lﬁwﬁn EFFECT OF
~ ADRENALINE ON A CHARACTER DEPEND ON THE CHARACTER’S EXF NCE. A MORE .
| EXPERIENCED MERCENARY WILL EXPERIENCE LOWER SHOCK LEVELS AND WILL BE LESS
EXPOSED TO ADRENALINE THAN A ROOKIE. IF SEVERAL “SHOCKING” EVENTS TAKE
PLACE IN RAPID SUCCESSION, THE ADRENALINE LEVEL WILL RISE EVEN FASTER. THE

FOLLOWING EVENTS CAN BE REFERRED TO AS “SH()(‘I(IN("" . ;’.' "
* 'BEING W V()UN]),I:.]_) *  EXPLOSION \YFARBY
*  ENEMY SPOTTING + e MISFIRE .5
° ENEMY ATTACK * ENERGY REACHING 0

#0c THROWN GRENADE

YOU MAYANITIATE COVERING FIRE IN THE DIRECTION OF YOUR ENEMY, IN ORDER TO
4 COVER YOUR ATTACK, THUS INCREASING THE ENEMIES® Alll!l’NALlNl} LEVEL. THIS WILL
s (‘AIISM‘LCRFASF IN THEIR COMBAT EFFECTIVENESS. BUT BEARIN MIND THAT THE
& b l’Nl"MY CAN ALSO USE THIS METHOD TO THEIR ADVANTAGE. =

J 49 o
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6a0pRoTECTION -

T > :
INDIVIDUAL PROTECTION IS ALSO VERY IMPORTANT IN 7.62:

“ GET TOO CLOSE. 0CCUPY ATACTICALLY §

o SE. 0CC UTICALLY SUPE] POSIT
ETC.). AVOID OPEN SPACES. i gLua, oy
IN ADDITION, YOU SHOULD USE 'lfl
H!:LI‘QIE’IK?. BODY ARMOUR HAS VARIOUS PROTECTIVE FEATUK
LEVEL OF BODY ARMOUR PROTECTION DEPENDS ON THE MAT!

DY ARMOUR, SPECIFICALLY BALLISTIC VI'S

HIGH CALIBRE. - - |

¢ | FIRST OF ALL, POSITIONAL AD TAGE
¥ L, POS ADVANTAGE IS THE BEST PROTECTION i
e o A Ly HE BES IC . WHEN IN ¢! T,
. TRY TO STAY SOME DIS1 ANCE AWAY FROM THE ENEMY. DO NOT ALLOW 'l‘lllll'l\;';\“l";:l\t‘t‘l(;

(HIGH GROUND, COVER 1

|
'S AND |
RES AND WEIGHT. THE |
ERIALS FROM WHICH I'T’S .

MADE. THE WEAKEST MATE S STEE )

ST AL TRIALS TV TR OWN SO St et IS THE

e igend Puoll‘"v]:loN 'l £ SPECS. BODY ARMOUR DOES NOT OFFER -+

ERT = N L UT PROVIDES PROTECTION ZONES, COVERING il

CERTAIN PERCENTAGE OF THE BODY AREA. THE ZONES ARE DIVIDED lI\":l"() l"’l::l)ll\"’:ll\l:, \ ; %d
s

BAC SIDES. BA¢ p—_— m
ACK, AND SIDES. EACH HAS ITS OWN STATS, PROVIDING A CERTAIN PERCENTAGE OF

DAMAGE ABSORPTION.

BODY ARMOUR PROVIDES FULL OR PARTIAL PROTECTION FR()il PROJECTILES,

| Yﬂyl! PROFESSIONALISM INCREASES WITH EAC
CcoM _l_‘li'r'?lli TASK AND THE L¥
R

o
=)

5

SUCCESSFUL MISSION. THE MORE
iSS HELP YOU NEEDED 'l'p COMPLETE IT, THE MORE
PECT'YOU WILL GAIN. A FAILED MISSION, lN—!JON:l'll@S’l“, WILL CAUSE YOU TO I:OSE 4]
RESPECT. BUT THE BIGGEST HIT TO YOUR PROFESSIONAL REPUTATION IS CAUSED B}" P
IIE’I‘H AMONG YOUR UNIT MEMBERS. NO ONE WANTS TO SERVE A COMMANDER WHOSE -~ 55
ORDERS GET HIS MEN KILLED. 4
REPUTATION IS A TAT THAT SHOWS HOW WELI-LIKED YOU ARE BY ALGUEIRA’S Al :
GENERAL POPULACE. YOUR REPUTATION IN EACH SETTLEME T WILL BE DIFFERENT. ‘
ANYTHING YOU DO IN A GIVEN SECTOR CHANGES YOUR REPUTATION THERE AND, M(’)'llla
OFTEN THAN NOT, IN OTHER SECTORS AS WELL. BY WORKING FOR THE GO\’IZIINM]H’\I‘I
YOU’LL IMPROVE YOUR REPUTATION IN ARTRIGO ANDRUIN YOUR REPUTATION WITH
THE GUERILIAS. IF YOU DECIDE TO GO ON A CIVILIAN MASSACRE, A SENSELESS %
BLOODBATH WILL MAKE YOU UNIVERSALLY
HATED. SOMETIMES EVEN A SIMPLE
CONVERSATION CAN SIGNIFICANTLY AFFECT
YOUR REPUTATION.
YOU CAN SEE YOUR REPUTATION VALUE IN
THE STRATEGIC MAP UNDERNEATH THE
SECTOR SYMBOLS. YOUR REPUTATION
AFFECTS YOUR ACCESS TO SIDE QUESTS, AS

DEPENDING ON THE

PROJECTILE TYPE AND

D LCTILE PENETR ATEQ ;
PROJECTILE PENETRATES BODY ARMOUR, ITS STOPPING POWER WILL STILL BE '

\:'IEA'I’(‘IENED. BODY ARMOUR OFFERS GOOD DEFEN
POINT PROJECTILES, BUT'IS VU LNERABLE TO AR

SOME BODY ARMOUR CAN BE ENHANCED WITH ADDITIONAL ARMOUR PILATES. STEEIL |

PLATES.C e SEVE o
LATES CAN WITHSTAND SEVERAL BULLET HITS BUT WILL ALLOW A LARGE AMOUNT OF

PROTECTION BUT ARE FRAGILE,

THE ACTUAL DAMAGE DEALT. EVENIFA .

; !
' \.1

CE AGAINST REGULAR AND HOLLOW-*
MOUR-PIERCING PROJECTILES. !

KINETIC ENERGY TO PASS THROUGH. IN CONTRAST, CERAMIC PLATES PROVIDE 600D (

HELMETS TECT A ¢ TER’S T8
HELMETS PROTECT A CHARACTER’S HEAD BUT SLIGHTLY INCREASE HIS VISIBLE -

:)\l:‘lll::\"SlvﬂNg MAKING HIM A SOMEWHAT LARGER TARGET FOR THE ENEMY AND
NCREASING HIS CHANCE OF BEING HIT. SIMILAR TO BALLISTIC VIES'IA‘S,‘HIELMF’I'Q DO NOT

PROVIDE ALL-AROUNDHEAD PROTECT! !
e ik ICTION, BUT 0O

at

6.11 I’ll()FIE‘FS")NI\I.ISM )\ND REPUTATION

NLY PROTECT I'T FROM CERTAIN /L WS

»

THE CONSEQUENCES OF YOUR ACTION, )
o : N S IN ALGUEIRA MAY IMPACT THE ENTIRE C ¥
THEY ALSO HAVE AN IMPACT ON THE OPINION THAT THE LOCALS HAVI:‘ Allvl:)lll;ll: l(’l(‘)'liljm >

MI:SSI()N SUCCESS OR FAILURE, DEATH OF AN IMP
MEMBER, MISTREATMENT OF AN NPC, ALL THESE
REPUTATION IN ALGUEIRA’S MANY Sli'l'l'LEMlEN’l‘:q

,()‘ll'l‘AN’ ! ()WACTER OR A PARTY {
THINGS CAN CHANGE YOUR

PROFESS M — TIIQ .
ROFESSIONALISM - THIS IS A HIDDEN STAT THAT IS DETERMINED BY YOUR SUCCESS AS

A GUN FOR HIRE. IT WILL AFFECT YOUR REPUTATION IN THE E

OUT-OF-WORK NPC WIL
EVEN IF lrmAN(:uL%
WHO’S WELL KNOWN FOR HIS MAN ]

OF EVEN o o S

RES WILL FIND IT I

\ YES OF YOUR PEERS
L BE HAPPY T0 JOIN A WELL-KNOWN, SUCC o Tan
DITIONS AREN’T IDEAL. ON THE OTHER:

FUL MERCENARY
, A CHARACTER 4

. \ 4.
ey

THE MOST I)ESPEI}ATE SOLDIER OF FORTUNE.
e

50

ENLIST THE HELP e~ 1

) WELL AS ENLISTMENT AND TRAINING COSTS

o PEOPLE FROM AROUND THE WOR|

IN SETTLEMENTS UNDER YOUR CONTROL.

6.12 MERCENARIES

THE ARMED CONFLICT IN ALGUEIRA
TTRACTED THE ATTENTION OF ALL SORTS OF
B o ABODND § LD. MANY PROFESSIONAL SOLDIERS OF FORTUNE
FLOCKED TO THE COUNTRY IN SEARCH OF BLOOD AND MONEY. WHILE LOOKING FOR A
JOB, THESE TOUGH GUYS AND GALS SPEND MOST OF THEIR TIME GETTING DRUNK AT
LOCAL BARS THROUGHOUT ALGUEIRA’S TOWNS AND VILLAGES: EACH MERCENARY HAS A
' ERSONALITY TRATIS. NOT ALL OF

IQUE SET OF SKILLS, AS WELL AS INDIVIDUAL Pk
’ll{:li;l WILL ACCEPT YOUR OFFER RIGHT AWAY, OFTEN l'l{lil"lilll{lNﬁ-'ﬂ_)lﬂl{K FOR A
MORE EXPERIENCED PROFESSIONAL. THE PAY FOR EACH MIZIICIE_NMREEDEPENI)S ON
THEIR SKILLS AS WELL AS YOUR PROFESSIONALISM LEVEL. (R it \
WHEN YOU HIRE A MERCENARY, YOU WILL NOT BE ABLE TO TALK TO HIM / HER Ab: ’l‘f)‘ A
REGULAR NPC. TO ENTER INTO A DIALOGUE WITH A TEAM MEMBER, YOU WILL NEED TO
OPEN THE UNIT SECTION OF YOUR JOURNAL. WHEN TALKING TO A MEI{Q_JZ_NARY YOU WILL
BE ABLE TO FIND OUT ABOUT HIS PAST, EXTEND A CONTRACT, FIRE 'lf-!lﬂ MERCENARY OR
ASK HIM TO WAIT FOR YOU AT THE CURRENT LOCATION. A WAITING _MERCIENAR\’ WILL
NO LONGER TAKE A SPOT IN YOUR UNIT, BUT WILL REJOIN YOU R UNIT WHENEVER
ASKED TO DO SO, FOR AS LONG AS HIS CONTRACT IS STILL ACTIVE. IF YOU ’I'A‘I:’l(‘ "1‘0 A :
WAITING MERCENARY, YOU’LL BE ABLE T0 PAY HIM SOME MORE MONEY 'T0 EXTEND HIS
CONTRAC] ' AND HIS WAITING PERIOD. ai kg
WHEN A; IERCENARY’S (}0N'I‘BA(3;!“ lé."l_lll()l]’l‘ TO EXPIRE, YOU WILL BENOTIFIED AND
OFFERED THE CHANCE TO EXTEND IT. IF THIS HAPPENS WHILE YOU ’.RIZ.MOVING
H THE STRATEGIC MAP, THE GAME IS AUTOMATICALLY ‘I’AUSED.

- '
5 il



.“"'I.. Ty = 5

6,13 STRATEGIC MODE e 1 STT IDLE WHILE YOU'RE DOING |

W, TONS AT PEAY IN ALGUEIRA DO NOT 81 00 o oo AND ARMED .

SHIEVABIOUS EACE “)N:lgv'r AND REBELUNIIS, DRUG Cl\l“l"‘g‘\l:“)]‘ ENGAGE EACH

| m . GOVERNME - i 'HE COUNTRYSIDE, E g 1

YOUR THING. GOV ; STATES ALL PATROL THE C ZHOW MANAGE T0 BE AT |
'q OF NEIGHBOURING STATES ALL F2E 200 F YOU SOMEHOW MANAG )

. FORCES OF NEIGHI ; OVER/SETTLEMENTS. I s INTO YOUIt OWN HANDS.
: / EVEN TAKE OVER'SE * 10 TAKE MATTERS INTO Y 1

OTHER AND MAY E ‘JONS, YOU’LL HAVE TO TAKE - VEN HAVE A NEW |
i THE FACTIONS, YOU TER ALGUEIRA MAY EVEN H/

WAR WITH All‘ll sl:)lll\l :(::m SIDE, SOMETTME LATER ALGUEIRA M

AND, IF LUCK 1§ $ _

DICTATOR!

) p— i |
S THEY SAY, ONE IS THE »r BE EVERYWHERE AT ONC 5 T
11‘1:1,11‘1' :‘Tu‘llilil% YOUR UNIT (A&vll:::n]gﬁ Wl:,ll, NEED TO RECRUIT "2:}11‘::1:‘:)1:{11}(!:;11'1‘ A - l
CMENTS UNDER YOUR C . TALK TO THE LOCAL MA’ gy 10 |
SETTLEMENTS UND! /ILL NEED TO TALK T 2 I OF A SECTOR: ONEIS 4
o DETENCE 'TS. YOU WILL NE - ONCTANT DEFENCE OF A SEC ? ak
o m““-“l;{l;‘::i:: ‘11:(:) WAYS TO ENSURE THE CONSTANT DEF MILITIA AT A 1
UNIT. THERE ARE

RA ) RECRUIT LOCAL
o ; CAMPS, WHICH WILL R Ry N WK i
bt 7 O on “‘ll :lzl’;\;:'l(l‘?lzl' A BUNCH OF RECRUITS IMMEDIATELY, .
e : ‘ Y. 2 l}ll’l-’. o
: 10ST MUCH MORE MONE : - e g :
o u:slll'; IMENT UNDER YOUR CONTROL IS A POTEN “A]:‘:v(; oy, NEED = .‘] i
ooy v 0S Y RESTORE PEACE. !
CHY AND TO SLOWL Sy iy o
; A SECT DER TO AVOID ANAR( t o wal
S el M;’f)’::’xllllz ?Vl(‘)!l‘llf\’ YOU OF THE MONT LY AMOUNT NE
THE LOCAL MA' LL ¥ ) e | . i |
omo el i s T THE CITY’S MONTHLY POLICE BUDG!
3 ‘ £ G THDRAWN F O
llll‘l(ll :‘]' :::D:]“:' YOU SPECIFY WILL BE GRADUALLY WIT i T pn()l.u';s
v l‘ e y "TWEEN THE REGIO!
. C()NTR(“: b: ACEFUL REGIONS WILL BE DISTRIBUTED BETWEF f
FROM THE MORE PEACEFUL T
. : ST 5. TO SEND A
: o Tk ' TTACK ENEMY POSITIONS. TO SE
YOU CAN “3:12 n()im ﬁ:‘lﬂ?l‘ SECTORS AND EVEN TO ATTACK 1.1\11‘1’;1!l i oo, 2 Mzmnz, :
BUT ALSOTO B ; ! oL
5 35 1 0 i 'TO MONITO! ! e
pitge: ‘::;I::‘;;:lll:‘l’)l'ﬁlﬂw AFTERWARDS YOU WILL BE ABLE AN it w““/“ .
OR ANY L¢ 7 EN. . v :
! PROGRESS.
BE UPDATED WITH STATUS REPORTS ON YOUR MEN’S
WILL BE |

THIS ISN°T ALWAYS TRUE IN 7.62:

LONELIEST NUMBER. WHILE . 10 DEFEND

STEADY PACE, THE OTHI
THERE. AT F
ONLY AFIER Y()U’I(EC'I‘()BE LAW AND ORDER THER!
" SERT EN
N MAY START TO DESERT. WH
ey 'l“’()l.!, YOU WILL BE ABLE TO SE w B R (
VERAL SETTLEMENTS WITH DIFFERE
p p END THE ' TOWN,
- . ;NCE UNITS NOT ONLY 70 DEFEND THEIR HOME T
ENCE 0
THER SECTOR, GIVE THE APPROPRL
THE ' SECTION OF THE
PROGRESS ON THE ST RATEGIC MAP AND IN THE UNIT
¥ MU D 4

&
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 EQUIPMIENT
. - »
“LIWEAPONS - ¥
> ik |
(ERE AR VAILARI
‘_-llllll‘ CHARACTERISTICS ARE DIRECTLY BASED ON THEIR REAL-LIFE STATS.
;ﬂ'—lllil!li ARE SEVERAL TYPES OF WEAPONS IN 7.62:"]!_]6" CALIBRE PISTOLS, HANDGUNS, ;
‘:.SUBMACHINE GUNS, RIFLES (ASSAULT, COMBAT AND CARBINES), SNIPER RIFLES,
MACHINE GUNS, AND SHOTGUNS. EACH WEAPON TYPE'HAS ITS ADVANTAGES AND
| +DISADVANTAGES AND !EACH HAS ITS OWN TACTICAL ROLE ON THE BATTLEFIELD.
? TO EFFECTIVELY USE A FIREARM, YOU MUST KEEP THE FOLLOWING IN MIND:
| EA_CH WEAPON TYPE USES ITS OWN AMMUNITION AND MAGAZINES

EVEN IF TWO WEAPONS ARE CHAMBERED FOR THE SAME ROUND, THEIR MAGAZINES MAY
NOT BE COMPATIBLE

"
ko

USING THE SAME ROUND IN DIFFERENT WEAPONS WILL NOT HAVE THE SAME RESULTS.
. FOR EXAMPLE, AN AP ROUND WILL BE LESS EFFECTIVE IN A SHORT-BARREL WEAPON
THAN IN A LONG-BARREL ONE.

F_-. EACH WEAPON HAS THE FOLLOWING SET OF UNIQUE PARAMETERS:
i + CALIBRE. THIS DEFINES THE TYPE OF ROUND THAT CAN BE USED WITH
THE WEAPON. o .
*  ACCURACY. AN AVERAGE HIT PROBABILITY OF A HUMAN-SIZED TARGET WITHIN
) THE WEAPON’S EFFECTIVE RANGE.

DAMAGE. AVERAGE MINIMUM AND MAXIMUM HIT VALU liS\Wll'l_iNhl’l"_l‘lNG AN

UNARMOURED SOFT TARGET.

DURABILITY (TOTAL/ DIRT). THE WEAPON’S RESILIENCE TO WEAR AND DIRT.

RATE OF FIRE. TIME IN SECONDS NEEDED TO FIRE THE WEAPON IN SINGLE AND

0 FULL-AUTO FIRING MODE. THE LOWER THE NUMBER, THE LESS TIME IT TAKES TO

s FIRE THE WEAPON.

.0 READY. TIME IN SECONDS TO READY THE WEAPON TO FIRE. THE LOWER THE
VALUE, THE LESS TIME IT TAKES TO TAKE A SHOT. THIS PARAMETER DOES NOT TAKE
INTO ACCOUNT OTHER FACTORS THAT AFFECT THE TIME 10 FIRE A WEAPON.

. BALANCE. THIS IS AN APPROXIMATION OF THE WEAPON’S BALA‘iCE,_' E.
DISTRIBUTION OF MASS ALONG ITS LENGTH. I'’S CALCU] LA’I‘EDWIMBER

il

BETWEEN 0 AND 100. THE HIGHER'THE VALUE, THE MORE BALANCED THE WEAPON.
THE WEAPON’S BALANCE IS MOST IMPORTANT WHEN FIRING BURSTS.
FIRING MODES. DEPENDING ON THE WEAPON’S DESIGN AND THE TYPE OF THE
SELECTOR SWITCH INSTALLED, THE WEAPON MAY HAVE A SINGLE, BURST, AND FULL-
AUTO FIRING MODES. i - ¥
WEIGHT. THE WEAPON’S INFORMATION WINDOW WILL SHOW ITS TOTAL COMBINED
WEIGHT WITH ANY ADD-ONS BHAT MAY BE INSTALLED. CHANGES IN AWEAPON
WEIGHT AFFECT ITS BALANCE. WEAPON WEIGHT ALSO AFFECTS THE CHARACTER’S
WEIGHT LOAD, WHICH IN TURN AFFECTS THE ENERGY COST OF MOVEMENT. WEIGHT
ALSO AFFECTS FIRING ACCURACY IN ALL FIRING MODES.

WEAR. SHOWS A PERCENTAGE OF THE WEAPON'S WEAR. THE HIGHER THE WEAR,

THE HIGHER THE CHANCE OF MISFIRE. g S

4o DIRTLEVEL. SHOWS A PERCENTAGE OF DIRT IN THE WEAPON'S FIRING |

4  MECHANISM. HIGHER DIRT LEVELS CAUSE INCREASED WEAR, S e

m 'TO REVIEW ALL INFORMATION ON AN OBJECT, RIGHT-CLICK IT IN YOUR INVENTORY AND

tf *"| SELECT THE INFORMATION ITEM IN THE POP-UP MENU. i
-

2T

E OVER 150 DIFFERENT WEAPONS AVAILAB!E 1IN 7.62: HIGH CALIBRE. ALL OF,

i/ -
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e RLHANDGUNS : :

Lk

. : e . ELE5SNIPER RIFLES = o

THESE LIGHT WEAPONS, USED WITH POWERFUL AMMUNITION, CAN BE MORE DEADLY IN 1158 PETES T & i & &
CLOSE COMBAT THAN HEAVIER WEAPONS DUE TO THE IMPROVED REACTION AND - - | SNIPER RIFLES OFFER THE GREATEST ACCURACY AT LONG RANGE (BEYOND 200 y
S/SHORTER FIRING TIME. HANDGUNS ARE RECOMMENDED AT RANGES OF UP T0 50 METRES. . METRES). MOST SNIPER RIFLES CAN ONLY FIRE SINGLE SHOTS. THEY ARE VERY LIMITED

HANDGUNS CAN USUALLY BE EQUIPPED WITH SILENCERS, TACTICAL FIASHLIGHTS AND IN THE ADD-ONS THAT CAN BE INSTALLED — USUALLY JUST A BIPOD AND A SCOPE. A

\ CHARACIER’S EFFECTIVENESS WITH SNIPER RIFLES'IS DETERMINED BY THE SNIPER
. - TIRE SINGLE SHOTS, WITH SOME | ! UEERS LC LN ESS S LS I8 2§ D 4 L 8 4
. LASER AIMING MODULES. MOST HANDGUNS CAN ONLY FIRE SINGLE SHOTS, W | ? st _
EXCEPTIONS SUCH AS THE GLOCK-18, APS, AND APE PISTOLS. _ L S )
AUNIQUE CHARACTERISTIC OF KEVOLVERS IS THAT THEY DO NOT MISFIRE, AND THEIR | 116 SHOTGUNS : R, _
BARREL IS HIGHLY DURABLE. THIS MAKES REVOLVERS VERY COST-EFFECTIVE TO USE. | & Uie: REERE RN N,
HOWEVER, THEY NEED TO BE RELOADED MORE OFIEN AND HAVE A LOWER RATE OF FIRE | & SMOOTH BORE SHOTGUNS USE SPECIAL SHELLS, USUALLY LOADED WITH PELLEIS. '

| 0 SHOTGUNS OFFER HIGH STOPPING POWER AT CLOSE RANGE, USUALLY UP TO 100
-_,| ?; .’ METRES. THEY ARE ALSO LIMITED IN THE ADD-ONS THAT CAN BE INSTALLED. SHOTGUNS
5 ARE QUITE EFFECTIVE EVEN AGAINST ARMOURED OPPONENTS, SINCE PELLET HITS

THAN OTHER TYPES OF HANDGUNS.

7.1.2 SUBMAGHINE GUNS 4l ¥ GREATLY DECREASE ENERGY AND MAY EVEN CAUSE SHOCK.
THESE AUTOMATIC WEAPONS CHAMBERED FOR A PISTOL ROUND ARE SOMEWHEREIN : P

BETWEEN COMBAT RIFLES AND HANDGUNS. SUBMACHINE GUNS HAVE A GOOD RATEOF = | 717 GRENADE LAUNCHERS

FIRE AND ARE RELATIVELY LIGHT COMPARED TO RIFLES; HOWEVER THEY DEAL LESS S5

HAND-HELD GRENADE LAUNCHERS CAN BE USED TO ATTACK ARMOURED TARGETS OR
CLUSTERS OF SOFT TARGETS. IN THE GAME YOU CAN USE THE RPG-18 DISPOSABLE ANTI-
TANK LAUNCHER, A HAND-HELD RG-6 SIX-SHOOTER, AND THE FAMOUS RPG-7 ANTI-TANK
LAUNCHER WHICH CAN FIRE ARMOUR-PIERCING AND FRAGMENTATION GRENADES. IN

{ | ADDITION TO THESE STAND-ALONE LAUNCHERS, SOME IN-GAME RIFLES CAN ALSO BE
EQUIPPED WITH AN UNDER-BARREL GRENADE LAUNCHER. ALL GRENADE LAUNCHERS
ARE HEAVY AND THE CHARACTER’S EFFECTIVENESS WITH THEM IS DETERMINED BY THE
HEAVY WEAPONS SKILL.

LTS THINGS THAT 6O BOOW e
[¢ THERE’S A WIDE SELECTION OF DEFENSIVE AND OFFENSIVE HAND GRENADES IN THE
s "~ GAME, INCLUDING FRAGMENTATION, SMOKE AND FIASHBANG GRENADLS. _
{5 DEFENSIVE GRENADES ARE HEAVIER, HAVE MORE EXPLOSIVE FRAGMENTS AND THEIR
~* EFFECTIVE RADIUS IS USUALLY GREATER THAN AN AVERAGE THROW EENGTH. ENSURE
* THAT A CHARACTER THROWING ADEFENSIVE GRENADE IS NOT IN THE BLAST RADIUS
WHEN IT GOES OFF. A
OFFENSIVE GRENADE

DAMAGE AND ARE LESS ACCURATE DUE TO USING A SMALLER ROUND. SUBMACHINE GUNS
SHOULD BE USED AT DISTANCES OF UP TO 100 METRES. AL
SUBMACHINE GUNS‘;AN USUALLY BE EQUIPPED WITH SILENCERS, TACTICAL FLASIII;IGI?"I‘S,
LASER AIMING MODULES AND VARIOUS SCOPES. SUBMACHINE GUNS HAVE SEMI- AND
FULLY-AUTOMATIC FIRING MODES AND SOME ALSO HAVE A 2-OR 3-ROUND BURST.

.

TA3RIFLES 2 (
£ RIFLES IN THE GAME ARE FURTHER SPLIT INTO SINGLE-ACTION RIFLES, All’l‘(lMl?’l‘lC g
*  RIFLES, AND CARBINES, ALL CHAMBERED FOR ROUNDS OF DIFFERENT CALIBIH*:‘ 0 ll!l:l:laﬂ
; ARE USUALLY HEAVY AND TAKE UP A LOT OF INVENTORY SPACE. HOWEVER THEY OFFER
GOOD ACCUR%\CY AT RANGES OF UP TO 200 METRES.
RIFLES CAN IU’SUALI;Y BE EQUIPPED WITH A WIDE VARIETY OF ADD-ONS, SUCH AS
BIPODS, SCOPES, SILENCERS, UNDER-BARREL LAUNCHERS AND SHOTGUNS, s :
FLASHLIGHTS AND LASER AIMING MODULES. DEPENDING ON THE MODEL, RIFLES MAY
HAVE SINGLE SHOT AND FULLY-AUTOMATIC FIRING MODES AND SOME WILL ALSO llAV!E A

2- OR 3-ROUND BURST.

S ARE LIGHTER AND LESS LETHAL. THEY HAVE A SMALLER
EFFECTIVE RADIUS AND FEWER FRAGMENTS.

T ‘HINE GONS i Ry
1:14 MACHINE GUNS = :' ol P SRS SMOKE GRENADES ARE USED AS A SCREENING DEVICE TO MASK THE SHOOTER’S
MACHINE GUNS ARE INTENDED TO PROVIDE LARGE BURSTS OF AUTOMATIC FIRE. ““}Y ( LOCATION OR MOVEMENT. &i .
ARE HEAVY, DON’T OVERHEAT AS FAST AND HAVE LARGE-CAPACITY MAGAZINES. MOST N = EMENT. S o ' e :
MACHINE GUNS CAN ONLY BE FIRED IN FULL-AUTO MODE, BUT SOME CAN ALSO FIRE F l@bllm‘u’\‘(, AND (;l!N(:US:Slflvl\f GRENADES Alfl; MAINLY USED TO TEMPORARILY
SINGLE SHOTS. A CHARACTER’S EFFECTIVENESS WITH MACHINE GUNS IS DETERMINED INCAPACITATE AN ENEMY WITHOUT KILLING HIM.
BY THE HEAVY WEAPONS SKILL. LANDMINES ARE SPECIAL CHARGES 'THAT CAN BE SET ALONG THE EXPECTED ENEMY
S - v ROUTE. Tl 'GAME MODELS SEVERAL DIFFERENT LANDMINE DESIGNS WHICH CAN BE ONE
SRR e A . | & OFTWOTYPES - THOSE AUTOMATICALLY TRIGGERED BY A TIMER AND THOSE |
iy frnm - (s 3 m . TRIGGERED BY REMOTE CONTROL. THERE’S ALSO A SPECIAL TRIPWIRE KIT WHICH, IN
n 5 ; L .\ " CONJUNCTION WITH ANY HAND GRENADE, CREATES A TRAP THAT IS TRIGGERED BY
‘ i3 An ?1 L.f" ENEMY §
ol e | | 2D b
e 3 - g "
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=~/ WEAPONS IN 7.62: HIGH CALIBRE, USE ALL SORTS OF DIFFERENT AMMU; Nl’l‘lOﬁ:ﬂOl.I_Nl)S:' '

. OF DIFFERENT CALIBRES ALL HAVE THEIR OWN INDIVIDUAL CHARAC'I‘ERlS’l'l_(‘!S.'

‘3.:} HANDGU N CARTRIDGES THIS AMMUNITION IS USED IN HANDGUNS AND

sy BMACHINE GUNS. THE PROJECTILES ARE RATHER HEAVY AND, DUE T0 SHORT
BARREL LENGTH, THEY. LOSE SPEED FAST. THE MOST COMMON HANDGUN ROUND
CALIBRES ARE MM PARABELLUM; 8MM AND 0.45. THE OPTIMAL DISTANCE FOR
HANDGUN ROUNDS ISUP TO 50 METRES.

s SMALL RIFLE CARTRIDGES ARE LARGER THAN HANDGUN ROUNDS BUT SMALLER

THAN TRADITIONAL RIFLE CARTRIDGES. THESE ROUNDS ARE SPECIFICALLY

DESIGNED FOR ASSAULT RIFLES AND CARBINES. THIS IS THE MOST COMMON ROUND

FOR ASSAULT RIFLES. MOST COMMON CALIBRES ARE 5.56X45MM NATO, 7.62X39MM
AND THE SOVIET 5.45X39MM. "

*" RIFLE CARTRIDGES ARE USED IN LARGER RIFLES AND MACHINE GUNS AND ARE
VERY EFFECTIVE AT LONG RANGE. MOST COMMON CALIBRES ARE 7.62X51MM NATO
AND THE SOVIET 7.62X54MM.

*  SHOTGUN SHELLS ARE CARTRIDGES FILLED WITH DIFFERENT TYPES OF

PROJECTILES SUCH AS PELLETS, FLECHETTES, SLUGS AND RUBBER BULLETS. THESE

PROJECTILES HAVE A VERY HIGH STOPPING POWER, WHICH IS HOWEVER VERY
LIMITED IN RANGE. MOST SHOTGUNS USE 12-GAUGE SHELLS.

PAY ATTENTION TO LITEM DESCRIPTIONS WHEN SELECTING AMMUNITION. SAME CALIBRE

ROUNDS WILL OFIEN HAVE DIF| FERENT TYPES OF PROJECTILES. THERE ARE HOLLOW-

POINT CARTRIDGES WHICH ARE INEFFECTIVE AGAINST BODY ARMOUR BUT WILL CAUSE

MASSIVE DAMAGE WHEN STRIKING A SOFT TARGET. ARMOUR-PIERCING PROJECTILES

WILL PIERCE BODY ARMOUR BUT WON’T CAUSE AS MUCH DAMAGE. SUBSONIC ROU NDS,

WHILE HAVING LOWER PENETRATION AND STOPPING POWER, HAVE REDUCED AUDIBLE

REPORT AND ARE IDEAL FOR SUPPRESSED WEAPONS.

PLEASE NOTE THE FOLLOWING CHARACTERISTICS WHEN SELECTING AMMUNITION:

*  WEIGHT: THE HEAVIER THE PROJECTILE, THE HIGHER ITS STOPPING POWER.

*  MUZZLE VELOCIY: THE HIGHER IT IS, THE GREATER THE DISTANCE AT WHICH,
THE PROJECTILEIS EFFECTIVE, :

* * DAMAGE HP: HOW MUCH OF THE BULLET ENERGY DIRECTLY CAUSES Hp LOSS.

+. SHOCK: HOW MUCH OF THE BULLET ENERGY DIRECTLY CAUSES SHOCK. |

*'. PENETRATION: HOwW MUCH OF THE BULLET IS SPENT ON PENETRATING AN
OBSTACLE, SUCH AS A BALLISTIC VEST. 1

% g4
EACH WEAPON FAMILY HAS ITS OWN illlGAZlNE TYPES, WHICH ARE USUALLY
INCOMPATIBLE WITH OTHER WEAPONS. FOR EXAMPLE, ALL M-16 RIFLES AND CARBINES,
CHAMBERED FOR THE 5.56X45MM NATO, USE THE SAME MAGAZINES WHICH ARE
INCOMPATIBLE WITH OTHER WEAPONS CHAMBERED FOR 5.56X45MM NATO.
ALL WEAPONS ARE SOLD WITH A STANDARD CAPACITY MAGAZINE, BUT YOU CAN ALSO
FIND HIGHER CAl’%%g  MAGAZINES FOR SOME WEAPONS. THERE’S S0 A WAY TO
CREATE A DOUBLE MAG DUCI-TAPING TWO STANDARD MAG: TOGETHER. T0'DO

THIS, YOU’LL NEED TO OBTAIN SOMEDUCT TAPE AND, Wl’l‘ﬂ'i’l’ UR INVENTO! \ g

i : 5 ;
SIMPLY DRAG ONE MAGAZI_{N_I:]_ ONTO THE OTHER. A DOUBLE MAG WILL BE.CREATED -1 ff

; (e
'!'"”',t._'_-__“ 56

)

P,

Wi

% * . BAYONETS ARE A CLOSE-COMBAT LAST-RESORT WEAPON, WHICH CAN ALSO BE USED 1

: MAGAWS. THEY CAN BE PU llCllIl_'ISEl) AT MOS

Al-J’l.'()MA’l‘lCAlJ‘Y. THIS WILL USE UP A BIT OF ’l‘Fll l_)UC’l TAPE. ST
x S

: o = o ; .' J ".'
1.3 ADD-ON EQUIPMENT s
“’EAI‘()NS IN 7.62: HIGH CALIBRE CAN ALSO BE IZNllANC’E‘]) ‘“)'l"l“lf ‘:;:l:}::rll{ Sllll];l:‘(;N
EQUIPMENT WHICH WILL EITHER MODIFY THE WEAPON’S SPECS OR GIVE !
ABILITIES. . . v »
. .Gl] Fll\'(‘Fll IS A DEVICE THAT REDUCES VISIBLE FLASH AND T:::l;;k]i;:lll‘l;‘l:l: (l‘ lj:’lllll‘Yl\
A WEAPON IS FIRE SGUISING THE SHOOTER’S POSITION. THE I ESPECIALL
A WEAPON IS FIRED, DISGUISING TH S0 - THE OO :
I IEN' GHT. USING A SILENCER MAKES )
EFFECTIVE IN LOW AMBIENT LIGHT. L eyt
C C SES ITS STOPPING POWER AND EFFEC I GE.
SUBSONIC, WHICH DECREASES ITS ST( i iR FIRE AT EXTENDE
. ;:J‘i)l’li. THESE DEVICES ARE REQUIRED FOR ACCURATE SN]P'I:II l‘l!l‘l,ﬁ : ‘:;:‘ll,x DED
;llil\'GF DIFFERENT SCOPE TYPES HAVE DIFFERENT SPECS A;\ll)‘Az:::;(P : I
)N'S EFFECTIVE i FIELD OF VIEW DIFFERENTLY. SCOPE
WEAPON’S EFFECTIVE RANGE AND F i Snbietasain
INESS ALS IPENDS ON TIME OF DAY AND THE WEATHER.
EFFECTIVENESS ALSO DEPENDS ON TI I WEATHER, S
(] T\'lﬂll'l' SCOPE. SIMILAR TO A REGULAR SCOPE, A NIGHT § COPE lysl:!ll;?:‘,m‘“ FOR
" LOW AMBIENT LIGHT CONDITIONS AND IS LESS El’l’l:(,l?\"l; l‘l\" !)A\‘l"‘ N "“.m —
+  RED DOT / REFLECT SIGHTS ARE AN EFFECTIVE A]Jll:lll‘\xlll,\zlx l'(;g SIGHTS.
THEY IMPROVE SHOOTING ACCURACY, ESPECIALLY Wl! llVTSNAl blu“!_'l‘.l%":
+  LASER AIMING MODULES ARE DEVICES THAT “Mlluﬂ.‘b,'% AID‘III’V‘ ;‘ J‘im"NATF A
e TACTICAL FLASHLIGHTS CAN BE USED IN LOW AMBllaNll LIGHT TO ILLU] I
GET BUT THE S I THE USER EASIER TO SPOT. .
TARGET BUT THEY ALSO MAKE THE k 2 : 2 e
« A Bli’ﬂl) IS USED TO MAKE A WEAPON MORE ACCURATE WHILE FIRING IN THI
PRONE POSITION.

S A STANI I FIGHTING KNIFE. ¥ 2k !

. %T\::):E:z?l::ﬁll:)ll‘;! GRENADE LAUNCHERS ARE SU l"l’f)‘l{'l‘ wr{mﬁ;ﬁ:’;ﬁ: :(,AN BE
INSTALLED UNDER THE MAIN BARREL OF SOME !lll: Ll;: o IEI:PI"N]) AANIHE

. LAUNCHER TYPE, DIFFERENT GRENADE TYPES CAN lll’x Ubl:l).).

»  UNDER BARREL SHOTGUNSARE USED AS SUPPORT WEAPON

GAUGE SHELLS AT CLOSE RANGE. !

[ FIRE 12-

: Q I Q[ " -;‘ PREVENT
VARIOUS ADD-ON INSTALLATIONS ON VARI::(I)J; r'ml;::g? ("1(1’1:1:1;»;:3:'::111; ll K: Jv:‘ LK
S F CING INSTALLED. ¢ :, i (STALL

OTHER ADD-ONS FROM BEING INSTA B ALl & b1r
AND AN UNDER-BARREL GRENADE ITAUNCHER A‘l THE SAME TIME. ALI',._WIjAl
ONLY HAVE ONE SCOPE INSTALEED AT ONE TIME. L -
THE GAME ALLOWS YOU TO EASILY IDENTIFY wnl(::ll:u‘n‘;(:ﬁ ::{u; 1‘{:‘:1’1{'?:1)‘1[)4 )1‘\"1\NI) .

: \ \ R T 5 'ER A WEAPO] L

Y GIVEN WEAPON. JUST HOVER THE CURSOR OVE \PON g
:‘3;1::;‘;’1111;‘: ITEMS IN YOUR INVENTORY OR IN THE SHOP ITEMS WILL BE HIGHLIGHTEI
l L~ CAN FURTHE ; SOME

’S ALSO A C 'HE GAME WHO CAN FURTHER IMPROY,

THERE’S ALSO A CHARACTER IN THE 6 ! NPURIEERUIRIRIROE

: 5. W HIM TO DO THAT, YOU WILL NEED ECT .
WEAPONS. TO ALLO / e L )

(N}

P ' i

[}
¥
I3y
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YOU CAN Eouip YOUR MERCEN;

ARIES Wit
ORY SPACE AND pawr . ARIES WITH ADDITIONAL ITEMS THAT [NeRE
SUCH EQUIPMENT: AKE INKENTORY ACCESS FasTER 'rln"ll::fl;nl? fﬁfj@sn o
o J « TUERE ARE FOUR TYPES or
*-. TACTICAL VESTS ar

. lA(;ll(/Al BELT S ( M/ NCL IDE ' a3 M
” LB ll{/-‘ll AY I
ADDI T I(MAL POU (/lll‘b FOR TACT ICAL VES TS

EACH OF THESE ey
ooy THES: TuMS IAS A SPECIFIC NOMBER 0F 1NV
THEM, lmcmmci(s ;‘ iu? I‘ll\l{ P{)ycmes MAKE IT au"m ACCESS ITE ;
BUT TAKING AN 1t gure e CEPTION HOWEVER; TrgiR SToRAGE Chpaone LD 1Y

h F A BACKPACK TAKE ¥ CAPACITY IS HIGH,

THE GENERAL INVENT S EVEN
L INVENTORY. BESIDES, A BACKpAcK 0o - CRE TIME THAN ACCES
AND MAKES IT DRSS g li(lt;: A BACKPACK MAKES THE WEARER 110\1((1)‘1(:1( \;::ﬁgr

YOU CAN GET THIS & o

ENEMY’S Tag rlll(% l;%ggmmm: IN STORES OR AFIER A BATTLE, [p v

mGll’l‘-CLl(‘l(m( A ] OR BELT, MAKE SURE T0 LOOK 1T/ . IF YO
AWING), AS IT MAY HAVE SOMETHING INSIDE; Sl

{ U COME ACROSS AN
'S CONTENTS (BY

58

s

Soahl

1

|
\._?:'I'
71

NTORY SLOTS AND A N UMBER OF *
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8. ROLE-PLAYING SYSTEM

g

ROLE-PLAYING SYSTEM, CONSISTING OF DYNAMICALLY-DEVELOPING ATTRIBUTES AND
SKILLS. AI-CONTROLLED MERCENARIES DO NOT HAVEANY INHERENT ADVANTAGES OVER
THE PLAYER AND HIS MERCENARIES. S

FACH MERCENARY HAS A SET OF ATTRIBUTES AND PROFESSIONAL SKILLS. ATTRIBUTES
DIRECTLY AFFECT BEHAVIOUR AND EFFECTIVENESS OF THE CHARACTERS’ ACTIONS IN
THE GAME WORLD. THE HIGHER THE ATTRIBUTE VALUE, THE MORE BENEFICIAL THE
EFFECT OF USING THEM. FOR EXAMPLE, HIGH STRENGTH ATTRIBUTE WILL ALLOW THE
CHARACTER TO THROW BEFTER, CARRY HEAVIER LOADS AND INFLICT GREATER DAMAGE
IN HAND-TO-HAND COMBAT. PROFESSIONAL SKILLS REFLECT THE ABILITY OF THE
CHARACTER TO USE HIS PHYSICAL CHARACTERISTICS AND EXPERIENCE IN THE
SPECIFIC FIELDS OF MILITARY SERVICE.

8.1 BASIG ATTRIBUTES

8.1.1 HEALTH. ,
THE HEALTH RATE DEFINES THE MAXIMUM DAMAGE WHICH A CHARACTER CAN TAKE.
THE VALUE CAN BE INCREASED BY 10 POINTS BEYOND THE DEFAULT.
HEALTH REGENERATES WITH TIME OR WITH MEDICAL TREATMENT. A
8.1.2 ENERGY. _ _
ENERGY (BREATH CAPACITY) ALLOWS THE CHARACTER TO PERFORM ANY MOVEMENT-
RELATED ACTIONS. IF THE CHARACTER LO! ENERGY, HE LOSES CONSCIOUSNESS. FOR
A CHARACTER TO COME TO, HIS ENERGY MUST REACH BETWEEN 1 AND 5 UNITS.
18.1.3 STRENGTH.
DETERMINES THE EFFECTIVENESS OF APPLYING BODY WEIGHT IN COMBAT. AFFECTS
THROW DISTANCE, CARRY WEIGHT, HAND-TO-HAND DAMAGE AND HEAVY WEAPONS
SKILL. MINIMUM VALUE: 50. THE VALUE CAN BE INCREASED BY 30 POINTS BEYOND THE
DEFAULT. P R 1
8.1.4 ENDURANCE: ‘
DETERMINES ENERGY REGENERATION l{A’l‘E.
8.1.5 AGILITY. 4n
DETERMINES THE CHARACTER’S MOVEMENT SPEED AND AFFECTS ’l‘llli-'ﬁ)\lli TO READY
WEAPONS. THE VALUE CAN BE INCREASED BY 15 POINTS BEYOND THE DEFAULT.
8.1.6 DEXTERITY. -
DETERMINES THE TIME TO READY WEAPONS FOR COMBAT. INCREASED BY MOVEMENT.
8.1.7 REACTION. :
l)li’l‘lillhlﬁﬁs THE AMOUNT AND I!Ul{l_i’_l‘lON OF SHOCK l!IZCIEIV;III).-’I‘H‘E*-'HI‘UIE CAN BE
lNCllw,!il) BY 10 POINTS BEY()NI‘ THE DEFAULT. Po RNl o \

MRS

L

|
e

gmcmmsim BY SHOCK SITUATIONS.

IPR=E - il

’l‘ﬂ‘ii MAIN CHARACTER, MERCENARIES, Cl\’lLlANIS AND ENEMIES ALL USE THE SAME .h =
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:8.1.8 INTELLIGENCE, . : e"‘r P n b
& DETERMINES LEARNING SPEED . _ R ] ) b '
8.1.9 EXPERIENCE.

A(‘i‘UMUlA’l 'ED DURING A (‘HARA(,I‘FR’S TRAVELS, IT DIRECTLY AFFECTS THE USE OF ALL |

L PROFESSIONAL SKILLS, ll'lp INCREASED BY Y COMBAT ACTIONS (sUmAulmN(. AT N
ENEMIES). 2 | '

8.1.10 EYESIGHT.

DETERMINES THE SPEED OF ()llJLC'l‘ DETECTION IN LOW VISIBILITY (‘()Nl)l l‘.l(lN S AND
THE ACCURACY OF AIMED l'llll;. . ’

8.1.11 HEARING. R
I)ls'l El l{MlleS THE DISTANCE AT WHICH YOUR CHARACTER WILL BE ABLE TO IDENTIFY A
CE.

ISC
CHARACTERS WHO CAN BECOME YOUR
{Ll‘l' R EGO IN THE GAME. WHEN YOU \
CHOOSE A CHARACTER, YOU CAN MODIFY
THE CHARACTER’S SKILLS USING 50 FREE
SKILL POINTS.

T T

T ay

8.2 PROFESSIONAL SKILLS

PROFESSIONAL SKILLS ARE OF GREAT IMPORTANCE T0 ME RCENARIES. THEY AFFECT .
PROPER USE OF WEAPONS IN THE GAME, EFFECTIVENESS OF MEDICAL TREATMENT ANT )

9.1 CAMERON STEADMAN

BORN IN A PRIMITIVE HUT ON THE BANKS OF THE

OTHER SITUATIONS. PROFESSIONAL SKILLS ARE DEVE LOPED BY USING THEM AND ANY / LOUISIANA RIVER, CAMERON STEADMAN GREW UP g
MERCENARY CAN DEVELOP HIS SKILLS IN SEVERAL DIRECT TONS AT ONCE. IF YOU wnu ACCUSTOMED T0 HARDSHIP AND BECAME WELL ADAPTEL TR
YOU CAN MAKE A SAPPE R OUT OF A SNIPER - IT ALL DEPENDS ON HIS PRACTICAL | FOR SURVIVAL. ALTHOUGH HONEY ISLAND SWAMP WAS ll A
FXPERIEN Gy | | 45 MINUTES SOUTHEAST OF les; :lll:::)lll:;i;} lllololr:ﬂ:l i
2.18 TING | B \ MILES TO HIM. HE STARTE b ' 2
2 RO | & ;:::‘)"I‘)lloll\sb(l::(l):)] WHICH GAVE HIM HIS FIRST CHANCE T0 GET
PETERMINES OVERALL EXFECT TVENESS WITH FIREARMS. 1 E,-  YOUT OF THE SWAMP: HE BECAME A MEMBER OF THE TE
8.2.2 SNAPSHOT ' 3 AND WOULD TRAVEL AWAY FROM HOME EVERY ONCE IN A

“WHILE. BUT ALL THAT WAS NOTHING COMPARED T0 A BUS
* RIDETHAT ONE DAY TOOK HIM TO FORT BliNNll\l{bl,lﬁ:;()ll(,lA.
L i THAT UE RE SED THAT HE
'THAT WAS THE DAY THAT HE REALISED T 1AD < B
ll\'::":‘lllNG WORTH GOING BACK FOR. CAMERON n:l(lz?::)gg :lll":[:;{vj Ell t:‘N::l:l: :
: TISM OF FIRE IN THE FIRSTGULF WAR. HE S \ _
HIS BAPTISM OF FIRE IN THE FIRST ) i
FOR THAT HE WAS RESPECTED IN HIS UNIT. HE ORIGINALLY PROM:
© AND FOR THAT HE WAS RESPECTED IN e e
; FAVE T  AS SOON HE TURNED THIRTY.
THAT HE WOULD LEAVE THE ARMY AS pit A
 DISC i) A MONTH BEFORE HIS 3( W
AND WAS HONOURABLY DISCHARGE R\ T
y CERT ERNMENT AGENCY OFFERED CAMER J
DAYS LATER A CERTAIN GOVERNME ’ B,
MOST OF THE 90S PERFORMING COVERT MISSIONS IN THE MIDDLE EAST

DETERMINES ACCURACY WHEN FIRING FROM THE HIP OR TAKING A SNAPSHOT. -
8.2.3 SNIPING

DETERMINES 1l'll7(""V ENE,S& WITH WEAPONS EQUIPPED WITH OPTICAL SCOPES.

8.2.4 HEAVY WEAPONS : 4
DETERMINES THE ILFII('IIVI‘NESS WITH MACHINE-GU NS.‘AND-_G;SENAI)E LAUNCHIERS'. 3
8.2.5 THROWING X8

DETERMINES AC(.JI'}MCY WITH HAND GRENADES AND THROWING KNIVES.

8.2.6 MELEE® "% . , ::-m . .- i
i b £
DETERMINES EFFECTIVENESS IN llANl)-'l O-HAND COMBAT. \

8.2.7 poCTOR
DETERMINES THE HEALING RATE WHEN USING MED KITS AND OTHER MEDICATION.
8.2.8 CAMOUFIAGE

. DETERMINES HOW | l‘:l; AN]M\UI)IBLI‘ THE ME] R(‘LNW ‘*‘k ]
8.2.9 SAPPER %" f'a%

DETERMINES DET] ECTION dl- k) ;VEMY MINES AND EFFECT] TVE, ‘SS W“EN Sl}'l l ING MINES
OR BOOBY TEHAPS.
60

..iu
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9.2 ALEXEY IVANOV | (.
JEXEY IVANOV WAS BORN IN VOLGOGRAD (FORMERLY KNOWN AS S’l‘ALlNGl-'lAI'.)-). HE 1
i NED OF HIS HOME TOWN’S WAR-TIME HISTORY FROM MORE THAN BOOKS AS HIS tg
G! DFATHER FOUGHT IN S’l‘_ALlNGRAI) AND.LIVED TO TELL ;& o2
ONE OF THE MOST PIVOTAL BATTLES oF AT

; HISLGRANDSON OF
¥, THE SECOND WORLD WAR. HIS STORIES OF D! FTERMINATION

. _)L?NI) DESPAIR NURTURED A CALL OF DUTY IN HIS SENSITIVE
“GRANDSON. ALEXEY WAS Ll)()ldNG FORWARD TO FINALLY

X ’19.4 GENEVIEVE LAMBERT

o 25 )
" GENEVIEVE LAMBER! YEAR..
| GENEVIEVE ERT SPENT THE FIRST
‘m;m \ MBER THE FIRST FE F
o ll“llN LYON, FRANCE. HER PAmzNT'syﬁnﬂ' s
 LITERAT INCH TRADITIONS AND NATIONAL R
g s"l:n‘lmz (:(:::‘ GENEVIEVE TO FENCING LESSONS
- WHEN SHE WAS THREE. WHEN SHE WAS SUPPOSED T
| VHEN S IN SHE WAS SUPPOSED |
* STARTING KINDERGARTEN, THE LOCAL l?LrliJ\'lcl;i(:zw L

SERVING HIS HOMELAND, JUST LIKE HIS GRANDEATHER. .
"AFTER GRADUATING HIGH SCHOOL, HE ENTERED THE RYAZAN | % TEACHERS WERE
'AIRBORNE ACADEMY, WHERE HE UNDERWENT ELITE ?  THAT THEY M‘wl‘sf,‘:)"g:"‘“ss“l' WITH HER PROGRESS
A 4 4 ;| ER TO ENTE 3 NN
CL e L IR THE WELL|
UB I’ESCRIME DE PARIS (PARIS l"l"N(‘n:{? :;'LJI'J‘BI‘;“WN
- N iy U -

MILITARY TRAINING AND LEARNED TO BE A LEADER. AFTER
GRADUATING FROM THE ACADEMY HE WAS TRANSFERRED TO
THE AIRBORNE FORCES AND SENT 'TO CHECHNYA AS A
PLATOON COMMANDER. WHEN THE MAJORITY OF HIS
PLATOON WAS KILLED IN BATTLE WITH INSURGENTS, ALEXEY
DECIDED TO RETIRE RATHER THAN WAIT FOR ANOTHER
CEASEFIRE AGREEMENT WITH THE KREMLIN AND THE
EVENTUAL DEATHS OF HIS NEW COMRADES. KNOWING THAT HIS WILLINGNESS TO FIGHT,
1Y CHOSE TO BECOME A SOLDIER OF

OVERWHELMED WITH I
MOVED Ill:;lim‘::x"“ ENTHUSIASM, THE ENTIRE FAMILY
BECAME A CLUB N ORDER T0 SUPPORT GENEVIEVE. SHE
TACAME A CLUB CHAMPION WHEN SIE WAS 12 B won

- L CUP AT THE AGE OF 16. Fi ;

HER EIGHTEENT! : GE OF 16. FIVE WEEKS BEFORE
Cmu"; ll’:r(l)l; P(T:NI H BIRTHDAY SHE BECAME '1"1‘;11?';:"31:’1”0""‘
l’m'Umnl'iv'xinnr;‘:ll;:qi:ﬂl""m""S INTERNATIONAL o

i SINCERE WAY IN W p
ATTRACTED THE ATTE IN WHICH SHE C

) THE ATIENTION OF THE DGSE (Glil\'lzl:xlll(/:::::ll ¢

TRV

A

NICATED WITH FOREIGNERS

FOR HIS COUNTRY WAS NOW MISPLACED, ALEXE
T ORTUNE INSTEAD OF RETURNING HOME. AS A RESULT OF THAT DECISION, B SPENT £1 SECURITY OF FRANG
I LAST EIGHTEEN MONTHS IN SIERRA LEONE, WORKING FOR THE HIGHEST BIDDER.. | Patbon lN'l'l‘"I(‘l:zk'l(i)]: AFTER A THOROUGH REVIEW 0F ll;{i:(: LK IHNAL
;  FRENCH INTELLIGENCE DECIDED THAT THE BEST wir 1 CRGROUND, THE
CONTACT HER PARY ED THAT THE BEST WAY T ND, THE
A CONTACT HER PARENTS. IT g E BEST WAY TO RECRUIT HE =,
9.3 KURT HERNIANN ity 5 I l‘llAl“wASAl'AR’l‘0F'lll£l:'{l(‘:’l‘l"‘:’ll(ll|‘rl;’ BUT GENEVIEVE S()()N(;ll:z‘l‘{’;::;fl:‘;?i50-‘
e : ; 4 | TAKE HER SPORTING AC; EN SPYING ON FOREIGN BIG SHOTS, SHE paci
: WITH OR WITHOUT A'm'l"‘llé?l‘l’ﬁnnnl‘s TO THE NEXT LEVEL AND ZII::)L% Zer PECIDED T0
_ ; LEVEL AND SPILESOME REAL BLOOD

BORN IN DRESDEN, GERMANY, KURT HERMANN LED A . i B
DOUBLE LIFE THROUGHOUT HIS YOUTH. HE WAS A PERFECT P EARANCE SUGGESTS. N IS MUCH MORE DEADLY THAN HER
STUDENT IN SCHOOL, BUT HE ALWAYS MANAGED 10 GET T ' :
INVOLVED IN SOMETHING FISHY OUTSIDE OF SCHOOL. HE -
f/ WAS CAUGHT ONLY ONCE, SOME TIME AFTER HE GRADUATED.
" HEWAS OEFERED A SOLUTION WHICH WOULD KEEP HIM OUT
OF PRISON AND THAT IS HOW HE CAME T0 JOIN THE
MILITARY. AFTER EIVEYEARS OF SERVICE KURT REQUESTED
A TRANSFER T0 GS6-9, OR “BORDER GUARDS, GROUP 9”. THIS
WAS A HIGHLY RESPECTED GERMAN ANTITERRORIST UNIT,
CREATED IN 1973 AFTER THE MUNICH OLYMPICS MASSACRE. .

9.5 SYUN KuM Kim

FIVE YEARS AFTER §

R T mi:;;l‘ 1 :ll]t l:!lmN KUM KIM WAS BORN IN WONSAN,
D —— mrM HER DECIDED TO TRY AND m;'rm;v
PAID A CONSIDER A POKHAN IN SOUTH KOREA. I!A;’IN(“
TURKELS Wi mu; b'm‘l OF MONEY TO ACCESS nmmwy

SUK CHIN l’llo/»nsﬁ; :'J;\:)ll;; llllll‘l :gmgm,mwuunm miz,
- FOR THEM. NO ONE HAS HEARD aniA ':1:;:5 :::J:J’l((,‘:r:;:;l‘ £%

JURT JOINED THE CENTRAL SERVICES WHERE HE o
SPECIALISED IN.WEAPONS SUPPORT AND EXPLOSIVES SAKE OF THE j
* S : | 1 EIR OWN SAFETY, S {
;5. WITHIN A YEAR HE ] ORDEURAHEIR OWN SAFETY, SYUN KUMKIM'S Moy
RDERED HER THREE DAUGHTERS 10 F:,::ﬂ':l:;:; M
ORGE T THEIR

DEVELOPMENT FOR THE SPECIAL FORCE
WAS TRANSFERRED TO GSG-9/1, ONE OF THE FAST-RESPONSE FATHER AND HIS PLANS,
A INTS STTTR AT Q1) 0 % U 3 i il ¥ S S. KIM FOIL, An
l)I: lA(:llM'ljlf’l S, AS Al? lN)l‘)ll,lm%llS)N ?l’)!.ClAl:lSl . “‘V 0 : iy -3: 35 SHE IMMERSED HERSELF IN l)(l ):;l LS)WM) HER MOTHER ADVICE, -
YEARS LATER HE WAS APPROACHED WITH A PROPOSAL 10 BECOME A CIVILIAN AND p GRADUATION SHE WAS ENLISTE KS AND GOT A DEGREE IN MEDICINE, AF1
INFILTRATE A TERRORIST ORGANISATION IN AUSTRIA. EVENTUALLY, THOUGH, I'T ! AT THE KUMSUNG Mn:r;Nu?m"‘m THE MINISTRY OF THE P lum,z - AVTER
BECAME CLEAR TO HIS BOSSES THAT THEY WERE LOSING CONTROL OVER HIM AND HE USE OF FIREARMS, IDJ; 0’“‘} INSTITUTE, KIM WAS TAUGHT HA OPLE'S ARMED FORCES.
WAS ASKED TO BECOME A CIVILIAN PERMANENTLY. HAVING RETIRED, KURT WAS LATER KIM WAS SENT i LOGICAL ACTIVITIES AND FOREIGN CU ND-TO-HAND COMBAT, THE
EMPLOYED AS HEAD OF SECURITY FOR A DEFENCE CONTRACTOR DEALING WITH TOP FORCESAGENT. HER mx:)‘:‘l‘ ;‘1'3 DEMILITARISED ZONE; AS A N(J)'l:;::‘:;; THREE YEARS
o ;A DE TH FOREIG VIDE A 1L L CENT S HER by SPEC
HE MADE A DEAL WITH | OREIGN : EVIDENT DESIRE, FOR A NEW uF'l;::;;bl:'nlg‘(;{:NNlatjvl‘l()Ns T0 SOUTH l'::;“;l::z :v‘”lil"ll .
; iR CROSSING THE : g

SECRET MILITARY ORDERS. WORKING THERE,
INTELLIGENCE, BECOMING VERY RICH IN THE PROCESS. JICKLY 60T OUT OF NOT PRETENI

Toir ETENDING. FREE; ) ;
CONTROL, AND KURT HAD 70 LEAVE THE COUNTRY IN.A HURRY. KURT ALWA S MAKES i gl COUNT AND II:KA;I;:IB"NI AWAITED HER IN SOUTH Kolumn;zm,m‘ INFACT, SHE WAS
EVERYTHING MORE COMPLICATED THAT IT NEEDS 10 BE. HE IS INTOLERANT' rlrm:gr: g,,m,l.n"l’""““‘llls’l SHIP FOR JAPAN. HAVING ﬂl," CROSSED THE

Y e , DR. SYUN KUM KIM WAS READ ; COME TO TERMS WIT
2 READY FOR A NEW LIF| S WITH
IEW LIFE.

T THAN HIM AND HIS ATTENTION SPAN IS RATHER S

- 62

HE CONSIDERS LESS SY

ety
A
s !

—— : »
il



‘ 762_MANUAL_UK_16_12_08:762_MANUAL_UK_16_12_08 12/18/08 3:59 PM Strona 64—@—

Fas : —

9.6 SANJAY BABU " ; 2 W,

R —— P
T y t
i

]

BORN IN PANJIM, A MAJOR SEA PORT AND THE CAPITAL OF THE INDIAN STATE OF GOA,
SANJAY BABU SPENT MUCH OF HIS YOUTH PROVIDING VARIOUS SERVICES TO THE
w_ﬂ’l’lli TOURISTS ON THE ANJUNA BEACHES. TOURISTS WERE INITIALLY ATTRACTED BY i
= I:E{UNIQUE SENSE OF HUMOUR BUT, WITH TIME, HIS LACK GOy

kT
98 KRISTINAHOPE

'KRISTINA HOPE IS A CHILD OF THE COLD WAR. HER R
. MOTHER, STANKA STOJANOVA, WAS A BULGARIAN SECURITY
| _hGEN’l‘ AND HER FATHER, JAMES HOPE, WAS A CIA AGENT IN
) WEST BERLIN. THEIR UNLIKELY ROMANCE DID NOT LAST
LONG AND HAD SEVERE CONSEQUENCES FOR BOTH.

STOJANOVA WAS KICKED OUT OF THE DS (DERZHAV;
SIGURNOST) AND JAMES DISAPPEARED WITHOUT TT CIE.‘ BY
THE TIME KRISTINA TURNED 7, THE SOVIET EMPIRE LAY IN
RUINS AND HER MOTHER WAS ABLE TO FIND EMPLOYMENT
,_.g_ - WITH THE NEW BULGARIAN SPECIAL FORCES, THE

ro SIGURNOST. HOWEVER HER PAST HISTORY WORKED AGAINST
F‘ STANKA AND WHEN A NEW LAW IN 2001 MADE THINGS VERY

= TOUGH FOR FORMER DS EMPLOYEES, THE STOJANOVS ONCE AGAIN FOUND THEMSELVES

OEWARMTH AND EXTREME SARCASM LEAD TO HIM BEING
REJECTED AS A BIT OF A CREEP. AFTER _MAKING IT
IMPOSSIBLE FOR HIM TO WORK AT THE BEACH, SANJAY
“SAFOUND A WAY TO RID HIMSELF OF HIS ACCUMULATED
AGGRESSION. HE JOINED 1HE INDIAN ARMY WHERE HIS
PHYSICAL TRAINING AND CAPABLE HANDLING OF MISSILES
" WERE IMMEDIATELY APPRECIATED! HE WAS TRANSFERRED TO
THE NATIONAL SECURITY GUARDS (INDIAN SPECIAL FORCES),
TO A SUBDIVISION POPULARLY KNOWN AS THE “BLACK CATS”
DUE TO THEIR BLACK UNIFORM. HIS DIVISION WAS ALSO
FAMOUS AS ONE OF THE BEST ANTI-TERRORIST UNITS IN ASIA.
DURING HIS TWO YEARS OF SERVICE WITH THE SPECIAL
ACTION GROUP, SANJAY BECAME A VETERAN OF DOZENS OF
OPERATIONS IN PAKISTAN AND KASHMIR. BUT HIS ROTTEN
SENSE OF HUMOUR AND SADISTIC TENDENCIES EVENTUALLY LEAD TO A DISHONOURABLE
DISCHARGE. SANJAY BABU WAS CONTACTED BY PRIVATE INDIVIDUALS IN SRI LANKA

F

Skl

T

AND IN NEPAL, AND PROVIDED HIS SERVICES THERE. HE IS CURRENTLY LOOKING 2 1| JOBLESS AND HOMELESS.
. : m S NEXT ASSIGNMENT. t " ST § 2 o
FORWARD TO HIS NEXT ASSIGNMI NT. & I 7" Kl!lPllNA ALWAYS DREAMED OF FOLLOWING IN HER MOTHER’S FOOTSTEPS AND MAYBE
. : o) ONE DAY FINDING OUT WHAT HAPPENED TO HER FATHER. SINCE EARLY CHILDHOOD SHE
q -I G "\B“":l A“‘“ﬂ? Y3 - ’ISIEA‘I) li?()lllll‘Vf; BUT SPY FICTION. AFTER GRADUATING FROM HIGH SCHOOL SHE TRIED
9. -1 BA » | TO ENTER A SECURITY ACADEMY THREE TIMES, BUT HER APPLICATION WAS ALWAYS

DENIED DESPITE KRISTINA BEING MORE THAN QUALIFIED. SHE TOOK HER FATHER’S

SURNAME IN PROTEST, AND SEARCHED FOR EMPLOYMENT IN THE PRIVATE SECTOR.

AFTER STANKA STOJANOVA DIED IN 2004, NOTHING HELD KRISTINA IN BU LGARIA ANY

LONGER. NOW NICKNAMED DIABLERI FOR HER EXPLOSIVE TEMPER, KRISTINA BECAME

. A SOLDIER OF FORTUNE, HOPING THAT SHE WOULD ONE DAY FIND SOME TRACE OF lilili
FATHER. THE CONFLICT IN PALINERO AND ALGUEIRA IS HER FIRST SERIOUS CAMPAIGN. 4

GABRIEL ALAVEZ WAS BORN TO A MILITARY FAMILY IN BUENOS AIRES. HIS FATHER WAS
AN OFFICER WITH THE ARGENTINEAN COMMANDOS AND WAS
KILLED IN THE FALKLANDS SOON AFTER GABRIEL WAS BORN.
HIS MOTHER FOUND IT HARD TO BE ALONE AND GABRIEL

fi SAW MANY OTHER OFFICERS COME AND GO IN HIS

. HOUSEHOLD. WEAPONS BECAME HIS TOYS AND GABRIEL

"' ESPECIALLY ENJOYED PLAYING WITH SNIPER RIFLES. HE
SOON GOT USED TO THEFACT THAT MANY OF HIS ‘UNCLES’
WOULD NEVER COME BACK AFTER A MISSION.
WHEN GABRIEL:"!‘URN-EI) TWENTY, HE ENTERED SERVICE
WITH HIS FATHER’S OLD REGIMENT. RUMOU RSBEGANTO
SPREAD OF HIS EXTREME CRUELTY ON ASSIGNMENT. iy
HOWEVER, GABRIEL CONTINUED TO0 EXCEL AS A SOLDIER AND "
BY THE AGE OF 22 HE HAD BECOME ONE OF THE BEST
SOLDIERS IN HIS REGIMENT. AT THE SAME TIME, GABRIEL
FELL MADLY IN LOVE. HE STARTED A FAMILY, HAD A BABY ?3‘ » o gy o
DAUGHTER AND RESIGNED FROM THE ARMED FORCES. I'T QUICKLY BECAME APPARENT | & ' = @
THAT GABRIEL ALAVEZ WAS UNSUITED FOR CIVILIAN LIFE. MONEY WAS HARD TO COME = -
BY AND GABRIEL WAS IN DEBT. HIS CREDITORS WERE ANYTHING BUT LEGIT AND ONE = i
DAY THEY DECIDED TO SCARE GABRIEL INTO PAYING BY KIDNAPPING HIS WIFE AND :

DAUGHTER. THEY TOLD GABRIEL THAT UNLESS HE PAID THEM BACK IN FULL, HIS
FAMILY WOULD BE'K Il.l.lill)‘ GABRIEL DID PAY THEM IN FULL.. ILLING THE ENTIRE
GANG. HOWEVER HIS FAMILY ALSO KILLED. BLAM;N!*;M_ FOR NOT GETTING TO
'THEM IN TIME, AND UNWILLING TO DEAL WITH THE mmcg%&n‘il‘ LEFT 'm@
COUNTRY. A FEW YEARS 'TATER HE FOUND NEW FAME FOR HIMSELF AS AN il ‘_‘2_ "
INTERNATIONAL MIZRCIENA.*{\’ CALLING HIMSELF THE JAGUAR.
B ]
1A . 1 £ )
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o’ ‘.lﬂ'. KEYBOARD SHORTCUT
- _

£

. 0.1 ORDERS
*

ACTION iy KEY |
- AIMED SINGLE SHOT y CNUM1 |
* AIMED BURST NUM2 {

AIMED FULL AUTO NUM 3 !
“ SINGLE SNAPSHOT NUM 4 |

SNAPSHOT BURST NUM 5 !

SNAPSHOT FULL-AUTO NUM 6 4

SINGLE SHOT FROM THE HIP NUM 7 i 1'|

BURST FROM THE HIP NUM 8 -"*,1_:'

FULL-AUTO FROM THE HIP NUM 9 B

CYCLE FIRE MODE RIGHT [ ”},:

CYCLE FIRE MODE LEFT 1 it £

READY WEAPON P s S

AIM POINT ! \ b 1

DROP ITEM IN HANDS ) |[

RELOAD WEAPON R |

COCK WEAPON © K g

CHANCE STANCE UP PAGE UP ’ <

CHANCE STANCE DOWN PAGE DOWN % '

STAND (SPRINT) * N

STAND (RUN),. o= B &

STAND (WALK) v :

CROUCH (HIGH) . [} i r 3

CROUCH (LOW) X e (|

PRONE (CRAWL) * 7 ;

CLEAR ORDERS ., BACKSPACE ?! .

N 4

o
~_10.2UNIT COMMANDS o
{.ACT[()N
| SELECT MERC 1 . 1
' SELECT MERC 2 2
SELECT MERC 3 3 &
SELECT MERC 4 g L
SELECT MERC 5 23 5
SELECT MERC 6 ’ 6
SELECT ENTIRE UNIT 0, CTRI-A
CYCLE MERCS TAB
10.3 HOTKEYS
ACTION' : KEY _
USE CTRL T
SHOW HEAD AND SHOULDERS PANEL Q
SHOULDER ITEM H
TOGGLE MINI-MAP AND TEXT LOG Y
MAXIMISE / MINIMISE MINI-MAP L
_INVENTORY I
““GROUND PICK-UP G
RADIO nid U
JOURNAL s, 1]
STRATEGIC MAP B
* SHOW VISIBILITY AREA / FIRE ARC F SN
s ;
\
= 67
- [ ST '."i.l
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! & .
; ot
7 m, OTHER KEYS P
. w \ M LY R f A t -
“f"““ o T GBS S _ | @h IALT W
DUICK SAEE - = - - r THIS KEY IS USED TO MODIFY MOVEMENT ORDERS. WHILE HOLDING IT DOWN, A MOUSE
QUICK LOAD L ’  CLICK'TO THE SIDE OF A CHARACTER CAN lssms THE ORDER 10
SAVE wr. . W F6 . | . STEPBACK Hicke s
Wy o GEREEe ST 0 & SN | . SIDESTEP ) X
TAKE SCREENSHOT _ F8 ] B . ROLLOVER o4
DECELERATE TIME : & " & .+ JUMPOUT FROM l:l?fllN]) COVER
ACCELERATE TIME + L '
= - EPacE . - ISSUING A FIRE ORDER WHILE HOLDING Al}l‘Wll,l,lNS’lRU("l‘A(‘llAlm("lMl'l() FIRE AT A
PAUSE / UNPAUSE SPACE )y TARGET UNTIL IT IS DOWN.
PAUSE & 5
UNPAUSE_ e ; I | 10,62 CTRL
~ SWITCH TO COMBAT EVENT ENTER yr] +  OPEN/CLOSEDOOR =
. HIDE INTERFACE 4 _ g i ‘i « TURN LIGHTS ON / OFF : Yt
CONSOLE s = - . HMIGHLIGHT GROUND ITEMS . -
. | J; i « PICK UP A GROUND ITEM y 3 v
[ I -1 \ - | e 1 o LT
105 CAMERR [ B 063SHIF
f ACTION KEY ' ' ] < - ‘'SPEED UP CAMERA MOVEMENT
) - ; i . SET UP GRENADE OR OTHER THROWN ITEM TRAJECTORY 3
- "AME SPE FIE SHIFT 1 : L
) CAMERAEREERAODIFTTT = 4 FH04 | SIGHT ELEVATION IN ANY AIMING MODE e
CAMERA FORWARD sl % « TURN CHARACTER IN SPECIFIED DIRECTION '
CAMERA BACK" DOWN QDR | M 2 5
CAMERA LEFT LEFT o e k= IF YOU FORGET THE EXACT SHORTCUT TO A GIVEN FUNCTION, TR G AROUND
CAMERARIGHE RIGHT i . WITH BOTH MOUSE BUTTONS wmﬂ;;ﬂmmm, DOWN ALT, CIRL ¢
CAMERAUP | HOME 0 i , ¢
CAMERA DOWN END i ' ) f
& (] .
vy S A | - ENJOY THE GAME!
PREVIOUS POSITION NUM 0, Mfwmsmr COMBAT) ( ";{ ¢
LEVEL UP %] INSERT (£ ' et " i
LEVEL DOWN DELETE i E

TOGGLE AUTOMATIC LEVEL DISPLAY
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. CREDITS
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PAVEL GOLUBEV o’

SPM CONCEPT:
VLADIMIR “VI” UFNAROVSKLJ

LEAD'DEVELOPER:
ROMAN “ROMIRAS” ZORIN

LEAD PROGRAMMER:
DMITRLJ “IVASHKIN”
IVASHKIN

LEAD ARTIST:
VLADIMIR ANDREE

LEAD TESTER:

STANISLAV “SNOWIE”
LV

LOBACHEV 3

DESIGN:

VLADIMIR UFNAROVSKIJ
DMITRIJ. “SHADOW nwnm R”
DONSKOI ~uh
ALEXANDR “SSSVOLOCH”
SHATROV

YAROSLAV “SKOFFIN”
RZHAVSKILY

OLES “COBRA” KALASHNIK

PROGRAMMER:!
STANISLAV SIMONOV
YURLJ “AVATAR” SEREZHIN |
VADIM “GNUS” LISICHENKOV
NIKOLAI “FISTMAN” OSIPOV

\ U

GRAPHICS:

VITALLY “LOSS” LOSEV
NDR SUDAKOV

NIJ “JEK” KARANOV
ANTON CHEIKIN
YAROSLAVNA EGOROVA
VERONIKA AKULICH
TATYANA KATSELAPOVA

OUTSOURCE Alﬂhﬁ
MIHAIL PAVLOV ok
ALEXEI “LIBRA” (‘llls’l‘()\'

QUALITY CONTROL:
ALEXANDR “SHISHA”
SHISHENIN

- YAROSIAV “SKOFFIN”
“RZHAVSKL)

DMITRIJ “SHADOW DWELLER”
DONSKOI
l)hli’l’lll-l “ICE-CREAM l’AN”
KOZLOV

1

Ml_jSlC AND SOUND:
KOMPANIYA «STRATEGIC
MUSIC»

WEAPON SOUNDS:
OLES “COBRA” KALASHNIK

ADVISORS:
EVGENLJ “OIGEN”
ALEXEI “LEON”
“WOLF”

BETA TESTERS:
EVGENLJ NAZAROV
DENIS SVETLICHNYI
ALEXANDR PEREVEZEN'
MIHAIL PROTASOV
ALEXANDR KUZ
OLEG TSYGANOV
ALBERT AZNABAEV
SERGEI TARASENKO
VALENTIN GROMOV

SOV

SEMEN VOLKOV

LEV CHIGINTSEV
ANTON SAVCHENKO
VLADIMIR BAYANDIN
DMITRIJ KU SOV
ANATOLLJ SAMOILOV
ALEXEI ANDREEV
MIHAIL SHIRIN
SERGEI RAIMER
ANTON PERUNOV
DENIS POTYSEV
OLEG KURGANSKIJ
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MIHAIL SHAGIN
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IRINA DANCHEEVA
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SERGEI PARSHIN
VLADIMIR MASLOV

'y MIHAIL CHERNYAK
~ OLEG KULIKOVICH
~ VALERLJ SOLOVEV

STANISLAV KONTSEVICH
PASHKOAL KANDI
ELENA PAVLOVSKAYA
ELENA SHULMAN
- KSENIYA BRZZHEVSKAYA
LAFON

REWDENNIS o
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NICK TRAUTNER
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APE IR()N COMPANY WOULD LIKE TO 'I'HI\NI(

USERS OF THE APEIRON COMPANY (HTTP://WWW.A
AND ABSOLUTE GAMES (HTTP://FORUMS.AG.
SUPPORT AND PARTICIPATION IN

USES BINK VIDE

.'l‘lllS SOFTWARE IS BASED IN PART

N

OUR lllJA’l'l\"LS AND FRIENDS WHO WE]
OF THE MANY LONG HOURS WE PUT

3,

© 2008 1C COMPANY. DEVELOPE D BY APEIRON. Al.l‘
SPM (SMART PAUSE MODE) IS COPYRIGHT

0. (‘()l'\’l!lGll’l‘ © 1991-’008 BY RAD GAME Tﬂlﬁs

066 VORBIS COPYRIGHT © 2002 BY XIPH.ORG FOUNDA'

PE] lRON—GAM

OR THEIR

THE l»‘l!()-llily'l"§ DEVELOPMENT.
ALL l'UllLlSlllERS AND JOURNALISTS WHO EXPRES SSE

D INTEREST IN THE PROJECT.

RE SO SUPPORTIV EL ;

INTO THIS GAME.

RIGHTS RESERVED.

BY APEIRON. © 2003-2008,

THE GAME ALSO USES THE FOLLOWING TECHNOLOGY:

TION (HTTP;, //WWW.X[PP ORG/).

ON ’llﬂ’ WOI!K OF THE «INDE l’LNl)FNT JPEG GROUP»,

B :
-
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PHILLIP SACRAMENT(
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. T TECHNIGAL SUPPORT
o

W -

o ﬁt IF YOU ENCOUNTER l’ll()l!l EMS Wlllj.li lN'S’lALLlN(‘ OR PLAYING THE GAM]' 0 TH
M)LL()WIN(; BEFORE Y()IJ CONTACT US : b I

*' CHOOSE “RUN” IN'THE “START” MENU. '
| * TYPE <DXDIAG> INTHE DIALOG WINDOW AND PRESS “ENTER” TO RUN MICROSOFT ||
t DIRECTX DIAGNOSTIC TOOL. TR 4
PASS ALLTESTS. &
+  HAVING PASSED THE |
*  SEND THE TEXT FI LE OB
. TECHNICAL SUPPORT.

.

RESS “SAVE ALL INFORMATION”. s
i AND A DESCRIPTION OF YOUR PROBLEM TO OUR

INFORMATION REQUIRED:

*  GAME VERSION (INSTALLED UPDATE ES)

*  OPERATING SYSTEM

° PROCESSOR BRAND, TYPE AND CLOCK SPEED

*  RAM VOLUME

*  SOUND CARD TYPE \

* VIDEO.ADAPTER MODEL AND l’AllAMl"l ERS

*  CD/DVD-ROM DRIVE TYPE

*  MOUSE TYPE AND l)lllVl' R VERSION 1

*  DIRECTX VE! o g |
|

* DE 'lAlLFll_ DIS(‘IHP'I ION OF THE PROBLEM THAT YOU FACED i
i ' |
TL1INTERNETLINKS ; < E
e VIA E-MAIL AT: SUPPORT@1CPU] BLISHING.EU ‘ ]
, :

3 PLEASE USE THE E-MAIL ADDRESS PROVIDED. ALL SUPPORT ENQUIRES TO THE i
b COMPANY ADDRESS OR PHONE NUMBER(S) CANNOT BE ANSWERED BY OUR STAFF.
FOR MORE lNl’QllMA’lll)NyANl) UPDATES PLEASE VISIT: WWW., ICPUBLISHING.COM

=

122 REGIST] IH\II()N

’ JOIN THE 1C COMMUNITY BY REGISTERING 0N OUR WFBSH'E WWW 1CPUBL ISHIN(‘
COM AND lll:(‘l’lVl"‘ ALL THE IATEST NEWS 0N ic (-AMES F:’iN’l‘S CONTENTS ETC.

L

,’.‘u \




