OUTLIVE CD-KEY

CONTINU il OUTLIVE/MANUAL/E

ENTERTAINMENT




Table of Conlents:

Preface
Chapter | Gelting Started
Installing
Chapter 2 Creating a Game
Choosing an ID
Single Player
Multiplayer
Commands
Game Oplions
Chapler 3 Campaign Editor
Chapler 4 Learning to Play
Basic Commands
Tutarial
Tips for Beginners
Shorlcut Keus
Chapler 5 Oblaining Credits
Chapler 6 Energy
Chapter 7 Technological Resources
Chapler 8 Espionage
Chapter 9 Advanced Characleristics
Chapler 10 The Humans
Chapter Il The Raobotls
Chapter I2 Characlers
Appendix | Humans Research Tree
Appendix 2 Robols Research Tree
Credils
Technical Support



PREFACE

At the beginning of the 21 st century, humanity faced its greatest challenge: survival. The Earth’s
already limited resources were further strained by the largest population explosion in the history
of mankind. There was a substanlial increase in terrorist
aclivity as several faclions aitempled to achieve
dominance through control of the remaining resources.
In an attempl to bring some order to this chaos, the
leaders of the most powerful countries in the world and
the representatives of the greal economic
conglomerates came together on April 17th 2035 to
creale the World Council [see below). The Council's main
objectives were to re-establish world order and
guarantee the survival of the human race.

THE W UNCIL

The Council has two basic objectives:

Objeclive One: Guarantee the survival of the human race. Planet Earth is in 8 state of social and
economic chaos. The world's populalion tipled from around 5 billion in the year 2000 fo 15
billion in 2035. Advances in medical technology improving longevity conkibuted to this
extremely fast growth.

However, the infrastructure needed for this populalion didn't increase accordingly. As a result, the
strain on mineral resources has placed humanily in @ dangerous situation.

The problem goes beyond
availabilily of resources. The need
for habilation and industialisation
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has degraded areas used for
cultivalion, making it harder to aitend
to the increased need for food. The
Council must take definitive, world-
wide aclion to ensure that humanily
is not threatened by any single
political or economic interest.

Objective Two: Re-eslablish peace
and order. Recent ferrorist aclivily
threatens to further destabilise man's
living conditions. Terrorist groups
advance fheir own agends,
threatening the securily of the
world's populalion. It is the Council's
mission o restore order by
eliminaling all ferorist threats. The
Council has been given the means
and widespread authority fo this
end.
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Since the beginning of the cenltury, international terrorism
has grown at an alarming rate. Many of these ferrorist groups
were formed on the basis of absurd ideology and are led by
radical madmen who care only about their individual agendas.

The safely of the people is increasingly jeopardised by
the use of heavy weapons by lerrorist groups. The terorist
altacks have escalaled from guerrilla operalions into actual
milifary operalions.

The World Council has been using force only in extreme
cases, when the security of the population was in jeopardy.
However, force has only been used as a reaclionary solulion.

The Council has determined that it must fake urgent
measures fo stop lerrorism. Today the Special Counter Terrorism
Group officially begins operalions, to combal terorism and
restore peace and order to our planel.

R. J. Kaminski
Robert J. Kaminski
Defence Counsellor

As soon as the World Council was created, several factions rose up against the political and
economic control that it exerted. These opposilion groups used lerrorist and paramilitary tactics
in their offensives.

This increase in ferrorist aclivily forced the World Council fo create the Special Counter Terrorism
Group in June 2035. The SCTC was given the most sophisticated weapons to control and
discretionary authorily to combat terrorist atfacks by any means possible.

In Oclober of the same year, under the control of the World Council, the Outlive Space Program
was begun. Is first objeclive was o explore the solar sustem in search of the natural resources
necessary fo sustain humanity. The mapping of resource localions would be the first part of a
gigantic operalion that would locate mineral resources unavailable on Earth. Space probes
searched all the planels and natural satellites of the Solar System over a seven-year period.

On November 8th 2044, the last of the probes relurned to Earth. After analysing the dals,
technicians and scienlists concluded that Titan, 3@ nalural satellite of Saturn, was the richest in
mineral resources. However, its adverse climatic condilions, extreme cold weather and an
atmosphere formed by methane and ammonia, made the use of human crew in the Outlive
Mission impossible. The World Council turned to the scienlific community for an answer.

Inside the Council, lwo groups proposed solutions for this problem:

The first group supported the use of robots in the mission. Mechatronics
Incorporated was nominated to research the development of robolic crew. The
research would be co-ordinated by Dr. Mary Anne Harley, daughter of the famous
Dr. Mark Harley.

The second
faction supported
the use of a3
3 Y crew formed
by genelically altered beings.

Dr. Mary Anne Harley appointed Director of Research for
Mechatronics Inc.

The disappearance of Dr. Mark Harley last week shocked the
scientific community. Dr. Harley is considered one of the most | The r(esearch would be
ingenious scienlists of our time. Prior to his disappearance, he was conducted by Dr. Joseph Taulor
responsible for the development of biochip technology thal made with the sponsorship of a
possible the crealion of robols with extemely high levels of conglomerate of Iaboratories.
intelligence.

On December 2Ist 2044, in a ceremony conducted at
Mechalronics Headquarters, Mary Anne Harley, Dr. Harley's daughter,
was appointed Director of Research for Mechatronics, assuming her
father's position in the development of robolics technology.

Right affer the ceremony, a local reporter cornered Carl
Eberhard, president of Mechatronics, Inc., and questioned him about
a8 news report published Iast week quoting a discussion belween
Eberhardt and Dr. Mark Harley in which the scientist affirmed he didn’t
want o work for Mechatonics anymore. Security was called to
remaove the reporter, the ceremony was abruptly ended and everyone
was asked fo leave.

Mechatonics’ stock has dropped over the public's negalive
perceplion of an arrogant corporate empire that doesn't respect the
public’s right to know.

Due to the project's urgency,
the groups were given only
one year lo conduct their
research and present
prototypes of the robots and
genelically manipulated
beings to the Council. Buring
this time, construction began
on the spaceships that would
lake the crew to Titen in 3
secrel military base.
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Technological Race

Genelic Manipulation

Robolic Technology

Responsible Scientist

Dr. Joseph Taylor

Dr. Mary Anne Harley

Sponsors

A conglomerate of Iaboratories,
manufacturers of
drugs/medicines.

Mechatronics Inc, the leading
company in the development of
robotics technology.

Proposal

Create 3 being, adaptable fo
several atmospheres, with great
phuysical strength and obedient to
orders.

Create intelligent machines
capable of controlling @ mining
base, operating without human
involvement.

The Liberty Army is doing ifs job, warning the people about the hidden agenda of the World Council. We
hope our intentions will not be misunderstood. This is the time for the people to stand up o their oppressors.
Only by uniting against them, can we end this poalitical and economic oppression. Those who believe in the
value of liberly will follow us.

Pablo Morales
Pablo Morales
Liberly Army

History

The work done by Dr. Taulor and
his team has identified 39% of
human genes. Advances in
genelic engineering have made it
possible to avoid most hereditary
diseases. Other research by Dr.
Taulor's team concerned the
crealion of beings combining the

characteristics of different animals.”

Dr. Taylor is currently working on
the creation of a being that has
characteristics not found in any
animal on Earth. His work is
concentrated on the generation of
a new DNA chain for the crealion
of a new animal species.

Dr. Harley recently became the
Director of Research for
Mechatronics Inc. after her father,
Dr. Mark Harley, disappeared
mysteriously. Dr. Mark Harley was
the creator of the biochip, 8
research vital to the development
of robolics, allowing the creation
of robots with extremely high
levels of intelligence. Dr. Harley's
research is concentrated on the
development of the next
generalion of biochips, which
promise fo give robots
intelligence comparable fo
humans.

The tests that would determine the crew of the Oullive Mission were scheduled for January 15th,

2046. During the months that preceded the tests, a technological dispute took place involving

intigue and mulual accusation.

Liberly Manifesto
May 8th, 2045

I have returned o public view fo declare my indignalion with recent events involving the World Council. |
refer to the technological race and all the controversy associated with it In my opinion, this entire circus is
nothing more than a facade fo conceal the unscrupulous objeclives of the Council - fo creale these
machines and crealures for military purposes.

Many people called me a lunalic when | declared that the World Council would use ferrorism as an excuse
fo creale an army. However, what we see foday is this Special Counter Terrorism Group serving the purposes
of the Council, attacking all their opposition under the guise of counter terrorist efforts.

I make this prediclion concerning the experiments being conducted by Dr. Joseph Taylor. These experiments
are an abomination of genelic mulilation, because they will bring fo life disturbed and uncontrollable
monsters. Society must unite and demand an immediate end o these experiments.

| pity Dr. Joseph Taylor and Dr. Mary Anne Harley, because they are nothing more than puppels in the hands
of the World Council. Maybe if they read this manifesto they will think twice about their actions and not let
themselves be dominated by this oppressive group.
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Society was growing increasingly frustrated with the public rivalry and disagreements created by
the technological race. The Liberty Army, the most radical of terrorist groups, took advantage of
the situation and intensified their altacks. On May 8th 2045, Pablo Morales, leader of the Liberty
Army, published the Liberly Manifesto.

In the Manifesto, Morales furiously criticised the Council, calling the genelic experiences and
robolic technological development a ploy to broaden the Council's power. Over 4 billion people
read the Manifesto.

On August I3th, 2045, 3 sniper attempled to assassinate Dr. Joseph Taylor. The security guards
of the Research Centre foiled the attempl, but were unable to caplure the shooter. On the
following day, the World Council nominated Lieutenant Brad Maxwell to command the Special
Counter Terrorism Group, with the objective of guaranteeing the security of Dr. Taylor and his team
unlil the end of his experiments.

Dr. Taylor agreed to be interviewed by Scott Wolf, a reporter covering the Outlive Mission. During
the interview, Dr. Taylor named Pablo Morales as the primary suspect in the failed assassinalion
attempt.

The inferview took place in the Isboratory where Dr. Taulor was conducling experiments in
genelic manipulation. For security reasons, the localion of the Iaboratory has been kept secret.
Dr. Taylor was calm during most of the interview. This calmness was only inferrupted when the
name of Pablo Morales was mentioned.

At the end of the interview, Dr. Taulor showed the reporter a prototype of the GeMOT (Genetically
Manipulated Organic mining uniT). The profolype seemed scary at first, due to its size and
incredible strength. However, after a few minutes demonstraling its abilities, the GeMOT showed
itself passive and inoffensive, responding well to human control.

The interview conducted on August 20th 2045, with Dr. Joseph Taylor:
Scott Wolf — A couple of days ago an attempt was made on your life, probably because of the
researches thal led lo the creafion of the GeMOT. Has any person or group taken responsibility

for this oulrage?

Dr. Joseph Taylor — The cowards responsible for this outrage have not accepted responsibilily
as yel

Wolf - The press has been speculaling that Pablo Morales, leader of the Liberty Army, was the
probable intellectual mentor of this oulage. What do you think?
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Dr. Taylor — Morales has been @ member of radical terrorist groups for 20 years! I's common
knowledge thal he uses violence to reach his objectives. He has recently strongly criticised my
research, declaring in his Manifesto his dissalisfaction with and disapproval of my work. During
my whole life | have suffered crilicism, but | never stopped doing the work | believe in, and | won't
stop now!

Wolf — Bul do you consider Pablo Morales the man responsible for the attempt on your life?
Dr. Taylor — Of course | do! As | have already said, there is evidence to support this conclusion!

Wolf - As you menlioned, Morales crilicised you in the Liberty Manifesto. He described your
experiments as genelic multilations...

Dr. Taylor — THESE ACCUSATIONS ARE LUDICROUS! Morales will say anuthing to advance his
agenda. He and his followers are not men of sciencel

Wolf - But..

Dr. Taylor — I'm not finished yel, son! As | was saying, they are nol capable of recognising that
science has already done a lot for humanily and can do so much more. Genelic research has
already allowed us o control genelically ransmitted sicknesses and now will allow us o create
adaplable beings for tasks that cannot be performed by humans.

Wolf — Bul Pablo Morales has stated that there is a risk in this kind of experimenl, because your
experiments would crealte extremely violent beings. How do you respond o these allegalions?

Dr. Taylor — | challenge you to prove what he said! I's obvious that he is making baseless
accusalions, because his only objective is to discredit my team and my proposal. In my
experiments what must be evaluated are the resullts, and not rumours spread by the uninformed.
| can show you right now @ model of the GeMOT, totally under control according to the
requirements of the World Council.

Wolf — At the end of last year Dr. Mark Harley disappeared muysteriously. What do you have to
say about if?

Dr. Taylor — | was very shocked about what happened... | have known Dr. Harley since we were
al university and, in spite of nol having been in touch over the last couple of years, | consider
him a good friend. His researches allowed spectacular advances in the field of robolics.

Wolf — What do you think about the appointment of Dr. Harley's daughter to take over the
research and development of @ potential robotic crew sponsored by Mechatronics?

Dr. Taylor — | expected her to refuse the nominalion, especially after the rumours about the fight
belween her father and Carl Eberhardt. But | hope Mary Anne can continue the research with the
same passion as her father has conducted it for the Iast several years.

Wolf — Whal do you think about the appointment of Lieutenant Brad Maxwell to head the Special
Counter Terrorism Group and take care of your security? Do you know him?
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Dr. Taylor — | have never met the man in person, but | have heard very good comments about
his military record. Since securily is being taken more seriously now, we will complete our
experiments in @ military base, not in our research laboratory.

Wolf — Dr. Taulor, thank you for this interview and | wish you success in your efforts!

Dr. Taylor — Thank you.

CHAPTER | - GETTING STARTED

Minimum System Requirements

Pentium I66MHz or equivalent

Windows 85 / 88 / Millenium

32Mb RAM

4X CD-ROM

DirectX 7.0 or higher

SVGA Video Card with 2Mb of memory compalible with DirectX
Sound Card compalible with DirectX (optional)

Installing Outlive

Insert the Oullive CD into your CD-ROM drive and follow the instructions on the screen. If the
installation program does not start sutomalically, open My Computer or Windows Explorer, select
the CD-ROM drive and double-click the file Setup.exe.

Note: For installation, Outlive needs at least 160 Mb of free hard disk space. To play the game,
an addilional 40 Mb are necessary, which are used to save games and conduct viftual memory
operalions. We recommend you let Windows manage your virtual memory seltings. To change
the virtual memory management of your computer, follow the steps overleaf:



Click on Start

Select Seftings

Select Control Panel

Select System

Select the Performance fab

Select Virtual Memory

Select the oplion Allow Windows to manage my virtual memory seltings
Select OK

CD-Key Code

During Outlive’s installation procedure, you will be asked to enter @ CD-Key code, which is
unique to your version of Oullive. This can be found on the back cover of your this instruction
manual. Enter the CD-Key carefully into the fields displayed using the keyboard. Once the CD-
Key has been verified, installation should proceed. If your CD-Key is invalid, please make sure
you have entered the CD-Key correctly. You must keep your CD-Key and manual safe if you wish
to reinstall the game al a Iater date”.

Installing DirectX 7.0
During the installation of Outlive, Setup will check your sustem for DirectX 7.0 or higher versions.
If you have an older version of DirectX, you will be prompted to install version 7.0.

Frequently Asked Questions

No image appears or errors related to the video accurred. What is the problem and how can | soive
ir?

Usually, video problems are related to the driver being used for your video card. The image might
nol appear, the colours might become strange or an error message from Direct Draw may appear.
In these cases, the driver that is installed is probably not 100% compatible with DirectX and it
will be necessary to contact the maker of your video card to oblsin a suilable video driver
compalible with DirectX.

I can’t hear any sound in the game or errors related fo the sound occurred. What's the problem
and how do | solve if?

Problems with the sound might be related to your sound card driver. If you can't hear any sound,
or if the sound stops during the game or if an error message appears from Direct Sound, the driver
installed is probably not totally compalible with DirectX. It will be necessary to contact the maker
of your sound card fo oblain a driver 100% compalible with DirectX.

My computer meels the minimum requirements, but the game plays slow at limes. What should |
do?

You may be running out of hard disk space for virtual memory. This lack of disk space may impair
Windows' ahbilily o create swap files, causing delays during the game. It is recommended that
uou keep at least 40 MB of free hard drive space and that you let Windows manage your virtual
memory.

My computer doesn’t meet the minimum requirements. Is it possible to play Outlive?

Outlive may funclion on computers below the minimum specificalions, however, performance and
gameplay will likely be affected.

For addilional informalion see the Technical Support Seclion on page 5I.

CHAPTER 2 — CREATING A GAME

CHOOSING A PLAYER ID

When you start Outlive, the first screen that will come up is the Player ID screen. Each Plauer may
create and maintain a separate profile containing his/her own preferences, campaign history
and saved games.

To create @ new player ID:
Choose a Player name.
Choose a level of difficully.
Click on OK.

To select a plauer ID already created:
Select the Player's name from the list.
Click on OK.

SINGLE PLAYER GAMES

To begin a single player game, click on Single Player
at the Main Menu. You may begin one of the following
Single Player Games:

Campaign

A Campaign is @ sequence of missions linked together
by a storyline. Outlive features three Campaigns; the
Human Campaign, the Robot Campaign and the Co-
operalive Campaign. It is recommended that these
Campaigns be played in the order shown, as they are
part of a linear story.

Custom Map

Through this game oplion, it is possible to play maps and campaigns that you or other players
have created using the Oullive Campaign Editor (refer to Chapter 3 for more information). Oullive
comes with many custom maps created by the Continuum Team. In Single Plauer mode, you will
compele against computer opponents. The computer will play according fo the difficulty level that
you chose when you created your Plauer ID.

There are 4 Game Types that can be chosen for each map: Map Defaults, Conquest, Free for All,
and Deathmalch. A 5th Game Type, Caplure the Flag, is available in Mulli-Player Games only. If
Map Defaulls is the selected Game Tupe, the Events, Heroes, Research List and all other map
configuralions are preserved. In the other game types, only the map, Player's Inilial Position,
Mineral Mines and Scraps are preserved. The Events and Map Objectives are changed
according to the Game Type:
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Game Type Descriplion

Map Default Preserves the map configuration.

Free for All In this lype of game, Diplomacy is disabled. To win, the player must
destroy all the enemies and may not ally.

Deathmalch To win, the player must destroy all enemy units and constructions.

Conquest To win, the player must destroy all enemy construclions.

Captlure the Flag A player is eliminated when his/her flag is captured and taken to the

Enemy Posilion Mark. The game ends when only one player remains.

Loading a Saved Game
With this option, you may resume a previously saved game.

MULTI-PLAYER GAMES

To play @ game with several players, click on Mulli-Player and choose the Conneclion Type.
Outlive support Mulli-Player Games through the following connections: Direct (Serial] Cable,
Madem, LAN (IPX] or Internet (TCP/IP):

DIRECT CABLE CONNECTION
Max Players: 2.
Requirements: Two computers connected through a serial cable.

To create a game:

Specify the port to which the serial cable is connected and the transfer rate.

Click on Connect. You will enter the Game List screen.

Click on Create. You will enter the Mulli-Player screen.

After choosing one of the game oplions [Campaign, Custom Map or Saved Game) wait until the
ofher player is connected.

As soon as both players are ready to play, click on OK to launch the game.

To enler a game already created:

Specify the port to which the serial cable is connected and the transfer rate.

Click on Connect. You will enter the Game List screen.

Select the game crealted by the other player and click Enter.

As soon as you are ready fo play, click on the confirmalion box fo the left of your name.

Wait until the other player starts the malch.

Note: Make sure that the serial cable is connected fo the specified port and that the transfer rate
for both computers is the same.

MODEM

Max Players: 2.

Requirements: two compulers, each one with @ modem
and felephone line.

To create a game:

Choose the oplion Answer Call.

Click on Connect. You will enter the Game List screen.
Click on Create. You will enter the Mulli-Player screen.
After choosing one of the game oplions (Campaign,
Custom Map or Saved Game) wait until the other player
is connecled. As soon as both players are ready fo play, click on OK o Iaunch the game.
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To enter 3 game already created:

Choose the oplion Dial.

Enter the telephone number of the person who created the game.

Click on Connect. You will enter the Game List screen.

After the connection is made, select the game created by the other player and click Enter.
As soon as you are ready o play, click on the confirmation box o the left of your name.
Wait until the other plauer starts the match.

LAN (IPX):
Max Players: 16 (8 pairs).
Requirements: lwo or more computers connected to the same network using the IPX profocol.

To create a game:

Click on Connect. You will enter the Game List screen.

Click on Create. You will enter the Mulli-Player screen.

After choosing one of the game oplions (Campaign, Custom Map or Saved Game)] wait until the
other player is connecled.

As soon as both players are ready to play, click on OK fo launch the game.

To enter @ game thal was already crealed:

Click on Conneclt. You will enter the Game List screen.

Select the game created by the other player and click on Enter.

As s00n as you are ready to play, click on the confirmation box o the left of your name.

Wait until the other player starts the malch.

As soon a8s you are ready o play, click on the confirmalion box that is on the left side of your
name. Wait until the other player starts the match.

INTERNET (TCP/IP)

Players: Max Players: 16 (8 pairs).

Requirements: fwo or more computers connected o the
Internet and with the TCP/IP protocol installed. It is
necessary to establish an Internet connection before
Iaunching an Internel Multi-Player game.

Duliiys

After establishing an Internet conneclion, you will enter
the Continuum Game Server [CGS). CGS is @ game
maltchmaking service offered for free by Conlinuum
Entertainment, where it is possible to meel other
people to chat and to play Outlive.

To enter or register on CGS, do the following:
Enter uour User Name [capilal letters are ignored).
Enter your Password [case sensitive).

The first lime you enter CGS, you will be registered automatically [if your User Name is not already
in use). If this is not the first time, you will enter CGS after entering your User Name and Password.

Naote: Each copy of Outlive allows four users to register on CGS, however only one can be on
CGS at a lime.
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Upon entering CGS, you will enter a chat channel. On this channel you will meel other people
with whom you can chal and play Outlive. It is possible to enter other channels and create new
chat channels.

Fr o Sending Public Messages

To send a public message, simply lype your message
and press Enter or click Send. Everybody on the same
channel with you will receive the message. To send a
private message o a specific person, select the person
from the user list, lype the message and click Send To.

Note: people that are playing games have a sumbol
beside their name showing that they are in @ game.
These people will not receive normal chat messages,
but can receive privale messages from you while in
their game.

PLAYING OUTLIVE ON CGS (CONTINUUM GAME SERVER)

To creale a game:

Click Play. You will enter the Game List screen.

Click Create. You will enter the Mulli-Player screen. You may choose a name and password for
your game. If you do not choose a password, the game will be listed publicly and all players
may join. For private games, choose @ password and communicate it to the plauers you wish
to invite.

After choosing one of the game oplions [Campaign, Custom Map or Saved Game] wait unlil other
players join the game.

As soon as the desired number of players have joined the game, click OK to Iaunch the game.

To join 3 game:

Click Play. You will enter the Game List screen.

Select the game you wish to join and click Enter. If necessary, enter the password for the game
when prompted. As soon as you are ready fo play, click the confirmalion box o the left side of
your name. Wait until the game host starts the game.

Enlering/Crealing Channels:
If you wish to enter another channel to chal, or create your own channel, click on Channels. You
will enter the Channel List screen, where all public channels will be listed.

To create a new channel, do the following:

In the Channel List screen, select Other Channels and click Create.

Enter the name and password for the channel. If no password is specified, anyone may enter
the channel.

Note: If is only possible to create 2 channels per user on CGS.

To enter one of the channels created by Conlinuum Entertainment, follow these steps:
Select the channel and click Enter.

To enter a channel created by another user, select Other Channels from the Channel List and click
Enter. Enter the name of the channel and the password if necessary, then click OK.
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CGS Advanced Commands
Below is 3 list of advanced commands available on CGS. This list may be seen inside CGS by
lyping the command "#help” instead of @ message.

Command Abbrevialion Parameler Descriplion
#HELP Shows the CGS command
#WHISPERUSER #WU wsern«message> Sends a privale message fo user
#FINDUSER #FU wsen Searches for a user on all CGS
channels

#BAN usern <room> Prevenls a user from enlering a
channel [available only to the user
who created the channel).

#UNBAN <usen <room» Allows a user previously banned
from a channel fo enter the channel
again (available only fo the user
who created the channell.

#USERPASSWORD #UPW «password > Changes the user password.

#CHANNELPASSWORD | #CPW <roomypassword > Changes @ channel's password
(available only to the user who

created the channel).

#JOINCHANNEL #IC <room> <password > | Enfera channel. If the channel has a
password, it is necessary o enter it

when prompted.

#CREATECHANNEL #CC <room> <Password> | Creates a channel. If you wish fo
limit access to the channel, you can

put 8 password on it.

#DELETECHANNEL <roomd Deletes a channel. The users in the
channel will be automalically moved
to a temporary channel (available
only fo the user who created the

channel).

#LOGOUT #LO Leaves CGS (the computer is not

disconnected from the Intemet].

Note: Commands and abbreviations can also be used in small lelters.

Game Oplions
Oplions in Mulli-Player games are similar to those in Single Player games. Howevey, in each of
the oplions there are some minor differences:

Campaigns

The 3 Campaigns [Human, Robot and Co-operative] can be played by up to 2 people (pair).
Malches in pairs offer @ way of playing that is completely different from matches with only a
single player. Co-ordinated efforts belween the players are necessary to manage the base and
execule altack slrategies.
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Note: the difficully level chosen by the plauer who created the game determines The difficully
level of @ Mulli-Plauer Campaign game.

Custom Maps

All maps created by Continuum Entertainment or players may be used for Multi-Player Games. It
is possible to play with up to 16 players (depending on the tupe of connection and the map) or
mix real players with computer controlled players.

Note: The difficulty level of 8 Custom Map game is determined by the difficulty level chosen by
the player who created the game.

Saved Game

Any player that was parlicipaling in the game when it was saved can resume a8 Saved Game. To
Join @ Saved Game thal has been resumed, the player must have the game saved locally on
his/her machine.

Nate: Players that do not return to @ Saved Game will be automatically defeated when the game
is resumed without them. It is necessary to have al least 2 players o resume a Saved Game in
Mulli-Player mode.

Some Comments Concerning Internet Play

Heavy nelwork fraffic, cables nof very well installed, noise in the telephone line, Iatency and
olher factors that decrease the conneclion quality may hinder the performance of Mulli-Player
Games.

In games played via the Internel, any plauer can generate infarmalion aboul the conneclion by
lyping the console command "#PING ON” in Messages Mode [see Chapter 4 for more
informalion). In the upper right-hand corner of the screen, 3 window will be displayed describing
the conneclion status, ping and packet loss. Conneclion stalus is reported as follows:

Good Conneclion: Ping less than 400ms and packef loss less than 5%.
Medium Conneclion: Ping belween 400 and 800ms and packet loss between 5% and 10%.
Bad Conneclion: Ping greater than 800ms or packet loss greater than 10%.

Note: The informalion shown is always between the indicated player and the player who created
the game.

When the conneclion is bad, the connection informalion window will be displayed automatically.
If the bad conneclion window only appears for @ few seconds, it means there was only 3
momenltary inskability. If the window persists for @ few minutes, it means that the conneclion is
not suitable for play. For Mulli-Player Games, it is recommended that the plauer who creates the
game have the best computer and the best conneclion.

CHAPTER 3 — CAMPAIGN EDITOR

The Campaign Editor is @ powerful tool that allows the user to create Single and Multi-Player
maps for Oullive. With this tool, it is possible to define the animalion that will be shown at the
beginning and end of each mission, create special units and configure the performance of
several characteristics of Oullive, like the Markel, the behaviour of the Abominable and
technologies available for each mission.

In addition, it is possible to fotally control the development of the game through Events. Events
are @ pseudo-programming language, enabling the creation of elaborate maps compatlible with
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the development of a storyline. They allow you to define the victory and defeal conditions for @
map, create special positions, modify the objeclives of a plauer or even change the Adificial
Intelligence behaviour of computer controlled players.

The Outlive Campaign Editor comes with 8 handy on-line Help funclion that will provide all the
necessary delails of its use.

CHAPTER 4 — LEARNING TO PLAY

e Came Interface
NIUTTAE Menu: Allows the player to load and save
a &8 gomes, configure game selfings, sound
and video oplions, display mission
objeclives and quit the baltle or game.
Mini Map: Offers @ general view of the
batltlefield. The player can use the mini map
lo give orders to units and to place oops.
Above the mini map are the Pause and
Help bultons. The Help funclion allows the
player to obfsin informalion aboul game
items.
Information Window: Displays the
informalion of the selecled Interface Mode.
Maodes Button: Changes the Interface Mode. There are 4 modes: Information, Paths, Messages
and Diplomacy.
Credits Window: Allows the plauer to control the level of credits diverted to technological research
and maintenance.
Alert Window: Alerts the player when 3 research or espionage mission is completed. Also
displays dialogue and imporfant events.
Game Area: Displays the baltlefield. The Game Area is maximised when all the interfface modes
are minimised.

Information Mode
In Informalion Mode, the Information Window displays order bultons and informalion for the
selected unils. The information that is displayed depends on the unil(s) selected:

Icon: An image of the selected unit. Clicking on the icon centres the Game Area on the selected
unil. When mulliple unils are selected, each click on the icon centres the screen on one of the
selected vehicles.

Unit Name: Displays the name of the selected unit.

HP: Hit Points are @ measure of the damage level of the selected unit.

Maintenance: The maintenance level of the selected unit. If 3 building is selected, the capacity
with which the building is operating is displayed.

Information: Displays informalion about the damage, armour and characteristics of the selected
unit.

Orders Buttons: Used fo give orders to the units.
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Messages Mode

In Messages Mode, it is possible o display messages
that are shown during the game or sent by other players.
Players’ Icons: Allows you o select which players will
receive messages. Allies: Selects only allied plauers to
receive messages.

Neulral: Selects only neutral players to receive
messages.

Enemies: Selects only enemy players lo receive
messages.

[ Path Ediling Mode

S | is possible to create up to 12 different paths. Each path
may be one of three types: Normal [one wau), Patrol [wo
ways) or Circular. The paths may be used as escape,
patrol or attack routes or simply for moving hoops.

Paths: Paths that can be edited.

Path Kind: Tupe of the selected path.

Edit Path: Allows you fo erase all or the Iast steps of the
selected path.

Number of Steps: Displays the number of steps of the
selected path.

Crealing a Path

Select Path Ediling Mode.

Select the path to be created. For example, click on Edit Path B.

Change the Path Tupe to Circular.

Move the mouse fo the game area and nolice that an image of the path that is being created
appears with the mouse pointer.

Left click the mouse to mark the first step of the path. Repeat for any subsequent steps of the
path.

Using a Path

To use a path to move troops, create a Normal path, select any vehicle and issue a Move order
to the first or Iast step of the path.

To use 3 path fo altack, you have to issue an Altack order or just right-click on the first or last
step of @ Normal path. The attack works as an Altack Move order.

To patrol & path, issue an Altack or Patrol order, or right click on a Patrol or Circular path.

To use a path as a refreat roule, refer to the Advanced Characteristics section of ~ Chapter S.
Note: When not in Path Editing Made, only the first and Iast steps of the paths are displayed.
When the mouse pointer is on one of these steps the enfire path is displaued. To
aclivate/deactivate display of the first and last steps, press the * keu.

Diplomacy Mode
In this mode it is possible to modify your diplomatic status with other plauers and hransfer credits.

Player: Selected player.

Diplomalic Status: The diplomalic status of one player relalive to another determines how both
players’ units will interact.

Allies: Allied players share vision and oops help each other.
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Neutral: Neutral players neither help nor act in @ hostile manner towards each other.

Enemies: Enemy players’ roops will altack each other on sight. In diplomalic relalions between
wo players, the most hoslile oplion selected by one of the plauers predominates. For example,
if one player selects Ally but the other player selects Neutral, what predominates is the situalion
Neutral.

Credits Transfer: Allows a player to transfer credits to another player.

Basic Commands

It is possible to give orders to units at any lime during the game, even while the game is paused.
Some units have special abilities, however many units share commands in common:

Move i

With the unit already selected, click the Move bulton. The mouse pointer will change
to the Move cursor. Left click the localion where you wish to send the selected unit.
Note: The Move order can also be given simply by right clicking on the map.

Altack

Units can be inshucted fo Altack posilions or objects [units, buildings, tees, efc).

When a vehicle receives an order to Aftack a posilion, it will move to the position,

stopping o altack any enemy that it meets on the way. When a vehicle receives the
order to Aftack an object, it moves directly fo altack the fargel. To issue an order o Altack a
position, follow these steps:

With the vehicle already selected, click on Altack. Left click on the position for the unit to Attack.
To issue an order to Altack an object:
With the vehicle already selected, click on Altack. Left click on the target.

Note: When the farget is an enemy object, this same order can be given simply by right clicking
on the fargel.

Stap

After @ unit completes its current orders, it sutomalically stops and waits for new
orders. If you wish to abort an order in process, press the Stop bulton with the unit
selecled.

Hold Paosition
After receiving an order to Hold Posilion, the unit will never leave its position even to
aftack an enemy unlil it receives new orders.

Patrol

A Patrol is conducted belween two waypoints. Units on Patol will attack any
enemies within their sight range. To order a unit to Patrol:

Select the unit and click on Patrol. Left click to indicate the second point of the Patrol
route. The unit will patro! between its current position and the new one you selected.

Escort

The Escort order directs the unit to follow another unil, protecting it against enemies:
With the unit selected, click on Escort. Left click on the unit to be escorted. If the
escorted unit moves, its escort will follow it around asutomatically unlil given
another order.
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Relreat
The order to Relreal causes the unit to move to a specified Retreat Point (See the
Advanced Characleristics section of Chapter 3 for more information).

Harass

The Harass order directs the unit fo briefly attack a posilion or object then return o its
previous position. After a short period of lime, the unit will altack again and remain in
this cycle until it receives new orders. To order a8 unit to Harass an object or position:
With the vehicle selected, click on Harass. Left click on the posilion or object fo harass.

Explore
When a unit is ordered to Explore, the unit automalically explores the map.

Scatter
Makes the selected vehicles Scatter around their current position. This is useful for
masses of unils facing altacks that have an area of effect.

Tutarial

To play the Outlive Tutorial, select Single Player, Human Campaign. If you have never played the
Human Campaign, you will be prompted to play the Tutarial. If you have already started plauing
the Human Campaign, select Tutorial from the list and click OK.

The Tutorial mission contains 20 objectives presented one by one that must be completed in
order. During the Tutorial, you will receive inshuction and lips about some characterislics of
Oullive. Use them to make the accomplishment of the objeclives easier.

You will find a step-by-step explanalion of each objeclive below:

Objective | — Build a Wind Power Plant

When you first enter the Tutorial, the Game Area will display
your Headquarters, an Iron Mine and a Builder. To build a
Wind Power Plant, follow the steps below:

Move the mouse pointer over the Builder. Notice that a
coloured bar appears above the unit and a areen circle
surrounds it. The coloured bar is 8 graphic representation of
the unit's HP [Hit Paints) and the circle indicates that this unit
can be selected. Left click on the Builder to select it. Observe that the Informalion Window now
displays information about the Builder unit: HP Maintenance, Machine Gun Damage, Armour,
Land Mines [not uet researched) and order bultons.

When you leave the mouse over any button for 3 few seconds, @ box with the name of the
bulton will appear. Click on the Resource Buildings button. A group of conshuclion buttons will
appear.

Move the mouse over the conshuction buttens and observe the price for each one. Select the
Wind Power Plant for construction.

Move the mouse fo the game area and nolice that an image of the Wind Power Plant with some
green rectangles appears near the mouse pointer. These rectangles indicale the space that the
Wind Power Plant needs on the battlefield. To place a building, all the rectangle area must be
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green. If you ty to place a building where it doesn't fit, red rectangles will indicate the area that
is unsuitable for building.

Move the mouse near the Headquarters. Nolice that there is a line linking the Headquarters to
the image of the Wind Power Plant. This line represents the Energy Nel and indicates that
buildings connected by lines will share any energy sources altached to them. A constuclion
only works to

its full capacily when it receives 100% of the energy that it needs.

Choose 3 free area on the baltlefield near the Headguarters and left click to place the Wind
Power Plant. The Builder will move fo the place you chose and begin construction of the Wind
Power Plant. Move the mouse over the Wind Power Plant under constuction and left click fo
select it. You can follow the conshuction progress via the Information Window.

Objective 2 — Build an Ore Extractor

Credils are oblained through the exploilalion of Ore Mines,
which can be of Iron or Uranium. Your objective is fo build an
Ore Exhactor over the Iron Mine near the

Headquarters.

Select the Builder.

Click on Resource Buildings.

Click on Ore Extractor.

A transparent image of the Ore Extractor will blink over the
Iron Mine near the Headquarters. Ore Exhractors and Ore Processors are may only be constructed
over 3 Mine.

Move the mouse over the lransparent image of the Ore Exhractor. Observe that the reclangles that
were completely red now become green. Left click o begin construclion.

Select the Ore Extractor fo follow the construction progress.

Objeclive 3 - Build a Gatherer

To collect the ore extracted by the Ore Extractor and transport
it to the Headquarlers, it is necessary for you to build a
Gatherer. To build one, follow the steps below:

Select the Headquarters.

Move the mouse over the bultons and observe the prices of
the units.

Click on Gatherer. The Information Window will identify which
unit is being produced and the percentage of completion.
While you wait for the Gatherer to be built, select 3 Builder and build another Wind Power Plant
nex! to the one you built before. Your buildings are probably under-powered al this point. To
check the quantitly of energy that your Energy Net has, you just have o select any construction
that generates energy or select another building in the Energy Net and see if if is gelting the
amount of energy it requires.

Wait until the Gatherer is produced. When it is ready, select it.

Click on Gather and move the mouse pointer fo the game area. Nolice that the mouse pointer has
changed fo a circle. Left click on the Ore Extractor to order the Gatherer o start working. Note: this
same order can be given just by right clicking on the Ore Extractor with a Gatherer selected.
Observe the Gatherer working. It will link with the Extractor for 8 while collecting ore and then it
will take the ore to the Headquarters.
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Objective 4 - Build a Refinery and three more
Gatherers

More Gatherers will increase the rate at which you oblain
credils. The Refinery is an alternalive building that can be
used by the Gatherers to return ore. Follow the steps below
to build 3 Refinery and three more Gatherers:

Select the Builder.

Click on Resource Buildings.

Click on Refinery. Choose a free area near the Ore Extractor
and left click fo place the building. It is best to build the Refinery one or lwo cells away from the
Extractor.

While the Builder is building the Refinery, select the Headquarters.

Click three limes on Gatherer. Nolice that now there are three Gatherers in the produclion queue.
The Headquarters will produce the Gatherers one by one until all of them are readu. It is possible
lo put up to six vehicles in the production queue.

As the Gatherers are produced, order them to gather ore at the Ore Extractor.

Objeclive 5 - Build an Ore Processor

Your objeclive is to build an Ore Processor over the Uranium
Mine:

Select a Builder.

Click on Resource Buildings.

Click on Ore Processor.

A lransparent image of the Ore Processor will blink over the
Uranium Mine. Left click on the Uranium Mine lto start
“ construction.

While the Builder is building the Ore Processor, select the Headquarters and build two more
Gatherers. Don't forget to assign the Gatherers to the Ore Extractor as they are produced.

Objective 6 - Build a Wind Power Plant for the Ore
Processor

You must build 8 Wind Power Plant for the Ore Processor.
Building @ Wind Power Plant on high ground improves its
abilily o generate energuy.

Select a Builder.

Click on Resource Buildings.

Click on Wind Power Plant.

Choose a free area on high ground near the Ore Processor.

Left click to start construction. ’
While the Builder is constructing the Wind Power Plant, produce two more Builders at the
Headquarters.

Objective 7 - Build a Research Lab

For space reasons, it is best to build the Laboratory next to
the Headquarters:

Select a Builder.

Click on Basic Buildings.

Click on Research Lab.

Choose 3 free area near the Headquarters and left click to
start construclion. During the conshuclion of the Research
Lab, the two Builders that you put in the production queue

will be completed. Select them and right click on the Research Lab. They will help with the
construclion, so the Lab will be finished sooner.

Objeclive 8 —Research Advanced Wind Power Plant
Through research, it is possible to improve your buildings
and units. Your objective is to research Advanced Wind
Power Plant.

Select the Research Lab.

Click on Resource Buildings Researches.

Click on Wind Power Plant. A list of all the researches
available for this conshuclion will appear. Researches that
were already completed are displayed in yellow, and the
ones that can still be researched are in white. Move the mouse pointer over the list o get a
description of the researches.

Move the mouse pointer over the research Advanced Wind Power Plant and left click. Nofice that
the Information Window has changed lo show the current research and percentage of
complefion.

While the Advanced Wind Power Plant is being researched, select a Builder. Press Shift and click
on another Builder to add it to your seleclion group. Note: it is possible to select mulfiple units
by using bandbox seleclion. Left click and hold the left mouse button while dragging a seleclion
box around mulliple units. When you release the left mouse button, all the unils in the bandbox
will be selected.

With the two Builders selected, build one more Wind Power Plant near your buildings fo connect
it fo the same Energy Nek.

Objective 9 - Build a Vehicles Faclories

At the Venhicles Factory it is possible to produce ground units
of the Human Race:

Select a Builder.

Click on Basic Buildings.

Click on Venhicles Faclory.

Choose 3 free area near the Research Lab and left click to
start construction.

’ While the Vehicles Factory is being buill, select the other two
Builders and build fwo more Wind Power Plants for the factory [factories need a lot of energu).

Objeclive 10 — Research Time Bomb

Al the Research Lab, it is possible o choose any research
from the Technological Tree. If 3 research has prerequisites, it
is.called a target research. When a targel research is chosen,
all the prerequisites are automalically researched unlil the
farget research is completed. Your objeclive is to research
Time Bomb, an accessory of the Explorer:

Select the Research Lab.

Click on Vehicles Researches.

Click on Explorer.

Select Time Bomb from the list of researches. Nolice that the information displayed is a bit different
from when you researched the Advanced Wind Power Plant. The Laboratory is researching Nitro
(the prerequisite for Time Bomb) and it has a target research of Time Bomb.
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Objective 11 - Produce two Explorers

Select the Vehicles Factory.

Click twice on Explorer.

When the first Explorer is ready, select it. Notice that the fwo
researched accessories are being loaded, Nitro and Time
Bomb.

Objeclive 12 — Build an Aircraft Factory

The Aircraft Factory allows you fto produce air units of the
Human Race:

Select a Builder.

Click on Basic Buildings.

Click on Aircraft Factory.

Choose a free area near the Vehicles Factory and left click to
start conshruction. While the Aircraft Factory is being buill,
select the other two Builders and build lwo more Wind Power
Plants within the Energy Nek.

Objective 13 - Build a Transported

Transports are used to hansport Iand vehicles into regions
with difficult access. Your objeclive is to build a Transporter:
Select the Aircraft Factory.

Click on Transporter.

While you are waiting for the Transporter, select the three
Builders and build one more Wind Power Plant (you will
need more energy in the future).

Objeclive 14 - Destroy the Defence Tower and Rescue
the wo Soldiers

Objective 14 is a litle more difficult than the others, because
it demands co-ordination and interaclion between the units
you produced. To make it easier, lef's divide it into sections:

PART | — LOAD AN EXPLORER INTO THE TRANSPORTER

The two Soldiers are lrepped on an island, so it will be necessary for the Transporter to take an
Explorer there. There are three wauys fo put the Explorer into the Transporter:

Select the Transporter.

Click on Load Unit.

Move the mouse to the game area. Nolice thal the mouse pointer has changed fo a circle.

Left click on an Explorer to load it.

Bul, this way is simpler:
Select the Transporter.
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Right click on an Explorer o load it.

The third way is:
Select the Explorer that you want to load.
Right click on the Transporter to load it.

After loading the Explorer, select the Transporter. Nolice that in the Information Window there is a
small image of the Explorer, indicating that the Transporter is now carrying that vehicle.

PART 2 — MOVE THE TRANSPORTER TO THE ISLAND

With the Transporter selected, click on Move.

Move the mouse o the game area. Notice that the mouse pointer has changed fo a circle.

Left click on 8 part of the island to make the Transporter move there. Don't click too close fo the
Defense Tower or it will altack the Transporter. Note: The move order can be given just by right
clicking on the deslinalion.

PART 3 — UNLOAD THE EXPLORER ONTO THE ISLAND
There are two ways to unload the Explorer:
When the Transporter arrives at its destination, click Unload All Units.

Move the mouse to the game area. Nolice that the mouse pointer has changed to a circle.
Choose a place where the Explorer can be unloaded and left click. Remember to choose 3 place
oulside the Defense Tower's range.

The alternalive way:

When the Transporter arrives at its deslination, click on the image of the Explorer to unload it
The Transporter will search for the closest place to unload the Explorer.

PART 4 - DESTROY THE DEFENCE TOWER

To deshroy the Defence Tower, use the Explorers Time Bomb when it is available:

To prevent the Transporter from being shot by the Defence Towey, click on Hold Position. This will
prevent the Transporter from helping the Explorer in the attack on the Defence Tower.

Select the Explorer.

Click on Nitro to activate it. Nilro makes the Explorer move very quickly, avoiding most of the shots
from the Defence Tower.

Click on Install Time Bomb.

Move the mouse fo the game area. Nolice that the mouse arrow has changed to a red and white
targel.

Left click on the Defence Tower or near it. The Tower will be destroyed with the explosion of the
Time Bomb.

PART 5 — RESCUE THE TWO SOLDIERS

N . Select the Explorer.

Move the Explorer to the lwo Soldiers. The Soldiers will be
rescued and under your contol when the Explorer contacts
them. If you wish, load the Explorer and the two Soldiers into
the Transporter, and take them back to your base.
Objective 15 — Build a Market

Al the Market it is possible to buy and sell units:

Select Builder(s).

Click on Basic Buildings.

Click on Market.
Choose 3 free area in your Energy Net and left click to start construction.
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Objective 16 — Buy One or more Units from the Market
Select the Markel.

There are 4 bultons with unit images that are available at the
Market initially. Move the mouse over the buttons fo see the
price of the units. Click on the unit you wish to buy. To
conlinue the Tutarial, you must buy at least one unit.

Objective 17 - Build an Intelligence Centre

The Intelligence Centre allows you to undertake espionage
missions:

Select your three Builders.

Click on Basic Buildings.

Click on Intelligence Centre.

Choose 3 free area in your Energy Net and left click to start
conslruction. Affer complefing the Intelligence Centre, play a
little with its espionage fealures:

Select the Intelligence Centre.

Click on Open Sight.

Move the mouse to the game area. Notice that the mouse pointer has changed fo a circle, and
that there is @ small box with the text: Probability of Success: 100%. The success of an espionage
mission is based on probability. It is possible fo improve this probabilily through the Research
Lab.

Left click on the middle of the Island where you rescued those two Soldiers. After 3 while you
will receive a success message and see the region. There is nothing important there, but just
enjoy laking a look.

Objective 18 — Ally with the Orange Army

Did you think you were alone in this Tutorial? You were
wrong! Besides you, there is an Orange Army and @ Red
Army. Unless you were very curious earlier, you don't know
where the Red Army is yel.

But beware: The Red Army is in the Tutorial and is your
enemy! The Orange Army is also your enemy, bul you can
fry to ally with them:

Click on the Diplomacy bufton on the right side of the interface. Notice that the Informalion
Window has changed to show Diplomacy information.

Click on Orange lo select the Orange Army. Notice that the information displaued in the interface
is now about the Orange Army and nol aboul the Red Army. Click on Ally to change uour
diplomalic status with the Orange Army to ally. Nolice that the
stalus between you and the Orange Army is still enemu.

Objective 19 — Transfer 1000 credits o the Orange
Army

The Orange Army will only accept an alliance if you transfer
$1000 credits. Don't be light-fisted! Transfer the credits soon:
Click ten times on Send to transfer 100 credits fen limes to the
Orange Army. If you prefer, change the value to 1000 and

transfer it all al once. Nofice now that the slatus belween you and the Orange Army has
changed fo ally. The two of you now share vision. In other words, what one player sees the other
sees as well.

Objective 20 - Eliminate the Red Army

This is your last objective in the Tutorial: organise your froops
and altack the Red Army. Here are some fips:

Improve your vehicles before attacking. Research new
vehicles and special abilities in the Research Lab.

Build some Defence Towers in your base to protect against
aftacks from the Abominable. Don't forget o maintain the
proper energy level of your buildings.

TIPS FOR BEGINNERS

First, concentrate on the collection of ore. Build an Ore Extractor at the Uranium or lron Mine near
your base and a Refinery near the Extractor. To make the income of credits faster, assign 6
Gatherers to each Extractor.

At Mines far from the main base build an Ore Processor instead of an Extractor. Although it is
slower, Processors are cheaper and don't require Gatherers or Refineries. Besides, Mines far from
the main base are usually more vulnerable to enemy altacks.

Select @ conshuclion that generates energy or 8 Transmission Substation to be sure that all of
your construclions are linked to an Energy Net. Verify periodically that the Nelwork Energy has
not fallen below |00%. Build more Wind or Nuclear Power Plants whenever your energy level
falls below the minimum required to keep your facilities operaling at peak efficiency.

It is important to know where the Ore Mines and the enemies are. Give an Explorer or Transporter
an order to explore the map automatically. Another method of reconnaissance is to send any
unit to @ point on @ map that has not yel been explored.

Build Vehicle and Aircraft Faclories to produce combat vehicles. Always remember fo check the
energy level after building. Factories require a lot of energu.

Don't forget to build a Research Lab. It is possible to improve your units and buildings through
Research. Failure to do so will cause your army fo fall behind the enemy.

Build Defence Towers and install Land Mines o defend your bases.

Attack with Iarge groups of units. Usually 3 or 4 units will be destroyed quickly without doing
much damage lo the enemy.

Damaged buildings do not operate at full capacily. Use the Builders to repair damaged buildings.
Use several Builders to speed up construclion.

Use Gatherers to collect the scrap melal left on the baltlefield when a unit is destroyed.
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SHORTCUT KEYS

Menu Keys
Fl

F2

F3

Chrl+F2
Chi+F3

F4 or Al+0
All+B

AlHR

Alt+H

All+V

AlH+S

Alt+)

AlH+A

Alt+X

+

*

Seleclion Keys
Chl+0 CHi+9
Ol 9

Chl+T

Chl+R

Chl+A

Chl+D

Chrl+L
Chl+Select vehicle
Alt+Select unit
Shift+Select unit

Other Keys
Space

TAB
Shift+Command
Print Screen
Chl+F5 to Chi+F8
F5 to F8

Al+F 1 to All+FI2

* When a screenshot is taken, it is saved as a .BMP in the Screenshols folder of the Oullive

directory.

** |t is possible to memorise up to 12 messages. Messages are saved in the Plauer's profile and
are available in all maps. To memorise a message, go into Messages Mode and fype [without

Shortcut Keys

Save the Game

Load a game

Quick Save

Quick Load

Oplions Menu

Mission Objectives

Resolutions Menu

Gamma Correclion Menu

Speed Menu

Sounds Menu

Restart the Game

Abandon the mission

Quit the Game

Increase the speed of the Game
Decrease the speed of the Game
Show/Hide Paths

Save selected group

Select saved group

Select all combat unils

Select all land combat units

Select all aircraft

Select all administralive vehicles

Select all vehicles on screen

Select vehicles of the same kind on screen
Select the group to which this unit belongs
Add/Remove unit from the selection

Pause/Resume the game

Centre map on last event

Queue orders

Take 3 screenshot [*)

Memorise the posilion of the screen
Zoom to memorised position

Send 8 memorised message (**]

quotes): "#Number Message”. For instance: #1 I'm under attack!

The message can Iater be sent by holding ALT and pressing the Function Key corresponding to
the message. For example, lo send message #3, hold ALT and Press F3.

#12 Now, you die.
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CHAPTER 5 — OBTAINING CREDITS

Credits are essential for the support of the base. They are obtained through the exploralion of
Ore Mines and through scrap metal colleclion. Credits may also be hansferred between players.

Ore Mines

There are lwo types of Ore Mines: lron and Uranium. Uranium Mines are more valuable than Iron
Mines, however they send out radialion that deamages vehicles and buildings. To extract credits
from Ore Mines, build an Ore Extractor (Mining Facility for Robots] or an Ore Processor (Ore
Assimilator for Robots) over 8 Mine [see Chapters 10 and Il for more informalion about
buildings).

Another factor affecting Mines is Purily. Purity ranges from 25% to 100%. The greater the Purity,
the faster credits will be extracted. During extraclion, Purity will decrease, eventually reaching the
minimum of 25%. At 25%, Purity never decreases and colleclion speed remains consistent.

Iron Mine

Uranium Mine

Scrap Iron

When a vehicle is destoyed, it may leave scrap metal behind. The value of the scrap melal
depends on the value of the vehicle that was destroyed. Heavier vehicles leave more valuable
scraps. Scraps can be collected using a Gatherer or Marauder.

- Scrap Collection

Maintenance Level

Maintenance is the cost of maintaining vehicles and it varies with a vehicle’s value. Reducing
the maintenance level [initially set at 100%] makes maintenance cheaper. However,
characteristics such as damage, armour, energy for special abilities and automalic repair of units
are adversely sffected. To change the Maintenance Level, use the Credits Screen.

Research Level
The Research Level determines the speed of research. Reducing the Research Level spreads out
the cost of research over a longer period of lime. This makes the research take longer, but may
free up credils in an emergency. To change the Research Level, use the Credits Screen.

CHAPTER 6 — ENERGY
Energy is essential for buildings to work at full capacity. For example, with insufficient energy, a

Research Lab will conduct research slower; vehicles will take longer to be produced by Factories;
Defence Towers will shoot slower and do less damage.
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Energy Sources

Energy is generated by special buildings, existing only for this purpose. The Humans have Wind
and Nuclear Power Plants for energy generation; Robots have Solar Collectors and Radioactive
Generalors. [see Chapters 10 and |l for more informalion).

Energy Net

For 8 human building fo receive energy from @ Wind or Nuclear Power Plant, the buildings must
be built close together so they can form an Energy Net. When a building is not receiving energy,
it can be linked to an Energy Net through a Transmission Substalion.

For the Robolts, the establishment of Energy Nels is 3 littie different, because the buildings don't
need to be built near each other. The Robots have only one energy netl, and all the Robot
buildings are linked fo this nel, no matter the distance belween them.

When a conshuction doesn't belong to an Energy Nel, it works at 25% capacity. The exception
is the Markef, which stops working when it doesn't receive energy. However, the Market alwaus
works with 100% of its capacity when it is linked to an Energy Net.

To verify the amount of energy of @ Nel, select an energy building (Wind Power Plant, Nuclear
Power Plant, Transmission Substation, Solar Collector or Radioaclive Generator). If the Energy
Network is at 100% or above, the buildings belonging to this Net will be working at full capacity.

CHAPTER 7 — TECHNOLOGICAL RESEARCH

Research is conducted at the Research Lab or Tech Centre. Research is absolutely essential in
ensuring technological development of an armuy.

Developing Research

Researches are divided into 5 categories: Basic Constructions, Resource Construclions, Vehicles
Research (or Basic Vehicles in the case of the Robols), Aircraft Research (or Advanced Vehicles
in the case of the Robots) and All Researches.

The first four categories have subdivisions, making it possible to access the specific research of
each unit or conshuction. The Iast category contains all the researches available in the game.

Note: When a research is halted and then resumed, it resumes from the point at which it was
previously stopped.

RESEARCHES LABORATORY

Target Research

It is possible to choose any research from the Technological Tree to be accomplished. When a
research has requirements, it is called a target research. When a target research is chosen, all
the advances thal are required for it will be completed automalically until the target research is
oblained.

Research Scientlist
It is possible to get the assistance of @ Research Scientist when deciding what research to
undertake:

Select the Research Lab (Tech Centre for Robots).
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Click on Auto-Research to activate the Research Scienlist. If the Lab has no curent projects, the
Scienlist will choose one. If @ research is in progress, the Scientist will wait unlil it is completed
before choosing @ new one.

Researches will be completed one by one until there are no more left to be researched.

* To deaclivate automalic research, click again on the Auto-Research button. The Scientist will be
deaclivated, however the research that is in progress will be finished.

CHAPTER 8 — ESPIONAGE

Espionage is an essential weapon in baltlle. The more informalion a player has about his
enemies, the belter his chances of defealing those enemies To use espionage, the player must
build an Intelligence Centre or Informalion Centre.

The success of an espionage mission is based on probability: the higher the probability, the
greafer the chance of success. Researches in the field of espionage [see Chapter 7 for more
information) make it possible to increase the probability of success and decrease the chance of
being spied on by enemies.

Another factor that determines the probability of success of an espionage mission is the tupe of
mission. The harder the mission, the smaller the probability of success. It is possible fo conduct
six different fupes of espionage missions: steal information, open sight, steal research, monitor
player, lock constuclions and defuse/redirect ICBM.

Steal Information
This mission yields some informalion about another player, such as: quantity of credits, quantities
of Iand and air units, quanlilies of buildings and towers, and diplomatic status with other players.

To Steal Informalion, follow the steps below:

Select the Intelligence Cenklre [or Information Centre).

Click on Steal Informalion.

Move the mouse o the game area and nolice thal the mouse pointer has changed fo a circle.
Left click on any unit or building of the player you wish to spy on.

Naote: If the chosen player is an ally, the chance of success is always |00%.

Open Sight

This mission allows the player fo explore a region of the map not previously explored before or
covered by the fog of war. The region remains open for @ few seconds, and is then covered by
the fog of war.

To Open Sight, do as follows:

Select the Intelligence Centre (or Informalion Centre).
Click on Open Sight.

Left click on any region of the map you wish o see.

Steal Research

This mission allows you fo steal one research from another player.
To Steal Research, follow the steps below:

Select the Intelligence Centre [or Informalion Centre).

Click on Steal Research.
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Left click on any unit or building of the player that will be spied on. You may only Steal Research
from other players that are the same race, i.e. Human players may only Steal Research from other
Human players.

If the mission is successful, a list of the researches thatl the player has already completed but
you haven't will be displayed at the Intelligence Centre. Left click on the research you wish fo
steal.

Note: If the player chosen is an ally, the chance of success of the mission is always 100%.

Monitor Player
This mission allows the player to temporarily monitor an enemy plauer and walch the movement
of his lroops and location of his buildings.

To Monitor a Player, do as follows:
Select the Intelligence Centre [or Informalion Centre).
Click on Monitor Player. Left click on any unit or building of the player that will be spied on.

Lock Construclions
This mission allows the player to temporarily paralyse several enemy buildings within a limited
range.

To Lock Conshuclions, follow the steps below:

Select the Intelligence Centre (or Informalion Centre).

Click on Lock Construclions. Move the mouse pointer over some enemy buildings. The buildings
that will be locked will have a transparent circle around them. Left click on an enemy building fo
lock it and the other affected buildings.

Defuse/Redirect ICBM

When an enemy launches an ICBM, the player can ty to defuse/redirect the missile before it
reaches its target.

To Defuse an enemy ICBM, do as follows:

Select the Intelligence Centre.

Click on Defuse ICBM.

If the mission is successful, the ICBM won't reach its target.

To Redirect an enemy ICBM, follow these steps:

Select the Information Centre. Click on Redirect ICBM. Left click a posilion on the map o indicate
where the ICBM should be redirected. If the mission is successful, the ICBM will be diverted
approximalely fo the position you selected.

Note: An ICBM can only be Defused/Redirected once.

CHAPTER 9 — ADVANCED CHARACTERISTICS

Damaged Construclions

Constructions that are very damaged don’t work at full capacity, similarly to buildings with low

energy [see Chapter 6 for more information). For instance: Wind Power Plants provide less
energy, Defence Towers shoot slower, efc.
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Damaged Vehicles

Damaged Robot Vehicles are fixed at Recycling Bases. Human Vehicles are self-repairing,
recovering hit points as lime passes. When the maintenance level is below 100%, self-repair is
slower.

Seleclion through the Interface

When several vehicles are selected [mulliple seleclion), they
are grouped by fype and displayed in the interface as small
icons. To select one subsel of @ multiple seleclion, simply left
click on the icon representing the unit or group in the
Informalion Window. To remove a8 subsel of a mulliple
seleclion, simply left click on the icon of the unit or group with
the Shift key pressed.

Rally Point

The Markel, Recycling Base and all conshuclions that produce units have a Rally Point, which
defermines where the unit will go after it leaves the construclion. If no Rally Point has been sel,
units always move fo the building's entance. To change the Rally Point of a building, do as
follows:

Select a Vehicles Factory.

Click on Rally Paint.

Move the mouse to the game area and nalice that the mouse pointer has changed fo a circle.
Left click on a position to set the new Rally Point.

Note: when the selected Rally Point is on the first or Iast step of a Path, the unit will alwayus
proceed fo the other end of the path, irrespective of the Path Tupe.

Pause

To pause the game, simply left click on the interface’s Game Clock or press the Space Bar. It is
possible to give orders to units while the game is paused. The orders will be followed as soon
as the game is resumed.

In Multi-Plauer games, the game’s crealor can specify the pause fime allowed for each player.
This lime may be of |, 2 or 5 minutes. It is possible to set the pause lime fo unlimited or deaclivate
it fotally.

Queuing Orders

It is possible to give a unit mulliple orders to follow in sequence. To queue orders, simply keep
the Shift key pressed while the orders are given. The orders will be carried out in sequence. For
inslance:

Select a Builder that is stopped.

Order it lo move somewhere.

With the Shift key pressed, order it to altack a tree.

Again with the Shift key pressed, order it to build 3 Wind Power Plant.

The Builder will move lo the place you indicated, attack the lree and build the Wind Power Plant.

If an order is given without the Shift key pressed, the unit will abort its current orders and follow
its new ones immedialely.

afes 3!



Note: Orders that can be aclivated/deaclivated |(like the Nilro of the Explorer] may be issued
without aborling the unif's current orders. If the Shift key is pressed when these orders are given
they are queued. For instance:

Select an Explorer.

Order it fo move somewhere.

If the Nitro button is pressed without the Shift key held, the Nitro will be aclivated during the wauy
lo the place that was indicated. If the Nitro button is pressed with the Shift key held, Nitro will be
aclivated when the Explorer arrives at its deslination.

INTERACTIVE ENVIRONMENT

Radialion

Radialion is very dangerous and causes damage o vehicles and buildings that touch
radioaclive clouds. Radialion can be found nalurally in Uranium Mines. Ore Exhaclors, Ore
Processors, Mining Faciliies and Ore Assimilators built over Uranium Mines may experience
radialion leaks when they are damaged severely. The same may happen to Nuclear Faclories
and Radioactive Generalors.

Wind and Fire

The shrength of the wind influences the production of energy by the Wind Power Plant. The
stronger the wind blows, the more energy is generated. Wind also influences the direction that
fire spreads out through a forest. Vehicles and conshuclions in close proximity o a forest fire that
are in the direction of the wind will suffer damage caused by the forest fire.

Elevaled Lands and Lower Lands

Elevalion affects vehicles and construclions. Land vehicles and towers on low ground cause
only 75% damage o targetls in elevated posilions. Wind Power Plants and Solar Generators built
on elevated land will generate more energy than the same constiuctions on lower ground.

Abominable

The Abominable are genetlically modified beings that have their own behaviour. They may
become aggressive without warning or run away when threatened. With the proper research, the
Humans can create obedient Abominable at their Headquarters.

Advanced Oplions (intelligent units)
Advanced Options are accessed through a bulton with the same name displaued on the
interface when a vehicle is selected.

Automalic Relreat

This determines the level of damage that will cause the vehicle to automatically refreat fo its
Relreat Point [see below for more information about Retreat Points). If this percentage is 100%,
any damage thal the vehicle suffers will cause it to retreal. If the percentage is 0%, the vehicle
will never retreat.

Help Radius

When a unit or building belonging to you or your ally suffers an attack, it will automatically send
oul 3@ request for help. Units not direcly under attack may respond fo requests for help
depending on their Help Radius. If the Help Radius is 0%, the unit will never leave its posilion to
help another unit, similarly to the Hold Paosition order.
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Note: The Help Radius of Builders, Gatherers, Morphers and Marauders is alwaus configured fo
0% and can't be changed.

Use Special Abililies Automatically

When aclivated, the special abilities of the unit are used automalically. For instance, @ Dominator
may asutomalically Incubate an Abominable when it finds one; Chaos may send out ils
radioaclive cloud when there are enemies; and so on.

Retreal Point

The Retfreat Point is the posilion a unit will fall back to when it Refreatls. When the vehicle is
produced, its Refreat Point is the building where it was created. To change the Retreat Point of 3
vehicle, do as follows:

Select any vehicle.

Click on Advanced Options.

Click on Retreat Point.

Move the mouse o the game area and notice that the mouse pointer has changed o 3 circle.
Left click on the baltlefield to eslablish 3 new Retreal Paint for the unit.

Note: When the Relreal Point is placed on the first or Iast step of a Path, retreating units will move
lo the other end of the Path, irrespeclive of the Path Tupe. If the Retreat Point results in @ Robotic
unit arriving on a friendly Recycling Base, the unit will automatically enter the Recycling Base to
be repaired.

Cancel
Cancels all changes and quits Advanced Oplions.

Apply
Confirms all changes and quits Advanced Oplions.

Note: Advanced Options can also be changed directly in any building that produces units.
Advanced Oplions set at a building will apply to all units produced by that building after the
changes were made.

SPECIAL SITUATIONS

There are some special situalions to mention:

Robolic Constructions in the process of building/demolishing are more vulnerable. They will
suffer greater than normal damage if alttacked.

When the Twister is teleporting it is more vulnerable. It will suffer more damage than normal while
teleporting.

Flags can't be leleported. When a Marauder (or Gatherer) carrying a Flag is inside a Twister,
teleporfalion will cause the unit to drop the Flag at the point where teleportation was initiated.

When a Dominator dominates a Transporter or Twister, any vehicles being caried by the unit are
instantly destroyed.
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The Intelligence Centre and the Information Cenlre can’t be locked through the Lock Constructions
espionage mission.

Heavier Vehicles [Missile-Launcher, Tank, Heavy Tank, Tempest, Chaos and Incinerator] suffer

more damage than light vehicles from weapons that use fire, such as the Flame-thrower and
Incendiary Missile altack.

CHAPTER 10 — THE HUMANS

Vehicles

Vehicle: Builder

Weapon: Machine Gun

Targets: Air and Land

Use: Construclion and maintenance of the base.

Special Abilities:

Land Mine

Used in the protection of land positions. When installed they become invisible to enemies and
are defonated when a neutral/enemy vehicle passes over them. Land Mines can be destroyed
through area affect altacks such as Airstike.

Vehicle: Gatherer
o Weapon: Machine Gun
B Targels: Air and Land
Use: Vehicle responsible for fransporling ore exhracted by the Ore Extractor and collecting scrap
that appears on the baltlefield.
Special Abilities: none

Vehicle: Explorer
N Weapon: Machine Gun
! Targels: Air and Land
Use: The Explorer's speed makes it perfect for reconnaissance and penelration of enemy bases.
Special Abilities:
Nitra
Nitro has a temporary effect which, when activated, more than doubles the speed of the Explorer.
Time Bomb
The Time Bomb can be insltalled on a building or free position of the land. The Time Bomb
detonales automalically after @ short period of lime, damaging units and buildings within its blast
radius. A Time Bomb can be deslioyed by enemies before it defonates.

Vehicle: Transporter

‘-_.;\ Weapon: Machine Gun
Targels: Air and Land

Use: Used to move Land hoops into regions of difficult access.
Special Abililies:
Eject System
This system sulomatically ejects any vehicles that are being caried if the Transporter is
destroyed.
Airstrike
Having an area effect, the Airstrike is used by the Transporter to attack mulliple enemy vehicles
grouped fogether, or to damage strategic conshuctions of the enemy base.
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g Vehicle: Dominator
jas” Weapon: Fixed Cannon
Targels: Air and Land

Use: This vehicle joins speed with firepower. When equipped with Dominalion, it is used in the
dispersion of enemy hoops.

Special Abilities:

Incubation

Dominators with Incubation can infect the Abominable with a parasite that emerges after a short
lime as @ Vampire under the Player's control, destroying the Abominable in the process.
Dominalion

Domination allows this unit to control enemy vehicles through the installation of an electronic
device. To cancel the effect of Dominalion, it is necessary o destoy the elechonic device
installed in the dominated vehicle. The effect of Domination on Abominables cannot be reversed.

Vehicle: Flamethrower

Weapon: Flamethrower

Targels: Land

Use: Even though it has shorl-range, the Flamethrower is an excellent weapon against any kind
of Iand vehicle. Its flames cause damage o any targel within or crossing its fire range.

Special Abililies:

Napalm

Napalm is a substance expelled with the flames of the vehicle. When the Napalm reaches the
largel, it produces an intense flame that damages the vehicle/conshuclion.

Vehicle: Rocket Launcher
B Weapons: Surface fo Air Missiles
Targels: Air
Use: Anti-aircraft vehicle with powerful missiles that are deadly to enemy vehicles in flight.
Special Abilities:
Fast Repelition
When aclivated, Fast Repelition temporarily increases the Rocket Launcher's rate of fire, allowing
it to more quickly destroy enemy aerial units.

Vehicle: Chopper
PNl Weapons: Machine Gun, Missile Launcher
% Targels: Air and Land

Use: Always good in the air, when equipped with missiles the Chopper also becomes an
excellent ground attack unit.

Special Abililies:

Incendiary Missile

The Incendiary Missile spreads a wave of fire when it reaches its farget, burning everything in
an area.

Air-Land Missile

The Air-Land Missile is also known as anli-tank missile, because it can penelrate even the
heavy armor of the toughest vehicles.
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Vehicle: Tank

Weapons: Independent Cannon

Tergets: Land

Use: Vehicle used for Land combal. Its Independent Cannon allows it to attack while moving.
Special Abilities:

Extra Plating

Extra Plaling offers additional protection to the Tank, absorbing demage that would normally hurt
the unit. Even though it can be completely destroyed when the Tank is under altack, the Extra
Plaling can be recovered with lime.

Vehicle: Fighter

Weapons: Air-Air and Air-Land Missiles

Targels: Air and Land

Use: Deadly in the air, the Fighter becomes even more powerful with the addilion of Air-Air
Guided Missiles.

Special Abilities:

Stealth

When activated, this system temporarily cancels the effect of enemy radar, rendering the aircraft
invisible.

Air-Air Guided Missiles

These missiles increase the efficiency of the Fighter in combal Packing more punch than the
Fighter's regular ordnance, these missiles have the ability to pursue a target unlil it is destroyed.

Vehicle: Heavy Tank

Weapon: High Impact Cannon

Targets: Land

Use: The Heavy Tank has greater range than Defence Towers and Cannons. Its High Impact
Cannon iniliates @ shock wave, damaging units/buildings around its targel.

Special Abililies:

Invulnerability

When aclivated, the Heavy Taenk is temporarily protected from faking damage.

Buildings

Name: Headquarters

Use: Main Human base installalion. It can be used o process ore and produce
Builders, Gatherers and Abominable.

Special Abililies:

ICBM
The Inter-Continental Ballistic Missile is the most destructive force ever created by mankind. When
launched, ICBM's can only be disarmed by special espionage missions.

Name: Research Lab
Use: This building is used lo research technological advances.

Name: Intelligence Centre
S Use: This building is responsible for conducting espionage missions. Actual missions
&l are undertaken by spies frained here in the art of intelligence gathering.

Name: Market

Use: The Markel is the place to buy and sell vehicles. When a player buus or sells
3 vehicle to the Markel, the price and stock of that vehicle are affected for all other
players.

Name: Vehicles Factory
Use: This building allows the production of Builders, Gatherers, Explorers,
Flamethrowers, Rocket Launchers, Tanks and Heavy Tanks.

Name: Aircraft Factory
Use: This building allows the production of Transporters, Choppers and Fighters.

Name: Defence Tower
Weapon: Cannon
Targets: Air and Land

Use: Defence Towers are a critical component of base defence and are able o altack
land and air units.

Name: Ore Extractor
Use: Responsible for the extraction of ore from Ore Mines. Gatherers are needed o
lransport ore from Ore Extractors to @ Headquarters or Refinery.

Name: Refinery
Use: This building is dedicated lo the processing of ore collected by Gatherers. After
being refined, the ore is converted into credits.

Name: Ore Processor
Use: Slower than an Ore Exiractor, the Ore Processor combines the funclionality of the
Extractor and the Refinery, eliminating the need for Gatherers.

Name: Wind Power Plant
Use: Supplies energy to other constructions. The production of energy varies with the

wind, and can be improved by building Wind Power Plants on higher ground.

Name: Nuclear Power Plant

Use: Supplies energy to other conshuctions. Nuclear Power Plants produce far more
energy than Wind Power Plants, but become dangerous fo units and buildings when
severely damaged.

Name: Transmission Substation
Use: Supplies energy to other construclions by connecling Power Plants to buildings

that are foo far away from them. Substations only retransmit energy. They do not
produce energy on their own.

Humans Researches Tree - See Appendix |
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CHAPTER Il — THE ROBOTS

Vehicles

Vehicle: Morpher
Weapon: Plasma Cannon
Targels: Air and Land

Use: The basic builder of the Robot race. The Morpher's design allows it to lransform itself into
any construclion.

Special Abililies:

Freeze Devices

Used to protect Iand positions, Freeze Devices become invisible to enemy radar. They are able
freeze neutral/enemy vehicles that pass over them. Freeze Devices can be destroyed through
area affect attacks such as Airstike.

Vehicle: Marauder

Weapon: Plasma Cannon

Targels: Air and Land
Use: Vehicle responsible for ransporling ore extracted by the Mining Facilily and collecling scrap
that appears on the battlefield.
Special Abilities: none

Vehicle: Raider

Weapon: Plasma Cannon

Targels: Air and Land
Use: When equipped with Camouflage, this reconnaissance unit can be very effective in
penelrating enemy bases.
Special Abililies:
Abominable Camouflage
This camouflage sustem lets the Raider take on the look and behaviour of 3 nalive Abominable.
Enemy units will nol be able lo fell the difference.

Vehicle: Twister

Weapon: Plasma Cannon

Targels: Air and Land

Use: Used to move Land toops into regions of difficult access.

Special Abilities:

Teleport

Allows the Twister to instantaneously move to @ new localion, regardless of the distance. All the
vehicles being carried by the Twister are teleported as well.

Vehicle: Electro
Weapon: Gauss Cannon
Targels: Air and Land
Use: The Electro launches bolls of eleckicity at its enemies.
Special Abilities:
Steal Energy
This system allows the Electo to absorb energy from a building. While decreasing the energy
available in the Energy Nel o which the building belongs, this process also recharges the Nova
wave.
Nova
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Nova is an energy wave that sweeps the baltlefield causing damage to buildings and Land
vehicles in a radius around the Elechro.

Vehicle: Tempest

Weapons: Independent Gamma Cannon, Auto-Tracking Gun

Targels: Air

Use: The Tempest is a deadly anli-aircraft unit with the ability to attack mulliple units al the same
lime when equipped with the Auto-Tracking Gun.

Special Abililies:

Auto-Tracking Gun

Accessory that allows the Tempest to launch mulliple projecliles and attack several aerial largets
al once.

Quad Damage

This sustem temporarily quadruples the Gamma Cannon’s power, greatly increasing the damage
caused by the Tempest.

Vehicle: Avenger
> ‘( ‘\ Weapons: Laser Cannon, Photon Torpedo (when researched)

Targels: Air and Land (when researched)
Use: The Robof's chief air-to-air unil, the Avenger uses Laser Cannons to destroy aerial targels.
When equipped with Photon Torpedoes, the Avenger becomes capable of destouing ground
largels.
Special Abilities:
Photon Torpedo
When Photon Torpedo launchers are added to the Avenger, it gains the ability to target Iand-
based units and buildings.
Force Field
When activated, the Force Field temporarily absorbs attacks that would normally damage the hull
of the Avenger. Although it can be totally consumed during an altack, the Force Field can be
recovered with lime.

Vehicle: Chaos

Weapons: Cannon

Targels: Land
Use: The Chaos unit is equipped with a cannon that Iaunches a massive projeclile. When the
projectile hits its targel, it breaks into smaller pieces that damage surrounding largelts.
Special Abililies:
Radioaclive Cloud
When equipped, The Chaos can produce a Radioactive Cloud capable of doing great damage
to units in its area of effect.

Vehicle: Thunder
> W Weapon: Sonic Modulator
255 Targets: Land

Use: The Thunder's Sonic Modulator sends oul @ sonic wave doing massive damage fo units in
its area of effect. Trealed as a bomber, this aerial unit may only attack land targels.

Special Abilities:

Amplifier

When aclivated, Amplifier femporarily increases the damage caused by the Thunder's sonic
wave altack.

Force Field
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When aclivated, the Force Field temporarily absorbs attacks that would normally damage the hull
of the Thunder. Although it can be totally consumed during an attack, the Force Field can be
recovered with lime.

Vehicle: Incinerator
Y Weapons: Independent Laser Cannon
Targels: Land
Use: Used for ground combat only, the Incinerator uses a laser fo fry targels o a crisp. Iis
Independent Laser Cannon allows it altack while moving.
Special Abilities:
Incinerator Ray
The Incinerator Ray is @ powerful laser weapon that can destroy any ground unit with only one
shot.

Vehicle: Apocalypse
Weapons: Seeker Missiles

> Targels: Land
Use: With fremendous range, the Apocalypse fires mulliple devastaling Seeker missiles at its
largels. If the target is destroued, the Seeker missiles will locate and attack the nearest enemy.
Special Abilities:
Force Field
When activated, the Force Field temporarily absorbs attacks that would normally damage the hull
of the Apocalypse. Although it can be totally consumed during an altack, the Force Field can be
recovered with lime.

Construclions

Name: Control Centre
& Use: Main Robol base installation. It can be used lo process ore and produce

Morphers and Marauders.
Special Abilities:
Hologram
When aclivated, 8 Hologram of any unit can be created. Although the Hologram is incapable of
damaging enemy vehicles, it can be used to confuse enemies and draw fire from enemy units.
Clone
Cloning allows the Robols to make an exact duplicate of any unit.

Name: Tech Cenlre
Use: This building is used fo research technological advances.

Name: Information Centre

Use: This building is responsible for conducling espionage missions. Actual missions
are underfaken by computer viruses that infiltrate enemy systems. The viruses must
be generated before the mission is ordered.

Name: Recycling Base

Use: This mulfi-purpose installation repairs Robolic units and recycles units that are
no longer needed, turning their raw materials into credits.
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Name: Basic Factory
Use: This building allows the production of Morphers, Marauders, Raiders, Twisters,
Electros, Tempests and Avengers.

Name: Advanced Factory
Use: This building sllows the produclion of Chaos, Thunder, Incinerator and
Apocalypse units.

Name: Defence Cannon

Weapon: Laser Cannon

Targetls: Land

Use: Defence Cannons are a crilical component of base defence, but are only able
to attack land units.

Name: Anli-Aircraft Cannon

Weapon: Laser Cannon

Targets: Air

Use: Anti-Aircraft Cannons are @ criical component of base defence, but are only
able lo altack aerial units.

Name: Mining Facility
Use: Responsible for the extraction of ore from Ore Mines. Marauders are needed to
lransport ore from Mining Facilities to @ Control Centre or Purification Plant.

Name: Purification Plant
Use: This building is dedicaled fo the processing of ore collected by Marauders. After
being refined, the ore is converted into credits.

Name: Ore Assimilator
Use: Slower than @ Mining Facility, the Ore Assimilator combines the functionality of
the Mining Facility and the Purification Plant, eliminaling the need for Marauders.

5
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Name: Solar Collector
Use: Supplies energy to other construclions. The production of energy varies with
allitude, and can be improved by building Solar Collectors on higher ground.

Name: Radioaclive Generator

Use: Supplies energy to other conshuclions. Radioactive Generators produce far
more energy than Solar Collectors, but become dangerous to units and buildings
when severely damaged.

Robols Researches Tree - See Appendix 2
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CHAPTER I2 — CHARACTERS

Name: Brad Maxwell.

Age: 36 years old.

Personalily: War hero, young and cocku.
Occupation: Lieutenant of the World Council

Current Skatus: He was recently named Commander of the Special Counter Tefrorism Group.

Name: Robert ). Keminski.

Age: 59 years old.

Personality: Authoritarian and violent.
Occupalion: General Officer of the World Council.

Current Status: World Council Supreme Counsellor. Unlil 3 few months ago he was the Defence
Counsellor, but took over the World Council when 3 state of emergency was declared on Earth.

Name: Carl Eberhardt.

Age: 45 years old.

Personality: Ambitious and Machiavellian.

Occupation: Owner and President of Mechatronics, Inc.

Current Status: Mechatronics, Inc. is the Iargest technology firm on Earth, specialising in robolics
technology.

Name: Pablo Morales

Age: 4| years old.

Personalily: Revolutionary and idealist.
Occupalion: Leader of the Liberty Armuy.

Current Skatus: Morales organised a rebel army to fight the domination of the World Council. He
recently published the Liberty Manifesto, which made his a household name overnight.

Name: Peter Makenzie.

Age: 33 years old.

Personality: Persistent and loyal.
Dccupalion: Lieutenant of the World Council

Current Stalus: Responsible for the Special Counter Terrorism Group’s Explosives Division,
Makenzie has never been adept at concesling his dissalisfaction with the alitifudes of his
superiors.

Name: Joseph Taylor.

Age: 62 years old.

Personality: Extremely intelligent and dedicated, however a little absent-minded.

N Occupation: Scienlist, Ph.D. in Genelic Engineering.

Current Shatus: Responsible for genelic research related to the Oullive Mission. Dr. Taulor has
been known fo get lost in his own scientific thoughts at limes.

Name: Claude Lineaux.

Age: 4| years old.

Personalily: Extremely submissive and weak.

P 9 Occupalion: Dr. Joseph Taylor's Assistant

Current Status: Though Dr. Lineaux is a respected scienlist, he has lived in Dr. Taylor's shadow
for most of his career.
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Name: Mary Anne Harley.

Age: 30 years old.

Personalily: Determined, perfectionist. Very attached to her father, Dr. Mark Harley.

Occupation: Scientist responsible for the development of robolic technology at
Mechatronics, Inc.
Current Status: She recently took over the chief research posilion at Mechatronics. Her father, Dr.
Mark Harley, occupied this position unlil he disappeared mysteriously.

Name: Dimitri Karpov.

Age: 74 years old.

Personalily: Experienced and Conservalive.

Occupation: Leader of the Independent Force.
Current Status: He created the Independent Force because he didn’t agree with the domination
of the World Council nor with the way the Liberty Army has defended its own ideoclogy.

Name: Mercenary [her real name is unknown).

Age: 28 years old.

Personalitly: Aggressive, ambilious.

: Occupation: Leader of @ mercenary group.

Currenr Shatus: Her lroops were recenlly seen near bases belonging to the World Council.

Name: Pedro Oliveira.
Age: 26 years old.
Personality: Clumsy and cowardly.
Occupation: Sergeant of the World Council.
Current Skalus: He was recently given the task of guaranteeing the security of Dr. Taylor.

Name: Procyon.

i Existing Time: 45 days.

o8l Personality: Programmable.

Occupation: Possible Commander of the Outlive | spacecraft.
Current Skatus: It is in the tesling phase.

Name: Argus.

Existing Time: not yet built.

Personality: Programmable.

§ Occupalion: Possible Commander of Oullive 2 spacecraft.
I:urrent Shatus: Slill under construction. Tesling will begin soon.

Name: Draco.
Exisling Time: not yet built.
Personality: Programmable.
Occupation: Possible Commander of Oullive 3 spacecraft.
Current Skalus: Its architecture is now tolally projected and assembly will start soon.
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APPENDIX | HUMANS RESEARCH
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CREDITS
CONTINUUM ENTERTAINMENT

Shory

Daniel Rodrigues Dolzan
Henry Tanaka Baggio
Rafael Rodrigues Dolzan

Maps
Daniel Rodrigues Dolzan
Henry Tanaka Baggio

Programming
Programming Co-ordinator
Alexandre Viubel

Programmers

Alexandre Viubel

Daniel Rodrigues Dolzan
Henry Tenaka Baggio
Rodrigo Ofavio Dal'Asta

Libraries
Alexandre Viubel
Rodrigo Otdvio Dal'Asta

Artificial Intelligence
Alexandre Viubel
Rodrigo Otavio Dal'Asta

Campaign Editor
Rodrigo Otavio Dal'Asta

Conlinuum Game Server
Alexandre Viubel
Rodrigo Otévio Dal'Asta
Installer

Rodrigo Otdvio Dal'Asta

Graphic Art
Graphic Art Co-ordinator
Mauricio Valle

20 Art

Marcus Vinicius Coléte da Silva
Mauricio Valle

Rafael Pereira Dubiela

30 Art
Marcus Vinicius Coléte da Silva

e LRI UZ

Mauricio Valle
Rafael Pereira Dubiela

Fields
Marcus Vinicius Coléte da Silva

Animalions
Mauricio Valle
Rafael Pereira Dubiela

Dubbing
Production
Producées Fonograficas Coda Lida

Musical Creation and Produclion
Luciano Casto

Effects Crealion and Production
Fabiano Castro
Luciano Casho

Recording
Crisliano Castro

Mixing
Crisliano Castro
Fabiano Casto

Guitars
Alessandro Ditich
Joelson dos Passos

Narralion
Betina Miller
Valmir Leal Griten

Voices

Alexandre Viubel

Betina Miller

Daniel Rodrigues Dolzan
Henry Tenaka Baggio
Jokka

Marcus Vinicius Coléte da Silva
Mauricio Valle

Rafael Pereira Dubiela
Rafael Rodrigues Dolzan
Rodrigo Ofavio Dal'Asta
Valmir Leal Griten

Manual
Daniel Rodrigues Dolzan

Henry Tanaka Baggio
Rafael Rodrigues Dolzan

Packaging
Lumen Design
Silvio Silva Junior

Tesling Co-ordinator
Daniel Rodrigues Dolzan

Tesling Team

Alexandre Viubel

Daniel Rodrigues Dolzan
Henry Tanaka Baggio
Mauricio Valle

Priscila Bach Camargo Dolzan
Rafael Pereira Dubiela

Rafael Rodrigues Dolzan
Rodrigo Otavio Dal'Asta

Translalion
Sandy Anne Czoupinski de Almeida

Public Relations
Commercial Manager
Rafael Rodrigues Dolzan

Webmaster
Rafael Rodrigues Dolzan

Marketing Assistance
Zaki Akel Sobrinho

THANKS

INTEC - Incubadora Tecnoldgica de Curitiba

TECPAR - Inslituto de Tecnologia do Parana
INTEL - Intel Semicondutores do Brasil Lida

CITS - Centro Internacional de Tecnologia de
Software

Vili Dolzan

Valéria Rodrigues Dolzan

Joarez Viubel

Aniko Klara llona Viubel

Oswaldo Baggio Primo

Maria Halsuko Tanaka Baggio

Adao Clovis Dal'Asla

Sueli Terezinha Galera

Dal'Asta

Moacir Teixeira da Silva

Luci Valle Teixeira da Silva

Maria Eline Pereira

Valdir Luiz Dubiela
Franklin Colete da Silva
Iracema Coléte da Silva
Priscila Bach Camargo Dolzan
Thiago Camargo Dolzan
Caroline Maria Bonk
Adriane Pimentel

Silvana & Gabriel Della Torre
Juliana Dervizhe Guelfi
Crisliane Stainsack
Rogério Jodo Viubel

Luis Picinini

Ruy Rodrigues de Casto
Paulo Aléssio

Rosi Mouro

Roberto André Hexsel
Alexandre Ibrahim Direne
Outlive Hangar

Jokka das Trevas
Raplor[SoA]
[*SA*]Raidern

Lord Vader

Krush

Coliforme_Fecal

Samuka

Elson

Calvin

SuperEly

KingMOB

Reinaldo Normand
Game Blaster
Mohandas CK.
Guilherme Gouvea Picolo
Théo Azevedo
RAM.SURFACE

Murilo Alencar

Vertigo

Shad

Joshua

JhAgA

Ripper

Kid Mumu

EFFEMan

Nick Fury

Acid Rain

Marcelo Hirolo Kume
Daniel Gomes Pourat
Dieferson Luiz Alves de Araujo
Sidney Frank

HellBeasT

Big Max
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Lucio Alberto Valentim Junior
Jonalas Mikosz de Moura
Hermann Henning Rauth
Luiz Antonio Pavao

C. Henrique Olifiers

Everton Luiz Sebben
Mozart Hasse

Alexandre Maia Godoi
Edgar Noda

Amazing Graphics do Brasil

Copyright © 1998-2001 Conlinuum
Entertainment.

TAKE 2 INTERACTIVE STUDIOS,
BALTIMORE

Producer:
Ashton Fletcher

VP of Business Development:
Jamie Leece

VP of Publishing:
Chris Mate

Execulive Producer:
Robb Alvey

Marketing Director:
Greg Bauman

Marketing Manager:
Mark Moon

Markeling Communicalions Co-ordinator:

Chris Larkin

Public Relations Director:
Mike Gathagan

Corporate Communicalions Manager:
Anne-Marie Sims

Art Director:
Mike Snuder

Cover lllustration:
Kurt Miller

Graphic Arlisk:
Dawn Silwick
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Webmaster:
Robert Fletcher

Technical Support/QA Director:
Phil Sanliago

Computer Specialists:
Frank Runge
Ron Johnson

Technical Support:
Lisa Nawrot

Pele Stewart
Kathy Richardson
Joe Covello

Patty Saneman
Stacey Sharpe
Kathy Young
Andre Liggins
Anne Takeuchi

Qualily Assurance:
Chien Yu

Kai Ma

Josh Rose

Andre Liggins
Joshua Noll
Suzelte Palterson

Voice Acling:

Ashton Flefcher

Joe Covello

Aaron Rigby

Chris Mate

Tim Beggs

Robb Alvey

Melissa Voggenauer
Alexandre Viuble
Lisa Nawrot

Sound Engineering (Voice):
Joe Covello
Alexandre Viubel

Special thanks to:
Linda Wralchford
Mona Wralchford
Peg Zoltan

Patty Sanlisgo
Melissa Voggenauer

TAKE 2 INTERACTIVE, UK TARANTULA STUDIOS, UK

Producers

Luke Vernon, Lee Brown QA Manager
Mark Lloyd

Marketing & PR

Emma Rush, Amy Curtin, Mark Allen Lead Tester
Chris Brown

Produclion & Localisalion

Jon Broadbridge, Chris Madgwick Test Team
Paul Byers

Packaging Robert Dunkin

James Crocker

CUSTOMER SUPPORT

Every effort has been made lo make our products as compalible with current hardware as
possible. However if you are experiencing problems with running of one of our litles you may
contact our Technical Support staff in one of several ways:

Before contacting Technical Support, please be prepared. In order to assist you as efficiently as
possible, we will need to know as much informalion about your computer and the problem as
possible. If you can not provide the information in the check list below, then please contact your
computer manufacturers technical support department before contacling Teke 2 Interactive,
otherwise we will be unable o solve your problem.

The informalion that we will require is as follows :

Contact Delails:
-Your name, e-mail address, dautime telephone number or poslal address
-If you are from outside the UK, please specify which country you are conlacting us from and
the language version of the game you are playing.

System Delails:
-PC Brand Name and model
- Processor speed and manufacturer
-CD-ROM Drive speed and manufacturer
- Total amount of system RAM
-The make and model of your Video Card / 3D Accelerator together with amount of Video RAM
-The make and model of your Sound Card
-Mouse and driver information.

Please describe the circumstances, including any error messages, of your problem as clearly as
possible.

NOTE : PLEASE DO NOT CONTACT TAKE 2'S TECHNICAL SUPPORT STAFF IN SEARCH OF GAME
HINTS. They are neither permitted nor qualified to supply such informalion.
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OUR TECHNICAL SUPPORT CONTACT DETAILS

Post: Take 2 Interaclive Technical Support
Unit A, Sovereign Park
Brenda Road
Hartlepool
TS25 INN

Telephone: (0870) 1242222 / calls charged at nalional rate (7 days a week from
8am fo 10pm (GMT) excluding bank holidays)

Fax: 0i429 233677

Email: lake2@startekeurope.com
tech.suppori@take2europe.com

Web Address: www.leke2games.com

LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT

This LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT (this Agreement], including the
Limited Warranty and other special provisions, is a legal agreement between You [either an
individual or an entity) and Conlinuum and Take 2 Interaclive Software, [colleclively, the Owner)
regarding this soffware product and the malerials contained therein and related thereto. Your act
of installing and/or othemwise using the software conslitutes Your agreement to be bound by the
terms of this Agreement. If You do not agree o the terms of this Agreement, promplly return the
sofiware packaging and the accompanying materials (including any hardware, manuals, other
wiritten malerials and packaging] o the place You oblsined them, along with your receipt, for 8
full refund.

Grant of Limited Non-Exclusive License. This Agreement permits You to use one (1) copy of the
sofiware program|s] (the SOFTWARE) included in this package for your personal use on @ single
home or portable computer. The SOFTWARE is in use on a compuler when it is loaded into
femporary memory (i.e., RAM) or installed into the permanent memory (e.q., hard disk, CD-ROM, or
other storage device)] of that computer. Installation on 8 network server is stictly prohibited,
except under 3 special and separate nefwork license obtained fram Owner. This Agreement shall
not serve as such necessary special network license. Installation on @ netwark server constitutes
use that must comply with the terms of this Agreement. This license is not a sale of the original
SOFTWARE or any copy thereof. You may not sell, rent, lend or otherwise tansfer the SOFTWARE
and/or ACCOMPANYING MATERIALS to any other individual or entity.

Intellectual Property Ownership. Owner retains all right, fitie and interest to this SOFTWARE and the
accompanying manuallsl, packaging and other wiitten materials [collectively, the
ACCOMPANYING MATERIALS), including, but not limited to, all copurights, tademarks, hade
secrels, iade names, proprietary rights, patents, fitles, computer codes, sudiovisual effects,
themes, characters, character names, stories, dislog, seltings, artwork, sounds effects, musical
works, and moral rights. The SOFTWARE and ACCOMPANYING MATERIALS are protected by United
States copyright Iaw and applicable copyright Iaws and treaties throughout the Waorld. All rights
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are reserved. The SOFTWARE and ACCOMPANYING MATERIALS may not be copied or reproduced
in any manner or medium, in whole or in part, without prior written consent from Owner. Any
persons copying or reproducing all or any portion of the SOFTWARE or ACCOMPANYING
MATERIALS, in any manner or medium, will be willfully violating the copyright laws and may be
subject to civil or criminal penallies. The SOFTWARE and ACCOMPANYING MATERIALS may nof be
sold, rented, loaned or otherwise hansferred to any other individual or entity.

SOFTWARE Backup or Archiving. After You install the SOFTWARE into the permanent memory of @
computer, You may keep and use the original disk(s) and/or CD-ROM [the Storage Media) only
for backup or archival purposes.

Restrictions. Other than as provided specifically in this Agreement, You are not permilted o copy
or otherwise reproduce the SOFTWARE or ACCOMPANYING MATERIALS; modify or prepare
derivalive copies based on the SOFTWARE or ACCOMPANYING MATERIALS; distibute copies of
the SOFTWARE or ACCOMPANYING MATERIALS by sale or other transfer of ownership; rent, lease,
or lend the SOFTWARE or ACCOMPANYING MATERIALS; or lo display the SOFTWARE or
ACCOMPANYING MATERIALS publicly. You are expressly prohibited from hansmilting the
SOFTWARE or ACCOMPANYING MATERIALS electronically or otherwise over the Internel or through
any other media or fo any other party. You are expressly prohibited from selling or otherwise
using for profit any scenery, maps, levels, level packs, add-on packs, sequels, characters or other
components or items based upon or related to the SOFTWARE or ACCOMPANYING MATERIALS.
YOU ARE NOT PERMITTED TO REVERSE ENGINEER, DECOMPILE OR DISASSEMBLE THE
SOFTWARE IN ANY WAY. Any copuing of the SOFTWARE or ACCOMPANYING MATERIALS not
specifically allowed in this Agreement is a violation of this Agreement.

Limited Warranty and Warranty Disclaimers.

LIMITED WARRANTY. Owner warrants that the original Storage Media holding the SOFTWARE is
free from defects in materials and workmanship under normal use and service for @ period of
ninely (90] daus from the date of purchase as evidenced by Your receipt. If for any reason You
find defects in the Storage Medis, or if you are unable to install the SOFTWARE on your home or
portable computer, You may return the SOFTWARE and all ACCOMPANYING MATERIALS to the
place You obtained it for a full refund. This limited warranty does not apply if You have deamaged
the SOFTWARE by accident or abuse.

CUSTOMER'S REMEDY. Your exclusive remedies, and the entire liabilily of Owner, shall be (i)
replacement of any original Storage Media with the SOFTWARE or (i) full refund of the price paid
for this SOFTWARE. By opening the sealed software packaging, installing and/or otherwise using
the SOFTWARE or ACCOMPANYING MATERIALS, you hereby agree to waive any and all other
remedies you may have at Iaw or in equity. Any such remedies you may not waive as @ matter
of public policy, you hereby assign, or shall assign as they become available, over to Owner.

WARRANTY DISCLAIMERS. EXCEPT FOR THE EXPRESS LIMITED WARRANTY SET FORTH ABOVE,
OWNER MAKES NO WARRANTIES, EXPRESS OR IMPLIED, ORAL OR WRITTEN, CONCERNING THE
PRODUCTS OR ANY COMPONENT PART THEREOF. ANY IMPLIED WARRANTIES THAT MAY BE
IMPOSED BY APPLICABLE LAW ARE LIMITED IN ALL RESPECTS TO THE FULLEST EXTENT
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ALLOWED AND TO THE DURATION OF THE LIMITED WARRANTY. OWNER DOES NOT REPRESENT,
WARRANT OR GUARANTEE THE QUALITY OR THE PERFORMANCE OF THE SOFTWARE OR
ACCOMPANYING MATERIALS OTHER THAN AS SET FORTH IN THE ABOVE LIMITED WARRANTY.
OWNER ALSO DOES NOT REPRESENT, WARRANT OR GUARANTEE THAT THE SOFTWARE OR
ACCOMPANYING MATERIALSi CAPABILITIES WILL MEET YOUR NEEDS OR THAT THE SOFTWARE
WILL CONTINUOUSLY OPERATE, BE ERROR FREE, OR THAT PROBLEMS WILL BE CORRECTED.
OWNER DOES NOT REPRESENT THAT THE SOFTWARE WILL OPERATE IN A MULTI-USER
ENVIRONMENT.

NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY OWNER, ITS DEALERS, DISTRIBUTORS,
DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR AFFILIATES SHALL CREATE ANY
OTHER WARRANTY OR EXTEND OR EXPAND THE SCOPE OF THIS WARRANTY. YOU MAY NOT RELY
ON ANY SUCH INFORMATION OR ADVICE.

SOME COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO
THE ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS LIMITED WARRANTY GIVES YOU SPECIFIC
LECAL RIGHTS AND YOU MAY ALSO HAVE OTHER STATUTORY RIGHTS WHICH MAY VARY FROM
COUNTRY TO COUNTRY.

LIABILITY LIMITATION. To the maximum extent permitted by applicable Iaw, and regardiess of
whether any remedy sel forth herein fails of its essenlial purpose, IN NO EVENT WILL OWNER, ITS
DIRECTORS, OFFICERS, EMPLOYEES, AGENTS OR AFFILIATES NOR ANYONE ELSE INVOLVED IN
THE DEVELOPMENT, MANUFACTURE OR DISTRIBUTION OF THE SOFTWARE OR THE
ACCOMPANYING MATERIALS BE LIABLE FOR ANY DAMAGES WHATSOEVER, INCLUDING WITHOUT
LIMITATION, DIRECT OR INDIRECT; INCIDENTAL; OR CONSEQUENTIAL DAMAGES FOR PERSONAL
INJURY, PERSONAL PROPERTY, LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF
BUSINESS INFORMATION, LOSS OF TEXT OR DATA STORED IN OR USED WITH THE SOFTWARE
INCLUDING THE COST OF RECOVERING OR REPRODUCING THE TEXT OR DATA, OR ANY OTHER
PECUNIARY LOSS, ARISING FROM OR OUT OF THE USE OR INABILITY TO USE THIS SOFTWARE. THIS
LIABILITY LIMITATION APPLIES EVEN IF YOU OR ANYONE ELSE HAS ADVISED OWNER OR ANY OF
ITS AUTHORIZED REPRESENTATIVES OF THE POSSIBILITY OF SUCH DAMAGES. EVEN IF SUCH IS
CAUSED BY, ARISES OUT OF OR RESULTS FROM THE ORDINARY, STRICT, SOLE OR CONTRIBUTORY
NEGLIGENCE OF OWNER OR ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR
AFFILIATES. SOME COUNTRIES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.

Product Support and Updates. This SOFTWARE is intended to be user-friendly and limited product
support is provided by Owner as specified in the ACCOMPANYING MATERIALS.

Jurisdiction. ENGLISH LAWS GOVERN THIS AGREEMENT, RECARDLESS OF EACH COUNTRYIS
CHOICE OF LAW PRINCIPLES, WITH A FORUM AND VENUE OF LONDON, ENGLAND. This
Agreement may be modified only by a written instrument specifying the modification and
executed by both parlies. In the event that any provision of this Agreement shall be held to be
unenforceable, such provision shall be enforced to the greatest possible extent, with the other
provisions of this Agreement to remain in full force and effect.
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Entire Agreement. This Agreement represents the enlire agreement between the parlies, and
supersedes any oral or wrilten communicalions, proposals or prior agreements befween the
parties or any dealers, diskibulors, agents or employees.

Termination. This Agreement is valid unlil terminated. This Agreement ceases sutomalically
[without any form of notice] if You do not comply with any Agreement provision. You can also
end this Agreement by destroying the SOFTWARE and ACCOMPANYING MATERIALS and all
copies and reproduclions of the SOFTWARE and ACCOMPANYING MATERIALS and deleling and
permanently purging the SOFTWARE from any client server or computer on which it has been °
installed.

Equitable Remedies You hereby agree that if the terms of this Agreement are not specifically
enforced, Dwnel'will be irreparably damaged, and therefore you agree that Owner shall be
enlitied, without bond, other security, proof of damages, to appropriste equitable remedies with
respect any breachl(es) of this Agreement, in addilion to any other available remedies.

Owner If You have any queslions regarding this Agreement, the enclosed materials, or otherwise,
please conlact in wriling:

Teke 2 Interaclive Software
Saxon House

2-4 Vicloria Street
Windsor

Berkshire
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United Kingdom

© 200! Continuum Entertainment. Developed by Conlinuum Enterlsinment.  Oullive, Confinuum
Entertainment and the Continuum logo are trademarks or registered trademarks of Conlinuum
Entertainment. All rights reserved. Published by Take 2 Interactive Software. Toeke 2 Interaclive «
Software and the Take 2 logo are lrademarks of Take 2 Interactive Software. All other rademarks
and logos are properties of their respeclive owners.

Microsoft and Windows 95, Windows 398 and Windows NT are registered rademarks of Microsoft
Corporalion. All other tredemarks and lade names are properties of their respective owners.

Product of the United Kingdom
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