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INSTALLATION

SWAT3: CLOSE QUARTERS BATTLE

Insert the game CD into your CD-ROM drive. If your CD-ROM
drive has AutoPlay enabled, click the “Install” tab and follow the
on screen instructions.

If AutoPlay is cisabled, click on the "My Computer” icon located
on your desktop. Double click on the CD-ROM drive icon.
Follow on screen instructions.

SYSTEM REQUIREMENTS

MINIMUM SYSTEM REQUIREMENTS
Windows 95, Windows 98, Windows 2000
Pentium 233 Mhz

32 MB BAM

550 MB HD space

CD-ROM: 4X or better

800 x 800 SVGA high color display (16 bit)
4AMB Video Card

DirectX 7 {Included on CD)

Windows compatible sound device

Mouse and Keyboard

RECOMMENDED SYSTEM REQUIREMENTS
Pentium 300 +

B84 MB RAM

3D accelerator card (DirectX Compatible)

INTERNET/MULTIPLAYER REQUIREMENTS
32-bit Internet Service Provider with
28.8+ Modem or (LAN) Local Area Network



STORY LINE

Los Angeles, 2005,

In the next saeven days, representatives from every nation around the world will
cenverge on Los Angeles 1o withess the signing of the United Nations Nuclear
Abolishment Treaty (resolution S-112/8). The protection of these dignitaries falls
on the shoulders of LAPD SWAT,

As a tactical leader within SWAT, your assignment for the next 24 / 7 will be to
lead your team against the global forces that would prevent the City from hosting
the treaty cerameny and joining the world in celebrating Global Peace Day 2005,

MISSION STATEMENT

As an officer of D Platoon SWAT you must have a deep and abiding reverence for
human life and a firm resclve that all possible tactical alternatives be exhausted
before employing deadly force.

You must be committed to the concept of team work, and recognize that the
overall success of each mission is a direct result of individual team members
acting in concert with cne another.

It is important that you have a conviction that intensive training is paramount to
continued success in all operational aspects of the team.

You must recognize that we, the members of SWAT, are part of a larger organi-
zation, the Department. Our level of success is dependent, in large measure, on
the support of the Department.

As an LAPD SWAT officer, know that your fundamental mission s to make Los
Angeles a safe haven for all law abiding citizens, while keeping the men under
vour command free from harm.

GAME PLAY

SWAT3: Close Quarters Battle is a first person tactical simulation where you play
either the Element Leader of a five-man entry team, or a team assaulter. CQB
can be played in mission mode, carser mode, or multi-player mode.

In mission mode, each mission is a stand-alone experience. Mission results are
not tallied and do not effect an cverall score,

In career mode your up-front decisions have long lasting effects, as the squad
you choose will last your entire career. The sequence of missions within a career
is predicated on outcomes from previous missions. In career mode your leader-
ship score and the medals awardsd you are tracked.

Multi-player mode allows you to play SWAT3 missions on-line, over a LAN or the
Internet. Selection of mission, career, or multi-player mode occurs at the game's
main menu.

MAIN MENU

The main menu appears after the opening sequence. From the main menu you
can start the game in mission or career moce, restore a career, play a multi-play-
er game of SWAT3, set your options, or quit out to Windows. Passing your cur-
sor over any of the main menu cotion tabs causes them to highlight. Click on a
highlightad option tab to select.




Mission
Clicking the Mission tab takes you into the mission mode game environment and
allows you to play any mission in any order.

New Career

Clicking on the New Career tab takes you into the career mode game environ-
ment and initiztes a carser path for you.

Restore Career

Clicking on the Restore Career tab takes you to the Restore Career Menu. From
here you may select any saved career and re-enter the game from the last mis-
sion played.

To select a saved career, pass your cursor over the list of saved careers. As you
do so they will highlight. To select, click on the saved game you wish to rastore,
and click the Restore tab. The game will load and return you to the point in
which your career was saved. All your slals will be reinstated, from your leader-
ship score to the medals awarded you,

Multi-Player

Clicking this tab will allow you to access multi-player mode. For more informa-
tion, see the Multi-Player Mode section, of this manual.

Options

Clicking on the SWAT Eagle will take you to the main Options Menu and, subse-
quently, to the Key Mapping Menu enc Cusiom Chat Menu. From these screens
you can customize your keyboard and mouse configurations, set your aucio and
music levels, sslect video card support or software, adjust your screen modes
and settings, and perform 2 host of other opticns described below.

There are two Opticns Screens in COB. The main Opticns Screen, as mentioned
above, can be accessed off the Main Menu. It can alsc be accessed anywhers
within the Metropolitan environment by clicking on the SWAT Eagle. The second,
in-game Options Scraen, is accessible during actual game play. To access the
in-game Options Scraen, press the ESCAPE key.

Main Options Screen

GRAPHIC RESOLUTION 1 800 X 600
3 ADAPTER il i'Vocgao2 Direc X 7 Driver

DETAIL LEVEL T HIGH

SOUND VOLUME i 100%
DIALOGUE VOLUME || 100%
MUSIC VOLUME 100%
DIFFICULTY LEVEL | ¢ . MEDIUM
INVERT MOUSE L nee
BlLooD : onN
BRIGHTNESS

MDLISE SPEED

OFFICER Al

SUSPECT Al

fom Chaf | [ Keubosrd

Here you can change various settings to improve game performance or enjoy-
ment. Each of lhe categories mentioned below has a default setting. To change
the default setting, click on the arrows to the right of the category.

GRAPHICS RESOLUTION
The default setting is 64C x 480. The available resolutions will vary depending on
the capabilities of your system.




3D ADAPTER

f you have a 3D adapter it will be listed here, If not, the word “Software” will
appear. If you are running the game under Software you will not experience the
game to it’s fullest. You will be missing many of the game's lignting effects, such
as the flashlight, shadows, and lightsticks.

DETAIL LEVEL

If you notice that the game is running sluggishly, lower your detail level. Lowering
your detail level will speed up the game, however, you will notice a slight reduc-
tion in art quality. There are three detail settings: low, medium and high. The
higher the detall setting, the more processing power vour computer should have.

SOUND VOLUME

Increase or decrease the volume of vour sound effects.

DIALOGUE VOLUME
Increase or decrease the velume of the game cialogue.

MUSIC VOLUME

Increase or decrease the volume of the game music.

DIFFICULTY LEVEL

If you find that the Al characters are just too darn hard to beat, lower this sstting.
As you become better trainec and betler versed in tactics, go ahead and
increase the difficulty level. After all, they're just Al characters...

INVERT MOUSE
It's like flying & plans! Move your mouse forwara and your cursor points down,
Move your mouse back and your curscr moves up.

BLOOD
On or off; nothing in between, Nct even a drop.

BRIGHTNESS

Increase this setting to enhance the brightness in the game, if your surroundings
seem too dark. Decrease this setting if things seem washed-out.

MOUSE SPEED

You can adjust your mouse sensitivity using this control. The higher the number,
the more sensitive the mouse.

OFFICER Al

Increase this setting to make your officers more “inteligent”. Note that increasing
your officer's intelligence is at the cost of cemputing power. Conseguently,
depending on your system, the smarter your officers the more sluggish the game
may play.

SUSPECT Al

Increase this setting to make the suspects more “intelligent”. Note that increas-
ing the suspect’s intelligence is at the cost of computing power. Consequently,
depending cn your system, the smarter the suspects the more sluggish the
game may play.

To return to the previous menu, hignlight and click on the Return tab.

Located along the bottom of the screen are three tabs, they are: Custom Chat,
Keyboarc Mapping and Credits. Pass your cursor over any tab to highlight, and
click on the highlighted tab to select.

Custom Chat
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Selecting the Custom Chat tab causes the Coticns screen to be replaced by tne
Custom Chat screen. The Custom Chat screen allows you to create nine person-
al custom chat messages, and specify their recipients, for multi-player game play.
There are separate Custom Chat screens for each type of multi-player game
play; Cooperative and Deathmatch. To toggle between the two screens, highlight
and click on either of the two tabs (Co-Op & Deathmatch) located at the boltom
of the screen. The cooperative screen, Co-Op, is oroken into two sections; one
for SWAT leader messages and the cther for SWAT officer messages. Crealing
custom messages for both team positions prepares you for the potential of
assuming the position of SWAT leader in the event the criginal SWAT leader is
reutralized in cooperative play. The Deathmatch custom chat screen has only
one section, that of Team member.




The Custom Chat sections have four configurable fields of information, they are:
Menu Text, Chat Text, Audio File and Send Te.

MENU TEXT

The nine lines of text that appear in this column are displayed on screen as
message headings in the Messaging Menu, under Custom Chat. As with all
message headings in the Messaging Menu, these nine messages are bound to
numkber keys.

To edit any of the headings, pass your cursor over the text to highlight and click
to select. Once selectes, use the keyboard to type in a new text heading.

CHAT TEXT

This is the on screen text that is displayed to other players when vou send a
custom message.

To edit any of the text messages, pass your curser over the text to highlight and
click to select. Once selected, use the keyboard to type in a new text message.

AUDIO FILE

Every custom chat message can have an accompanying audio file. To attach an
audic file to a custom message, type the name of the audio file (without exten-
siony in this column. The audio file must be a 16 bit, 22KHz, mono way file.

To eait, pass your cursor over the current audio file name to highlight and click
to select. Once selected, use the keybcerd to type in a new audic file name.
Note: Place the actual audio file in your SWAT3 root directory,

SEND TO

This column contains a drop down menu with optional recipients. To select a
recipient, click on the arrow to reveal the drop down menu. Scroll to highlight a
recipient. Click on the highlighted recipient o select.

Recipients vary depending on game type and oosition. In Co-Op / SWAT Leader,
the recipients include: Element, Red and Blue. Designating Element as a recipi-
ent resulis in the message being heard by everyane in the element, Designating
Red or Blue as the recipient results in the message being heard by the specified
feam only.

In Co-Op / SWAT Officer, the recipients include: Element, Leader and Team.
Designating Element as a racipient results in the message being heard by every-
one in the element. Designating Leader as the racipient results in the message
being heard cnly by the leader. Designating Team as the recipient results in the
message being heard only by your team mate.

In Deathmatch there are two available recipients: Al and Side. Designating All as
the recipient results in the massage being heard by anyone in the game.
Designating Side as the recipient results in the message beirg heard only by
pecple on your team, or side,

Click the Good to Go tab located at the bettom of the screen to save your
changes.

.

Keyboard Mapping

Selecting the Keyboard Mapping tab replaces the Options Screen with the
Keyboard Mapping Screen.

The Keyboard Mapoing screen allows you lo customize your in-game controls, To
do so, pass your cursor over the list of controls on the right side of the screen to
highlight. Click to select. Thers are three separate keyboard mapping screens,
divided by the category in which they are used. They are: Movement, Weapons,
and Misc. (Miscellaneous). Highlight and click these tebs to change screens.

To bind a control to a specific key, highlignt the control and then press the key
you want mapped to that control. If the key you request is already s use, your
new key will be bound, and you will be notified which command had previously
been bound to that key.

To acceot your changes, highlight and click on the Good To Go takb located at
the bottom of the scresn. To return the controls to their default settings, highlight
and click the Reset to Defaults tak.




Associate Pro
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SEGEn

0K, so we're proud of what we co. Pass your cursor over to highlight, and click
to select. And then do it again, and again, and again....

Over & Out

Clicking on the Over & Out tab quits the game and returns you to Windows.

CAREER MODE

Welcome to D Platcon, cfficer. As an Element Leader, every decision you make
from here cn out, from the largest to the smallest, will affect the outcome of your
carser, and consequently, the lives of the citizens you're charged to protect.

Te begin your carser, the Department needs to update your vitals: name, race, a
brief personality description, a confirmation on your years in SWAT, and oh yezh...
your nickname. Next you'll need to accept a squad assignment. Who vou choose
10 team up with is important; you'll be waorking with the same eight officers for the
duration of your career. Once you're In, you can report to active outy or spend
some time honing up on tactics and the current political climate in LA, Either way,
you're an LAPD SWAT officer and that maans something...Like get to work!

Officer Information

LAST NAME:
FiRET NAME:
NICKNAME:
YEARS IN SWAT:

; i i
SERIAL # B985 SEA . 208 | i L ¥ € 4 108549

Please sign in. At the top of the screen thera is a space for your last name, first
name, and yes, nickname. Using your keyboard, type the information in the
space previded. If you choose not to provide the information, the Depariment
will provide it for yvou based on it's records,

Also requirec is a confirmation of your years in SWAT, your race and a brief per-
sonality description. Use the arrows 1o the right of these categories to scroll
through your options. Once again, if you fail to provide the information, the
Department will fill in the blanks.




Below the information section of the screen are pictures of your fellow Element
Leaders. As you can see, there are only twelve of you in D Patoon. It's a covat-
ed position. But you're in a more advantageous pesition than that; you get tc
choose your squad, a rare occurrence. So once you're done updating your vitals
move on 1o squad selection. To do so, click on the Squad Salect tab at the bot-
tom of the screen,

Squad Selection

L s =rgon
and is & gradunts

former Navy SEAL and the reciplant of the
Purple Heart for his service in the Y2K Gu

| oficerinte. | [ Good'te Gol

The org chart of LAPD SWAT. At the top is Lieutenant Seecamp, the comman-
der of SWAT and referred to as 10-David. Reporting to the Lieutenant are six
sergeants, 20-David through 70-David. Each sergeant has a squac of ten offi-
cers: two element leaders and eight crossed-trained assaulters. As mentioned
earlier, you're in the rare position to choose your scuad - and doing so is easy.
The challenge is making the right choice.

Pass your cursor over the row of sergeants to highlight. Click on a highlighted
sergeant to select. Selecting a sergeant causes the assaulters in his squad to
appear n the center of the screen. Read each assaulter’s biography carefully,
you're abcut to spend your entire career with these guys.

To make your squad selection known, just leave your choice displayed on screen
and click on the Good to Go! tab at the bottom of the screen.

If for scme reason you feel it necassary to return to the officer information scraen
you can do so by clicking on the Officer Info tab at the bottom of the screen.

Confirmation

It’s the last chance to change your mind. If you're sure about your squad selec-
tion click on the Confirm tab located underneath your squac. But before you dg,
think about this: for each mission, your team will be randomly comprised of four
out of the eight assaulters in your squad. The exact make-up of your team will
be predicated on rotation and current health status for each cfficer, {Injured
HBeserve or Active Duty). The decision is the Department’s, not yours.

So, If there’s an assaulter in the squad you've selected that you wouldn't trust
with your life, it's best to make that call now. To change your sguad selection,
click on the Becline tab. You will return o the Squad Selection Screen.

CONFIRMED

OK, you've selacted your squad and clicked on the Confirm tab. Now you have
just one more decision to make. Do you immediately respond to a call-up or do
you head to Metro and brush up on tactics”? It's up o you.

Pass your cursor over the Metro and Call Up tabs to highlight. Click on a high-
ighted tab to select.




Metropolitan Division

Welcome to Metropolitan Division. When you’re not on a call up, vou're here.
There are two sections within the Division, Metro and Education. The Mstro sec-
tion deals with everything relating to missicns, from the status of your squad, to
the incident map of LA, The Education section deals with everything else, from
the history of D Platoon to tactical considerations.

Located at the bottom right of the screen is the SWAT eagle surrounded by four
option tabs; Education, Metro, Main, and Save. Pass your cursor over the SWAT
eagle and the tabs to highlight. Click on the highlighted SWAT eagle or a high-
lighted tab to select. The SWAT sagle and associated options are persistent
between Metro and Education.

Clicking on the SWAT eagle brings up the Opticns Menu. Clicking on the
Education tab accesses the education section of Metro. Clicking on the Metro
tab accesses mission information. Clicking Main switches to the Main Menu.
Clicking on the Save tab allows you to save your career in progress.

SAVE
Clicking this tab switches 1o the Save Career screen. Type in a name for your
career, and click the Save tao. Your career path and all related information, such
| as medals and mission outcomes, will be saved. You may restore this saved
career through the Restore Career tab in the Main Meru. If you do not wish to
save, click the Cancel tab.
|
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Located on the bottom of the Education Screen ars three tabs: D Platoon,
Movement, and Considerations. Pass your cursor over the tabs to highlight.
Click on the highlighted tao to seect.

Each education tab controls a set of menus located en the left hand side of the
screen. Pass your cursor over the menus to highlight. Click on a highlighted
menu topic to access. Clicking on a menu topic changes the information con-
tained in the center of the screen.

Located underneath the education information section are four icons. These
icons reprasent the presence of Text, Scund, Movies, and Slides. Anytime a
menu topic has accompanying meda, such as a movie, the icen will be high-
lighted. Click on the highlighted icon to select.

METRO

As mentioned above, Metro deals with everything mission related. To that end,
there are three tabs along the bottom of the screen that access mission specific
infcrmaticn. The tabs are Mission, Element, and Pre-Assault.

Mission
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The mission map of Los Angeles shows crime incidents broken down by division,
As incidents oceur and are resolved they appear on the map. Checking the map
periodically is a good way to refresh your memory on the resolution of an incident.




Crime Incidents are reoresentec by a blue pin dot. Pass your cursor cver the pin
dots to highlignt a brief incident description. Click on a highlighted pin dot to
seect and get the full rcundup on the incident. The incicent information will
appear to the right of the map. To deselect an incident, merely click on a adiffer-
ent blue pin dot.

Element
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Clicking on the Element tal on the bottom of the screen accesses the Squad
Screen. The Squad Screen is divided into two sections. The top section is
devoted Lo your career. The bottom section is devoted to the careers of your
eight assaulters.

YOUR CAREER

To review your career progress Use the three icons located to the far right
of the top section of the screen, These icons represent your biography,
awarded medals and your leadership score. Click on an icon to select,

Biography

Your bicgraphy was written for ycu based on your brief personality descrip-
tion, compliments of the Department, Betcha didn't know you looked so good
on paper.

Medals

Medals are hard to come by in LAPD. Sure, your life is on the line everyday, but
that's the job. It's the lives you save, and the way in which you save them that
sarns the respect of the Department and the conferral of a medal.

Leadership Score

Your leadership score says a lot about yeu. The higher your sccre, the more
respect your team has for you. The more respect your team has for you, the
more they're willing to follow you into battle and do as commanded. The lower
the score... well, think about it. Would you follow the commands of a leader you
didn’t respect? Well, your team won't either.

The leadership score is broken into five categories: Officer survival, proper use of
deadly force, respect level, rescue rate and mission success rate.

Officer Survival

The player's career begins with an officer survival rating of 100% (you start with
one success point), This rating can change drastically and quickly per mission as
individual officers are "downed.”

Officer survival is calculated at the conclusion of each mission using the following
computation: If no officers are "downed” curing the missicn the player is award-
ed one success point, For every officer that is downed during a mission the play-
er is penalized with one failure point. Civide the number of success points by the
sum of the success and failure points. This is the displayed percentage.

% = number of successes / (number of successes + number of failtres)

This equation leans toward the severe, as the player can accumulate only ons
success point per mission, but can receive from one to four failure points per
mission, based on how many officers are "downed.”

Proper Use of Deadly Force

The player's career bagins with a proper use of deadly force rating of 1009 (1
success pont). This rating can change drastically and quickly per mission if any
non-threatening individuals are shot. Non-threatening individuals include civilians,
nostages, and any armed suspect who is not pointing a gun at the player or




another officer / hostage / civilian. The player is penalized for the shot taken
regardless if the non-threatening inclividual is neutralized or merely wounded.

Proper use of deadly force Is calculated at the cenclusion of 2ach mission using
the following computation: If no non-threatening individuals are shot during the
mission the player is awarded cne success point. For every non-threatening indi-
vidual shot during a mission the player is penaized with one failure point. Divide
the number of success points by the sum of the success and falure points.

% = number of successes / (number of sticcesses + number of failures)

This equation leans toward the severe, as the player can accumulate only one
success point per mission, but can receive numerous failure points per mission
based on how many non-threatening individuals were shot.

Respect

The player's career begins with a respect rating of 50% (after all, he is new on
the jobl). Just as it's hard to earn respect in real life, it's a challenge to increase
the game’s respect rating.

Respect is calculated at the conclusion of sach mission using two criteria;
medals won by the player and his team and the issuance of “dumb” orders/
reports. “Oumb” ¢rders and reports include the following: Ordering an officer to
handcuff a non-compliant civilian, hostage or suspect; ordering the evacuation of
unsecured civilians, hostages and suspects; reparting a non-wounded officer,
civilian, hostage or suspect as “down” or “neutralized”; reporting a downed offi-
cer, civilan, hostage or suspect as "neutralized”; reporting a neutralized civilian,
hostage or suspect as "down.”

If the player issues no “dumb” orders or reports during a mission hs is awarded

Cne success point. For every “dumb” order or report issued during a mission the
player is penalized one failure point. Divice the number of successes in half, and
then divide thal by the sum of the success and fallure points.

% = 0.5 " riurnber of successes / [number of successes + number of failures)

Medals awarded can greatly increase a dlayer's respect rating. For each madal
won by an officer other than the player, the player's respect rating is increased
2%. For each madal won by the team, the player's respect rating is increased
5%. And for each medal won by the player the respect rating goes up 10%.
Regardless of the number of medals, the maximum respect that can be earned
is 100%.

Rescue Rate

The player's career begins with a rescue rating of 0%. To successfully complete
a “rescue” the player must evacuate the character (civilian, hostage, suspect)
frem the game,

Healthy, non-weounded characters must be “secured” or handcuffed prior to their
evecuation. The character can be handcuffed by the player or by one of hig offi-
cers. Characters who are wounded or neutralized do not need to be secured
pricr to thelr evacuation.

A player's rescue rate is calculated at the conclusion of each mission using the
following computation: For each character (civilian / hestage / suspect) “res-
cued” the player is awarded one sucecess point. For each character (civilian /
nostage / suspect) not “rescuec” the player ‘s penalized with one failure point.
Divide the numoer of successes by the sum of the number of successes anc
fallures.

% = number of successes / (number of successes + number of failures)

Mission Success

The player's career begins with a success rating of 0%. To successfully complete
a speciiic mission the player must meet all in-game objactives of that particular
mission. Mission objectives appear in two separate areas of the game: in the
Pre-assault Briefing screen {both mission and career mode), and in the game by
accessing the Briefing Summary screen. The Briefing Summary screen is
accessed in the game by pressing the “B” key. (Tnis is the default setting for the
Briefing Summary screen.)

Tne player's mission success rating is calculated at the conclusion of each mis-
sion uging the following computation: For each mission deemed successful {all
in-game objectives met} the player is awarded one success point. For each mis-
sion deemed unsuccessful (not all in-gams cbjectives met) the player is penal-
ized with one failure point. Divide the number of successes by the sum of the
number of successes anc failures.

% = number of successes / (number of successes + numier of failures)

Overall Leadership Score

The overall leadership score is caculated by combining a percentage of each
category's score. The percentages used from each category is as follows:
30% of Officer Survival total percentage

20% of Proper Use of Deadly Force total percentage

15% of Respect total percentage

20% of Rescue Rating's total percentage

15% of Mission Success total percentage

Using this formula, the plaver begins each career with an initial leadership score
of 57% (30% of 100 + 20% of 100 + 15% of 50 + 20% of 0 + 15% of 0 = 57%).
A player's leadership score is used by the game’s Arlificial Intelligence system to
determing varicus actions and messages generated by the game's Assaulters. A
low leadership score causes the Assaulters to be less tolerant of shocting errors
on the part of the player. A high leadership score has just the coposite effect: the
game's Assaulters are mare tolerant of the player's shooting errors.




Alow score is defined as belonging in the 0% to 30% range. A high score is
defined as belonging to the 70% - 100% range. Shooting errors are defined as
any shot taken by the olayer that strikes ancther officer. The player is allowed
only 3 shocting errors when his leadership score is low. When the player's lead-
ership score is high he is allowed 8 or more shooting errors. Low tolerance
results in swift justice on tnhe part of the Assaulters: the player will be neutralized
immediately. High tolerance results 'n leniency on the part of the Assaulters: the
player is given the bensfit of the doubt and is not neutralized immediately.

ASSAULTER’S CAREER

Officer Bronsky was bornand raised in linois.
Joining the Marines in 1985, fo“- er Bronzky servedin
Grenada and Desert Storm. Officer Bronsky is a

recipient of the Medal of Valor for his part in the North

As mentioned above, the bottom section of the screen is devoted to the caresrs
of your eight assaulters, Next to each assauller's image are his personal stats
and his duty status: Injurec or Active. If an assaulter is on the injured reserve list
he will not be cligible for call-ups. However, as time passes and his injuries heal,
he'll be rotated back onto active duty.

Obviously, more assaulters on the injured reserve list means less assaulters avail
able for call-ups. Fewer available assaulters means fewer team configurations.
All this translates to: if your assaulters spend a lot of time cn the injured resenve
list you had better hope you chose a squad where everycne is as equally good
as the next guy. If not, you might find yourself at a real disadvantage in a clutch.

1

There is another disadvantage to a lot of injured assaulters; the squad starts to
lose confidence In your leadership ability. Once their confidence in you falters,
they start losing respect. The less respect, the lower your leadership score.., it's
a vicious cycle. A bit of advice... keep your men healthy; maintain command.

To review an assaulter’s biography or his medal confarral, pass your cursor over
the assaulter’s image. It will highlight. Click on the highlighted image to select.
The selected assaulters biography will appear near the bottom of the screen. To
the right of the biography are two icons. One represents the biography, the other
medals. Highlignt and click on the medal icon to view an assaulter’s medals.
Click and highlight the taxt icon to review an assaulter’s biography.

Pre-Assault

Ready to test your mettle? Lead your team? Save the world? Cool. But first, get
the facts. Click on the Pre-Assault tab to enter the pre-assault briefing for the
upcoming mission.

Pre-Assault Briefing

First stco on any mission is the pre-assault brisfing. In the pre-assault you'll
receive the latest updates con the current crisis, configure your tsam’s arsenal,
determine entry points and your tactical approach to the target location.

Neglect your responsibililies and the Department makes all the cacisions for you.
Do you really want that?

Located on the bottom of the Pre-Assault Screen are three tabs: Briefing, Gear
and Active Duty. Pass your cursor over the tabs to highlignt. Click on the high-
lighted tab to select.
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The Briefing Screen contains up to eleven categories of information 1o help you
suceceed in your mission. The categories are located on the left hand side of the
briefing screen. Pass your cursor over the categories to highlignt. Click on a
highlighled category to access. Clicking on a category changes the information
contained in the center of the screen.

The eleven categories of information are: crime information, event description,
demand deadlines, witnesses, weapons, suspects, hostages, location target,
floor plans, tactical advantages, objectives.

Though all categories of information are important, three have special impor-
tance. They are: Hostages, Tactical Advantages, and Objectives.

Hostages
It's always a good idea to know what the persons you'rs charged with saving
look like... Remember, looks can be deceiving.

Tactical Advantages
Once you have all the mission facts clear in your mind, it's time to start devising
vour plan of atlack.

Two crucial elements of that plan are your entry point into the structure and the
tactical mode of entry. In the Taclical Advantages screen you have the cpportu-

nity ta choose your entry point, (if there’'s more than one), and your initial tactical
mode: stealth or dynamic.

I you fall to make these decisions, the Department will make them for you. Keep
in mind that all the decisions you make, or lack there of, affects your men’s opin-
ion of you. And you do know what that means to your leadership score, rignt?
Make informed decisions; garn the respect of your team.

ENTRY POINT
Some structures have more than one entrance. This is & good thing. Choose
your entry point wisely, and co so with your tactical mode of entry in mind.

TACTICAL MODE

Stealth or dynamic. Which is it geing to be? As an example, entering a structure
in stealth mode and clearing to a breach point within the structure is one tactic.
Another is to announce your entrance with a bang. It's up to you.

Objectives

Obijectives refer to your mission objectives: who to save and who to arrest.
Remember, there is no “one way” to meet your chjectives in a tactical environ-
ment. However, there is one guideline o follow: there are no acceptable losses.

Gear
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You know the particulars of the mission, and you have a bead on the suspacts.
It's time to match firepower. Click on the Gear tab to access your arsenal anc
configure your team.

Located along the top of the Gear Screen is your team for the pending mission.
Each cfficer has been equipped with a default primary and secondary weapan,

along with a default set of tactical aids. However, you're the one responsible for
the mission’s outcome, so how your team is ultimately configured is up to you.

So get to it.

To configure an officer’s arsengl, first select the officer by passing your cursor
over the top row. As the image of the officer highlights, click on the highlighted
officer to select.

Located vertically in the center of the screen are four tabs representing various
categories of weapons and gear available for distribution, they are: Primary,
Secondary, Tactical Aid, and Gear.

Pass your cursor over these tabs to highlight. Click on a highlighted tab to
select. Cnce a category is selected, arrows appesr to the right of the tab. Click
on the arrows to browse througn the category,

WEAPONS
Primary and secondary refers to the two different types of weapons an officer
carries,

As a primary weapon, assaulters can be assigned the MP35, the MP5SD, a M4,
or a Benell 12 gauge shotgun. As an Element Leader, the same weapons are
available to you, but with a twist. The M4 is less-lethal capable. Depending on
the situation, you might want the aplion of knocking dewn, not knocking dead,
your cpponeant.

To select a specific weapon leave it displayed on screen.
AMMUNITION

The Department issues two types of ammuniticn, referred to as primary and sec-
ondary. Botn types nave their place in a CQB environment,

Primary ammunition is jacketed hollow point for long rifles and pistols. For shot-
guns, it's 12 gauge G0 buckshot.

Secondary ammunition is full metal jacket for long rifies and pistols (excluding
the M4), and breaching rounds for shotguns.

Give yourself a tactical advantage: as you assign the amount and type of ammu-
nition per officer, incluging yoursell, give thought to the environmeant you're about
to enter, the number of hostages, and whether or not the suspects are wearing
pody armaor.

Next to the on-screen ammunition information are arrows. Click on the arrows to
increase or decrease the number of magazines you wish an officer 1o carry.
There is a maximum number of magazines assigned 1o each weapon, so
increasing cne type of ammunition will decrease the cther.

TACTICAL AIDS

Tactical Aid and Gear refer to everything an officer neads beyend his weapons.
Scme items in these categories are optional; others are standard issue. Arrows
appear next to items which can be assignad a quantity, such as C8 Gas, flash-
bangs and C2.

Click on the arrows to increase or decrease the amount assigned to an officer.
Note that an officer can carry a set number of canisters. Consequently, increas-
ing the number of CS Gas canisters will decreass the number cf flashoangs,
{and visa versa).

ASSIGN TO ALL

If a particular configuration of weapons, ammunition, and tactical ads sesms
appropriate for every member of the entry team, click the tab marked Assign to
All, This will assign the cisplayed configuration of weapons, ammuniticn, and
tactical aids ¢ all team members, inclucing yoursell,

Active Duty

This is it. What every SWAT officer lives for. The action, the heroism, the guts
and the glory. You good ¢ go? Click on the Active Duty tab, you're going o war.




MISSION MODE

Metro

Mission mode has been designed to get you into a mission as guickly and
seamlessly as possible. Consequently, entering the game in mission mode takes
you directly to Metro where the selections of your character, team, weapons,
and mission are handled oy four tabs along the bottom of the screen. From left
to right the tabs are Mission, Element, Gear, and Active Duty. Pass your cursor
over the 1abs to highlight. Click on a nignlighted tab to salect. The highlighted
tab will change from blue te gold and the screen will change to your selection,

Located on the bottom right of the screen is the SWAT eagle surrounded by
three opticns: Education, Metro and Main. Pass your cursor over the SWAT
eagle and the tabs to highlight. Click on the highlighted SWAT eagle or a high-
lighted tab to select. Clicking on the SWAT eagle switches the game to the Main
Options Menu. Clicking on the Education tab accesses tactics information.
Clicking on the Metro tab accesses mission information. Clicking on the Main lab
switchas to the Main Menu.

MISSION
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Clicking on the Mission tab at the bottom of the screen accesses the Mission
Map. Located cn the map are blue pin dots representing all the different game

missions. Pass your cursor over the pin dots to highlight and learn the nature of
each mission. Click on a highlighted pin dot to select. The pin dot will change
color from blue to red and the selected missicn information will appear to the
right of the mao. To deselect a particular missicn, merely click on a different blue
pin dot.

Also located on the mission map is one green pin dot representing SWAT's
Shooting House. The Shoaoting House is a training environment where you can
hone your individual skills or your team tactics. Pass your cursor over the green
pin dot to highlight. Click on the highlighted pin dot to select. The pin dot will
change color from green to red and the shooting house information will appear
to the right of the map. To deselect, merely click on a different pin dot.

As a default in mission mode, the Mission Map is selacted when entering the game.

Entry Point - Mode of Eniry

Located to the right of the map, above the mission information, are two arrows.
Clicking on the highlighted arrow pointing to the right will allow you te choose
your entry point anc tactical mede of entry. Clicking the highlighted arrow point-
ing 1o the left will bring you back to the mission information. If you do not choose
an entry point or a tactical mode of entry, defaults will be provided for you.

ELEMENT
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Clicking on the Element tab on the bottom of the screen accesses the Element
Selection Screen. The Element Selection Screen is where you choose the
Element Leader you wish to play and the team you want to commana.

There are twelve Element Leaders and foriy-eight officers to choose from. The
forty-eight officers are broken into six groups of eight. Each group of eight offi-
cers are assoclated with two specific Element Leaders.

As a default, an Flement Leader and four officers within his element are assigned

to team positions when the Element Selection Screen appears.

Located across the top of the Element Selection Screen are five specific team
positions, each filed with an officer. From lef: to right the pesitons are: Element
Leader, Red "1", Red "2”, Blue “1”, Blue "2".

To change the officer in the Element Leader position click on the arrow to the
right of the Element Leader's image. As you do so, notice the information con-
tained in the box at the boltom of the screen changes: this is the Element
Leader's biography.

Also notice that every second click the eight officer's in the center of the screen
change.

Once you have determined which Element Leader vou want to play, lsave his
image in the Element Leader slot on the top row. The sight officers who appear
in the center of the screen can now be assignad to specific team positions.

Assigning cfficers to specific team positions is easy. Pass your cursor over the
top row of team positions. As your cursor passes over the different team posi-
ticns, the images of the pre-assigned officers highlight,

Click on a highlighted image o select. A red or blue border now outlines your
selection, indicating that the team position is ready for re-assignment. Notice
that the officer assigned to that particular team oesition is highlighted with a red
or blue border in the center of the screen, and that his biography appears in the
box at the bottom of the screen.

To re-assign the selected team position, pass your cursor over the eight officers
located in the center of the screen. As your cursor passes over the officers they
highlight. Click to select. Continue re-assigning team pasitions until you're satis-
fied with ycur line up.

Remember, you are creating a four man team that can be split into two groups.
It's impertant that the officer's assigned to a particular tearn compliment one
another and that both teams work in tandem. This will become sven more
important when you are assigning them weapcns.

If you skip through this selection process prior to entering a mission, not to
worry, random defaults are set,
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Clicking on the Gear tab on the bottom of the screen accesses the Cear
Selection Screen. Notice that when switching between Element Selecticn and
Gear Selection scraens the officers locatea along the top of tne screen do not
changs or disappear.

| ocated vertically in the center of the screen are four 1abs representing cate-
gories of weapons and gear, they are: Primary, Secondary, Taclical Aid, and
Gear. Passing your cursor over these tabs causes them to highlight. Click on a
highiighted tab to select. Once a category is selected arrows appear to the right
of the tab. Click on the arrows to browse through the category.

Primary and secondary refers to the weapons an officer will carry. To select a
specific weapon for a mission, leave it displayed on screen.

All weapons reqguire ammunition. Next to the onscreen ammunition information
there are arrcws. Click on the arrows to increase or decrease the number of
magazines you wish an officer to carry. There is a maximum number of maga-
zines assighed to each weapon, so increasing cne type of ammunition will
decrease the other.

Tactical Aid and Gear refer to everything an cfficer neecs beyond his weapons.
Some items in these categories can be assigned; others are standard issue.




Arrows aopear next to items which can be assigned a quantity, such as CS Gas,
flashbangs and C2.

Click on the arrows to increase or oscrease the amount assigned to an officer.
Note that an officer can carry a set number of canisters. Conseguently, increas-
ing the numoer of CS Gas canisters will decrease the number of flasnbangs,
{and visa versa).

It is important to note that when assigning weapons and gear, you are assigning
it to & particular team position, nct to a specific officer. Conseguently, if you

change officers after you've assigned weapons you do not need to re-assign
weapons. All clear? Good.

You may click the Assign to All tab to assign the configuration of weaponry,

ammunition, and tactical aids shown on-screen to all assaulters, including the
Element Leader.

If you do not configure your team prior to entering a mission, don’t sweat it.
Each position has a default weapons setting for each mission. It might not be
the configuration you wanted, but hey, you had your chance.

ACTIVE DUTY

Clicking on the Active tab on the bottom of the screen takes you to Active
Cuty... It's mission time! There’s no turning back.

Remember, you can choose Active Duty without selecting an Element Leader, or
choosing your assaulters, or configuring your team’s weapons. Defaults are set,

and you'll arrive on scene with the team, the weapons and tactical aids the
Department deems appropriate.

SINGLE-PLAYER IN GAME FEATURES
PERFORMANCE

Screen Size

If you find the game is sluggish you can speed things up by decreasing your
screan size, To do so, click on the "-" key. Press the “+” key to increase your
screen size.

Escape Key

Want to restart your mis-

sion, or quit altogether?

Press the ESCAPE key.

Doing so calls a small in-

| game menu with the follow-

| ing options:

Debrief: Click on the

Debrief tab to head to

Delborief,

Resume: Click on the

Resume tab and resume

playirg your current mission.

Restart: Click on the

Restart tab and restart your

current missicn.

Quit: Click on the Quit tab to exit the game and return to Windows.

SWAT Eagle: Click on the SWAT eagle and the in-game Options Screer appears.
/nen you're done, click on the Return tab 1o retum to the game.

IN-GAME OPTIONS ’ .
The in-game Options Screen allows you to adjust nearly all of the game’s options,
with the exception of Resolution and Rendering Device.

If you need to change Resolution or Rendering Device, you'll need 10 exi_t YOur cur-
rent mission and access the Main Options Screen from Metro or the Main Menu.
For more information on the options available, see the Main Menu, Ooticns sec-
tion of this manual.




MOVEMENT

All movemenlt keys can ke remapped. To learn how, refer to the Main Manu,
Options section of this manual. All the descriptions below refer to the feature's
adefault key mapping.

Forward / Backward / Left / Right

Use the four arrow keys to move.

Turbo Movement

To accelerate movement, click and hold the right mouse button while holding
down an arrow key. Note that you will move faster in dynamic mode than vou
will in stealth mode. )

Crouch / Stand
To crauch, click on the “C” key. To return to a standing position, click on the “8*
key. You can a'so toggle between crouching and standing by pressing the “A” kay.

Leaning

To lean right click the keypad “-” key. To lean to the left, press the keypad “f”
key. To return to an upright position, click the keypad “** key. You can also
momentarily lean left by pressing the “Z” key, and right by pressing the “X» key.
Release to return to an upright position,

Use / Open / Operate

When a qOor can be opened, an item picked up, or a switch flippad, four “tick”
marks will appear on the outside of your reticule. Click on the “U* key to interact
with the item.

WEAPONS / TACTICS

Primary

Primarly weapon refers to your long rifle, whetner it's the MP5, the MP5SD, the
Bgnelh shot_gun or the M4. When your primary wesapen Is accessed a raticule
wlrl appear in the center of your screen. Each primary weapon has its own,
distinct reticule. To access your primary weaoon, press the [F1] key.
Secondary

Secondary weapon refers to your pistol. When your szcondary weapon is
accessed, a reticule will appear in the center of your screen, To access YOur sec-
ondary weapon press the [F2] key.

Reticules

Default weapon reticules are shaped to resemble the sight picture of Ihe weaoon
you're carrying. Additional weapon reticules have been included that you might
find less distracting, or adds to your shooting enjoyment. Pressing the “v” key
allows you to cycle through the available alternate reticules,

Aim
Aiming is controlled by mouse movement, regardiess if you're aiming a weapon
or deploying a tactical ad device, such as a flashbang.

Note that some weapons do not aim as quickly as otners, Heavy weapons such
as the Beneli or M4 shoot inaccurately after guickly moving the aim point. To
acquire an accurate sight picture, take a moment or two to steady the weapon
before taking the sheot. Light weapons such as the 1911 or MPS snoot very
accurately even after rapidly changing aim.

Your movement speed will also affect your accuracy. The faster you are moving,
the less accurate the shot, regardless of weapon type.

This is both a single player and multiplayer feature.

Fire

To fire either your primary or secondary weapon, click the left mouse button.
Holding down the lsft mouse bution will produce rapid fire for only those
weapons capable of rapid fire. Holding the left mouse button down on single fire
weapons will result in the normal delay associated with a single fire weapon,

Ammo

At the start of every mission, all weapons are loaded to full capacity with their
primary ammunition, (jacketed hollow point for long rifles and pistols, and buck
shot for shotguns.)

To switch from primary ammo to secondary ammo click on the [F12] key. Doing
s0 causes a magazine change. The next time you click “R” for reload, your
weapon will be reloaded with secondary ammunition.

To return to your primary ammunition press the [F11] key. Once again, & maga-
zine change will occur, and the next time you reload, you'll be reloading primary
ammunition.

During the loading sequence your reticule will change from blue to gray. The gray
represents the “real time” it takes to perform the desired reload. When your
firearm is fully loaded, and capable of being fired, your reticule will turn blue.

As element leader, transitioning between primary and secondary ammo will
cause the officers on your team to transition their ammo as well, Exceptions
include the following cases: when carrying a M4 and you transition to less then
lethal ammo; when carrying the Benelli and transition to a breaching round; and
finally, when an officer is out of the desired round.

Reload

To reload, press the *RY key.




Flashbangs

When you access a flaghbang your primary weapon is slung to tha side and your
pistol is holstered. In other words, you're without firing capability,

To access a flashbang, press the [F3] key. Doing so causes a flashbang icon w©
appear in the center of your screen.

Accessing a flashbang happens in “real time”, so prepare yourself for a small
delay from the time you access the bang to the time it is ready to be deployed.
When the flashbang icon first appears on screen it's gray in color, When it turns
blue you xnow it is deployable.

Aim your flashbang by moving your mouse. Click and hold the left mouse burton
to “charge” your throw. The distance of your throw is represented at the bottom
of the screen by a small distance meter. The longer the left mouse button is held
down, the further the throw. VWhen you are ready to deploy the flashbang,
release the left mouse button,

There is also a quick release option available in either half-strength or full
strength. With a flashbang selected, hold down the left mouse button and the
SHIFT key simultaneously to deploy at halt-strangtn. To quick release at full
strength, hold down the left mouse bution and the CTRL key simultanecusly,

CS Gas

To access a CS Gas canister press the [F4] key. Doing so causes a CS Gas
icon to appear in the center of your screen. Accessing CS Gas happens in “real
time", so prepare yourself for a small delay from the time you access the CS to
the time it is ready to be deployed. When deployable, the CS Gas icon wll
change from gray to blue.

Aim your gas canister by maving your mouse. Click and hold the left mouse but-
ton to “charge” your throw. The distance of your throw is represented at the bot-
tom of the screen by a small distance meter. The longer the left mouse button is
held down, the further the throw. Whan you are ready to deploy the gas canister,
release the left mouse button.

There is also a quick release option available in either half-strength or full
strength. With CS Gas selected, hold down the left mouse button and the
SHIFT key simutaneously to deploy at half-strength. To quick release at full
strength, hold down the left mouse button and the CTRL key simultaneously.

Remember, wnen you access a CS gas canister you are without firing capability.

Lightsticks

Press the [F5] key to access a lightstick. Doing so causes a lighistick icon to
appear in the center of the screen. Click, hold and release the left mouse button
to deploy the lightstick. A small distance meter appears on screen to help you
gauge the distance of your throw when vou click your left mouse button. The

longer you hold down the left mouse button, the further the lightstick is thrown.
A lightstick glows only after it makes contact with a hard surface.

There is also a quick relsase option available in either half-strength or full
strength. With a lightstick selected, hold down the left mouse button and the
SHIFT key simultaneously to deploy at half-strength. To quick release at full
strength, nold down the left mouse button and the CTRL key simultaneously.
Cnce again, when you access a lightstick you are witnout firing capability.

c2

Press the [F6] key to access a G2 charge. Doing so causes a C2 icon to
appear in the center of your screen. Accessing a C2 charge happens in “real
time", so prepare yourself for a delay as you transition from your weaoon to a G2
charge. Once the C2 is ready to be placed, tne icon will turn from gray to blue.

Use your mouse to move the C2 charge into place. When in range of a closed
door, “tick” marks will highlight arounc the C2 icon, With the tick marks high-
lighted, left click to begin setting the charge. It is not necessary to hold cown the
left mouse button while placing the charge. Once the charge is set, left click
again to detonate.

If you turn your view away from the door before the charge is fully set, the place-
ment of the charge will be cancelled. During the time you are setting a C2
charge you are unarmed, as your primary weapon is slung to your side and your
pistol is holstered.

Tool Kit

Press the [F7] key to access the tool kit. Doing sc causes a tool kit icon to
appear in the center of your screen. YWhen within range of an item the tool Kit
can breach, deactivate or defuse, "tick” marks highlight around tool kit icon.
With the tick marks highlighted, left click the tcol kit on the object causing the
highlights.

Manipulating the tool kit means you are without firing capability.

Handcuffs

Press the [F8] key to access your handcuffs. Doing so causes a handcuffs icen
1o appear in the center of your screen. Note that you are without firepower, so
be alert.

Your handcouffs are accessad in real-time, so there will be a slight delay from the
time you access them to the time they are useable. When the handcuffs are
readly to be placed, the icon will turn from gray to blue.

Moving your handcuff reticule over a compliant individual (knesling with hands
raised) will highlight the reticule if you are within range. To handeuff a highlighted
individual, click the left mouse button.




After securing the individual, you will automatically transition tack to the weapon
you were carrying. You may then call for avacuation cn the secured indvidual. If,
however, an individual needing evacuation is wounded anc laying on the ground,
it is not necessary to handcuff them bafore calling for evacuation,

Opti-Wand

The Opti-Wand allows you o “see” a radius of 180 degrees, approximately 48
inches in front of you. This allows you to see into a raom before entering, not a
bad idea if you're warried about potential threats.

To access the Opti-Wand, press the [F9] key. The Opti-Wand's image screen wil
appear in the top right nand corner of the screen. To manipulate and change the
Opti-Wand's image, click and hold the left mouse button as you rotate the mouse.
To re-center the Opti-Wand image click on the [F9] key agan. To clear the
Opti-Wand from the screen, replace it with another item by clicking on any
FUNCTION key.

As element leader, you are able to issue commands directly through the Opti-
Wand. With the Opti-Wand accessed, hold the CAPS LOCK key, and a cursor
will appear in the Opti-Wand image screen. Use the mouse to move the cursor
as a reticule to give commands. This command mathod can be used in both
single-player and multi-player play.

When manipulating the Opti-Wand vou are without firing capability, as your pri-
mary weapon is slung to your side, and your pistol is holstered.

Tactical Mode

Located in the lower right hand corner of your screen is a small icon of a SWAT
officer. The icon is either vellow or red.

The yellow icon

| is a reminder that you're in steath mede.

' is a reminder that you're in dynamic mode.

Manually changing from one tactical mode te another is easlly done. When in
Stealth moce press the PAGE UP key to change to Dynamic mode. When in
Dynammic mode press the PAGE DOWN key to change to Stealth mode.

Injury Meter

Bl Each time you're struck by a bullet your injury is registered and
your nealth is negatively affected. When your health is less then
optimal, a small meter appears on the right hand side of the
screen. The meter grapnically depicts your loss of health and
registers eacn successive injury. When the meter bar is ful,
you're dead. Roger that?

Noxious Gas
When explosive, noxious fumes are oresent a small icon will appear in
the lower right hand portion of your screen. When the noxious fumes
=8l Icon is present, it's wise not to shoot your weapon or deploy & flash-
# bang, CS gas, or C2. If you do, you might find yourself eating the big
donut in the sky. Copy?

COMMUNICATIONS

Good communication is an essential ingredient of a successful mission. Whether
issuing commands to your team, or reporting to the Tactical Operations Center,
concise accurate information is the goal.

To that end, CQR's communication syslem is a messaging menu built on a tree
structure, with communiqués accessed by number keys.

Command Menu
SWAT3's command menu provides the player the means by which to communi-
cate with teammates, the Command Post, civiians, hostagas and suspects.

The command menu is built on a three level, branching tree structure with mes-
sages accessed by number keys. Beyond the roct directory level, message
options change accerding to the tactical mode of play: stealth or cynamic.

ROOT DIRECTORY
The root directory allows the player 1o begin a command message, report mis-
sion status, alert team members of a compromise and issue compliance.

1-3: Command Messages
Command messages can be directed at the entire team [ELEMENT], or at the
individual two-man teams [RED & BLUE].

Press the corresponding number [1-3], located to the laft of the team name, to
designate the command recipient. Designating a command recipient expancs
the menu by one leval,




4: Report Mission Status

SWAT is a life saving crganization. The ultimate geal of every mission is to
deluse any given situation with the least amount of force and evacuate all per-
sons to safety. As an element leader, the player is responsible for the coordina-
tion of this process.

Reporting officer, civilian, hostage and suspect status to the Coemmand Post
keeps the Brass abreast of your tactical situation and allows them to provide
evacuation support.

Pressing the number [4] key from the root directory begins a report message
and expands the message menu by one level, The expanded menu allows the
player to report the status of an individual character or report that the mission is
complete.

To access the various character status options, the game cursor must be point-
ed at that incivicual. When the game cursor is pointed &t a in-game character
the extended menu options highlight. Choosing the corresponding number to a
status option results in the player to reporting a character’s status, or requesting
avacuztion [1 - 5].

1:Down - Reports highlighted individual as wounded.

2:Evacuate - Requests evacuation of individua! highlighted by cursor.

3:Neutralized - Seports highlighted individua as dead.

4:Contact - Repcerts contact has been made with individual highlighted
by cursor.

5:Mission Complete - Reporting that the mission is complete does not
require special placement of the game cursar. Once the corresponding
number [5] for “mission complete” is pressed the Commanc Post verifies
the message and calls the team back to the Command Fost.

5: Area Cleared

Pressing the [5] key from the root directory results in the player notifying his
teammates that an area is clear of threat. The player can follow-up this
anncuncement by dropping a lightstick at the entrance to the clearec arsa.
Once an area is proncunced cisar of threat the player's team will behave as
though the area is a safe zcne. Conseguently, it is imperative that the area be
cleared of threat, otherwise the player is jeopardizing his team’s safety.

6: Compromised

Pressing the [6] key from the root directory results in the player nctifying his
teammates that their situation has been compromised. If the game was in
stealth mode this notification causes the game 1o swich to dynamic mode.

A compromised situation is one in which a suspect is urexpectedly encountered.

7: Compliance
Compliance is the use of verbal commands to subdue non-threatening individu-

als, and are issued in non life-threatening situations. Non life-threatening situa-
tions are defined as those in which officers, or other innccents, are rot in imme-
diate danger of dying. A non life-tnreatening situation refers to encounters with
unarmed civilans and hostages, or armed suspects who are not pointing their
weapon at an innocent.

General compliance commands are issued when the game cursor s not pointing
at a specific individual and the player presses the [7] key from the root directory.
To issue compliance to a specific individual point the game cursor at the individ-
ual anc press the [7] key from the root directory. Compliance can alsc be issued
quickly by pressing vour middle mouse button.

DYNAMIC COMMANDS
Dynamic commands reflect the nature of dynamic tactics: fast and loud.

To issue dynamic commands, the player must first be in dynamic mods (press
the PAGE UP key}.

Once in dynamic mode the player must choose a command recipient from the
root directory [1:Element, 2:Red, 3:Blue]. Choosing a recipient expands the
menu by one level.

The dynamic commands available on the second level of the message tres high-
light as the game cursor is passed over game characters and various environ-
mental elements. There are a total of sight dynamic commands. Some of the
commands change based on whether the player is inside or outside an environ-
ment, and some have a third level of options. Press the corresponding number
[1-8], located to the left of the command, 1o issue an order.,

1: Breach, Bang & Clear
Breach, bang and clear appears as a dynamic command option when the game
cursor is pointed at a closed interior door,

Defined, breach, bang & clear commands the recipient to breach (cpen) the
closed door, throw in a flashbang and clear what lays beyond the door.

Wnen commandea to ‘breach, bang & clear’, the game assaulters know what
eguipment they have in their arsenal that will allow them to dynamically breach
the coor. If their primary weapon is a shotgun and they are carrying breaching
rounds they will execule the breach with the shotgun. If they are carrying C2
explosives they will blow the door open. If they were not assigned dynamic
breaching material, or have run out, they will notify the player that they canrot
execute the breach.

1: Bang & Clear
Bang and clear appears as a dynamic command option when the game cursor
is pointed at an open interior door.

Cefined, bang & clear commanis the recipient to flashbang the doorway and clear
what lays beyond the door. If the commanded assaulter was not assigned flash-




pangs, or has run out, he will notify the player that he cannot execute the order.

1: Breach, Bang & Make Entry .
Breach, bang and make entry appears as a dynamic command option when the
game cursor is pointed at a closed exterior door.

Defined, breacn, noang & make entry commands the recioient to brea;;h (open)
the closed door, throw in a flashbang, make entry and clear the area just beyond
the interior of the doarway.

The game assaulters know what equipment they have in their arsenal that wil
allow them to dynamically breach the docr. If their primary weapon is a sholgun
and they are carrving breacning rounds they will exacute the oreach with the
shotgun. If they are carrying C2 explosives they will blow the coor open. If th_ey
were not assigned dynamic breaching material, or have run out, they will notify
the playsr that they cannot execute the breach.

2: Move & Clear . .
Move & clear appears as a dynamic command option when the game cursor is
pointed at any open coorway.

Defined, move and clear commands the recipient to enter the open door gnd
clear the area beyond for threat. Cnce an area is cleared of threat, the recipient
will notify the player of the situation.

When the move & clear command is selected, the menu tree expands and pro-
vides the player with a tactical modifier: CS Gas.

1:No CS Gas - Madifies the command to “move and clear without CS gas.”
2:Use CS Gas - Modifies the command to “move and clear with CS gas.”

2: Breach & Clear .
Breach & Clear appears as a dynamic command option when the game cursor
is pointed at a closad door.

Defined, breach and clear commands the recipient to breach (open) the closed
door and clear the room beyond the doorway for threal. Once an area is clearad
of threats, the recipient will notify the player the area is clear and will droo a light-
stick in the room's docrway upon exiting.

When the breach & clear command is selected, the menu tree expands and pro-
vides the player with a tactical modifier: CS Gas.

1:No CS Gas - Modifies the command to “breach and clear without CS gas.
2:Use CS Gas - Modifies the cormmand to “breach and clear with C5 gas.”

"

3: Search ‘ . .
Search appears as a dynamic command option when the game cursor is point-

ing anywhere within a room or hallway. It is not available if the game cursor is
oointingat a door. If the game cursor is pointing at an coening within a room or
nallway then the Search commana applies to the area on the other side of the
opening.

Direction of Search

When the search command is selected the menu tree expands and provides the
player with directional modifiers. When searching a location the modifiers, Left and
Right, refer to the direction of the command recipient, In otner words, the player
commands the recipient to search to their left or right, not the player’s left or right.

1:Left - Modifies the command to “search to the left.”
2:Right - Modifies the command to “search to the right.”
3:Continue - Commands the recipient to continue searching.

4: Cover

Cover appears as a dynamic command option when the game cursor is poirted
at a particular location or at a specific hostage, civilian or suspect.

When commanded to cover a particular location, the assaulters will move nto a
position where they can safely cover against a threat from that general direction.
When ardered to cover a suspect, hostage, or civilian, the assaulters will sat up
aim on that individual and follow thair mavement.

5: Fall In

Fall in as a dynamic command is available at all times. Cemmanding a recipient
to fall in does not require special placement of the game cursor.,

Defined, fall in commands the recipient to follow behind the playsr until com-
manded to do otherwise.

It snould be noted that the fall in command can be used as a ‘hold’ command
as well. If the player wants to stop an assaulter from engaging a civilian, hostage
or suspect, the fall in commanc will cause the assaulter to abort the engage-
ment and fall in behind the player.

6: Deploy

The player can command a recipient to deploy any one of five tactical aids in
aynamic mode. Twe of the tactical aids require that the game cursor be pointed
at a closed door. The other three require that the game cursor be pointed at a
specific area.

1:Lightstick - Lightsticks are used to light olnerwise dark areas and to mark
areas which have been cleared of threat as ‘cleared.’
To izsue the command, ‘Deploy Lightstick’, the game cursor should be
pointed at the area in which the player wants the lightstick dropped.

2:C2 - C2 is used to blow open closed / locked docrs. To issue the
command, ‘Deploy C2', the game cursor needs to be pointed at the




closad door which the player wants blown open. If the commanded (Al)
assaulter has run out of C2 he will inform the player that he cannot exscute

tne breach.

3:Flashbang - Flashbangs are used to temporarily gistract or discrient a
suspect, hostage cr civilian. When entering a room, the flashbang should
be dropped just inside the doonway. This allows the police officers to use
the smoke generated by the flashbang as concealment as they enter
the room.

To issue the commana, ‘Deploy Flashbang’, the game cursor should be
pointed at the area in which the player wants the flashbang to detonate.
If the commanded assaLlter was not assigned flashbangs, or has run out,
he will inform the player that ne cannot execute the ‘bang’.

4:CS Gas - CS Gas is used as a non-lethal alternative when dealing with
non-compliant suspects, clvilians and hostages. Whean aeployed, CS gas
causas the unprotected recipient to cough viclently. The physical response
to CS gas, combined with campliance commands, often causes encugh
stress to make a non-compliant individual compliant. Once the individual is
corpliant, they can be secured and evacuated to safety,
To issue the command, ‘Deploy C3 Gas', the game cursar should be
pointed at the area in which the player wants the CS gas Lo discharge.
If the commanded assaulter was not assigned CS Gas, or has run out,
he will inform the playar that he cannot execute the command.

5:Shotgun - When loaded with a breaching rounds a shotgun can be used
+0 oreach closed / locked doors. Commanding an assaulter to breach a
door with a shotgun requires the assaulter to have been assigned a
shotgun, and breaching rounds in the pre-assault briefing.
To issue the command, ‘Deploy Shotgun’, the game cursor needs to be
pointed at the closed door which the playsr wants blown open.
If the commandad assau'ter does not have a shotgun, or has run out of
breaching rounds, he will inform the player that he cannot execute the breach.

7: Disable
The player can issue a disable command on a variety of devices, ranging from

security systems to missile launchers to atomic demolition munitions.

The game cursor will highlignt when passed cver active cbjects that can be dis-
abled or defused.

To issue the command, ‘Disable’, the game curscr needs to be highlighted and
pointed at the object which the player wants disabled or defused.

8: Restrain
The player can commanc a recipient to restrain (handcuff) any hostage, civilian

or suspect. In oraer for the command to be carried out, the hostage, civilian or
suspect must be compliant. Compliant is defined as having surrendered.
Compliant individuals are unarmed and "assume the pose” - they drop to their

knees with their hands in the air,

If the player commands that @ non-compliant person be rastrained, they will lose

respect I!rc-*‘ﬁ their team, as this is considered a "dumb” command. (For more

g\f:;;n;a??n on “dumb” commands, please see section titled Leaderéhip Score /
sspect.)
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STEALTH COMMANDS
Stealth commands reflect the nature of stealth tactics: slow and quiet.
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The stealth commands availab'e on the second level of the message tree high-
light as the game cursor is passed over game characters and various envirogri“;
mental elements. There are a total of cight stealth commands. Some of the

corl'r*-r_nands changs based on whether the player is atterf-pzing to enter a (I:loor
or is inside or outside an environment, and some have a third level of options |

Press the corresponding number [1-8], |
] -8], located to the lefl ¢ ;
Bosiciiings efl of the command, to

1: Stack
Staclkla,qoears asa stealth command option when the game cursor is pointed at
any interior or exterior door, regardless if open or closec.

Defined, stack commands the recipi 5
! c k cipients to stack up on th )
themselves to make entry. ¥ s ey

_;hen comﬂwandgd t? 'stacf:'. the game assaulters position themselves to the
side of the door in a “stack” formaticn and ready themselves Lo either open a
closed door or mirror an open door,

1: Try Door
lTry door appesrs as a Istea!th cemmand aption when the game cursor is point-
ng at a closed door with assaulters in a stack formation.

Deﬂngd, try door commands the recipient to try and open the closed door. If the
door is unfo_clged the assaulter will cpen the door. If the door is locked the
assaulter will inform the player and the door will stay closed.

1: Pick Lock
Pick lock appears as a stealth command option when the game cursor is point-




ing at a locked door with assaulters in a stack formation.

Defined, pick lock cermmancs the recipient to breach (Qpef,'; the lc-ckeci’ / F:'gsed
door using the standard issued tool kit. Once the lock is picked the door will open.

1: Mirror . _ _
Mirror door appears as a stealth command option when the game cursor 1s
pointing at an open door that assaulters are stacked on.

Defined, mirror commands the recipient to transition 'Erom hi? primary We&llpOE (¢}
his Opti-Wand. Using the Opti-Wand a1ong the door frame, -\he altssflaLéli’Fer o% Tshe
for signs of threats beyond the doorway. 1?1(_3 assaulter reports his !r,l |.r1g?J o
player. Once the player is aware of the possibie dangsrs awaiting him ne can
determine a tactical plan of attack.

2: Clear - .
Clear appears as a stealth command option when the game cursor is pointed at

any open interior doorway or room.

Defined, clear commands the recipient 1o clear the room belyondl the doorway )
ior threat. Once an area is cleared of threat, the recipient will notify thg player the
areais clear and will drop & lightstick In the room’s doorway upon exiting.

VWhen the clear command is selected, the menu tree expands and provides the
player with a tactical modifier: CS Gas.

1: No CS Gas - Modifias the command 1o “clear wiﬂf.out cs gaf.”
2: Use CS Gas - Modifies the command tc “clear with CS gas.

2: Move & Clear . _ - o
Move & Clear appears as a steaitn command option when the game cursor 1s

pointed at any open exterior doorway or room.

Defined, move and clear commands the recipient to Clear thg (ocm peyon_d the
doorway for threat, Once an area is cleared of threat, the recipient will notify thg .
player the area is clear and will crop a lightstick in the rcom’s doorway upern axiting.

YWhen the move & clear command is selected, the menu tree expands and pro-
vides the player witn a tactical modifier: CS Gas.

1: No CS Gas - Mocifies the command 0 "move and clear without CSs ga?.”
2. Use CS Gas - Modifies the command to “move and clear with CS gas.

3: Search _ . o
Search appears as & stealth command option when t_he game cursor is Eomtlmg
anywhere within a rcom or halway. It is not available if the ga’r*.e cursor is Pomt;ng
at a door. If the game curser is pointing at an opening within a room or ha:way
then the Search command applies to the area on the other side of the opening.
Diraction of Searcn .

When the search command Is selected the menu tres expands and provides the

player with directional modifiers. Yvhen searching a location the modifiers, Left
and Right, refer to the direction of the command recipient. In other words, the

player commands the recipient to search to their left or right, not the player's left
or right.

1: Left - Modifies the command to “search to the left.”
2; Right - Modifies the command to “search to the right.”
3: Continue - Commands the recipient to continue searching.

4: Cover

Cover appears as a stealth command option when the game cursor is nointed
at a particular location or at a specific hostage, civillan or suspect.

Vhen commanded to cover a particular location, the assaulters will move into a
oosition where they can safely cover against a threat from that general direction.
When ordered to cover a suspect, hostage, or civilian, the assaulters will sel up
aim on that individuzl and follow their movement,

5: Fall In

Fall in as a stealth command is available at all times, Commanding a recipient to
fall in does not require spacial placement of the game cursor.

Defined, fall in commands the recipient to follow behind the player until com-
manded o do otherwise.

It should be noted that the fall in command can be used as a ‘hold’ command, If
the player wants to stop an assaulter from engaging a civiian, hostage or sus-

pect, the fall in command will cause the assaulter to abort the engagement and
fall in behind the player.

6: Deploy

The player can command a recipient to deploy one of two tactical aios in stealth
mode: Lightsticks ad CS Gas.

1: Lightstick- Lightsticks are used to light otherwise dark areas and to mark
areas which have been cleared of threat as ‘cleared.’ To issue the
command, 'Deploy Lightstick’, the game cursor should be pointed at the
area in which the player wants the lightstick drooped.

2: CS Gas - CS Gas is used as a non-lethal alrernative when dealing with
nen-compliant suspects, civilians and hostages. When deoloyed, CS gas
causes the unprotected recipient to cough violently. The physical response
to CS gas, combinad with compliance commands, often causes enough
stress to make a non-compliant individual compliant. Once the ndivicual is
compliant, they can be secured and evacuated to safety.

To issue the command, ‘Deploy CS Gas', the game cursor should be
pointed &t the area in which the player wants the CS gas to discharge.

If the commanded assaulter was not assigned CS Gas, or has run out, he
will inform the player that he cannot execute the command.




7: Disable

The player can issue a disable command on a variety of devices, ranging from
security systerns to missile launchers 1o atomic demolition munitions.

The game cursor will highlight when passed over active cbjects that can be dis-
abled or defused.

To issue the command, ‘Disable’, the game cursor neecs to be highlighted and
pointed at the object which the player wants disabled or defused.

8: Restrain

The player can command a recipient to restrain {handcuff) any hostage, civilian
or suspect. In order for the command to be carried out, tne hostage, civilian or
suspect must be compliant. Compliant is defined as having surrendered.
Compliant individuals are unarmed and “assume the oose” - they drop to their
knees with their hands in the air. If the player commands that a non-compliant
person be restrained, they will lose respect from their team, as this is considered
a “dumb” command. (For more information on “cdumb” commancs, please sse
the section titled Leadership Score / Respect.) To issue the ccmmand,
‘Restrain’, the game curscr must be pointed at a compliant inclividual.

Multi-player mode allows extra ccmmunications between the team, including
responses to the element leader and teammates; sea the Multi-player section for
mare details.

VIEW PORTS
— o T Each assaulter has a small camera
mounted onto his helmet whose image
can be accessed with the press of a
key. Remote access of an assaulter's

| view port let’s you “see” what the
assaulier is seeing, without being in the
I same location. This can be very helpful
when planning your team’s next move.

Default keys are assigned to each team position:
INSERT: Red1

HOME: Red2

DELETE: Bluel

END: Blue2.

View port keys function two ways. First as an on-off toggle switch, and second
as a secuential switch.

View port key as a toggle: Click & view port key once and the view port of
choice appears. Click the key a second time and the view port disappears.

. 48

View port key as a sequential switch: Click a view port key cnce and the

view port of choice appears. Click a second view port k i
C e
replaces the first, g pemRSSHR

To clear the view port from the screen, click the second key a second time. You
can also turn the view port on and off by using the “]” key. .

-sﬁi chang’;:e the view port’s default key mapping go to the Keyboard Maoping
reen. ror instructons on how to change the key mappin ' i
b Yy mapping, see above Main

View Port Commands

AS. elemgnt leader, you are able to issue commands directly through a view port
Wlth a view port accessed, hold the CAPS LOCK key, and a cursor will appaaF
in the view port. Use the mouse to move the cursor to give commands. This )
command method can be used in both single-player and multi-player ,ollay.

Please note that the view port feature is disabled whe i is i

fe vhen the Opti-Wand is in use,
However. Commlands can be issued though the Opti-Wand. For detailed infor-
mation, see Opti-Wand, Weapons / Tactics.

WEAPONS STATUS

tThe Weapons S‘tatlus screen is & translucent cverlay which can be accessed any
ime during a mission. The information includes the amount of ammunition avail-

able to both your primary and secondary wesa
: I0NS, ] i
aids you have at your disposal. " F SRR ]

Accessing the Weapons Status screen does
vved| not step the game.
obstruct your visioility, so it should be used sparingly. geia: tEass oivgr

To access the Weapons Status screen press th [
i 8 e SP,
play, press the SPACE BAR a second ngme. SRR, TS




BRIEFING SUMMARY

" IBR._EEF!-NE SUMMARY

The Briefing Summary can be accessed any time during a mission. The informa-
tion is a summary of your mission objectives. This is a dynafmu: summary, o as
objectives are met, (or not), the summary ie updated, keeping you abreast of
your progress. |
Accessing the Briefing Summary in single-player maode stops the game. There s
no danger of being caught off guard as you review your objectives and your
progress.

To access the Briefing Summary, click on the “B” key. To clear tne display, press
the “B” key a second time.

In Multi-Player mode, accessing the Briefing Summary does rnot stop the game,
so be alert.

DEBRIEF

Element Leader
RETY T

9
i i
1

0
1]

Civilians

FATALITY

Offiters

A recap appears at the end of each mission, regardless if you're in mission or
carser mode, in the form of the Briefing Screen.

The Briefing Screen is broken into two sections. The first section is devoted to
your activities within the mission: the number of hostages rescued, and suspecis
arrested or neutralized. If your actions within the mission qualify you as the recip-
ient of a medal, you'll be awarded it here and now,

The second section of the Briefing Screen is devoted to the actions of your team
as a whole: Ine total number of bullsts shot, the total number of hostages res-
cued or suspects arrested. If any of your team members qualify for a medal, it
will appear here,

If you are not satisfied with the mission results, you have the option to restart the
mission at this time. To do so, pass your cursor over the Restart tab and click. ¥

you're satisfied with your missicn results and want to move on, click on the
Metro tab.




Medals MULTI-PLAYER MODE

Medals are awarded for bravery, preservation of life and minmum use of force. SWATS3 gives you the aption of playing online, either over a LAN (Local Area
Criteria for the presentation of a madal is as follows:

MEDAL OF VALOR

Ne civilian is hurt or neutralized

No hostage is hurt or neutralized

No nen-threatening suspect is neutralized

All downed officers are evacuated to safety
All downed hostages are evacuated to safety
Al dewned civilians are evacuated to safety
The officer is shot at 50 times or more

The officar returns less fire then received

POLICE MEDAL

No non-threatening suspect is neutralized

All downed officers are evacuated to safety
All downed hostages are evacuated to safety
All downed civilians are evacuated to safety
Officer is shot at 25 times or more

Officer returns less fire then received

POLICE STAR

No non-threatening suspect is neutralized

All downed officers are evacuatec to safety
Al downad hostages are evacuated to safety
All downed civilians are evacuated to safety
Officer is shot at 25 times or more

Officer returns less fire then received

POLICE COMMISSION UNIT CITATION

No non-threatening suspect is neutralized
No officer is wounded

All downed hostages are evacuated to safety
All downed civilians are evacuated to safety
Officer is shot at 7 times or mare

Officer returns less fire then received

Network], or the Internet. To start a multi-player game from the main menu, click
the tab marked Multi-Player. The multi-playsr menu will appear.

MULTI-PLAYER MENU OPTIONS

The multi-player menu contains several options for you to choose from:

Internet Games

If you'd like to find an internet SWAT2 game, or perhaps create a game yourself,
choose this option. A list of available internet games will be displayed for you to
choose from. Simply click on name of the game you wish 1o join and click the
Join tab. If you'd like to create your own game, click the Create tab. Both choic-
es will take you to a SWAT3 game rcom. To return to the main multi-player
menu, click the Cancel tab.

LAN Games

This option will searcn your Local Area Network for SWAT3 gameas and display
them. You can join a LAN game by clicking on it's name and then clicking the
Join tab. You can create your own LAN game by clickirig the Create tab. Both
choices wil take you to a SWAT3 game room. To return to the main multi-player
menu, click the Cancel tab.

TakedownStudio.com

This opticn will cpen up your web browser and take you o Sierra’s tactical
action gateway, TakedownStudio.com. Featuring the latest news, MODs, and
interaction with all parts of the tactical community, TakedownStudio.com is your
one-stop source for everything tactical.

LOGGING IN

Leglr

Upon choosing either a LAN or an Internet game, you will be prompted to
choose or create a game perscna. If this is the first time you've entered a multi-
player game, you will need to create a game persona. If you have perscnas
available, click on the persona box to reveal a drop down menu. Highlight and
click on any available persona name you choose to use.




Srom the multi-player login, you have five available options:

NEW OFFICER . .
This will lead you to the Officer screen where you can create a new multi-player
character.

EDIT OFFICER ) .
This will lead you to the Cfficer screen, where you can ed it a saved multi-player
character.

DELETE OFFICER \
This will remove the saved multi-player character that you currently have selected.

CANCEL

This will return you to the main SWAT3 menu.

GO! .
This will send you to the Call Up screen with your selected multi-player character.

Changing or Creating a Character

FIRETNAME | Tom
NICKN AN E _ SBunshine
YEARG IN GWAT | 5

W mae

The Officer screen, accessed by selecting New Officer or Edit Officer from the
Multi-player Login menu, allows you to specify traits and names for your new
character. Use the providad names for your game characier or create your own.
To create your own game name, click on a supplied name, tr_*-en type using the ,
keyboard. You'll want to enter a last name, first name, anq nickname. Afier that’s
finished, you can use the arrows to the sides of the Years in Swat gnd Race
selection to scroll tnrough those fields to pick the traits that you’d like. If you are
satisfied witn your changes, click the Accept tab. If you do not wish fo save your
changes, click the Cancel tab.

CALL UP
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The Call Up screen is where you can search for active LAN or Internet games, or
creale your own multi-player game.

The Call Up screen is comprised of information columns regarding the various
multiplayer games waiting to begin or in progress. Information per game includes
game status, game name, mission map in play, current number of players, game
ping, and game type.

Games that are waiting to start, and that can be entered, have the status
‘Open’, and are displayed in blue. Games that are in play and cannct be enterad
have a ‘Closed’ status, and are displayed in gray. Password-locked games have
a small lock icon displayed in their status box.

Game names are anything the host wishes to name them. Mission maps can be
familiar single player maps, or new maps created by MOD builders. The ping of
a game reflects the speed of data transfer to and from the host computer, The
lower the ping number, the faster the transmission of game information from the
host's computer to a client's computer. Use the ping number to determine if a
game is "fast” enough for your taste.

Games that contain game data different from yours are displayed in red, and
cannot be joined. Selecting a game of this tyoe and clicking on the Info tab will
give information an how that particular game's files differ from yours.




Multi-Player Game Types |

There are two types of multiplayer games in SWAT3: Ccoperative and .
Deathmaich. Both types of game support up to five players. In Qooperatwel, play-
ers are part of a five man SWAT entry team. The team is comprised of an element
leader and four assaulters, Assaulters can be live players or Al clwaragters.
Objectives for the missions range from hostage rescue to VIP protection to :war-
rant service. Cooperative games can be augmented with an Assumable Al fea-
ture. To learn more about this feature, see below.

In Deathmatch games, players can do battle in free for glls, or chocse sides; the
“good” guys or the “bad guys”. Deathmatch objectives InCiLI‘de l_ast man standing
and rmost neutralized. Both objectives can be augmented with time limits, and a
lifs support feature. For detalled information on the life support feature, see bDelow.

Located below the game information columns is & chat window. Type into the
chat window and hit the ENTER key to send messages 1o other players n the
Call Up screen. A list of the other players in the Gall Up screen,appears to the ’
right of the chat window. Both the chat window and the player’s list have arrows
which allow you to scrall through the contents.

Located at the bottom of the screen are five tabs; Cancel, Join, Create, Officer
and Info. Pass your cursor over to highlight, click to select a tab.

Cancel
This returns you directly to the SWAT3 main menu.

Join

To join a garme, first click on the game’s name ¢ select. Then click on tha Joiﬁ tab.
Clicking on the Jain tab accesses the Operations screen of your game of choice.

Create

| GAME NAME {The
| GAME TYPE

| PASSWORD

Clicking on the Create tab allows you to create and host your own SWAT3
game. LOnce the Create tab is selected a small window appears. In lhel space
Errovided, enter the name you wish the game to have, a password (optional), and

choose your mission location using the arrows. You can also choose your game
type from the list: Deathmaich Free-For-All, Deathmatch Team Play, Deathmatch
Last Man Standling, or Co-Operative. After you click OK, you will be taken to
your game’s Operaticns screen.

Officer

Clicking the Officer tab allows you to edit your active multi-player character, or
edit, create, or delete stored characters.

Info

To access detalled information regarding any of the multiplayer games in the Call
Up screen, first click on an active game, and then click the Info tab, Available
information per game will include the name of the players, name of MOD builder
(if applicable), and a list of which MODs, if any, are in use.

OPERATIONS

First stop in any multiolayer game is Operations. From here you'll chocose a team
position, access mission information including mission objectives, cnat with your
fellow players, determine a mission entry point and tactical mode of approach
and access the weapons and gear screens from which you and your team wil
outfit yourselves.

There are three sections within Operations; Ops, Map and Gear. Ops is selected
as the default when first accessing Operations, and it is here your team position
will be determined. The Map section deals with the mission particulars, such as
ohjectives, tactical mode of approach, and entry point. The Gear section is
where each player chooses a charaster body type, and gears up with weapons
and tactical zids.

Located below the missicn specific information is a chat window. Type into the
chat window and hit the ENTER key to send messages. All incoming messages
from your teammates will appear in thig window, prececad by their name.

Located at the bottom right of the Cperations screen 's the SWAT eagle sur-
rounded by three option tabs; Operations, Cal Up, and Main. Pass your cursor
over lhe SWAT eagle and the tabs to highlight. Glick on the highlighted SWAT
eagle or & highlighted tab to select. Clicking on the SWAT eagle brings up the
Options Menu. Clicking on the Call Up tab accesses the Call Up screen. Clicking
on the Main tab takes you back to SWAT3's Main Menu,

The chat window and the SWAT eagle and associated options are persistent
between Ops, Map and Gear.

Note that the host Is responsible for setting global game play features, including
assigning team position, camo lyps, game type, entry point, initial tactical mods
ana possible options such as numoer of suspects or hostages per mission.
However, this is not to say that Lhe client-side players don't have a say in the
matter. After ell, that's what the chat window is for... express yourself,




Ops Screen

CO-OPERATIVE MODE . . |
As mentioned above, Ops is the default section when entering Operations, In the
Ops section each player is assigned a team position by the host: Elemgnt _
Leader, Bec1, Red2, Blue1 and Blue2. If you're not the hp_st. use the chat win-
dow to exprass your preference for a particular team position,

To fill a particular team position, click the small arrow located next to the pos-t-on
lo be filed. A box will drop down aliowing you 1o choose frgm severa! (J[)IIOI‘IS.
Options include cheosing one of the players o fil the _posﬁmr:. chqoet,ng a! com-
puter-controlled teammate to fill the position by selecting Al, _boot;ng a player,
or choosing not te fill the position by selecting Closed. SelectlmgnOpenrleaves
tne position open for potential players who may enter Operations befo.e thc?
game is in progress. If a position is marked Open when the game is slarted, the
position will be filled with a default Al character.

The exception to the above information is in regard 10 ‘Fhe slement Ieadler posi-
tion. The element leader position must be filed with & live player at all times for
the purpose of commanding the team. Gonsequently, thg pqeuson can not be
filed with an Al officer, nor will the game start if the position Is marked as Open[.j
Due to this requirement, if and when the starting element leader is neutraized an

out of the game, the position of element leader will be filled by an assaulter. The
succession for replacement begins with Red1, then Red2, Bluel and finally Blue2.
When succession occurs, the chosen assaulter's communication menu will auto-
rmatically change from the Resoonse Menu to the Command Menu.

Located to the right of the screen is a drop-down list of game play scenarios
from which the host can choose. Scenario options will always include the default
SWAT3 scenario and possibly scenarios created by MOD builders. Additional
game play options may appear upon selecting a particular scenario, such as
choosing the number of suspects ana civilians that appear in the scenario. When
this option is available, use the arrows provided to change the number values
and create the scenario you want, or ress the Random tab next to the arrows
to set the field lo a random value.

In Go-Operative mode, you have the additional option of activating the
Assumable Al feature, \When the Assumakle Al faature is *On", a plaver who is
neutralized will assume any team position eccupied by an Al officer and re-
spawn as an active player. When this feature is “Off", a plaver who is neutralized
remains so,

DEATHMATCH MODE :

In Deathmatch there are no team positions. However, in Team Ceathmatch,
each player can mark themselves as either a “good guy” or a “bad guy”, thus
creating "sides”.

As a "bad guy”, the player will bensfit from any Al suspects in the game, as they
will go after the “good guys”. In Free For All, or Last Man Standing Deathmatch,
the Al suspects will always treat the player as the enemy.

Clicking the small arrow located next to each piayer's name will cause a drop
down options list to appear. Deathmatch options include the choice of “booting”
or removing a player, choosing not to fill the position by selecting Closed, or
selecting Open. Selecting Open leaves the position open for potential players
who may enter Operations pefore the game is in progress. Unlike Co-operative
made, if a position is marked Open in Deathmatch when the game is started,
the position will not be filled with a default Al character.

Located to the right of the screen is a drop-down list of game play scenarios the
host can choose from. Scenario options will always include the default SWAT3
scenario and possibly scenarios created by MOD builders. Additional game play
options may appear upon selecting a particular scenario, such as choosing the
number of suspects and civilians that appear in the scenario. When this option is
available, use the arrows provided to change the number values and create the
scenario you want, or press the Random tab next to the arrows to set the field
to a random value.

In Deathmatch mode, you have additional opticns, such as setting 2 time limit,
or the amount of points required 1o *win® z game. Use the arrows to the right of
@ach field to change the number, or click to select the Randem tab to randomize
the number.




An additional feature of deathmatch play is the ability to have Al characters
respawn after being removed from the game. You may activate this feature by
clicking the box marked “Respawn Al". Al characters that are removed from the
game, whether oy neutralization or evacuation, wil reappear in a random loca-
tion on the map.

For Last Man Standing mode, you have the additional option of activating the
Life Support feature. When this feature is “On”, players will have lfe metars that
tick down as time goes oy. Life meters can be replenished only by wounding or
neutralizing an enemy. (This discourages the practice of “camping”.} When this
feature is "Off", players do not have automatically craining life meters.

PAINTBALL MODE

Paintoal Mode is a unique way to play SWAT3 deathmatch. To activate this
mode, click the box marked “Paintball” below the game play scenrio drop down
box. The color of the boxes that contain the names of the players in the current
game represents the color of paint each player has for their weapon.

Paintball has its own set of rules and changss:

All players now shoot paintballs, ratner than bullets, from their weapons. Each
players’ paintball color is determinea automatically before the mission begins.
Suspects, however, will always fre orange naintkalls.

If you are hit with a paintball, your screen will fash the color of the paintbal you
were hit with. The effects of body armor are negated; every player, suspect, and
hostage is equally vulnerable to a paintball hit. However, damage is relative; a
direct hit to the hand with a painthall does not deal as much "damage” as a hit
to the heac.

Paintballs are fired at much lower velocities than bullets; in paintball mode, your
shots will not penetrate any surfaces, nor will it pass through any other charac-
tars. Paintballs will leave a visible "splat” of paint on any surface or character
they hit.

MAP SCREEN

CO-OPERATIVE MODE
In I(Jo—loperative mode, the Map Screen provides crime infarmation, missicn
objectives, and allows you tc determine your entry point, (if there’s more than

one}. Iand your initial tactical mode: stealth or dynamic. If you fail to make these
decisions before starting the mission, defaults are provided.

Note that the host Is responsible for setting the entry point and the tactical mode
approach to the target location, .

DEATHMATCH MODE

Iln I:_leathmatch maode, the Map Screen provides the mission's name and estab-
lishing shot. There are no mission objactives nor crime information.

In Deathmaf[ch, at tlwg start of each game, players spawn randomly within the
game map in Dynamic moda. Consequently, the options to set an entry point or

an initial tactical mode of approach are unavailable in the Map Screen in
Deathmatch mode.




Gea‘r Screen | | | o Olnc\le a player's name is selacted, browse through the list of character types by
Gear is separated into two sections: Gear and Weapons. The Gear section is clicking on any of the character type names. Use the arrows provided if the list
selected as the default when first accessing the screen, and it is here you of character types exceeds the space allotted. .‘ o

choose the character body type to represent you in the game. The Weapons
section is where each player choocses their primary and secondary weapons,
along with thair tactical aids. If you choose not to configure your character,

Once a character type is clicked on, a picture of the character wi
i - : ' er will appear
right.of the character list. ppear to the

defaulis have been set for primary anc secondary weapons, and tactical aids. The camouflage of ths character types can be changed by selecting any of the
) . various camo patterns provided to the right of the screen. If you are the host

Located abave the gear and weapons informaticn are two tabs; Gear and you are responsble for choosing the team’s camo-type. If you are a client (nc,:t

Weapons. Pass your cursor over to highlight, click the highlighted tab to select. the host), your camo type is locked to tha host's selection . |

To select your character type and camo leave them selected and displayed on

CO-OPERATIVE MODE screen.

The Gear section is where you will set the camo and choose a character type to

represent you in the garne. To help you do so, the Gear Screen provides a list of i W '

frssasitorim e i MMk oo i e Efuckton tfwe _u‘u elapons tab to switch to the weapons and tactical a_ids screen.
ocated vertically to the left of the screen are three tabs representing categories

of weaoons anc tactical aids available for carry, they are: Primary, Secandary, and

Tactical Aid. Primary and secondary refers to the two differant types of Weap:')ns

you can carry. Tactical refers to tactical aids, such as ﬂashbangé and CS Gas.

To begin, select your name from the player's list located to the left of the screen.
If you are the host, you're responsible for selecting and outfitting yourself and all
Al officers chosen for the mission. Conseguently, you are able select yourself and
all Al characters from the list. If you are not the host, your name is selected as Pass your cursor over these tabs to highlight. Click on a highlighted Lab o select

the default. ' ist of
Orjce a category is selected, a list of available items will appear to the right of the tab.
Click on the name of each item to view a picture and a brief description of the item.




Each weapon available for carry has primary and secondary ammunition. You
can increase or decreass the number of magazines, per amma typs, you wish to
carry by clicking on the arrows provided. There iz & maximum number of maga-
zines assigned to each weapon, so increasing cne type of ammunition will
decrease the other. To select your primary and secondary weapons lsave them
displayed on screen.

To increase or decrease the amount of a particular tactical aid you wish to carry
click on the arrows provided. Note that there is a set number of canisters you
can carry. Consequently, increasing the number of CS Gas canisters will
decrease the number of flashbangs, (and visa versa),

Note that the host is responsible for configuring all Al officer’'s weapons and
tactical aids.

DEATHMATCH MODE

The Deathmatch Gear Screen functions in the same manner as in Co-Op mode,
with two exceptions: each player is allowed to independently choose their camo
type, and there ars no Al officers for the nost to configure.

In Team Deathmatch games, where player can choose sides, two buttons ars
located to the left of the screen and below the player's names; Goed Guy and
Bad Guy. Click to selsct. Use this feature to create teams. Be aware that the
bad guy players will benefit from any Al suspects in the game, as they will go
after the "good guys”.

To learn how to choose a character-type and configure your character's
weapons and tactical aids in Deathmatch, see above, Co-Operative Mode.

Go! Go! Go!

Located along the bottom of the screen, to the right of the Gear tab, is the Go!
Gal Go! tab. Click this tab to signal to the other players that you're reacly 1o
begin battle. When all players, including the host, have signaled that they're
“good to go”, the game will launch.

Note that if you fail to cnoose a character type, or configure your character’s
weapons and gear, defaults will be set for you.

MULTI-PLAYER GAMEPLAY FEATURES

SWATS's multi-player mode has multiplayer specific features, and incorporates
changes to existing single player features. See below for details.

General Multiplayer Features

MAGNIFIED OPTICS
The HK G36 and M4 ACOG variants come equipped with magnified optics that
you can use to magnify distant objects and aid in aiming. If you are using one of

these weapons, you can change your sighting focal length by pressing the “N”
kgy. You may move and shoot normally in this mode. To raturn to vour weapon's
standard sight, press the “N” key a second time. ‘

IN-GAME MENUS
In single-player made, accessing the Options Screen and the Briefing Screen
pauses the game. However, accessing these features in multiplayer ch-de does
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CUSTOM CHAT

The Custom Chat feature is an extension of SWAT3's communication system.
I\/ielssages created for Custom Chat can be accessed off of both the Cémmar'd
and Response Menus in Co-op mode by pressing the %97 key. In Deathmatch
mode, press the “2” key to access Custom Chat messages.

Eor detalled information on creating custom messages, refer <o the documenta-
tion above, under Main Options Screen, Custom Chat,

CHAT BOX

To chat with other player's during a game, press the ENTER key tc activate the
chat box. Use your keyboard to type in a message. With the Chat box adctive
press the TAB key to access and cycle through a list of recipients for your r*“,ﬂs—
sage. Press ENTER a second time to send your message. ' ' )

OPTI-WAND

In mu'ti-player mode, when the Opti-Wand is active, olayers can use both the
Gommand and the Response Menus te notify their team of potential threats, or
the presence of hostages, as seen in the Opt-Wand mage screen.

For Idetafled information on interfacing with the menus in conjunction with the
Opt|-Wan‘d, rgfer to the documentation below, under Multi-player
Communications, Multi-Player Command Menu and Response Menu,

Co-Operative Play Features
Co-Operative mode emphasizes teamwork, and ¢
_ sizes V ; allows players the chance to
gg;f;sfﬁ;hgjr as ah.":ve;—r:ran SW:\T team. One person is assigned the position of
zader, while the rest of the players cccupy the tea itions;
Red2, Blued, and Blue2. ” T postons: fed,

Itzand Wh(f[ﬂ ’ch(—~I starting element leader expires, the piayer in the Red1 position
ecomes the element leader. Succession is repeated, followe
and eventually BlueZ. : lowed by Fecz, Bluet,




Co-operative missions are scored like the single-player missions, with a qebrief—
ing screen at the end summarizing the team's overall success &t completing the
mission’s objectives.

VISUAL AIDS .
As an assaulter, your primary job is to follow the commands of your glement leader.
However, receiving commands in a multi-player game can oe confusing. To nelp
you make sense of the commands you receive (the what & where of the command)
four interface featurss have been added to the multi-player version of SWAT3:
Navigation Lines

Direction / Distance Assist

Command Box

Command Tags

Navigation Lines

Navigation lines graphically display the most direct path from the command
recipient’s position to the command point or object. Nav Ines are red and can
be toggled “On” and "Cff" using the (default) “P” key.

Nav lines are removed from the screen two ways; first, they can be togglled_ Of
and second, they automatically disappear when the commanded player is in line
of sight of the command point or object.

The “P” key is the default setting and can be changed in the Options, Key
Mapping screen.

Direction / Distance Assist

7 Incorporated into each weepon's reticule interface is a distance
| meter and a twoe-part direction arrow.
The two-part arrow and the distance meter appear upon receipt
of a command.

The distance meter displays the distance between the command
recipient’s position and the command point or object. As the command recipient
movas closer or further away from the command point the number dynamically
changes.

Moving around the reficule in a 360 degree pattern. the ‘..wo-loartl arrow poijts in
tha direction of the command paint (arrow outling) and the direction of ’[Ihf,‘ best
path {solid arrow). Both arrows dynamically adust as ?hg com mgnd recipient
changes his position in relationship to the command point or object. The two-
part arrow disappears when the command is completed.

Command Box

The Commeanc Box cisplays commands issued by the ele-
ment lsader, and is located above the assaulter’s
i Responss Menu.

Active commands are displayed in green text upon recaipt,
The active command persists until another command is
issued or the recipiert responds to the element leadar

| using the Response Menu,

The Command Box feature is active only if the Response
Menu is toggled “On”. Press the “M” kay to toggle the
i Response Menu “On” and "Off".

Command Tags

Command Tags exist on the 2-D plane of the olayer's “face shield”. This means
that command tags will move or float across, and possibly off, the screen as the
player moves his “head” (mouse direction),

There are two types of command tags available to help the assaulter: a tic box
and a target icon. The tic box and target command tags are the same color
green as the Command Box text and appear upon commeand.

| Target icons are used when directional commands (Clear to the right,
Breach door) and general commands {Clear room} are issuad.

I'he tic box is used when the issued command relates to, or tar-
gets, a character, such as “Fall n” or “Restrain”,

The tic box command tag disappears when a new command is
issued, or if a dynamic event occurs (such as shots firad).

Target icons disappear both temporarily and permanently, The
| target command tag will temporarily disappear when the com-
mand recipient is within a certain proximity to the command point
cr object, approximately five (5) feel. The target command tag will
reappear when the command recipient moves further away then the predeter-
minec oroximity. The target command tag disapoears permanentily once the
command has been completed or if a dynamic event occurs (such as shots fired).

The placement location of the target icon is a result of where the Element Leader
clicked his mouse & issued the command.

The tic box appears around the character { Element Leader) thal issued the
command “Fall-In". As the character moves away the tic hox scales smaller, The
tic box persists uniil a different order is issued.




ELEMENT LEADER VIEW PORT
Just like assaulters, the element leader has a small camera mounted onto nis
helmet that can be accessed with the press of a key.

View port keys function two ways. First as an on-off toggle switch, and second
as a seguential switch.

View port Key as a toggle: Click a view port key once and the view port of
choice appears. Click the key a second time and the view port disappears. You
can also tun the view port on and off by using the “]" key.

View port key as a sequential switch: Click a view port key once and the
view port of choice appears. Click a second view port key and the view port
replacas the first. To clear tne view port from the screen, click the second key a
second time.

Default keys are assigned to each team position:
INSERT: Rec1

HOME: Red?

DELETE: Buel

END: Blue2.

BACKSLASH: Element Leader

To change the view port’s default key mapping go to the Keyboard Mapping
Screen. For instructions on how to change the key mapping, see abaove Main
Menu, Options.

OBSERVER MODE

If you expire during a non re-spawn multi-player game, you will receive a orompt
asking If you would like to access Observer Mode. Selecting the oplion allows
you to rejoin the game as an olbserver and use the view port keys 1o access
your fellow officers point of view, and observe their actions. Not selecting the
option returns you to the Operations Screen.

COMMUNICATIONS

The Element Leader's Command Menu was introduced in the single player por-
tion of SWAT3, and is incorporated into co-operative multiplayer gameplay. The
functionality of the Command Menu is consistent between single olayer and
multi-player; it is a menu system built on a tree structure, with communigués
accessed by number keys.

Multi-Player Command Menu

In muilti-player mode, the Command Menu has been expanded to enhance com-
munication between the element leader and his team. To that end, the Command
Menu has new options, including an expanded root directory and the addition of

branching Opti-Wand messages.

EXPANDED ROQT DIRECTORY

8: Copy

Prleslsing the [8] key from the root directory results in the element leader trans-
mitting the phrase "Copy” to his team. “Copy” is a phrase used to acknowledgs
alcomment, and is used in any situation in which the element leader wants to let
his team know that a comment has been received and understood.

9: Custom Chat

Pressing the ngmber [9] key from the root directory expands the message menu
by one level, Tne‘expanded menu allows the element leader 10 send customized
messages to the individual teams or to the element.

Custom Chat messages are configured through the Main Menu Options screen.

OPTI-WAND MESSAGES

1 - 3: [Element, Red, Blue]

Pressing the [1-3] keys from the root directory defines a recipient and expands
the_message menu by one level. When the Opti-Wand is active, the message
opticns on the secand level include the number [9] key, the Opti-Wand. )

Pressing the _number [9] key expands the message menu by one level, The
message options cn the third level relate to potential threats, or the presence of
hostages, as seen in the Opti-Wand image screen.

1: A!I Clear - Reports no sign of threats, as seen through the Opti-Wand.
2: Civilian - Pressing the number [2] key allows the player to report on the
statug of civilian(s), as seen through the Opti-Wand, and expands the menu
to provide various modifiers: .
1: Lone Civilian
2: Multiple Civilians
3: Plus Lons Threat
4: Plus Multiple Threats

3: Hostage - Pressing the number [3] key allows the player to report on the
status of hostage(s), as seen through the Opti-Wand, and expands the
menu to provioe various modifiers:

1. Lone Hostage

2: Mulliple Hostages

3: Plus Lone Threat

4: Plus Multiple Threats

4: Suspect - Pressing the number [4] key allows the player to report on the
status of suspect(s), as seen through the Opti-Wand, and expands the
menu to provide various modifiars:

1: Lone Suspect
2: Multiple Suspects

5: Mqltlple Persons Down - Reporls multiple persons are wounded or
neutralized.




For further details on the Command Menu, refer to the Command Menu section
in Single-Player In Game Features,

Response Menu

n The Response Menu, founc in co-cperative multiplay-
-23:. er, is the counter part to the Command Menu. It too is
a menu system ouilt on a tree structure, with commu-
niqués accessed oy number keys. The Besponse
Menu gives assaulters the means by which to com-
municate with the element leader, teammates, the

. Command Post, civilians, hostages, and suspects.
The Response Menu is built on a three level, branch-
ing tree structure with messages accessed by num-
ber keys. '

Beyond the root directory level, message options
change according to the command received from the
element leader. The assaulter always has at least two
responses to any given command, and can respond to the Element Leader or o

his partner.

ROOT DIRECTORY . -
The root directory allows the player to begin a response message, communicate
between teammates, report mission status, and issue compliance.

1: Leader )
Pressing the [1] key from the root directory expands fr_he message menu by one
level, The response options on the second level are directly related to the ele-
ment leader’s last command, and vary from confirmations to refusals. i
The response s directed at the element leader, and heard by the element leader
and the all other assaulters.

E\Tﬁen the Element Leader has not issued a command, pressing the [.1] key_ from
the root directory allows the assaulter to notify the e':emor_wt !r.aader he is awaiting
orders, or \o query the element leader on holaing or continuing. .

Winen the Opti-Wand is active, pressing the [1] key from the root directory |
expands the menu oy cne level. The repart options on the second level allows
the assaulter to notify the element leader of potential threats, or the presence of
hostages, as seen in the Opti-\Wand image screen.

2: Team ;
Pressing the [2] key from the reot directory expands the message menu y one
level. The response options on the second level refer to the e>_<ecu1'|on of the )
pending command. As an example, if the pending comma_r‘d is "Try the Door”,
the possible responses are: Trying the Dcor, Standing By, Door Locked, and
Door Open. y

Sencing any one of these responses to your par.ner(s;'lnfolrms thgm of your
action, or the status of the situation. Only your partner(s) will receive these
response messages.

-

Your partner(s) is defined as your other teammate (Blue / Red), or in the case
where the order was issued to the element, all the other assaulters.

When there is no pending command, pressing the [2] key from the root directory
expands the massage menu by one level. The message options on the sacond
level relate 1o you and your partner’s next move, such as Follow Me and Hold.
When the Opti-Wand Is active, pressing the [2] key from the root directory
expands the menu by cne level. The report options on the second level allows
the assaulter to notify the team of potential threats, or the presence of hostages,
as seen in the Opti-Wand image scraen.

3: Cover

Pressing the [3] key from the roct directory expands the message menu by one
level. The message options on the second level request support and are sent to
the element leader and all other assaulters,

1:Back Up - Requests that your team provide cover for you.
2:Under Fire - Alerts your team that you are taking fire.
3:No Ammo - Alerts your team that you have run out of ammunition,

4: Report Mission Status

In co-operative multiplayer, each team member s responsible for the evacuaticn
of secured suspects and rescued hostages. Reporting civilian, hostage and sus-
pect slatus to the Command Posl keeps tne Brass abreast of yvour tactical situa
tion and allows thern to provide evacuation support.

Pressing the number [4] key from the root directory begins a report message
and expands the message menu by one level. The expanded menu allows the
assaulter to report tne status of an individual character.

To access the various status options, the game cursor must be pointed at an
individual. When the game cursor is pointed at an in-game character the extend-
ed menu options highlight. Choosing the carresponding number to a status
option results in the player reporting a character’s status, or requesting evacua-
tion [1 - 5].

1:Down - Reports highlignted individual is wounded,

2:Evacuate - Requests evacuation of highlighted individual,
3:Neutralized - Reports nighlighted individual is DOA,

4:Contact - Reports contact has been made with highlighted indivicual.
SiSecured - Reports highlighted individual is secured with handcuffs.

5: Area Cleared

Pressing the [5] key from the root directory results in the assaulter notifying his
feammales that an area is clear of threat. The assaulter can follow-up this
announcement by dropping a lightstick at the entrance to the cleared area.

6: Compromised

Pressing the [6] key from the root directory results in the assaulter notifying nis
teammates that their situation has been compromised. If the game was in stealth
mode this notification causes the game to switch to dynamic maode.




A compromised situation is one in which a suspect is unexpectedly encountered.

7: Compliance .
Compliance is the use of verbal commands to subdue non-threatening individu-
als, and are issued in non life-threatening situations. Non life-threatening situa-
tions are defined as those in which officers, or other iInnocents, are not in imme-
diate dangar of dying. A non life-threatening situation refers to encounters with
unarmed civilians and hostages, or armed suspects who are not pointing tneir
weapon at an innocent,

General compliance commands are issued when the game curscr is not pointing
at a spacific individual. To issue compliance to a specific individual, point the
game cursor at the individual and press the [7] key from the root directory.
Compliance can also be issued quickly by pressing your middle mouse button.

8: Co

F’ressirgg the [8] key from the root directory results in the assaulter transmitting
the phrase “Copy" to his teammates. “Copy” is a phrase used to acknowledge
a command or comment, and is used in any situation in which the assaulter
wants to let his teammates know that a command or comment has been
received and understocd.

9: Custom Chat

Prassing the number [8] key from the roct directory expands the message menu
by one level, The expanded menu allows the assaulter to send customized mes-
sages to the element leader, teammate or element.

Custom Chat messages are configured through the Main Menu Opticns screen.

Deathmatch Play Features

Deathmatch is a competitive, force on force version of SWAT3, where individual
players or teams strive for survival or a high score. Battles can be timed, and can
be played in a varisty of ways. Specific rules and scoring are documented below.

FREE FOR ALL

Free-for-all is a battle for points; players compete to gain the highest score by
the end of the game. All players, and any armed suspects, are fair game. If you
are neutralized during game play, you will automatically return to the game in a
new location with your weapons fully capable.

Free For All Scoring
Points are scored by neutralizing otner players and armed suspects, and b_y
handeuffing suspects and civilians, and protecting them until their evacuation.

More points are scored for handeuffing suspects than for neutralizing them.
However, al handcuffed individuals must be protected until evacualion occurs to
receive the points! Note that the evacuation of a handouffed suspect/civilian
occurs twenty seconds after evacuation is requested.

-

If another player moves within a few feet of your handcuffed suspect/civilian dur-
ing the twenty-second evacuation timer, and you are not nearby, the timer resets
and you are no longer eligible for the handcuffing/evacuation points. If no other
player causes the timer to reset, the player who "stole” your bounty receives the
points for evacuation.

Points are lost by neutralizing unarmed suspects, neutralizing civilians, and by
aying yourself,

Paints

+1: Neutralizing Another Player or an Armed Suspect
+2: Handeuffing and Evacuating & Suspect or Givilian
-1 Neutralizing an Unarmed Suspect or Civilian

-1: Player Neutralized

TEAM PLAY

Teamn play is a force-on-force pattle for points; players choose either gocd guy
of bad guy sides, and fight each other for dominance.

Watch your handeuffed suspects awaiting evacuation! If an enemy player gets
too close to them before they are evacuated, they will be freed,

Team Play Scoring

The good guy players score paints for neutralizing bad guy players and armed
Suspects. They can score more points, however, by handcuffing civilians and
Suspects, and protecting them until evacuation; these points are applied 1o the
entire team. The good guy players lose points for neutralizing unarmed suspects
or other good guy players. Points are lost for dying, as well.

Good Guy Points

+1: Neutralizing an Armed Suspect or Bad Guy Player

+2: Handcuffing and Evacuating a Suspect or Civilian (Awarded to Entire Team)
-1 Neutralizing an Unarmed Suspect or Civilian

1. Neutralizing a Good Guy Player

-1: Player Neutralized

The bad guy players score points for neutralizing good guy players. They also
score team points for handcuffing civillans (taking them hostage) and protecting
them until evacuation. Peints are lost if a bad guy player, suspect, or civilian is
neutralized. Points will be lost for dying, as well.

Bad Guy Foints

+1: Neutralizing a Good Guy Player

+2:  Hanoouffing and Taking Hostage a Civilian (Awarded to Entire Team)
=11 Neutralizing a Suspect or Bad Guy Player

-1 Player Neutralized




LAST MAN STANDING ) _
Last man standing is a fight for survival; all players fight eacn other uriil only cne
player is left. If you happen to be neutralized, you will not re-spawn.

When the “Life Support” option is activatec in a Last Man Szarlmd;lngl game, each
player slowly loses healtn. Health can only be regensrated by inflicting damage
on other p.a{yers and armec suspects, or handcuffing civilians and suspecis.

At the conclusion of ihe game, each player will be given a rapkirg equiya‘-ent to the
armount of time they stayed in the game. The last man standing takes first place.

Last Man Standing Scoring ‘ o
When “Life Support” is activated, you receive health points for damage inflicted

on other players and armed suspects.

If you are able to handcuff and protect a civilian or SuspecT Iuntil evacuaticn, you
will be restored to full health, whether or not “Life Support’ is on. .

If you shoot an unarmead suspect or civilian, you will be penalized by a drop in
health, whether or not “Life Support” is on.

The winner is the player who survives the longast. The game will gutomatioal!y
end when there is only one character (player or Al suspect) left alive.

-

SINGLE-PLAYER MISSION WALKTHROUGH

This is a walkthrough of the River Tigris Import store in single-player mode. This
Is & hostage rescue mission n which Ambassador Jemil Kemal is being held by
Lokman Damar and an unknown number of others.

Your mission objectives are to rescus Ambassador Jemil Keamal, gain control of
the susoect Lokman Damar and bring order to chacs. To check your progress
throughout the game, oress the “B” key. An in game briefing screen wil appear
with objective update. To clear the oriefing screen press the “B” key.

The missicn begins outside the River Tigris Import store. There is cnly one
entrance into the store, the front door, and it’s very dangerous due to the glass
door and wincows. Approach the front door cautiously, as it's possible that the
storefront contains armed suspects. If suspects are present they can and will
shoot at you and your team through the front windows!

As the element [2ader you can command your team to enter and clear the store-
front or you can take the lead and have them foliow you - it's up to your own
personal tactical style. If one tactic doesn’t work, try another. This also applies to
the mode under which you enter the store, Dynamic or Stealtn. Remember,
Dynamic commands and tactical aids are used to intimidate your adversaries,
whereas Stealth commands and zactical aids are used to mask YOUr presence.

Commands are issued using a combination of the number keys and your retic-
ule. Consequently, to commanc your Element to enter the store in Stealth mode,
point your reticule at the door and press the %1 ey, followed by the “1” kay.
This will command your Element to stack up on the door. Once the Element is in
position, continue to point your reticule at the door and command them tc iry
opening the docr using your number keys. Once the door is open, cocmmand
your team to enter and clear the store.

As long as your presence is not compromised while ocutside the store, your team
will follow your orders precisely. If your presence is compromised by a suspect

- seeing you, your team will automatically go into Dynamic mode and engage all

———

found suspects.

If you chose to begin the mission in Dynamic mode, you will have two commeand

-options for entering the store: 1) Breach, bang and clear, 2} Breach and clear.

The first option includes the use of a flashbang upon entering. This can be an
effective method of disorienting pessible suspects, but it is also a bit slower to
execute, and you may want to save your flashbangs for later. If speed is of the
essence, you might want to command your Element to ‘breach and clear’ and
throw a flashbang into the store yourself.

Once again, commancding your Element in Dynamic mode is a combination of
your reticule and the number keys.

To command your Element ‘o ‘Breach, bang and clear’, you will need to peint
your reticule at the door, press the 1% key, followed by the *1” key,




To command your Element to ‘Breach and clear’ you will need to point your
reticule at the door, press the “1” key, followed by the “2% key.

If you want to deploy a flashbang upon your Element’s entry, first prass the [F3]
key. Your gun reticule will change to a flashbang reticule. Next, point the flash-
bang reticule at the door. Now click and hold your left mouse button, You will
see a power up bar. Tne more full the bar, the farther the subseguent throw.

Now, while continuing to hold down the left mouse button, point your flashbang
reticule at the door and press the “1” key, followsd by the #2” key. Once your
team opens the front door release the left mouse key. The flashbang will be
deployed into the store. (Make sure you're pointing at the doorl)

This maneuver can oe tricky to master, but once perfected can be very effective.
This maneuver can also be done with CS gas. To deploy gas upon entry, press
the ‘'F4’ key and repeat the command seguence.

Once in the store, clear it of all threats. Threats can be suspects and any

unknown person encountered. A lone firearm can also be a threat. If you see a
gun, secure it by pointing your reticule at it and press the U key. If you don’t
secure the firearm, it can be picked up by a non-friendly and used against you!

As a police cfficer, you must akide by the law, and the rules of engagement are
clear: If you are under fire, engage immediatsly. If an armed suspect points a
weapon at you, engage immediately. If an armed suspect is nol threatening you,
(his gun is not pointed at you or he is running away), or you encountar an
unarmed person, issug compliance by pressing the “77 key. Sometimes it will
take several orders of compliarce to gat an individual to cooperate.

Compliance, or the issuance of verbal commands, does not always work. Thig is
when the use of non-lethal tactics, such as the deployment of CS gas, your less
than lethal option on your M4 Carbine, or flashbangs, can de used.

Compliant individuals kneel on the ground with their hands above their nead.

Once an individual is compliart, they need lo be secured and evac'ec from the
building. To do this, either handcuff the incividual {by using the F8 command
key), or command your Element to do so. Once the individual is handcutfed,
point your reticule at the secured individual and use the command structure (4-
Report, and then 2-Evac) to report to the Command Post that the individual is
safe for evacuation.

If an individual is wounded there is no need to handcuff them, but to preserve
life, they need to be evacuated. If an individual is neutralized, they need not be
evacuated from the scene.

Once the front of the slore is cleared of all threats, and any and all suspects
secured and evacuated, continue moving through the store. Along tne back wall
there is a door leading to a storage room. If this door is closed, you will want to
open it and clear the room beyond. As with the front door, you can choose

| | e

many ways in which to open this door: you can order your Element, Red or Blua
to open in‘a Dynamic or Stealth manner. Or, you can open the doo; and order )
your Elgement to followr or cover you. Remember, the situation dictates the tactics
- there is no one way to approach a room antry. i

Dnce_in the storage room, clear it of all threats. At the far end of the storage room
the_re i§ a door. Beyend this door is a small room, which leads to a hidden raom
which in tumn leads to a basement, The two rooms leading to the basement are ’
small and can contain armed suspects, and possibly a nostage. You can gi:ure
yourself an advantage by deploying CS gas into the first room prior to entering.
You can also command your Element to deploy CS, or you can command De:d 1o
deploy CS gas, while Blue covers... or...the possivilities ére endless. Just nofe
that these rooms are small, divided and make for dangercus maneL}ver’ng. ‘

Once you have made it through these small rooms, you will find a door leading
to thle L?asement. The tactical mode you enter the slairwell under (Dynamic orq
Stealth) should depend on the amount of neise generated thus far in the missicn

- gunfire and flashbangs generate a lot of noise and will
g nd will alert suspects t
presence. v S

Once your tactical mode is selected, open the door and enter the stairwall, Who
goes first is up to you... '

Once irj the basement you will notice a lack of light. You can enhance your vision
by turning on vour weapon’s flashlight by pressiﬁg the “F” key. You can
.approach the basemenl in many ways: deploy massive amounts 01; CS gas to
disable the suspects, {but you could harm the hostage), you could call the sus-
pects out by issuing compliance, or you could use your Opti-Wand Jio look
around every corner for suspects or Ine hostage. However you lactically
approach the mission, and the basement specifically, is correct as !ohg as you
rescue the hostage and your team comes out alive,

The bas_.ement is comprised of two hallways, a couple of open areas and a small
room \r}nrh a door. Due to the character’s artificial intelligence, they can be any-
where in the basement. There is no guarantes they will be in a specific location
(as you'll see each time you play the mission). So keep your eyes open, and ’
shoot only those threatening you. If you're too quick on the trigger you ‘might
shoot one of your own coming arcund a corner, or you might shoot the hoé.tage.

Whgn you find the hostage, make sure you secure and evacuate him. Yes, even
hczs-:ages are secured with handcuffs. That is, of course, if they aren’t wourr-ded
If the Ambassador is wounded, he need only be evac'ed out of the building. If I
thfa Ambassador expires during your mission, the mission will be considerekd. a
failure, However, failing the mission dees not end the mission, You can continue
to salvage what you can. Good luck. ’
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Springfield Armory, Inc. Frank M. Sweeney, FAA

http://www.springfie!d-armaery.com/ Joe Mobley !
Mike Grossman

LA SWAT Gear

: Justin Kiroy
http:/Awwvew laswatgear.com/ aith BSHIRARR

Havas Interactive

Main: (0118) 920-8111
Monday-Friday, 8:00 a.m. - 5:00 p.m.
Fax: (0118) 987-5603

Dsifies BiiTis Adam Eosss E;%/SPéeg-laceTemts in the UK. are £6.00, or £7.0C outside the UK. Add
http:/Awww. burnscustom.com/ Guy Welch ¢ DS,
- ) ” Cledn Oliver 2 IBeacont.ee Flaza,
Firearms Academy of Seattle Sangeeta Balani G|Ilett_e w.;ny, .
. Reading, Berkshire
Bill Crow j :
The Mattman Company ey Ecirel RG2 0BS United Kingdom

Specialty Venicles Division Tim Sigel

Ernest Harrera, Inspector, Melissa Thatcher FRANCE
City of Los Angeles Eg[jl 'gz;g:]ne Havas Interactive France
KCMO Telavisicn, Seattle WA 32, Av de I'Europe

: : Robert Serda F A :
Dick Warsinske ; Bat Energy 1 (2¢ Etage)

; Mark Seibert ; o
Bt Soott : ; 78 140 VELIZy-Villacoubaly
. [orsten Reinl :

Khym Ripke France

Teléphone: 01-30-67-90-50
Lundi au Jeudi de 10h a 19h
= Vendredi de 10h 4 18h

Fax: 01-30-67-90-65
CONTACTING SIERRA

CUSTOMER SERVICE, SUPPORT, AND SALES GERMANY
Havas Interactive
UNITED STATES Tel: (0) 6103-99-40-40

Montag bis Freitag von 10h - 19Unr

U.S.A. Sales Phcne: (800) 757-7707 Fax: (0) 6103-99-40-35

. K
Hours: 24 hours a day, 7 days a wee Robert-Bosch-Str. 32

oper-osen-
International Sales: (425) 746-5771 D-63303 Dreieich

Hours: Monday-Friday 8 AM to 4 M PST Germany
FAX: (916) 939-1010
Sierra Direct ON-LINE SALES
P O Box 629001 CompuServe United Kingdom:GO UKSIERRA
El Dorado Hills, CA 95762-9972 CompuServe France: GO FRSIERRA
Internet USA:  http://wwaw.sierra.com
Email: customer.support@sierra.com ~ Internet Unitec Kingdom: htto://wwwv.siarra-online.co.uk
http:/Awww.sierra,.com ~ Internet France:  hitp://www sierra.fr

Internet Germany:  http:/Awww.sierra.de




DISK AND OR MANUAL REPLACEMENT:

Product Beturns™
Havas Interactive

Sierra On-Line Heturns
4100 West 190th Street
Torrance, CA 90504

Havas Interactive

Sierra On-Line CD/Doco Replacement
4100 Wesl 190th Strest

Torrance, CA 90504

NOTE: To replace your cd(s) please sena only the damaged cd and copy of your
dated Receipt, if less then 90 days. After 90 days please include a $10.00 han-
dling fee along with the cd(s). For Documentation replacement, please include a
$5.00 handling fee and a photocopy ONLY of either your disk or cd. Payment
should be made at the time of your requeast. Sorry, no credit cards.

* Returns to this address valid in North America only.

TECHNICAL SUPPORT
NORTH AMERICA

Sierra On-Line offers a 24-hour automated technical support line with recorced
answers to the most frequently asked technical questions. To access this ser-
vice, call {425) 644-4343, and follow the recorded instructions to find your spe-
cific topic and resolve the issue. If this falls ta solve your problem, you may still
write, or fax us with your guestions, or contact us via our \Web site.

Sierra On-Line

Technical Support

P.O. Box 85006

Bellevue, VWA 98015-8506

Main: (425) 644-4343
Monday-Friday, 8:0C a.m.- 4:45 p.m. PSI
Fax: (425) 644-7/697

http:/fwwew . sierra.corm
support@sicrra.com

UNITED KINGDOM

Haves Interactive offers a 24-hour Automated Technical Support line with record-
ed answers 1o the most frequently asked technical questions. To access this ser-
vice, call (0118} 920-9111, and fallow the recorded instructions to find your spe-
cific topic and resolve the issue. If this falls to solve your problem, you may stil
write, or fax us with your questions or centact us via our Internet or
CompuServe sites.

Havas Interactive

2 Beacontree Plaza,

Gillette Way,

Reaading, Berkshire

RG2 0BS United Kingdom

Main: (0118} 920-9111
Monday-Fricay, 9:00 a.m. - 5:00 p.m.
Fax: (0118) 987-5603
hitp:/Awww.sierra-online.co.uk

FRANCE

Havas Interactive France
32, Av de I'Europe

B,t Energy 1 (2e Etage)

78 140 VELIZY-Villacoublay
France

Téléphons: 01-30-67-90-50
Lundi au Jeudi de 10h & 19n
Vendredi de 10h & 18h

Fax; 01-30-67-90-65

htto:/fwww.sierra.fr

GERMANY

Havas Interactive
Robert-Bosch-Str. 32

D-63303 Dreieich

Deutschiand

Tel: (0) 6103-92-40-40

Montag bis Freilag von 10 - 19URr
Fax: (0} 6103-99-40-35

Mailbox: (C) 6103-39-40-35

http:/fwww.sierra.de




SPAIN

Havas Interactive
Avenida de Burgos 9
1-0F2

28036 Madrid

Spain

Teléfono: (01) 383-2623
de lunes a Viernes ce 09:30 2 15:00 y de 16:00 a 18:30
Fax: 91-381-24-37

ITALY

Contattare il vostro distribctore.

SIERRA WARRANTY & LEGAL INFORMATION

Sierra’s end user license agreement, limited warranty and return policy is set
forth in the EULA.txt, found on the CD, and is also availakle during the install of
the product.

Copyright (2000 Sierra Cn-Line, Inc.)
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