Battle your way through 16 realistic
missions or compete online in the
world’s most authentic law enforce-
memnt experience, SWAT": Urban Justice.

* State-of-the-fArt “Takedown Engine:
Startlingly realistic AT and nclvam:ed graphics male this

rmed

one of the most threatening env ever.

* Z0-Persom Multi-player: Compete in Career Co-Op,
Mission Co-Op,Team Deathmatch, and Deathmatch modes.

* Authentic SWAT Gear and Weapons:
Configure your stock, barrel, optics, and grips on more
than 35 realistic weapons.

* Scalable Tactics: Choose to issue intuitive
commands to your team using quick football style plays.
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A SPY IN H.A.R.M.
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INTRODUCTION

The villains of H.A.R.M. are back with only one oostacle to
thwart their quest for global domination: Cate Archer, the dar-
ing super spy who feiled their last nefarious plot. They've sum-
moned the world's deadliest assassins to take her out of the
spy trade once and for all. Meanwhile, the United States has
uncovered a top secret Soviet project that could bring about
World War lli. Can Cate avert a nuclear holocaust and simuita-
neously keep herself out of HA.RM.'s Way?

SYSTEM REQUIREMENTS

Before installing or playing No One Lives Forever™ 2: A Spy in
HARM.'s Wa\ e piease be sure that your computer meets

le mdeo card with Hardware T&L,
anci DirectX 8.1 compatible driver
: t‘e for lnstailatlon

it Dlrec‘rx 8.1 oompatible sound card
k modem or LAN for multiplay

e :

oard

RECOMMENDED SYSTEM

* Windows® 98/ME/2000 wnh Iatest serwce pack/xXP
e DirectX™ 8.1 or higher i
* Pentium® [l 1Ghz or equivalent
* 256 MB RAM - :
¢ 64 MB Direct3D compatible vzdeo card "v’l'fh Hardware T&L.;
32-hit color support, and DirectX 8.1 compahble driver e
* 1.6 GB free Hard Drive Space for installation .
* Additional hard drive space for a Wmdows swap ftte an@
saved game files. : 2

® 4x CD ROM

~® A 16-bit DirectX 8.1 compatlbre saund card ith
for EAX 2.0. :

] Keyboarcl

SUPPORTED CHIPSETS*

NVIDIA GeForce4; NVIDIA GeForces: NV{_
NVIDIA GeForce 256; ATl Radecn 9700; A
Radeon 8500; ATl Radeon 7500; ATi Radeo ?2@@*
Radeon; Matrox Parhelia 512 .

*Please check the readme.txt file on Disc 1 @rf' ' i
One Lives Forever installation folder for last mintte infor maﬁoﬂ
regarding chipset compatibility.




INSTALLING AND

LAUNCHING THE GAME

To begin, insert Disc 1 into your CD-ROM drive, Within a few
seconds, the launch window should appear. If the launch win-
dow does not appear automatically within a reasonable _
amount of time, then double click the My Computer icon on
your Windows desktop, then on your CD-ROM drwe Jcon and.
then on the Setup.exe icon.

Once the launcher appears on the screen, you'll be presented
with the following options: -

Install This option will launch the InstallShield setup utmty

ists of a series of screens, eas:h contammg choices

{l“preferences
ou'll encounter

his ébr'ééh confirms that
s Forever 2. Choose Next
the msta[%er

'iééise'read the End User License
& installation begins. If you agree

Yes to continue. If you do not agree,

Select Program Folder: This screen determines which
start menu folder will contain shoricuts to the game and
other useful items. This defaults to Fox Interactive\No
One Lives Forever 2. If desired, vou can specify another
directory by clicking on the program folder field and tvp- .
ing in a new name of your choice, or you can choose one
of the existing folders from the list. When ready o comxns-

ue, click Next. -

Setup Type: This screen allows you to choose the ins
lation type. Click on Typical or Minimum in the fist to
a description of each lype. A Typi_g;fa:lﬁ install will copy
game fles (approximately 1.6GB) to your har
Minimum install will require only 1.2GB al
remaining files on the CD to save
ever it will have longer load times 1

You will now be prompted to install DirectX™ 8
tem. If you are not 100% sure that this is alrea
your system, please select Yes to this dialog
cannot run without these files. If you select e
DirectX installer will appear after the game msta:_
copying files. Once you have made your selecti
will begin copying files. Simply follow the on- sma
complete the installation, e

Display: This option only becomes available onoe mstailatton
is complete and will allow you to choose from a list of avalfable i
display resolutions prior to running the game ;

Options: This section contains options that can'
turn various game features on and off and is only made
able after installation is completed. These options :
be used if you encounter problems when running the
and should not be changed if everything is function



lv. For more information, please refer to the readme.txt file
located in your main installation folder.

Uninstall: This option becomes available only after the game
. has been installed. It allows you to easily remove the game
| files from your hard drive. Please note that certain installation
| files may become shared by other programs, so you may be
| ‘prompted for confirmation before some of _these-fil_fas_ are
removed. Also, your saved game folders will remain in case
you want to reinstall at a later date.
|

Quit: Closes the Launcher.appﬁcation.

Play: Once installation is complete, the Install option will no
ealr, and the Play option will app@ar instead. Click on
he first time you

a performance setting
oonﬁgwaﬁcm Read the descrip-
- ne that is the closest
ote that choosing a setting

| .D@i.‘f"-};fdifl“iikeﬂy result in unsatis-

h No One Ln—fes Forever 2_

o) ._Ac:E SYSTEM

) Menu and Interface system is

] imple to use, Please see the follow-
sections f@r_ descrzpﬁons of each portion of the menu and
rface system and how to navigate through them.

MAIN MENU SYSTEM

game or Ioad a prewous ssng?e player Saved'
more information, please see the Slng[e Pfaye
description below.

Continue Game: This loads the most recent saved or
autosaved Single Player game. If there aren’t any. Smgle
Player saved game files associated with the cur ;
then this item will be unavailable. :

Multiplayer: Use this to host or join a rmitiplayez game
the Internet or your LAN. For more information, pl
the Multiplayer Menus description below.



Options: This will open the game's control panel and allow

you to modify many aspects of the game such as key map-

pings, display settings, ano game options. For more informa-
~ tion, please see the Options Settings section below.

- Profile: No One Lives Forever 2 was designed so that multi-
ple players can maintain their own unique settings and saved
games. Use these options to create, load, or edit your own
personal player profile. For details, see the seotzor: below
regarding the Profile Menus.

Quit: Closes No One LfVéS.Foreyer o

SINGLE PLAYER

NRge:

W Game- Thrfs starts a new game for the current player
Before the game begins, you'll be prompted to
ad Gulty_ Iavei The Nomai difficulty setting is

_in this menu:

recommended for first time p1ayers If you flnd that the game
feels too hard or too easy to play, you can change the diffi-
culty level at any time using the Game Opticns menu.

Load Game: Here you can Ioad a previousiy saved game.
This option will be unavailable if there aren't any save game
files for the current profile. Here's an overview of the fe’atures

Quick load {FQ] Loads the current ou*ck saved game
Pressing the <F9> key will have the same effect.

Auto-save: Whie playing through the game, an auiom' |
save file will be created at the beginning of each sceﬂe
This option will load the last uutosaved aa -

Saved games: Lists all of the other save
current profile in chronological ord
newest unless the save file is overw

Save Game: Opens the Save Game scree
able until a game is in progress,

Quick save [F6]: Saves the current game tc th
save file. Pressing the <F6> key while plaﬂng
same effact.

Saved games: Allows you to save the current game
under any name you choose. As each game is saved, t
should appear in the list. The newest game will appear at
the bottom of the list. When all available save slots are full,
you can overwtite clder games with new ones.




MULTIPLAYER

;thas |2;Iayer including chat, trans-
nd enterfaqF messages. This

o 'eratwe multzp[a_/ef missions that allow up to 4 players
c:ome UNITY agents WQrking together aga| nst Al

chi nd :"the soenes of the singleplayer game.
ou t_o modify your characters skills. Adjust

the meters next to each skil tcr deturmme how proficient
your character will be in each.

Bandwidth: Provides an assor-tment of preset bandwidth
options. The actual bandwidth for each option will appear

in the Bandwidth (custom) setting below. Choose the
option that is the closest match to your Infernet connes-
tion type or speed. Available Opinﬂa are 5Bk, Cable DSL,
T1, and T3. '

Bandwidth (custom} Enter a cus*tom banow1dth val
~ here ff none of the available options matches ciosaiy
enough to your Connectlon spee }

Join Internet Game: Use this 1o join
No One Lives Forever 2 on the Intern
you'll be presented with these opiit

Find Servers: Scarches for active No O,
servers on the Internet. When thig proce
list of found servers will appear in the
on a server in the list to join that game.
that are locked will require a password
Server Name, Ping, Players, Missio
of these will sort the current server list ac

Join LAN Game: Use this o find and connect to 't'“h'ufti'pla'vér i
games on your !ocal area network When seiected ihe fo,-_.




Network port: Alows you to change the network port to
search for games on. This is set to “27888" by default.

Host: Click this to configure and launch your own server for

other players to join. The controls available in this section are:
LAN Only: When On, your server will only be available on
your LAN and not the Internet.

Session name: Changes the name of your server. This is
the name that will appear when other players search for
games on your LAN or the Internet.

Load Game: Brings up the load game screen.

Campaign: Lets you modify the missions that your game
will include and the crder in which they are played. The
default campaign which includes aH missions is sel lected

reales anew campa;gn under a name of your

ad thal _ar?ticUEar campaign.
oose a hew name for any

’the Durrent!y selected campaign.

Tis is available in all campaigns except for
mpaign and opens the missions screen.

his to access the available list of missions.
Not the list is highlighted, you can click on a mission
‘name to add it to the list of missions that will be
played in your campaign. Up to 50 missions can be
‘added to a single campaign.
d All: Automatically adds all of the available mis-
ions to the campaign.

1ove All: Rem ves aﬂ m:ssmns from the campaign.

Remove: Click this to access the current list of mis-
-slons in this campaign. Once the list is highlighted,

you can click on a mission name to remove it,

Loop: When set to Yes, The first mission will szart

again after the last missicn has been completed. i
. When No, the game will end and all clients will be d@« i
- connected when the last mission is oompieted :

- Lock Server: Determines if your game will requwe
'password or not.

Password: This item is onfy a\faalabie w*wen Lack Serv" '
set to On and contains the current password that all play
wul be reqwred to enter before they are perm‘tfad to joln

options. The actual bandwidith for parh opm
the Bandwadth (custom) beltu‘fg below. CﬁDD

serious impact on your server's performan ;

Bandwidth (custom): Enter & custom bandmdth vaie i
if none of the available options matches Closely ugh to
your connection speea. o

Game Options: These are settings that wil afﬁec ga
on your server. The available options are;

Max Players: Maximum number of players afi '
game at one time.



Friendly Fire: When set to On, players can kill each other.
Difficulty: Determines the difficulty factor. The available difi-
culty settings are the same as those for single player games.

Player Difficulty Factor: Determines how much the gams's
difficultly will increase as additional players join the game.

Launch: Starts a new hosted game using the options
specified. -

CD-Key: Click on this to enter a CD key. You cannot play on
the Internet without first entermg a valid CD-Key.

OPTIONS

re_‘s where you oan modify your display resolu-
elated settmgs, lnciuding

i "ug the avallable game resolu-

Sound: All of your sound adjustments can b
section, which includes:

tions. This list should inciude all the 32-bit D3D reso{utlons
supported by your video card and monitor that are SUp~ o
ported by the game. The default is B800xB00x32.

Hardware Cursor: Toggles the use of the hardware our-

sor. When enabled, the cursor will be controlled in hard-
ware and the cursor control should feel smoother, Some
‘older video cards do not support this feature.

Gamma: Adjusts the gamma level to brighten the g
it’s too dark. Please note that some areas of the game
dark on purpose, and turning this opuor‘z up too hlgh
result in a washed out appearanc

Sound effects volume: Use tha‘_ to
volume.

Speech volume: Use this to ad;u::»t i‘flav‘{i‘
heard within the game.

Sound effects quality: Setting thsa op
resuit in better quality sound, but perfor
affected on slower machmes espeolally
playback.

Music volume: Use this to adjust the"

StC volume

Controls: This is where you can custom;ze-’your key map— e

pings as well as adjust your settings for the keyboard ;oy~
stick, and mouse. | :

Configure Controls: Key conﬂguraﬁons are br@ke «
into four sections. Click on Movement, Interaction
Status to view the current key mappings. If You wis
change the key that a particular a‘unct;on is mappaﬁ:l



{ust click on the function you want to change and then
press the key or button that you wish to use instead. If the
key or button you choose is already in use by another
function, then that function will become unassigned.

Mouse: To adiust how your mouse interacts with the
game, use these controls;

Always mouse look: When set to Yes, moving the
mouse will move the view, When set to No the view is
controlled with the Keyboard.

Mouse sensitivity: Determines how quickly the mouse
curser will react when the mouse is moved.

Mouse smoothing: Adcs a very slight delay to the
mouse movement to smocth out sudden movements
I :aamtdm a steadx view.

?.e:et::l_: -De-terr_nineé how fast the
e_equr1d--when- you're steering it with

Keyboard: Use ?hese settings to adjust how your key-
: board ws}_ nteract with ‘(he ‘game.

- 'Normal turn speed: Sets the speed at which the player
. rotates when turning with the left/right keys while stand-

ing still or sneaking.

~ Fast turn speed: Sets the speed at which the view

_ rotates when turning with the left/right keys while walk-

ing at normal speed.

Ub!demm look speed: Sets the speed at which the
_wew pﬂohes when the look up/down keys are used.

Auto-center: This optuon is only available when Always

mouse lcok in the Mouse options screen is set to No.

When Auto-center is set to Yes, the view will return to

horizontal when the user releases the Look Up or Look
- Down action.

Snowmobile Turn Speed: Determines how fast the
snowmabile will respond when you e S‘teermg it wsth
the keyboard.

Use Joystick/Gamepad: This option is only available ifa
joystick or other controller is detected. When set to Yes,
the Configure Joystick/Gamepad. thon will become avall« i
able as well. o

you can use these set’nng&, to modify Ihow "0ur1
features will be used, i

Restore defaults: Restores all co'wf'roi Dm;ons i‘o g
default values.

Game: Here you'll find a variety of sett:r*gs mat will affect
how the game is played.

Crosshair: Displays options for modﬂymg the appearanoe
of the crosshair, including: - '

Red/Green/Blue: Use these ophons together to ous-
tomize the color of the crosshair. _
Dynamic Scaling: When turned on, the crosshairwil
automatically increase and decrease as you move to :
indicate how much your movements will affect your aim
Style: Toggles between several different crosshair styles.




Subtitles: When turned On, all in-game dialogue will be
displayed as subtitles at the bottom of the screen.
Blood: When set to Off, blood will not be displayed when
human characters are damaged. This is On by default.

Always Run: When set to No, the player's movement will
default to Sneak. This is set to Yes by default.

Difficulty: Allows you to change the dn‘fmuhy setting of the :

single player game in progress.

Head bob: Adjusts the simulated head maovement when
running, sneaking, or crouching.

Weapon sway: Adjusts the amount of simulated hand
movement when running, sneaking or crawling.

Message duration: Sets the amount of time that mes-
ated to p|ck.ng up items wi!‘ remam on the screen.

ions ?euméd: on,
Medm-betall A good compromise between perfor-
nance and visual quahiy but may cause slowdowns on
ow-end machines.

High Detail: All display options turned on or at high lev-
els, only recommended for systems that exceed the rec-
ommended reqwremems

:Aflows you to turn certain display options on or
eax performance as follows:

Shadows: Sets the detail level on model shadows. Note
that setting shadow detail to high is only recommended
for high performance machines.

Polygrid Bump mapping: Enables or disables enviro‘n—
ment bump mapping on water. When turned on, waier
surfaces will look much more realistic.

Polygrid Fresnel: Enables or disables use of fr88£191 @n .
water. When turned on, water reflectivity will be *nore
accurate and lock more realistic. -

Environment Bump Mapping: When enabled, many
surfaces and reflections will Fook more detailed.

Anistropic Filtering: This mocle will hdndie thf—‘- *iiterir‘a@ i
of polygons tilted away from the player r
when it’s turned on, __
Trilinear Filtering: Improves te»
but costs a slight performance

iayer will appear on uenam surfa o
viewing angle,

Detail Textures: When on, rr*mu‘te grayscale. patt
are added to some extures L i

Triple buffering: When on, this stores an extra ren{iered 0
frame in the frame buffer for smocther piayback fthisis
not available on your video card, it will be unavailable.

Special Effects: Conirols the amcuﬂtb_f_ detall in effects
such as explosions, debris, and weapon impacts.

Texture Resolution: Adusts the resolution of game tex-
tures. Low resolution provides better performance. ngl’f:
resolution provides better quality graphios :




PROFILE

clete -Q]sé!éf;s a list of éﬁd‘sting players. Click on a name
1d then select Yes to delete that profile and the settings
ok saved games assocfated with it.

Resume game

SYSTEM
Load game
Save gome
Options

HAbort

Quit

To access the in-game menu system, pres
any time during gameplay. You can cycle thrau;gh
by pressing the left and right arrow keys. To scr
options within each screen, use the up/d
move the mouse cursor over the option text. To
item, press <Enters> or click the left mouse buttol
option is highlighted. When done, press <ES >
resume gameplay. '

SYSTEM |
This is the screen that is selected by default and can be uset:i =
to temporarily exit from the game envirorment to acee
tem menus as follows:

Resume game: Closes the in-game menu system
resumes gameplay. :
Save game: Opens the Save Game soreen._{-l 5
this is only available to the host. i



Load game: Opens the Load Game screen. In multiplayer,
this is only available o the host.

Options: Cpens the Options screen.

Abort: I the System screen is accessed from within a level,

the player will be given the option to Abort the current game. '

Quit: Clicking on this option will quit the game.

MISSION BRIEFING
This displays information about the current mission,

Name: The name of the mission.

Objectives: Describes tasks that Cate needs to accomplish
before the mission can be completed.

Optional Objectives: Describes optional tasks that the
player can do to gain extra skill points, but are not essential
pletmg the mission.

m .'Chck on an;"tem in the !|st toc see more infor-
aﬁon about that item, To select the item, press <Enters or
click on selact f the item is @ weapon that has more than
one available ammeo type, click on the type of ammo you wish
_ to use and the waapon will automatically reload that ammo
:-_'fype Dbefore It is wielded. You can use the up and down arrow
~ keys to cycle through available ammo types.

INVENTORY

Th1b menu gisplays any key items gathered throughout the
Selecting an item on this list brings up a new screen
r’mer mformahom about the key item and how it can

22 pe used.

INTELLIGENCE

This menu displays  list of all of the inteligence items that
Cate has found in the current mission. Selecting an item on
this list brings up the actual intelligence item as it appeared .
when it was originally found or deciphered. '

PLAYER

This screen shows Cate's current Rank, Score, Skil Pomts, e
and Skills. Click on a skill for a description of now it works
and an option to raige the skill to the next level. You may only
raise a skill to the next level if you have the required amount of
skill points. Each skill level requires more skil pomts than the
previous level. .

Rank: Cate's current Rank based on the numik
points she has earned. Available ranks include
Trainee, Agent, Spy, Operative, Master Spy.
Score: The total amount of experience po:m
the game so far.

Skill Points: The total experience gamed mlnu .
alrsady spent on skills. '

HEADS-UP DISPLAY [HUD]

The heads up display refers to the icons and text you'll see
on the screen while piaying, The HUD consists of these
components.

_ Crosshair: (Center) At the center of your screen is

£y | the crosshair. Use this to aim your weaponsand

| gadgets. You can change the color and style of the- .
crosshalr in the game options menu. i

Activate Messages (Center): \Whenever the crosshai‘r:s:iégf '
placed over an object or character that can be activateo, te



will appear below the crosshairs to help you determine what to
do with the object. For more information on activating objects,
please see the section on Single Player Agent Training.

Progress Bar: (Center) When searching
bodies or files, or using a gadget on an
object, this icon will indicate how much time
it will take to complete the search or defeat the mechanism.

Transmissions: (Center) From time to time, Cate will think
out loud in the form of Transmissicn messages. These will
appear in yellow text above the crosshairs, and usually con-
tain vital information about a particular cbstacle that you must
overcome. For more information regarding Transmissions,
pledbe see the Single Player Agent Trammg sect1on

stive is added or an existing
cmnplefed this icon will appear.

D par_.ﬁight) This helps Cate to keep
ch way she Is headed and is particularly
ful in large outdoor areas. It also doubles as a
ar screen, '

' This indicates the location of certain objectives,

| such as UNITY safehouses or dead drops.

1 In multiplayer games, this indicates a fellow
UN ITY agent,

In multiplayer games, this marks the location of a
fellow agent who is near death and in need of
revival.

This indicates an exit in the single player game,
or a rally point in multiplayer games.

Health/Armor Meter: (Bottom Left) T
red meter determines how much health yo
have and the biue meter determrnes h
muoh armor you have, When you get hlm in the game your- .

you more and you will momentarily loqe you :
Onece you run out of health, you will die

. amount of ammo left in the wea
§ as well as the total amount of thi
~ you have remalining. When your
ammo, you will automatically reload more of the sam
type. If there isn’t any more ammunition of th
able, the next available ammo type will be loaded mstead
you are completely out of ammo, the next avan!able weap_ n
will be selected. '

by progressive damage types stich as fire, electrcity,
or drowning, an appropriate icon will appear to indi-

cate what’s wrong. This may also be accompanied oy
other disturbances such as hallucinations, sounds, and change
in screen color. The icon pictured here s!gnrf es Burn Dama {

{ Damage icons: (Left Center) Whéh' yc')u'éf_é affeétédi Wl

Oxygen Meter: (Bottom Left) When Cats is under wate
light blue Oxygen meter will apoear above the health k
armor meters. When her Oxygen Is depleted, she will



to lose health. This meter will rapidly replenish itself when
Cate surfaces.

_| Hiding Place Found Notification: (Bottom Center)
y 1| When this is displayed, Cate has found a hiding
place. If she stands still, the icon will become pro-
gressively darker until she is completely hidden.

Hiding Progress Bar: (Lower Center)

~ cate how much longer it will take to
become fully hidden.

.| Cannot Hide Now Notification: (Bottom Center)
| Cate can only hide when enemies can't see her. if

' ,&a!*e enters a good hiding spot while still in view, this

Wi appear to indicate that she can’t hide here

| this happens, cahe needs o dli\,h her pur-

{Bottom Left) This
iming at a dead or sleeping
Dbody ean be picked up.

) Notification: (Bottom lef) This
s the ﬁJCk“i}p bodly notification once Cate
kg up | the body

C annot Drop Body Notification: (Boﬁom Left) If
Cate moves into an area where she cannot drop the
body she i is carrying, the moving body notification
will change 1o this.

- Exit Notification: (Bottom Center) This will be dis-
| played when Cate is near a one-way level exit. It wil
nEy appear when she's aiming at the exit uniess she
s very ciose 1o ;t

quickly choose a weapon or gadget from your available equif

Once Cate begins hiding, this bar will rnda~ - ‘or the next weapon key. Equipment is broken down into 6

| Transitional Area Notification: (Bottom Center)
When Cate finds an exit that can-also be used to
return to the current level, this icon will appear. This
will only appear when facing the exit unless she is
very close to it -

Weapon Selection Display: (Top Center) This atfows You to ; e

ment. This appears anytime you use the previous weapon ke

‘egories for easy reference and selection. You can choose a
category by number with the keyboard, or scroll up and dowr
through all of it with the previous/next Weapon K@ys The cate—

goties are listed below. For more fnformaﬁon abaout th !
weapons and gadgets in Cate's dr&@ﬂ&ﬂ 3
tion titled "Santa’s Workshop”,

Melee Weapons: (Taser, Katan
Stealth Weapons: (Shuriken, Crossbow, Bea
Pistols: (McAllister Pistol, Utility Launcher)
Heavy Weapons: (Gordon 91 -
Assault Rifle, RFA Series 4 Boit«Actron Rifl
Explosives: (All Grenades, Timebombs).
Gadgets: (Camera, Compact, Hazrspray Fmge |
Clipper, Coin, Keychain) e




'DEFAULT KEY
CONFIGURATION CHART

Unmappable Controls

Menu ~_ <Ese>
Quicksave ~ <F6>
Screenshot <F8>
Quickioad <FoR 2 [ .
Pause C‘ame ~ <Pause> b
Movement Controls :
Forward w e
Backward A
Ste Le‘t S P

Left Arrow

Right Arrow _

_Left Alt i

Left Shift

Spacebar

_ Backspace ==
5 :
ge eak Caps Lock

Toggle Cmuch Left Ctrl L 1

i —

Interaction e
Fire | _Left Mouse Button
Action _ Enter, Right Mouse Button
Reload LK mi
Change Functon ~~ F e

Next Weapon

[, Mouse Wheel Up

Previous Weapon: |

], Mouse Wheel Down

Holster Weapon H

L ast Weapon X
Mo‘fe_Body G
Keychain Light L

View e L
leoiitp - Up Arrow
Look Down Down Arrow
Zoom "
Status "
Equipment M
Inventory N
Intelligence I
Player Status B
Mission Status Tab
Compass ' ;

Radio v

Tak T




SANTA'S WORKSHOP

Cate's arsenal includes weapons that are standard UNITY
issue, as well as those found during her missions and acquired
from dead or sleeping enemies.

MELEE WEAPONS

The Katana is a Japanese sword than can
be liberated from Ninjas. Fast, deadly, and
quiet.

Cate'’s eye shadow doubles as a non-lethal
Taser, useful for temporarily rendering bad
guys unconscious at close range. Its non-
ihreatemng appesarance allows her to wield
' bic places without arousmg oUSDi—

Bear ‘traps can be found in Siberia and are
& painful way to hold an enemy in place for a
-short time. Tread lightly after setting a trap,
though, as Cate can get caught too!

Shuriken are Japanese throwing stars that
are quliet and very effective when used cor-
rectly. These are also good for creating dis-
tractions.

For situations that necessitate subtlety over
raw power, the Vindicator Sportsman’s
Crossbow is the ideal choice. Four different
bolt types are available, including Normal,
Fire, Poison, and Explosive. A scope is also
available for long range shots.

PISTOLS

The McAllister .32 Automatic Handgun '_ o
s a highly versatile .82 caliber pistol that can
be fitted with a silencer. It accommodatﬂs
FMJ and cvanide rounds -

The CT-180 Utlll;ty un
versatile tool in the UNITY ars

accommodates several different arem
types, each perfectly suited to & & partic
task, such as Trariquihzef dar%s am L,
disablers. e e

HEAVY WEAPONS
The AK-47 Assault Rifle is a standard
issue Soviet bloc assault rifle known for its
ruggedness and reliability. It is also the only
weapon that can handle phosphorous
rounds. Cnly 7.62x38 caliber ammo can be
used with this weapon. .

Gordon 9mm Submachineguns are
pepular among villaing due to their rugged i
dependency and stylish design. Standard
9mm FMJ rounds are the only ammo typ :
that can be used with this Weapon




A high-powered, bolt action rifle, the RFA
Series-4 Bolt-action Rifle is an effective
sniper's weapon, It uses .308 caliber FM.J
rounds, features an integrated scope and
can be fitted with a silencer.

EXPLOSIVES

Toss a Sleeping Gas Grenade into a
crowd and it’s lights out for the bad guys.
Try not to be around when they wake up.

Stun Grenades: Blind and deafen anyone
unfortunate enough,to be around when they
go off he eﬁect is ‘{emporary, however.

can be placed on specific tar-
ate will automatically set the timers
_ sse so that they don't go off before
| they need to. While these afe primarily used
abotage or to create diversions, they
can a!so he qmte dead[y for anyong caught nearby.

_ Hand Grenades W|I| explode after a specif-
ic amount of time, killing or severely injuring
| anyone within range.

GADGETS

Santa has improved upon old designs and created several
entirely new gadgets to help Cate succeed in tricky situations.

The Coin may nat be Cate's most sophisti-
cated device, but it certainly comes in handy
when a quick distraction is needed.

The Compact is a Ciu\"@i ly disguised code:
breaker that can be used to decipher mes-
sages and bypass secuntv_d ices. To use,
hold down the I—II e key unt 't!‘e cods is
broken.

Locked doors and padiooks are no match
By for the lockpick, which was design

J resemble a common Fingerna

To use, hold down the Fire key un_ | ih

is picked. Hil i

The Hairspray can be 'conv;arief{:i into a
miniature welder, capable of cutting through
combination locks and door hinges. Ta Use,
hold down the Fire key until the lock has
been welded open.

Cate's Lipstick is actually & carefuiiy COH- L
cealed spy camera. ;



Ammunition boxes can hold any type of
ammo for all weapons and gadgets. When
you activate an ammunition box, its contents
are added to your inventory. If you are
already at full capacity for one or more of the
ammo types contained in the box, then the
extra ammo will remain in the box. Once the box is Completply
empty, it will disappear.

Bandages restore 10 health when activat-
ed. Once the player's health is at its maxi-
mum, these will nc longer have any effect.

| The Firstmd Kit works exactly lie
Bandages, except that they restore 25
ealth when activated.

ad | mcreaseag your armor rating by 10 peints. In

ombat, your health does not begin to degrade until your

~armor is completely gone, except in the case of certain types
~ of damage, such as falling, freezing, polson, etc.

Body Armor is similar to an Armor Pad
except it adds 25 peoints to your armor rating.

- ENEMIES:

ENEMIES AND OBSTACLES

The following are just a few of the enemies and obstacles that
Cate will need to defeat or avoid.

Ninjas: An elite squad of Japanese assas- =
sins whose' only goal is 1o eliminate Cate.

They fight with katanas and shuriken, leap =~
onto rooftops, and can disappear in pm‘fs of il
smoke. ; e

H.A.R.M. guards: The evil organization’s |
cannon fodder. While generally more mterest-

ed in their own petty affairs than anything
else, they will glacly show Cate to her grave lf
they catch her.

H.A.R.M. guards (India): Much like thair
western counterparts, except many of ‘theﬁn
choose to fight with Tulwars instead of i
machine guns,




Mimes: Pasty-faced assassins toting
1920s era machine guns. They are also
strangely resistant to weapon fire. Worst
of all, they like to incorporate their mime.
moves into everything they do, even
when fighting with Cate. Sacre bleul

Soviet soldiers:
Underutilized and bored,
Soviet Soldiers go about
their dreary business in
Sioeria, completely
unaware of the mischief Cate is committing
right under their noses. If they detect Cale,
they are sure to call in reinforcements.

an enemy sees the player, he may run
larms will bring all nearby enemies to the area,
onal relnforcements as well. Enemies heading
for aiarms should be taken out at all costs. Each region wil
have th own unigue alarm types. For example, Ninjas wil bang
:_ hanging blocks of wood while Soviet alarms are usually placed
' in small metal boxes. Be careful that you do not activate an

. alarm unless you want enemies in the area to come running!

 Environmental Hazards: There are a wide variety of environ-
mental hazards for Cate to avoid, Fires, downed power lines,
'éi déép water are just a few examples of these. Cate has no
p;@“tewon against these hazards and must avoid them when

' seble_, Qr clear them when necessary.

- will enly have a few seconds to get out of sight befors an L
- &larm goes off. Guards will arrive to search the area. If they find

~ the camera is destroyed. Fortunately, the CT-180 Utility launch
. eris avallable with camera disabler ammumﬂon that can rem:ie

'AGENT TRAINING

] In the single player campaign, you will assume the

Searchlights: \When Cate is caught in a searchlight beam, the

guard in control of the searchlight will open fire, drawing the

attention of other guards in the area. The beam will also follow
Cate until she is out of range.

‘Security Cameras: If Cate is seen by a security camers, she

nothing, the alarm will stop and the guards will return to thelr
normiel routines. Keep in mind the alarm will go off instantly if

. Cameras useless without creating a Oammotton_

SINGLE PLAYER TRAINING'

Archer, British Superspy. Before you guide Cate. thr‘ou
latest adventure, you may want to read through th
sections to gain a basic understanding of what to exp

Objectives: Each mission has specific objecti&fes that
be met before the mission can be completed. While
sions begin with at least ong main ob;ectwe others may ;
added along the way. You will also receive optional objes-
tives from time to time. Completing optional cbjectives is not
required, but the rewards are well worth the effort.

Transmissions: From time to time, Cate will think out loud
in the form of Transmission messages. These usually contain
vital information about a particular obstacle that YOU mi
overcome. If you miss a transmission message, press
enter talk mode. This will display the last few transmissio
you received. When done, press <Esc> to continue playing




Object Interaction: Cate can interact with a wide variety of
objects. When the crosshairs are placed over an object that
can be activated, text will appear under the crosshair to
help you understand what Cate can do with it. Orange text
indicates that the item can be activated in its current state,
while grey text means that Cate must do something else
first, For instance, a locked door will produce a grey “Open
Door” message until it’s unlocked, at which point the text
will turn orange.

Some objects can only be activated through the use of a
5 gadget, or after the player finds a key or other object that
works with it. When the correct gadget is aimed at these
objects, the text will turn orange and Cate can proceed 10
use the gadget on the object. Objects that may reguire a
qug,em lb]Jde Keypads, Card readers, Coded text, Security
as, Messages written in Invisible ink, Padlocks,

ation locks, Hlngeo, Telephiones, Bomi Targets and

1(9) raphabie ’tems or Characters.

.1spfays the Open Door text, but it appears
eais the door must first be unlocked.

Wfth the appropriate unlocking gadget
; a-,-_-D_oc_}rs that do not display any text can-

Key |tems. Some of th@ cb;ec,to that Cate can pick up are

'esser’ma' for progressing to the end of the level or mission.
_Whe_n Cate finds a Key ltem, a message will appear on

~ sgreen 1o indicate what was found. If she encounters an

. obstacle that reauires a key item to defeat, a transmission

message will appear etting her know what she needs to

find. To review the Key Items in Cate's possession, check

15’1&'3 inventdry screen on the In-game menu system.

'btammg weapons and other objects: When Cate acti-
vafes_ any pickup item such as a weapon, body armor, or

; _ Light Switches and Light bulbs: Some areas contain light

~ turn the lights in the immediate area off and on. If a light bulb

- been turned off and may turn them back on,

' : Hldmg The ptayer can htde in cerain pre- d?s.i.

- area and stops moving a Hiding Place Found i zt,_

intelligence item, the object will automatically be added to

the equipment, inventory, or intelligence menus. If Cate picks

up a weapon that she already has, it's ammo will automati-

cally be added to her reserves. If she attempts to pick up

ammo or gear when already at maximum, then a mcssuge S

- will appear to indicate this.

switches and/or bare fight bulbs. These can be activated to

Is destroyed, the lights will remain off permanently. Keep in
mind that many enemies can rocognxze when lights hdve

off lights i lr‘l the area, When the pfaycr enters a

cation bar will appear to indicate that th
begun. -

Q
neutral, or bad d||gﬂment Good charactprs afe Cates all
and may fight alongside her when they sense dc.bger ' &
Neutral characters are typically Innocent bystanders who will
panic when gunfights erupt. Bad characters will attack Oate
and her allies if they are detected.

It's not always easy for Cate to determine who the enemy is,
so be careful. Kiling an innocent civilian or an ally will result
in mission failure! Also, allowing any ally or more than a ne"

civilians to die by enemy fire will also result in fallure.

Some characters will talk to Cate when activated. Whef
do, they usually have something important to say, so be
to listen carefully. As long as the character still has some




thing to say, TALK will appear. When they have nothing else
to say, this text icon will disappear.

Disturbances: Enemies can hear and see quite well and will

react to a wide variety of disturbances. Some stimuli such as

hearing gunshots or seeing a dead ally will result in the
enemy becoming alarmed and responding accordingly, but
there are other, more subtle ways to get attention as well. If
you knock over a bottle, flush a toilet, or leave a file cabinet
drawer open, passing enemies may notice and come over to
investigate. If they do not detect you, they will return to what
they were doing after a few seconds. Be warned that contin-
uous disturbances will eventually cause eremies to become
alarmed and begin actively searching for you. They will also
inform their comrades of the pvoblem who MH then search

2 .'sele% _ ul 5he|[ also ,md
ems such as game hints, and ammu-
Idsr‘ig a weapor in his hand or had

he uosshﬁars aﬂd a rummagmg fsound Wlt play. When the
item has been searched completely, a small sound will play.

L Movmg Bodies: To reduce the risk of detection, Cate can
. move dead and sleeping bodies to a less noticeable location
by aiming directly at the body and pressing the Move Body
. key (G by default). An indicator will appear when a body can
. be picked up. She may need to crouch to get close enough
for this action. Once she has picked up the body, the indica-
tor will change to reflect this. While carrying a body, Cate
_an:-no longer run, jump, or fire a weapon without dropping it
rst NOte that Cate can or*ly drop bodies in suitable loca-

Iy, over a period of time, or both, When Cate runs cut of

Skills and Experience Points: Certain achievements w:i!t_

and how raising them will help her.

tions. If she moves to a non-suitable focation, the moving
body indicator will change once again.

Taking Damage and Dying: There are numerous types of
damage in the game, ranging from miidly annoying to deadly,
Some damage isn't really damage at alf, as no health will be
lost while under its influence. Laughing Gas, Sleeping Gas,
and slipping on Bananas are good examples of these. Most
other forms of damage will reduce the players health instant-

health, she will die anc the mission will end in failure.

reward Cate with experience points, which can then be

spent on various skills. Each skill has five levels of expertise :: S
 (novice, amateur, skilled, expert, and master), each with a

higher cost than it's predecessor. Herels & st 0? Cate's skils

Armor: When this skill is raised, the $'f2é f.J.f”.E.he. 5’:39&%
armor meter will increase and Cate wﬂi ge+ more afmo
points from Armor prukups e

Carrying capacity: This skill allows the oici,fer to @arry
more ammunition and be less hindered by the weight of
heavy weapons with each increase. i

Gadgets: This skill works just like the weapons skill, only
with gadgets. Improving this skill makes it faster to bypass
obstacles, thus Cate is less likely to be seen by passing
enemies.

Marksmanship: The higher this skill gets, the lower _
weapon perturb will be. This means that shots will hit the
center of the crossneairs more often than before. Also, the :
crosshair “swimming” that cceurs when zoomed in wmth a
scoped weapon will decrease. i




Searching: This skill determines how quickly Cate can
search through files or the pockets of a departed enemy.

Stamina: When increased, Cate’'s maximum health will
increase and she will gain more health from first-aid kits.
Also, her movements will be less hindered by certain types
of damage, and some damage will have less of an effect.

Stealth: Each time this skill is raised, the sound radii for
Cate’s footsteps, weapon reloads, and other sounds will be
reduced. She will also hide more quickly and will be more
likely to lose any pursuers when ducking around corners.,

Weapons: As Cate gets more proficient in Weapons,
she'll deal out more damage per hit and her weapons will
t and relcad faster than they did befare.

y A0 acmeve an ab|ect1ve or

‘mission is completed. The

note signs and other important clues

each scene so that they will know when
 back to a previous scene is necessary.

MULTIPLAYER TRAINING

In the multiplayer campaign, you will be playing as a member
of UNITY’s crack intercept team. Thase highly specialized

agents are essential for behind the scenes support of cpera-
tives in the field, and today they've been assigned to Cate

Archer. Up to four players can work together to complete the
multiplayer campaign. The cooperative game is played much
like the single player game with several important daﬁer@nces

Transmissions: Whenever any ag@m‘ achieves an ObjeCEIVB a
or finds an important item, a transmission will be senttothe
other agents to let them know that this has occurred. In _
most cases, only one player needs te achieve ¢ &n obj ective in
order for everyone slse to continue.

not die 1mmedrately Instead he will faﬂ io
WIH be mable to shoot or move. Luck| ;

agont can once again ShOOJ aﬂd move, but his
remain at minimal levels. If not revived after 30 seco
agent can choose to die by pressing the fire key. 8]
happens, all of his acquired weapons, ammao, skill points,
and other items will be lost, and he wnI respdwn at a start
point with default equipment.

Rally Points: It is not possible for agents playing the same

game to be in twc or more separate scenes or missions at

once. Therefore, transitions between scenes can only take

place when all players have congregated within a rally point. If

all prerequisites for leaving a level have been met, players
entering the rally point will send a message to all of the other

players indicating that they are waiting at the exit. Onceall =
players are within the rally point boundaries, the level will




Respawn Points: The locations of player respawn points i
may change after cerain objectives are completed. This is 10
ensure that an agent who just joined the game does not

appear near the exit.

Player Chat: The player can send messages to other play-
ers by pressing the chat key. Other players will see the mes-
sage preceded by the name of the agent who is speak
Any transmissions sent will also appear here when the cl
key is activated. This helps players remember ke game

requirements.

Difficulty: As a game :gams' ma?e ageﬂts Ft beoomesm{are
difficult. This is partially controlled by the host's game prefer-
ences. This is to ensure that the oampaugn remains chailen i

| players, and promotes teal
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