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e “setup.axe” file to launch the installation program. If you purchased 1h:s game
load, s double-click on the file you just downloaded and follow the on-screen
instructions, Note: You will not need to have a disc in the DVD-ROM drive to play.

Enter GD Key

When you create a Massgate™ account, you will be asked to enter your CD Key. This CD Key is
unique and should, at all times, be protected. Do not give it to anyone else or allow anyone else
to use it. Store the CD Key in a safe and secure place; it might be required again.

System Requirements
* 0S: Windows™ XP, Windows Vista™
* CPU: 2.0 GHz or faster (2.2 GHz for Windews Vista™)
+« RAM: 512 MB (1 GB for Windows Vista™)
+ Disc Drive: DVD-ROM
« Hard Drive: 8 GB of uncompressed free space
+ Video: 128 MB video RAM, DirectX® 9.0c-compatible
* DX@ minimum card: NVIDIA® GeForce® 6600 GT and above
= DX10 minimum card: NVIDIA® GeForce® 8500 GT and above
+ Sound: DirectX® 9.0c-compatible
* Input: Keyboard and mouse
* Internet play: Cable, DSL or better
Note: GeForce™ 4 MX, Radeon® 8500, 9200 not supported

Recommended System Reguirements
* CPU: 2.5 GHz or faster
* RAM: 1024 MB (1.5 GB for Windows Vista™)
* Video: 266 MB video RAM, DirectX" 9.0c-compatible
* DX9 graphics card: NVIDIA® GeForce™ 7600 GT and above
* DX10 graphics card: NVIDIA® GeForce® 8600 GT and above

An Important Note Regarding Graphics and Having the Best
Possible Experience

World in Confiict uses some of the most advanced rendering techniques available today for
special effects and to achieve real-time performance for a great game playing experience. The
game was largely developed and tested on NVIDIA™ GeForce” 6 Series, 7 Series and 8 Series
graphics cards, and the intended experience can be more fully realized on NVIDIA GeForce 8
Series graphics hardware. On an NVIDIA GeForce 8600 or better, you will be able to turn on all
of the NVIDIA special-effect features at higher resolutions in the game.
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.~ The Gold War :

The end of World War Il brought with it the hope for a new world order, where global conﬂ]cis \
dissolved and the wartime alliance between the Soviet Union and the United States would usher in
a lasting peace. But over time their divergences became critically evident, and it was obvnbus that
the two could not exist side by side. The Cold War was on.

The Cold War was a time of tense conflict. With an Iron Curtain across Europe, the Berlin Wall

‘separating the Capitalist west from the Communist east, the two sides regarded each other with

caution and contempt. Concerned of attacks from one another, both the United States and the
Soviet Union spent untold trillions on development of both cenventional and nuclear defenses they
silently hoped would never need to be used. They poured every effort into strengthening their own
image, always trying to outmatch and outsmart the other in every way possible, resulting in a variety
of endeavors in espionage and science, including a full-blown space race to the moon.

The Soviet Attack

As the 1980s drew to a close, the Soviet Union found itself bankrupt, dlsorgamzed and unable

to keep up with the United States in the Cold War arms race. Adding to this bubbling cauldron,
President Reagan’s US Strategic Defense Initiative, or “Star Wars” project, was threatening to
significantly upset the delicate balance of mutual deterrence. Funds required for upgrading the
Soviet nuclear arsenal and conventional forces were rapidly becoming scarce within the communist
state. This led to increasing cuts in the civilian sector, which in turn caused widespread famines and
supply shortages. As a last resort, the Soviet Politburo devised to blackmail Western Europe. They
demanded from Europe the aid they needed, or they would invade and take it for themselves.

The Western Alliance initially viewed the Politburo’s threats as a bluff and attempted to orchestrate
an end ta the crisis through diplomatic channels. However, though the West's fevered rhetoric, the
Soviet Union had already decided on a path from which there was no turning back. As the crisis wore
on, the Warsaw Pact steadily increased its readiness level, compelling NATO to mobilize a defense
along the borders of the Iron Curtain. Then in what seemed like an instant, World War |Il had begun.

During the initial stages of the war, the Soviet Union made significant progress. Though marshaled,
NATO was ill-prepared, initially finding itself pushed back on several fronts as the Soviets attacked
both along the expected axis through West Germany and with an amphibious assault on southern
France. But as the battles wore on, REFORGER convoys were eventually able to resupply the NATO
troops with fresh reinforcements and weaponry. Though the fighting was hard and at great cost to the
NATO forces, the Soviet offensive in Europe was eventually halted.

However, unknown to its enemies, the Soviets had lightened their European ambitions and turned their
eyes to the American foe. With strategic planning on an unparalleled scale, the Red Army launched a
devastating surprise attack on the west coast of the United States.
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possibility of a full-scale war with the Soviet Union dur|ng the Cold War era was fearfully present
for several decades. Possessing some of the most advanced and effective military hardware in
the world, the USA is a tough opponent, both in international conflicts and on its home soil.

The Unien of Soviet Socialist Republics was formed in 1922 within the territory of the former
Russian Empire, following the Russian Revolution of 1917 and the Russian Civil War of 1818~
1821, After playing a key part in World War Il and the defeat of Nazi Germany, the Cold War was
harsh on the Soviet economy, as the Unien was compelled to keep up the arms race against the
USA. With an immense army and an impressive armada of weapons and hardware, the Soviet
Union is a tremendously powerful and motivated force.

NATD

The North Atlantic Treaty Organization is a military alliance established by the signing of the
North Atlantic Treaty on the 4th of April 1849. The organization's main function is to offer a
system of collective security whereby its member states agree to mutual defense in response to
an attack by any external force. As the Soviet Union invades Europe, NATO acts as the primary
defense against the invading army. With advanced war machinery from a number of member
countries, NATO is a fine example of cooperation across borders.

The mouse is also the centra! tool in conttolllng your' umts You cal ove the cursor arou
select units by left-clicking on them, or by holding down the left mause button and dragging a |
selection square around them. Once the units are selected, you can issue movement or aﬂack
orders by right-clicking on. the battlefield or enemy unns

Buying Units

Battles in World in Conflict take place in various locations, far away
from military bases and construction sites. Therefore, commanders
have to call in reinforcements. In the single-player mode, the selection
of units is decided by the mission and its circumstances, while in the
multiplayer mode, it is decided by the role you choose (more about this
in the Single-player and Multiplayer sections). All units are selected
from the Reinforcements Menu.

The upper section of the Reinforcements Menu displays the units that
are available for purchase. All units cost points, and you have a set
number of points to utilize. These points aren't exhausted, but rather
invested; if you purchase a unit that costs 1200 points, you will regain
the points over time once that unit has died or been destroyed.

The lower section of the menu displays your selected units, the ones
you plan to deploy on the battlefield. Once you've selected an amount
of units that you are happy with, you can deploy them by sending them
to your drop zone. The drop zone can be placed within a specific area
of the map, which can also change during the course of a match. You
can select your own individual drop zone within this area at any time.

Gombat and Tactical Aids

Your units are all you have, in addition to your teammates. By using your own role's strengths to
the fullest and aiding your teammates, you are on your way to becoming a reputed and respected
commander. Also, by defeating opponents and capturing Command Points, you receive Tactical
Aid Points, which are used to deploy extra weapons when needed. These Tactical Aid weapons
are explained further in the Tactical Aids section of this manual.




* Most units have Special Abilities, which can be very handy in specific instances. Some are
Offensive Abilities that let the unit strike even harder against certain enemies, while the Defensive
Abilities can help players get out of sticky situations. Read more about all other units and their
Special Abilities in the Units section of this manual.

* During the game, you will accumulate Tactical Aid Points, which in turn can be spent on Tactical
Aid abilities. Tactical Aid is indispensable for all battlefield commanders, particularly when the
enemy appears unassailable or when an opponent's faulty tactics expose his vulnerabilities, which
you can then exploit with a well- tlmed TA attack. Read more in the Tactical Aid section of

this manual.

As you play World in Conflict, you will encounter Command Points. Command Points are key
positions on the battlefield that need to be taken and controlled. The basic Command Point consists
of two or three circles, or Perimeter Points, that are captured when you place a unit within the circle.
To fully capture a Command Point, you have to place units within all of the connected circles.

&

It is wise to remember that the enemy is just as interested in Command Points as you are,
and the points must be protected after they're captured. This can be done by constructing
Fortifications. Fortifications are defensive structures that are built around all individual circles at
Command Points. There are three different types of Fortifications: machine gun, anti-tank and ‘
anti-air. The Fortifications are automatically built over time when a friendly unit occupies one

of the captured circles. But though they can give the enemy a hard time, Fortifications can be

destroyed, so don't rely upon them too heavily. \

Single-player




To play the campaign, you must first create a profile, which stores your game progress, saved
games and any awards you've earned. You can have as many different profiles as you wish.
The campaign missions are played in a linear fashion and are uncovered over time as you finish
-your current mission, but you can always go back and replay any mission whenever you like. To
resume your progress in the campaign, you can either click Resume Campaign or select one of
your saved games in the Saved Games menu. As you advance in the campaign, you also gain
awards and cinematics, which can be viewed in their respective menus.

Besides the main campaign, you can do the Tutorial mission, which explains the basics of the

game. This is a good way to start off your military career and to familiarize yourself with the controls.

You can also play Custom Missions made with World in Conflict modification tools, either by
yourself or by other enthusiastic map makers.

Multiplayer

The multiplayer mode of World in Conflict is a unique game experience that tests players’ ability
to cooperate with each other. You can either play multiplayer over a local area network or via
World in Conlflict official online portal's Massgate. The multiplayer mode offers drop-in gaming,
where players can come and go as they wish on existing servers without interrupting the match.
Even though there is a specific Few-Player mode, most matches you encounter in World in
Conflict will focus on team play and the use of the game's different roles

role is a powerful presence on ground Tanks hoid thelr ground veryweﬂ and the transport :
vehicles work as helpful aid in fast-paced : advancements and gtve tanks moderate protachon i
against enemy hehcopters "

Air

The air role is perfect for commanders who prefer fast movement and high attack power, The
transport and scout helicopters also give the team the benefit of larger visual range and mobility
on the battlefield. But although the air role is a powerful offensive force, it lacks the ability to
capture Command Points.

Infantry

The infantry role puts a lot of demands on the commander Being the most vulnerable to enemy
fire, infantry units have to depend on movement and stealth to survive against enemy vehicles.
Able to hide in forests and buildings, infantry units are most at home in the wilderness and larger
cities. Armed with highly effective firearms, they pose a big threat against all other roles if played
well,

Suppart

The support role is probably one of the most diverse roles available, with many different uses.
Besides its very effective mobile artillery and anti-air vehicles, the support role also includes
repair tanks that can aid friendly tanks. The support role can be hard to master, but it is an
essential role for a strong and intimidating army.




The Head-Up Display (HUD) consists of 5 major areas: (1) The Tactical Aid Panel, (2) The
Domination Bar, (3) The Reinforcement Panel, (4) The Minimap and (8) The Order Palette.

The Tactical Aid Panel
1) Toggle Button
Press this button to toggle the Tactical Aid Panel on and off.

2) Tactical Aid Points
These are your Tactical Aid Points, with which you purchase Tactical
Aid Weapons.

3) Tactical Aid Weapons
These are the Tactical Aid Weapons that are available for purchase.
The weapons you can purchase are highlighted.

4) Multiple Selections

Use these to spend extra Tactical Aid Points to deliver more than one
attack of a certain Tactical Aid Weapon. You can launch up to three
attacks at the same time.

5) Tactical Aid Tabs
Click these to browse among the different types of Tactical
Aid Weapons.
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3) Time Left :
This clock displays how much time is left on the map.

The Reinfarcement Panel

1) Reinforcement Points

These are the points with which you purchase units. Your currently
usable points appear to the left, and the currently unusable points are
displayed to the right. Unusable points are made available over time.

2) Toggle Button
Press this button to toggle the Reinforcement Panel on and off.

3) Drop-Ship Timer
This bar displays how much time is left until your drop-ship either
arrives or returns to base.

4) Change Team
Click here to change team.

5) Change Role
Click here to change role.

6) Role Tabs
Click here to see the other roles’ units that are available for purchase.

7) Unit Panel
These units are available for purchase. Their Reinforcement Point price is displayed under
each unit.

8) Deployment Panel
These are the units that you have selected and that will be deployed once you click the “Deploy
Units” button.

9) Change Drop Zone
Click here to move your drop zone.

10) Deploy Units
Click here to deploy the units that you have chosen.

11




¢ 4) Toggle Me,ga—Map

Displays an overview of the battlefield where
you can give strategic move orders.

5) Disband Selected Groups
This button will disband your selected units from the battlefield. You will be refunded the units’
Reinforcement Points.

6) Minimap
Shows an overview with icons representing different occurrences on the battlefield.

7) Change Team
Click here to change team

The Order Palette E

1R ly Squad : ""
Rein;srzsﬁol:u:etll:cted infantry squad. ﬂ ¥ 2 3 5 B -

2 [Eo = ORI
2

2) Next/Previous Special Ability
Browse among the Special Abilities of
your selected units.

3) Offensive Ability : :
Click here to use your selected unit's offensive ability.

4) Defensive Ability
Click here to use your selected unit's defensive ability.

5) Stop
Click here to make your selected units stop.

6) Attack Ground
Click here to make your selected units force fire on the selected coordinates.

7) Hold Fire
Click here to make your selected units stop firing.

8) Move
Issue a move order to your selected units.

12
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‘4;. 12 13 14 19

11) Repalr

j lssue a repair order on one of you( own’ or frlendiy umts

12) Waypoints
Issuie 2 move order with multlple waypomts

13) Follow Unit
Order one or multiple units to follow another unit.

14) Enter Nearest Transport
Selected infantry will enter the nearest empty transport

15) Enter Nearest Building
Selected infantry will enter the nearest empty building.

The Requests Menu

NEED GROUND ASSAULT ATTENTION

1'M GDING HERE:

NEED AIR SUPPORT ABVANCE HERE

INEED ARTILLERY THANK YOU -
INEED ANT! AIR, CEASE FIRE

INEED REPAIRS,

HEQUEST TACTIGAL AID

The Requests Menu contains a number of requests that can be sent to your team. Many of the
requests require the player to select a location, e.g., select the position where the artillery should
be placed. The other players will then see an icon on that specific location.

DEFEND HERE




The Mega-Map displays a detailed overview of the battlefield, with many different icons
representing the units and other occurrences. The battlefield is split up into a grid, much like
a chessboard. Players can issue orders on the Mega-Map and can also select specific filters
for what the Mega-Map will display. It lacks the full control of the regular camera, but can give
players some strategic benefits.

The Game Modes

Domination

In Domination mode, two teams fight for domination over a number of Command Points that

are spread out across the map. The team that controls the most Command Points will push

the Domination bar to that team's advantage. You win Domination by holding the majority of the
Domination bar, either when the time runs out or by holding it completely. If you control all the
Coemmand Points on the map, the Domination bar will move twice as fast as it did before. This is
called Total Domination.

14

: reversed and it's the other team's tum to aitack.‘ :
5 ) am musf ptul?a_more Command Points than !he firat aﬂackmg :
team or captura the T fﬁafe than the first . aekmg team,

Tug of War

2044

In Tug of War mode, one long Command Point acts as a frontline, Both teams struggle to control

all the Perimeter Points at the same time to push the frontline forward, The map is won when one l
team pushes the frontline all the way to the other team's side, or when a team has pushed the

enemy back and holds the majority of the map when the time runs out,

|

Few-Player Mode

All the different game modes can be played in Few-Player Mode, Few-Player Mode is a special

mode where the game is tuned for 1-on-1 or 2-on-2. In Few-Player Mode, the role system is

removed and the Reinforcement Points are vastly increased to make sure that all the players

get enough firepower to fight off their enemy. This game mode puts a lot of demand on players’

individual skills, and is great for commanders who like to have full control of the battle. |
|
!
|



Massgate is the official portal for playing World in Confiict online. By using Massgate, you can
take part of the online community and play ranked matches, start and maintain clans, and chat with
other players. Massgate is the perfect hub for clans, as it's linked with www.massgate.net, where
clans have their own unique clan forums and all players can view up-to-date statistics from the
Leaderboards. You can also create temporary groups to make it easier to join a server jointly with
other people.

The Massgate interface is extensive and linked in multiple ways. A lot of features are available
either through the buttons in the interface or by right-clicking on player profiles. The information
you need is never too far away.

The Menus
Player Profile and Glan Profile

In the top left corer of the Massgate interface are two buttons, with which you can reach your
Player Profile and Clan Profile. These profiles are essential for all players who want to track their
progress and review all kinds of statistics. These statistics are also available on www.massgate.net.

Home

By clicking on Home, you return to the initial screen that is visible when you first log on to
Massgate. Here you can see a current message from the Massgate team as well as view your
profile, your clan profile and fire off a quick game by clicking on the Play Now button. There are
filters for this function in the Options menu.

~dn the Servers tab, you can seea fuII Itstof all the avadab!e servers, which can also be sorted

favorite servers here.

Leaderboards

accordmg 1o your preference, You.can also host a server on your own computer. or urganlze ybur

The Leaderboards are vital for players who enjoy some good competition. All online players of
World in Conflict are ranked on the Leaderboard, and you have to fight hard to reach fame and
glory at the top of the boards. There are two separate boards: one for individual players and one
for clans. You can alsc access a specific Leaderboard with only you and your friends.

Options

In the Options menu, which is available in-game and in the main menu, you can configure the
game to fit your needs. Here you can alter the controls, configure the graphics and sound and
some basic game elements such as the rotating Minimap and tool tips. When logged on to
Massgate, you can also configure some Massgate settings and filters under the Massgate tab in
the Options menu.

When you join a multiplayer game, you're first asked to choose a side. Although there are
always only two factions to choose from, the forces will either be USA or NATO, or the USSR,
depending on the map. Once you've selected your faction, you are presented with a choice of
the four roles that make up the World in Conflict role system. These roles are explained in the
Roles section of this manual.

Avalars

You can upload your own avatar via www.massgate.net. Your avatar will be displayed in your
profile, on the www.massgate.net forums and profiles, and on your units, Avatar images are
limited to the size of 128x128 pixels. A clan leader can also upload a specific avatar for the clan,
which will be displayed on the clan page and on flags in clan matches. This image is limited to
the size of 256x128 pixels.
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The heavy tank is the strongest and most expensive of the tanks. Although a mighty force in
firepower and defense, its lowered mobility often makes it vulnerable to fast enemies,
especially helicopters.

Offensive Ability: HEAT Shell
Fires a HEAT Shell that is powerful against light armor but not very effective against heavy armor.

Defensive Ability: Smoke Screen
Launches smoke mortars that hide the vehicle from view,

Mediam Tank
USA M80A3 | USSR T-62 | NATO Chieftain Mk 5

While not as powerful as the heavy tank, the medium tank’s anti-infantry capabilities make it a
good all-round unit. It is slightly more agile than the heavier tank, but also more vulnerable to
anti-tank weaponry.

Offensive Abilities: White Phosphorous Shell (USA and NATO) or Frag-High Explosive
Round (USSR)

WP shells create deadly clouds of burning smoke, while the Frag-HE rounds simply explode.
Both are deadly against infantry.

Defensive Ability: Smoke Screen
Launches smoke mortars that hide the vehicle from view.

18

sto. o more serious damage to heavy armor.
Defensive Ability: Smoke Screen

Launches smoke moﬂars that hide the vehicle from view.

Armared Transport
USA M2A2 Bradley | USSR BMP-2 | NATO FV510 Warrior

These modern infantry-fighting vehicles are designed to transport infantry to the front and to
supply them with fire support. But even when deployed on their own, their agility, armor and
powerful armament make them perhaps the most versatile units on the battlefield. They are very
capable of engaging all types of units, even helicopters, but they are rarely the perfect choice for
any one task.

Offensive Abilities: TOW Missile (USA), AT-6 Spandrel (USSR) or Armor-Piercing
Rounds (NATO)

The TOW and AT-5 are wire-guided missiles, while the Armor-Piercing Rounds are alternate
ammunition for the main cannon.

Defensive Ability: Smoke Screen
Launches smoke mortars that hide the vehicle from view.

19



attacks. Both are effective agamsi mfantry and hghi vehicles.

Defensive Ability: Smoke Screen

Launches smoke mortars that hide the vehicle from view.

Air

The air role is fit for commanders who prefer fast movement and high attack power, The transport
and scout helicopters also give the team the benefit of greater visibility and mobility on the

battlefield. But although the air role is a powerful offensive force, it lacks the ability to capture
Command Points.

Heavy Attack Helicopter

USA AH-64A Apache | USSR Mi-24V HIND | NATO A129 Mangusta

The heavy attack helicopter is fast and powerful, with an arsenal of anti-tank missiles, unguided
rockets and a powerful anti-infantry cannon. It's effective against tanks but has limited abilities to
fend off other helicopters.

Offensive Abilities: Hellfire Missile (USA), AT-6 Spiral (USSR) or HOT Missile (NATO)
Launches an air-to-ground missile that is capable of damaging any tank armor in the world, Best
used to disable important enemy vehicles from a safe distance.

Defensive Ability: Drop Flares

Ejects a salvo of burning-hot IR (infra-red) countermeasures that are likely to divert incoming
hostile missiles.

20

'-.DefensweAbllltv DropFIares . . :

Ejects a salvo of burning-hot IR countermeasures that are likely to divert i mcommg
hostile missiles.

Seout Relicopter
USA OH-8A Cayuse | USSR Ka-25 Hormone | NATO BO-105 PAH-1

ap—{

The Scout Helicopters have the fastest movement speed and the longest visual range of all units.
This weakly armed helicopter can pinpoint enemy units from a safe distance but often needs
escort in case of enemy confrontation.

Offensive Ability: IR Scan
Detects enemy units hidden in smoke clouds, forests and buildings.

Defensive Ability: Drop Flares
Ejects a salvo of burning-hot IR countermeasures that are likely to divert incoming
hostile missiles.

Iransport Helicopter
USA UH-60 Black Hawk | USSR Mi-8 HIP | NATO SA-330 Super Puma

The transport helicopter can aid infantry commanders to transport troops quickly, which can
enable daring and unexpected assaults far behind enemy lines. Prudence is advisable—transport
helicopters are entirely unarmed and are attractive targets for anti-air attacks when they fly
unescorted.

Offensive Ability: None

Defensive Ability: Drop Flares
Ejects a salvo of burning-hot IR countermeasures that are likely to divert incoming
hostile missiles.

21




Standa'rd ﬁ‘-biti»pu'rpose infantry squads are equipped with machine gunners, grenade launchers,
anti-tank weapons and anti-air missile launchers and are useful against most targets.

Offensive Ability: Grenade Launcher Barrage
Riflemen equipped with grenade launchers fire a volley of high-explosive grenades, Very deadly
against infantry units, but less effective against armored units.

Defensive Ability: Sprint

The infantry squad moves at double speed, but cannot engage enemies for the duration
of the ability.

Anti-Tank Infaniry Squad

Specialized anti-tank infantry squads, with three anti-tank soldiers, are very powerful against
ground vehicles but vulnerable to infantry. They have no offensive or defensive capabilities
against helicopters.

Offensive Ability: Anti-tank.
Defensive Ability: Sprint

The infantry squad moves at double speed, but cannot engage enemies for the duration
of the ability.

22

‘Defanswa Abllity Sprint

The sniper moves at doubie speed, but cannot engage enemies for the durahon of the a%xhjy
This lone combat engineer equipped with powerful explosives can be used to demolish
structures and bridges or lay traps for unwary enemies. While almost helpless against enemy

‘M“l

forces, careful use of this unit can change the course of battle.

Offensive Ability: Demolition Charge
Places a large amount of explosives at the target location. The charge can be triggered remotely
by the engineer and is powerful enough to bring down most buildings, as well as any nearby units.

Deifensive Ability: Sprint

The demolition engineer moves at double speed, but cannot engage enemies for the duration of
the ability.

23




 Offensive Abiiity: Armor-piercing Bullets
Loads the machinegun with armor-piercing bullets and increases the unit's damage. Slightly more
effective against armored vehicles.

Defensive Ability: None

Transpart Trugk

| USAM939 | USSR Ural 4320 | NATO TRM 4000

Cheap and efficient, this cargo truck is the budget alternative for infantry commanders with many
squads to transport. In contrast to the troop transport, this unit cannot perform repairs and is
i completely unarmed.

Offensive Ability: None

|  Defensive Ability: None
|
|
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When enemy aﬂack helicopters become a problem, the heavy anti-air vehmle is a given SD|UtIDn

Equipped with sophisticated heat-seeking missils launchers, this unit can provide an effective
long-range counter to enemy helicopters.

Offensive Ability: Heat-seeking missile launchers.

Defensive Ability: Smoke Screen
Launches smoke mortars that hide the vehicle from view.

Medium Anfi-Air Vehicle
UsA M163 VADS | USSR ZSU-23-4 Shilka | NATO Gepard

The medium anti-air vehicle is a medium-range, cannon-based air defense system. Cheaper
than its missile-based sibling, it is less lethal at most ranges and less guaranteed to survive
encounters with hostile helicopters. Its cannon is a versatile weapon that can be used against
ground vehicles and infantry, and it is not susceptible to helicopter flares the way missiles are.

Offensive Ability: Ground Support
Directs the unit to target enemy ground forces. Less effective against heavy armor.

Defensive Ability: None
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Launches a rock&i carrying a screening agent at the target location. Creates a thick smoke cioud
that blocks line of sight for both enemy and friendly units.

Defensive Ability: None

Mediom Artillery

USA M125| USSR 2S1 Gvozdika | NATO FV 432

When mobility and rapid fire support are more impertant than long range and pure destructive
power, or when the heavy artillery is simply not affordable, the medium artillery is a very valid
choice. Its low price allows a whole group to be deployed simultaneously. The downside is that
its limited range often forces it to move closer to the front than its heavier counterpart.

Offensive Abilities: White Phosphorous Rounds (USA and NATO) or Incendiary Rounds (USSR)
The WP Rounds are highly effective against infantry and creates a deadly cloud that lingers for a
short while. Incendiary Rounds load the cannon with high-explosive incendiary ammunition, which
is lethal against infantry.

Defensive Ability: None
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ive Abﬁmos Em ge cy Repairs

i | +‘Ordfers the repair crew to perform emer ncy repairs on a frlendly vehicle, |mmed|étely reveralng-'_ i

a lot of damag Used _orre::tly. this ability can save allred units from imminent des!rubhon

 Defensive Ability: Field Repairs

Allows the crew to perform field repairs on their own vehicle, Repairs will take some time and wall
be aborted if the unit is attacked or given new orders.

27



other e_gfg_ilitiea or :

ﬂﬂﬂﬂl ﬂﬂﬂﬂﬂ

Aerial Recon in a target area. Reveals enemy units in the area and exposes hidden mfantry

Airdrapped Transport {unit drop)

Drops a Repair jeep at the target area.

Airborne Infantry funit drop)

A squad of airborne infantry parachutes into the target area. The squad leader has the ability to
call in artillery strikes on targets within range.

Airdrapped Light Tank funit drop]

Drops a Light Tank at the target area.

- Repair Bridge
Deploys a military girder bridge over a destroyed bridge, allowing ground
vehicles to cross.

Selective Strikes

The weapons in this category are very powerful in the right situations, but can only target or inflict
serious damage on certain types of units.

NI ol Strke

An airplane swoops in and drops napalm bombs over a corridor-shaped target area. The flames
linger for a while, causing damage to any unit traveling through. Most useful against infantry and
weakly armored units and clears forests very effectively.

w Ehemical Strike

An airplane swoops in and drops gas canisters over a large target area, covering it in gas clouds
that are lethal to infantry. The gas lingers for a relatively long time, effectively suppressing the area.

Tank Buster

An airplane sweeps down and unleashes its 30mm Gatling gun, destroying any ground units in
the corridor-shaped target area. It does not differentiate between hostile and allied units.
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- ground vehicles and helicopters in range while leaving frlendly units alone. New waves arrive Iung ;
~ enough for the Tactlcal Ald 1o have a suppressive effect, giving friendly units freedom to act in

mcw;ng‘hellcopter

ﬂaavy Air swynrf

ral waves of aircraft enter the specified area, using gmded rmssﬂes to engage all enemy

the area.

Indiscriminate Strikes

The weapons in this category cause damage that affects all units, regardless of their unit type.

Light Artillery Barrage

Off-map artillery units deliver several mortar shells, spread out randomly in the medium-sized
target area. While the mortar rounds are highly effective against infantry and lightly armored
vehicles, direct hits can never be guaranteed. The bombardment lasts long enough to have a
suppressive effect on enemy and friendly units alike.

S Heavy Artillery Barrage

Slm!lar to the Light Artillery Barrage, but bigger and nastier, this Tactical Aid delivers high-caliber
artillery fire in a large area. While the impacts are spread out enough to never guarantee a kill,
any group of units in the target area is likely to sustain significant losses if they remain in the area
once the barrage commences.

Precision Artillery

Off-map artillery units deliver a precise and devastating barrage in a small target area. It is,
however, rather expensive.

lir Srike

A ground-attack aircraft flies in and drops cluster munitions over a medium-sized target area. Any
ground units in the area will be at least seriously damaged.

L Carpet Bombing

A single bomber flies in over the target area and unleashes dozens of high-yleld gravity bombs,
creating a trail of destruction several hundred meters long.
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obaric munition: hat cre

apor cloud of hnghly

ﬂ%&w@ﬁ?ﬁg a massive blast and a iarge smoke cloud While
d d s

For desperate situations when nothing else seems to stop the enemy, there is the tactical nuclear
warhead. Delivered by a cruise missile launched from a bomber plane, this Tactical Aid leaves a
large part of the map in complete wreckage, turning the ground and everything on it into ashes.
Left in its wake is a massive mushroom cloud and a lingering cloud of deadly radiation, which

inflicts serious damage on any unit that approaches ground zero.
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Expenence the mostintense
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North America

If you purchased this game via download, you will need to contact technical support at the
website you purchased from for all installation, purchasing and download issues and refunds.

Sierra Entertainment offers an automated technical support line with recorded answers to the
most frequently asked technical questions. To access this service, call (800) 630-0811 and
follow the recorded instructions to find your specific topic and resolve the issue. If this fails to
solve your problem, you may still write or fax us with your questions, or contact us via our Web
site: http://support.vugames.com

Sierra Entertainment

Technical Support

4247 South Minnewawa Avenue

Fresno, CA 93725

Main: (800) 630-0811

Monday—-Friday, 10 AM - 8 PM, Eastern Time
hitp://support.vugames.com

Disk and/or Manual Replacement/Product Returns: *
Vivendi Games, Inc.

Warranty Returns

4247 South Minnewawa Avenue

Fresno, CA 93725

* Returns to this address valid in North America only.
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program and any files that are provided by Slerra Entertalnment to you by on-line transmission or
s 1o ‘patch, ‘update,’ or modify the software program, inclusive of “New Materials” as defined In Section 1
as well as any printed materfals, on-line or electronic documentation, and any and all coples and derivative
of such software program and materfals (collectively, the “Program”) are the copyrighted work of Massive
taini AB and/or, its affiliates specifically including Serra Entertainment, Inc., it licensors, licensees and

 suppliers, (collectively referred 10 herein as “Licensor”). All use of the Program is govered by tha terms of th

End User License Agreement which is provided below (“License Agreement”). The Program is solely for use by end
users according to the terms of the License Agreement. Any use, reproduction or redistribution of the Program not in
accordance with the terms of the License Agreement is expressly prohibited,

END USER LICENSE AGREEMENT

1.

Limited Use License. Licensor hereby grants, and by installing the Program you thereby accept, a limited, non-exclusive
license and right to install and use one (1) copy of the Program for your use on a home, business or portable computer.
In addition, The Program has a multi-player capability that allows users fo utilize the Program over the Internet via
the Massgate service (“Massgate”). Your use of the Program over the Internet shall be subject to (i) your creating an
account 1o utilize the Program (your “Account”) via the Massgate Service and (ii) your acceptance of Massgate's Terms
of Use Agreement, which may be updated or modified at any time, The Program may also contaln a Campaign Editor
(the “Editor”) that allows you to create custom levels or other materials for your personal use in connection with the
Program (“New Materials”), All use of the Editor or any New Materfals Is subject to this License Agreement. The Program
is licensed, not sold. Your license confers no fitle or ownership in the Program.

Terms of Use. As mentioned above, you must accept the Terms of Use in order to access Massgate to utilize the
Program. The Terms of Use agreement governs all aspects of game play. You may view the Terms of Use by visiting the
following website: www.worldinconflict.com/termsofuse. If you do not agree with the Terms of Use, then you may not
register for an Account to utilize the Program.

. Ownership, All title, ownership rights and intellectual property rights in and to the Program and any and all coples

thereof (including but not limited to any titles, computer code, themes, objects, characters, character names, storfes,
dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical compositions, audio-visual effects,
methods of operation, moral rights, any related documentation, and “applets” Incorporated into the Program) are owned
by Licensor or its licensors. The Program Is protected by the copyright laws of the United States, international copyright
treaties and conventions and other laws. All rights are reserved. The Program contalns certaln licensed materials and
Licensor's licensors may protect their rights in the event of any violation of this Agreement. The Program may access
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0 ) sell, auction, or grant & security interest in or transfer reproductions of the Program mother parties
in any way, nor to rent, lease or license the Program to others without the prior written consent of
Licensor.
(ii) exploit the Program or any of its parts for any commercial purpose including, but not limited to,
use at a cyber café, computer gaming center or any other location-based site without the prior written
consent of Licensor;
(iii) use or allow third parties to use New Materials for any commercial purpose, including, but not
limited to distribution of such New Materials on a stand-alone basis, and/or packaged with other
software or hardware through any and all distribution channels, including, but not limited to, retail sales
and on-line electronic distribution, without the express written consent of Licensor;
(v) host or provide matchmaking services for the Program or emulate or redirect the communication
protocols used by Licensor in the network feature of the Program, through protocol emulation,
tunneling, modifying or adding components to the Program, use of a utility program or any
other techniques now known or hereafter developed, for any purpose including, but not limited to
network play over the Internet, network play utilizing commercial or non-commercial gaming networks
or as part of content aggregation networks without the prior written consent of Licensor;
(v) create or maintain, under any circumstance, more than one simultaneous connection to Massgate.
All such connections fo Massgate, whether created by the Program or by other tools and utilities,
may only be made through methods and means expressly approved by Licensor. Under no
circumstances may you connect, or create tools that allow you to connect to Massgate’s, private binary
interface or interfaces other than those explicitly provided by Licensor for public use.
D. Patches, Updates and collection of crash data. Licensor may deploy or provide patches, updates and modifications
to the Program that must be installed for you to continue to utilize the Program. Licensor may update the Program
remotely, including, without limitation, the Program residing on your machine, without your knowledge or consent, and
you hereby grant to Licensor your consent to deploy and apply such patches, updates and modifications. Additionally,
the Program may include a tool that will allow your system to forward system and driver information to Licensor in the
event of a crash, This tool will collect data on the system during the crash, forward a report to you to review and approve

of the information to be sent to Licensor and ,if approved, send Licensor via electronic mail, the report for diagnostic
PpUrposes.

. Program Transfer. You may permanently transfer all of your rights under this License Agreement, provided the recipient

agrees to the terms of this License Agreement and you agree to remove the Program and any New Materials from your
home, business or portable computer.

. Termination. This License Agreement is effective until terminated. You may terminate the License Agreement at

any time by destroying the Program and any New Materials. Licensor may, at its discretion, terminate this License
Agreement in the event that you fail to comply with the terms and conditions contained herein. In such event, you must
immediately destroy the Program and any New Materials.

10.

-~ you to utilize the Product over the Internet utilizing servers and software maintained by Licensor and/or its affiliates.

'necessaw 1o utilize the “on-line™ component of the Program. However, nothing contained herein shall be construed so

B m'ancn of Hw “an Ling” Cnmponam of me Program. Th;s Program contalns an “on-hne wmponem hat allws

Licensor may, in its sole dlsw!mn provide the servers and software technology necessary to utilize the “on-fine” com-
ponent of the Program, or Licensor may license to third parties the right o provide the servers and software technology

as to place an obligation upon Licensor to provide the servers and software technology necessary to utilize the "on-line”
component beyond the time that the Program is Out of Publication. The term “QOut of Publication” as used herein shall
mean that the Program is no longer being manufactured by Licensor.

Limited Warranty. Licensor expressly disclaims any warranty for the Program, any New Materials and Manual(s). The
Program, any New Materials and Manual(s) are provided “as is” without warranty of any kind, either express or implied,
including, without limitation, the implied warranties of merchantability, fitness for a particular purpose, or non-infringe-
ment. The entire risk arising out of use or performance of the Program, any New Materials and Manual(s) remains with
the User, however Licensor warrants up to and including 90 days from the date of your purchase of the Program that
the media containing the Program shall be free from defects in material and workmanship. In the event that the media
proves to be defective during that time period, and upon presentation to Licensor of proof of purchase of the defective
Program, Licensor will at its option 1) correct any defect, 2) provide you with a product of equal or lesser value, or 3}
refund your money. Some states do not allow the exclusion or limitation of implied warranties or liability for incidental
damages, so the above limitations may not apply to you.

, Limitation of Liability. NEITHER LICENSOR, ITS PARENT, SUBSIDIARIES, ITS LICENSORS OR AFFILIATES SHALL BE LIABLE

IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE PROGRANM AND ANY NEW MATERIAL
INCLUDING, BUT NOT LIMITED T0, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, OR
ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. ANY WARRANTY AGAINST INFRINGEMENT THAT MAY BE
PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE
STATUTE IS EXPRESSLY DISCLAIMED. FURTHER, LICENSOR, ITS PARENT AND MASSGATE SHALL NOT BE LIABLE IN ANY
WAY FOR THE LOSS OR DAMAGE TO PLAYER GHARACTERS, ACCOUNTS, STATISTICS OR USER PROFILE INFORMATION
STORED. LICENSOR, IT'S PARENT, AND MASSGATE SHALL NOT BE RESPONSIBLE FOR ANY INTERRUPTIONS OF SERVICE
INCLUDING, BUT NOT LIMITED TO, ISP DISRUPTIONS, SOFTWARE OR HARDWARE FAILURES, OR ANY OTHER EVENT WHICH
MAY RESULT IN A LOSS OF DATA OR DISRUPTION OF SERVICE. Some states do not allow the exclusion or limitation of
incidental or consequential damages, or allow limitations on how long an implied warranty lasts, so the above limitations
may not apply.

12. Equitable Remedies. You hereby agree that Licensor would be irreparably damaged if the terms of this License

Agreement were not specifically enforced, and therefore you agree that Licensor shall be entitled, without bond, other
security, or proof of damages, to appropriate equitable remedies with respect to breaches of this License Agreement,
in addition to such other remedies as Licensor may otherwise have available to it under applicable laws. In the event
any litigation is brought by either party in connection with this License Agreement, the prevailing party in such litiga-
tion shall be entitled to recover from the other party all the costs, attorneys’ fees and other expenses incurred by such
prevailing party in the litigation.
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mia and any dispute arising hereundes shall be resolved in accordance
claim asserted in any legal proceeding by one of the parties against the

the USA, areel
country of residence. Those who choose to access thls program through the Service from other locations do so on their

own initiative and are responsible for compliance with local laws, if and to the extent local laws are applicable.

15. Miscallan.eous-.This License Agreement may be amended, altered or modified enly by an instrument in writing, specify-

ing such amendment, alteration or modification, executed by both parties. In the event that any provision of this License
Agreement shall be held by a court or other tribunal of competent jurisdiction to be unenforceable, such provision will
be enforced to the maximum extent permissible and the remaining portions of this License Agreement shall remain in
full force and effect. This License Agreement constitutes and contains the entire agreement between the parties with
respect to the subject matter hereof and supersedes any prior oral or written agreements.

I hereby acknowledge that | have read and understand the foregoing License Agreement and agree that the action of
installing the Program is an acknowledgment of my agreement to be bound by the terms and conditions of the License
Agreement contained herein. | also acknowledge and agree that this License Agreement is the complete and exclusive
statement of the agreement between Licensor and myself and that the License Agreement supersedes any prior or
contemporaneous agreement, either oral or written, and any other communications between Licensor and myself.

ish'aﬁnn 1nforrnaﬂnn. To utilize the Senuue. you must reg;sterfor an account, and to complete the: regisﬁaﬁon'pra- :

‘cess, you will ba required to provide a “log in” name, and for all Massgate enabled Massive software produc 3 unique

ing the registration process, which you can provide to Massive if you choose to do so. Additionally, you will b required to
select a user name and a password that are specific to the Account (collectively referred to hereunder as “Password”)
during the registration procass. This Password is to be kept confidential at all times and you are solely responsible for
the security of your Passwaord. You may not disclose your Password to anyone, or allow your Password to be used by
anyone other than yourself. Massive is not responsible for any harm that may result to the Account (including without
limitation the deletion or modification of characters in the Account) as a result of a lost or shared password. The user
name you choose shall be subject to the naming guidelines contained in this Terms of Use Agreement.

3. Use Restrictions. You agree that you will not:

(i) use software products that “packet sniff” or otherwise intercept or analyze communications between
Massgate and the Massgate servers, including, but not limited to software that could be used to acquire
information related to CD-Keys which were not acquired through authorized means, expired accounts
and/or character names;

(i) use any third party software to display game information including without limitation, statistics about
the current match, and any other information not otherwise disclosed by Massive’s products or the
Service;

(iii) utilize a ‘bug’ or otherwise exploit a design in the Massive Product or the Service for a competitive
gameplay advantage, or to disrupt others who are utilizing the Service;

(iv) ask another user for their account name, Password or CD-Key;

(v) host or provide matchmaking services for any Massive sofiware program or emulate or redirect the
communication protocols used by Massive or Massgate;

(vi) exploit the Service or any of its parts for any commercial purpose, including without limitation

(a) use at a cyber cafe, arcade, or other location where users are charged a fee, whether hourly or

otherwise, 1o use the Service,

(b) gathering virtual goods (e.g., in-game armor, equipment, weapons, supplies, etc.) or currency for

sale or trade without Massive’s prior written consent;

(c) delivering virtual goods or currency in conneclion with an unauthorized sale or trade; or

(d) selling or trading characters or accounts. For purposes of this subsection, “sale” and “trade”

refer anly to transactions that include some type of “real-world” consideration, e.g., exchanging “real-

world” currency for game currency.
{vii) use any third-party software to modify Massgate or any Massive software to change game play,
including without limitation the use of cheats and/or hacks, or software that in any way automates
gameplay;
{vili) institute, assist or become invalved in a “denial of service attack,” “flooding attack,” or otherwise
attempt to disrupt the Service, or another user who is utilizing the Service;
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“CD-Key" from a Massgale enabled Massive software product. Note that Massive will ask you for an email address dur-



ber aomum:

(xvii) connect or contribute to the creation or distribution of tools that allow you to connect fo the
Service; or

(xvill) communicate, post or link to any user’s personal information on or through the Service.

Failure to comply with these rules may result in Massive taking action against you, which could include:

(i) temporarily suspending your access to the Service, or (i) permanently terminating your access to the Service;
and (iif) referring your actions to the proper authorities where applicable. Without limiting the foregaing,

Massive retains the right to decline service to any user who violates this Terms of Usa Agreement, and in the
event that your actions violate any state, federal or local laws, Massive reserves the right to forward the matter to
law enforcement for their consideration.

4. Massive’s Absolufe Right to Suspend, Terminate and/or Delete the Account. MASSIVE MAY SUSPEND, TERMINATE,

MODIFY, OR DELETE THE ACCOUNT AT ANY TIME WITH ANY REASON OR NO REASON, WITH OR WITHOUT NOTICE. For
purposes of explanation and not limitation, most account suspensions, terminations and/or deletions are the result of
violations of this Terms of Use or the End User License Agreement,

5, Rules Related to Names. Please be aware that Massive has developed restrictions regarding the creation of names that
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you create when using the Service, including, but not limited to, character names and account names. When you create
a username you must abide by the following guidelines as well as the rules of common decency. If Massive finds such
a username to be offensive or improper, it may, in its sole and absolute discretion, ban the username.

In particular, you may not use any name:

(i) Belonging to another person with the intent to impersonate that person, including without limitation
any employee or agent of Massive;

(ii) That incorporates ‘swear’ words or words which are otherwise offensive, defamatory, vulgar,
obscene, hateful, or racially, ethnically or otherwise objectionable;

(iii) Belonging to any religious figure or deity;
(iv) Belonging to any political or otherwise controversial figure or entity;
(v) Related to drugs, sex, alcohol, or criminal activity;

You may _not use a misspelling or an alternative spelling to circumvent the name restrictions listed above, nor can you
have a “first” and “last” name that, when combined, violate the above name restrictions.

']ufmmaﬁon found on Massgate. Massive: dﬁes not endorse or stand behind the accuracy, tmmmlness or rel;abﬂlty of

any information (including statements of apinion or advice) provided on or by means of Massgate. Any and all state- -
ments made in forums, conferences, chat sessions, or otherwise reflect only the views of their author_s

r i Termination. This agreement is effective until terminated by either party. You may terminate this agreement at any time

by ceasing all use of the Service and destroying all materials related thereto. Massive may terminate this agreement
with or without reason or notice at Massive's sole discretion. Without limiting the foregoing, Massive may terminate this
agreement if you fail to comply with any provision of this agreement, including without limitation disruptive behavior,
cheating, and instituting attacks upon a Massive server, and Massive reserves the right to report any unfawful activity
to law enforcement.

10. Acknowledgments. You hereby acknowledge and agree that () you are responsible for all costs and fees associated

1

—

o

with your connection to the Service, (i} Massive may collect certain identifying information about your computer and its
operating system, along with “non-personal” data about you and your Internet browsing, without any further notice to
you (iif) in the course of gameplay in certain game modes while utilizing the Service, your IP address may be disclosed
to your teammates and/or opponents and Massive shall not have any liability to you for the actions of other players
who might use this information negatively toward you; (v} you have no property right or other interest in or to any data
stored by Massive, including without limitation player characters, accounts, statistics, user profiles, weapons, armor,
quests, and maps (“Online Data"), and Massive may modify or permanently delete the Online Data at any time at its
sole discretion without notice to you; and (v) you are personally responsible and liable for the consequences that may
result if you violate the terms of the Agreement, either by yourself of through the acts of others that you allow to use
your account in violation of this Agreement, including without limitation termination of your account and loss of your
user names and characters.

. Indemnification. Upan Massive's written request, you agree to defend, indemnify and hold harmless Massive, its par-

ent, subsidiaries, affiliates, licensees, and distributors from all liabilities, claims, expenses, and other losses, including
attorneys' fees, arising from or relating to this Agreement or the use of your account. Massive reserves the right, at its
own expense, to assume the exclusive defense and control of any matter otherwise subject to indemnification by you
hereuncler, and in such event, you shall have no further obligation to provide the defense for such matter,

. Disclaimer of Warranty. THE SERVICE IS PROVIDED TO YOU “AS IS" WITHOUT WARRANTY OF ANY KIND. MASSIVE DOES

NOT WARRANT THAT THE PROGRAM WILL BE UNINTERRUPTED OR ERROR FREE. MASSIVE DISCLAIMS ALL WARRANTIES,
WHETHER EXPRESS OR IMPLIED, INCLUDING WITHOUT LIMITATION THE WARRANTIES OF MERCHANTABILITY,
NONINFRINGEMENT AND FITNESS FOR A PARTICULAR PURPOSE.

13. Limitation of Liability. MASSIVE SHALL NOT BE LIABLE FOR LOSS OR DAMAGE OF ANY KIND ARISING OUT OF OR

RESULTING FROM THE USE OR ATTEMPTED USE OF MASSGATE, INCLUDING WITHOUT LIMITATION LOSS OF GOODWILL,
WORK STOPPAGE, COMPUTER FAILURE, OR LOSS OF DATA.
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