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DaTe: 03 Auc.124
To: NixkoLa ar o
FrROM: COMMANDER ARLEN MACPHERSON
RE: CaLL To Duyty
SOLDIER, WELCOME TO STRIKE FORCE [CENTAURE. AS YOU ®NOW, THE SFC IS A NEW MILITARY ORGANIZATION: 17§

CREATION WAS MANDATED BY THE GOVERNING CENTAuRD COuNCIL ON 28.JuL,124. THE MANDATE WAS WORDED AS FOLLOWS:!

“GANGS OF ARMED PIRATES, SMUGGLERS AND TERRORISTS HAVE PLAGUED THE CENTAURI SYSTEM FOR NEARLY 100 vEams,
BUT UP UNTIL NOW THE TWELYE LOCAL CLAN STRIKE FORCES HAVE PROVENW ADEQUATE TD THE TASK OF SAFEGUARDING THE
CITIZENS 0OF CENTAURE. IN RECENT MONTHE, THIS HAS NO LONGER BEEN THE CASE, STRIKE FORCE CENTAURI HAS
BEEN ESTABLISHED WITH THE GOAL OF PROVIDING A GREATER SECURITY TO THE PEGPLES OF THE (ENTAURI SYSTEM FROM

AN INCREASINGLY VIOQLENT AND WELL-ORGANIZED CRIMINAL ELEMENT.,”

NIK. THAT'S WHAT THE ORIGINAL ORBER SAYS. I°LL PUT [T ANOFHER WAY. MWE'RE HERE 70 COMPLETELY WIPE GUT
THE PREDATORY SCUM WHO THINK THEY CAN TAKE ADVANTAGE OF THE PEGPLE WHO BUILT THIS SOCIETY UF EFROM NOTH-
THG. PECPLE WHO HAYE STRUGGLED FOR OVER A CEMTURY JUST TO LIVE FREE FROM OPPRESSION., THEY'LL STOP AT NOTH-
IN6 - TERRORISM. SABOTABE, QUTRIGHT MURDER - TO ACCOMPLISH THEIR AIMS, WE'RE GOING TO FIGHT THEM, AND

WE'RE GOING TO DESTROY THEM, YOoU CAM QUOTE ME ON THAT

THE THIRTECH MEMBERS OF STRIKE FORCE CEWTAURI HAVE BEEN CHOSEN FROM AMONG THE BEST YOUNG SOLDIERS IW
THE EXISTING CLAN STRIKE FORCES. NIKOLA, Y0U WERE THE UNANIMOUS CHOICE 0F THE CQUNCTL T8 DE THE 5QuabD
LEADER IN THE NEW STRIKE FomRCE. YOU WERE CHOSEN MOT ONLY FOR YOQUR EXCEPTIONAL SKILLS AS A SOLDIER IN THE
FIELD, BUT ALSO BECAUSE OF YOUR GREAT POTEMTIAL FGR LEADERSHIP. HAVING REVIEWED THE DOSSIERS ON YOU AND
THE OTHER CANDIDATES, ESPECIALLY THE NOTE OF RECOMMENDATION F£ROM YOUR COMMANDER InN STRIKE FORGCE 10, [ AM

FULLY CONVINCED THAT YOU ARE THE RIGHT MAN FOR THE JGB.

T#is GUIDEBOOK IS STANDARD ISSUE FOR ALL SOLDIERS {N THE §FC. I EXPECT ALL SOLDIERS TO BE FAMILIAR
WITH 175 CONTENTS, ESPECTALLY THE SouaD LEADER. IT ENCLUDES SOME USEFUL HISTORY, AND IT FULLY EXPLAINS

FTHE OFERATION OF THE NEW POWERED BATTLE ARMAOR YOU'LL BE USIHG.

PLEASE REPORT FOR DUTY By 08:00 on 04,08.124 AT THE SFC BASE ON NEWHOPE, CENTAURIL.
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GRIEE AISTORY OF CENTURRT SOCTETY , |, —

The people of Centauri are the direct descendants of the original Jupiter colonists

from the Terran system. Their founders were considered rebellious dissidente by the
oppressive Earth Hegemony. and there was sporadic fighting between the colonists and
the government forces for many decades. By the Terran year 2129 (BCY 47 by the Centauri
calendar). their ancestors had reached « stalemate with the Earth government; they
lacked the strength and numbers fo establish autonomy, and the Hegemony could not
fund a military strike capable of dislodging them from Jupiter's moons. In 2130, the two
sides reached an agreement that the Jupiter colonisis would underiake the journey—
with full Hegemony funding—to colonize the habitable planets of the Centauri star sys-
tem. In 2132, the colonization fleet departed the Sol System. In 2136, the first human being
stepped onto the grass of NewHope.

In the 150 ysars since the colonists’ arrival, Centauri society and culture have flour-
ished. They have built, expanded, farmed. mined, and prospered in a way that the orig-
inal settlers could never have foreseen. Today. there is even a slow but growing trade
with their old enemies, the Earth Hegemony.

|_wmission
tip

If youfre interestad

in reaging mare
history about {entauri. consult the
termingl in your persanal quarters,
under the "Library™ section.
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The most aluublhg}p “ﬁoﬁ’”ﬁf Ce fu.gﬁﬁl’:gfghej
Lok 2 é
technical exp j ﬁo%éfj& o] fﬁ
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on lupliqs. gyy ere lml. more than an efficient way for a soldler to cetrry weupons too
heavy to- jeld unaided. Today. Centauri PBA suits are battlefiald juggernauts,
The armored exoskelatons not only can carry a vast offensive arsenal, but also provide
cutstanding protection ageainst ballistic and energy weapons, in addition to housing «
complex slectronic network of sensor arrays. targeting computers end communications
equipment. They are man-sized, man-shaped temks, which allow the occupant a great
flexibility of movement and tactics on the battlefleld,

Strike Force Centauri will be equipped with the recently developed XR-5 models of
Powered Battle Armor, suits even more powerful and versatile than those used by the Clan
strike forces. We expect you to use them well.




L EIHoL MISOl0NE

Soldier, welcome to the SFC.

When you start the game, your first iwo missions are instruction missions, designed to
help you familiarize yourself with the helmet interface and the operation of your Powered
Battle Armor (PBA).

When playing the instruction missions. you hear your instructor explaining how to
proceed through the missions. On the screen you see text pointing out the actuctl keyboard
and mouse interfaces for completing the miasion goals.

MISSION
tip

If you need to review your current geals

during instruction. you can hit the“=
fhackspaced key and hear the
cemmand you've boan gi'ven-







TE CF BROE N R

| Your Personal Quarters |
Moving around your quarters—and around the rest of the base—is as easy as clicking

the spot you want to access. If you are unsure which locations on the screen call up inter-
esting features, ry panning your mouse cursor over various objects. When the cursor
passes over a relevant object, text appears at the bottom of the screen explaining whet

that feature does.

Save/LoaD

ENTER BASE

VIEW MEDALS =

VIEW TERMINAL




In the upper left of the screen is a bookshel filled with date-books. Click the bookshelf to
save or load a game.

The view of the personal quariers disappears and the bookshelf fills the screen.
Written on the spines of the books are the names of any previous games you heve saved.
plus the mission number. (You can see your current mission number at the bottom of the
screen. & book with a blank spine indicates an empty game slot.)

Saving a Game
You can save your place in the game to a game slot, and later, continue playing where you
left off.

To save your curtent game, follow these steps:

M Select a book by clicking its spine.

B I you want te change or add « description, type something next to “Description.”
® Click Save. The game is saved and you return to the save/load bookshsli.

If you don’t want to save a game aiter all, click Cancel. You return to the beokshelf,

Loading a Game
To load a game stored in a game slot:
B Select a book by clicking its spine,
B Click Load. The game loads and you return to the save/load booksheli..

If you don’t want to load a game after all, elick Cancel. You return to the bockshelf.

SSIO0ON
tip

You can Tpeek” at which spots are

;mportamt in your guarters or the base
Ty holding down the ETadld key.




MISSTON

tip
Hit ECAItILX] at any time
Terra Nova.

Quitting Terra Nova ,
If you want to quit playing Terra Nova, click the book labeled Exit Terra Nova.

Exiting the Bookshelf

When you are done with the bookshelf, click Dene, and you return to your quarters.

The Personal Terminal |

MISSION

tip

If there is a flashing button on you

terainal: you have news or e-mail. Ig*

a good idea to check your e-pail cften.

Inside your quarters. sitting on your desk, ie a data terminal you can use to access mail,
news, and other information. Click the terminal to use it. The view of your room clears and
the terminal’s screen appears.

When the terminal loads up, you see six buttons, each representing « feature. Clicking
a button at any time calls up that feature,

The terminal’s six buttons are:

E-mail

You can read electronic mdil sent to you from your squadmates and ather people. When
you click the button next to e-mail, you see a list of mail messages. Unread entries in the
list are highlighted. Click the entry you want to read, and the mail message is displayed.

If the message is long. scroll buttons appear to let you'scan up and down the message. To
return to the mail list. click the Return to List button.

Entries in the terminal change over time. For instance, after each mission you may find
that you have received new e-mail or news entries.



News

This feature letz you read the latest news, as provided by the classified SFC news feed.
Some of this information is compiled from civilicn news, while sensitive military informe-
tion comes directly from internal SFC sources.

The news reader works the same wery as the e-mail reader.

Library

The on-line library contains various data files, such as write-ups on planets in the
Centauri system and short entries on the Centauri clans, o Centauri clans timeline, a glos-
sary of SFC terms, and more.

The library reader works in the same manner as the e-mai! reader.

Review

The systems review lets you read data on the various weapons, systems, your squadmeates,
and common foes of the SFC. This feature is identical to the systems review available
during miseion outfitting.

Entries in the terminal change over time. The review section provides newer, more accu-

rate informetion on your opponents as the SFC learns of it. so check it often.

Reports )
The reports section supplies you with the debriefings cmd t\:l_ctla of your previous missions.
Exit

Click Exit to close the terminal and return to your quarters.




Medals \

On the left side of your persenal quarters, below the savefloud bookshel, is a case
holding the medals you have received. Click the medal case to view your medals.

The screen clears, and the medal case appears. Position your cursor over any of the
medals. The name of the medal and how many of that type you have appears at the bot-
tom of the screen. When done, click the bottom part of the screen to return to your quarters,

Moving Around the Base
In your personal quarters is a door that leads out of your room to the rest of the SFC
base, Click the door to proceed out into the hallway.
Just as in your quarters. when moving aboul the base, you can “peek” at which spotg = -
are interesting by holding down the [Tab] key. Take time to familiarize yourself ith the

base; it will be your home for the duration of your SFC duty.

“ Moving around the base sometimes leads you to a video scene which shows you.
Cﬁ b Wreck was once this old in-system Nikole, interacting with the other personnel. Often these scenes occur when you leave
toghton transport that crashed and plowed into your quarters. For instance, you might leave your room to head into the lobby. and see a
the ground. They just holfowed it out and made a video scene of Nikola and others at the bar. When the scene ends. you retumn to the base,

pub out of it.”  1RIINERININRIERIIEEEEIHERE
A L T L G ML CHARTE

and gameplay resumes as normal. If you want to skip past a scene, ¥ou can press the .
[spacebar]. but you should watch each scene at least once,




| The SFC Base Lobby ]

The SFC base is where you conduct military business. The SFC base consists of the lobby
and briefing room. From the SFC base lobby. you have three main options:

START MISSION BRIEFING

Go To QUARTERS
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The Mission Briefing Room —

Clicking the round doorway in the center of the screen takes you 1o your next mission
briefing. Click this door after you're done exploring the base. consulting the library, and
reading your e-mail.

More information on the briefing room can be found in Chapter 4, “Getting Ready.”

The Killboard

Click the killboard to view the SFC killboard. The killboard shows the performance
records of your squadmates, including kills, assists and drope. At the start of the game
your squad hasn’t been on any missions, so the killcount is blank.

There is a row for each squadmate, listing various data: name, callsign, kills, assists,
accuracy. drops, and epecialty, The rows are ranked by number of kills: the soldier with
the most kills is at the iop of the list.

Click Exit to return to the SFC base lobby.

Returning to Quarters
To return to your quarters, click the tram door on the left side of the screen.

e

T






e iEEING

During mission briefings. you learn what you need to accomplish on the particular
mission coming up. Are you solo or de you have a squad? What is the mission objective?
What are the enemy forces? You Isarn what events took place prior to the mission, which
targets you need to hit and what you need to protect.

To get to the briefing room, exit your quariers to the SFC base lobby, and preceed
through the round door in the middle. Mission briefings begin as scon as you enter the
briefing room from the SFC lobby,




You gee the screen of an SFC terminal, and hear the voice of your commander as the mis-
sion objectives are explained. The terminal shows relevant visual information: pictures,
recon ily-bys, maps, and so forth,

Listening to the commander is very impertant. The commander explaing your mission
objective plus any other information you need to know. Be sure to pay attention. If you miss
something. you'll be able to replay the briefing while you are outfitting your squad.

When the briefing is over, you begin cutfitting yourself and your squad. You choose the

squadmates you want to accompany you on the mission, and what type of PBAs and
weapons each pergon will have.

[ Selecting Squadmates |

If the mission requires squadmates, then you can choose who is going to accompeany

you on the mission. The number of squadmates needed for the mission determines how
many columns are in the grid.

If the mission is solo. then you do not have any squadmates. Skip to the section “Selscting
Armor, Weapons, and ASF.” below.

I the mission is not sole, you will have a default squed selection. Names in red boxes are
mandatory. but you can change any of the rest.

you ¢idn't ‘mean to enter the
iefing roomy click o the [Retirn to

: 'f.' go noddin® off during your briefings!
less you got some sorta psychic ability, it's the

only way to find out your mission objectives.” |1l
[ANHA VAN BV S TRIKE FORCEFETDVAAR |

r " commander may have additional .

orm'at_i'on-_fgr you guring outfit_ting;_'
be sure to read the missien aotes.




If  you need informabtion about a

particular soldiers clitk the Review
Parsomnel button.

To change a squadmate, click any name in the first row, The drop-down list containa the

names of soldiers in the SFC. If you want to change the deluault squadmate selection,
choose a name from the drop-down list. |

;

The names in the drop-down list are color-coded, indicating their availability:

The drop-down list also indicates each soldier's specialty with a two-letter code. Pay

attention to the specialties of your squadmates. If the mission requires a demolitions,

repair or electronics expert, then be sure to select one for your squad. The specialties are

listed below:

good at spotting enemies and moving undetected

excellent aim

expert at placing and detonating explosive charges

trained to fix damaged PBAs in the field

good at rewiring and fixing electronic items on mis-

¥
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[ Selecting Armor, Weapons, and ASF |

" weapons, make a new selection.

tip .
B vou need information on the various
porsy suits. and ASFs availables

For each soldier in your squad. including yourself (Nikola ap Io). you can choose the
type of PBA, which weapons to carry, and which Auxiliary Suit Function {ASF) to use.

To change the type of PBA for a certain squadmate, click the current selection in the
Suit Type row for that equadmats. & drop-down list appears. Select a type from the list.

t_'s._.pet_& and ASF Specss respective-
These buttens show you data on th'e

To change the weapon in the left arm slot for a certain squadmate, click the current
seloction in the Left Arm Slot row for that squadmate. From the drop-down list of

ious equipment: just as if you were

sulting the appropriate section in

FKeview function of your personal

Follow a similar procedure for the right arm slot and ASF. #inal in your quarters.

Qutfit Complete |

When you are done outfitting, click the Outfit Complete button, and you will head
out on your mission, Goed luck, Nikolel




During a mission. you view the world as if you were actually looking out of the helmet of
your Powered Battle Armor, or PBA, The main view, the part shaped like goggles, is called
your Heads-Up Display. or HUD. Ordinarily the HUD is used to show you a view of the out-
side world. Below the HUD are three smaller, square-shaped screens. These screens supply
you with various kinds of information and are called Multi-Function Displays. or MFDs.

LEFT MFD CENTER MFD RIGHT MFD

Around the HUD and MFDs are a variety of other bars and buttons. These are covered
in the section “Using and Reading Your Helmet.” but first let's tackle the most basic of
functions—moving around.



HOVING YOUH PBE

You move your PBA around in the world using the keyboard. Keep one hand on the key-
board to contrel motion while the other hand manipulates the mouse to aim and shoot.

You can use either the letter keys or arrow keys.

(

Turn
Left

Sidestep

\ Left

Begular Beys

forward
Fast

Forward

Mave
Backwards

Turn
Raght

Sidestep
Right

Porward
Fast
Turn Turn
Left Fught
Move
Backwards

\

/

Note that these keys can be combined for more complex motion. For instance, pressing
both [w] and [a] causes you to move forwerd and turn left simultaneously.

Pressing [Shift] plus any motion key will couse you to take a short bound in that direction.
For example. if you have [w] down and press [Shift], you'll take a short bound forwerd.

MISSTON
I tip

can erguch down by hitting the £'1
ck guote) kay. You will be a smaller
get and therefore harder to hit. You

Ftomatically stand back up the next
SEme you move.



4
! be Iobbing grenades without using targat
. M&f;u can really get some extra range by
angling your head up first. Otherwiss, you can only

&im at a pretty low arc.” i uEEIEIEINAIR
] e WAL L oL e ettt | U |

J};nemy is shoating at you from the side,
in-get a shot off at them quicker by also
t:u}*ning your head as you turn your PBA to face
them. Ik gets that &¥#@% *! in your visuals sooner.”
PRSI NGAS ER N VAN 0 R

[ Turning Your Head |

You can control the angle of your head by using the keyboard. The [¥] key swings your
head upwards, while the [v] key swings your head down, At any time, the [£] key returns
your view to normal level.

You can also turn your head forty-five degrees to the left or right using the (gl or [e]
keys. respectively. Once you release the key, your view swings automatically back to

forward. The keys on the numeric keypad also /conlrol viewing. as shown below.
v

4 N
Look Look Look Look
Left Reght Up Up
Center Look Center Loek
bhew Left Uiew Right
Loak Look
\ Doum Down /

—



Weapons

The stemdard PBA can carry feur weapons.

Some weapons use ammunition; these are called projectile weapons since they fire ganges to yellow if you sre reloading

projectiles. These weapons have only a limited supply of shots. You can see how much recharging, and changes te red uhen

ammunition temains in the weapon by looking at the image of the weapon in the right are out of ammunition or if the

MEFD. At the bottom of the image is the text “Ammo Count” and the number of shots @@apon 15 incperable.

remaining.

Other weuponé use energy when they fire. and these are called energy weapons. Each
operation of the weapon uses energy from your suit. When you fire, the green energy bar
in your helmet drops as power is drawn from your reserves. Generally, the stronger the
weapon, the more energy is used per shot. If the necessary amount of energy to fire the
weapon is not present in the energy bar. the weapon will not work until the energy reserve
recharges o a sufficient level.




[ Changing the Active Weapon |

: T termi hich i rentl tive. check the icon in th f HUD.
h out for the effects of gravity on the o determine which weapon is cur y active, check the ico! e nose of your HUJ

i o You can also look at the right MFD if the Weapons status is showing. The name of the cur-
iRrMum range of your projectile weapons.

Thatcher's gravity’s only about .9 Gs, and that'lf let
your grenades go that fittle bit further. it can maka There are three ways to change what weapon is currently selected:
alf the difference in a crunch.” IIIEBITEINIEIRINNE
ﬁ!n‘l[l]EI(l"[ﬂ!ﬂ-'ﬂ\‘lHlIﬂ‘i:‘lﬂﬂl‘]:{ﬂﬂ'ﬂﬂ?ﬂ_‘{m

rently selected weapon is displayed.

B [f the Weapons status ig active in'your right MFD, click the picture of the weapon to

cycle through the weapons you are carrying. The left mouse button cycles in one
direction and the right mouse button cycles in the other.

B Click the smaller picture of the weapon located in the nose of your helmet, This. too,
cycles through your weapons.

B Use the keyboard to change weapon slots in your PBA. The [1]. [2]. [3]. and [4]
keys select the various slots,

Firing

Firing a weapon ig accomplished using the left mouse button. The following ligure

summarizeg the stages of aiming and firing.

maml I [N SENSCR RANGE N ATMING o 8T ARGET LOCKED AND CURSOR
NEAR. FIRE!




Sensing a Target _ MISSION

During « mission, your PBA’s targeting computer displays any enemy targets within ti p
sensor range with a rectangle around it. While your cursor is over the target the targeting The closer you are to a target. the more
computer also indicates the objects name and its range from your PBA. effective beam weapons will pe.

Aiming and Firing
To aim at a target, point your mouse cursor at ¢ target in sensor range. The target’s name

and range appear next to it.

To fire, click the left mouse button. The currently selected weapon fires in the direction of
the target.

[ Target Lock |

Your PBA is equipped with a target lock featurs. When you have a target locked, it is

MISSION
tip

If you are shooting & prajectile weapon

easier to hit a target.

without target lock. you may nesd to

You can achieve « lock on a target when your gensors have detected it (and thus it has

a targeting box around it). or it is in visual ramge. aim higher than the actual target,

as gravity will pull your shot down.

Locking a Target

To lock a target, first aim at a target in sensor range. When the name and range
appeat, click the right mouse button. Now the targeting box thickens. The word “LOCKED”
appears under the name of the target. The target lock indicator on the left side of your
helmet lights up, turning from duark blue to bright green. (If target lock is lost, the light
turns off.)




On the keyboard, use the [t] and [y] keys to cycle through the targets within sensor
range, locking on one each time you press [t] or I¥]. Use the [1] key 1o cycle through targets
starting on the right and moving leftwards, ond L¥I to cycle through targets rightwards.
If nio target is currently locked, pressing [t] or [y]locks on the nearest target. The [[] and
[1] keys serve the sate purpose.

When your cursor is near a locked target, the sides of a thickened rec‘:tangle appear
around the target and qll shots are aimed directly at the target regardless of the actual

TARGET LOCK
INBICATOR ~

placement of the targeting cursor.

L _Accessing the Targeting Camera

While a target is locked, you can click the target lock indicator on the left side of your hel-
met, accessing the targeting camera. The left MFD displays a camera view of the target

that is currently locked. To turn off the target camera. click the target lock indicator again.

ﬂ \_Determining the Condition of the Target

Once o target is locked and your cursor is near, the colors of the thickened rectangle

LEFT—— RIGHT sides indicate the enemy’s condition. The four sides of the rectangle each represent a zone
of armor. The ¢olor of each line indicates the condition of the armor zone: green for good,
yellow for moderately damaged, and red for heavily damaged. A fifth line, underneath,

BACK TARGET INTEGRITY shows the targel's integrity.

Turning Off Target Lock

You can turn off target lock in either of two weays:

ARHOR CORDITION

Mpde:f&ée' vay : B Click the right mouse button over no target whatsoever. The target lock indicator

S damage

Damage turns off and shots are once again dimed at the mouse cursor's current locadion.

B If your target moves out of yc‘ur 8enscr range, you automatically loge target lock.



[ Checking your Armor Status |

The armor indicator displays the condition of your armor while you are on o mission.

The armor indicator consists of four sections, one for ecrch of the four armor zones on your
PBA. At the start of a mission, each section is green. indicating full armor capacity. As the
various zones of your PBA take damage, bars change from green to vellow to red, and final-
ly to black, indicating that ne armor is left in that zone.

When your armor self-repairs over time, the indicator will change celors from black to
red to yellow to green, appropriately.

In the center of the armor indicator is ¢ dot that represents your health. It also changes
from green 1o yellow to red and finally to black. This indicator is a handy way of deter-
mining your own health while on a mission. It mimics the health bar, which is the red bar
at the top of the HUD.

Using Your Helmet |
In addition to the HUD (the goggle-shaped display). your helmet has several Multi-

Function Displays (MFDs) and gauges. This section Qescribes how to use each MFD and
what the gauges indicate, '

LEFT MFD
FOR COMMUNICATING
WITH SQGUADMATES

RIGHT MFD
SHOWS STATUS
OF WEAPONS,
ASF, AND DRONE

CENTER MFD
HGUSES MAPS




-

CALL
SQUADMATES

MAP

360° viEW

-

COMMUN]CATIDNSI cPTID—L The Left MFD |

You use the left MFD to communiceate with your squadmates. You can open communi-
cations by clicking the face of a squadmate, or clicking ihe Entire Squad button.
You can also:

B ]earn about the squadmate’s PBA status with the Stat button
B see through the squadmate’s helmet view with the View button

B see a map centered around the squadmate with the Mesp button
You can also use the [(] or [9] key to cycle between these functions.

To learn how to communicete with your squad see Chapter 6,”Communicating.”

The Center MFD |

RECENTER FULL MAP ZOOM
MAP SCREEN
MAP

J

The center MFD displays the map for the mission. The map is an ov;;imeud view,
showing you as a white cross (+), with « line indicating the direction you are facing. Your
squadmates appear as crosses in the colors that correspond to their assigned colors in the
left MFD. Enemies appear as red marks, locked targets as green marks, aircraft as brown
marks, and buildings as beige marks.

Nav Marker -

You can add a navigation marker (or “nav marker”} 1o the map, and see it displayed on
the terrain and compasas bar. To place a nav marker. left-click a spot on the map. A
small purple cross appears where you clicked, and a thick purple hash appears on the
compass bar. Your PBA’s computers draw a spinning purple pyramid shape in the
corresponding location on the terrain. This pyramid is not real: it is superimposed on your
vigual display by your helmet's CQmpulers. You can use this nav marker to easily find your



3
waty to an arbitrary apot on the map. To move the nav marker to a different location.,
left-click a new spot on the map.
Re-center Map

When you begin each mission, the mep is automatically centered on yourself, and re-
centers as you move. You can view other spots on the map by moving the cursor over the
map,. holding down the right mouse button. and dragging. Doing so ends the te-centering.
but you can re-activate the re-centering by clicking the Re-center Map button.

You can also use the [n] key to re-center the map.

360° View Mode

Cﬁa:ing the 360° View Mode hutton allows you to see in all directions using all
three MFDs. Your left MFD shows the view to your left, the right MFD the view to your right.
and the center MFD the view behind you.

Clicking this button again returns to normal view,
On the keyboard, the [b] key duplicates the effect of the 360° View Mode button.

Full-screen Map

Clicking the Full-sereen Map button causes the map to fill your HUD, while your
view of the outside world switches to the middle MFD. While th p is in the HUD, the
Zoor oniire




MISSTION
tip -

Your map is kased upon SF( recsmnais- —

sance data and iz by no means perfect!

giﬁ,ﬁng the Mission Info up on your map is
" and all, but if I'm in combat near seme of the
info | find it gets in the way and | cant see who's
around me. And besides, do | really need to know
where the pickup point is during combat? | turn the
thing off, and turn it back en when Fm ready to be
picked up.” ERERITDEEIE)NRIEIIR I -
f‘i('l‘l’:!’.l".‘ilﬂﬁi-fl‘l:llilgill:liﬂ.‘.l!l-g

[F12]

_Map Options

When the map is full screen in the HUD, an options box is displayed over part of the
map. To activate a map option, click it, or press the corresponding key. When an option is
active. a small x appears next to its name.

Squad Info
[F9]

Glichag Sqund Info fFro} displuys the names of your m;ucsd-
mq!es next to theu iocat:ons ot the mhap, =

Sensor Range
TF10]

Weap Range
[F11]

Miss Info

Chckmg Senscir Range [F18] diaws cn-cles around you cmd _‘
your squudmates showing your sensor ranges, There are two: -
circles: the duler: darker ¢ircle represents an energy sensar, which
only senses when the enemy s active. The inner; brighter eircle is
‘your proximily senson and anything within that czrcIe is mztcmati-
mi}y de!ected

Cliokmg Weup Bange P11} draws circles around you gnd yotix 3
squadmates showing the maximum rcmg!: of each PBA g cumnﬂy
selected Waapon. : :

Chcking Miss Info [F12] shows various mlssm ob]ectwes cmd
notes: Tins option is on by delault. . ;

Map Zoom (x 2)

Left-clicking the Map Zoom button zooms the map in; right-clicking it zooms the map out.

On the keyboard. the [<] and [>] (or [,] and [.]) keys duplicate the effect of the Map

Zoom button.

¢



[The Right MFD |

You use the right MFD to change weapons, check your status, use an ASF, and launch

_drones (spy probes). The right MFD has four butions: Weapons, Status. ASF, and
Drone. You can alsc use the [)] (or [0]) key to cycle hetween these functions. By defqult,
the right MFD displays the weapon you are currently using,

Weapons

Click the Weapons button to see a picture of the weapon you are currently using. If
relevant, the following information is displayed: M weapon integrity (shown as a
percentage) M if the weapon is recharging # ammo remaining

Changing Your Weapon
To change weapons, click the right MFD, The left mouse button ¢ycles one way through
the weapon slots on your PBA, and the right mousse button cyclee the other way.

You can also use the [1]1. [2], [3]. and [4] keys to select one of the weapon slots on your PBA,

Status

Click the Status button to find out the condition of your PBA. The systems that have
been damaged are listed. followed by their current level of performance. Left-click on the
right MFD to scroll through the pages of systems status, and then scroll to a screen ghow-
ing the precise levels of your armor. Click agaln to return to the PBA systems status.

ASF (Auxiliary Suit Function)
Click the ASF Lutton to get information about the ASF (Ruxiliary Suit Function) you have
on your PBA. If applicable. a bution is displayed to engage the functiondlity of the ASF.

On the keyboard, the [5] key uses your ASF.

ervon

\\\k ASF

STATUS

~

WEAPON
SELECTION




't think your drones are invuinerable!
gligs will shoot ‘em down to keep you from doing

recon,” LR T LT T T TR

i it B2l RLKETORCE  TUI

Drone
Each squad leader's PBA comes with a limited supply of drones—mobile airborne

reconndissance units, When the Drone screen is first called up to the right MFD. you will
see a Launch button. Clicking on this button sends your drone out. You will then see the
drone’s map in the right MFD. Left-click on a location, and the drone will fly to that spot.
and will then circle around it. Anything the drone senses will show up in your map. and you
can click on the small View button to switch to the drone view. where your right MFD will
show you what the drone sees. From the Drone View screen, you will see several buttons:

W Clicking on Map will return to the drone map.

B Clicking on Recall  will cause the drone to proceed from itz current location
directly back to your PBA and redock with your suit.

W Clicking on View will move your drone’s view to the HUD and your suit's view
to the right MFDLA button labeled Swap With HUD will
then appear in the right MFD, and clicking on this button
returng view to normal. -

You can manually direct the drone’s motion by holding down the [€irl] key and
pressing any motion key. Thie will will move the drone in that direction. The same ig true
of [Ctrl] plus the viewing angle keys. Note that menually moving the drone will override
and cancel any movement command it had been given, There ars also additional controls
for the drone :

iCirl][Page Up] will move your drone straight upwards.
[Cirl][Page Down] will move your drone straight downwards.
[Cirll[Home] will bring your drone home as per Recull.

1



[ The Rest of the Helmet |

FULL-SCREEN
GOGGLES

INFRARED

HELMET Zoom

——

CLock

TARGET LOCK
INDICATOR

CALL FOR
DROPSHIP

N

CoMPASS BAR

HEALTH

BAR

ﬂn addition to the three MFDs, there are several indicators displayed on the PBA helmet.

ENERGY BAR

IS
Lo
\‘4‘

i g ’ e
Jump JET FueL IMSICALGS
T

Jump JET

ARMOR INDICATOR

TEMPERATURE GAUGE

Health Bar

The red bar at the top of the HUD is your health bar. This bar indicates the health of you,
yourself! If @ part of your suit takes so much damage that it leaves you unprotected, you
take damage, and the bar begins to shrink. When the bar runs out entirely, you are dead,




1
P ad's good for more then fust nighttime,
wafnfalf can really cloud your vision with ail
that mist and haze. Switching over to night vision'll

often give you a better vantage point.” |IIEININE
[:!l'iﬂ[d;‘l‘li(ﬂi‘:\?ﬂ!I!Iliﬂﬂiﬂ:[']ﬂ'!l!lﬂw

b indicates the amount
: - v  Wenpons jcmd Iump jets dectin enargy ftom ye
PBA‘s atore. cmd whan o weapon does not have enough energy. it doesn’t fire. Energy is
replenished ovet time by your power plant.

Compass Bar
At the top center of your helmet is your compass bar. This horizontal strip indicates

what direction you are facing. For example, if the letter N is in the center of the bar, you
are facing north,

Objects in your sensor range appear in your compass bar as vertical lines. The closer
an object is. the taller the vertical bar. The vertical bar is color-coded depending on the
type of object. following the same color schemse as objects on the map,

Infrared

The infrared indicator is located in the upper left ssction of your helmet. Infrared mode
acts as a “night vision” mode. in which your visual display uses infrared (heat} radiation
rather than light. Targets that are active, such as snemies, appear brighily. while inactive

objects look dark. Infrared is very helpiul for spotting foes during a migsion where light
is scarce.

Click the infrared button to turn infrared mode on, Click it again to return to normal view.
Use the [i] key to turn infrared mode on and off.

o




Helmet Zoom

In the upper left of the helmet, next to the infrared button. are the halmet zoom buttons.
They look like a plus sign {+) and « minus sign {=).

Click the plus button to zeom your visual display in. Click the minus button to zoom it
back out. The amall red oumber found next to the buttons shows the current zoom level. The
yellow brackets on the compuss bar indicate how much of the terrain is visible in front of
you in the HUD.

On the keyboard, use the [+] and [-] keys (the [Shift] key is not necessary) to zoom the
visual display in and out, Either the regular keyboard or the numpad keys c¢an be used.

Jump Jets

Jump Jete are propulsion units that thrust your PBA upward. They can only fire for a
limited amount of time because they use energy, and have a limited supply of fuel. You cem
ses how muck fuel you have remaining in yc;ur jump jet tank by checking the red fuel bear locat-
ed above the jump jet button,

To activate the jump jets, click the jump jet button in the upper right of t% he!
Clicking briefing wlll make your PBA take « short jump. and you will use no §
hold the button down, the jate will kick in fully. and you will rocket upwards,

On the keyboard, use the [spucebar] to activate the jump jets.

Jump jets only push you upwards. If you want to jump forward, begin runni
forward and then click the jump jets button. You fly forward at the same speed
You were moving when you lifted off. Once in mid-air, you can turn around all
you want, but you will continue to move in the same direction.

1 @A ad way to snipe at an oblivious fos is to
J : 1 your view and pick away at them with a
pamc!e heam. It's got & long range—longer than
many pirates’ sensors. It takes some practice but
vou can get really skilled this way. Though don't
forget to zoom back out when you're done!” RN
(ST EPHEN HSRATSONAG TR ECE SEOREE LANVMEDE |

ing better for scaling a cliff or canyon
Solid blast from the jump jets. Also pretty
handy for getting your way out of a tough fight. Gat
a running start, hit the jets, and sail to safaty.” 1l
(TR S BROROROSUTEOR D TRERE P ORCE- SPARTY |
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Target Lock Indicator

In the lower left of the helmet is the target lock indicator. This indicator is blue when
you huve no target locked, but turns bright green when you have ¢ target locked, For more
information on obtaining target lock, ses “Locking a Target.” earlier in this chapter,

When « target is locked, click the target lock indicator 1o access the "target lock cam-
era.” An image of the locked target is displayed in the left MFD. Click the target lock indi-
cator ageain to return the left MFD to normal view.

Call for Dropship

In the lower left of your helmet is a small red button with the symbol of a dropship on it.
When your mission is done and you and your squad are at the pickup point, click this but-
ton to open ¢ channel to the dropship pilot, The pilot will then fly to the pickup point. When
the dropship arrives at the pickup, click on the button again to open the hatch so the drop-
ship can ferry you back to bdse. You can also press the [Enter] key to call the dropship.

Note that if you've completed all of your mission objectives, the dropship will fly to the
pickup point automatically.

Temperature Gauge

On the right side of your helmet is the temperature gauge. This shows the temperature
outside your PBA,

Mission Timer
On the left side of your helmet is a fimer. The timer is reset at the beginning of a mission
and indicates how long you've been on the current mission.

)
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Full-screen Goggles Mode

4 N

[61-T0 TOGGLE TO FULL SCREEN GOG-

Full-screen Goggles mode can be accessed by clicking on the small dot in the very
upper left corner of your helmet. On the keyboard. use the [g] key to toggle Full-screen
Goggles.

Though Full-screen Goggles mode increases your view of the oulside world, you may
not be able to see many of your suit's systems. Only the systems at the top of your helmet
and the weapon indicator on your “nose” are visible. To see the information thet is
normally displayed in the three MFDs, press the [Tab] key. The three MEDs are
displayed, each with small tabs on the sides. Use these tabs to scroll through the various
options in each MFD.

Pressing the [g] key ot clicking on the dot once again returns the view to normal.

Review Mission Objectives

If you need to refresh your memory on your mission objectives or find out your progress
towards completing them. press the [F8] key. Your mission objectives and your current
status in achieving them are displayed on your HUD for a few seconds or until you press
[F'8] ugain. Mission chjectives are also redisplayed when their status changes.

[Taking Damage ]

Once your armor is wecakened, hits to the less-protected areas may penstrate your PBA

and dameage internal PBA systems. As your systems take damage, they begin to malfunc-
tion. For instance, if your video system takes damage, your cameras begin to flicker,
Damage to the drone systemn may result in poor control of the drone or possibly the loss of

_MISSION

tip

4 can short & mission by hitting
trikEscl,




v ys bring a Repair specialist along.
mgg beats having the snot pounded out of your
PBA, then fixing it alf up and going out stomping
again.” SRR
EREIE: RN SN A ORI

F | your Targdisc system, and your
WRIFip gets all stupid. Youw'll target lock on
samethmg, and the suit won't have a clue whether
it’s friend or fos.” L L LI L (] ] T

b L8, QUL NONES o] Kilﬂﬂlilﬂﬂib‘l'!g:-

the drone altogether. Damage 1o the Jump Jet system may cause the jeis to work less effi-
ciently, and damage to Targdisc {Target Discrimination} weakens the periormance of your
targeting computer. The systems 1ha_t can suffer mallunction are as follows:

Sensors

AN W Torgdisc N Jumpjets .m"l Infrared

"I Targeting EEEEN W Video | Drone W 1 Power plant

lote: Unlike your other systems, your power plant has extremely c:dmplexm;h-iﬂeidix-lm
thus connot be repaired in the field.

[Evacuation Mode |

Each PBA is equipped with a special evacuation mode, When the suit detecta that the
health of the goldier is critical, it enters this mode. The suit shuts down all funcucns. goes
into full defense, and fires off an emergency fuel supply in the j jump jets. The PBA {and its
unconscious soldier) are catapulted into the atmosphere, where they may be retrieved by
SFC aircrait. ~

Evacuation mode has its price, however. First of all, the last-ditch efforts of the suit to
save the soldier utterly burn out the PBA, destroying the overtaxed jump jet and motion
systems and overloading the power plent, Secondly, evacuation mode is by no means «
guarantee of safety: heavily damaged PBAs mcty be unable 1o enter evacuation mode,
suits may enler evacuation mode only to fail in mid-flight. or soldiers may be foo heavily
wounded when entering evacuation mode and thus will die of existing wounds anyway.

Even o successful evac is an event io be taken seriously. Your commander will not be
happy with the destruction of an expensive PBA, and squadmates repeatedly entering evac
mode is not the sign of a good squad leader. {Note that only your squadmates will evac.)

1
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Communicating with your squadmates during a mission utilizes the leit MFD {the

square-shaped screen in the Io\yer leit of your helmet.) Around the MFD are four buttons,
labeled Comm, Stat, View. and Map.

I__ ... Click a face Io open commumcuhons. i

C oM B g LS
lzdicutes when cu_mmumcutmns wre npexx B ERPENg
RS

5 TAT Iets the stutus of a squddmate

hﬂ lees « squuqute 5 vzew.

tﬂ%emera the map aroundcxsquqémate.

At the start of a mission, the left MFD shows up to three faces—images of your squad-
mates—and e button labeled Entire Squad. Next to each face is the person’s name and
gpecialty. There are two bars to the right of each name. The top bar indicates the status of
the squadmate’s armor. Green indicates operating at 100% capacity: yellow, 75%: red, 35%:
and black, 0%. The bottom, thinner bar shows the squadmate’s health,

You can return to the view of your whole squad's faces by clicking on the left MFD
button you clicked on to begin with {for instance, if you clicked on Stat. clicking on Stat
again returns to the view of your whole squad).

A




* [ Opening Communications |
To hail someone, click the picture of their face. Their image covers the text in the left
MFD, and the Comun button above the MFD lights up, indicating that communications are
open. The various commands you can give appear in the center MFD.

To send a command to the enlire squad, click the Entire Squad button. Any
commeand you give is sent to the entire squad.

On the keyboard. use the [F'1] key to open communications with your first squadmate,
. [F2] to talk to the second squadmate, [F3] to the third. or [F'4] to the entire aquad.

[Getting a Squadmate’'s Status |

Clicking the Stat bution shows you the status of your squadmate’s PBA. In the left MFD
is an armor indicator similar to your own in the HUD.

To the right of the armor indicator are two bars, labeled Energy and Health. These
bars indicate the levels of your squadmate’s energy and health. Click the name bhar at
the bottom of the left MFD to cycle through your other squadmates’ status displaye.

Click the Weapons button to see which weapon your squadmats is carrying and any
additional informertion, such as how much ammo is remaining. Click the Damage button
to see if your squadmate’s PBA systems have been damaged, and if so. how much. Click
the left MFD again to return you to the main Squadmete Status view.

MISSION .
tip

ce cormunications are cpen. yeu can

il another sgquadmate by c¢licking
other face. Hsing the keyboard+ how-
ers you nmust first close coammunica-
cns L[FL]l before hailing another

; U naed to see & squadmate’s status quick-
rietlock on them, since your targetting com- :
puter will show you their armor and integrity levels. AE
But watch out - don't accidentally hit the trigger!” i
AV LD BACRAE o TREKE S POali S>TALE

MISSION
you dida't hear the last thing a
uadmate said to yous hit the
ackspaced key to hear it again.




[Seeing a Squadmate’s View |

Clicking the View button shows you the view from your squadmerte’s HUD,

If yeu right-click on a sguadaate Rap

it sends a commsnd to that squadmate t

% to that location. [Seeing a Squadmate’s Map |

Clicking the Map button shows you a map centered around the squadmate. You can

use the right mouse button to drag the map around,

To the right are two buttons. One button shows « square with four lines emanating
from it and acts as a zeom (left-click to zoom in, right-click to zoom out). The other shows
a circle with « cross-hairs In it and re-centers the map around the squadmate.

[ Sending Orders |

Once communications are open. various commands appear in the center MFD. You can

give any of the possible orders by either:
B clicking on the command phrase in the center MFD
B pressing the function key listed to the left of the appropriate command.

For example, te tell your squadmates to mave, you can either click F1 Movement or
simply press [F'1].



Possible Orders
From the main command screen, the possible orders you con send to a squadmate are:
; - ynur- squad close to you if you're

Il Movement ] cﬁi‘?g & rough fight. Strength in numbers.” 1M

To specify how your squadmates move, click F1 Movement or preas [F'1], Using this T ARGIZES L SOUE S TR RS L RLE AR |
option, you can tell your squadmates whete to go., how to get there. to hold their position
or follow you.

Once you click F1 Movement, ths following opliona are available:

e going in against a spacific fixed targst,

Fl ' se]ectmg F1 Move Here... {or pressing [FI] ugcm), you i
Move Here. @sked to show the intended deatination on the map, which 4 your squad, snd use one half to distract the

ars in the center MFD. Click the left mouse button on the map guards. Then use the ather half to jump in and

icate the destination point. Use the right mouse button to make a strategic strike on the objactive.” IHIININ

the map around. | ERE LS ETER SRR LS T SR EE R
F2 selecting F2 Follow Me (or pressing [F'2]), the squadmate ‘
Follow Me ows you as much as possible. )

B.is the default movement command when you begin a mission,

F3

pr selecting F'3 Stop and Wait (or pressing [F3]). the squad-
e stops moving. ¥ the squadmates is not in combat, s/he will
t for the enemy. If combat is on, your squadmate will hold

Stop and Wait

F4

r selecting '4 Go to Nav Point (or pressing [F4). your - yf:u vant the. squadmate to remain at
Go to admate heads toward the Nav Marker you have designated on given locations use the Stay at
Nav Point = HEe map. For information on the Nav Marker, see the section "The

ation command instead of Stop and
il ter M¥D” in Chapter 5. . -




tip

Note that you can clese communications|i

any time by presing the [Escl key.

F5 After selecting F'S Go to Pickup (or pressing [P5]), your squa
Go to Pic kup mate heads toward the pickup point.

Fé . Aiter selecling F'6 Follow This Path... (or pressing [E'8]), yor
Follow This are asked to place waypoints for the path on the map, which
Path.. appears in the center MFD. If you make a mistcke, click the Unds

batton in the lower corner of the map. When you are done, click
Done and the squadmate proceeds from point to point.

F7

After selecting F'7 Follow Object {or pressing [F71). you q
Follow Object

asked to indicate the target on the map. which appears in the cam=]
ter MFD. Click the left mouse button to select the target. Use the
ight mouse button to drag the map arcund. Once you have indic
d the target, the squadmaie follows the target.

To specify your squad’s tactics in combat, click F2 Tactics or press [F2]. Using this
option, you can instruct them to attack, retreat, or guard o location.

Once you click F2 Tactics, the following options are available:

F1l Select F1 Rush Enemy or press [F1] to send your squedinate.:

Rush into o tull out' attack, She will head in o 'direct line at your foe,

Enemy rather than try to find oo optimum aftack position. end will not
‘pull back if damaged.

X



F2
Aggressive
Attack

F3
Cautious
Advance

F4

Take Cover

F5
Retreat

Fé
Assume
Formation

F7
Stay at
lLocation




tip
Lecking on &  target with ECirl
[Right-click] not only gives you targe

lock on the target: but gives your whe

To specify how your squadmates engage the enemy, click F3 Engagement or press
[F3]. Using this option. you can designate a particular target to attack, decide when your
¢quad should engage the enemy. or instruct your squadmates to hold their fire.

Once you click F3 Engagement, the following options are available:

F1
Attack
My Target

Select F'} Attack My Targel or press [F1] to have your sguadg
mate Gitack whatever target you currently have target-locked. Yof
must have « target locked before using this command.

F2
Attack
This..

Select F2 RAttack This... or press [F2] to have your squadmate
attack whatever target you designate on the map. First. you are
asked to select d turget on the map. Use the left mouse button to
indicate the targel. Use the right mouse button to drag the map =
around. The squadmate then uttacks the target.

F3
Fire
at Wil

Select 3 Fire at Will or press {F3] 1o have your squadmate
attack any enemy s'he encounters,
This is the default engagement commend when you begin ¢ miasiorf

F4
Return Fire
Only

Select F4 Heturn Fire Only or press [F4] to have your squad-
mate engage the énemy only if your squadmate is fired upon first]

F5
Hold Fire

Select IS Hold Fire or press [F5] to have your sguadmate
cease firing until given another combat order.

| e

1



[ FA_ASF

To specify how your squadmates use their ASF, click F4 ASF or press [F'4]). Using this
option. you can indicate to use the ASF immediately. to use it at will, or not to use i at all.

Once you click F4 ASF, the following options are available:

F1
Use .
ASF at Wil

F2
Don't Use
ASF

F3
Use
ASF Now

U Ca L) 0TSy HOLKEY T
You can send orders quickly by using the
communications hotkeys. These are key-
board shortcuts that send a given order
instantly to your whole squad, whether or
not communications are already cpen,

find Cover
_pauﬁoqs aDvance
'ééumé Fnrmatiuﬁ
B Hold fire
follow Me.

go to Mav point
Qo to Pickup point
Retreat
E.nr;atus'c':heck

attack my Target




Select F'5 Special or press [F5] to specify an order outside the notmal range of commands.

Depending on the specialty of the squadmate you are communicating with, when you click
FS Special. the following options may be available:

. i you are communicating with a Demolitions expert. command the specialist to place
or detonate demelitions charges. The options available gre:

Select ¥'1 Place Charges or press [F1] to command the

F1

Place specialist to place explesive charges near « target. You are asked

Charges to select a target on the map which appears in the center MFD.
After that. you are asked to select how many charges your squerd-
mate should use from a limited supply and «a fuse (blue. pink, or
orange). The color of the fuse merely places that charge in one
group or ancther. to be later detonated as a group. The squadmate =

{ proceeds to the target to place the charges.

F2 Select F2 Detonale Charges or press [F'2] to command the

Detonate specialist to detonate charges that were previously placed. You

Charges are asked to select o fuse color {(blue, pink, or orange), All demoli-
tions charges that have been set with that color fuse detonate.

F3 If there is @ specific target to be destroyed on the mission, then «

Mission unique command [F3] appears on the menu. For example, if your

Target mission is to destroy a tower, you might see F3 Demo Tower. I

you select this command. the Demolitions specialist indicates how
many charges are needed to desiroy the tower, and asks you to

choose « fuse color (group). The specialist splits off from the squad
cnid proceeds to the target to place the charges.

v
v
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Other options are available on a mission-by-mission basis. )
MISSTON

tip

You can right-click on the commang menu

¥ I you are communicating with an Electronics expert, you can command the

specialist to perform certain functions. The possible tasks vary from mission to
misaion.

in the center MFD to ¢lose cammunications.

B If you are communicating with a Repair expert, you can command the specialist to
repalr damaged PBA systems. You are asked to indicate which squadmate’s PBA
to repair. Each repalr expert has a limited amount of repair equipment to use per

mission. _' ur Recon specialists to scout out ahead.

gy €811 pick up targets in their sensor range long
before you can. Then deploy the rest of your squad
to outflank the enemy.” LI HITE LTI
[!j,'_:!il-m}l!lﬂﬂ(ﬂf_l_’m:“&!ﬂ%ﬂﬂ!‘llﬂ!&nﬂ!

B If you are communicating with « Recon expert. this squadmate continues using
the special skills at using their sensors and remaining undetected. You can use
this menu to give your Recon specialist to go scout at a given location; the spe-
cialist will head in that direction until an enemy appears in his or her sensors, at I
which point sthe will then stop and inform you. Additionally, if your specialist ‘
has an EM Emitter, s’he can use it while scouting.

| F6 _Close Communications | [ SST0N

Select F6 Close Comm o7 press [F6] to close communications with that squadmate. ti p
You can get a pop-up menu of quick
commands by hitting E{trl13fleft-ciickl.
Selecting a command from this menu sends

the command to your whole sgquad-




LR TE LG |

When you return from & mission, you receive a debriefing on your performance.

Airke all Picates, and piatect carge hrd 2hip

how Lae pitktes that SFC 1 3 v
it i Adwn, 40 e 3k Ui 0,
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The name of the operation is at the top of the screen and there dare various buttons below:

B Total Kills and your killcount, Click the Total Kills button to see how many
kills you and your squadmates made during the mission, itemized by type of tar-
get. Click the Exit button to return to the main debriefing screen.

B Time and your total migsion duration. Click the Time button to see other time-
related details such as time of insertion and time of first contact with the enemy.
Click the Exit button to retumn to the main debriefing screen.

B One or more buttons with your name and the names of your squadmate(g}, Click o
button to find out the condition of each person and their PBA, detailing damage to
PBA systems. The number at the bottom of this screen is the monetary cost of the
mission: it reflects the total cost to repair and replace the damaged hardware.
This number has no effect on the game, but serves as a good comparative indica-
tor of performance efficiency. (It's also a good camage-meter.) Click Exit to return
to the main debriefing screen.

B You dlso find out if you achieved the mission cbjectives.

Click Exit to end the dehriefing. You return to your quarters, where you cdn relax. enjoy
your medals, read your mail and news, and prepare for the next mission.
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i AONDCM SCENARTD RUTLT T I— E—

If you wish to play Terra Nova but don’t wish to be involved in the normal story line. or
just wish to practice combat skills, you can use the Random Scenario Builder, With this fea-
ture, accessible from the main menu, you can select a map on which to play and the foes to
face. The Builder then places you and the enemy groupls} in arbitrary locations on the play
field, and your mission begins.

When you call up the Builder you see the Builder panel. from which you configure your

scenario, Included are: .



Map Selectian MISSIGN

Use the arrowe to flip through the various maps until you find one you'd like to use as i ti p

the terrain in your mission, Below the name of the map is a brief deseription of the terrain,

84 You cannct Save and Load games when
i-f'Mission Ob'ieCt'iVé ] using the Random Scenario Builder.

You have three choices for your mission objective:
¥ Murderous Rage, where you eliminate all snemies.

M Take Out Target where there is one enemy target somewhere in the playing
field. Your goal is to find it and destroy it.

¥ Defend Targel, where a Centauri target begins at your starting location. Your
goual is to prevent it from being destroyed.

Weather

You have three selections for weather:
B Clear

B Rain

B Snow

[ Enemy Selection |

Below this heading are five bars listing the types of enemy. and next to each baris a

MISSION

second bar displaying « number. With this feature you can decide which enemies to face. L
dropship in the RSB:Y the

There may be up to five groups of enemies {if you want less than five, leave the extra bars . ) o
xssion siaply ends when your objectives

set to enemy type “None” or number “0”). Use the name bar to select the type of enemy in let

e conplete.
a given group, and the number bar to select how many of thet type of enemy will be in the = P
group {up to 6).




Number of Squadmates

You may bring from one to three squadmates with you. or take on the enemies sclo.

[Difficulty Level]

You can set difficulty level from this menu. There are five levels of difficulty. just as in

the real game.

Enemy Weapons

You can choose how tough the enemy weapons selection will be. There are three
standard outfits: Light. Medium, and Heavy. However, you can outfit the enemies yourself
with the Custom option.

Clicking on Custom will make the Custom Menu bution light up. Click on this
button to proceed 1o the Custom outfitting grid, At the top of the screen you will see « grid,
with five rows representing the five possible groups of enemies. There are four columns,
one for each enemy weapons slot, and « fifth column Copy to All. At the bottom of the
screen you will see a large list of weapons.

To change an enemy's weapon slot. click on that slot in the grid. Whatever weapon
currently occupies that slot will light up in the weapons list below. Click on a new weapon
in the list to change that slot. The new weapon will appear in the slot in the grid.



i

Clicking on Copy 1o All in a given row will give all five groups of enemies the setup
that is in that row.

At the bottom of the ecreen are three buttons: Cancel Changes. Accept, and Exit
Terra Nova. Click on Accept if you approve of the setup you've just made. or Cancel
if you've changed your mind. Either of these buttons will then return you to the main
Random Scenario Builder screen. Exil Terra Meva will exit Terra Nova altogether.

GravitQ

The gravity in a missjon defaulis to Earth (1.0}, However, you may change it. Use this bar
1o select the planet whose gravity you'd like to use.

Cheats]

As the Random Scenario Builder is outside the normal gameplay of Terra Nova, you are
equipped with a variety of cheat functions. These include:

4ﬁ‘\

/l Invulnerability .......Your PBA never takes damage.
B Unlimited Ammo ..... Your weapone and ASF never run out of ammunition.
B Instant Reload ....... Your weapons reload or recharge immediately after being fired.
B Extra Player Speed ... Your PBA moves faster than normal.
¥ Infinite Sensors ...... You are able to sense everything on the map regardleas of your actual location.
8 Armorless Enemies ... Enemies have no armor—only the innate strength of the pilot and suit.
& Clueless Enemisg ....Enemies have no default orders, and sit motionless until they are fired on,

eEn |
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Ready to Play?

When you're done. move to the bottom of the Builder panel. where there are three
buttens. Cancel takes you out of the Builder and back to the Terra Nova main menu. Exit
Terra Nove exits Terra Nova altogsther. Play Mission, however, accepts your scenario
configuration and takes you to the cutfitting screen. Outfit yourself and your ggquadmates,
and when you're done the Random Scenario begins!







General options in T'erra Nova such as graphics resolution and sound are selected from
the Options panel. To call up the Options panel, hit the [0) key at any time, The game will
pause and the Options panel will fill the screen. From the panel you will see the following
options:

B Sound Volume Bars
The various sounds in Terra Nova are classified into three types: FX (sound effscts),
Music, and Speech. Each has its own volume bar,

M Stereo Sound

This option allows you to reverse the left and right channels of your speakers. Once
reversed, sound that would ordinarily go to the left speaker will instead go to the right one,
and vice versa.

B Sound Device
This has two options: Speakers and Headphones. i you have speakers. Terra Nova can use
QSound, but such technology will net work correctly over headphones.

B Sound Channels

Sound channels can be set to 4, 8, or 16. A emaller number of channels will let you hear fewer
sounds, but the game speed will rise,

B Difficulty Level

Terra Nova features five separate difficulty levels, NOTE: you can only change the difficulty
level between missions, while you are back at the SFC base.



W Speech Options

You can configure Terra Nova so that the speech sound effects from your suit and/or the dropship
occur as text in your HUD rather than as sound sffects. Select “Text” if you want text, and “Voice”
if you weant sound effects. “Voice™ is the default.

B Briefings
You can choose whether you want the brisfings to be full “Video”, ot just “Text.” “Video" is the
deferult,

B Tool Tips

Terra Nova has an on-line feature so that when you leave your cursor over an item in the helmet
for several seconds. « text box will tell you what that fsature does. If you do not want the game to
do this, turn Tool Tips to “Of." :

i

B Gamma Correction

Gammua Correction controls how bright or dark your screen is. If you are having trodb
discerning cbjecis on the screen. adjust this control up or down.

B Resolution A
Terra Nova cifers both 320x200 and 920x400 graphics modes for gameplay.

"B Mouse
The mouse can be set to be left-handed or right-handed. Right-handed is the defau

|
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Reandering Detalls

These options euch affect the visuals of Terra Nova. The lower detail you use. or the lesg
options you have active, the faster the game will run.

B Overall Detail

This sets en masse all the other detail settings which follow. It thus acts as a "master
detail” setting.

8 Terrain Detail

This option aifects the detail of the terrain in the game.

B Rendering Flags
These options are settable as on or off. They are: Water Reflection, and Better Textures. In

the central window you can see a visual representation of what having thees flags on or off
will look like.

W Special FX
Thie includes effects such as weapon effects and smoke. They are settable to Minimal,
Normal. and Maximal.

Leaving the Optians Panel

At the bottom of the Options ponel you will find three buttons: Cancel Changes (abort
all changes and return to the game), Accept Changes (accept changes and return to the
game). Abort Mission (abort the current mission so that you can replay it), and Exit
Terra Nova (leave Terra Nova ditogethsr.)






e
=
= f,
d
[—]
[ =5 w
= .
+ o
= -
vy S5+« . L
oo g
o G -
. smnu.n
—— o-ﬂ
w ooy &k 9
-y T 2i:if
=
&
— uasmsw
— St
v

5N

DA ek el




-

Weanons -
Laser Multipulsar Smoke Grenade Launcher’
Weapon Type: ...... energy Weapon Type: ...... energy 7 Weapon Type: ...... projectile
Ammo:.......... ... amplified light Ammo Type:........ short burst of Ammo Type:........ 40 smoke shells
Range at 1G:........ 72m directed energy Range at 1G....... v..102m
Recharge/ Range at 1G-. . ...... 126 m Recharge/
Reload Times: ....... very fast Recherge/ Heload Time:
Damages: .. ... veredlow Reload Time: ....... fast Damage:




ASFs

Demolitions Pack Repair Pack Dynamo

The Demolitions Pack ASF is qutomatically The Repair Pack ASF is automatically part of The Dynamo ASF doubles a PBA's recharge
part of the PBA for @ demolitions expert the PBA for a repair expert (which does not power,

{which does not include Nikole ap Io). The include Nikola ap Io). The pack includes

pack stores charges and equipment neces- spare patches and tools needed to repair
sary for placing and detonating explosive
charges. .

Jump Jet Booster
The Jump Jet Booster ASF doubles the fuel

efficiency when using the jump jets.







The Centauri system consists of eight planets, some of which have moons.

A PLRRETS SURFACE - RVERAGE BRIEF
W HOOR GRAYITY  TEMP °C DESCRIPTION -
1, Platsov 0.53 250 small, molten
2. Stanton 0.62 a50 small, hothouge
3. Saara 1.34 60 small-medium, hot, nedar-terrestrial
4, NewHope 0.98 20 medium, terrestrial
a. Karros 0.31 -20 small, grey, rocky, no atmosphere
5. Thalcher 0.91 5 medium, cold terrestrial
a. Huffmann 0.08 -30 very tiny. rocky




PLANETS SURFRCE  RVERAGE — —BRIEF .
MOON  GRRVITY TEMP°C DESCRIPTION

6. Wotan 3.89 -160 large gas giant
a. Thor 0.73 -100 medium, icy
b. Freya 0.44 -100 small, ferrous
c. Uller 0.32 -100 small rocky
d. Heimdatll 0.41 -100 tiny, rocky
e. Loki 0.16 -100 very tiny. reverse rotation
f. Tyr 0.21 -100 small, methane
g. Baldur 0.18 -100 very tiny, rocky

7. Dagda 2,52 -190 medium gas giant
o. Brigid 0.46 -19¢ smuall, ferrous, rocky
b. Morrigan 0.29 -190 small, ice

8, Osiris 2,10 -200 small gas giant




Technical Support

If you have questions about the program., the Technical Suppott Team can help. I your
question isn’t urgent, please write us at:

Technical Support

Locking Glass Technologies, Inc.

One Hundred CambridgePark Drive

Cambridge, MA 02140

Please be sure to include the following information in your letter:
Product name
Type of computer you own
Any additional system information (like type and make of moniter, video card. printer,
modem, ete.)
Amount of memory and memory configuration
Type of operating system including DOS version
Description of the problem you are having

Or. you can gend e-mail with the same information to us via our on-line forums.
Reach us at:

Looking Glass Homepage hittp://www.lglass.com

Compuserve

Game Publishers Forum A
(GO GAMAPUB)

section 13

Send e-mail to ID# 75162,432



AOL Type key word Locking Glass

Or. you can log on to our BBS and post your message:
Technical Support BBS: 617-441-0413

See the Installation Guide for more information on using the BES.
If you need to talk to someone immediately. call us et {§17) 576-3310 Monday through

Friday between 9:00 can omd 9:00 pm, Eastern Stemdard Time. Please have the same infor-
mation ready when you cedl. This will help us answer your questions as quickly as possible.




Limiteed Warranty

Looking Glass Technologies, Inc. (LeokingGlass) warrants to the original consumer
purchaser of the computer software product that the media furnished in this product will
be free from defects in materials and workmanship under normal use for a period of nine-
ty (90) days from the date of purchase (¢s svidenced by the original receipt).

Warranty Claims

To make o warranty claim under this limited warranty, plecse return the product to the
point of purchase. accompanied by proof of purchase, your name, your return address. and
a statement of the defect. Or, send the disc to us at the above address within 90 days of
purchase. Include a copy of the dated purchase receipt, your ndme, your return address.
and a statement of the defect. LookingGlass will, at our option, repair or replace the prod-
uct and return it to you (postage prepaid) or issue you « credit equal 1o the purchase price.

To replace defsctive media after the 90-day warranty period has expired, send the orig-
inal disc to the gbove address. Enclose a statement of the defect. your name, your return
address, and a check or money order for $10.00,

The foregoing states the purchaser’s sole and exclusive remedy lor any breach of
warranty with respect to the software product.

-



LIMITATIONS

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTA-
TION COH CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE LOOKING GLASS
TECHNOLOGIES, INC. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PROD-
UCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (%0) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT
WILL LOOKING GLASS TECHNOLOGIES. INC. BE LIABLE FOR ANY SPECIAL. INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION. USE, OR MALFUNCTION OF
THIS PRODUCT.

Depending upon the state in which you reside, limitations to and exclusions of any
implied warranty, and/or limitations of incidental or consequential dameages may not
apply to you. This warranty gives you specific rights. and you may also have other rights
which vary from state 1o state.

Unless otherwise noted. all software and documentation 1s © 1996 Looking Glass
Technologies, Inc. All rights reserved.

NDTICE

LOOKING GLASS TECHNOLOGIES, INC. RESERVES THE RIGHT TO MAKE IMPROVEMENTS
IN THE PRODUCT DESCRIBED IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE. THIS
MANUAL. AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS COPYRIGHTED. ALL RIGHTS
ARE RESERVED. NO PART OF THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE COPIED,
REPRODUCED, TRANSLATED, OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE-
READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF LOOKING GLASS
TECHNOLOGIES, INC., ONE HUNDRED CAMBRIDGEPARK DRIVE, CAMBRIDGE, MA 02140.

© Copyright 1996 Looking Glass Technclogies, Inc. All rights reserved.
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