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GETTING STARTED
SYSTEM REQUIREMENTS

Before Installing or playing F.E.A.R.. please be sure that your computer meets or exccqch
the following system requirements.

MINIMUM SYSTEM REQUIRED

Windows® XP. xé64 or 2000 with latest service pack installed
DirectX® 9.0c (August Edition) or higher <

Pentium® 4 1.7 GHz or equivalent processor 5

512 MB of RAM or more

64 MB GeForce™ 4 Ti or Radeon® 9000 video card #

Monitor that can display in 4.3 aspect ratio

5.0 GB free Hard Drive Space for installation

Additional hard drivé space for a swap file and saved game files:
4x CD-ROM drive (DVD-ROM drive for Director's Edition)

16-bit DirectX® 9.0 compliant sound card with support for EAX™ 2.0
Broadband or LAN confection for multiplayer games )
Mouse f !
Keyboard - / '
J ]
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RECPHHENDED éARDWARE e
o .Perﬂ.ldmc 'o 3 0 GHz or gquivalent processor ! !:' i 1
o l"_ : ) : f %
Y 6;9300 Pro or GeForce™ 6490 or equiyalent
video card with hardwore Ték and pb(q a

M serles wurbdourd

Radeon® X800

o NVIDIA® GeForce™.
7800 serles

*Please check the
last minute informa

INSTALLING AND LAUNCHING THE GAME

~ Director’s Edition; To begin, insert the DVD Into your DVD drive. Within a few seconds

th'e“' 'salup application should start, If the setup application does not launch automatically
witﬁin o reasonable amount of time, then double-click the My Computer icon on your
Mndews@ desktop or in the Start menu, then on your DVD Drive Icnn and then on the
sﬂup exe icon. When the first window appears, choose Next to continue, or Cancel to
exit the installer. Then. follow the instructions on each page as described below to '
cou'!'piqt\_o the installation.
'-‘Edltion. To begin, insert Disc 1 into your CD-ROM drive. Within a few seconds :
ip application should start. If the setup application does not launch automoﬁoou;]
reasonable amount of time, then double-click the My Computer icon on your |
B desktop ar in the Start menu, then on your CD-ROM drive icon, ‘and then on
up.exe lcon. When the first window appears, choose Next to continue, or Cancel 3
2 lrlslﬂllel. Then, follow the instructions on each page as described belovr to! ] 3
2 installation, 8
e  Please read the £nd User License Agreement (EULA) before - Fv
\begins. To agree with the license agreement and continue installation, scroll
e entire agreement. then select | accept the terms of the license agreement™
the Next b?ﬁon If you do not accept the license agreement, click Cancel '
i@ installer. !ﬁou are connodes to a printer. you can print out the license.
er the W“ﬂoﬂ?ﬂ eode as it cppea:s on your CD case. When done, cllck de

ination’ anaﬁon: At this polnt. you'lbneed to decide where setup will hmll
s. For your convenience, CiProgram Files\Sierra\FEAR is selected by
stal,l to different folder, cmk ctumga select the directory you want, and

dy to continue, cﬂcﬁﬂﬁt&

Select Program Féldsr' This screen detemhes which start menu folder will contain
shortcuts to.the game and other useful items. Tfuls defaults to Sierra\FEAR. If desired,
you can specify clndh dlraetoru:by clicking on the program folder field and typing
In a ne n?fné ofq.pl,lr olce, or you é\qﬁ choose one of the existing folders from the
list. whar maug tojcontinue. click Next. i A :

U.’ nbw be pmmp‘ledto install DirectX® 9.0¢ é: your system. !f
is already Installed on your system, please select Yes. gome
sela?::s then the DirectX® installer wite"appoot
ying fi

B if s you are feadyfor the installer to begin copying files,

Iso choose to go Eluck to mrevgour previous installation 5

Ihﬂutu:nl of the game. !
%:nﬁﬁieqmes Arcade, Lol.ct\'eson this screen,

qut Lit ot this . When ready to proceed, click

m né atan tlme

ns tdcofnpleta the M@lﬁpu
wish to abort Installation




After Installation, a confirmation screen will appear. Click Finish to exit the installer, i While actually playing a game. you can bring up the system menu by pressing <Esc>
Once installation has completed. you can launch the game at any time through the EERa R iyia. This will pause the game and Provide oy viththese options:

Windows® Start menu. To do this. click on the Start button. select All Programs, the Sierra .
folder. and FEAR. and then click on the FEAR icon.

If you encounter any problems while Installing. launching. or playing the game. please
refer to the readme.txt file that's located on Disc 1 for troubleshooting tips and last | -
minute information. .

Load game: Opens the Load Game screen. i
L Save game: Opens the Save Game screen.
Options: Opens the Options screen.

- Leave game: If the System screen Is accessed from within ! !
a level, the player will be glwan ‘!ha option to abort the 3
current.game.| il | Bl

THE MENU SYSTEM i

b '] -
Each time the'application lounches a few splash s ns and mmrla files wlll be shown - |
You can abort these by pressing the spacebar. At this puint you will be taken hﬂl‘w ! 4= \ = -
main menu. L = 4 'i Y | [ the suamn rr,\drnu and resume gamaplug. press <Esc>. g

¢ % ¥

Flnsumexaame' Closes the menu window and returns to the game. . wJ
Qurt: 9= out to Windows®. : .Y

.‘ A

i is,
,I!S see oddilional Inforrd&lion for any item in thé menu sgstem jushpﬁ'me geur mouhq 1 3 i L I .
curior over the item and read the help text at the bottom of your screen. ! .}A’ ‘ BHE TO FE.A. -R N A
. | hear you're one tough son of a bitch. | hope it's true, Meat? i
Flndlng rlght people for this team isn't easy. especial
i RN, T
’opswq@ needsbpmmmmlﬂ'ie unexpected, but with FEAR., quucl bothr
ect the unexpected, and more Importantly, believe the unbelievable. m
e n{:ross slwf oﬁﬁ'f |n“aqd you'll need to'be ready to deal with

mvsetpou a\mufo N\n«!alu:nsthatma¢>fq,pcmrtecmmmmea\mrlll

a4 7
a | Single p!aﬁer' Select this to starl anew slngle plousr 'ame
or load a previously saved game.

Multiplayér: Select this to host or join a mulllpluueﬁl
n on the Jaternet or your LAN.
D b he L | 4
in Sias Optims:'mfs wluopén the FEAR. contfot pmt
'-/A '}t{ b ;uquﬂb modify m@ny aspects of the game sm% osm
it fﬁ;phﬁ s.ttlngs cllnd game optlo?

[11

| know uqu ﬁmﬂout to ga\sthrtTL but glvg mc @ few minutes to bring you up Udspeed
on WUIWML !
: P i

: § 8
EADS-UP plSPL,A*Y (HUD) :

es ‘state-ofthe-art communications and scanning technol ha

n'linrlng aqul'pqabnt. The;r;o it can provide to you in flaw

L mdmmhwwmkmmmeltemsdlsplbuad

aﬁerofofn seconds mpnve battery poﬁer and allow you to

‘the I'AQDDQGI' as nec@m h]n{o&nw efm changes. You mrp‘

ty Instr ;ahéhuummsha%unu tlmlfw miupdateoﬂ your -
|

the Scotestmash mjb Ineg mnlpkq the HUD fdd&g:l
! t;w HUD fade speed bar in the'ga
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Incoming Transmission Indicator (Upper Left): B 4.

Your teammate’s radios are designed to broadcast an Ideniiflcalion code at the start of
each message. The Incoming Transmission Indicator willk show you the ngme crnd function
of the InﬂMdual who sent the message. ¥

%

Arsenal Display (Upper Left): ' ’
This disploys your current weapons and the total amoun: of ammo mrﬂeﬁ for each,
Blue Icons Indicate that the weapon s ready for use, *hlle red Inmétas ‘that lhe
weapon cannot be used until.you find more ammo for it.h . | (3

o b

Grenade Inventory (Center Left] ’
Shows the different types of grenades andithe number. of lhbtn that gou have. If you
have some In Inventory, it will be bie, If um_p are out of inventory. it will be red.

. e 1] 3 }
SlowMo Meter (Bottom Genter): }
Your SlowMo ability is constantiy chuiﬁng ‘whenever you aren't uslng it. This meter shows
how much SlowMo ability you have stofed up. If the meter is blue, you are free to Initiate
SlowMo at any time by pressing the Slomuk&u If the meter is red, you must wait until it
turns blue before you can initiate: Sb#lo m.x booster pauerupswlll Increase the size
of this meter, - b '] / , :

o

Flashlight Meter (Bottom Left):

This meter shows the charge In your flashlight battery. The flashlight will automatically
charge up when not in use. You can activate your flashlight whenever the meter is not
empty. When on. your flashlight will gradually drain its battery until it's depleted.

Heath Monitor (Bottom Left):
The health monitor shows the severity of your injuries based on readings of your vital
signs. The lower it goes, the closer you are to death. The monitor will turn red when you
have less than 50 health points, and will blink rapidly if you fall below 25 health points.
If it regches 0. you will die. Frequent use of medkits and medical stations will keep you
healthy and maximize your potential for living through your assignments.

Ry |
Armior Monitor (Bottom Left):
The armor provided to youincludes impact sensors that can accurately determine the
amount of protection that you are afforded at any given time. Once your armor is gone.
you' vtlli ‘take a lot more damage from small arms fire, so be sure to pick up any additional
crrmor that you may find lying around.

: Croscﬁﬁ' iCermr)

At the Gﬁ:ler of your screen is the crosshair. Use this to aim your weapons at enemies.
er*crownalr Is electronically tuned to both you and the weapon you are currently

“.carrying. Itwill automatically resize itself based on your equipped weapon, your stance,

and your current movement speed. A smaller crosshair means greater precision.
by i

Grenade Selection (Bottom Right):

while you'may be carrying up to three types of grenades at once, you can only have
one lype ready to throw at any time, This icon will show you the grenade type that you
currently have selected. The number to the left of the icon shaws how many grenades
of this type you have In your inventory. A red icon indicates that you don't have any
grenades of the selected type.

Ammo (Bottom Right):

This display shows the amount of ammo left in the weapon you're holding. os well as the
total amount of this ammo type that you have remaining. When your gun runs out of
ammo, you will avtamatically reload more of the samé ammo type. If there Isn't any more
ammunition of the same type availoble. then the next avallable weapon will be selected.

Medkit Inventory (Bottorn Right):
This display shows you how many Medkits you have in your Inventory. You can use these
to restore some of your health if you get injured. ‘l‘he makimum number of Medkits you

can carry s 10,5 =51
" -




YOUR ARSENAL GEAR

Your monitoring equipment will let you know when you're in need of medical attention,
WEAPONS but It's up to you to keep yourself patched up and protected.

As the point man for your team, you're going to need the kind of flrepower that can get

the job done under a wide variety of clrcumstances. For this reason, we'll be outfitting

you with the standard F.E.A.R. loadout for most of your missions: Medkits can be collected and then used when you need
first ald for your wounds. Keep an eye out for these
when in the field.

Your primary weapon Is the lightweight RPL Sub-Machine
Gun. It's fully automatic, has a very high rate of fire,
and you can carry around plenty of ammo for It.
It’s very handy for dealing with unarmored and™
fast moving targets.

fwa

P

All £E AR. personnel are outfitted with an AT-14 Pistol.
Should you come across another pistol in the field,
you have been provided with training that will allow
you to dual wield them for maximum efficiency.

2 _es damaged. Armor will helpito protect

; “ you ¢ st standard weapon fire, but it does
. not pl‘bl&:‘l against explosive or
‘envll\mm‘nntal damugml

/

LS T 5
‘mti [}
[ " n
& - i
3 ) - "y g J %
A B A iz Heaith Boosters permanently Increase your
Once' thto\m your N6A3 Frogrnen!ation grenades will explode after o spe:ific amouptﬂ] ! maximum health by @ small amount, i
time, klulng or severely Injuring anyone within runge They willalso expléde lmmedlatstu B
upon contact with an enemy. ) A ' ,
: f i \ i
You are fully authorized to swap out your weapons for bthers that uob tdme aeross | at s
any time andfprung reason. ; & ; ! { i -
{ & d
*Keep in mind that someol'me heavierduty weapons uox{iﬂuﬂ encaunbr nil.t slow you i Ly
down when equipped und can't hold mugh ammo. sa be deml when dscordlng,uour i
original equipment. ‘ 2 . L o, 3
5 ‘ L i ¥l ' i

“To swap your currently setécted weq ) in with one on tbe ground, st:an"cloi!e Mﬁ? new . : i
weapon, look at it. and pmsq the pséyteu he@ the swap icon appears oh-sqaan?‘mu !
can only carry 3 weapons (or 2 pistelsand 2 other weapons) at once, grenades excluded. ¥~ ! bl



Reflex Boosters permanently increase your
maximum SlowMo time.

HAND-TO-HAND COMBAT

As you are well aware. there will always be combat scenarios where hand-to-hand
combat is preferable to using weapons. We've been told that you can be a real
badass, especially when you combine your moves with that incredible reaction time
of yours. The brass is anxious to see you in action, and they are always watching.
s0 don't let them down!

To perform fighting moves in the game, you must use the following combinations
of the Fire, Melee, and movement keys.

Ammo Refill Stations will slowly fill up your
ammunition reserves when you stand
close by Many stations also have

extra grenades. Note that these

can only be found in

multiplayer games.

Health Stations will slowly’fegenerate your
health whenever you stand close by.

- Note that these can only be found
In multiplayer games.

onsi Fire or Melee when all weapons are holstered to throw a simple punch.

U

7 ) Pwss Melee when holding any weapen to rifle-butt or bludgeon your enemy
! ‘ . with your weapon.

|

" To palfa'(ﬁ'l\o roundhouse kick, press Jump + Melee.

o

;"Hb pelform a devastating slide kick, press Forward +Crouch + Melee.

WEEINER
© <570 performia deadly forward Jump kick, press Forward + Jump + Melee.

l= = i

YOUR SPECIAL ABILITY
~ rl;: 1t ,4-. ’ % v You weren't chasen for the govemmént’s most secretive special ops team for your
L & i PR : combat skllls alone, as impressive as I've heard they are. What these guys are
{ ! ' : b [ y really Interested In is your'Reflexes. You already know what | mean, but let me
: 'U] ]1 Pl spell it aut for you. i

3 You have the r_afleies of a cat on an adrenaline rysh. In fact: when they analyzed
_a : '4']’ 2 ik tecordings of some of your training ops. you were moving so fast that they had to
§ Wi REEH g { $id b L play it in slow motion just to see what you were actually doing. My guess is that's
L 'RAsT It b how you see your opponents, too, right? In Slow motion?
i ) 1 1 T i N : 4 ¢
! it Not exactly the conversational type eh? Ohiwell, that's all for now,Good luck!




Maps: Clicking on this will open a screen where you can modify the list of maps that
hy your server will run and the order in which they'll be played. The column on the left
~_shows a list of maps that are available for the selected game type. The column on the
ridﬁshows the maps that.are currently selected. Only the maps that are large enough
\ to Qooomrnodate the maximum number of players set In the game options are selected

MULTIPLAYER

To play FE.A.R. against other live players, you must be connected to other computers i
via a LAN or a broadband (DSL, Cable, Ti,'or T3) connection to the Internet. \

If you are already connected, then select Multiplayer from the main menu to begin. { Y by default.
This will take you to the Joinserver screen. From here, you can search for existing = |
servers, join a server, or launch your own. i SR T Impoltarlt Note: You mgy manually select maps that are designed for a smaller number ¢

that you are currently allowing on your server at once. However, this will cause

To see what servers are available to join, click Find servers. The game will search your i Elimination and Team Elimination games as some players will be eUmingted | /|
y 4]

LAN and the Internet for existing games and list them in the window. The window lists ' { . mmediately ot the start.of each round.
Important information about each server, including jts name, ping. game type. number h H A § L
of players. and game version. You can only join gaubs that are running the same 3} 45
version of F.E.AR. that you currently have installed. ¢

This item is only avallable when Lock Server Is set to On and contains the

When ready to join o se}va; just click on one in the list. If you connect suctusfu&g vord that all plagers will be required to enter before they are permitted . - - g
ll see a loading screen appedr. When the {evel finishes loading, you l*be asked ;:

to select a weapon to start out with. If this is a team game, you'll also ba required lo\

cho?u.n team. Once uou/huve completed these steps, your game will begluv
| 1 p

me. The password can be any sequence of letters, numbers, and l:lth'tt 3
can be no longer than 15 characters total.

|
'ﬂ'.lgq mis to On if mﬂﬁml to engble SCMD controls so that the. s¢a|‘1\|'e~.r\l
olled by remote client. For more information on this feature, please M
Axt ﬁle in your rndln FE.AR. Installation folder. 4
3 £ ']
L ‘rhisnem Es onlu avuilnbl.omn,auow SCMD s set to On, Trrls is lhe
at u'mmm client mu onn?un orderto log inta the SCMD system and gain

]

semr, \ \s

Hotwoq'k pgri: hum uou\w chang’the m:%aé( port to use for your game. Thla lssat :
iy no-z':aw@]mmu ViR

. ¥ L Ly y ]
“HOSTING SERVERS f. ¥
: Whnf server or siar( a aedicmad server. click on Host. This will bﬂm c

thefolmylg options: } ; 53 { £
L i i ? s :- ,j. “i
the nafrne of your server. mh is thesname

Gl forgqneson uourl..Afor_l_he Internet
_ Xd i o daai b

'udedlmtedseﬂer For additional
plameq ertomeservetaudmem

t his to Yes if uoi‘?\wnnt ton

the setup of dedicated
R, Insialiayoifidides ] N,

' A |

this to. Yes to limit this g&n‘e to players on your local netwon‘c. or No.
 the |marnqu§ Join as w .
! f = | é ! !

i Bandwidth: pqwl ’-’ﬁm,atsorﬁnem of pmsm bunmth o@pm#'rhe actual bandwidth
/o for each option will appear in the Bandwidth (custom) below. Choose the option

38 type of speed. Available options

uu.»'n ondTJ N mmungwsopu’omolm
p;eﬁnrmcnu Note that this opﬂqh lwonl.g

RA 7o)

values can he
amilable for Inte




Bandwidth (custom): Enter a custom bandwidth value here If none of the available 5 Team Elimination

options matches closely enough to your connection speed. This option is only available Destroy all players on the enemy team while keeping yourself and your teammates alive.
for Internet games. 3 “The team with any players still standing at the end of the round wins.

A ‘. 2 : s ¥
Custom Content: Use this section to set up options for custom content download. For = SIoWo Deathmatch
more Information on custom content downloading, refer to the serverreadme.txt file in. Hrtdlhe reflex booster powerup and hold it as long as you can while fighting off enemies,
your main F.E.A.R. Installation folder. iR You will gain points for each second that you hold onto the booster. If you manage to

‘hold ento the booster until your SlowMo meter Is fully charged. you may initiate slow i

Load/Save Options: All changes to host options are automatically saved to the currently motion dnd deliver some real action-movie style damage to your opponents. While
selected option file whenever you exit thé host game menu. This section will allow you ; { ’5!“’"’"9 Is active, the carrier. moves roughly twice as fast as everyone else. Once the e

to create, load, and delete configuration files as needed.
™ 8

Reset: This option will restore all host options to theif default settings. L L '3}""’“" D””’f'"“‘"‘ :
i : de plays the same as normal SlowMo Deathmatch, except that when SlowMo Is LE

d lhe carrier’s entire team gains the benefits of slow motion. Also, points for holdlng
3 ster over time are awarded to the team, not the individual who carriesit.

durrief Is killed, the booster can he picked up by another player.

_GAME MODES - : o e

Deathmatch

Your primary goal in Daaﬂ)motch is to kill other players as often as uou cun‘hﬂogeﬂ‘p
round ends. |f gol.l are killed, you can respawn and oontinue plauing‘ i 3
/

the Flag (CTF)

b Pd’ile to steal each other’s flag from their base and bring it back to their mi o
2 points. Pdgms urealmau?adocl for killing enemies, defending your flag

ainst enemies. defending your base from enemies when the flag is prosant.

ing your flag to your bqsa if It's dropped by an enemy.

"mmpaamn(ateh , rj( .*"': 'i / ¢ I
In ‘lhaln Deathmatch yow can onlu score points by ltllllng membe lh& ) Py v } % =
m“ﬂm Kill 4 £
‘“'" 41 f?hl"'n €an résbawn f you are . N s M g = '{Moﬁ#?m—msm mrqrmqmtcapturemenog oA
o |

i 1 ’ ‘:- 3{' ‘

spawns at the very center of the mdp adds a new dimension to the gameplay.

y ey Ash mneclhn'gutch mwmumm_upthe SlowMo meter of the person
sw'Mia as important as eliminating uoyr enemies. If yo who carrles it. Once the meter is full. the may Initiate SlowMo at any time to give
mﬂm_ﬁ the round. The round ews whm only !he“n himsetf and his teammates a quna;demble e. so don't let the booster fall Into
e é! : A . . enemuhgndd )
§ 4 5 0

-

{



DEFAULT KEY CONFIGURATION CHART

¥

-,

Unmappable Controls

Menu <Esc>

[ Quick Save <F5>
Quick Load <F9>
Movement Controls
Forward w
Backward S
Step Left A
Step Right D
Turn Left Left Arrow
Turn Right Right Arrow
Sidestep (Strafe) Right Ctrl
Walk <Unassigned>
Jump Spacebar
Crouch e
Lean Left Q
Lean Right E
Toggle Walk <Unassigned>

d

_ﬂi,.{

Interaction : gree ]
Fire Mouse Button 0 Wl

Melee Mouse Button 1
Throw Grenade G

Use F

Reload R

Aim/Zoom Shift

SlowMo Left Ctrl
Flashlight

Al |

Inventory

Weapon Slot 1 1
Weapon Slot 2 2
Weapon Slot 3 3

{ Next Weapon Mouse Wheel Down
4 Previous Weapon Mouse Wheel Up
Last Weapon <Unassigned>
Select Frag Grenade 4
Select Proximity Grenade 5
Select Remote Bomb 6
‘Next Grenade <Unassigned>
Use Medkit Pé
Holster Weapon H
Scores/Refresh HUD Tab
Misson Status M
Talk T
Team Say Y
Team Radio v
Look Up Up Arrow
Look Down Down Arrow
Center View End

a




CR‘ED'TS Craig Hubbard - Creative Director/Lead VOICE ACTORS Peter Higley - Engineering Assistance
e e Greg Baldwin (Norton Mapes, Additional Eric Kohler - Concept Art Assistance

M ON OL.IT H John Mulkey - Lead Level Designer \n:lqgs] Brian Legge - ENEININIHG Rukarce
PRODUCTI ONS Chag P TLaveL Deniger Jock Blaney (ATC Security) Aaron Leiby - Engineering Assistance
ENGINEERING ] 3u|§ghna Burney (in Sun-Kwon, Additional Dave Matthews - Art Assistance
: ‘olces)
THE FE.A.R. TEAM: Game Engineering: Dayne McClurg - Production Assistance
b - Colby Chester (The Senator)
Jim Geldmacher - Software Engineer: Alex Pfeiffer - Level Design Assistance

Grant Gopdeve (Harlan Wade, Additional
. Voices)
fim Gouran (Spen Jankowskl, Additional

ART (and Additional Level Design)

Jeff Orkin - Senior Software Engineer, Al
Russ Pecororo Software Engineer

Brad %ndl&taﬂ Lead Software Englﬁeer

g

Matt Rice - Engineering Assistance

Kevin Deadrick - Senior Artist, World Mark Seminatore - Engineering lssistdnc:e__

Andy Grant - Senior Artist/Animator
Andrew Griffin - Artist, World
Steve Lee - Senior Artist. World

id Longo - Art Directer, 3D Coordinator
Dusty Petersen - Artist, World

Jonathan Stein - Level Design Assistance
Cass Thruston - Sound Design Asslston'co 1

Matt Titelbaum - Engineering Asslstuncc 3
Tools & Technology: . A

Jeff Cotton - Software Enginle;r'Tools y
Kevin Francis - Senior Saflwme Em;;ineeréir -%1 ;

Dan Valerius - Engineering Asslstance

A
Joe Waters - Engineering Assistance ' .

EERTROPey - Artledg, s R&D/Support SPECIAL THANKS TO THE

Ken Tayo - Artist, World Eric Gross ; Soﬂm.'lre Engineer, integmﬂon& g {Gonevio\@kdm 6 m;d FQLLOWING MONOLITH

/’°h"' Turner - Senior Artist, Terry Jones Softviare Engineer, Audiq : PERSONNEL A ""r £

SiEteruppapohs Doug McDiarmid - gﬁ.’ ngtw‘oro ¥(nougtos uouduu. Additional  Andrea Barringér - Human Rem f

Pam Watje Artist/Ani ulor Engineer, Multiplay i I W ' f . Administrator g

5"“°"! Wong - Lead Motion Capture Piotr Mintus - SoflwargEngmeef Tools dra‘Soiuhno%D&m Fon:o m . Dan Brady - Director of Information: w

Mhnlclqn % :
’% ” yne Burns - Chief Financial Oﬂic.r &

# 1 John O'Rorke * Senww Soiwarsrzngineer.

Engine Architect »m ora (c&wdgdeﬂers Addltlonal\ \f Treasurer
¥l

quin Stephens Voices) - -: . P ? &,:Hum,mn Desktop Suppon
\ 3 hnician i
Fi MQTIQN:SRPTURE RGTORS it RECR. L :
e Hans Al _ m
S Charity qunum ‘} i : "__ Kail - Director of Human Resources
Y \ i ¥ Josh Lebow - ﬁrstem Administrator
wbm : HONOL'TH . Spencer Malers - System Administrator
e éﬂ' ne Y | ¢ samantha Ryan - CEO/President

m“""“’“"" "‘59'1“1"“ ' famsa'rodd Financial Analyst
Mike B&mn -fsﬂgln.qrmg Assistance  Lowell W Director of Market
Kristine Brgan - Pmducﬁm .\séistnnce J Rmarch L it

Nate cvanl ﬁnglnegﬂng A&mme ' Jim Wallingford - rnronnation Susbm

Curt Collins : 3 <M£:I:tmtot
: mmstance FIiY Wﬁm Findnce, Hﬂw&f

Leo De Bruyn - Level
Michael Drummond - |
Jared Gerritzen - Level

Nate Edson -

HFChOEIGom:aIvoF iction ﬁsslsm Wi m ; E-Dlrectorgf
Benuqrveu Produdbﬁ"huista &, = ] t 0




Additional Sound Design by Warner Bros.
Sound Department:

Ron Fish — Sound Designer

Gregory J. Hainer - Sound Designer

John Roesch — Foley Artist

Alyson Moore - Foley Artist .

Mary Jo Lang - Foley Recordist

Mark Morrell - Sound Librarian !
Kim Waugh - VP Post Production, Wamer Bros.

Speclal Thanks:
Bill Bllodeau - ATI
Todd Clavson - Intel

i Dallas /i
Cindy Desmarais - Glitchpop
Keith Galocy - Nvidia
KeviGee - Microsoft 7
Jason Hall - Warner Bros. Interactive €nt.
. l'l hsﬂ-' IGN/GameSpy

Rex Sikora - ATl
_Rg;sucqru-ﬂvl_i,

-.'.J\‘s. T x B Ay Ches
R 1 ) : Hal Paris
Executive Producer - AR Greg Agius
Chris Miller -~ . \
; W S IR, PROMOTIONS
| Lead Producer - ' g X5 el ' ‘ - Julle Thomas
Rob L.orluf Iy Wi - Colette Fowlen

SIERRA 3 ‘ : ﬂARKETI NG CREATIVE SERVICES
't e .E“(.’UHVQVIGQ President & Chief Strategy Michael Bannon
'E NTER.I-A' N MENT’ 'L? ] "\_bﬂﬂﬂtﬂ“ﬂg Officer = Bill watt
VIVENDI UN IVERSAL Jrook Sy sy e
i ul : L 4

GAMES T 3 ¥ Vicé President Global Marketing - Michelle Garnier m_n_"nkler ol

i iy Mary Moffitt '
PRODUCTION 1 15 i '
Executive Vice President of : " ent of Hérketlng LEGAL I
Worldwide Studios - e % Pam Teller
Peter Della Penna B8 5 Q B A Kevin Crook

e

Vicd Blosideht o Production ¢ g
Bret Berry

WEB

; mmswauen 2



Quality Assurance Manager

Michael Caradonna \

Quality Assurance ijacl Lead #

Willam Guerrero

Quality Assurance Floor Lead -
‘Rabert Scott

O@alﬁy Assurance Testers -

| Christopher Richardson |
~ James Pusque

3 3 m_l .l' ¥ ]k é‘ trl

Quality hssumncqnesouroes nonugaﬁ
Mlci'me! Gonzales

JUSTRIES, INC.

Management & Muttiplayer Design - i f

-

Quality Assurance Superyisors - . |

Configuration l.ob Ha’naq

Jaime Rios

€onﬂgurauon 'Ihchnlcluns Ua'ﬁel 2-




. United States Sales
. Phone: (800) 757-7707
. Hours: Monday-Friday 6 AM to 6 PM, Eastern Time |

' '+ Rl T
- CONTACTING SIERRA 2 B | 5 {-
CUSTOMER SERVICE, supponﬁa_r;ln sm.?}:s % #

International Sales . o
one: (800) 757-7707 | ~. | 8
:l@"@ﬂnﬂd@*ﬂqauamwam.mmnm *h -y § '
!h%:fm.slem.com : ' ¥ | .r ,'| 8

'

Sales /4 ’_ } ;. iy -
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g THE WORLD'S MOST POWERFLUL

gle L RS G T AUDIO PROCESSOR

TV Nkl e

¢
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Don’t Game Without It!

e Ultimate Gaming Hardware Acceleration

* Ultra-Realistic Surround Sound Over Headphones and Multichannel Speakers
= Precise 24-bit Gaming Audio Conversion In Real-Time
* Enjoy Incredibly Life-Like Audio Landscapes With EAX* ADVANCED HD™ 5.0

For more details on the $50 instant rebate visit:
b Soundlly " F

el
www.soundblaster.com 4)(: R ::AT AV E




D-Link

e

Lag is No Longer
anExcuse

— NRDR  “—

D-Link

GAMEFUEL

Pnon'aze Your Online Gaming with the First Router Built for Gamers

i Prioritize your Internet bandwidth with a GamerLounge™ router
When every second counts...you're lag-free with GameFuel™ Technology
Frag your buddies in person with four Gigabit ports for LAN parties

it Get your game on faster with customizable game title settings

Winner of Over 15 Editor Choice Awards Including:

vreiaies

Ellirg 4
Thnice $532

Gamer GameSpot Official Xbox Magazine
Editor's Choice itor Editor's Choice Editors’ Choice
Team Xbox Firing Squad
Editors’ Choice Editor's Choice
games dlink. com/feaﬂ
 -Link Jogo, Gamerlx and the GanerLotn y, Granseb el and ol 1wk
narks of DLk 5 1 tian

d tradennrks of thewr respe companies. Copyrght © 2003 -1 :..I.' TP BT
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LICENSE AGREEMENT

YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT BEFORE INSTALLING THIS
SOFTWARE PROGRAM. BY INSTALLING, COPYING, DR OTHERWISE USING THE SOFTWARE PROGRAM, .
YOU AGREE TO BE BOUND BY THE TERMS OF THIS AGREEMENT. IF YOU DO NOT AGREE TO THE TERMS OF THIS
AGREEMENT, PROMPTLY RETURN THE UNUSED SOFTWARE PROGRAM TO THE PLACE OF PURCHASE OR CONTACT
SIERRA ENTERTAINMENT CUSTOMER SERVICE AT (800) 757-7707 FOR A FULL REFUND OF mem PRICE
WITHIN 30 DAYS OF THE ORIGINAL PURCHASE.

This software program and any files that are provided by Sierra Entertainment, Inc., to you by on-line transmission

or otherwise 1o 'patch,’ ‘update,’ or modify the software program, as well as any printed malerials, on-ling or |

electronic documentation, and any and all copies and derivative works of such software program and materials are
the copyrighted wark of Sierra Entertainment, Inc. and/or its wholly owned subsidiaries, or its lineum o HY
suppliers ("Sierra”). All use of the software program (“Program”) is governed- by the terms of the End User License
Agreement which is provided below ("License Agreement”). The Program is solely for use by end users )
to the terms of the License Agreement. Any use, reproduction or redistribution mﬂnhwmnminmm. |
the terms of the License Muamem is expressly prohibited. ! ' 3

END USEH LICENSE AGREEMENT . 1

1. Llnlhﬂ Use Liense. Sierra hereby grants, and by installing the/ Prdgnm you merahy ément,i . iim

non-exclusive ficenseé and right to install and use one (1) copy of the Program ur use o ‘Bither a"?_ll)
or portable computer. The Program may also contain a "Campaign Editor” (the Ed you to I
custom levels or other rials for your personal use in connection with the | 7). Alluge
of tha Editor or any New: Materials is subject to this License Agreemant. In addition, the mmﬂg #
mmblllly hat dlbws m_lgm the Program over the Intefnet via GameSpy.com br another gar .

! nrra (an " Provider). Use of the Program over GamoSpy.qmn r On-li #
h" ub acceptance of GameSpy.com's or such other Oline Provider's Terfns of

ated or modified at any time. The Program is ficensed, sot Sold. Youirlicense g '
mmﬁw .!?‘_ 4.-,- 4 4
ship fights and Inteﬁamnl pmperty
o any.titles, uqmmtercoda,me
oral digh wr:mmm
ioral dghts, any rel oc on, 4
ensor Theﬁmmn rm#dw ,
5, and other Tights

3. Responsibilities of End User.
A. Subject to the Grant of License herginabove, you may not, in whole or in part, copy, photocopy, reproduce, translate,
. feverse engineer, derive source code from, modify, disassemble, decompile, create a source code equivalent of,
praate derivative works based on, or remove any proprietary notices or labels from the Program without the prior
gcofisent, in writing, of Sierra.
ﬂ_. The Program is licensed to you as a single product. Its component parts may not be separated for use on more
than one computer.
C. You are entitled to use the Program for your own use, but you are not entitled to:
(i) sell; . grant a security interestin or transfer reproductions of the Program to other parties in any way, nor to rent, lgase =
or the Program to others without the prior written cansent of Sierra;
(lg el i‘he Program or any of its parts for any commercial purpose, including, but not limited to, use at a.cybercafé, |
ter gaming center of any other location-based site (Sierra may offer a separate Site License Agréement.
nit you to make the 'Progeam avallable for commercial use; contact Sierra for details); !
8 or allow third parties'to use the Editor and the New Materials created thereby for commercial purpmas.
ling, but not imited to, distribution of New Materials on a stand-alone basis or packaged with other Software or
ara through any and all distibution channels, including, but not fimited to, rétail sales and on-fine emia_
ion, without the express written consent of Sierra;
ovide matchmaking services for the Program or emulate'or redirect the communication proiocols ysed Fa
in the network feature of the Program, through protocol emulation, tunneling, mudrl‘wm:?

to the Program, use of a ulifity program or any other techniques now known or hereafter

imludhﬁ. but not limited ta, network play over the Internet, network play utilizing commercial
gamihu , Oras paﬂol content aggregation networks, without the prior written omqmt pf
urider any circumstance, more than one simultaneous connection to any hosting sanvice
'meMms,  oreated by the Program or by other tools and utiities, may only

fopls tuﬂ'nhoaﬂnnbgmos s pﬂvate binary interface or interfaces umnl'nnum
W- Qv usqwsmw L HSR;
!-'l,- T-‘-\'J. : { “\‘ s |"

é\"\ 4 .

- ‘lﬁmhr tou may mmhsmdwﬂm'mundar this License Agresment, provided the
mmeﬁnhrmsdmsmpummyummmrmma ngramanﬂanymm
from ymrl‘q‘nam;puﬂablemm

8. tu-mlrih. This hmﬁmhwmw You may ferminate the Lhcensemalw

time by destroyi rogram and any mm-arnsdfmuun.mmnusm

. Agreement in | ewh that¥you fail to comply with me terms nondlﬂonfmntaimd herein. In suich event, you
ﬁmt lm dest?oythe Program:and any New Matedials. £ :‘l

\ {L Wi

me‘ﬁ-mmmymlbemmai dumiuadad armmse exported into'(or {0 a national

any country o which the U.8. has embargoed goods, or to anyong on the U.S. Treasury Department's

Designated Nationals or thie U.S. Commerce Depa 's Table;of Denial Orders. By installing the

Prug mmreahgto he foregoing and youreeprésenting wranﬂnq that you are not located in, undef

meomtmluf oranaﬂarucrrasodamoianysuchmuntworunwswhnst

g |
3



7. Customer Service/Technical Support. "Customer Service" as used herein may.be provided to you by Sim
representatives by telephone and/or by electronic message (e-mail). “Technical Support” may be provided to
Sierra by telephone, by electranic message (e-mail), or by pesting of information refated to known technical sup
issues on a website. Unless otherwise stated in the Program's packaging or in the Program's user manual, not
herein shall be construed so as to place a duty upon Siema to provide Customer Service or Technical Suppol
a toll-free telephone number for an unlimited period of time.

i

8. Duration of the "On-Line" Component of the Program. This Program contains an “on-line” component m
you to utilize the Product over the Intemet utilizing servers and software maintained by Sierra and or its affiliates.
Sierra. may, in its sole discretion, provide the servers and software technology necessany to utilize the on-line"
component of the Program, or Sierra may license to third parties the right to provide the servers and sﬁm

technology necessary to utilize the “on-line” component of the Program. However, nothing contained herein's bll it

construed so as to place an obligation upon Sierra to provide the servers and softwarg techrology
utize the “on-fine" companent beyond th time that the Progam s Out of Publicaton. The term it of Puﬁimw
asusedhmmshallrnaanﬂmmeﬁogmmnnmnwbemgmaqglacruredbysm N 05

9. Limited Warranty. Sierra expressly disclaims any warranty for the Proﬁm. Editor and Manual(s]
Edlturand Manual(s) are pruwdecl "as is" without warranty of any Iuﬂd either express or |nm| Imlud
limitation, the implied ies of merchantability, fitness,for a parti ular purpose, or

A arising out of use or performance af the Program and Manual(s) remains with the qur
up ta and including 80 days from the date of your purchase of the Program that the media
Program shall be free from defects in material and workmanship. Int the event that the me&ap
?‘Iﬂqﬂﬂ fime period, and upgh presentation to Sierra of proof of purchase of the Program, £
opﬂﬁn!]mmamdefm 2) provide you with a praduct of equal or va!ue.nra) und your _‘
not allow the exclusion or limitation of implied warranties or liability for incidental damages,

rggm apply to you. ! :&1
%llﬂﬁl] N%ER QE‘HFIA EHTERTMHMENT INC., THE ON-LI ,E r

NTS, suaslmnmes OR AFFILIATES SHALL, BE LIABLE IN |
E USE OF THE PROGRAM, THE EDITOR'OR AN A
LIMITED TO, LOSS OF GOODWILL, WORK '
Y AND ALLOTHER COMMERGIAL S opﬁ
BE PROVIDED IN SECTION 2-312(8) OF THE UN
: ISTATE STATUTE IS EX ! A

: M8 Iﬂ&
o ﬂuﬂgg}nmgmﬁmm
i and

11. Equitable Remedies. You hereby agree that Siemma would be imeparably damaged if the terms of this License
‘Agreament were not specifically enforced, and therefore you agree that Sierra shall be entitled, without bond, other
security, or proof of damages, to appropriate equitable remedies with respect to breaches of this License Agreement,

~ In addition to such ather remedies as Sierra may otherwise have available to it under applicable laws. In the event
any Iitigation is brought by either party in connection with this License Agreement, the prevailing party in such
i'anaiun shall be entitied to recover from the other party all the costs, attorneys' fees and other expenses incurred
by Such prevailing party in the fitigation.

12. Limitations -on License. Nothing in this License Agreement shall preclude you from making or authorizing the

making of another copy or adaptation of the Program, provided, however, that (1) such new copy or adaptation is
‘a5 an essential 5tep in your utilization of the Program in accordance with the terms of this License Agreement

" | and for NO OTHER PURPOSE; ar (2) such new copy or adaptation is for archival purposes ONLY and all archival

) mplssm destroyed in Ihe guent uf your Transfer of the Program, the Termlnahnn of this Agreement or o‘mur

scellaneous 'RusLlcmAgmmentshall be deemed to have been made and exdcuted in the State of Cafifornia,
any dispule arising hereunder shall be resolved in accordance with the law of California. You agree thatany claim
{ mm procéeding by one of the parties against the other shall be commenced and maintaingd in aly
al court located in the State of Califernia, County of Los Angeles, having subject matter jurisdiction with
dispute between the parties. This License Agreement may be amended, altered or modified only by
An writing, specifying such amendment, alteration or modification, executed by both parties. In the
ision of this Licensa Agreamenit shall be held by a court or other tribunal of competent ]unsdnﬁnln
la, such will be enfarced ta the maximum eéxtent permissible, and the remaining portions
Agreement shall remain in full force'and effect. This License Agreement constitutes and contains the
20 hum the parties with respect fo the subject matter hereof and supersedes any pdwml
fBel i g

mm ahunrmwmm the foregoing License Agreement and WMH‘H
E ] tomrﬁirndhmh\‘ou 0, acknoWledge and agree that this License Agreement is the
\ aw&:?usf:e‘smmm of the m Sierra and yoursel! and that the License Agreement
supersades any prior or confem, oral or written, and any other communications between
you and Sierra, |

ofmy agresment to be bound by the terms and conditions of

irs

r
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