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Take Brothers In Arms: Earned In Blood™ Beyond the Box et y Switch Weapon
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W‘ J se an Xbox Live match from the menu, and press the A button to

+ Select Multiplayer or Skirmish from the Main Menu,

" ,!bhﬁq:' lect your Xbox Live account.

,..*'?5“ number of players, and press the A button 1o create a new match.

P . . ’ Click:
Xbox Live® is a high-speed or broadband Internet gaming community %5 et
whene you can create a permanent gamer identity, setup a Friends List ; Ehomtonal

with other players, see when they're anline, invite them to play, and talk
to them in real-timeswhile you play.

Connecting

Hefore you can use Xbox £ive, vou need to connect your Xbpx consale
o a high-spegd.dr brgadband Internet connection and sign up for the
JXbox Live service. To determine if Xbox Live is available in your region
“antl for information about connecting to Xbox Live, sec

« www.xhox.com/connect.
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Eelected

- Team
QUICK START GUIDE il Gt () e
Selected Team Fall In

’iTART] NG A SINGLE-PLAYER CAMPAIGN

 Select Story from the Main Menu.
Select a dlﬂ“:."u.lh setting - Easy, Normal, l}ll'iu.ull or Authentic - to proceed
to the first chaprer.

Fall In (Down)  TumeAkm
FLimnm

Schect Fire Team (Left)y k)
Sclect Assault Team (Righty

PLAYER CONTROLS

Player Movement/Action (Default)

{Press anad Floddy

STARTING A SPLIT-SCREEN MULTIPLAYER OR SKIRMISH GAME

Seleet Split-Screen. ¥ O I 0 e o Fmnd st i nd S £3 ; revarseraresvareener bt thumbstick
" Each plaver who wants 1o jod =snes (e A button. £ Turn/Aim ... right thumbstick
play ] e .le‘.IJJ- P 3 7 -t Crouch (Toggle) ... ~:1|.tl~ befit thumbstick

w Reload/Pick Up \I:zrmn.-"l g X Isul!l-::-n (Coniext sensitive)

. AR 2 " Fire Weapon . | right trigger

STARTING A SYSTEM LINK MEI—“’M‘I ER OR SKIEMISH GAME « Fodam "Iﬁ.-;qmn ﬂngglg: ick r||.,l|.1 thumbstick
Select Multiplaygr or ::.k:rn'rl:ih from the Main Menu. Switch Weapon ... darimas =Y bution
w Throw Grenade Black button

Select System Link,

Choose 2 System Link match from the menu, and press the A button o
join. To create a new march, press the Y button, theh select a mission
and the pumber of players, and press the A button to start the match,

Meloe Amack ..
Jump ... e A button
Panse Menu ...veeeenns Ak START buitan
Sinnational Awareness MOE e s sassasesies DG bttOR

B butnon

’ . Squad/Tank Commands (Default)
Move to Position . wvsninnesnese PR aned hold left trigger, direct to position
ST-I\R“N{- AN xmﬂ LIVE MULTIPLAYER OR SKIRMISH (l.r‘l.."l'l.E- with right thumbstick, rebease ¥ 3
Sclect 'h'lullipl'l}:r o Skirmish from the Main Menu. Fire Upon/Suppress BRSOy ..o ill and hold keft trigger, direct wo enemy
1‘ Select Xhox Live with right thumbstick, release |:
L B Rush/Assanlt Encmy Position................pull and hold left trigger, direct 1o encrmy with

right thumbstick, pull right trigger, release
Switch Selectexd Team Mhite button OR directional pad left/right
1T p-ft-cs “and hold White button OR directional pad down
PO . ... o i e A preas and hold White button QR dircctional pad up

the Password for your account (if you have assigned one to it).

in, or press the Y button to create a new match, select a mission and
Situational Awareness Modé (Default)

Toggle Foous 1o Fire/Assault Team, Tanks. .. - White button
Focus on Chapier ﬂhnum ; ! ;
Focus on Sgr. Baker ... irectional pad down
Cycle Focus to Next Hem .. .

lI'.\_.'r.'Ir.' Focus 4o Previous ltem
Zoom on Target (Toggle) ..
Rodate,/ Tik Camera ...,
Exit Situational Awarcness \'I.l:ldl:

5
%

click ﬁn.h: thumbstick
el thumbstick
-.-BACK button




PLAYING BROTHERS IN ARMS

When playing Brothers in Arms: Earned in Blood, vou step into the boots of
Cpl. Joe "Red® Hartsock, the new squad leader of 2nd Squad, and spearbead the
DDy invasion by jumping into German-occupicd France near the Utah Beach
invasion area and then securing key objectives in Mormandy. This is a dangerous
LIRSS

behind enemy lines, and it will require you to perform as an elite ULS. Army
paratrooper as well as to command a squad of fellow pamtroopers in a number
of engagements with the enemy.

SINGLE-PLAYER CAMPAIGN

To play a new single-player campalgn, select Story from the Main Menu. To load a
previously completed chapter in the single-player campaign, or o Connue your |
previous campaign from vour last saved checkpoint, choose Chapters from the story. As
you play through each chapter, the game will automatically save your progress to the
Xhaox at various checkpoins. If you choose Continue, you will begin at the kast saved
checkpoint from your previous session. Choosing Chaplers from the menu will give you
the rq'llmnl.mi“' i rg'pl:l'!.' a previuush.- completed chapter, bat choasing this Il‘l'ltii:ll'l will
delete your checkpoint progress from the last chaprer you played (If that chapter was
nat completed).

When starting a new game, yvou will have a choice of difficulty levels: 'I..m Mowrrl,
Difficult, or Authentic

In Ansthentic mode, the difficulty is set very high, there are no save checkpoints, and
suppression indicators are turned off by default, to simulate battbeficld conditions as *
authentically as possible. (Nowe: To unlock Authentic mode, you must first complete the
entire single-player campaign on the Difficult seming.»

PAUSE MENU

Al any |'u:ri|11 during a n:'hJ.rm,'r in the hil:glﬁ-plu.\_.'rr game, voun can press the START button
o pause the game. From the Pause menu, adjust the game settings, restant, reload the Last
saved checkpoint, or quit the chapter. From the Pause menu, press the START button
again or press the BACK batton to resume the chapter.

EXTRAS
Upon completion of cach chapeer, you will be awarded 2 medal, based on the difficulty
leved you selected. For each medal you receive (each chapier completed on each
successively higher difficulty level), you will unlock a new item in the EXtras menu
(accessible from the Main Menu). The medals you receive will be saved in your profile.
Tor unlock all the exiras, you must first complete the campaign on the DAfficuln setting,
which will unlock the Authentic setting. Completing each chapter on Authentic will
unlock the remaining extras
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- u:am fires team, or
| SUPPRESSION ININCA

Conpass:

Shows the direction you are Bcing.

Obgective Indicator:

Arrows on the owmside of the compass point in the direction of your next objective in
each chapier. f

Tieam Inalicanors: b 3

Shows the disection and relative health of the members of your eamis) ar l:u:k for thar
chapter. Different symbols represent your assault team, fne weam, and anks When the teams

are in the “fall in® position, they will Move inside from the outer ring of h:!' tT:mpa‘xs L]
Player Health & Posmure: | - "
Shows your lewel of health - as Harsock is wounded, the icon Llﬂl'l'_.'.l.-"l froam . '
Rreen o vellow o red The icon also changes from a standing to.a crouching = "
positlon, as Hansock does.

REMAINING AMMO:

Shows the ammunition count in the weapon Hansock is holding, Press X l-uy .

¢ reload the weapon when it is out of ammo, and the total number of clips

remaining is displayed,

Jes: ;

: the ntlmhfnlmnmﬂr& Hartsock bs carrying, &
Command Ring: ;
.M‘.lpcan anytime Hartsock is commanding one of his squads or a ank (defaalied o left

'[Iiﬂ--ﬂ'dg AT 'Ei ring shows the symbol for the unit being commafded (assault

oy

and thc_cummand ring shows where they are being dlrcclcd
e

Shaovars the location and level of auppm.'\m'nn of enemy units, ﬁ'up[n'm@inn indicators will

appear over the centre of the enemy team.

MOVEMENT:

You direct Harsock through the world using the twe thumbsticks on the conteoller = by
default, the right thumbstick controls Hartsock's view, making him look up or downior
urn beft or right. The lefi thumbstick moves Hamsock foreand and backward, or strafes
o the keft or right. To jump, press the lump !:ullu_q'l {defaulted o the A button), Pressing
Crouch (defaulted to the left thumbstick), causes Hartsock 1o crouch down until the

W

button is pressed again. Hartsock moves slower when erouching, but can take cover -;;,

behind obstacles and presents a smaller target o cnemics.
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" between the two squads (defaulted to the White button), Pull the

Health

When Hartsock is hit by enemy fire, blood gets in his eyes, splashing
from the direction of the anack - this is crucial in determining rn::m:.
kocation, If Hartsock has a near miss or is grzed by a bullet, a white
habo appears on the edge of your field of vision. Watch the health indicator closely in
combat - there are no health pickups in the game,

If Hartsock gets too chose to an explosion (from a bomb, grenade, ete.), he may e
knocked down. It will take a moment for him o regain proper balance and eyesight
when he stands up.

Ammunition
Hartsock can carry two weapons, five grenades, and explosives. Switch weapons by
pressing the Switch Weapon button (defaulied vo the Y button), He can throw grenacdes
at any time by pressing the Grenade Button (defaulted 1o the Black button). At the
heginning of each mission, Hartsock will be equipped with the set of weapons that are
necessary o complete it - however, you will come across American and German
wt.': s and ammunition that Hansock can acquire. To pick a weapon up, walk over it
Id the Use button (defaulted to the X button) to exchange it with the weapon you
u|r|1.1'|t|1.- have, Each WEAPHIN uses hlﬂ"ﬂ;iﬁt{ ammunition, though some weapaons share
e types (see the Infaniry Weapons and Enemy Weapons secthons for more infir), To
pick up ammo, walk over it and Hansock will automatically pick it up (Harmsock will
only pi:;k up ammunition that works with the weapon he is CArTyingh.

-

Remember that specific weapons may be necessary to complete certain missions -
MANZERE VOL WEAHINS a[‘l.'[ll“':r.

Squad Command System

Hartsock is a squad leader - since he is a paratrooper in enemy
territory, he will often be cutnumbered and relies on the men under his
command to help him complete mission objectives. His squad is
divided inwo two teams - an assault team and a fire team. The assault
team carries lighter weapons and more grenades, and hits the encmy
Fast and hard. Use them to assaull an enemy of flank his position. The
fire team carries longer-range rifles and heavier machine guns - use
them 10 fix an cnemy into position and keep them suppressed while
the assault team flanks them. Hartsock will sometimes have tanks
undler his command as well.

Tor command a veam or tank, press the Team Selector button o toggle

Fire Team

Assault Team

Command Trigger (defaulied 1o the Left Trigger) and the command ring
appears on the ground in front of Hartsock. Use the right thumbstick
o meove the command ring (o the objective.

= To move the weam: Flace the command ring appropriately, then release
the Command Trigger,

= Tor command the team to attack: Direct the command ring to the enemy - when the
ring disappears and the command icon tums into a red target over the enemy, release
the Command Trigger.

= Ty command the team 1o rush an enemy: Direct the command ring to the enemy = i
ring_ weill :H_\nmx-;r and the command icon will turn into a red @aget over the CTCHN.
* Pull the Fire Trigger (defaulved 1o the Right Trigger) and release both triggers.

* You can command a team to follow Hartsock by pressing and holding the Switch Team
button (defaulted w the White button), or by pressing Up on the Directional Pad.
The team will surround Hartsock. To release the team from the *fall in™ position, press
and hodd the Switch team button again (defaulted 1o the White button) or use Down
on the Directional Pad.

* When any command is isued, Hartsock will verbally issuc the command and make a
corresponding hand signal 1w direct his squad. Hamsock's soldiers will follow his
onders, but if they see an enemy solider or are fired on, they will automatically retum
fire, Thery will cover each other and seck the best cover for themselves and their
peammates when moving.

Xhox consoles throughi a System

Enemy Suppression

When Harsock and his squad engage a team of enenties, you will s6¢ a suppression e
indicator above the centre of the enemy unit. It will appear red an first, but gradwally turns
grey as the enemy is fired upon. With enough fire directed at the unit, the indicator will
e completely grey - this indicates that the enermy unit is suppressed and will kecp
hehind the cover, firing only occasionally. This is the best time o flank and amack the
enemy position,

»
-0~
Unsup | Suppressing Fire Suppressed
o-0—-0

Suppressed Recovering Unsuppressed
Without additional covering fire, however, the cnemy unit will’ not stay suppressed for
bong. The indicator will gradually murn a darker grey until the unit is unsuppressed and

the indicator becomes red again. At this point, the enemy soldiers will stand up and
begin firing again. (Suppression meters can be disabled via the Options menu).

Simational Awareness View

When the paratroopers of the 1015t Alrborme Division prepared for the invasion of
German-cceupied France, they extensively studicd maps, photos, and sand ables of the
Normandy countryside. As the player, you have access to simdlar information through the
Simuational Awareness View. At any time during 1':m1hal.¥lru can press the button for
sltuational awareness (default is the BACK button), which will pause the game and allow
you b0 examine the current mission situatkon from abowve, This view will allow you o
switch your focus between Sgt. Hartsock, his team members, the chapter objectives, and
any enemy forces which have been spotted (use the Left and Right Directional Pad
huttons to switch feous). The eneny forces will only appear in situational awarcness if
Hartsock has already seen them and knows their location - thus, more soldiers may be
present in a bocation than show up in the Siuational Awareness View, You can woom in
on focus polnts by pressing Zoom (default is clicking the Right Thumbstick) and rotae
around them by moving the left thumbstick. When you are finished examining the
situation, press the Situaticnal Awareness button again to retum o combat.

SKIRMISH & MULTIPLAYER ; g

CONFIGURATION

* When playing the Brothers In Arms: Earned In Blood Skirmish or Multiplayer game,

can play Split-Screcn on a e Xbox console, play against playvers on separne
nk connection, or play against opponents online
gugh Xbox Live. You can also sign in to your Xbox Live aceount or change

play options from this menu.

Profiles

efiore playing a Skirmish or Multiplayer game, you can first oreate a profile -

choose the Profile Manager from the Main Menu, then ollow the on-screen instructions
for creating a new profile. If vou don't choose a profile, you will use the

3
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- game’s default sertings. Profiles will store your personalised pﬁcwrﬂgumbn
settifigs. (Note: Any profile that is created will be attached 1o whichever controller
used 1o select the Profile Manager To create a profile for use with the controller !

ugged into controller port 2, for example, use controller 2 to select the Profile Manager

and tha’l‘-qytm]h:rs profile will be Altered.) When your profile is created, return to the

Main Menu, then choose the Skirmish or Multiplayer menu to select the type of

multiplayer game you want 1o play. To play with two players on the same Xbox console,

player 2 must first press Start in the menw, then use the Dircctional Pad 1o select a

profile, select Ready from the menu and press the A button o join.

Split-Screen Game

To play a Split-Screen game, select SplitScreen from the Skirmish or Multiplayer
menu, then select the mission you wish o play from the list on the screen, Press
the A button 1o enter the Mission Briefing screen, where each player chooses which
side w play on. When both sides have been selected, press the A button again to stan the
Split-Screen game five-second countdown (press the B button to cancel the countdown
and return to the briefing). (Mote: The Split-Sereen game tvpe will only be available from
the Skirmish or Multiplayer menu if there are two controllers plugged into the Xbox
consale.)

SYSTEM LINK GAME
T play a System Link game (one or two players on one Xhox console playing
against one or two players on another Xbhox console, or four Xbox consoles with
o glaver each), select System Link from the Skirmish or Multiplaver menu, You
will proceed to the Game Selection screen, where you can either join an existing
System Link game or create your own,

Ty join an existing game, choose a game from the Game Sclection screen that you
wish to join. Press the A button o enter the Mission Briefing screen, where each
plaver chooses which side to play on and presses the A button, When both sides
have been selected, press the A button again to start the Split-Screen game S-sccond
countdown (press the B botton to cancel the countdoswn and return o the
briefing), The mission won't begin until both players are ready and have picked a
team. If necessary, Controller 1 on the Xhox Console that created the match can
also press the X batton 1o eject a plaver from the game,

To create 4 new game, press the Y button from the game selection screen, then
choose the mission you want to play and the number of players for the mission -
2 players (1 vs, 13 3 players (2 vs. 1) or 4 plavers (2 vs. 23 Then press the A button
to enter the mission briefing screen and proceed. (Note: The System Link game
type will only be available from the menu it vour Xhox console is
“connected to another Xbox console either directly via a System Link cable or
aver a Local Arca Network (LAN) connection. For mﬁ,r information abowt
connecting your Xbox console to anothervia a System Link connection, please
refer to vour Xhox Instruction Manual )

IO

ey Lo g -

XBOX LIVE SKIRMISH OR MULTIPLAYER GA

To play an Xbox Live game (one or two players on one Xbox console playing
against one of two players online), select Xbox Live from the Skinmish or
Multiplayer menu.

QuickMarch - This option will quickly begin an Xbox Live game. The game
will appear on the screen - you can enter the match by pressing the A button, or
select a new match by pressing the X button, If no matches that fit your requircments
are available, you can create a new match by pressing the Y button,

OptiMacch -To select a specific type of Xbox Live game, sclect this option

from the Xhox Livw menu. Press the A button to find matches, then select the mission
you want to play and continue (press the A batton). A list of existing Xbox Live games
that fit your requirements w!.l appear on the screen - you can either press the A button
1o join or press the X button to refresh the list and find more games. I no games that fi
vour requirements are currently available, you can create a new match by pressing the Y
button.

Create Match - Creates an Xbox Live game. You can choose to oreate a public

match (accessible by evervone on Xbox Live) or a private mawch{accessible only by
these you invite), If you choose a private match, wse the ¥ button o woggle

your Players List and to send an invitation to any friend whao is online. Press the A
batron to enter the Mission Bricfing soreen and 1o set the options for the game, The .
miission won't begin until both players are ready.

Friends List - Contains information abow friends youn have added, and alers

vou e players that have sent you invitations for games. (Note: this feature can only

b ueseed by a user who has signed in) You can also mute a plaver or send player
feedback 1o them from this screen.

Xbox Communicator - Brothers In Arms: Earned in Blood supports the Xbox
Communicator in all Xbox Live game modes, During the mission bricfing, all players
in the game can hear and speak with you. During a 3- or 4-player game, only

players an your side will hear and speak with you.

Leaderboard - View sts for yourself and other players around the world,

(Mote: the Xbox Live game type will only be available from the Mulviplayer
menu if your Xbox console is connected to the internet through a broadband
modem or @ Local Area Network.)

PLAYING MULTIPLAYER GAMES

Mission Objectives - Each mission has a unique objective for cach side o
accomplish before the mission timer runs out, Follow the onscreen instructions during
the mission briefings to determine the mission objective(s) for your side of the
engagement.

Field Promotion - When you are killed during a multiplayer game, vou can field
promote a surviving soldier to the new squad beader, and take over playving as that
soldier.

I
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Reinforcements - When your team members are killed during the muliplayer game,
you can arder reinforcements. Exch phiver has a limited number of reinforcements for
cach mission, as indicated on the HUD (Heads Up Display). (IF your team-mate guits the
mission, vou will receive his unused reinforcements. )

REMAINING RERMFORCEMENTS

MULTIPLAYER IN-GAME INTERFACE (HUD)

While playing a Brothers In Arms: Earned In Blood multiplayer game, much of the
information displayed on-screen, such as health, remaining grenades and ammunition,
and fire team locations, will be identical to the single-player game, There are several
additional items in the HUD (heads-up display) when playing a multipliver games

Objective Directional Indicators - Arrows on the outside of the compass that
point towards various objectives in the mission. Yellow arrows indicate destination
'*!it"'-'ti'-n.uml!pr arrows indicate item objectives, and grey arrows indicate possible
item objectives that haven't been discovered yer.

Mission Timer - Counts down the time left for completion of the mission,
Mission Objectives - Shows the stats of location-based objectives

Objective Items - Shows the status of objects crucial to the success of the mission.
These will somctimes be replaced by a timer in demaolition missions,

Rl‘:l‘hﬂ.:irlil'lg Reinforcements - The number o the right of the COMESS represents
the number of reinforcements you have remaining for that game

L2

SKIRMISH MODE

Playing Skrimish Games

Skirmish can be played Solo or Cooperatively with another player, using Split-Screen
on one Xhox console, via System Link connection between two Xbox consoles, or

over Xbox Live. Refer 1o the Multiplayer section for further instroctions,

Skirmish Sefup
Select Skirmish from the main menu, then select the type of game you'd like to play
(5ola, Xbox Live, System Link or Split-Screen), After configuring your game type,
your will be able to set the options for your game. Pick your side (American or
German), your player or team (Assault or Fire team), then select your map and the
type of Skirmish game and enemy difficulty level (detailed below)

Skirmish Types
Each Skirmish type offers unique gameplay and can be used with all 10 maps.
Objective - This Skirmish type allows for an unmodificd game experience, similar
£ the Single-Player Campaign. Exch map has unigque mission objectives as
described in the Skirmish Sctup Menu, This Skirmdsh type is not scored,
TIMED ASSAULT - Destroy all enemies on a map within a limited time, Time will
be awirded for killing enemics, and using your squads 1o 3o so will awand more
B time, There are no checkpaoints. Rank is determined by time left over after
completion
Defence - Test your endurinoe against repeating waves af opponcnts, Exch
wave Is tougher than the last. This Skirmish Type Is scorcd by the number of completed
WANES.
Tour of Duty -The ultimate authentic challenge. Complete all 5 American or
Grermin missions with one life and one squad, and unlock the next toar of
difficulty, Mo checkpodnts, no save games, and no whining

Enemy Skill Level
Choose the skill of your enemy. Choose from one of four skill levels or customise
YOur cnemy’s ratings of the following:

Accuracy - Customise how accurately the enemy fires on you and your squsd.

Tactics - Customise the amount of movement the enemy makes on the field,
and the likelihood that they will carry oul aggressive manoeuvres,

Suppression - Customise how much weapon fire is required we keep the
enemy’s head dowmn.
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Cpl. Joe “Red” Hartsock

A Bamily man from Laramie, Wyoming,
Hartsock is promoted into the position of
sgquard leader for the loss-heavy second
squiad. He's a bit of a country boy, but
docsn't mess around in

battle and cares deeply for the lives

of his men.

Pvt. Jacob Campbell
Camphell acts as 2nd squad's fire
ream leader under Hartsock
He's a dedicated soldier who
wants to prove himself in battle
and isn't one for small alk.

Pfc. Will Paige
A hotheaded soldier
moved into Hartsock's
squad, Paige tends to be
dry and sarcastic, and
dowsn’t always think

his actions all the way
through.,

Pvt. Derrick McConnel

3 MeConnel is another of the soldiers from 1st squad moved
4, into Harsook's veam. He already has a standing ﬁ'icnd.ulﬂp
: with Paige, also from 158 sguead.

ColsS kA Macshall

Marshall, an older Colonel, interviews
hundreds of aicborne troops during the
campaign in Normandy, His interview with
Hartsock drives the story omnward.

Second Squad

Pvi. Franklin Paddock

Gl Paddock hails from Kansas, Despite
! heing somewhat arrogant and reckless,
Sgt- Matt Baker he is the capable and courageous assault
; team beader for second souad.
Somewhat soft-spoken, Missouri native Baker is Red's
superior until he becomes the sergeant for second
sequad; he continues to act in a position of Icadushlpc 3

after Red'’s promotion.

Pvt. Dean “Friar” Winchell
A quiet man who marely wastes
- words,"Friar” earned his nickname
during an incident with some
clippers i traindng.

Though laid back. he can be
authoritative and declsive
when the situation demands it

,; 8 Cpl. Seamus Doyle

Corporal from the 82nd Airborne,
Dovle was born in Ireland and immigrated
as a bov to Boston.
He 1 k develop a strong Pfe. James Marsh
fricndship during the war, Marsh has been in service for a few more vears than
T S most of the men around him. He served in the end of
] the African campaign, and is the last remaining
private in 2nd squad, l g_
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td Squad

Cpl. Sam Corrion

Sam, 26 years old, fecls the weight

of respansibility for his men heavily,

He fears thar any slip conld cost the lives
aof the men around him and belicves thar
he should have got the pcnmtm!m

to Znd squad over
Harsock.

Pyrs. James Allen & Jelf Garnete
Sharpshooters for the 3nd squad, Allen
and Garnett are inseparable friends.
Allen hails from Connecticut and
Gamnett from Kentucky: neither anc
strangers to practical jokes and light-

Plt. Sgt. Greg
"MMFHz.\xuy
“Mac® is the gruff
and dedicated

commander of the

Ist, 2ol el 3l
sqquads. He direcis
Hartsock and

Baker 1o Carentan,

- hranicd fun.

Pvi. Michael Desola

Calm and soft-spoken, Desola grew close 1o Harsock
in training, sharing storics of bar fights. He's a tough
talking Philly kid who spent his 20th birthday on a boa

in the middle of the ocean, and is complacent,

even in the foe of death,

Pvt. Benjamin
Leggett
Leggett, dubbed
= Basakworm
from

Brookhyn®, is the
radio operator
for 3nd Platoon.

Caole

Capable leader
of the 3rd
Battakion, and
later recipient
of the
Congressiomnal
Meckal of
Haomour.

Lt. Col. Robert Col. Howard R.
Johnson
Commander of
the 5015t
Parachune

Infantry

Regimwent.

Li. Col.
Parrick
Cassidy
Cassiddy is the
commander of
the 1st
HBattalion

of the S02nd.

_WEAPONS, VEHICLES, AND ENEMIES

LS. INFANTRY WEAPONS

MI1911 Semi-Awomartic Pistol

This semi-automatic weapon, with a seven-
rouencl magazine, has an effective range of S0
feet. It has been the standard sidearm of cholce
with Mm'r'gcun soldiers since the cardy 194005,

M1 Carbine Semi-Automatic Rifle

Smaller and lighter than the M1 Garamd, the M1
Carbine has rwice the capacity of a .45 and is
accurate at distances of &00 feet, This 30
calibre shoulder weapon is effective for
medium-range light infantry.

M1 Garand Semi-Automatic Rifle

The standard weapon of the ULS. infantry
saldicr,

the MlGarand is effective at up to 1,300 feel.
It is a selfloading shoulder weapon with a clip
capacity of eight .30 calibre rifle cartridges.

M 1903 Bolt-Action Rifle

A bolt-action magazine rifke that can be
imdividually loaded with five .30 calibre
rounds, this was the Standard U5, rifle wntil
193465, This nq'ripr-rmum!m verskon is pr.imu.ril.].'
used by snipers with deadly accuracy,

MIAl Submachine Gun

Popularly called the Tommy Gun, this fully

automatic weapon fires berween 600 and 700
A5 calibre rounds per minwe from & 20-pound

magazine. It {5 mainly used at close-range.

Soldiers carry magazine pouches with three

mﬁ:zlnﬁ or wear ammo vests that can hold

MI918 Browning Automatic Rifle (BAR)
Effective at up o fH-I!HI feet, the BAR is Fired
from the shoulder or hip in bursts for accurcy.
This heavy infantry weapon fires up (o 450 30
calibre rounds per minute and requines
specialised rraining 1o wse.

M3Al Submachine Gun

Referred o as the "grease gun®, this weapon
coubd be manufactured more quickly than the
Thompson, which was in short supply. The
grease gun can fire 300 .45 calibre romnds per
minute, and has a capacity of 30 rounds amd
elfective range of about 1640 feet.

Al Mark 11 Fragmentation Grenade

'.‘&-I.lh a hllmg radius of 15 o 30 feet., the

dp comtains an uﬁh:nh‘c charge
rsu.l.rm to hreak the metal body into

fragments upon detonation, which ocours four

seconds afier safety pin removal. They are often

throam less than 100 feet
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nE Dur[n;ﬁqu.r.lﬂr. chapters in Brothers In Arms: Earned In Blood, you will be required
o use explosive devices 18 destroy key objectives In'order to complere your mission.
In a mission where explosives are used, you will see a hint message appear onscreen
at the point where you need 1o phn: vour explosive charge. When vou see
this happen, press and hold the g button (defaolt button is the X batton) sl
Hartsock has armed the explosive and placed it on the objective. (If you release the
button befire the explosive {s Fully armed, it will notbe placed.) You do not need
o walit for one: explosive 1harg:' to detonate before setting the next one. |

- - '
o VEHICLES

: leu are a number of Allicd and German vehicles in Brothers In Arms: Exrned In
v Hhi:d that can be foind throughowt the various missions. Two of these, at various
| potnl; in the game, will be attached to your command, and you have the ability o
. me:.nd them in battle in a similar fBshion to how you gommand your infaniry

 Like your infantry teams. tanks will follow yvour arders, and will dotomatically

ﬂeﬁ.*,mi thtmsehves and open fire on encmies they encounter.
-

MOUNTED MACHINE GUNS

* Thuring the course of the game, Hartsock's team will encounter variows mounted
machine guns, such as the MGAL These powerful weapons pose a dangerous challenge
‘*‘whm manned by e nrml.i:s or a hélpful advantage when used by Hartsock and his squad.

ENEMY WEAPONS

AL the present time, there is litthe information available regarding German ml’;lnl:r:.'
weapons. It is known that the forces cocupying Normandy have access to several

Lol pistols. submachine guns, rifles, and anti-personnel/anti-armour explosive
devices, butfhe cxact details of those weapons is currently unknown.
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ENEMY TROOPS S

t1

COMNSCRIPTS INFANTRY

£ main encmy force in Normandy and Steady, well-trained troops and ferocious
o other regions of occupied France, These defenders, cach nine-man squad of the
"y mhm traimeg “volunteers” from morne German 91st Infantry Division contains
than seven couprics gain time for an MO, five-man rifle element, and
CREriran I.nﬁlmr:. and mohile Lrowsps to three-man light machine gun eam
arrive and repel invading forces. The: core of the German infantry forces

¥

PANZERGRENADIERS FALLSCHIRMJAGER

Highly trained mechanised infantry Elite of the German infantry, armed with
soldiers = able 1o successfully combine the newest and best weapons in the

the actions of infantry, armour, and German army. Fallschirmi@ger squads ane
artillery intoe a combined fghting similar in size to the standand German
force. The mast firepower and greatest infantry, but have two extra men carrying
mability of any German force in a light machine gun. They use tanks,
Mormancdy, assault guns, and anti-ank guns.
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« . TECHNICAL SUPPORT

MNEW: To serve you better, Ubisoft is now providing full ONLINE support, to
solve your gaming pruhle'ms quickly and efficiently.
ko Simply go to hopdfwew.ubi.comfuk and visit the Ubisoft Frequenty Asked
- Questions first!
i By visiting our FAQ database, you can find exactly the same answers that are
i available to you by calling or sending web-mail to our support represcntatives,
This service is free and available 24/7!
If for any reason you do not find the answer o vour question, you can click on
the “Ask a question” link in the FAQ to send us a web-mail, ensuring thar we
- gee all the important information on your system

E&bﬂr problem so we can answer correctly the firse time.

ke sure to include all information on your system, your problem,

and the game you are playing.
IF you do not have internet access, Cur SUpport representanives can assist you
from 9:00 am until 7:00pm, Monday — Friday (excluding Bank Holidays) on
Telephone: 0905-482-0109 Calls cost 30p per minuge,
Please be at your system when calling Ubisaft for support.
Australian technical support
Technical Support Info Hotline 1902 262 102
{calls are charged ar 52,48 per minute including GST. Higher from public and
mchile phones).

HINTS & TIPS

E‘ Looking for cheats to go up to the next level? Call us for Hings and Tips

BE Telephone Number: 0906 643 0200, available hours 900 am uneil 7.00 pm
&'? X Maonday — Friday (excluding Bank Holidays) to speak to one of our

q,; A representatives. Calls cost £1.50 per minute, please ask permission from the
o person who pays the phone bill before making the call.

WARRANTY !

Ubisoft warrants to the nﬂ,glnai purchaser of its products thar the ]de‘lwts
will be free feom defects in marerials and workmanship for a period of gmety
(90} days from the date of purchase. Ubisoft products are sold "as is," withour
any expressed or implied warranties of any kind, and Ubisoft is not liable for
any losses or damages of any kind resulting from use of its products, Ubisoft
agrees for a period of ninety (90) days o eicher replace defective product free
of charge provided you return the defective item with dated proof of pur&lﬂi&
to the store from which the product was originally purchased or repair or
replace the defective product ar its option free of charge, when accompanied
with a proof of purchase and sent o our offices postage prepaid. This warranty
iz not applicable to normal wear and tear, and shall be void if the defect in the
product is found 1o be as a result of abuse, unreasonable use, mistreatment, or

neglect of the product.

ﬁhhuﬂﬁﬂﬂiﬂﬂlﬂ:inﬁuemum
and get access to:

» Exclusive content and information

1 = Great competitions and prizes

= Privileged offers: collectors, limited edition...
~ # Exclusive hints and tips
* Meet new friends on the forums and get all the help you need!




