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03.Aug.124
Commander Arlen

Date:
From:
MacPherson

RE« Call o Mk

Soldier, welcome to Strike Force
Centauri. As vou know, the SFC is a new
military organisation; its creation was
mandated by the governing Centauri
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
years, but up until now the twelve
local Clan strike forces have proven
adeguate to the task of
safeguarding the citizens of
Centauri. In recent months, this has
no longer been the case. Strike
Force Centauri has been established
with the goal of providing a greater
security to the peoples of the
Centauri System from an
increasingly violent and well-

organised criminal element.”

Mik, that's what the criginal order s
I'll put it another way. We're hpw o
completely wipe out the
who think they can Tcll e cll_i'-farlt-m]& of

the people who built this society up from

nothing, people who have struggled for
over a century just to live free from
oppression. They'll stop at nothing -
terrorism, sabotage, outright murder - Lo
accomplish their aims. VWe're going to
fight them, and we're going to destroy
them. You can quote me on that.

The thirteen members of Strike Force
Centauri have been been chosen from
among the best young soldiers in the
existing Clan strike torces. Nikola, you
were the unanimous choice of the
Council to be the Squad Leader in the
new Strike Force. You were chosen not
only for your exceptional skills as a
soldier in the

your great potential for leadership.

field, but also because of

Having reviewed Lthe dossiers on you and
Lhe other candidales, especially the note
of recommendation from your
Commander in Strike Force lo, | am fully
convinced that you are the right man for
the job.

This guidebook is standard issue for all
soldiers in the SFC. | expect all soldiers to
be familiar with its contents, especially
the Squad Leader. It includes some useful
history, and it fully explains the operation
of the new Powered Battle Armour you'll

Qe using.

Please report for duty by 08:00 on 04.08 124
dt the SFC base on llewHope, Centaur.
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Before we begin your installation, let's make sure your
system meets the minimum requirements listed below.

Computer: Terra Nova: Strike Force Centauri requires a minimum
Pentium 60 or 100% compatible system, running MS-DOS
version 5.0 or higher. |

Memory: Terra Nova requires a computer with a minimum
8 megabytes of RAM.,

Uideo Card: 7erra Nova Eequires a VESA 1.2-compatible video card.
Please consult your video card manual for more information.

G0=ROM Drwe: Terra Nova requires a double-speed CD-ROM drive

(350 millisecond access time and 300 kilobyte data transfer
rate minimums.)}

Hard Drive: You will need a minimum of 42 megabytes of free space
on your hard drive in order to install and play Terra Mova.

(Not all of this space will be used up, but Terra Nova will need
some free space when it runs, to swap files from the CD.)

1
bt

B
)

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

1) Insert the Terra Nova CD-ROM in your drive. At the DOS prompt, type
the name of your CD-ROM drive (usually D:), then press the enter key.

2} Type INSTALL, then press the enter key.
3) Follow the installer (see nelow).

Installing under Windows 95

S, L
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Be aware that Terra Nova will not run in native Windows mode.
Iherefore, when you run the installer or the game itself, the programme
will run by shutting down Windows, automatically proceeding to DOS,
running the installer or game, and then returning to Windows. Windows
will prompt you before it performs this procedure, so don't be alarmed!

In arder for this to work, your machine should be properly configured 1o
run MS-DOS applications {sound, video, and CD drivers). If this is not the

case, please contact your hardware provider(s) before you contact us.

Mouse: Terra Nova requires a Microsoft mouse using Microsoft

software driver 8.2 or higher, or a 100% fully Microsoft-compatible
mouse driver.

Sound Card: Terra Nova requires a sound card. You will need a Sound
Blaster, Sound Blaster Pro, Sound Blaster 16, SoundBlaster AWE32,
Ensoniq SoundScape, Gravis Ultrasound, Gravis UltraMax, Roland
RAP-10, or a card that is fully compatible with one of these models.

5% &

| Software Warmng:

Terra Nova will run unreliably if your system is running SMARTDRY,

other disk cachers, desk compression software such as Doublespace
or Stacker, or any RAM doublers. If you are using such software,
we recommend you deinstall it, or make a boot disk (see below)
that will not use it.

1) Insert the CD-ROM in your drive.
2) A window will pop up, showing you the Terra Nova logo and three
buttons: “Install”, “View Reaame”, ana “Quit”

Click on the Install button.

3) Follow the installer {see over).

If you have set up your machine so that a reboot to MS-DOS mode
does not have a CD driver, the Terra Nova installer will fail and
return to Windows. You should get to an M5-DOS prompt by your
normal means, switch to the CD drive, and type install.

If you cannot get an MS-DQOS prompt with a CD driver, contact your
hardware provider.

If you're installing in Windows 95 mode, and the installer
hangs after restarting to DQOS, you may not have a DOS mouse
driver. Check to see if you have a driver and/or contact your

hardware provider.
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Note for Windows 95 users: If you later want to remove Terra Nova
from your hard drive, we highly recommend using the Uninstall
option in the Setup programme rather than simply deleting the
directories. Failure to use Uninstall may make re-installation difficult.

e B D I B B D B A B Iy

Following the Installer:

B B B e B A D I B P

It the installer pops up and says you do not have enough memory to run
the game, proceed with the installation anyway. After the game is
installed, you will be offered the option to create a boot disk to allow you
to play Terra Nova. _

1) Before the installer starts, it will ask you if you want to install a UNIVBE
driver. This is a special graphics driver that will give you faster video
performance. However, trying to install UNIVBE may hang your machine.
If it does, reboot your machine and install without UNIVEE,

2) Next, the installer will pop up. You will first set up your Digital sound
card. The installer will attempt to automatically detect which card you
have. If successful, it will proceed to Configuration. If it fails, you will have
to specify yourself which kind of sound card you have.

After selecting card type, we will configure your card. You will be asked if
you want to have the installer auto-configure it, or if you want to
configure it by hand.

5} You will then choose an install size. The more files you install on your
hard drive, the faster Terra Nova will run, but the more hard drive space
will be used. If you have the space, a Full install will greatly enhance the
game’s speed. Smaller install sizes will create minor pauses before each
mission as Tiles load. (If you don't have enough hard drive space for a Full
install, that option will be unselectable.)

B) After selecting install size, you will be ready to install Terra Nova.
Click on “Install” if you are happy with your configuration choices.
Click on “Reconfigure” to change your setup, or “Abandon” to abort
installation altogether.

?m*mmm““”’“”“m““m“m“”ﬁ

t Making a Boot Misk. N
If you don't have encugh memory in your standard DOS setup to run
Terra Nova, you can make a boot disk. This is a floppy disk with a
special setup designed to run Terra Nova. If you place the boot disk in
your floppy drive and then start up your machine, your computer will run
the floppy’s setup instead of your standard one, so that you can then
play Terra Mova.

To make a boot disk, select the "Make Boot Disk” option from either the
Setup programme (from your Terra Nova directory, type setup), or from
the installer menu that appears after you have completed an installation.

|

Auto Eﬂﬂflgl.ll’E: The installer will attempt to configure your card itself.

If successful, it will then proceed to the Sound Test. Otherwise, you will
have to Hand Configure your card (see below).

Hand Configure: if the auto-configure is not successful, or if you want to
manually configure your card, choose Hand Configure. You will need to

consult your sound card manual to find out your sound card's /O port,
IRQ setting, and DMA.

Sound Test: After configuring your card, you will proceed to the digital
sound test. The installer will attempt to play a sound sample. If your card
is configured properly, you will hear it, You will be asked if you heard the
sound. If you did, select “Yes” to proceed with installation. If you did not,
select “No™, and you will re-configure your card.

3) Next you will set up your Music card. This works much the same way as
setting up your Digital card, above.

4) Next you will enter the directory where Terra Nova will be installed.
The default will be "c\tnova” or “c\gamesitnova®. If the default directory
s acceplable, click on the "OK” button. Otherwise, enter a new directory
path, and then select “OK”.

LN,
6

i Playing under MS<D0S.

3

Wﬂtﬂth‘m‘hﬂ\!ﬂtﬂh‘tﬁéﬂftﬁﬁ?ﬂﬂtm.‘:‘.’i‘“{{{m‘ﬂPb%
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Insert the Terra Nova CD into your CD-ROM drive. Change to the
directory on your hard drive where Terra Nova is located (for instance,
type ¢d c:\gamesitnova. Then type TN, followed by the enter key.

'-q‘!la Ll AR LS AL S AR LE RS R R bR AL SR L AR LR RER Y b hak,

{ Playing under Windows 95.

O D D R T L S T e

3

Insert the Terra Nova CD into your CD-ROM drive. A window will appear,
showing you the Terra Nova logo and four buttons: “Play”, “Configure”,
“View Readme” and "Quit”. Click on the “Play” button to proceed.
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Note: Be sure to view the readme.txt file on the CD-ROM or in your
Terra Nova directory for the latest information on installing and
running Terra Nova.

Q. The install programme fails to auto-detect my sound card or
locks up my computer when detecting the sound card.

Try using the Hand Configure option. To use this option you must know
the 10 port, interrupt request, and DMA channel your sound card uses.
Wost sound card manufacturers supply a setup or diagnose programme
that can tell you this information, so check in your sound card’s
documentation for information on such a programme.

If you are running under Windows 95, try running the install programme
In M5-DOS mode. You can get to MS-DOS mode by clicking on the Start
button, then choose “shut down” then “Restart in MS-DOS mode”.
Swilch to your CD-ROM drive and type install .

Q. | don't see my sound card on the list of sound cards in

the installer menu.

You need a sound card that is 100% compatible with one of the listed
sound cards. In general most sound cards will work with the
"SoundBlaster Pro”

, " SoundBlaster”, or "SoundBlaster 16" options.

If you are running M5-DOS 6.x then you need to select the “Make Boot
Disk” option in the installer or the Setup programme.

Also, "RAM doubling” software will not work with Terra Nova.
You need to have a minimum of 8 megabytes of physical RAM
installed in your computer.

Q. | am running Windows 95 and | get an “invalid drive
specification” error message or my computer can not find my
CD-ROM drive in M5-DOS mode,

Your computer has not been setup with the necessary drivers for
MS-DOS mode CD-ROM drive support, Windows 95 has built-in drivers
for CD-ROM support, but these drivers will not work in MS-DOS mode.
You will need to contact your system manufacturer or vendor for
assistance installing the M5-DOS CD-ROM drivers.

Q. I get a “you need x,xxx,xxx more bytes of disk space to install
Terra Nova" error message.

You need at least 42 megabytes of free disk space on your hard drive to
install Terra Nova. You can lype dir at a DOS prompt to find out how
much free disk space you have. If you have Windows 95, you can open up
the "My Computer” folder, then click once on the icon for your C: drive.

It you do have at least 42 megabytes of free disk space and you are
getting this error message then you will need to run the MS-DOS or
Windows 95 disk utilities Scandisk and Defrag:

R A

e

Q. I get an “insufficient memory” error message when | try to
install or run Terra Nova.

Your computer must have at least 8 megabytes of system RAM and at

SR !

least 6,800K of total extended and conventional memory to run -

h
R

Terra Nova. You can find out how much memory you have by typing -

a

mem at any M5-DO5 prompt.

i

You will see a table that looks something like this: o iﬁ:;:
ey ot
I: "“ u -.,-\.E‘EE:‘-R _..J,_"tE % *‘q\' § .:_.,..,:.. A ::"-C.' .IL Bl .. .".E'.:.., — -I; AL -E".' . 5 -_-.. iR 1. .::g::?_c"?“_‘:‘\:;‘ "‘%‘ i I!m!!!
SHHIEHH ‘ﬁﬁ.ﬁ ‘k\@‘-“‘i?‘ SRR DR R k]S 3 ) TR LT
Q : ‘.1}1*:&%\}.‘-- BAEA S, h‘:'l = ) o ALY '\.-"1‘1'\.:'""-:.-. i o """\-.'l “'“"
o 5k |
Conventional s

A o o

o
=
= |-

Upper

Reserved
Extended (XMS)
Total memory

384K 3 -
15,360K 156K 15,204K &
16,384K 580K 15,804K
640K 40K 600K |
16M (16,285,696 bytes) |
16M (16,252,928 bytes) § =
598K (612,832 bytes) §
0K (0 bytes)

Total under 1 MB

Total Expanded (EMS)

Free Expanded (EMS)

Largest executable programme size
Largest free upper memory block
MS-DOS is resident in the high memory area.
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If you are running under MS-DOS, then you will need to type scandisk to
run scandisk, then type defrag to start Defrag.

If you are running Windows 95, you can click on the start button, then o
choose "Programmes”, then choose “Accessories”, then choose “System ot
Tools”, then choose Scandisk. After Scandisk has finished running follow _;t
the same procedure as above but choose “Disk Defragmenter”.
Also, go not run disk compression software such as Doublespace or
Stacker. Doing 50 may cause your computer to lock up or may cause i
Terra Nova lo crash, sl B
Q. The digital movies don‘t play smoothly.
This means that your CD-ROM drive or your video card are not working _
fast enough to play the movies smoaothly. Terra Nova was designed to il
run on 2X or faster CD-ROM drives and for either VESA local bus or
PCl video cards. -
Using a boot disk may improve your system's performance. You can I:
chocse “Make Boot Disk” from the installer to make a boot disk. e
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Q. The game’s graphics do not appear to be drawing properly or an
error message appears stating, “Error: You Need To Have a VESA
Driver Installed To Run Terra Nova".

Since the appearance of displays and controllers capable of greater
resolution and colour depth than the standard EGANGA systems of yore,
computer graphics programmers have had to rely on the VESA video BIOS
extension (VBE) to gain access to these extended modes in a uniform way
across the different video contreller board vendaors. The VESA VBE makes it
possible for the application programme to make one call, for instance, to
set the video mode, regardless of the underlying hardware. Were the
world a perfect place that would be all there is to it.

However, video controller board manufacturers do not always get their
VESA VBE implementation correct, and the behaviour of the board when a
call is made which should perform a certain function is not always
predictable. Terra Nova uses a third party implementation of the VESA
VBE which helps to eliminate these uncertainties. This implementation also
provides Terra Nova with faster access to the video memory of the boards
in certain modes, resulting in a faster game.

Nothing is perfect, however, so there are work-arounds to several
problems you might experience with Terra Nova relating to the display.
Use the following example as a guide to adding video options to the
command line when running Terra Nova.

5. Failing all these options, try the “+NOUNIVBE" option, using the
VESA VBE driver supplied by your video board controller. You may
need to consult your video card manual for further information.

6. If you run Terra Nova with the “+NOUNIVBE" and immediately get the
message “You need to have a VESA driver installed to run Terra Nova!”
you need to either run without the "+NOUNIVBE" option or you need to
obtain a VESA driver from your board manufacturer. Please see the
documentation that came with your video board for this information.

Finally, note that there is an easy way to turn UNIVBE on or off altogether
without reinstalling Terra Nova. From your Terra Nova directory, type video
to toggle UNIVBE. That is, if you had UNIVBE installed, typing video will turn
it off. If you did not have UNIVBE running, typing video will make it active.

uat : _. :

If you enter the Random Scenario Builder too many times

(around five) your machine may hang. To avoid this problem,

after you've played a few RSB missions, exit the game and re-enter
it. This problem has no effect on the rest of the game. A patch will
be available by the time Terra Nova appears in stores; visit our
web site at http:/lwww.Iglass.com.
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CoTNOVANTN +BADPALDAC

1. If when you start Terra Nova you see a logo screen and menu
screen which seem strangely coloured, try running with the
"+BADPALDAC™ option.

2. If you switch to 320x400 resolution in the Options panel and the screen
hecomes completely distorted or the text which is displayed looks out of
focus, try running with the "+BADMEDRES" option.

3. If the opening screen looks wrong, but the movies play ok, then try
running with the “+BADLOWRES"” option.

4. f every mode you run in seems wrong and none of the above options
seem to fix things, or your mouse leaves trails on the screen, then try the
“+BADLINMODES” option.

Terra Nova ships with two different versions of the music scores.

One is intended for “wavetable” cards, and the ather is specially
optimized for soundcards using FM synthesis (For instance, Creative Labs
Sound Blaster, Sound Blaster Pro, and Sound Blaster 16, as well as
numerous Sound Blaster-compatible cards from other manufacturers),

If you have a soundcard that uses FM synthesis, be sure to select the
appropriate type when you install Terra Nova, or you may get the wrong
score for your type of soundcard, which might sound a little weird.

D K K R B OO R IO O N RN 0N A S S O A R R S A L N R e N
[

lotes pertaiming to specific soundcards: |

i -
R R e D D R R R A N T L DD

Creative Labs Sound Blaster AWE32: Terra Nova uses a custom SoundFont
instrument bank to play the musical scores on this card. If you select this
card during install, the custom instrument bank will load automatically.

Grawvis UltraSound and UltraMax: Terra Nova uses a custom patchset to
play the musical score on this card. If you select this card during install,
the custom patchset will load automatically.
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{ # word about Q=Sound.
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For players with stereo sound cards {which should be most of you),
Terra Nova incorporates Q-Sound, a unigue new real-time audio
processing technology that can greatly enhance your game experience.

Here's how it works: In the 3D world of Terra Nova, sounds track their
physical location; i.e., an explosion on the left side of your screen will be
panned to the left side of the sterec mix, and as you move, the sounds
will track their positions on-screen. Q-Sound takes this concept a step
further. With conventional stereo game audio, the sounds can only exit in
the space between your speakers,
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i Answers to some common questions about Q=Sound.
Rn:m\m:mrmummsmmmwmamwwmmmmwﬂ
Q. Will Q-Sound work with headphones?
A. The implementation of Q-Sound in Terra Nova will not work with
headphones. It won't do any harm to leave it on if you use headphones,
but you may want to deactivate it (in the Options panel) as it takes a bit
maore processing power to provide a Q-Sound effect, and it will cut down
on the number of sounds you can play simultaneously.
(Turning it off will also speed up the game slightly.)

Q. My soundcard has Q-Sound built-in. Is such a soundcard
necessary to achieve the Q-Sound effect?

A Certain soundcards, such as the Creative Labs Sound Blaster 16ASP
Creative Labs Sound Blaster AWE32, and the Gravis UltraSound and
UltraMax, come with Q-Sound processing built into the card.

Such a card is not necessary to use Q-Sound in Terra Nova.

Any stereo soundcard will work.

Q. Does Q-Sound affect the musical score in Terra Nova?

A. Q-5ound has no effect on the musical score, since that is handled by
the synthesizer built into your soundcard. Q-Sound works only on the
digital sound effects in the game. However, the stereo audio soundtrack
for the video portion of Terra Nova has been processed with Q-Sound.
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With Q-Sound processing enabled, the sounds can extend well past your -
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speakers, for a much more immersive and realistic audio experience. = e TR
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Q. My soundcard (or computer speakers) has Spatializer surround
built in. Is this the same as Q-Sound?
A. No. The Spatializer process (as well as similar processes from other
manufacturers) operates on a different principle; it treats all sound the ""'im-a
same, regardless of its spatial position in the game. The unique property of -
. . - N - - . lr-
Q-5ound, as implemented in Terra NMova, is that each sound is individually
L
processed in real time, according to its posilion in the stereo field. To get s
the full benefit of the Q-Sound process, we recommend that you turn off i
any other surround circuits that your soundcard or speakers may have. -
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BUNE ( GRICF HISTORY OF CENTAURI SOCIETY [ POUERED BATTLE ARMOUR/PBA [

<

The people of Centauri are the direct
descendants of the original Jupiter
colonists from the Terran system.
Their founders were considered
rebellious dissidents by the oppressive
Earth Hegemany, 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
a stalemate with the Earth
government; they lacked the strength
and numbers to 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 colonists would
undertake the journey—uwith full
Hegemony funding—to colonise the
habitable planets of the Centauri star
system. In 2132, the colonisation fleet
departed the Sol System. In 2136, the
first human being stepped onto the
grass of NewHope.

In the 150 years since the colonists’
arrival, Centauri society and culture
have flourished. They have built,
expanded, farmed, mined, and
prospered in a way that the original
settlers could never have foreseen.
Today, there is even a slow but
growing trade with their old enemies,
the Earth Hegemaony:.
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If you're interested in reading
more history about Centauri,
consult the terminal in vour
perscnal quarters, under the

“Library” section,
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The most valuable resource brought to
Centauri by the original colonists was
their technical expertise. With a huge

database of information and a large
supply of raw materials {much of which
came from breaking down the colony
ships thermselves), they were able to
build a thriving industrial society in very
little time. Having learned a harsh
lesson back in the Sol System, the
Centauri soclety was diligent in
improving its military technology,
specifically that pertaining to the
Powered Battle Armour suit, or PBA.

Powered Battle Armour has come a
long way from the hydraulic metalsuits
used back on Jupiter. Those were litlle
more than an efficient way for a soldier
to carry weapons too heavy to wield
unaided. Today, Centauri PBA suits are
battlefield juggernauts.

Tne armoured exoskeletons not only
can carry a vast offensive arsenal, but
also provide outstanding protection
against ballistic and energy weapons,
in addition to housing a complex
electronic network of sensor arrays,
targeting computers and
communications equipment. They are
man-sized, man-shaped tanks, which
allow the occupant a great

flexibility of movement and tactics on
the battlefield.,

| B

Strike Force Centauri will

be equipped with the recently
developed XR-5 models of Powered
Battle Armour, suits even more
powerful and versatile than those used
by the Clan strike forces.

We expect you 1o use them well.
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| | ____ i ; i L ?;" :. | i'- A
THE SFC BASE 7 THE SAVE/LOAD BOOKSHELF 2
- & (i o] I Q
; l W
0030 e o In the upper left of the screen is a |
YOUR PERSONAL QUARTERS Tt - o |
(060 vy bookshelf filled with data-books. Click = (] B3 ::‘5
e the bookshelf to save or load a game. ,
Moving around your quarters—and i o1 1 The view of the personal quarters L[Iﬂdll'lg d bame m
S o ek e e e 8 e e disappears and the bookshelf fills the To load a game stored in a game slot: :
astesiEx el ’.[I:Ie Al et o) screen. Written on the spines of the :
' : R books are the names of any previous o o . 1
access. If you are unsure which 5 : S Select a book by clicking its spine.
; ames you hav S t
locations on the screen call up .g_ Y ; 2 f; AdyiEy s i
, : BAd mission number, (You can see yvour
2 interesting features, lry panning your o : y OClick L
. PE mouse cursor over various objects i SIS o numer Ak TSR aLon el 1 il
When the cursor passes cju.fer .5; R of the screen. A book with a blank you return to the save/load bookshelf..
relevant object, text appears at the R, L S 3 spine indicates an empty game slot.)
PES bottom of the screen explaining what o % B i It you don’t want to load a game
PES R SEIUII'IH a bame after all, click Cancel. You return to
PLa SRR . _ the bookshelf.
PR an save your place in the game
ggg to a game slot, and later, continue
ﬁ k EEE playing where you left off.
k P&E T ————
P&d 2 G :
P&3 £ 2 :
ﬁ:g To save your current game, follow ;
s | these steps: -
e - ': : "f
;EE | Oselect a book by clicking its spine. -
P&d # o0 | i i
P&ea : # 2
T ©If you want to change or add a | I v |
Save/Load & o description, type something next :
s s v v : B ;
7 1o " Description. .
You can “peek” at which spots
UiewMedals B = iiﬁ' | are important in your quarters
T TR - nterBase ©Click Save. The game is saved and

or the base by holding down

1 the [Tab] key.

you return to the savefload bookshelf.

If you don't want to save a game

o ; o after all, click Cancel. You return to ]

the bookshelf. ——
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4,1 Qutting Terra llova

If you want to quit playing Terra Nova, click the book labelled Exit Terra Nova. ~  ==-=--= . .
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Exiting the Bookshelf ]  am
When you are done with the boakshelf, click Done, and you return to your guarters. +o] e llews s | e J g
_ . This feature lets you read the latest 4 Review .
o wmnm news, as provided by the classified _ ‘ .
m I 5 5 I l] “ tlp E“ _D : , The systems review lets you read data

- § SFC news feed. Some of this : !
. Al : B on the various weapons, systems, n

Hit [ATt][X] at any time to information is compiled from civilian :

? : & = vour squadmates, and commaon foes
news, while sensitive military : : . ;
of the SFC. This feature is identical to

the systems review available

exit Terra Nova.

| _- information comes directly from

=y

internal SFC sources.

=

during mission outfitting,

The news reader works the same way

B Thc PERSONAL TERMINAL ' i B e e

as the e-mail reader.

time. The review section provides

Inside your guarters, sitting on your

newer, more accurate information on
J. Library
desk, is a data terminal you can use

The terminal’s six buttons are:
your oppaonents as the SFC learns of

The on-line library contains various

to access mail, news, and other | E"Tﬂﬂll it, so check it often,

data files, such as write-ups on

information. Click the terminal 1o use . :
LS You can read electronic mail sent to

it. The view of your room clears and
the terminal’s screen appears.

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

il

.....

oMISSION tip

If there is a flashing button

on your terminal, you have

news or e-mail.

It's a good idea to check

your e-mail often.

you from your squadmates and other
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, dick 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 entrieaﬁl

planets in the Centauri system and - C HE[I[]I'tS

short entries on the Centauri clans, a
Centauri clans timeline, a glossary of
SFC terms, and more.

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

e fff.""I 1."
L

The reports section supplies you with
the debriefings and data of your
previous missions.

b. Exit

Click Exit to close the terminal and

return to your guarters.
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On the left side of your personal quarters, below the save/load bookshelf, is a case a 2 The SFC base is where you conduct | e
holding the medals you have received. Click the medal case to view your medals. ' military business. The SFC base <o [[ I &[T |_J g:
consists of the lobby and briefin , I
The screen clears, and the medal case appears. Position your cursor over any of the ’ X
room. From the SFC base lobby, you I
medals. The name of the medal and how many of that type you have appears at the . .
have three main options: :

bottorn of the screen. When done, click the bottom part of the screen to return to
your guarters.

e

B MOUING AROUND THE BASE l

SR ;ﬁ

Start Mission Briefing

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 guarters, when moving about the base, you can “peek” at which spots
are interesting by holding down the [Tab] key. Take time to familiarise yourself with

pand
!
o
1]

PR the base, it will be your home for the duration of your SFC duty.
Go To Quarters

i
g A A e A A R
-

Woving around the base sometimes leads you to a video scene which shows you,

ﬂ‘?if‘:-.‘ﬂﬂ.‘r
3
171
rm
i

Nikola, interacting with the other personnel. Often these scenes occur when you

1
1)
m

PBE leave your guarters. For instance, you might leave your room to head into the lobby,
PR and see a video scene of Nikola and others at the bar. When the scene ends, you
PBa return to the base, and gameplay resumes as normal. If you want to skip past a
P scene, you can press the [spacebar], but you should watch each scene at least once.

Hamish Machque. PBA Mechame

[T ol g, J -
rNe Wreck

g g ; L T e e e
transport that crasheag d 1nto the ground.
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Returning to Quarters

To return to your quarters, click

The [Mssion Briefing Room

Clicking the round doorway in the

centre of the screen takes you to your the tram door on the left side of

the screen.

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 Rillboard

Click the killboard to view the SFC
killboard. The killboard shows the

performance records of your
squadmates, including kills, assists
and drops. Al the start of the game
your squad hasn't been on any i

missions, so the killcount is blank.,

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

Click Exit to return to the SFC

base lobby.

tona ap lo. hikola's mom

“Keep your room clean!
No one likes a messy room.”
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1 . I
Bl BRIEFINGS Sl B OUTFITTING AND SELECTING YOUR SQUAD i
5 ot JRg | = s
. S L s e - T
During mission briefings, you learn You see the screen of an SFC RN g When the briefing is over, you begin : ] —
what you need to accomplish on the terminal, and hear the voice of your o Y outfitting yourself and your sguad. w00 H0N S
particular mission coming up. Are you commander as the mission objectives — You choose the squadmates you want i
solo or do you have a squad? What is are explained. The terminal shows cawer: Y to accompany you on the mission, Ll
the mission objective? What are the relevant visual information: pictures, onnch and what type of PBAs and weapons
enemy forces? You learn what events recon fly-bys, maps, and so forth. el each person will have, ;
took place prior to the mission, which s wres JHT :
, Listening to the commander is very i
targets you need to hit and what you | | . T
M important. The commander explains i fnna van Wyk/Strike Force Feldvaar
need to protect. b% Wl TR g
your mission cbjective plus any other privs
To get 1o the briefing room, exit your information you need to know. Be -
quarters to the 5FC base lobby, and sure 1o pay attention. IT you miss s
H
proceed through the round door in something, you'll be able to replay
the middle. Mission briefings begin as the briefing while you are outfitting
soon as you enter the briefing room ] your squad,
from the SFC lobby. -—-]-—- . SELECTING SAUADMATES I
: | a
If the mission requires squadmates, then you can choose who is going to accompany
If you didn't mean to enter you on the mission. The number of squadmates needed for the mission determines
the briefing room, click or how many columns are in the grid.
the [Return to Base] button in If the mission is solo, then you do not have any squadmates. Skip to the section
the outfitting screen. “Selecting Armour, Weapons, and ASE”

If the mission is not solo, you will have a default squad selection. Names in red boxes

A L o g -

e I e e e e S g o 25 =
e e are mandatory, but you can change any of the rest.
OFEEATION FAMNARA
oMISSION tip
Your commander may have
additional information for vou
;S ; ol : A during outfitting, so be sure

to read the mission notes.

[
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_____ 5 sk UL JSELECTING ARMOUR. WEAPONS AND ASF -
To change a squadmate, click any name in the first row. The drop-down list contains o A 4 : = = " spman
the names of soldiers in the SFC. If you want to change the default squadmate lm :m E For each soldier in your squad, ettt
: . i L . AR
mm '
| . il Lh L amm can choose the type of PBA, which o FEE
The names in the drop-down list are colour-coded, indicating their availability: yP | b

um I weapons to carry, and which Auxiliary n Y

S s i Suit Function (ASF) to use. 1

breen already a member of your squad

:
2
E

To change the type of PBA for a

White ¢ potential member of your squad B - certain squadmate, click the current
g PR ki :
| BEREs 5 . selection in the Suit Type row for
Hed | injured soldier, unavailable - 4 » _
: e that squadmate. A drop-down list
“FEII]QE E soldier on another mission, unavailable - appears. Select a type from the list.
B e P o H- -
To change the weapon in the left arm
The drop-down list also indicates each soldier's speciality with a two-letter code. slot for a certain squadmate, click the
Pay attention to the specialities of your squadmates. current selection in the Left Arm Slot
If the mission requires a demolitions, repair or electronics expert, then be sure to row for that squadmate. From the
select one for your squad. The specialities are listed below: drop-down list of weapons, make a
gnﬁ new selection.
: R ,ggund at, spotting enemies and moving undetected Follow a similar procedure for the
".IEF"]I]"S m 4 ] right arm slot and ASF
- ] H
._ i iexcellent aim S
| DEMOLITIONS W fexpert at placing and detonating explosive charges ] I OUTEIT COMPLETE I

: REPHIR m'trained to fix damaged PBAs in the field

When you are done outfitting, click the Outfit Complete button, and you will head
out on your mission. Good luck, Nikola!

| ELECTRONICS m fgﬂnd at rewiring and fixing electronic items on missions

:

e

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

If you need information on the various weapons, suits,

If you need information about
and ASFs available, click the buttons Tabelled Weapon

a particular soldier, click the
Specs, Suit specs, and ASF Specs, respectively. These

Review Personnel button.

buttons show you data on the various equipment, Jjust as

if you were consulting the appropriate section in the

Review function of your personal terminal

in your quarters,
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UsIIG THE PBA INTERFACE

£ 3 i { ¢
- | k = « HBIE
During a mission, you view the world as if you were actually looking out of the helmet o 1 :’,' You move your PBA around in the ' b
of your Powered Battle Armour, or PBA. The main view, the part shaped like goggles, is o328 world using the kelioard. K e ol ng inta
called your Heads-Up Display, or HUD. Crdinarily the HUD is used to show you a view of — | hand on the keyboard to control motion Note that these keys can be . mmn
the outside world. Below the HUD are three smaller, square-shaped screens. aaezs 0 while the other hand manipulates the combined for more complex motion. o 1Y
These screens supply you with various kinds of information and are called e s i For instance, pressing both [w] and 4
Multi-Function Displays, or MFDs. - [a] causes you to move forward and 1 “
T You can use either the letter turn left simultaneausly.
- : keys or arrow keys.
i
UEREEE
m
3 Reqular Reys Arrow Heys
1) m

Forward
Fast

E o)

Forward Turn
Right

Sidestep Move -~ Sidestep Move
Left Bachwards Right Bachwards

ok HUYLER —
DEHOLITIOMS :

r
r
]

PPy ek

ULLY OFERATIOMAL & |

|
Left MFD * centre MF0 ‘% 7 right MFD

You can crouch down by hitting
the ['] (back quote) key.

fou will be a smaller target

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
e S of functions—moving around.

and therefore harder to hit.

fou automatically stand

pack up the next time

—=

you move.
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BOUNDING

<

Pressing [Shift] plus any motion key will cause 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 forward.

l__ TURNING YOUR HEAD

You can control the angle of your head by using the keyboard. The [r] key swings
your head upwards, while the [v] key swings your head down. At any time, the [f]

key returns your view to normal level.

You can also turn your head forty-five degrees to the left or right using the [g] or [e]

keys, respectively. Once you release the key, your view swings automatically back to

forward. The keys on the numeric keypad also control viewing, as shown below.

Michelle Cummings / Strike Force Stockton

“If you're lobbing grenades without using target

can really get some extra range
angling your head up first. Otherwise, you
only aim at a pretty low arc.”

= e [ o
Tock, you

Reqular Heys
[

ook Look
Left fight

by

can

Center
Uiew

2]
ook
Down

lumpad Keys

@)
Look
Right
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JLULS I WEAPONS

<2

s The standard PBA can carry four

WEAPOoNS.

Some weapons use ammunition;
these are called projectile weapons
since they fire projectiles. These
weapons have only a limited supply of
shots. You can see how much
ammunition remains in the weapon
oy looking at the image of the
weapon in the right MFD. At the
bottom of the image is the text
“Ammo Count” and the number of

shots rermaining

Other weapons use energy whnen 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 1o a
] sufficient level,
e O e

]

Samuel Bernsten/Strike force lo

“If an enemy 1s shooting at you from the side, you

can get a shot off at them quicker by also
turning your head as you turn your PBA {o face
them. It gets that &F@%*! in your visuals sooner.
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The weapon icon in the nose of

the HUD changes to yellow if
you are reloading or
recharging, and changes to red
when you are out of ammunition

agr 1f the weapon 15

inoperable
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To determine which weapon is currently active, check the icon in the nose of your
HUD. You can also lock at the right MFD it the Weapons status is showing. The name

of the currently selected weapon is displayed.

:H

e
=

There are three ways to change what weapon is currently selected:

i the Weapon's status is 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 uﬁ.. N
direction and the right mouse button cycles in the other. .;
h
" . :
Click the smaller picture of the weapon located in the nose of your helmet. :1'
This, too, cycles through your weapons.

n

o -

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

I I_I]I_I

Firing a weapon is accomplished using the left mouse button. The following figure

summarises the stages of aiming and firing.

L

lied and Cursor Nlear Fire!

Antomo Scassaletti/Strike Force Carpaccio

“Watch out for the effects of gravity on the

max1mu of your projectile weapons,
Thatcher's gravity’'s only about .9 Gs, and that'lT

fet your grenades go that littie bit Ffurther.

It can make all the difference Tn a crunch.”™

Sensing a Target

During a mission, your PBA’s targeting computer displays any enemy targets within
sensor range with a rectangle around it. While your cursor is over the target the
targeting computer also indicates the object’s name and its range from your PBA.

fiming and Firing

To aim at a target, point your mouse cursor at a 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.

l TARGET LOCK

Your PBA is equipped with a target
lock feature, When you have a target
locked, it is easier to hit a target.

You can achieve a lock on a target
when your sensors have detected it

(and thus it has a targeting box

around it), or it is in visual range.

Locking a larget

To lock a target, first aim at a target
in sensor range. When the name and
range appear, 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 dark blue to bright
green. (If target lock is lost,
the light turns off.)

The closer you are to @

target, the more effective
beam weapons will be.

oMISSI0N tip

[T you are shooting &
projectile weapon without
target lock, you may need to
aim higher than the actual
target, as gravity will pull

your shot down.
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Cn 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 [yl. Use the
[t] key to cycle through targets
starting on the right and moving
leftwards, and [y] to cycle through
targets rightwards,

If no target is currently locked,
pressing [t] or [y] locks on the nearest
target. The [[] and []] keys serve the
same purpose.

When your cursor is near a locked
target, the sides of a thickened
rectangle appear around the target
and all shots are aimed directly at the
target regardless of the actual
placement of the targeting cursor.

Hecessing the largeting Camera

While a target is locked, you can click
the target lock indicator on the left
side of your helmet, 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.
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letermining the Condition

of the larget

Once a target is locked and your cursar
is near, the colours of the thickened
rectangle sides indicate the enemy’s
condition. The four sides of the
rectangle each represent a zone of
armour. The colour of each line
indicates the condition of the armour
zone: green for good, yellow for
moderately damaged, and red for
heavily damaged. A fifth line,
underneath, shows the target's integrity,

Turning Off Target Lock
You can turn off target lock in either

of two ways:

©Click the right mouse button over
no target whatsoever. The target lock
indicator turns off and shots are once
again aimed at the mouse cursor's
current location,

o
It your target moves out of your
sensor range, you automatically lose
target lock.
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Left MFD

for commumicating [E5e8

CHECRING YOUR ARMOUR STATUS

—

The armour indicator displays the
condition of your armour while you
are on a mission. The armour
indicator consists of four sections, one
for each of the four armour zones on
your PBA. At the start of a mission,
each section is green, indicating full
armour capadcity. As the various zones
of your PBA take damage, bars
change from green to yellow to red,
and finally to black, indicating that no
armour is left in that zone.

When your armour self-repairs

over time, the indicator will change
colours from black to red to yellow to
green, appropriately.

In the centre of the armour indicator
s a dot that represents your health. It
also changes from green to yellow to
red and finally to black. This indicator
is a handy way of determining your
own health while on a mission. It
mimics the health bar, which is the
red bar at the top of the HUD.

l USING YOUR HELMET

In addition to the HUD (the goggle-shaped display), your helmet has several Multi-
Function Displays (MFDs) and gauges. This section describes how to use each MFD
and what the gauges indicate.

7 DEMOLITIONS 7

with squadmates [ e

houses maps

.......

Bight MFD

HSF and drone

i.-;-.-

'-':; shows status of weapons.
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You use the left MFD to communicate
with your sguadmates. You can apen
communications by clicking the face
of a squadmate, or clicking the
Entire Squad button.

You can also:

nlearn about the squadmate’s PBA
status with the Stat button

©ee through the squadmate’s helmet
view with the View button

o
see a map centred around the
squadmate with the Map button

You can also use the [{] or [9] key 1o
cycle belween these funclions.

)
To learn how to communicate ‘ ‘
with your squad see Chapter
6," Communicating.”

communications % l_

|

] |

ophions : '

call | |

l THE CENTRE MFD

The centre MFD displays the map for the mission. The map is an overhead view,

showing you as a white cross (+), with a line indicating the direction you are facing.

Your squadmates appear as crosses in the colours that correspond to their assigned

colours in the left MFD. Enemies appear as red marks, locked targets as green marks,

aircraft as brown marks, and buildings as beige marks.

i

360° view

gt

recentre map i map zoom

full screen
map

Nlav Marker

You can add a navigation marker

(or "nav marker") to the map, and
see it displayed on the terrain and
compass 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
carresponding location on the terrain.
This pyramid is not real; it

is superimposed on your visual display
by your helmet's computers. You can
use this nav marker to easily find your
way to an arbitrary spol on the map.
To move the nav marker to a different
location, left-click a new spot on

the map.

Re=centre Map

When you begin each mission, the
map is automatically centred on
yourself, and re-centres 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 re-centring, but you can
re-activate the re-centring by clicking
the Re-centre Map button.

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

T
i
T hnn

) G0 e

360° Uiew Mode

Clicking the 360° View Mode button
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
centre 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.

FullescreenMap

Clicking the Full-screen Map button
causes the map to fill your HUD,
while your view of the outside world
switches to the middle MFD. While
the map is in the HUD, the Helmet
Zoom buttons control map zoom.

Clicking the Full-screen Map button
again returns to normal view.

On the keyboard, the [m] key
duplicates the effect of the
Full-screen Map button.

A
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Map Options

g0

“ Hﬁi THE RIGHT MFD J--------

When the map is full screen in the HUD, an options box is displayed over part of the __ o - - =it
map. To activate a map option, click it, or press the corresponding key. i Al 2
When an option is active, a small x appears next to its name, ; : ' 4 m
T4 ‘ L You use the right MFD to change Dl] e—
Clicking Squad Info [F9] displays the names of your squadmates next to ;g m J weapons, check your status, use an il 81 E‘ :m
their locations on the map. % ASF, and launch drones (spy probes). Stﬂtus  HHREE
........... e o kot M The right MFD has four buttons e MR C
| Clicking Sensor Range [F10] draws circles around you and your g Weapons, Status, ASF, and Drone. the condition of your PBA. The 5 m
!: : squadmates showing your sensor ranges. There are two dircles: the outer, % You can also use the D] {or [0]) key to systems that have been damaged are 8
| : . darker circle represents an energy sensor, which only senses when the % o cycle between these functions. By listed, followed by their current level n
enemy is active. The inner, brighter circle is your proximity sensor, and % e | default, the right MFD displays the of performance. Left-click on the right
: anything within that circle is autormatically dElEEt.Ed. . ” % weapon you are currently using. MFD to scroll through the pages of
R e e e T systems status, and then scroll to a
'_;_;e_;;:% PEa Clicking Weap Range [F11] draws circles around you and your squadmates % "—IEEIPDHS screen showing the precise levels of
il 1 il i Iﬂll : , - showing the maximurm range of each PBA' currently selected weapon. % Click the Weapons button to see a your armour. Click again to return to
- ~ ;EE - RESONORERS ..ol B vt mmi picture of the weapon you are the PBA systems status.
EEE : : 5 Clicking Miss Info [F12] shows varicus mission cbjectives and notes. ; _EUTr_Emly USiT-'g‘
ik f : This option is on by default. i If relevant, the following Ilrwf?rmatmn NSF ["Uﬂlllﬂl’g Curt Fll“[:tll]l'l]
3.1 1 o R A RO . Sy AL S A, | s displayed: Click the ASF button to gt
5“"’ EEE mﬂ Zﬂﬂm [H E] Oweapon integrity (shown as a in_fc::rmatinl::n about the ASF (Auxiliary
! PB3 p percentage) Suit Function) you have on your PBA,
EEE Left-clicking the Map Zoom butlon zooms the map in; right-clicking it zooms the . | if applicable, a button is displayed to
o map out, @if the weapon is recharging engage the functionality of the ASFE
EEE On the keyboard, the [<] and [=] (or [,] and [.]) keys duplicate the effect of the Map Qammo remaining On the keyboard, the [5] key uses
EEE ZOOMUBMOR. © RS R e e e your ASF.
P Changing Your Weapon
F&3 To change weapons, click the right

MFD. The left mouse button cycles

Your map 15 Dased upon SFC
one way through the weapon slots on

your PBA, and the right mouse button
cycles the other way.

reconnaissance data and is by

no means perfect!

You can also use the [1], [2], [3], and

[4] keys to select one of the weapon 02 FuLL.*,*.El:[IEEF:HTIﬂHﬁL
slot PBA. T, R DRORE
Rosa Uargas/ Strike force Auila slots on your PBA. ] ,
r~
“Having the Mission Info up on your map is great ane ]

altl, but if I'm Th combat hear
I

find 7t gets in the way and
me, And Desides, do [ really neag
pickup point 15 during combat? turn the thing off,

and turn it back on when I'm ready to be picked up.”
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Each squad leader's PBA comes with a limited supply of drones—mobile airborne |
reconnaissance units. When the Drone screen is first called up to the right MFD, you Tr E ; rd g N ; mg
will see a Launch button. Clicking on this button sends your drone out. You will then HD R In addition to the ﬂ‘rIE'E MEFDs, there : l_’] i
see the drone’s map in the right MFD. Left-click on a location, and the drone will fly < " are several indicators displayed on the e LD e i

to that spot, and will then circle around it. Anything the drone senses will show up in ﬁ'[ PBA helmet. 1

your map, and you can click on the small View button to switch to the drone view, i » n M

where your right MFD will show you what the drone sees. From the Drone View !

il

screen, you will see several buttons: _
™" o Fullescreen -, Compass %““ atht %‘En b ]I
' 1 . e ar : Enerqy bar
i goggles "y e x !] Jump Jet fuel mdicator
» ; ke
OClicking on Map will return to the drone map. I'l? Infrared % g2 g . i
u | - | . - ﬂ:‘ -frﬂﬁi'"ﬂ’ g .- .rj £ "'""“" i T ’ o
Clicking on Recall  will cause the drone to proceed from its current location e j;;gj,g;;_;_.';:;';';;-;-_;:;-:---;:-.-.'..c_-sr.-:'.-'.-':-;-._. I e .
directly back to your PBA and redock with your suit. Helmet zoom ik
OClicking on View  will move your drone’s view to the HUD and your suit's view % ' : B llil]lll‘ ke
to the right MFD! A button labelled Swap With HUD will W
then appear in the right MFD, and dicking on this button [:|I]_[:|i
2 e ; e e SR AT L TR e e B,
f’*’“ returns view to normal. i pEI"ﬂtl.lI'E qauge
L4, B=E larget lock ndicator 7
PEd T - -'.n
PLa i
PR You can manually direct the drone’s motion by holding down the [Ctrl] key and Call for [Ir'upshlp ' e ‘
EEE pressing any motion key. This will will move the drone in that direction. The same is : '. Ljf%;,?‘g - e
;EE true of [Ctrl] plus the viewing angle keys. Note that manually moving the drone will oy b i S : Gt
;EE override and cancel any movement command it had been given. There are also
FE= " _
PES additional controls for the drone : | HEﬂ"'_I'I EEI.I"
o B The red bar at the top of the HUD is
your health bar. This bar indicates the
[Ctrl][Page Up] will move your drone straight upwards. health of you, yourself! If a part of
[Ctri][Page Down] will move your drone straight downwards. your suit takes so much damage that
[Ctril[Home] will bring your drone home as per Recall. it leaves you unprotected, you take

damage, and the bar begins to shrink.
When the bar runs out entirely,
you are dead.

imy Hogan/ Strike Force lo

£=

Don"t think your drones are invulnerablel!

LI |

will shoot ‘em down to keep you from deing recon.”™
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Energy Bar

The green bar at the top of the

HUD is your energy bar. This bar
indicates the amount of energy
available in your PBA. Energy weapons
and jump jets drain energy from your
PBA's store, and when a weapon does
not have encugh energy, it doesn’t
fire. Energy is replenished over time by
your power plant.

Compass Bar

At the top centre 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 centre of the bar, you are
facing north.

Objects in your sensor range
appear in your compass bar as vertical
lines. The closer an abject is, the taller

the vertical bar. The vertical bar is
colour-coded depending on the type
of object, following the same colour
scheme as objects on the map.

Infrared

The infrared indicator is located in
the upper left section 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 enemies, appear brightly,
while inactive objects look dark.

Infrared is very helpful for spotting

foes during a mission 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.

Hnthnng [III:Hag /Strike Force Stockton

W llﬂud

than ul ust
your vision with all that
ching over to night vision'iI

r vantage point.”

nighttime, mate.
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Helmet Zoom 1 f__‘

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

Jump Jets

Jump jets are propulsion units that

Click the plus button to zoom your thrust your PBA upward. They can

visual display in. Click the minus only fire for a limited amount of time

button to zoom it back out. The small because they use energy, and have a

red number found next to the buttons limited supply of fuel. You can see

shows the current zoom level. The how much fuel you have remaining in
yellow brackets on the compass bar

indicate how much of the terrain is

your Jump jet tank by checking the
red fuel bar located above the Jump

visible in front of you in the HUD. jet button.

On the keyboard, use the [+] and [-] To activate the Jump jets, click the

keys (the [Shift] key is not necessary) jump jet button in the upper right of

to zoom the visual display in and out. the helmet. Clicking briefing will

Fither the reqular keyboard or the make your PBA take a short jump,

numpad keys can be used. and you will use no fuel. If you hold

the button down, the jets will kick in
fully, and you will rocket upwards.

Stephen Harmson/ Strike force Ganymede On the keyboard, use the [spacebar]

“A _'||'|'||'|._'J| Wdaly Lo 'F"'"“'-' at an oblivious foe

to activate the Jump |ets.

15 to zoom

in your view and pick away at Lthem with a particle

Jump jets only push you upwards.

nger than many pirates’ . _
If you want to jump forward, begin

bheam. It's get a long FHF:F—T"
ctice but
.”]L'uy.’] don't

out when you're donel”

sensars, it takes some pra yau can get

really skilled this way. forget to running forward and then click the

zoom bhaclk ! :
Zoom Da Jump jets button. You fly forward at
the same speed you were moving

when you lifted off. Once in mid-air,

Dimitri Theodoropoulos / Strike Force Sparta

canyon

you can turn around all you want,

“Nothing better for scaling a cliff or but you will continue to move in the

than a solid blast from the Jump jets. Also
nretty handy for getting your way out of a
tough fight.

and sail to safety.”

sarme direction.

Get a4 running start, hit the jets.
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larget Lock dicator

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

When a target is locked, click the
target lock indicator to access the
“target lock camera.” An image of
the locked target is displayed in the
left MFD. Click the target lock
indicator again 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, dlick this button to
open a 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 dropship
can ferry you back to base.

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.

Mssion imer

On the left side of your helmet is

a timer. The timer is reset at the
beginning of a mission and indicates
how long you've been on the
current mission.

]

Full=screen Goggles Mode
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 outside
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 that
is normally displayed in the three
MFDs, press the [Tab] key. The three
MFDs 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 or clicking on
the dot onge 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
cbjectives and your current status in
achieving them are displayed on your
HUD for a few seconds or until you
press [F8] again. Mission objectives
are also redisplayed when their

status changes.

[q]=totoggle to ful

screen goggles

B IR e B

T

L
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oMISSION tip

You can abort a mission by

hitting [Ctr1][Esc].
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[ TAKING DAMAGE

Once your armour is weakened, hits
to the less-protected areas may
penetrate your PBA and damage
internal PBA systems. As your systems
take damage, they begin to
malfunction. For instance, if your
video system takes damage, your
cameras begin to flicker. Damage 1o
the drone system may result in poor
control of the drone or possibly the
loss of the drone altogether. Damage
to the Jump let system may cause the
jets to work less efficiently, and
damage to Targdisc (Target
Discrimination) weakens the
performance of your targeting
computer. The systems that can suffer
malfunction are as follows:

Jnehu Y1/ Strke Force lamuro

g Iways
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up and going out

Infrared

Opower plant

along. Nothing

- your PEBA,
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CUACURATION MODE

P
ot

Each PBA is equipped with a special evacuation mode. When the suit detects that
the health of the soldier is critical, it enters this mode. The suit shuts down all
functions, goes into full defence, and fires off an emergency fuel supply in the jump
jets. The PBA (and its unconscious soldier) are catapulted into the atmosphere, where

I |
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they may be retrieved by SFC aircraft.

n

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 plant. Secondly, evacuation mode is
by no means a guarantee of safety: heavily damaged PBAs may be unable to enter
evacuation mode, suits may enter evacuation mode only to fail in mid-flight, or
soldiers may be too heavily wounded when entering evacuation mode and thus will

die of existing wounds anyway.

Even a successful evac is an event to 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,
(Mote that only your squadmates will evac.)

Dctavio Quinones/Strike Force Avila

“Lose your Targdisc system, and. your
computer gefs all stupid. You'fl farget
fock on something, and the suit won't

have a clue whether 1t°s friend or foe.'



-'-'r.-'r.r.u:'a A

B Terra NovaoCHAPTER 513 I |

N

f Pty LSO LR A L L L
= ":'.':'._'1._ I - e L
o o T
L5
- I
X
v i
O mmm m m ———
-
LE.L
:"i ]

EI
’ OPENING COMMUNICATIONS I
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Comrmunicating with your squadmates during a mission utilises the left MFD (the
square-shaped screen in the lower left of your helmet.) Around the MFD are four
buttons, labelled Comm, 5tat, View, and Map.

Chck a face to open commumications.

indicates when communications are open.

- P ——— S P
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~ gets the status of a squadmate.

A———_
s o ARAAL AR

sees a squadmate’s view.

e

quadmate.
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centres the map around a s
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BEROLITIONS

At the start of a mission, the left MFD shows up to three faces—images of your
squadmates—and a button labelled Entire Squad. Next to each face is the person’s
name and speciality. There are two bars 10 the right of each name. The top bar
indicates the status of the squadmate’s armour. Green indicates operating at

100% capacity; yellow, 75%; red, 35%; and black, 0%. The bottom, thinner

bar shows the squadmate’s health.

vou 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).

&

-

To hail someone, click the picture of
their face. Their image covers the text
in the left MFD, and the Comm
button above the MFD lights up,
indicating that communications are
open. The various commands you can
give appear in the centre MFD.

To send a command to the entire
squad, click the Entire Squad button.
Any command you give is sent 1o

the entire squad.

David MacRae/Strike force Slade

“If you need to see a squadmate’s status

quickly, target-lock on them, since your

targeting computer will show you their
armour and integrity levels. But watch

out-don "t accidentally hit the trigger!

¥R

. R

I

L1 gﬁL M

On the keyboard, use the [F1] key to U

open communications with your first n WU
squadmate, [F2] to talk to the second 2

squadmate, [F3] to the third, or [F4] x
to the entire squad.

oMISSION t

Once communications are open,

you can hail another squadmnate
by clicking another face. Using
the keyboard, however, you must
first close communications [F6]
before hailing another
squadmate.

l GETTING A SQUADMATE 5 STATUS l

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

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

Click the Weapons button to see
which weapon your squadmate is

carrying and any additional
information, 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 Squadmate Status view.

oMISSION tigp

[f you didn't hear the last
thing a squadmate said to you,
hit the [backspace] key 1o
hear it again,
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= ; From the main command screen, the possible orders you can send to a ] : igﬁﬂﬁ“;
Clicking the View button shows you the view from your squadmate’s HUD. m ’ squadmate are: S Emm
3 e T STy R
AR S AL
,
[ SceinG A STURDMATE'S AP 0 B rinovement g .
Clicking the Map button shows you a map centred around the squadmate. i To specify how your squadmates move, click F1 Movement or press [F1]. \

You can use the right mouse button to drag the map around. | Using this option, you can tell your squadmates where to go, how to get there, 4

L ] lo hold their position or follow you. .

i kT,

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

OCnee you click F1 Movement, the following options are available:

After selecting F1 Move Here... (or pressing [F1] again), you are asked to show the

intended destination on the map, which appears in the centre MFD. Click the left

mouse button on the map to indicate the destination point. Use the right mouse

l scnoing ORDERS 3

Once communications are open, various commands appear in the centre MFD.
You can give any of the possible orders by either:

button to drag the map around.

After selecting F2 Follow Me (or pressing [F2]), the squadmate follows you as much as

possible. This is the default movement command when you begin a mission.
O licking on the command phrase in the centre MFD
After selecting F3 5top and Wait (or pressing [F3]), the squadmate stops meving. If the
ﬂpregg’mg the function key listed to the left of the appropriate command. squadmate is not in combat, s/he will wait for the enemy. If combat is on, your

squadmate will hold position.

For example, to tell your squadmates to move, you can either click

F1 Movement or simply press [F1]. After selecting F4 Go to Nav Point (or pressing [F4]), your squadmate heads toward the

Nav Marker you have designated on your map. For information on the Nav Marker, see

oMIS5I0N tip

. Imljs b

If you right-click on a

Harunaka Isobe /Strike Force lamuro
squadmate map, it sends a

command to that squadmate to

“Keep your squad close to you it you're
expecting a rough fight., Strength in
numbers, ™

If you want the sqguadmate to

o to that location. _ ; _
: i remain at a given location,

use the Stay at Location
command instead of Stop

Jerry Washburn/Strke Force lo

and Wait.
“If you're going 1n against a specific
fixed target, split up your squad, and

use pne half to distract the guards.
Then use the other half to Jjump in
and make a strategic strike on

the objective.™
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i P R TRCTICS v
I e R o A At 2 .!,“.-.- ; . o . ' ' - - LN
A T T _ ' : " To specify your squad's tactics in combat, click F2 Tactics or press [F2]. At
7 @ After selecting F5 Go to Pickup (or pressing [F5]), your squadmate | - e : - R
EnE g ‘ btk e Using this option, you can instruct them to attack, retreat, or guard a location. L
heads toward the pickup point. o L Eell Tu ::5
: - : . _ _ . Hmy
After selecting F6 Follow This Path... (or pressing [F6]), you are asked [ﬂ”l Once you click F2 Tactics, the following options are available:
i | 0 R
to place waypoints for the path on the map, which appears in the 2 SR & et e oL o
- e - T e = & E
centre MFD. If you make a mistake, click the Undo button in HE Select F1 Rush Enemy or press [F1] to send your squadmate into a 1

11

- . ~1 F: . |
lower corner of the map. When you are done, click Done and the : l"”" full out attack. S/he will head in a direct line at your foe, rather

squadmate proceeds from point to point. : ; than try to find an optimum attack position, and will not pull back

,,,,, Cct s

A T - : -

%’ﬁf@'ﬁ %jﬁ‘ After selecting F7 Follow Object (or pressing [F7]), you are EEeD
indicate the target on the map, which appears in the centre MFD.

Click the left mouse button to select the target. Use the right mouse

if damaged.

o,
o,
2

o fs .pp""’-‘r:Fﬁ}'}"'j for
“fﬁjﬁzﬁgﬂ?}:ﬁx—ff
’Hf’ﬁ%&g
s Select F2 Aggressive Attack or press [F2] to instruct your squadmate

S

to attack any enemies the squadmate sees. This is the default attack

AR R R R e

button to drag the map around. Once you have indicated the target,

e

LR |
B o
i :

order when the mission begins.

the sqguadmate follows the target.

A

At A i iy B LT o e

Select F3 Cautious Advance or press [F3] to have your squadmate
engage in combat but try to stay out of the middle of combat. If
enemies get too close, the squadmate backs off.

Select F4 Take Cover or press [F4] to have your squadmate cease
fighting and seek defensive cover. 5/he will find the closest possible
spot out of the enemy’s line of sight.

Select F5 Retreat or press [F5] to have your squadmate cease fighting
and move to a safe location, far away from the present combat.

- s
o 4
---'.r.ﬂ.-.-'.-'ﬁjr

Select F6 Assume Formation or press [F6] to have your squadmates
assume a battle formation. They stay in a fixed pattern around you as

oMISSION tip.

best as they can.

Note that you can close

communications any time by Select F7 Stay at Location or press [F7] to have your squadmate

pressing the [Esc] key. remain near their current position, even in combat, until specifically

N L R L L

ordered to move.

i}
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To SpECH}" how YOour SqdadmatES engage the ENernmy, click F3 E“gagﬂ'mﬂnt or press '!'rg :: E To Specif}; Fowy your Squ:':lleHiTES use their J"E'nSF, click F& ASF or press [F4] = i :g:i:
[F3]. Using this option, you can designate a particular target to attack, decide when ”H . Using this option, you can indicate to use the ASF immediately, to use it at will, | KL
: g i : e bt
your sguad should engage the enemy, or instruct your squadmales to hold their fire. ;Fr or not to use it at all. [T §x=ﬂll'_u-1 St
; - - : , i
Once you click F3 Engagement, the following options are available: ; .
t . ; . :
] Once you click F4 ASF, the following oplions are available: v i
T Ty e T S R BT v L. "
gﬁ’ff ¢ .2  Select F1 Attack My Target or press [F1] to have your squadmate ] i ,,Em_,%ﬁw prr—— gt e 45
: _ - i e : ¥ i : u
i ! attack whatever target you currently have target-locked. _. s ;E A Select F1 Use ASF at Will or press [F1] to allow the squadmate use his §
%"}” You must have a target locked before using this command. ._ nwn o e B b ASF as s/he sees fit. This is the default ASF command. I
. 5 e : .:-:fj::.'-...i::t ,-_:i:.::' :
:E ;:;-.-.-.-.,.-..-,:,%"
Select F2 Attack This... or press [F2] to have your squadmate attack - »%  Select F2 Don't Use ASF or press [F2] to have your squadmate avoid
whatever target you designate on the map. First, you are asked to | using his/her ASF.
select a target on the map. Use the left mouse button to indicate the . :
target. Use the right mouse button to drag the map around. Select F3 Use ASF Now or press [F3] to have your squadmate use
The squadmate then attacks the target. : hisfher ASF immediately.
SEIECt F3 Fil‘E at Wi" or prESE IFE] -tﬂ hE“"rE Fﬂur SquadmatE attacl{ an‘-"lr E e e T T e e A A e B et
= enemy sfhe encounters. This is the default engagement command X
e i ;; ¢/ Commumcations Hotheys :
: ‘rﬁ,’ﬂ ¢ when you begin a mission. : 2 = _ :
¢ EEE : : : You can send orders quickly by using the :
i s __' :I_.
: : communications hotkeys. These are 2
' ﬁEE : Select F4 Return Fire Only or press [F4] to have your squadmate : ¥ :
- Ger e e ; R ; keyboard shortcuts that send a given order ‘
£ AL T engage the enemy only if your squadmate is fired upon first. : e ‘
F e T g : instantly to your whole squad, whether or
F&d8 o i o not communications are alread ; :‘
P&d A select F5 Hold Fire or press [F5] to have your squadmate cease firing % [ ady open ?
Pe3 i 2l i : : .
PES : g7  until given another combat order. : : Alt A Aggressive Attack
== ek pran
P&S - Akt _ﬂ find Cover ;
P&d 7 i e
i R S SNBSS vl i Mt ll cautious aDvance
; At F l assurme Formation
Locking on a target with 4 Alt H Hold fire
| - B ! 2 = : == EEI
Ctr1] [Right-click] not only : ;;
] ] [Rig L _ﬂt ﬂ follow Me :
gives you target locx on the ¥ 5 5
target, but gives your whole L I. J go to Nav point
squad the order to attack : | it “ 0 go to Pickup point .
that target. G i
| Alt Ii Retreat
| T L l Status check
| I Alt | | attack my Target
i ! _‘ -;r-r-'-:'-a'r.’.ﬁ----..-,-,-,-,-_-_-"._ I"'.M"'f';"r'f'-:#''""’:""':::'5'5"""-'-’-5!-.’-'.''r.-.-:~:-:~:-_.;.3,,;;:,:_::._..,._,_,__I_‘_____J_.,..-:,"-'J
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o st LI T F5 SPECIAL ey e A Other options are available on a mission-by-mission basi |
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auiapdl A s i i
el miah 3 daldy 4 - =
i | i @%% i | , - [ | : =1 ol
Select F5 Special or press [F5] to specify an order outside the normal range "“ f- OIf you are communicating with an Electronics expert, you can command the IR e
[ 1 i T . . ; % g
of commands. i specialist to perform certain functions. The possible tasks vary from mission to == [ & WEE
; o SR i
| mission, o [RIRE
Depending on the speciality of the squadmate you are communicating with, when T,_ e
: 11 Bl
you click F5 Special, the following options may be available: i f Oif you are communicating with a Repair expert, you can command the specialist to “
09 |’ repair damaged PBA systems. You are asked to indicate which squadmate’s PBA to :
Oif you are communicating with a Demolitions expert, command the specialist 1o repair. Each repair expert has a limited amount of repair equipment to use per ;
S i ; ' : e [
place or detonate demolitions charges. The options available are: o
Select F1 Place Charges or press [F1] to command the 9If you are communicating with a Recon expert, this squadmate continues using the
....... specialist to place explosive charges near a target. You are asked to special skills at using their sensors and remaining undetected. You can use this menu
select a target on the map which appears in the centre MFD. to give your Recon specialist to go scout at a given location; the specialist will head in
: o After that, you are asked to select how many charges your _ that direction until an enemy appears in his or her sensors, at which point s/he will
..:__. 5&{_,.- : - - - - 5 p . . . '
- PEag jﬁ;ﬁé@ squadmate should use from a limited supply and a fuse (blue, pink, then stop and inform you. Additionally, if your specialist has an EM Cmitter, s/he can
s s : : arge i :
“;ﬁz EEE i or orange). The colour of the fuse merely places that charge in one use it while scouting.
5 i gﬁ%} %‘ group or another, to be later detonated as a group. The squadmate
2 o :
; F&d ﬁ}:;’gﬁ 2 proceeds to the target to place the charges. /
. Fea i ‘ Char Stonington/ Strike force Stockt
? EEE v f_{% : Select F2 Detonate Charges or press [F2] to command the specialist
EEE fr to detonate charges that were previously placed. You are asked to Ise your Recon specialists to scout out ahead.
FEd % select a fuse colour (blue, pink, or orange). All demolitions charges  Can pick HPT:LL-E'F{-.?fit-S il ;-“-f?E‘”" -E-'f-'l'-'-'ﬂn" range | *'-F":‘lg
e € you can. Then deploy the rest of vour squad to
PEd G that have been set with that colour fuse detonate. e ]
P :
FES e
EEE e i #_};, If there is a specific target to be destroyed on the mission, then a
Pid I-”i:#"-:; ,.I'r ey uniquE Eﬂrﬂrﬂaﬂd [FE] appears On thE MenLl. For E:{ar'ﬂplE, |t :',l'ﬂL.I:r

P&3 ottt
PE3 : i mission is to destroy a tower, you might see F3 Demo Tower. ; I F ﬁ [: L [] 5 E [: [l ﬂl ﬂ] IJ " ] [: " I ' |] " 5 l

If you select this command, the Demolitions specialist indicates
how many charges are needed to destroy the tower, and asks you
to choose a fuse colour {group). The specialist splits off from the

Select F6 Close Comm or press [F6] to close communications with that squadmate.

T N L e e

i, i 1;2%;: % squad and proceeds to the target to place the charges.
i,

-
e,

-
&
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You can get a pop-up menu of

quick commands by hitting
[Ctr1][Left-click]. Selecting

1 command from this menu

You can right-click on the

command meny in the centre WFD
sends the command to

to close communications.
your whole squad.
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i top of the screen and there are
. o o various buttons below: o W
: M
u return from a mission, v e " mmnn
M En i : kg e | nTﬂtal Kills and WOur killcount g I.rﬂ 'g"'l-lﬁﬁli AR
you receive a debriefing on ; : : P gy
your performance theneh Click the Total Kills button to see u
e how many kills you and your w  HEH
e squadmates made during the mission, "
troi itemised by type of target. Click the "
AT Exit button to return to the main 1"
HIEL dEbriE‘ﬁﬂg SCreen. ]
CHCHE | =

Nikola ap lo; FOR YOUREYES ONLY 3 ]

Time: Q056

Walker: OK

°Time and vour total mission ©One or more buttons with your
duration. Click the Time button to name and the names of your
see olher time-related details such squadmatels). Click a button to find
as time of insertion and time of first out the condition of each person and
cantact with the enemy. Click the their PBA, detailing damage to PBA
Exit button to return to the main systems. The number at the bottom
debriefing screen. of this screen is the monetary cost of

L S -
éf“y : the mission: it reflects the total cost

to repair and replace the damaged

P&3

hardware. This number has no effect
on the game, but serves as a good
comparative indicator of performance

-1, 'E;'E':' [ € L

e
R %
R EEE R

EEA AN
LEEREEREE
b

efficiency. {It's also a good carnage-
meter.) Click Exit to return to the

LAY,

LS
LA LR AN,
bttt

Frpected Objective: Elivtinats all pivaies

main debriefing screen.

Ciimplete Objective: Eliminate alt pizates, sand prolect caxge and =hip

shaw LeE plrates thal SR d forcetd e reckoned with. We're lryng to

IThizisn 't asetly = groat WAV 0 e o R
e o ue Lot tler get sret Tru not 4o Jed this happen

Fiern thare's & New sheriff in bovn, aod

°*~mu also find out if you achieved
the mission objectives.

Click Exit to end the debriefing. You return to your quarters, where you can relax,
enjoy your medals, read your mail and news, and prepare for the next mission.
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H u I L I] E H gL When you call up the Builder you see
o o i = < the Builder panel, ,me which you SRR
. - configure your scenario. Included are: i
If you wish to play Terra Nova but - : | - _Egg
don‘t wish to be involved in the i o e DL g
. . : I
normal story line, or just wish to JNERECE “
practice combat skills, you can use Ty I MAP SELECTION I o IR
the Random Scenario Builder. ¥ Use the arrows to flip through the various maps until you find one you'd like to use as the o “
With this feature, accessible from the =3 terrain in your mission. Below the name of the map is a brief description of the terrain. 5
main menu, you can select a map on e B 7 .
which to play and the foes to face. "
The Builder then places you and the Ll =l 5 e
enemy group(s) in arbitrary locations IEEECREL ou Ldr‘lTllll}t ave and Loa gamnras
on the play field, and your HECA when using the Random Scenario
mission begins. t Bui1der.

l MISSION 0BJECTIVE E

You have three choices for your mission objective:

o - .
Randon Scenario Builder Murderous Rage, where you eliminate all enemies.

SERRR
1
1)y
o

Forir 3 24
-~

nTake Out Target, where there is one enemy target somewhere in the playing field.

11
om
mm

Your goal is to find it and destroy It.

1="[:had’sa-m:l Target, where a Cenlauri target begins at your starting location. Your goal
is to prevent it from being destroyed.

B uvcatnen .

You have three selections for weather:

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

s
Clear

0.
Rain

There's no dropship in the

0 ; Jriisoy _ - ,
RSB; the mission simply ends ugnnw

l cnemy seLecTion .

when your ohjectives

are complete.

i Below this heading are five bars listing the types of enemy, and next to each bar is a

second bar displaying a number. With this feature you can decide which enemies to
face. There may be up to five groups of enemies (if you want less than five, leave the
extra bars set to enemy type “None” or number “0"). Use the name bar to select the
type of enemy in a given group, and the number bar to select how many of that type

of enemy will be in the group {up to 6).
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l TUMBER OF SQUADMATES
|

i

You may bring from one to three

squadmates with you, or take on the
enemies solo.

l DIFFICULTY LEVEL

You can set difficulty level from this menu. There are five levels of difficulty,

just as in the real game.

[ ENEMY WEAPONS

il

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 button light up. Click
on this button to proceed to the
Custom outfitting grid. At the top of
the screen you will see a grid, with
five rows representing the five
possible groups of enemies. There are
four columns, one for each enemy
weapons slot, and a 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.

A priladale WA B RIS

]
]

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

At the bottom of the screen are three
buttons: Cancel Changes,

Accept, and Exit Terra Nova. Click
on Accept it you approve of the
setup you've just made, or Cancel if
you've changed your mind.

Either of these butltons will then

return you to the main Random

Scenario Builder screen. Exit Terra

Mova will exit Terra Mova altogether.

l GRAVITY

The gravity in a mission defaults to Earth {1.0). However, you may change it.

Use this bar to select the planet whose gravity you'd like lo use.

l CHEATS

o Invulnerability
o Unlimited Ammo
o Instant Reload
O
Extra Player Spee

o Infinite Sensors

o Armourless Enemies

o Clueless Enemies

A I o A B B B e O o B 5 e e A P B B e s e L P

As the Random Scenario Builder is outside the normal gameplay of Terra Nova, you

are equipped with a variety of cheat functions. These include:

% Your PBA never takes damage.
o
é

] e - DY -} e " T, P " .
A e o e L A a0l I e e am a aa  e a  a  w  alaCC D a aa

Your weapons and ASF never run out of ammunition.

Your weapons reload or recharge immediately after being fired.

d

bt A A R R b b b S

Your PBA moves faster than normal.

Enemies have no default orders, and sit motionless until they are fired on.

You are able to sense everything on the map regardless of your actual location.

Enemies have no armour—only the innate strength of the pilot and suit.
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Clerrsme s

When you're done, move 1o the

sy IR AR

bottomn of the Builder panel, where P
there are three buttons. Cancel takes : g B
you out of the Builder and back

to the Terra Nova main mend.

Exit Terra Nova exits

Terra Nova altogether.

Play Mission, however, accepts your
scenario configuration and takes you
to the outfitting screen. Outfit

,EEE' yourself and your squadmates, and
k. WHI', l, "|M I| Ifm‘[ | Pb when you're done the Random

: P&3 Scenario begins!

P [,
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& Terra Novao APPENDIX f i |

General options in Terra Nova such
as graphics resolution and sound are
selected from the Options panel.

To call up the Options panel, hit the
[o] 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:

J souno voLUMmE BARS j |

The various sounds in Terra Nova are classified into three types: FX (sound effects),
Music, and Speech. Each has its awn volume bar.

l srcheo souno .

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.

l STERED DEVICE :

This has two options: Speakers and Headphones. If you have speakers, Terra Nova
can use QSound, but such technology will not work correctly over headphones,

l SOUND CHANNELS o

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

Bl DirricoLTY LEVEL 0

Terra Nova features five separate difficulty levels. note: you can only change the
difficulty level between missions, while you are back at the 5FC hase.

S AAmRT T
B

SPEECH OPTIONS

<2 —h

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 effects. = L] E:[[__J

Select “Text” if you want text, and "Voice™ if you want sound effects.
“\oice” is the default.

l BRIEFINGS

You can choose whether you want the briefings to be full "Video”,
or just “Text.” “Video" is the default.

- [RILE

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

l GAMMA CORRECTIONS

Gamma Correction contrals how bright or dark your screen is. If you are having
trouble discerning objects on the screen, adjust this control up or down.

l RESOLUTION

Terra Nova offers both 320x200 and 320x400 graphics modes for gameplay.

MOUSE
L

o B The mouse can be set to be left-handed or right-handed.
] Right-handed is the default

[&]
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RENDERING DETAILS

)

These ontions each affect the visuals of Terra Nova. The lower detail you use, or the il

I

[l 1)
It thus acts as a “master detail” setting. i

less options you have active, the faster the game will run.

[' QUERALL DETAIL

This sels en masse all the other detail settings which follow.

B TeRRAIN DETAIL

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

[ RENDERING FLAGS

These options are settable as on or off. Tney are: Water Reflection, and Better

lextures. In the central window you can see a visual representation of what having

13

lspﬂumL T

This includes effects such as weapon effects and smoke. They are settable to Minimal,

these flags on or off will look like.

Normal, and Maximal.

LEAVING THE OPTIONS PANEL

At the bottom of the Options panel 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

cave Terra Nova altogether.)

-1

replay it), and Exit Terra Nova |
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Weapon Type: ... .. energy
T, IS
e Ammo:...........amplified light :
e Rangeat1G: ......72m
LA

Recharge/

o Reload Time: ... ... very fast
i Damage:..........

SpeerE - s e 50 Kph oxim

Armour:.......... moderate o

ENSOIS, - & -cvv- < 180/90m e

Weapon Slots: . . ... 4 u

Weapon Type: ..... energy

| £
| e PeE
! "

Ammo Type:. ... ...short burst of

directed energy
Rangeat1G: ......126m
Recharge/

1
1
m

Reload Time: ...... fast

Damage:........

Weapon Type: ..... projectile
Ammo Type:....... 40 smoke shells
Rangeat 1G: ...... 102 m
Recharge/

Reload Time: .....

Damage:..........
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ASF'S

i
'
b

DEMOLITIONS PACK

il

A
=== 1] &0 T

Wimg== - = =

The Dynamo ASF doubles a PBA's
recharge power.

il

The Demolitions Pack ASF is
automatically part of the PBA for a
demolitions expert {(which does not
include Nikola ap lo). The pack

stores charges and equipment

necessary for placing and '
detonating explosive
charges.

REPAIR PACR

The Repair Pack ASF is automatically
part of the PBA for a repair expert

The Jump jet Booster ASF doubles
the fuel efficiency when using the

(which does not include Nikola ap lo). jump jets.
The pack includes spare patches
and tools needed to repair

damaged PBAs.

e
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APPENDIR C: CERTAURI SYSTEM

-

—
The Centauri system consists of eight planets, some of which have moons. nnwn o
-
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small, molten -
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3. Sadra ~ small-medium, hot,
near-terrestrial

LA S

- PEE Y le [IJH[I']E ; medium, terrestrial
: P&3 s . '
S £ a. Karros | small, grey, rocky,
Poa 1 - no atmosphere
FEeE '_ -
= R
e - 5. Thatcher ~ medium, cold
EEE terrestrial
PHa : :
P&3 : a. Huffmann very tiny, rocky
PEIE o A R e Rt e e T o o B

6 Wotan

a. Thor
b. Freya

c. Uller

d. Heimdall

P

f. Tyr
g. Baldur

. Dagda

a. Brigid

b. Morrigan

8.0siris

- small gas giant

A R

large gas giant.

_n'nﬂ.-ln:liumr icy
small, ferrous
small, rocky
tiny, rocky

very tiny,
reverse rotation
small, methane

very tiny, rocky

medium gas giant

small, ferrous,
rocky

small, ice
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Ml TECHNICAL S0PPORT INFORMATION

e

< = O
If you have difficulty loading Gt { _ ‘_’[ ] :gg
A |
Terra Nova you should try our ot L Alternatively Looking Glass can be iWﬁD ﬁenrm:
bulletin board or fax for the fastest e contacted at the following address: - E.-ﬂ Eg:
customer services. If you need further (w258 Looking Glass Homepage Begnet
assistance with this product, you may i http:/Awww Iglass.com &
telephone our technical support line, a0
Monday to Friday, 10am to 1pm iy Compuserve :
and 2pm to 5S5pm. ra v Game Publishers Forum A
- (GO GAMAPUB)
Customer Services: ox o3 section 13
telephone 0171 368 2266 - ey Send e-mail to ID# 75162,432
Customer 5ervices BBS: ' : AOL Type key word Locking Glass
telephone 0171 468 2022
: Cr, you can log on to our BBS and
Virgin Interactive Fax: post your message;
telephone 0171 468 2003 Technical Support BBS:
617-441-0413
Internet Address:
customer_support@vie.co.uk See the Installation Guide for more
information on using the BBS. ]
WorldWide Web Site: R —
http:/Awww.vie.co.uklvie ]
Or you can write 1o: '
Iif you do telephone please be sitting Customer Support Department
in front of your computer (if possible) Virgin Interactive Entertainment
~and with a pen and paper and as (Europe) Ltd
much pertinent information as 2 Kensington Square
possible about your machine as you London
can assemble. W8 SRB.

ie: make, model, peripherals, RAM

and disk size, graphics card and the
information in your CONFIG.SYS and
AUTOEXEC .BAT files.
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WARRANTY

<

"This product is guaranteed for a
period determined by the law of the
country of manufacture or purchase.

Virgin Interactive Entertainment
(Europe) Limited reserves the right at
all times to make improvements in the
product described in this manual, at
any time and without notice. Other
than as required under English law,
Virgin Interactive Entertainment
{(Europe) Limited makes no warranties
expressed or implied, with respect 1o
this product or this manual, their
quality or their fitness for any
particular purpose. This does not
affect your statutory rights.’
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PB3
PEd

PE3
PbE3
Ped
P&d
Pb&d
PB3
PE3
P&3
==

PBE8
PEd
Pbd
P&a
PB&3
PEd
P&3
P&d
P&a3

TERRA NOUA. STRIKE FORCE CENTAURI

CREATED BY LOOKING GLASS TECHNOLODGIES

Project Leader
Dan Schmidt

ART

Lead Artist
Rich Sullivan
Kurt Bickenbach
Robb Waters
Carol Angell
Mark Lizotte
Debbie Gordon

peESIGN

Lead Designer
Darian Hart

Peggy O'Connell
Richard Wyckoff
Jeff Yaus

Austin Grossman
Ben Hansford

Tim Stellmach
Original Concept
Paul Neurath
Story Development
Dave Albert

PROGRAMMING

Lead Programmer
Art Min

Matt Baer

Sean Barrett
Marc LeBlanc
Briscoe Rodgers
Dan Schmidt
Technology
John Burkhardt
lames Fleming
Seamus Blackley
Rex Bradford
John Burkhardt
Andrea Carnevali
Doug Church
Noah Davis
James Fleming
Andrevy Haydn Grant
Eric McCall
Stefan Mohler
Carlos Smith

Tim Stellmach
David Teichholtz
Matt Toschlog
Eric Twietmeyer
Kevin Wasserman
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MOVIES
PRODUCTION

Video Shoot
GeoVision

Script

Bill Doyle

Director

Barry Bransfield
Producer

Benjamin Dewey
Production Manager

Angelike Contis

Director of Photography

Brian Heller

Gaffer

Jim Hirsch

Best Boy

Chuck Eldridge

Key Grip

Tom Doran
Audio/Video Engineer
Jlohn Garrett

Boom Operator
Chris O'Donnell
Make-up

Brenda Coffey

Stylist

Marty Seeley
Ultimatte Technician
James Mace
Production Coordinator
Jane Dawson

Set Construction
Frank Hanan

Art Direction

Rich Sullivan

Costumes |

Rich Sullivan o

Elizabeth Mayberry
Marty Seeley

CHARACTERS

Nikola ap lo

Tom Downey

Creon Pentheus

Richard McElvain

Arlen MacPherson

Sean McGuirk

Sarah Walker

Pamela Hart

Brandt ap lo

Stephen Spewock

Gaspard “Gags” Girraud
Mark Berry

Margaret “Maggie” McCulloch
Dee Nelson

Cassandra “Cass” Mylonas
Ayla Lee Parker

Ernest Schuyler

tatt Sarles

Simon Ashford

Gary Nicholson

Sonny McAllister

Eddie Rutowski
Councilwoman Walker
Rose Weaver

Councilman Varick

Ken Baltin
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Terra NovaeCREDITS

UDICES

Talking Suit
Terri Brosius
Dropship Pilot
Tom 5Streit
Isabella de Fonseca
Cindy Kovalck
Graciela Gomez
Gayle Robertson
Tranh Ng

Rich Flier

Mario Rossi

. Jeff Dixon

Tatiana Rus

Micole MacDonald

Peter DeWitt

Daniel Thron

Philip MacAlpine

Josh Randall

Mary Steadman

Sara Verrilli

Female SFC Replacement
Peggy O'Connell

Newscaster/Male SFC Replacement

Jeff Yaus

Octavia Colin

Brian Jacobson

SFC Personal Terminal
Eileen Hogan
NewHope Ground Control
Eric Brosius

Doomed Pilot

James Feuss

Ship/Base Computer
Terri Brosius

Pirate

losh Randall

Hegemony Ground Control
Dan Schmidt

RUDID /VISUAL

AV Lead

Greg LoPiccolo
Video Compositing/Editing
Josh Randall

Gayle Robertson

Bill Castell
Briefings

Nicole MacDonald
Tim Ries

Sound Effects

Eric Brosius

Music

Eric Brosius

Terri Brosius
Speech Processing
Tom Streit

Mitchell Bernard

(UALITY ASSURANCE

Manager

Kurt Boutin
Lead Tester
Steve Harris

1st Lieutenants
Sara Verrill
Harry Schaffer
Jeff Dixon

Bill Bobos

Jim Corbin

Claud LaFollette
Andy Meuse

Andrej Sarkic

Aaron Silverman
Michael J. Steinkrauss
Bob Wincott

MANUAL
Writing

Jeff Yaus

Dorian Hart
Editing

Ella Dawvis
Design and Layout
Michele Locatelli
Art

Gareth Hinds
Robb Waters

PUBLISHING

Executive Vice President
Jerry Wolosenko
Senior Product Marketing Manager

Michael Sack
Marketing
Susan Betourney
Rich Flier
Melanie Ray

PACKAGING

European Marketing &

Packaging /Design
Matthew Walker

CUSTOMER SERVICE ‘ |,y
Customer Service Manager Wh“ gé][]j_;:l;
Steve Pearsall ¥

Customer Service Reps
Steve Nadeau i
Christopher Wicke A
Mike Ryan

a
I

ADMIMISTRATION

leff Kalowski
Kathy Forrest
lo Ellen Melville

SPECIAL THANRS

MNed Lerner
Paul Meurath
Rob Gurwitz
Walter Wright
Vijay Lakshman
Randy Fienberg
Chris Brenton
Gina Grassi
Eileen Hogan
Pattie Manning
David Drake
Ben Ohlander
P_Test

All our outside Beta testers ]
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