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Precautions

» This disc contains software for the PlayStation®2 computer entertaimment system. Never use this disc on any other system, as it could
damage it. « This disc conforms to PlayStation®2 specifications for the PAL market only. It cannot be used on other
specification versions of PlayStation®2. « Read the PlayStation®2 Instruction Manual carefully to ensure correct usage. » When
inserting this disc in the PlayStation®2 always place it with the required playback side facing down. « When handling the disc, do not
touch the surface. Hold it by the edge. « Keep the disc clean and free of seratches. Should the surface become dirty, wipe it
gently with a soft dry cloth. « Do not leave the disc near heat sources or in direct sunlight or excessive moisture, » Do not use an
iﬁEglllarfy shaped disc, a cracked or warped disc, or ane that has been repaired with adhesives, as it could lead to malfunction.

Health Warning

For your health, be sure to take a break of about 15 minutes during every hour of play. Avoid playing when tired or suffering from lack
of sleep. Always play in a well-lit room, sitting as far from the screen as the cord will allow. Some people axperience 'epi'teptic Leizures
when viewing flashing lights or patterns in our daily environment. These people may experience seizures while watching TV pictures or
playing video games. Even players who have never had any seizures may nonethaless have an undetected epileptic condition. Consult
your doctor hefore playing video games if you have an epileptic condition or immediately should you experience any of the following
symptoms during play: dizziness, altered vision, muscle twitching, other invaluntary movements, loss of awareness of your surroundings,
mental confusion, and / or convulsions.

PIRACY

The unauthorised reproduction of all or any game part of this product and the unauthorised use of registered trademarks ase likely to
constitute a criminal offence. PIRACY harms Consumers as well as legitimate Developers, Publishers and Retailers. If you suspect this
game product is an unauthorised copy, or have any other information about pirate product, please call your local Customer Service
number given at the back of this Manual.

See back page of this manual for Customer Service Numbers,

SLES-51133

Red Faction 28 2002 THG Inc, Red Factiond, Geo-Mod™ Technelogy, Valifion, THO and their respective legos aretrademarks andie registered Ieademarles.of THD ing. AR righls reservad
Libeary' programmes @ 1987-2002 Sory Gomputer Enterdainmant -Inc, axchosively licensed 1o Sony Compuler Entertginment Epnpa. FOR HOME USE ONLY, Unauthorsed copying,
‘laptation. rental, lending, distibalion. extrackion, resae,ancads use, charing for use; bivadcist, public pertesmance and intermset, cable or any Telesommunications s mission, actess
£ wsa of this prodisct or any brademark oo copyright work that fedtes gt of (s preduct are prohibited. Published by THIE Develepad Iy Volftion
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Betting DBton-tad

PLAYSTATION 2 CONSOLE

MEMORY CARD slot 82—
MEMORY CARD slot 1— |

R A P L T

S RESET
'irj' 5— CHRESET hutton

t_ La-nb--q.-_}i_.n.-q_j

l [
. e i byutin

JEE =

HUSE connecion - |-— i
LINE NEEE 15394) conmactor - :
contrider port ] ——
COmpéfer port 2 —— i

e e o e e

Set up your PlayStation 2 computer entertainment system according to the
instructions in its instruction manual. Make sure the MAIN POWER switch
(located in the back of the console) is turned on. Press the © / RESET button.
When the © indicator lights up, press the £ button and the disc tray will

open. Place the Red Faction®II disc on the disc tray with the label side
facing up. Press the £ button again and the disc tray will close. Attach

game controllers and other accessories, as appropriate. It is advised that you

- &

s, ¢ S

do not insert or remove accessories once the power is turned on. Please make

sure there is enough space on your memory card (8MB) (for PlayStation®2)

before commencing play. Follow on-screen instructions and refer to this
manual for information on using the software.
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ANALOG CONTROLLER (DUALSHOCK®2) BI]HHGUH#TI[IH

(in~game default configuration)
L2 hutten—Throw Grenade
L1 button— Aliternate Fire

directional buttens
4 — Check Objective Status

J —Toggle Night Vision On/Off
4m—Previous Grenade Type

wp — Next Grenade Type

left analog stick—Player Movement —

(L3 button when pushed down)
L3—Crouch

SELECT batton—Options Menu ——
ANALOG mode button S —

——

START butten—Pause

right analeg stick-—Pitch,/Turn
(R3 button when pushed down)

NOTE:

g
i
E These are the default controls for controlling Alias when the

learn how to control vehieles,

- /\ hutton
O hutten
: X button
[ ] button

/\ button—Reload
O button—Next Wi eapon

X butten—Action/Use
L] butten—Previous Weapon

player is on-foot. See the section entitled “Vehicles” on page 24 to

You can customise Hese condrols byseiu:tmg Oﬁm‘lﬂsw Co i:v,n i 5 “
tkf.ﬂ, Lnﬂtmlfer ﬁﬁm the Main Menu. See pﬁ:gg .Ef* “,-;”‘

T 1 >;,

R s

dokok 3 dkokok
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SINGLE PLAYER:

Enables the user to start a new single player game or resume a previously
saved game. Beginning a new game will also enable the user to select a
desired difficulty level: Easy, Medium, or Hard.

Starting a new game without first creating or loading a

« @ Player Profile will vesult in gameplay that cannot be saved.
"f For more information, see the section entitled "SAVING and
7 LOADING” on page 9.

HULT

Select this c}ptmn to begin a mu]tiplajrer gﬂme See page 15 for
more information. '

PROFILES:

Profiles are user-customised characters and control contigurations. This
option enables users to access, create, delete or copy a profile to a memory
card (BMB) (for P]ii}’Staﬂ'DHm 2). Profiles will also keep track of various user
statistics accumulated during gameplay. A custom profile must be selected

before playing Red Faction II if the user wishes to save the game's progress.

If you are jl!it starling Red Faction IL you must first create a
EL{Efﬂ-?}ll prafile if you wish fo play a game that can be saved,

e i il R A A B e e A . | i P . i

i
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§ | GPTIONS:

Select this option if you wish to change
| the default game settings, audio/video
| settings, and controller configurations.

EXTRAS:

2 Sﬂlﬁc‘t thls nptmn to access the game

Ly e e

|

ey

Accept

Accepts the currently selected
profile. If you have more than one
profile on a memory card (SMB)
(for PlayStation®z2), use either the
Left analog stick or directional
buttons to scroll though available
profiles.

RO
TRETIER, e

aec :rra'-"r f;,:-

Stats
Keeps record of the selected profiles preferred weapon, number of
shots tired, hit percentage, number of enemy kills, number of headshot
kills, number of civilian (innocent) deaths, and the current status of
your "heroics” meter. These stats will change as gameplay progresses.

Create

Enables the user to create a new profile. Use either the Left Analog Stick

ot Directional Pad to input a name and then highlight and select ‘accept”.
You can store a maximum of eight profiles on one memory card (8MB) .
(for PlayStation®z)

Delete
Enables the user to delete a selected profile.

Copy

Enables the user to copy the currently selected profile to a newly
named profile on the same memory card (8MB) (for PlayStation®2)

(MEMORY CARD slot 1 only) and then select the new profile as the
current profile.

NOTE: For more information, see the section entitled
'SAVING AND LOADING GAMES" on page .

';__;;Lm's II concept
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| You can access this menu by pressing the SELECT button at any time
while in-game.

: "l Options

Takes the player to the “Options” menu while in game.

! Save Progress
Allows the player to manually save the game’s progress. Selecting this
option will save the game through the last level section completed.

Restart Level
Restarts the level currently being played.

. Main Menu

I Takes the player to the game’s Main Menu.

Cheats CReT | |
Enables the user to enter codes that enable various cheats such as infinite
ammo and super health. No... we're not going to give you the codes here.

it

e

: quﬁﬁ 3131::111.1

i i
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Y Pressing the START button while in-game wiﬂ pause the action until the
START button is pressed again. While the game is paused, the player will
! see. 4 "ﬁ?@,%ry of game stats. These stats are saved to your profile:
i r

The number of enemy kills the plﬂ?&t has received.

et

E,‘.’_ 1 Elﬁlllamﬂea’ths _ The number of civilian kills the plajrer has reccrrded

The mtal num?:er of shotg the plaf.rer has ﬁre& with

Shots Fif;#;-:;
o a]l weapcms

=8 e e

- l"he percenrage :}f hﬁ:s to misses the plaj,rtr has recoxded

e

Shows Lhe {Jla}fex 5 most used weapt
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| To load and continue play from a previously saved game, use the

Saving
Red Faction IT will automatically save your progress every time S level
section is completed. You can manually save your progress by going to the
In-game menu and selecting “Save Progress”. If this option is chosen, thf:

game will save your Progress up through the last level section that is
completed. - :

Loading

Profiles”
option from the Main Menu. When “Profiles” is selected from the Main
Menu, all your previously saved Profiles will be loaded from applicable
memory card (8MB) (for PlayStation®2).

Once loaded, all your available and saved profiles can be accessed by
scrolling through the list of named profiles using either the Left

analog stick or left/right directional buttons. When the desired profile is
highlighted, press the € button to select. You will then be taken back to the
Main Menu. At the Main Menu select “Single Plaver” to choose from a list
of available single player levels or continue where you last left your game’s

Progress.

i
!

w

D

In single player games, all user data is automatically saved and
loaded from MEMORY CARD slot 1 or MEMORY 'CARD slot
1=A (if @ multitap (for PlayStation®z) is inserted into controller
port 1). In multiplayer games, users are able to save and load
data to any supported MEMORY CARD slot.
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! | Ieroics

The “Heroics” meter plays an important part in the game, When the bar is

blue, the player’s “heroics” is highest. When the bar is red, the player’s
“heroics” is lowest. The amount of “heroics” the player has when completing

! the game can determine the ending you receive. Killing civilians will have a
negative effect on the player’s “heroics”. Finding and completing hidden

t objectives will have a positive effect.

Occasionally the player will see a red or green star briefly appear in the
upper left corner of the HUD. The appearance of this star indicates a change
{ inthe player's “Heroics” status. A red star indicates a decrease in the player’s
“Heroics” meter. A green star indicates an increase.

T ormg ~

g When you first begin a single-player game of Red Faction I, youlll notice that

certain hints and tips occasionally appear on screen. These tips are designed to
l haipk layer ald in playing the game. These tips appear when certain
f Foituations occur. Press the € button to close hint windows.
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The “Options” menu is where the player can modify the gam&‘ -a* in
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audio, visual and control contigurations. RO e

| GAME SETTINGS

S
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WERPDN FAIORT

| Select this option to toggle ON/OFF weapon crosshairs, HUD messages, »
vibration function, and weapon switching. When the star-icon is “filled”, the
| corresponding option is on. When the star-icon is "empty,” the "
corresponding option is off.

Game Prefs |

! Crosshairs: Toggle weapon crosshairs On/Off |

e et

HUD HEEEHEES Tc:ggle NPC HUD messages Dn,f’ Off

ettt bl e e T

L IRLS: ogeles Training messages On

i’I"It ngl T ng messages O;’Oﬂ’

! Vibration

’ Weapen: Tuggle weapon vﬂ:lrﬂtmn anﬂff |
Emrtmnmaut: Tugg]-:: inmnmcnt whratmn On/Off =

adkk 1] kdk



Auto Switch: Leave on if you want the game to aummancaﬂ}r switch

to demgnate-d weapons when picked up. See “Weapon
Pnanr}r fc}r more mfﬂmatmn

S, . e

e

Skip Explosives: When thls option is turned off (the default setting),
1 the game will skip explosive weapons (Grenade
Launcher, WA S.P, and Anti-Personnel Weapon)

when determlnmgj auto- ‘-}Witfh

Vel taime T

You can also change your “weapons preference” on this screen. This feature
refers to the order in which the game will automatically switch to newly
acquired weapons. Weapons placed at the top of the list will receive a higher
priority than weapons listed below. To change a weapon’s place in this list,
move the cursor with the directional buttons to highlight the desired
weapon, then press the & button. Move the selected weapon up or down the
list with the directional buttons, then press the & button again when it’s
where you want it in the order. r

e e

U -l

AUDIO/VIDEG SETTINGS:

Access this screen to adjust the volume
of the game’s effects, music, and voice.
You can also switch between
mono/stereo audio and adjust your
monitor’s brightness on this screen.

Controller
Access this screen if you wish to
customise the controls for Red

Pa%
“ h =
i L1 R

55 fhis scteen if vou wish to customise the keyboard and mouse controls
&r a USB keyboard and mouse to play the game.

1158 yéen if you wish to adjust e _r:‘;:::“: S——
sitivity of the x and yaxis for the ':m:_ e Tl
controlléror mouse {xf yqu are using a
USB ke?baﬁd“ and mouse toplay the ~ =
game). Yﬂutﬁg ﬂ'lsn invert the default

setting of the 'j.?*&:-:ls on this screen.
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Health

| Objectives

Messages —

Now that you've reviewed the basics, you're ready to start playing the game!

' THE HUD (HEADS UP DISPLAY)

The HUD is an essential part of game play and should be monitored closely
at all times. It communicates to the player vital information: remaining
health, remaining ammo, objectives, messages from team members and
available weapons.

NOTE:

The HUD will change if Alias is in a vehicle. For more
7

information on vehicle HUDs, see page 24.

Health

The upper left corner of the HUD displays how much health Alias has
| remaining, It is made up of two sections: current health and Health Kit.
The top bar of the health gauge displays how much health Alias currently
has. As Alias takes damage, this health meter will drain.

. The bottom section of the health gauge displays how much health Alias
 has on reserve: When the bar on the top is fully drained, a Health Kit from
the bottom section will be taken to replenish Alias’ health to full. Each
Health Kit can replenish Alias’ health fully one time, and Alias can carry
only three Health Kit at any given time. When all of Alias’ health is
dep]etcd (Health Kits included), Alias will die. .

e yur

i Lty 2f you're low on health, find a safe place to Hide and wai
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Ammo and Grenade Types

The upper-right corner of the HUD
displays how much ammo remains in the
currently selected weapon and what
grenade type is selected. The number on
the left side of this HUD section shows
how much ammo remains in the weapon
clip. The number on the right shows how
much total ammo you have available for
the selected weapon. When the number on the left reaches “zero”, you will
need to reload (performed automatically) or press the “reload” button before
the magazine is empty.

T b2 Iﬁ'l'“'l‘[nq:

The graphic and number immediately below the ammo information displays
what grenade type is currently selected and how many of those grenade types
you have remaining. For more information on grenades, see page 39.

Available Weapons

The HUD can also display what weapons Alias has at his disposal. To call up
the “Available Weapons List” section of the HUD, simply press either the
“previous weapon” or “next weapon” button commands (® button and

® button if you're using the default control configuration).

Continue to press either the “previous” or “next” weapons buttons to scroll
through the list and see what weapons are available. Pressing the Primary fire
button (I button in the default configuration) will arm Alias with the
weapon that is highlighted in the middle of the scroll-box. Pressing the

HXE button will cancel the weapon switch.

Messages

Occasionally Alias will receive incoming messages from NPCs. Usually these
mesSagdsfire from his squad-members. When a message is received, a graphic
of the B who is speaking will appear in the lower-left corner of the screen.
You '_

At times; receive objectives he must complete. When a new

i teceived or updated, a “New Objective” message will appear on the
1 side ::-:rf the screen. To view the objectives, press the “Objectives”
N Your mntmllen{‘l on the directional buttons if you're using the

default Cﬁﬁﬁﬁ%ﬁtmlﬂguraﬁﬂrr}* v

-

b
You can wewfhfﬁ}ketwes at :m},r time in- gﬂme by pressing the
Gh}&ﬂtwea “button. g
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CONTROLLER SET-UP o
Red Faction™2 allows up to four people to play multiplayer games simultase o)

| via a 4-person split screen. You must have a multitap (for Pla}IStatlDH%
| order to play multiplayer games with 3 or 4 players. i

For multiplayer games, the controllers can be configured as follows:

Controller port 1:

Pla yer 2 ( fs:rr 2 player only multipla yer g.:lmr:i-,]
CEILL G oadias i i

Multitap (for PlayStation®2)
in controller port 1:

Pla}fﬂ 1 (for 2 player only multipla}mr games} ‘

-

Multitap (for PlayStation®2)
in controller port 2:

| I:ﬂlllr[l"ﬂr purt I-A Player 1 r:untrull&r purt I: Player 1 f

l I:niltrﬂllﬂr part I E 3 Player 2 unntrnllarpurt! =% Player 1_

| controller port 1-C: ; MP],ayerm controller purtI Bmmm;l-;werg
T TU R T T
centroller port 2 N/A controller port 2-D: N/A 1

l GAME TYPES i

| Choose the type of multiplayer game you wish to play:

ﬂ Deathmatch 1

It’s you versus everyone else. No teams, no rules, just an all-out frag-fest.
‘ The first player to reach the kill limit or who has the most number of kills
| when the time limit for the game expires (based on your multiplayer game
settings), wins the match.

| Quick rules for Deathmatch:

i are none! Kill everyone in sight and try to collect the most
number of frags.

et e *h:‘f f,l ""f
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| Team Deathmatch ’: . | Arena
}  Same as deathmatch, but all participants are on one of two teams. Youcan | f | Arenaisa “best-of” series where a player must win a pre-determ
| choose which team to be on at the start of the match. * B | of rounds in order t6 win the entire match. Ies similar to deat ﬁr
'{ the game is round based, players cannot respawn after being kille:

. | next round begins, and every player is able to use only a pre- @Eff:::tﬁei
weapon for the entire match.

Capture the Flag (CTF) ;

This team based game pits the Red Team against the Blue Team in a quest to
capture your opponent’s flag and return it safely to your base for a score. The
first team to reach the score limit wins the match.

e

Team Arena
Same as “Arena” except team based.

Quick rules for CTF:;

Regime
You can only capture your opponent’s flag and win a point if your flag is Regime is a locked multiplayer mode. To access it, you must... ???

safe at your team’s home-base. i

T B ST Ty e B e o e

If your flag is stolen from your base, you must kill the opponent who has
captured it and “run over” the flag in order to return it.

e L e . e L L T

Players will hﬁ able to see the location and movement of both team's flags
through obstacles if lined up mrren:ﬂ?

e —Eee s e e ————— L - =N E

A dropped flag w111 return to its base after 30 seca:mda ::rf inactivity.

Rl — el

Bagman

The goal in Bagman is to find the “bag” and hold on to it for as long as

| possible without getting killed. Players receive points for each frag and for
- | every second they successfully hold on to the bag. The match is over whena §
.} player reaches the score limit. » |

Quick rules for Bagman:

crbs‘tas:les Lf lined up correctly.

Whﬁn {he ‘Bagman” is killed, the “hag will drop to the ﬂa:r:rr Run overitto.
pick i it up anfi ecome the next bagman,

)
X ‘ Players will be able to see the location and movement of the bag through
i
!
|
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MANAGE BOTS

Red Faction IT allows players to create their own bots for use in
multiplayer games. Users can have a maximum of 5 bots per profile
saved to a memory card (8MB) (for PlayStation®2).

New
Enables the user to create a new bot,

Load

Loads all previously created bots fmm applicable memory cards (8MB)
(for PlayStation®2)

Ao+ MENSGER

Delete
. Deletes a selected bot from an applicable memory card (8MB)
{fm ﬁlayStancrn@z}

Save
Saves a newly created bot to an applicable memory card (8MB) (for

PlayStation®z). Users can save a total of 5 bots on a memory card (SMB)
(for PlavStatlE:rnﬁ:—:}

Nan}'f:
Enables the user to name their bot.
; i '
4 Modd Bl
’ Enables the user to select a model fgr a bot.
{ 3 L
il o T R . i el e T i T e e g e
St T
# dk B owdom

O s R e

S e o Ry = P . A
Traits g *_ i 3, s
Enables the user to distribute a pre-determined amount :::f S0 q\%ﬁ
give their bot particular attributes and skills. The higher ﬂ,"lﬁ ﬁ'ﬂfﬁt 'P't af, : i :
the greater the attribute, SRR

Health:

Ant:ural:]r Determmeq how accurate the bs:at wﬂl be when fmng
at enemies. :
Agility: Determines hcrw m uc:h the bot will move around

Damage Multiplier:

Aggressiveness.

Determines how much health the bot will have
when at full health.

e —— SPETY

when engﬂged in combat,

............. oy L U T

Determines how much more damage a bot will
inflict when uqlng weapons.

Determines how aggressive or passive a bcat w1ﬂ he
when engaged in c::rmb&t

i Gamping Tendency:

P —

Y T —_——— e ——— o

Determines how hkel}r the bot will be to sit and
camp when flghtmg

Weapons

Enables the user to determine the weapon preference for the bot.

Stats ’
Enables the user to view the recorded multiplayer statistics of the 5

selected bots,

To tnclude n custom-bot in a multiplayer game, you must
highlight and select one of the computer generated bots that

appear immediately before a multiplayer game begins, provided

you have chosen to use bots in the selected game type.

e e e
re - -

<28\ Press the €9 button lo open the custom-bot list. Use the 1 / §
: ; divectional butlons to 5r:h::rH ﬂtrm{gh :wmf-:rbl'r bots and then press
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Weapon Prefs: :
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MULTIPLAYER GAME SETTINGS

After choosing a multiplayer game type, you can configure certain options
applicable to the game type you have chosen. Not all settings are applicable
to all multiplayer modes.

Choose to enable or disable weapon availability for
the match. You can also choose a default weapon for
plavers on this screen.

Weapon: Choose the weapon to b-a used in the arena match.

e e R B R Ll

Gapture Limit:

Set the number of flag captures for the mat::h

e T T N R B e eSSt DE LA T B e o o o

TDgglE team ciamage On/Off.

e e — - ——

Team Damage:

Set the end score for the match.

L e L

Toggle disarming the bagman anfo

T e ——— ek e

Enurr. Limit:

i e e

Disarm Bagman:

Kill Limit: Set the dﬂsu‘eﬂ kill limit for the match.

Players: Chc:rr:rse the number of pla}rers partz::ipatmg (T~ 4).

Bats: Choose the number of bots present in the map. The
- maximum number of human and bot opponents you
b cat laave in any gwen map. is six.

Time Limit: Set the desired time limit f{}r thc march

Pawerups: Tnggle pOWerups Dnﬂ:}ff

Reloads: Toggle reloading On/Off

Abo e b e s e T e

Toggle unhmzted ammo On/Off

e e = e L L e

Set the difficulr}r of the bots to Easy,
Medium, or Hard.

el ek w T L]

P e o g

Scroll t11ruugh and select an available level.

== et Y T ET ——nmm e i

Select when all muiﬁpia}rﬂr game type options
have been set.

A e Y sz ——_mr. ] o

TS L )

Ch{] ose the number of rounds for the match.
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! PLAYER SETUP

L'Ilil‘ill:tﬂr Name Here”: Select to choose an available profile.

J Ham&: Select to give your r_iharacter a name,
Model: Select to scroll through and e:hu:u::se an available
I charac{er model to play as. »
Eptimﬁ' Selm:t to IJL mken to the {}ptmns Menu.
Reload Frnflil’: Select to cause thf: system to reload Red Faction 11
profiles from MEMORY CﬁRD sL::-t 1
Continue: Select when your character is finished.

..............

———

TEAM SELECTION

" It you have chosen to play a Team based multiplayer game, you will need to
designate teams after having completed your player set-up.'Simply use the
directional button to highlight and select a team member and move them to

{ the desired team (either Red or Blue). There must be at least one player on
an opposing team for the match to begin.

e e,

TEAM TTLECTION
e T e z
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MULTIPLAYER HUD

Although similar to the single player HUD, the HUD in multiplayer differs
slightly. Not all of the options described below will be applicable for every
multiplayer game type.

P1 Health Pt
P1 Rank —
P2 Health Fie Amme
P2 Rank
Health: The player’s current health is displayed in the upper-

left corner. Full health is 100,

e e L

Frags and Rank:

Thf player’s current number of frags and werail

ranking is displayed in the lower left corner. The
number of frags is immediately to the right of the
skull icon. The player’s current ranking among all
plajrers is to the lett.

L LR e R s A e e Al e Pt Sl el S D e

Ammo: The player's ammo is displayed in the upper right
corner. The number on the left displays how many
shells remain in the clip for the SEE’:CtEd weapon,
The number on the right displays how much total

ammo the player has Fc}.r that weapon.

e ———— e mm e e mm s Em = EE o m == e = - = il e o e e B

Eac:h team’s number ::rf current flag caprures are
displd}red in the l::rwer left corner.

L i o em— e R R R,

Mumﬂmn POWERUPS

If powerups are turned "On”, the player may occasionally run into items that
temporarily increase his power and ability. Available powerups are:

Damage Multiplier: Increases the user’s damage 2x for a short
T pﬂriﬂd :Jf timc.
Leech: Enahle& the user to gain health by shooting
i opponents. Like the Damage Multiplier, this
fi seis L powerup mﬂ}r lasts fDr a Shﬂlt permd of time.
Slow-Mo Causes other pla}fers to move in slow motion

fcr a short period of time.
.J..,-\.-.-\.p.n*q.--'\-\.
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Restart Level: Restarts the current level W‘Ith ail pfevmuqi}r

selected -::Drtﬂgurﬂtmm enabled.

Ends the game and takes the user to
the “Game Stats” menu.

Aofiimetl de. ot i ——— e

Hasuma Eam&

Requmes rhe current game.

MULTIPLAYER PAUSE MENU

As in the single player game, pressing the START burtton will pause the game.

MULTIPLAYER GAME STATS

At the end of each multiplayer round, you will be presented with a list of
stats applicable from the game just played. These stats include number of
frags, number of deaths and suicides, preferred weapon, and total score. The
actual types of stats recorded and displayed will be dependént on the
multiplayer game type played.

b

| ; YDL;aL have the option to save your profile at the end of each multiplayer

game on this screen.
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Invulnerability: Renders the user invulne rable for a,g-hﬂrt : ”fo i
period Df time. SRR e i;'*- i
Super Health: Equips thc user with daubia he;ﬂth 4'!» g
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The multiplayer in-game menu differs slightly from the single player pause
) . . ; 1
{ menu. You can access it at any time durlng a game b}r pressing the ™ button. ;
E
Prafile [Iptimls Takes the user to the Dptmns Menu
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When paired with Shrike, Alias serves as
the gunner for this craft. You will have
two modes of fire: a Gatling gun and
rockets, Use the Primary Fire button to
engage the Gatling gun. The alternate fire
button will launch rockets from the
rocket ports. 1f the the Throw Grenade
button is used to lock onto vehicles, the
rockets will home in on their targets
when fired. The HUD for the Gunship
_also displays how much health the vehicle has. When this humber machas ZeTo,

you're dead. T T U e s e
L]
¥ L% 1) ; : L
Frrmarr Fire: Fire Gatling Gun = &
While playing Red Faction II, you will ' 3 - .ﬂ.|tErH3tE FII‘E Fire Missile
occasionally need to operate vehicles in | j T B e e e
order to complete the game. Each vehicle 5 H_J Jump: Toggle Zoom
has ifs own unique properties, including ’ | R In/Out
ammo, HUD, and weaponry. ; P T e s
3 Throw Grenade: Toggle “Target
# LﬂLk Ony {}ff
L 9 _
*; s g version of the Aesir Fighter takes aerial =~ e
: i U combat fo the next level when compared to its predecessor medel from 5 years ago.
5;,, Designed for airtborne combat in Earths atmosphere, the Aesir 2.0 utilisesa 30mm, 8
ks U barrel SOP- 8BG Gatling gun as its primary source of firepower and can dispense
| B, e rounds at an extremely high rate of fire. In addition to the somm rounds, this craft is
{ © | also capable of launching high-powered rockets from each of its left and right ports. i
/ E These rockets are highly effective against tougher opponents and can easily pierce
2N &= | though even the through armor. While the Aesir is rumored to be capable of flying at
{ 4 | speeds up to 400 knots when at full thrortle, its enhanced maneuverability at f{:ﬁrﬂ . |
& | E speeds makes it well suited for urban combat environments. T al
A =
} ”% FOR OFFICE USE ONLY
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 MINI-SUBMARINE (NEWT700XS)

Torpedoes are the firepower for this vehicle, Use either the Primary or Alternate
fire buttons to fire a single torpedo from the right (Primary Fire) or left (Alternate
Fire] ports. The player can also use the Turmp and Crouch buttons (the aryd
buttons it you're using the default config) to make the sub climb (jump) or
dive (crouch) quickly. The subs health is also displayed on the HUD.

GENERAL INFORMATION

Primary Fire; Fire lnrpedﬂ

L == el e 2 sl

Mt&rnat& Fire:

Jump: Move Sub Up

I‘]Et‘ 1 Urj:rﬂdu

SPECS

Move Sub Down

Emu[:h,r" Tilruw ErEnadﬂ

O e e LT A T T e b Tam i

'i'

Smaller and more agile than the Ultor submarines found on Mars, the Newt-
Tooxsdires the Triton MK1 dumb fire torpedoes as its main source of
firepower. Constructed with a titanium-steel hybrid metal and capable of
withstanding depths up to 9oo meters {2950 feet), these mini-subs are well
suited for exploratory purposes and can fare reasonably well in small-scale
underwater combat.
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" VEHICLE DESCRIPTION

—“VEHICLE DESCRIPTION

z st g

GENERAL INFORMATION

SPEGS

The tank is fortified with both
a Chain-Gun and Mortar for
firepower. Use the primary
fire to fire the Chain-Gun.
Uise the alternate fire to fire
the mortar. You can also
monitor the tank’s health as it
is displayed in the HUD,

Primary FH’ e: Fire Chain-Gun

Alternate Fire: Fire Mortar

These depleted uranium-armored tanks run on titanium-plated treads and
are heavily fortified vehicles. What they lack in speed they make up for with
firepower. A SOP-6AG Chain-Gun serves as the primary weapon, and can
dI%:hAt_&,e the armor-piercing 2omm rounds. The alternate means of fire, the
wforward-mounted SOP-8omm Mortar weapon, launches shells that explode
on impact. These highly explosive mortar rounds are capable of taking out
[arge sections of buildings with their blasts.

o
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The Battle Armor is fortified with three

means of firepower. Use the Primary and

Alternate fire buttons to engage the right

and left Mini-Guns, respectively. Throw

grenade will launch an incendiary

grenade and Jump will launch a missile

in the default control configuration. The

Battle Armor’s health is displayed as a -

number near the center of the HUD You can

control the Battle Armor as if Alias was walking on his own.

- — e . g r — S — e P L e T e e O S e R

GENERAL INFORMATION

L e L

Primary Fire: Fire Right
Mini-Gun
Fire Left
Mini-Gun

Jump: Fire Missile

Crouch/Throw Grenade:  Fire Incendiary
Grenade

T Tt i L2 O o S o i L P TTIES

Designed to compliment Sopot’s Nanotechnology experiments, the Battle
Armor was created to provide Sopot’s super-soldiers with a fully controllable
and miearly unstoppable personal combat system. Armed with dual Mini-Guns
{Hyper SOP-0XF), these suits are able to deliver armor piercing shells as well as
high explosive rockets and incendiary rounds fired from each shoulder
mounted pod. These highly mobile battle suits are equally devastating to both

ground forces and armored units.

FOR OFFICE USE ONLY
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Ammo: ' gmm bullets

T R PR

' Primary Fire: ey Flre“:;z-';;;ﬂund ---------- - )
| !Itzﬁr‘;a;Fire: o Pistol Whip S

GSP-19 SEMI-AUTOMATIC PISTOL | e aite o

B e e s B i s S TR B _r\_t..,..,......“_n.., i

This basic semi-automatic pistol is a standard issued weapon for many ﬂf‘t;@.é armed 4
_personnel employed by Sopot. This weapon is fairly accurate and can be é"ffemw.e SRy
against unarmored opponents when used G
properly. Although able to pierce body- G
‘armor, the CSP-1g is not an ideal weapon |“§

to equip against more resilient enemies, %”5

PETTTTEE Y L e O
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| DUAL CSP-19 SEMI-AUTOMATIC PISTOLS
~_ | Same as above, but with twice the firepower.

- o
T W W

-~ Ammo: ' gmm bullets

* Range: Short to Medmm

e e o b e T T e

Fu'e one mund fmm light weapon
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CMP-32 MACHINEPISTOL . .. .4 @ | CAS-14 AUTOMATIC COMBAT SHOTGUN

This mili tary-gra de 5;]11:_::-{;‘:{ un is -:.":_'11'.1:1[:-_1: e of delivering -::"~.'.i'1'|:'|".'.-r.-':j';,' oy

blasts and inflicts the most damage at cl

ate bo d‘_' armor

and eifectively neutralise most enemies at}
close ranges '

5o metersiaway. This weapon is also

7ing incendiary rounds




- N1C.W=NANOTECH INDIVIDUAL COMBAT WEAPON. . .

The NICW is used primarily by Sopot's most trusted, experienced and feared guards. It

GSR-B60-SNIPER RIFLE— - — - — -

— ke i i | oy

e

oA s

i ol S PRl e

e e, W

Capable of bolt-action fire only, this rifle comes standard with a UNVS-8 sc ope that
provides the user with pinpoint accuracy on the battlefmld It also features a wind

is capable of delivering extremely powerful 7. 62amm automatic dlmDPPlt‘ﬁlmg r-::-umia 25 L 3 2ot
in fearsome bursts, and can discharge 7 AR ! . velocity offset that automatically corrects h; RIS e ]
il s LR } 4 ; "-'. i
grenades that explode on impact as an i 2 for any wind conditions present. This E <
alternate means of fire. The NICW is able | E weapon can inflict immediate fatal 9 *
to idehtify and target enemies from behind - £l s wounds if a head shot is achieved, and is b i
'.. " ‘ - r . L ! i :. d ..:-.. ...
walls. A customised HUD-device visually I ) . capable of penetrating both body-armor ;2
43 - . : g
relays information to the user about the 2 oS i and lightly-armored vehicles. ?: b
gl I DAL Z-es R B Ao 14«&-1.1.1;-...-:?.—4-\-?-.*. a L % i i‘“"“"‘"’“"’"‘"“*""*“-"“"h'ﬁ--‘hnﬂ-xm'w.ﬂ:-.: :
Ea o 0 T
v - ‘:
| & e & Ammo: l 62mm armor-pierci
Ammo: 7.62mm Rounds 4ﬂmm HV HE grenadea R i SR A n%_{??m&b_" o B i
Range: e P =t [ ul ; Range: Short to Lﬂng
e R ey e I i T oy i R e s on el IRy anar FHE Fire one roun
Primary Fire: Fire 7.62mm rounds, automatic o 3‘ el e e o o B O_d__ BT P el
S e EERCET TR = ’ 4 i MtEIHHtE Fire: | Activate/deactivate the scope
Alternate Fire: Fire one 4omm HY HE grenade &'F | P
|
e |
] et e et T e ey e

~ NGL~8 NANOTEGH GRENADE-LAUNCHER- :

The Grenade Launcher is the preferred weapon of Alias, the demolitions expert in Molovs
squad of elite, nano-enhanced super soldiers. It fires a single yet powerful Grenade that

The fully automatic silenced machine gun is a good weapon to equip if you prefer
not to be heard. Silent and swift, this weapon is more accurate than the Machine

expl{}[igg On impact and is [gp;]hle ﬂftﬂl{iﬂg E T LT T e Pjﬁtﬂis, but not EjUitE‘ a5 F{JWEI'f-UI. It can EE R, B L T
; 5 e g ; : e R et 3 A e '-" b R et o
out nearly everything unlucky enough to be FERTE T RUWE R W W ar e penetrate most body-armor and is most ; ” RSt

effective at close ranges. This weapon is a

3 Pt
"'.---Elﬂ'. 4

caught in its blast. Because it can easily blast

through many walls, floors and other
surfaces, the Grenade Launcher is a useful
weapon for finding alternate routes, secret
rooms and blowing away enemy cover.

L e e e

favorite of tactical covert specialists,
including Tangier.
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Primary Fire: ‘ Fire one impact-based grenade o
Mtﬂmate FH‘E. Fire one timed-based grenade Shott to Medlum
; i Fire burst
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CCAR-T2MILITARY ASSAULTRIFLE- .

Similar ro the AK-47s from the past, this semi-automatic weapon is designed to offer all
the benefits of a full-sized rifle in compact form. It is capable of firing a three round

burst or a less accurate fully automatic BT

onslaught. The high-velocity, armor-piercing i‘:* i
shells inflict massive amounts of damage on "'.'-
unarmored targets and will exact noticeable 13!
damage on armored opponents as well, The *3*

assault rifle is a standard-issue weapon for the §

O TNOTE Yoarbdiers and oTUnLs B -
. I —li**mnmﬂ_iﬁﬂ__ﬁ_.jﬁ_ﬁﬁ.&‘.

lﬂl‘ﬂll]: E 7.62mim highm:inmtv annﬂrvplfrcmg rounds 1 4 ‘
M S SO RO LIS RY- - e I RISEF SLRP ISr e e v ARSI e e s —— -'|l
Hangﬂ Shron to Medium At
e — — = ) i
Primary Fire: Fire 3 round burst -
Alternate Fire: Fully automatic fire &
i UV it PP iy S o
e Ef

L — o

'W.A.S.P.-WIDE_AREA_SATURATION PROJECTILE

The W.A.S.P. is primarily an anti-vehicle weapon. More powertul than the Grenade = %
Launcher, the W.A.S.P. fires a barrage of five armor piercing rockets. Tt has the Iy 'y
ability to "lock on” to mobile vehicles and iaumj 2 swaj e
seek out and strike its target. The WA.S.E is ﬁﬁ el
used by Sopot's heavily fortified ground
troops and guards.
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Ammo E 15cm high explosive rocket canisters '
Hanga i Medium to L-Dng
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JF90-HMG/BF_HEAVY_SUPPRESSION MACHINE GUN

A terribly inaccurate but very powerful weapon, the HMG is the pﬁe |
weapon of Repta, the heavy-weapons specialist in Molov's squad. C;
huge numbers of bullets in a very short period of time, the HMG j

when opponents are engaged at close bt
range. It is best equipped in situations .
where raw firepower and maximum :
suppression is required. E

b

b
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—r— - aad - o A BT,

Ammo: 50 cahber, belt-fed
Range: Long
Primary Fire: 3 Fire rounds, automatic
Alternate Fire: N/A

HEHE-M ENHANCED MACHINE-GUN--. oo . o

Sporting a higher rate of fire and larger ammunition clips than normal
submachine guns, the NMG-44 Enhanced Machine Gun is an extremely powerful

| close-combat weapon. It is extremely effecmre - against all enanngq, mcl dmg
E:'T‘"? 5

L - .L

A R
e -.ull'n- e ﬁ,é}a-"ﬁ;-.ﬁ

heavily armored targets.
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Range:

Ammo:

gmm bullets

Shﬂl’l’ to Medium N
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 DUAL NCMG-44 ENHANCED MACHINE GUNS 1 & [ WKap-97 ANTI-PERSONNEL WEAPON PR

=
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Same as single equipped NCMG 44 Machine Gun, but wit]-; twice the fire power. : : A favorite of Lnrer{hchun forces worldwide the MMP g7 is extremel'f &kmwg SE e 5
' @ § saturating a strike zone with a bombardment of explosive bomblets. Heatrjrﬂfbapnn o]
specialists can lock on to specific personnel amlﬂ use the Emgﬁgﬁem ule o car “L“h.v:t*1 F
location with bomblets that Explu&e shortly zt"“ R R ’m Bgipar ovat | "?
after contact. Unarmored enemy personnel Ft o
;‘aught in the ensuing blast are often i :
eliminated from the combat engagement. Thn.?ﬁ '-'. ;
weapon is often used by Repta, the heavy- E

weapons specialist in Molov’s elite squad.
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Ammo: Amma; 15cm high explosive rocket canisters

HEHEE: REHEE- L Lﬂn{-_{-_— -------- e
S e R G e
Alternate Fire: Mormate Fre: l e st b W

GRENADES

Frag Grenade

NPSR-755 PRECISION SNIPER RIELE Sretmee ol :

Capable of firing explosive rounds at a semi-automatic rate, the NPSR-7cc iz a

- The Frag Grenade is a standard military issue grenade that emits 2
- fragmentary blast when discharged. With a blast radius of several meters, it
‘is extremely effective against unarmored opponents. The Frag Grenade also
-inflicts noticeable damage against armored enemies and vehicles,

specially crafted weapon created specifically for Quill. Its devastating firepower
combined with zoom capability and tactical mmb.u dd ta provide Quill with

IO P s
-.-.m.o;;uu‘.a.-ﬁ‘mﬂ-ﬁ-ﬁrﬂ%fﬁ“ 'j-

U '\h - l-l-

precision lethality

i

i

- Incendiary Grenade
- The Incendiary Grenades emit a flammable blast when ignited. Anyone locared

AL -.':-.i':;‘_:-'.-' i

SRS S S
¥ .

5 i‘;’: - within the blast radius will become ignited and suffer long term negative
; E% i ': effects. These grenades are most effective against foes who are not armored,
iy i
_.i-—-—-.-.—-,-.a-—---- - T TT YT T RS R RS Y A RN TN L Iﬁ-§hﬂck {;IEHH{IE,&.
' ; #“The Shock grenades emit a high-intensity, short-duration burst of
: eiettmmagneuc energy in a localised area. They are useful for disrupting
Amma: ][ 7-62mm armot-piercing munds - electronic equipment and are known to cause neurological damage to
) '. - ULy NS - e PPN Lt | - llﬂprt}tﬂﬂtﬁd human targets.
Hang&: L:mg .
— - Satchel Charge ' - :
Frtmarf Fire: | ! Fire one mund - This is a medium-sized, high explosive charge that attaches easily to a variety :
A N, o G Sl o 1 e e s i sof surfagess It is highly effective against strucrures, unarmﬂred and, annﬂred i
Alternate Fﬂ'ﬂ Mtivate,-’ deactivate the scope, hold down for zoom 1 per-sm:tnﬂl.a E\;}l as [1gh: Ve m:ies 1. :
S .
Frot {111 Grsna&c f‘j.’PE’S press the button to throw a single grﬂﬂﬂﬂe Yi
R 3 adjust the arc and distance of your throw by rhangmg the pifch on the y-axis: :
wkx Yook | : *oxok 3G ek SR
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| BUT INTROVERTED PETEHHLI]E'!' SERVICE FILES NOT ED MORE HHHEESHHHIHE |
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sunm:r WAS AMONG THE ADOLESCENT napms smmu POST- ;
REBELLION FROM THE ULTOR COMPLEX 0N MARS T0 THE COMMONWEALTH,
BECAUSE OF HER DEMONSTRATED TECHNICAL EXPERTISE SUBJECT WAS
IMMEDIATELY ASSIGNED 70 THE SOPOT INTELLIGENCE SERVICES. sumsr:r
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OF TEI}HHELﬂE'f THAN FEI}FLE POST- FHHEEESI![E EI]BJEET CONTINUED -
: _HEHHHSIHT’E A STAHLE FE‘FEHEHET BUT HAS BECOME EHEEHEH

| _‘F.ﬂﬂ !}FHEE'_U_SE ONLY

fHﬂTE SUBJECT AMONG Eﬁi'f’u J]F' FEEEESSEE! EIHIE!!TIHE A \FA}HET‘!’ if3 MEASHRJILEI{.E :
FSTEHELEIE!EAL EHAHEES} & : i _ B )
l
SUBJECT SLATE!
| Eummnﬂ OnN. -
_____.:;..-F-':';_} : %‘% : £ L ,':
B L e oA

rhk 4] xxk




By L ]

cwrmammx wmma ma:;' @

NANGrPﬁ

OCESSING EXPER mw

| PROCESSING iHFQ&MHﬂ'ﬂ”{”’

PHYSICIAN PROFILE

A

Y O -5 EQE_ 'fﬂﬂ' ?HHEEEEHE

{ZH Pawgﬁm.ﬁﬂ : -"_f_:; gl ey
| 120 i 125 |
e o el Lol RIS T
: ; |
HEIGHT | §ign | 5y et
e D T_,,_ R s
! 1] . 1'
WEIGHT | 133 18S i 148 LBS E
Ll o e el N S s e

faer S e o e o

 SUBJECT NUMBES; ' 888
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A 6-YEAR VETERAN OF THE ARMY AIR CORPS, SUBJECT IS A SPECIALIST
IN ALL FORMS OF MILITARY TRANSPORTATION AND HAS FOREIGN SERVICE
EXPERIENCE. SUBIECT'S ABILITY T THINK CREATIVELY HAS MADE HIM
AN EXCELLENT CHOICE FOR A LARGE NUMBER OF HIGH-RISK OPERATIONS.
SERVICE FILE NOTES THAT THE SUBJECT IS EDUCATED, SKILLFUL, AND

~ CONFIDENT, BUT HAS NOT BEEN RECOMMENDED FOR PROMOTION DUE T0
A TEEDE_HI:? T0 "CREATIVELY INTERPRET ORDERS.” SUBIECT FEELS THAT

' VOLUNTEERING FOR PROCESSING WILL GAIN HIM THE PROMOTION HE DESIRES.

PRE-PROCESSING, THIS SUBIECT'S PSYCHOLOGICAL PROFILE INDICATED
AN ABOVE-AVERAGE AND HIGHLY CREATIVE INTELLECT COUPLED WiTH
SUPERIOR PROBLEM-SOLVING ABILITIES. POST-PROCESSING, THE SUBIECT

DEMONSTRATED FASTER REACTION TIMES AND INCREASED BELIEF IN HiS
MENTAL SUPERIORITY AND PHYSICAL INVULNERABILITY.

(NOTE; SUBJECT AMONE 56% OF PROCESSED EXHIBITING & VARIETY OF
MEASURABLE PSYCHOLOGICAL EHAHHEE }
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 SUBIECT'S SERVICE RECORD m}res A HISTORY OF RERSERKER VIOLENCE,
SEVERAL ALLEGATIONS OF INVOLVEMENT IN ATROCITIES, AND LOW IMPULSE
 CONTROL. THE SUBIECT WAS NOT DRIGINALLY SLATED FOR PROIECT
SOPOT'S BLADE. HOWEVER, AT THE INSISTENCE OF SECRETARY OF DEFENSE
~ MOLOY, UNDER WHOM THE SUBIECT HAS SERVED FOR MANY YEARS, THE
SUBJECT WAS INCLUDED IN THE PROJECT. SUBIECT EXHIBITS EXTREME -
 LOYALTY TO COMMANDER MOLOV AND IS AMENABLE TO HIS ORDERS.

POST-PROCESSING, SUBIECT EXHIBITED HEIGHTENED AGGRESSION AND
REDUCED IMPULSE CONTROL. HIS LOYALTY TO COMMANDER MOLOY
REMAINS CONSTANT. (NOTE: UNLIKE 98% OF SUBIECTS, PROCESSING
MEASURABLY REDUCED THE SUBIECT'S 1.0.) (NOTE: SUBIECT IS AMONG

{ THE 56% OF PROCESSED EI!{EBITIHE A VARIETY OF !IIHSI!EF.BLE

- PSYCHOLOGICAL CHANGES.)
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SERVIGE RECORDS NOTE THAT SUBJECT IS AN EXPERT SNIPER WHO HAS
BEEN SUCCESSFULLY INSERTED INTO NUMEROUS HIGH-RISK SITUATIONS
ON FOREIGN SOIL. SUBIECT IS HIGHLY DECORATED AND HAS BEEN
COMMENDED FOR HER COURAGE UNDER FIRE. THE SUBJECT HAS N0
POLITICAL CONVICTIONS OR UNIT LOYALTY, BUT EXPRESSED WILLINGNESS
" 70 DO “WHATEVER IT TAKES” TO AUGMENT HER PHYSICAL ABILITIES.

! PROCESSING HAS IMPROVED THE SUBJECT'S ALREADY IMPRESSIVE
ATHLETECISM AND COORDINATION. SUBJECT WAS ENTHUSIASTIC ABOUT
HER IMPROVED PROWESS AND THE ABILITY TO "THINK MORE CLEARLY.”
(NOTE: THIS WAS THE ONLY SUBIECT WHO REPORTED TAKING PLEASURE
IN THE TRANSFORMATION PROCESS.) (NOTE: SUBJECT IS AMONG THE 27%
OF SUBJECTS WHO SHOW NO SIGNIFICANT PSYCHOLOGICAL CHANGE

POST-PROCESSING.)
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A T-YEAR 'i'ETEHﬁH oF SBF[IT SPECIAL FORCES H’ﬂ'ﬂ F!]HEIEH SERVICE

EXPERIENCE, EIJEIEI'.:T HAS EARNED THE EHH.#I:EI.I.I]H‘S QUATTRO- ~CLUSTER

FOR HEROISM AND THE SOPOT MEDAL OF H.LBH MILITARY SEHIEE FILES
NOTED ABOVE-AVERAGE INTELLIGENCE, ﬂEﬂ\'E ~AVERAGE LE.HIEHSH!F
ABOVE-AVERAGE LOYALTY, ABOVE- II'EIMEE EﬂllElEE AND #Eﬂ?E-HEIMEE
“‘EI]HB#T SKILLS.

|FHE PﬂﬂI}'ESSIHE THIS SUBJECT EEHEHSTHTEB A STABLE PSTEH{ILI}ET
AND WILLINGNESS T0 EEHFE!ATE WITH THE EXPERIMENT. POST- :
PROCESSING, SUBIECT CONTINUED 10 I]EHEHSTHIE A STABLE PSTEHEMG‘I’
WAS PLEASED BY HIS ENHANCED PHYSICAL AND MENTAL ABILITIEST AND
WAS EAEEH T0 USE THEH IN THE EEH’HI}E oF. THE EHHHIIHH&LI’H

{HII:TE SUBJECT IS AMONG THE 21% Of SUEJE{':IS wﬂﬂ SHOW HI] $!GH1HEAHT
FSTEHﬂLﬂﬂIEAL CHANGE: FESFFHEL‘ESE[HE]
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Pay attention to incoming HUD messages. You might
receive some valuable information.

Check your objectives often. If you get stuck, chances
are }FDH"'FE: neglec:ted to fumll an u:}hjﬂt:rivﬂ,

Ii you're low on health, find a E:u.lfﬂ place to hide. Alias
can regenerate health after a &-hﬂlt perﬁc}d crrf time.

Don't be afraid to blow up walls. This is, afrer ail, the
only game with Geo-Mod™ Technology. Who knows?
‘:'f::}u just mlght fmfl a hldden area.

Become m:cusmmed to 5tr'1ﬂn§;_ Strafmg bdck and
forth from behind a safe-area is an excellent way to

defeat some enemies.

- Frag Grenades begin their countdown to exploding

from the moment they hit a surface. Proper timing
is essential.

If you're out of ammo and have only 2 pistol'to equip,
use the alternate fire button to pistol whip opponents.

" If you're targeting a person and your reticle changes

to a circle with an X through it, don't shoot! The
targeted person is an innocent civilian.
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" 14 UNIQUE WEAPONS PLUS DUAL
HANDED COMBINATIONS.

: g % | ~ * MULTIPLE ENDINGS.
. TM{E EHT EHI':MEE WETH l]l]MElnT VEHICLES. .1-5& \ BB . 2 IUSB KEYBOARD AND MOUSE SUPPORT.

i wh £* VOICEOVER BY LANCE HENRIKSEN AND

* 4 PLAYER SPLIT SCREEN ACTION. JASON STATHAM. A
WITH CUSTOMIZABLE BOTS.
* PLAY DEATH MATCH. CAPTURE THE FLAE,
volition BAGMAN, ARENA AND TEAM VARIATIONS
OF EACH ON 40 MAPS.
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This software is only compatible with the PlayStation®2 computer entertainment system and |



