lacementdocs com |
“*,*".”"“”'e" L )( = m)

’Ww w1 L : '. 1' . . @ ONLINE ENABLED
i LML I COLLECTOR S ED]TION

Microsoft, Xbox, Xbox Live, and the Xbox and Xbox Live logos are either regi d trademarks or ks of Microsoft

Corporation in the United States and/or other countries and are used under license from Microsoft. !
— . ACTIVISION,.



Mike
ReplacementDocs


SAFETY INFORMATION
ABOUT PEOTOSENSITIVE SEIZURES

Avery small prcentage of people may experience a seizure when exposed fo certain visual images,
indluding lushing lights or patterns that may oppeor in video games. Even people who have no
history of seizures or epilepsy moy have on undiognosed condition that con cause these
"photosensitive epileptic seizures” while watthing video games.

These seizures may have o variety of symptoms, including lightheadedness, atered vision, eye or
face twitching, jerking or shoking of arms or legs, disorientation, confusion, or momentary loss of
owareness. Seizures moy also couse loss of consciousness or convulsions that can lead to injury from
folling down or striking nearby objects.

Immediately stop playing ond consult o doctor if you experience any of these symptoms. Parents
should watch for or ask their children about the above symptoms—children and teenagers ore
more likely than adults 1o experience these seizures.

The risk of photosensitive epileptic seizures moy be reduced by sitiing forther from the felevision
sereen, using o smaller television screen, playing in o well-lit room, and not playing when you ore
drowsy or fatigued.

If you or any of your relotives have o history of seizures or epilepsy, consult o doctor before
playing.

Other Important Health and Safety Information
The Xbox® Instruction Manual contains important health and safety information that you should
read and understand before using this software.

Avoid Damage fo Your Television

Do not use with certain televisions. Some televisions, especially front- or rear-projection types, tan
be domaged if any video gomes, including Xbox gomes, are played on them. Static images
presented during the normal course of gome play may “burn in” o the screen, causing o permanent
shadow of the static image to appear of oll times, even when videa games are not being ployed.
Similar domage may occur from static images created when placing o video game on hold or pause.
Consult your felevision owner's manual to determine if video gomes can be safely played safely on
your set. If you are unable to find this information in the owner's manual, contact your television
dealer or the manufacturer to determine if video games can be played safely on your ser.

Unauthorized copying, reverse engineering, fransmission, public performance, rental, pay for play,
or dircumvention of copy profection is strictly prohibited.
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GAMEPLAY CONTROLS

right trigger = Fire Weapon left trigger = ADS

X button = Toss Grenade

Y button= Up Stance/Jump
left thumbstick =

Move Around
Click to Sprint
|I|:u|ﬁp|:;:;r] B button = Down Stance
A button = Melee
Back button=
Mission Objectives
Scoreboard Black button =
(multiplayer) Pick Up/Use Object
START button=
Pause/Options White button = Reload

directional pad
1.3 - Switch Weapons

= - Lean Right Look Around
4= - Lean Left

right thumbstick =

XBOX LIVE AWARE

Xbox Ziveis a high-speed or broadband Infernet gaming community where you can create o
permanent gamer identity, set up o Friends List with other players, see when they're online,
invite them fo play and falk o them in realtime as you play.

CONNECTING

Before you can use Xbox Zive you need to connect your Xbox console to o high-speed or
broodband Internet connection and sign up for the Xbox Ziveservice. To determine if Xbox
Liveis available in your region and for information about connecting fo Xbox Zvg, see
& ;'i;\yl.xhux.mm/tomw.
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INTRODUCTION

No Mission Too Difficult
No Sacrifice Too Grean
Duty First

— Ist Infantry Division matta

The First Expeditionary Division was officially organized on June 8, 1917, and the initiol units
sailed to Europe the following week. On July 6th, the unif was officially designated as the 1st
Infantry Division. On the morning of October 23, the first American shells were launched in
World War 1. Two days lafer, the first American cosualties of the war were suffered. Both were
from the 1st.

Nicknamed the “Big Red One” for its distinctive patch prominently worn on the left shoulder,
the Fighting First was the first American unit deployed to the Western Front in World War II.
They were the first to liberate o European fown, and the first fo take o German city.

They faced off against Rommel’s Afrika Korps, attacked Mussolini’s ltalian Corps armies, repelled
the Hermann Géring Panzer Division and stormed Hitler's Fortress Europa. They were ordinary
soldiers asked fo overcome extraordinary challenges. They are the Big Red One.

In Call of Duty” 2: Big Red One, you will fight side by side with your squad os history comes
alive. Following the Fighting First into Africa, Sicily and Normandy, you'll need your buddies
around you, and they'll need you. That's what war is about, and it's what Call of Duty 2: Big Red
One is all about.

In war, no one fights alone.

PROFILE MANAGER

After starting Call of Duty 2: Big Red One, you'll see the Profile Manager screen. If this is your

first time playing, create a new profile by selecting an empty slot by pressing o direction on the
directional pad and pressing the A button. Use the directional pad to move the cursor and press
the A button to select your profile name. When finished, select the door icon on the lower right
of the screen.

MAIN MENU
SINGLE PLAYER

As members of the Big Red One, you and your squad will take part in many of the battles that
changed the fate of the world. Take the fight fo the Vichy French, ltalion and German armies on
land, sea and in the air!
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MULTIPLAYER

Take the war online! Get ready to fight
with or against players from around the
world in up fo 16-player gomes! Please
read the Multiployer section to learn
more about how to get starfed in Call of
Duty 2: Big Red One online play.

OPTIONS
In the options menu, you can customize
your gome seftings.

GAMEPLAY
o Subfitles—When this is On, subtitle text will appear for all cinematic voiceovers.
* Crosshair—Turn Off your crosshair for a greater challenge.

* Friendly Tags—Select On fo view the name ond rank of your allies when you
target them.

= Alternate Tank Control— With this On, the tank will move in the direction the left
thumbstick is pushed. With this Off, the left thumbstick controls the direction the chassis
is facing, and moving the left thumbstick up or down actually moves the tank.

¢ Enable ADS Toggle — With this On, pulling the left trigger once enables ADS, which
can then be disabled by a second pull of the left trigger.

CONTROLLER

* Invert Aim—When set to On, moving the right analog stick up makes your choracter
look down, and vice versa.

* Vibration—Turn the controller vibration Off or On.

* Horizontal Sensitivity — Adjust your left and right look sensitivity.

* Vertical Sensitivity — Adjust your up and down loak sensitivity.

« Configuration— Choose between four preconfigured controller settings.

SOUND
* Volume —Adjust the slider to change the volume.
BONUS METERIALS
All unlacked rewards can be found in this menu. Rewards are unlocked as single player
missions are completed.

PLAYING THE GAME
SINGLE PLAYER

“Once more the Big Red One was fo carry the heavy end of our stick.”
— Lieutenant General Omar Bradley, commander of the U.S. First Army

In the single player campaign, you play as an untested Private in the Big Red One. Thrown into
combat for the first time, you'll learn to rely on your squad to survive. The success of your
squad ond the complefion of your mission depend on how well you move, how well you shoot
and, perhaps most importantly, how well you keep your wits about you.

Each mission starts with a briefing from your commanding officer, explaining the current
situation and mission goals. Listen carefully — this information may save your life.

SQUAD MEMBERS

Sgt. Glenn “Hawk” Hawkins—Born and raised in Duluth,
Minnesota, Sgt. Howkins supported his mother and fwo sisters
through high school after their father headed off o work one s -m-J f
morning and never returned. He hos o stoic demeanor and is . ars

known as o man of few words. Sgt. Hawkins does have o dry | § .

wit that accasionally surfaces, helping him bond with his men. e \
At age 31, he's very strong from years of manual lobor in the . : !
steel mills. P

Pvt. Alvin “Brooklyn” Bloomfield— Despite his nickname,
Pvt. Bloomfield, 22 years old, was born and raised in the Bronx.
He was the youngest of o large Jewish family where his mother
kept the house while his father ran o small neighborhood market.
A huge baseball fan, Pvt. Bloomfield would skip school whenever
possible to watch his idol Joe DiMaggio play ball. He freely admits
he “uin't got the smarts” and says he enlisted so he wouldn't
have to g fo college. He originally wanted to join the Air Force
but was too short.

Pvt. Stephen Kelly—Originally from Bridgeport, Connecticut,
Pyt. Kelly led an affluent life os the only child of a highly
respected surgeon. Graduating af the top of his class, he went on
to study English and French literature at Yale University before
being drafted after his second yeor ut school. Ever since he was o
kid, Pv1. Kelly loved to read, and has difigently kept o defailed
journal of his thoughts. A thin 20-year-old kid with o pale
complexion and red hair, Py, Kelly is in relatively good shape
and wears glosses. 1%




Pvt. Victor “Vic” Denley— Denley spent his formative

years in the small town of Jean, Texas, {population 300) where
his father was a mechanic who ran the local filling stafion. He
attended high school nearby in Wichita Falls, and while he never
made much of o mark with his grades, he made one hell of o
linebacker for the state-ranked Bulldogs. He enlisted the first day
he could with the full infenfion of “tearin’ off Hitler's mustache
and shovin' it up his...” Despite his enthusiosm, he's olso o
notoriously bad shot — it once took him an entire lip to hit o practice farget that was only
45 feet oway. At age 25, Pv. Denley has free trunk legs and a thick torso to match.

Lt. Norman Delaney— Originally from Chicago, Li. Delaney
was o born leader. His father o decorated WWI Lieutenant,
encouraged his son to take on the challenge of West Point's
demanding curriculum. He quickly excelled there, and become
obsessed with the fatics of war. One thing thot sets Lt. Delaney
aport is his ability to somehow remember the names and stories
of every single grunt under his command. This personal touch
engenders confidence in his men.

Pvt. John Jackson “Schmitty” Smith— Born and roised just
outside of Cleveland, Pvt. Smith was always good with his hands.
His father worked in a bank and his mother was an elementary
school teacher, but Smith was never happy unless he was fixing a
piece of machinery. Long before the war in Europe, Pvt. Smith
was stationed os o mechanic in an Artillery Division where he
fixed guns and vehicles for several years. However, the 1st
Infantry needed replacements, and he suddenly found himself
heading fo battle without a single doy of combat training. Pvt. Smith was in pretty good shape
at age 28 when the war started, but his fime behind the scenes fixing busted up machinery has
left him o bit doughy.

SAVING & -
LOADING

To save a game, you'll need ot

least 11 blocks free on your Xbox
Hard Disk.

Temporary checkpoints are available throughout each mission os you progress. A message
appears when these automatic checkpoints ore reached.

If you die, you can restart at the lost checkpoint passed. Once o mission hos been completed,
it unlocks on the Single Player Chapter Select screen. If you quit during o mission, you'll
restart af the beginning of that mission the next fime you play. Each profile hos its progress
saved separately.

Difficulty Level — Choose between Easy, Normal or Hard difficulties when starfing o new game.

IN-GAME DISPLAY

= A= G

Crosshair

Compass

Ammunition
Counter

Stance Indicator Action Text and lcon Health Bar

Compass— The compass is useful for navigating your surroundings and getfing your bearings.
Your current objedtive is disployed os o star, which gets doser fo the center of the composs as
you approach it. The small green arrows indicate your allies and the direction they're facing.
The small red dots show the locations of nearby enemies, though only when they make their
presence known.

Stance Indicator —The icon displays the figure os standing, crouching or prone depending
on the stance selected.

Action Text and Icon— Whenever you're standing near on item that can be picked up or
used, this icon appears along with @ description of your possible actions. This includes picking
up health or weapons, operating a stationary gun or getting info a vehicle.
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Health Bar —This bar indicotes your current health status. The bar reduces in size os you
lose health. Once the bar is empty, you're officially killed in action. Throughout your journey
you'll encounter various types of health kits. Walk over a health kit or walk near it and press
the Black button to pick it up for a quick boost of health.

Ammunition Counter —The box above the health bar is your ammunition counter. The first
number indicates the number of rounds in your current weapon's clip. The second number
indicates the tofol number of available bullets for the current weapon. The number of
remaining grenades is shown above the ammunition counter.

Crosshair — Use your crosshair to aim your weapon. When you run or walk, the crosshair
widens, indicating the lack of accuracy that comes from attempting fo aim while moving.
The wider the crosshair, the less accurate your shots will be. When you stop moving, you
avtomatically steady your weapon ond the crasshair narrows. It's often wisest fo fire when
completely stopped to ensure accurate shots. Crouching or lying prone also keeps the
crosshair focused, and it's advisable to use these positions whenever possible.

Damage Indicator — Anytime you toke domoge, o red morker appears around the center of
the screen, indicating the direction from which you're being attacked.

Mission Objectives— Throughout your campaign, mission objectives change dramatically
depending on the situation. Press the Back button to show your mission objectives and get o
status on each one. Incomplete or in-progress mission objectives appear in green lext.
Completed mission abjectives appear in grayed-out fext.

MOVEMENT

Walking and Running — Though walking is slower than running, walking allows you to shoot
more accurately (your crosshair doesn’t widen os much os when running). Move the left
thumbstick slightly to walk, or move it ll the way to run.

Looking/Turning Around— Move the right thumbstick to look around without moving. Keep
in mind that you can adjust your horizontal and vertical sensitivity from the Controls screen
found in the Options menu.

Crouching and Going Prone — As soon as you enter your first battle, you'll find that o
soldier who stands around often winds up dead. A shrewd player makes use of both the crouch
and prone stance positions in the thick of bottle to keep cover, avoid enemy fire and move
without exposing himself to danger. Keep in mind that while crouched or prone, you'll be
harder to hit, but won't move as fast as when standing. Additionally, when prone, you'll crowl
on your belly ot a very slow pace and won't be oble to fire ot all while moving.

Jumping—Press the Y button while stonding to perform a jump. Use this maneuver to
navigate the ferrain or reach areas that would otherwise be inaccessible.

.|

WEAPON CONTROLS

Firing Your Weapon — To fire your currently selected weapon, pull the right trigger.
Some weapons are fully automatic (they confinue to fire as long os you hold the right
trigger) ond some are semi-automatic or have single-shot capabilifies (each pull of the
right trigger produces o shot). In general, it's best to fire the automatic weapons in short
bursts 0 increase your accuracy.

Ammo and Reloading—If o weapon runs out of ammo, you'll automatically reload. You can
perform o manual reload at any fime by pressing the White bution, os long as you have exira
ammo for that weapon. You wan't lose the bullets in a partially full clip when you reload, so it's
often safest 1o have a fully loaded clip at all fimes. If you're running low on ammo, pick up
extra ammo from o fallen comrade’s weapon of the same type by walking over it. You can also
use weapons from fallen enemy troops.

Aiming Down the Sight (ADS)—To oim down the sight, pull the left trigger butfon.
This brings the weapon up from your hip to your face so you can look down the sight (or
lock through the scope in the cose of scoped rifles). Aiming down the sight gives you o slight
zoom effed, enabling you to be significantly more accurate. However, when aiming down
the sight, you move slower than normal. ADS can be performed on many mounted MGs and
other furrets.

Leaning—To lean, press 4m of
= on the directional pad. The _
ability fo lean around corners & [
and obstacles is essentiol to your
survival. Leaning minimizes your
exposure in potentially
dangerous situations and allows
you fo look into rooms, around
comers and otherwise peek from
behind cover 10 survey the
situation. You can also fire while
leoning, though you can still be
seen ond fired upon.

Throwing Grenades — Toss o grenade by pressing the X button. Be careful of the

lorge blost radius; you can easily hurt nearby allies or yourself. Grenades are highly effedive
at scoffering groups of enemy troops or forcing them 1o abandon their cover. You can “cook”
the grenade by pressing and holding the X button for o few seconds before releasing it. This

allows you to time the explosion so the enemy won't be able to escape or throw the grenade

back. M2 fragmentation grenades have a slightly unpredictable fuse that lasts

roughly four seconds, so be sure you've tossed it before then!

4%
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Melee Attack — Somefimes the proximity of your enemies makes it difficult to aim your

weapon and defend yourself properly. For these close-quorter situations, you have o melee
attack that allows you to strike the enemy at close range with the butt end of your weapon.
Press the A button for o melee atfack.

Swapping Weapons — You can
usually only carry two weapons ot
a fime (not including grenades). If
you see a weapon you wont fo
pick up, walk over to it until you
see the weapon pick-up icon, then
press the Black button to pick the
item up. If you already have two
weapons in your inventory, you'll
be swapping your current weapon
for the new one.

Switching Weapons — You can quickly switch between your weapons by pressing
+ and & on the directional pad.

Deploying Machine Guns —Throughout the game you'll come across machine guns with
bipods. Although these weapons are hard to shoot while moving, you can deploy the bipod,
which greatly increases their accuracy but prevents you from moving. To deploy the bipod, get
down to the prone position and pull the left trigger. Pulling the left trigger again retracts
the bipod and allows you to move normally.

Stationary Weapons — To use a stationary weapon (such as an MG42), move up to the
weapon until you see the stationary weapon icon. Press the Black button to mount the weapon
and fire with the right trigger. Press the Black button again fo dismount from the weapon.
Many weapons will eventually overheat after lengthy firing periods. Be sure to lay off the
trigger fo allow the barrel to cool down.

Commanding a Tank —The use of armor in combat can often turn the fide of battle. Without
tank support, infaniry is completely vulnerable to enemy fire. While in a tank, pull the

right trigger for the main cannon, and press the X button for the coaxial machine gun. Move
the right thumbstick to rotate the turret and move the left thumbstick to move the tank ifself.
Pull the left trigger to toggle your view fo inside the tank.

MULTIPLAYER
TAKE CALL OF DUTY 2: BIG RED ONE BEYOND THE BOX

Xbox Live™ is o high-speed or broadbond Internet gaming community where you can create o
permanent gomer identity, setup a Friends List with other players, see when they're online,
invite them to play and talk to them in real-time os you play.

CONNECTING

Before you can use Xbox Live, you need fo connect your Xbox console fo o high-speed or
broadband Internet connection and sign up for the Xbox Live service. To determine if
Xbox Live is available in your region and for informotion about connecting to Xbox Live,
see www.xbox.com/connecl.

SYSTEM LINK PLAY

You can connedt two Xbox consoles together using on Xbox System Link Cable, or up to 16
Xbax consoles using an Ethernet hub ond standard Ethernet cables. Refer to your Xbox
Instruction Manual for mare information about how to do this.

Select Multiplayer from the Main Menu, and then select Play System Link to start.

“The trouble with the Big Red One is that it thinks the U.S. Army
consists of the Ist Infantry Division and ten million replacements.”
—Anonymous

VOICE CHAT

Depending on the game type, during multiplayer games you'll be able to chat with your
feammates. The voice chat feature is automatically activated when you connect your Xbox
Communicator. The voice chat feature uses o proximity defection system, s you'll only be
able to falk fo or hear players within your general area.

QUICK MATCH

This is the fostest way into the action. Once this option is selected, you'll be able to select which
game type you'd like to ploy and be automatically shown available games.

OPTI METCH

Select this option fo find and join a specific game. From this menu, you con specify game type,
fhe number of ployers, the map you want to play on and other options. A list of games
matching your criteria will be presented so you can pick the game of your choice.




CREATE MATCH

This option allows you to create
ond host o game. Once your game it
hos been created, other players -
will see this information in the
Match List ond can attempt to join
it. When starfing a gome, you'll
get the following options:

¢ Game Type— Choose the
type of game you want fo

* Map—(hoose the mop
you want to play on.

* Map Rotation—This determines what map will be played once the current gome has
been completed (when the score or fime limit hos been reached).

 Time Limit — This sets how long each game will last in minutes. Once this fime limit is
reached, the game ends.

* Score Limit—This sets the number of points needed for o vidtory in a Deathmatch or
Team Deathmatch game. For o Capture the Flag game, this number will be the Capture
Limit. Once this score is reached, the gome ends.

¢ Round Limit—Select the number of rounds each game will lost.

Press the Y button to bring up the Advanced Options for each game type. Please note that not
oll options are available for each game type.

o Friendly Fire—With this setfing enabled, players on the same teom will be able to
damage each other. Watch your fire!

* Respawn Time — Depending on this setting (measured in seconds), players will be
forced to wait before they're able to respawn.

¢ Max Players—Select the maximum number of players allowed 1o join your game.

* Last Man Standing— This option gives each player only one life. Once you've been
killed, you'll be unable to play again until the current game ends. Note that this option
is unchangeable for some game types.

OPTIONS

You can change your gameplay and other setfings from this menu.

o i
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PLEYING THE GAME

The Multiployer game controls are the some os these for Single Player, with o few addifions.
Press the Back button to bring up the scoreboard. Pressing the START button brings up the
In-Game menu with the following options:

* Select Weapon— Select the weapon you want from the ovailable weapons. You will
get the new weapon once you've been killed and respawned. Each side has their own
selection of weapons.

» Switch Team— Use this option to select which team to join. Your choice offects the kind
of weapons available to you.

* Host Options—This only appears for the host. The host can change the game setfings
by selecting Change Settings. Once chonges are made, the hast can decide fo save the
changes for later (they will go into effect for the next game) or apply the changes now
(which may end the current game and restort with the changes made). The host can also
kick a player if the need arises.

* Call Vote—Selecting Call Vote allows a player to call a vote to kick a player,
change the map or change the gome type. All players will be notified when a vote
has been called.

* Respond to Vote—Once a vote has been called, select this option fo allow players
fo vote.

* Options— (hange your gome options in this menu.
* Suicide—If the worst should happen, use this opfion fo kill your player.
* Quit —Exit the game to the Multiplayer main men.

Sprinting— Click the left thumbstick button to sprint. The stance indicator displays how
much sprint time is remaining. Once your stamina is depleted, you'll automatically stop
sprinting and the indicator will slowly refill. You cannot fire your weapon while sprinting.

BATTLEFIELD PROMOTIONS

Multiplayer games feature a battlefield promotion system that rewords players for their
individual and team-based success. New ranks are awarded when you achieve o certain number
of points, which are given for achieving objeciives, leading or ossisting the capture of a flag
ond killing enemies. As your rank increases, you will be able fo carry more equipment (ie.,
more grenades, ammo) os well as get access 1o special weapons listed below. Note that
different weapon load-outs have different rank rewards, and higher ranks have faster recharge
times on the special weapons.

* Artillery Strike —You can use the binoculars to call in an arfillery sirike. Equip
the binoculars, go info ADS mode, aim where you want the strike and pull the
right trigger.




e Health Pack—Once fully recharged, select the health pack and pull the right trigger
to drop it to heal yourself or your teammates.

o Ammo Pack— Once fully recharged, select the ammo pack and pull the right trigger
fo drop it fo restock your or your teommate’s ommo.

* Satchel Charge— Once fully charged, seledt the satchel charge and pull the right
trigger fo throw it. They are significantly more powerful than grenades and can also
be “cooked.”

HELPFUL TIPS
Nobody Makes It Alone— Success in Call of Duty 2: Big Red One relies on o well-
coordinated and cooperative squad. Your squadmates help fight the enemy by providing
cover fire and ossisting fo eliminate threats. Above all, listen 1o your squad leader! Do
exaclly what he soys, and you'll stay alive.

Know When to Be the Hero— The soldier who runs into the thick of battle with guns
oblaze often winds up dead. Although you'll frequently be called upon to make split-second
decisions, a levelheaded and patient warrior is the one who returns home to his family.
Remember that o deadly threat could be lurking around any corner, wall, window or rack.
Stay olert, move deliberately and don't try anything stupid.

Use Cover—Every battle environment you encounter will have  range of available locations
to keep out of sight and out of the path of incoming bullets. Crouch and crawl behind solid
cover s much as possible —you never know when new threats will spot you, and you can be
sure Gerry won't hesitate to shool you down in your tracks.

Stay Mobile —Think you found o good spot for cover? That may change in o matter of
seconds. Although pausing fo regroup, assess threats, reload weapons or replenish health is
always necessary, don't stay in one location for oo long. You never know when the enemy
may discover you and compromise what you thought was a safe location. If you hear arfillery
or mortor fire in the distance, stay mobile. You may not survive if a siray shell lands near you.

Be Thorough— Clear buildings and combat areas with a meticulous and thorough search.
Enemies may lie in silence, waiting for you or your squad to get careless. Be prepared to
expet just about anything behind every door.

Reloading— Always reload your weapon after a firefight so you can be os prepared o
possible for the next engagement. Another enemy could be just around the corner, and
entering a conflict with low ammunition could cost you your life.

Leaning — When progressing through combat areas, use your Leaning ability to peer around
walls, doors, windows and other obstacles. You'll be harder to see and harder to shoot should

enemies be on the other side. You can also lean around obstacles 1o fire on the enemy, getting
the jump on your targets and suppressing threats os quickly and safely as possible.

Stance — Be mindful of your stance at all times. Soldiers that walk tall on the battlefield
aften find themselves coming home in o box. Crouching or lying prone keeps your profile low,
making you harder to see, and more imparfontly, harder to shoot.

Grenades — Using grenades to soften up enemy posifions will often be the difference between
success and failure. Although you have an extremely limited supply af the onset of o mission,
enemy grenodes can somefimes be found in the baftlefield.

Sprinting — In multiplayer-only games, master the ability to sprint from cover point fo cover
point. Practice crouching behind cover, standing up, sprinting to another cover point, then
quickly crouching or lying prone. Enemies may fire af you, but your speed makes you o more
difficult target to hit.

Multiplayer Vehicles— Learn the nuances of the vehicles, as well os the map choke points
that con allow a well-equipped bazooka-tofing soldier to disable your vehicle. Always
remember that a single cunning enemy can destroy the most powerful tank.




This game is dedicoted 1o the mombers of the

Big Red One and their fomilies. We will never

forget your courage, dedication and sourifice
Duty First.
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Jan Stoll
Art
Loudvik Akopyan
Brion “BA” Anderson
Sloan Anderson
Thor Benitez
Melizsa Buffoloe

Isahelle Decenciere
1A Brodley Groce
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CREDITS
Dan Moditch
Erika Norimatsy
John Ployhar
Maxwell Porter
Thamas Szokolczay
Colin Whitney

Borry Whitney

Art and Animation— Weapons
Dan Moditeh

Design—lesvel Building

rigner
Jared Dickinson
(hristopher Dicnne
Adom Gascione
Brion Glines
Gavin Goslin
Juson MeCord
Nick Mohilchock
Ryan Rutherford
Paul Sandles
Donald Siefke
Kevin Worel
Jeff Zoring
Design — Scripti
mﬂi ﬂﬂilr? .
Brian Bornes
Jue Chiong
Mike Denny
Mike Lin
Jeremy Luyties
Andy Maolloy
Thoddeus Sasser
Danald Sielke
Seon Sloyback
Jesse Snyder
Doriel Steamer
Design— Scripting Intern
wmmm:ipﬁurg
Design— Seripting
(Pi Studios)
Dan Kramer
Pete Mack
Jeremy Stotz
Doniel Young

Engineerin
"gShnm Hu'ﬁs
Wade Brainerd
Christion Diefenbath
David King
Don Leshie
Mlex Liv
Peter Livingstone
Andrew Olson
Jomes Snider
Christian Stavio
Jivko Veley

Engineering— Multiplayer
i mlinms P

Hlex Conserva
Ryon Felirin
Alex Montgamery

Engineering — Multiployer
(Demonware)
Jahn Kirk
Tilman Schofer
Sound Design
Steve Goldberg
Charles Maynes
Gary Spinrod
Additional Sound Design
Brion Fredrickson
Seott Purvis
Airplane sound recordings by
Aircroft Records
Sound Intern
Ari Winters
Additional Production
Raobert Sonchez
Production Testers
Brion Crowder
Brion Dougles
Omar Gonzalez
Gurrett Long
James Mclowley
Nate MeCoy
John Shubert
Simon Song
Mike Steffon
Robert Walker
Walter Williams
Judd Hollonder
William Crawford
Raymond J. Evans IV
Derrin Jung
Rashod Lewts
Christapher Pet
Jeramioh Wainwright
Production Intern
Billy Koplan
Writers
Aaran Ginshurg
Wade Melntyre
Additional Animation
Ryan Duffin
Additional Desiqn — Seripting
Nick Mohichock
Additional Engineering
John Allenswarth
John Bojorquea
Beth Cutler
Florent Gluck
Marus Goodey
Pat Griffith
Joey Headen
Richard Mitton
Michael Montague
Gourav Shellikeri
Dimiter “molkin™ Stonay
Krassimir Touevsky
Martin Turton
Mike Uhlik
Leo Zide

Additional Writing
Cheistian Busic
Rich Farrefly

Weopon Consultants
Howard Heeg,
Lorg Mountain Qutfitters
Andres Sepulveda,
Hiand Frop Room

TRETARCH STAFF

Director of Operations
Rose Yillosenor

Informafion Technology
Jobn Andrunos
Robert Sancher

Office Mana
Amy I'hmi«lhrlﬂ:N
Recruiting
Valeri Lee
Annie Lohr
Reception
Julia Bionco
Michelle Mesrobian
Joey Romero

ACTIVISION

Producer
Samn Noutiani

Associate Producer
Bryon “rolond13x" Jury

Production Coordinators
Peter Muravez
Porick “Kewk” Bowmon
Matthew Beal
Jeremy Monroe

Executive Producer
Thaine Lyman

Sr. Online Manager
Devid Vonderhoor

VP, Technology

Steve Pearce

VP, North Americon Studios
Mork Lamia

VOICE AND MOTION CAFTURE
Voice Direction/
Dialogue Engineeri
gil'il"!m"rh Ngem -

Vaoice Tolent
MWichael Cudlitz
Frank John Hughes
Jomes Modio
Ross MeCall
Rene Moreno
Fitherd Speight Ir
Mark Hamill
Matt Prescott Morton
Scott Menville
Josh Gomez
Bryce Johnson
David Rees Snell
Yuri Lowenthol
Jomieson Price
James Patrick Stuort

MNolond Korth
Phil Pragtar
Ritk Gee:
Fred Totestiore
Ed Cunnin gher
Recording Fodlities
PCB Productens
Motion Capture Fadlities
Giant Studies, Mation Anolysis

Casting & Signetory Services
" “Iwmwge
Music
Composed and Produced by
Groeme Revell
Arrangements and Programming
Boris Hes
Orchestrations
Tim Simone
Music Preparotion
G estor
Dominik Houser
Music Editing
Ashley Revell

Recorded in
Bratishavo, Slavek Republic

Orchestra Manager
Maerian Turner
Conducted by
Allan Wikon
Recordi ineer
e

Sessions Coordinated by
Paul Tokington

Mixed in Los Angeles b
Mark L::'g d

ial Thank:
SPG':WI( Ganus ;

MILITARY ADVISORS
Captain Johin Hillen, U5 Army Refired
Liewtenant Calonel Honk Keirsey,
US Army Refired
GLOBAL BRAND MANAGEMENT
Brand Manoger
Richard Brest

Associate Brand Manogers
Tim Heery
Ryon Wener
Director, Global
Brand Manogement
Kim Salzer
VP, Global
Brand Mmaomni
Dusty Wekh
PUBLIC RELATIONS
Manager, Corporate
Communications
Mike Manforre

Publicist
Maodeen Morsholl

Senior Publicist
Jabn Rofocz

Junior Publicist
Megon Korms

CENTRAL LOCALIZATIONS
Localization Project Monager

Eréunm '

Localization Consultant
Steghorie O Malley Deming
Senior Localization Project
Maonager
Mark Nutt
Senior Localization Manager
Tomsin Lucos
Localization Tools & Support
Provided by Xloc Inc.

QA/CUSTOMER SUPPORT
Senior Project Lead
Thom Denick
QA Senior Manager
Marilena Riaford
Lead, Night Shift
Leviticws Davis

Senior Project Lead, Night Shift
Paal Colbert

M“ﬂe' Night Shift
nn: Hartsfield I
Lead, Third Shift
Mites Leslie
Senior Project Lead, Third Shift
“R(d Willioms
Mancger, Third Shift
eson Levine
Database M
(Charles Hu::w,
lason Gilmore
William Whaley
Floor Leads
Seott Saltero

Hong Lieu

Chris Osherg
Floor Leads, Night Shift
Michae! Clorke
Buy Selgo, i
Floor Lead, Third Shift
Mex Artukovich
Console Coordinators
Joel Mardiol
Jabari Mwinyi
Prommet Srinoro
Hde Sarellona
Wike Vega




Testers
Angel Ruedoflores, Donny Fox, Nicholos
(havez, Paul Lucky, Brian Kim, Michae!
fshion, Chiis Staples, Dovis Shikiyo, Joson
Burton, Victor Metelev, Danie! Romirez, Adom
McFodden, Ry Scott, Tourean (Kerri)
Howard, Roymand Martinez, Brian Aurness,
Jahn White, Rafael Enriquez, Kobie Cobral,
Ronen Prince, Miles Jennings, Dove Norstod,
Frank Valenzuela, Brondan Willis, Pedra
Rodriguez, Wes Stratton, Toi Oloky, Joson
Hiet, Dave Nguyen, Miguel Polmerin, Emir
Davis, Nathan Kieke, Anderson Lin, )
Menconi, Wyatt Hewtsan, Travis Woodside,
Iohn Dwiers, Marvin Jocksen, Alexonder
Mejia, Ed Miyashira, Joseph Soenz, Jorge
Vollodares, Dale Ropp, Mohommed
Abaulwaln, Raul Mnr:f:. Taurean Jones.
Jose Gamboo, Angela Hood Matt Christy,
Justin Corr, Steven Jones Robert Riter, David
Escarcequ, Todd Moegerle, Matthew Von
Ernest, Derek Veldkamp, Vincent Eorl. Philip
Lui, Mario Reyes, Ryan Arroyo, Keith Payon
Oscor Novorret, Jr
Activision/Gome Instinct Ligisons
Lee Cheramia
Alex Ortiz
Senior QA Network Test Lead
Chris Keim
QA Network Test Lead
Frondis Jimenez
QA Multiplayer Specialist Group
Lead
Kiek McNashy
QA Multiplayer Spec GT Testers
Jessie: Jones, Nicholos Borunda, Chris Freire,
Warren Potten, Eric T Sears, Malthew
Fewtrell, Ken Prush
Project Lead, Technical
Requirements Group
Haron Comacho
Senior Lead, Technicol
Requirements Group
Sion Rodriguez y Gibson
Senior Testers, Tech Req Group
Robert Lara
Marc Villanuevo
Nyle Corey
Sasan Helmi
Testers, Tech Req Group
Teak Hofley, David Wilkinson, Brent Todo,
Jason Harris, Christopher Keithley, Keith
Hodoma, Don Nichoks,
Tomehiro Shikomi, Kenny Tragntofilos, Dustin
Corter
Customer Support Leads
Gary Bolduc — Phone Support
Michael Hill — E-moil Suppart

GAME INSTINCT

Lead
Jonathan Hall

Console Leads
Jebray Woll
Evangeline Marzet
Benny Phanichkul
Testers
Ryon Blosser Kevin Becker, David Roberts,
Karen Ackermon, Katie Birdwell, Andy
Maneri, Motco Devilla, Steven Mattison, Mati
MeDowell, Mothan Stodola, Michoe! Sales
Josy Souceda, Micah Dominguez, Rick
Brown, Liso Gerord, Fronk Webber, Michael
Teo, Brody Miller, Joren Bel, John McNob,
Dovid Roberts, Andrew Weaver, Steven
Mattison
Treyarch Special Thanks
Mare Argoud, Peter Beal, Kris Giampa,
Chorles Pinady, Stuort Roch, Dovid Rowe
Sean Soucy, Jon Jamkolf, Connie, Beto and
Maria

ACTIVISION UK
Senior VP
Tricia Bestero
VP - UK, Emerging Morkets &
European Marketing
oger Walkden

Head of Publishing Services

Nathalie Ronson

UK Marketing Director
Seolt Morrison

Marketing Manoger UK
Tim Woodley

Senior Brand Maonager UK
Dabeep Chhabrin

Localisation Manager

Tamsin Lucas
Senior Localisation
Project Manager
IMmk Nulrng
Localisation Project Manager
(nrinnzmm'\ :
Creative Services Manager
Jockie Sutton
Heod of European Corporate
Communications
Tim Ponfing

Europeon Operations Manager
pos Herlhmﬂnrl:e ”

Production Planners
Victorio Fisher
Lynn Mass
Activision Special Thanks
Mike Griffith, Ron Doornink, Kathy Vrobeck
Chuck Huebnes, Robin Kaminsky, Michelle

Schroder, Ken Murphy, Graham Fuchs, Robert

Berger, Jonathan Moses, Doug Pearsan,
Glenn Ige, lon Stevens, Kekoo Lee-Creel, Eric
Lee, Steven Holmes, Daniel Hogerty,
Nathoniel McClure, Eain Bankins, Toylor
Livingstan, Danny Taylor, Letty Codena

George Rose, Greg Deutsch, Phil Terzion,
Loura Hoegler, Alon Bunker, Jeff Motsushito,
Henk Cho, Brian Ward, Maoli Yamaguchi
Michae! Kurdziel, Tim Riley, Brandon Young
Laird Malamed, Ben Smedstad, Ross Douglas,
Mot Karnes, Lori Solomon, Matthew Iuﬁn_
Dovid Korp, Sumeet Seam, Rex Recko, Sue
Morton, Katie Borman, Robert Erwin, John
Foulkenbesry, Jasan West, Vince Zompello
Gront (nﬁher_ Louis Morris, Jill Barry

Introduction Cinematic & Other
Movies Provided by
Rab Troy, Lisa Riznikove, Poige Bharne of The
Ant Form
Campaign Cinematic Stock
Footage Movies Provided
Military Channel by
Narrator Recorded ot
Little Big Room courtesy of leff Hardy
Manval Design
Ignited Minds LL

This product contains software technology
licensed from id Softwore {“id Technology ).
id Tethnology © 19992000 Id Softwore,
Int.
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Dolby ond the double-D symbol are
trodemarks of Dolby Loboratories.
Confidentiol unpublished work, ©
19992005 Dolby Loborataries.
All rights reserved.

PRODUCT LICENSE AGREEMEN'T AND
WARRBANTY REPLACEMENTS

IMPORTANT - READ CAREFULLY: USE OF THIS PRODUCT IS SUBJECT TO THE SOFTWARE
LICENSE TERMS SET FORTH BELOW. “PRODUCT" INCLUDES THE SOFTWARE INCLUDED WITH THIS
AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR
ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH
SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PRODUCT, YOU
ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (“ACTIVISION").

LIMITED USE LICENSE. Acfivision grants you the non-exclusive, non-transferable, limited right
and license to use one copy of this Product solely and exclusively for your personal use. All rights
not specifically granted under this Agreement are reserved by Activision. This Product is licensed,
not sold. Your license confers o fitle or ownership in this Product and should not be construed os
asale of any rights in this Product.

OWNERSHIP All title, ownership rights and infellectual property rights in and to this Product and
any and all copies thereof (including but not limited to any fitles, computer code, themes, obijects,
characters, character nomes, stories, dialog, cotch phrases, locations, concepts, artwork,
animation, sounds, musical compositions, audio-visual effects, methods of operation, moral
rights, and any related documentation, incorporated into this Product) are owned by Activision or
its licensors. This Product is profected by the copyright lows of the United States, international
topyright treaties and conventions and other laws. This Product contains cerfain licensed materials
and Activision’s licensors may protect their rights in the event of any violation of this Agreement.

YOU SHALL NOT:

s Explait this Program or any of its parts commercially, including but not limited fo use af a cyber
cofe, computer goming cenire or any other location-bosed site. Activision may offer o separate
Site License Agreement fo permit you to make this Product availoble for commercial use; see
the contact information below.

® Sell, rent, lease, license, distribute or otherwise transfer this Product, or any copies of this
Product, without the express prior written consent of Activision.

* Reverse engineer, derive source code, modify, decompile, disossemble, or create derivative
works of this Product, in whole or in part.

* Remove, disable or circumvent ony proprietary nofices or labels contained on or within the
Produd.

s Export or re-export this Product or any copy or adaptation in violation of any applicable laws
or regulations.
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ACTIVISION LIMITED 90-DAY WARRANTY.

Activision warrants fo the original consumer purchaser of the program that the recording medium
on which the program is recorded will be free from defects in material and workmanship for 90
days from the dofe of purchase. If the recording medium is found defective within 90 doys of
original purchase, return back to the place of purchase, with receipt for refund or replacement.

This warranty is limited to the recording medium containing the program as originally provided
by ACTIVISION ond is not opplicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any
implied warranties applicable to this product are limited to the 90-day period destribed above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER
ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION.

For all Warranty replacements, please return to the store of purchase along with your receipt or
proof of purchase.

If you are refurning the software product after the 90-day warranty period, but within one year
after the date of purchose, please contact Adtivision on 02 9869 0955. Note: No returns will be
issued unless you have contacted Activision first.

If an Adivision representative advises you that your game is valid for a return, please refurn the
original software product disc fo:

Adtivision Asia Pacific, Level 5, 51 Rawson St Epping, NSW 2121, Ausiralia and include:

1. A Photocopy of your doted sales receipt

2. Your nome and return oddress, typed or clearly printed

3. A brief note describing the defect, the problem(s) you encountered ond the system on which
you are running the software produc!.

4. Please include o cheque or money order for AUD S25 per disc replacement (subject to

availability).

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THE PRODUCT, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL,
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COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW. DAMAGES FOR
PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE
T0 USE THIS PRODUCT. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG
AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, $0 THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND
YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. Without prejudice fo any other rights of Activision, this Agreement will terminate
automatically if you fail 1o comply with its terms and conditions. In such event, you must destroy
all copies of this Product ond all of its component parts.

INJUNCTION. Because Activision would be irreparably domaged if the terms of this Agreement
were not specifically enforced, you agree that Adtivision shall be entitled, without bond, other
security or proof of damages, 1o appropriote equitable remedies with respedt fo breaches of this
Agreement, in addifion o such cther remedies as Activision may otherwise hove under applicable
lowss.

INDEMNITY. You ogree to indemnify, defend and hold Activision, its partners, offiliates,
contradlors, officers, directors, employees ond agents harmless from oll domages, losses and
expenses arising directly or indirectly from your acts and omissions fo act in using the Product
pursuant fo the terms of this Agreement

MISCELLANEQUS. This Agreement represents the complefe agreement concerning this license
between the parties ond supersedes all prior agreements and representations between them. It
may be amended only by a writing executed by both parties. If any provision of this Agreement
is held to be unenforceable for any reason, such provision shall be reformed only to the extent
necessary fo make it enforceable and the remaining provisions of this Agreement shall not be
affected. This Agreement shall be consirued under California low s such low is applied to
agreements between Colifornia residents enfered info and to be performed within California,
except as governed by federal low and you consent to the exclusive jurisdiction of the state and
federal courts in Los Angeles, California,

Ifyou have any questions concerning this license, you may confact Adtivision at 3100 Ocean Park
Boulevard, Santa Monica, California 90405,+ 1 (310) 255-2000, Atin. Business and Legal
Atfairs, leqol@activision.com.
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CUSTOMER SUPPORT
CUSTOMER AND TECHNICAL SUPPORT.

Online Services with Activision Forums, E-Mail and File Library Support.
We ndvise for cost efficiency that you use our anline weh support.

Web Support
http.// waw.activision.com,/support

Our support section of the web has the most up-to-dute information available. We update the
support pages daily so please check here first for any solutions that you require.

This service is avoilable 24 hours a doy, 7 days a week and offers a fully comprehensive list
of known issues as well os providing the lotest updates/patches.

TECHNICAL SUPPORT IN AUSTRALIA
In Australia, for Technical Support, Hints and Tips, please call 1902 263 555.
{alls ore charged ot $2.48 (inc.GST) per minute.

In NZ for Technical Support, please call 0800 160 110.

E-REG FOR AUSTRALIAN CUSTOMERS

Do you want to receive news on new games and spedal offers for Activision customers?
Register On-line af http://ereg.ativision.com.au

Complete the registration form & help us keep you informed about Activision
games. You will be notified of upcoming releases & special offers.

Note: Activision Asia-Pacific is committed to sofeguarding the privacy of information
entrusted to it. Accordingly, Activision complies with all relevant legislation
concerning the collection, use, security and disclosure of personal information.

For Technical Support and Customer Service in areas not listed, please contact your
local distributor or Activision via online. {Please note the anline support is available
in English only).




