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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to certain
patterns or backgrounds on a television screen or while playing video
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce
previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior to playing. If you experience
any of the following symptoms while playing a video game — dizziness,
altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convulsions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc is intended for use only with PlayStation 2 consoles

with the NTSC U/C designation.

Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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2 Getting Started

MEMORY CARD slot 2
MEMORY CARD siuH—I disc tray
(R —— RESET button
==—====== P
— ) (G ) _
=1 |Ef SIS SIS S (OPEN) button
[lllElﬁi R
USB connector
S400 |.LINK connector ————
controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system according to the instructions in
its Instruction Manual. Make sure the MAIN POWER switch (located on the back of the
console) is tumed on. Press the standby/RESET button. When the power indicator lights up,
press the open button and the disc tray will open. Place the Conflict: Desert Storm II™ disc
on the disc tray with the label side facing up. Press the open button again and the disc tray
will close. Attach game controllers and other peripherals, as appropriate. Follow on-screen
instructions and refer to this manual for information on using the software.

Note: Insert a memory card (8MB) (for PlayStation®2) in MEMORY CARD slot 1
before turning the power on. Game saves require 65KB of free space. Additional
saves require additional free space.
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3 The Game Controls

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

L2 button R2 button
L1 button R1 button
directional
buttons
— /\ button
left analog stick O button
(L3 button when pushed down)
SELECT button X button
ANALOG mode switch [] button
START button
right analog stick

(R3 button when pushed down)

Note: Conflict: Desert Storm Il does not support a digital controller
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3.1.1 Navigating the Menus

The menu screens in Conflict: Desert Storm Il can be accessed using the following
controls:

Highlight Menu Options........................left analog stick / directional button UP/DOWN

CORTITR B Sl e Ol s i s s s G v o s T AL e &3 button
Alter Menu Values .........ccocveremeecvnenne left analog stick / directional button LEFT/RIGHT
Return to the Previous Menu... : .. button

Note: Options data autoloads r.:rn Duar up As rhrs rs rhe ﬁnfy pface opnuns data can
be loaded, please ensure that your memory card (8MB) (for PlayStation®2) is
inserted before turning the power on. If memory cards (8MB) (for PlayStation®2)
are inserted in both MEMORY CARD slot 1 and MEMORY CARD slot 2, both
containing options data, then the data in MEMORY CARD slot 1 will be autoloaded.

3.1.2 In-Game Controls

Game Controls

Pause / Open PAUSE MEBNU.......ccvcervieiiirieerieisineeimeeeissaesesnssersseessnsansonss START button
Action BUtton (FIASHING TEXE) ...eeveeeeeererrevieneeecsresiassessessesssssessssnsnensaneenensess. 869 DUTEON

Move Soldier Controls

MOVE FOTWATD ...c.evveeieieirieesinsseeeessanaasassassnssssnsesasansessasnssensssnnesesnes left analog stick UP
MOVE BACKWATHS .. cvioumissusisssnanis ssuessaampiibianes sss sudvanvnavovins left analog stick DOWN
SEEL AR 1L 5i )5 v ) B e e M. - 51 AT e o left analog stick LEFT
Strafe (sidestep) Right................ s vouss e spaone s Ty s left analog stick RIGHT
OB LB s cvvvmssansvivsmssavisaiviuimmmn R Ry right analog stick LEFT
T30 LT[ ] ORI« . =, S right analog stick RIGHT
ChANge SIaNCe (S AN OUET) ey sttt eavethes o daieassen st et @ button
LI DOWN PIOME ... ev e eesereeeeseeeneeeseseensnssssesesssnsasscesesssnessansnsnsnsasnses Hold @ button
Roll left/right (When Prone)..........cccccvviiimiiccnninisnn left analog stick LEFT/RIGHT

Weapon Controls

FITe SeIECtEd WEBADONM ......veeeeeeereeerieiseneiiavsscencassseeinsssssensinsaesnsessanesansans, BGER button
Cycle weapon fire mode ......... IGEB button When weapon is highlighted in Inventory
OICN TarBRL LMY . o T R s e et S DY TG
Switeh: Target-RIGHE.....ci. i it R e B G i i s P T ST XN button
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Move Weapon Crosshair..........ccccocoeveiveeinnne right analog stick UP/DOWN/LEFT/RIGHT
All Soldiers Fire at Will / Stand Down (t0GQI8).........coevvemeereeerieieieiiieaierinns ® button

Soldier Selection

JUMP 10 NEXE SOIAIET ... eeiiee s e ssassreaern e e e ssnenens directional button UP
JUMP 10 Previous SOIdIer.........ooveicveveiiieiiirecresosecssneesssesennns directional button DOWN

Orders Menu (Hold Down IER)

Open Orders Menu. Hold button then:

Highlight individual soldier for ordering............cccoeeveev.... directional button UP / DOWN
Individual Soldier Fire at Will/ Stand Down (t0ggIe).........cccvvecerrvrvrerieecnn.... @ button
Order Highlighted SoldIer 10 FOIOW .......c.cvvcveicemeieeicccsnssenesessssseesessesenseeneo- &3 DUEEON
Order Highlighted Soldier to Halt ...........cocceie e @ button
Order Highlighted Soldier to Advance 10 a Position .............ccoccvvivvnicceorcnnes @® button
Use the right analog stick to aim at a position and the left analog stick to set the

direction in which you would like the soldier to face. Press the @ button again to
give the order.

All Soldiers Prone/Stand (t0gg1e).........c.cevecveciimvevririrecressesessesseresssssesenens button
All Soldiers Follow/ Hold Position (t0GQ18) .........covevcvieiveerrisrcnceerenees.... MAEI DUTEON

1st Person and Zoom modes

First Person/ Third Person View (10001€) ..........coviiiiiiiiiiiiiiiiissiieninisinisaseeaens R3 button
Z00M N (IN FIrSt PErSON VIBW) ...ovvivcivrereirerisnissrsassessessssssssorsnsnesessesasns veeins L3 button
View Mission ODJECHVES/ MAD ......cocevrveereerescissesssesrsscesernsssnessneersssenenesELEG 1 DUETON
Peek [eft/right ........ccoovviiiiiiircviissssesisseseseeesennnneeennodir@ctional button LEFT/RIGHT

Inventory Menu (Hold Down ®)

Open Inventory. Hold @ button then:
MOVE SeIECHON UD ...cooiierriiiiririsirnercersseessansassssnsenenensnaennanes e GIFECTIONAI button UP

Move SeleCtion DOWN...........ooviiiiinniner e eessissnssesecans s snsnans directional button DOWN
Change Weapon Fire MOUE: .......c.ovoveeeeeiieeeeissereseesiassessreessasssesssinsesssanns EZEN button
JUMP 0 DOTOM OF INVENTOTY: ..ottt e s et rserenees button

Night Vision GOggles (F0gale): ..........ccoveiriimciiriscciiescssesesisraseeseees-. NSRIR DUTEON
JUMP 10 MAIN WEAPOM: 1.t eareiesiaessssesessessssaresescsnesecseseeeeees- BAEID DULEON
e e T AT e Py
JUMP 10 Frag GrenNAUES ........cveeeereeieeeriieircre e cesrire e senneesnneesecnbaeeensnsasessnnns

S N 4
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Give/Take Menu

Open Give/Take Menu..........cccvvvvecennnnnn. Hold €3 button when ‘Give’ or ‘Take' flashes
MOVE SBIECHION UP oo sees e e diTECTIONAL Button UP
Move Selection DOWN.........ccoccvvvviicciiciiciiereceseinnneeeennnnoo directional button DOWN
TRANSIOT BN s P Tt o T R G TT 515 55 o oensinshennnesns s sins S5 T kens R erma ST SRR button

Note that the inventory colors change to orange if you are g;wng items.

Vehicle Controls

ACCRICTAR BIAKE .. ..o ineinesiiacisssissnstssnsassnsisssassnssansanisanasassns left analog stick UP/DOWN
TUM LETGNT ..ot ee e see v enees right analog stick LEFT/RIGHT
Change position in vehicle ...........cccvevverenen, Hold @ and directional button UP/DOWN
ENBEI/EXIT VBIICIR ...ttt e e e s s e e e rasesnernaeenenneanes & button

Bradley, Foley, Connors, Jones. The 1991 Gulf War's most highly-decorated Special
Forces soldiers. The fighting man’s fighting men. As Patrol Alpha-Two, they took part
in some of the most notorious engagements of the Desert Storm campaign.

It was they who spirited the Emir of Kuwait to safety, right from under the noses of
the Iraqi soldiers invading the capital.

It was they who took out the vital Early Warning Radar at An-Nagaf, paving the way
for the Air War that would cripple the enemy defenses.

It was they who single-handedly fought back the Republican Guard division invading
the Saudi Arabian town of Al-Khafji, they who decimated the SCUD threat in the
merciless deserts of North-West Iraq, they who penetrated into the heart of Baghdad
itself to liberate Allied airmen taken prisoner, and they who brought a swift end to
the war by confronting the rogue General Aziz.

That was only half the story.

What about the burning oil fields of Kuwait?

What about Saddam’s Chemical Weapons program? What about the Superguns?
What happened to those Allied soldiers taken prisoner, and those who didn't come
back at all?

Listen up, soldier. You're about to find out.
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> Menu Options

5.1 A word on Profiles

Conflict: Desert Storm Il uses a Profile system, to make it easy for multiple users to
use the same game system. In your Profile, you can define your user name and your
controller options.

For more information on how to create a Profile, please see the Creating Profiles
section on page 10.

5.2 Main Menu

?F"I w L] -
L
f

The following options are available from the Main Menu:

9.2.1 Single Player

Training, Single Player Campaign and Single Player Load Game are available from
this option. .

= G A
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5.2.2 Multiplayer

Play the Campaign game with the assistance of a friend, or load a previously-saved
Multiplayer game. You will need a second controller to play Multiplayer.

9.2.3 Options

Set up various game options, and also customize your own personal profile.

5.3 Single Player Menu

— o — — —— E— e

5.3.1 Training
Four training missions are available, each teaching you different aspects of playing

the game. Before beginning Training, you will need to select a Profile to use. See
page 11, section 5.7 for more details.

5.3.2 New Game

This option starts the Campaign game from the beginning. Before beginning the
game, you will need to select a Profile to use. See page 11, section 5.7 for more
details.

5.3.3 Load Game

This option allows you to load a previously-saved Single Player game. You will need
to select a Profile to use. See page 11, section 5.7 for more details.
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5.4.1 New Game

Begin a Multiplayer Campaign from the beginning. Before starting the game, you will
need to select a Profile for each Player. See page 11, section 5.7 for more detalils.

5.4.2 Load Game

Load a previously-saved Multiplayer game. You will need to select a Profile before
you can select a save game to load.

9.5 Options Menu

5.5.1 Edit Profile

Takes you to the Edit Profile screen, allowing you to edit or create a profile. Note that

; you will need to have a memory card (8MB) (for PlayStation®2) in MEMORY CARD
slot 1 or MEMORY CARD slot 2 to use this function. Details on how to use this option
are provided below.

5.5.2 FX Volume

Press LEFT and RIGHT on the directional buttons to change the relative volume that
sound effects are played in-game. The longer the yellow bar is, the louder the sound
will be.

V—— SRR &
B . T o TR L BT
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5.5.3 Music Volume

Press LEFT and RIGHT on the directional buttons to change the relative volume that
music is played in-game. The longer the yellow bar is, the louder the sound will be.

5.5.4 Sound

Mono, Stereo and Dolby Surround Pro Logic II"™ sound are all supported. Press LEFT
and RIGHT on the directional buttons to choose between the options.

5.5.5 Center Screen

This option allows you to reposition the game display to best suit your television.
Unce selected, use the directional buttons or left analog stick to position the display,
and then press the € button to accept the changes.

5.5.6 Widescreen

If you have a Widescreen television, turn this option on to benefit from Widescreen
mode. Press LEFT and RIGHT on the directional buttons to turn this option on or off.

9.6 Creating Profiles

To create a profile, select the Edit Profile option from the Options Menu. You will first
need to select the MEMORY CARD slot that the data is to be loaded from and/or
saved to. Note that a memory card (8MB) (for PlayStation®2) must be present in a
relevant MEMORY CARD slot for it to be used. Up to 8 Profiles can be present on a
single memory card (8MB) (for PlayStation®2).

Note that you do not have to create a Profile, and are free to use the Default Profile
instead. However, this way you will not have your personal user options saved.

5.6.1 Naming your Profile

Using UP/DOWN/LEFT/RIGHT on the directional buttons, move the Highlight around

the virtual keypad. Press the €3 button to accept a character, and when you are

happy with your profile name, move the Highlight to DONE and press the €9 button.
Highlight and select DEL to remove unwanted characters.

Note that you can use the SHIFT option to switch between lower and upper case.
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' 5.6.2 Editing your Profile

You can now customize your Profile. The following options are available. You may
switch between them using LEFT and RIGHT on the directional buttons.

Auto Aim

Turning this OFF means that your controlled soldier will not automatically aim at
enemies, requiring you to aim manually.

Invert Axis

Turning this option ON means that your Look Up and Look Down controls (usually on
the right analog stick) will be reversed, giving you “Pilot” controls.

Vibration

Turning this option ON means that the controller will vibrate when you are hit by a
bullet, explosion, etc.

Controller

Selecting this option allows you to choose between two control options.

Rename Profile

This option allows you to change the name of the profile.

Save Profile

Save any changes you have made to your profile by pressing the @ button. It is now
ready for use.

5.7 Selecting a Profile to use

When you Start or Load a Single or Multiplayer game, you will be asked which
Profile you wish to use. Select from the available Profiles using UP/DOWN on the
directional buttons, then press the € button once you have selected the Profile you
wish to use.

If you do not wish to use any of the Profiles present on the memory card (8MB) (for
PlayStation®2), you may use the Default Profile.

Note that if you have not created any Profiles on your memory card (8MB) (for
PlayStation®2), you will automatically use the Default Profile.
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6 In-Game Screen

Soldier —

Control Panel ~

~ Compass/ Radar

Health "m ' Ammo Clips/Ammo

Radio Icon _l =1 i
= N

r—

. Current Weapon
- 3 Weapon Skill

6.1.1 The Soldier

When you are in third person view, your selected soldier is always centered in the
lower half of the in-game screen. If you switch to first person view (R3 button) you
will see the action through the soldiers eyes. The highlighted soldiers control panel
indicates which soldier you are using.

To switch your control to a new soldier, press UP/DOWN on the directional buttons.

6.1.2 The Control Panel

Each soldier has an individual control panel that is highlighted with a white border
when he is selected. This panel shows the soldier's name, his health status, and a
portrait. An ‘animated aerial’ icon indicates who Is the currently selected soldier in
the squad. The control panel flashes/fades slightly to indicate who is calling in a
message on the radio.

6.1.3 Health

The soldier’s health is shown by a yellow bar inside the control panel, this will
gradually change to red as the soldier gets injured. When the bar is completely red
that soldier is badly wounded ana unable to do anything for himself. In this state, he
IS known as MIA (Missing In Action).

It is possible to heal soldiers that are MIA by using your Medikit. To do this, approach
the wounded soldier with the Medikit equipped, then once “HEAL" appears on screen
press the IGEM button and the soldier will begin to heal. You must be quick
because the red health bar will start to ‘drain’ and the character’s picture will fade
out — once this happens that soldier will become KIA (killed in action). If one of your
soldiers becomes KIA, you will have failed the mission; none of your squad members
are expendable.
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' 6.1.4 Current Weapon

An image of the selected weapon, or object in hand, is shown on-screen (lower
right).

6.1.5 Aiming Cursor

An ‘aiming cursor’ is always shown for the currently selected weapon. The type of
sight will change depending on the weapon chosen. Changing to first person view
(R3 button) will show a more detailed sight. Pressing the L3 button will, in addition,
zoom In that sight (if the weapon has a secondary zoom).

6.1.6 Ammo Clip/Ammo/Number of items

These numbers indicate the number of rounds remaining in a clip (on the left) and
the number of rounds held in your pack/inventory (on the right) or, the number of
items and objects in the inventory/pack (for example, 3 grenades).

6.1.7 Weapon Skill Level

Each soldier has varying levels of skills with different types of weapons and items,
indicated by ‘stars’ displayed alongside the weapon or item. These skills will
improve over time as the soldier completes more and more missions.

Note that soldiers can also have skill with items as well, such as Medikits, C4 Plastic
Explosives, and Mines.

6.1.8 Compass/Radar

The compass in the top right of the screen shows the direction that your selected
soldier is looking in (or walking towards); use the compass in conjunction with the
map and the visible terrain to navigate through the landscape.

A yellow arrow marker shows the direction to take in order to locate the next
objective for completing the mission.

The white radar blip at the centre of the compass is the selected soldier, other
white blips are friendly soldiers, red blips are enemy soldiers, objects or
vehicles/defensive installations.

6.1.9 Flashing Text

' Any flashing text appearing on the lower right of the game screen indicates that you can

perform the action described. You can press the Action button €9 button to carry it out.
For example, once you have fired a few rounds from your assault rifle you will see the

text ‘Reload’ flashing, this means that you can reload your weapon by pressing the €3
button, as long as you have enough ammo for that weapon. Note that a soldier will

= Eeeee———————— . &
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automatically reload any weapon when reaching the end of an ammo clip.

Among the other actions you can perform using the Action button are: Open door,
Pick up item, Heal friendly soldier (if you have a Medikit in your hand), Give items to
a friendly soldier, Take items from a downed soldier, and Use inventory items such
as the Laser Designator.

7 Vehicle Control

7.1 Entering and Exiting a vehicle
When a Squad Member is standing near a vehicle, the Action button text in the
bottom right of the screen display ‘Embark’. When you see this message, press the

&3 button to make your Squad Member get into the vehicle.

If a Squad Member is in a vehicle, pressing the €9 button will make him disembark
the vehicle.

7.2 Choosing vehicle position

Vehicles can have up to four positions for Squad Members to occupy. An icon in the
bottom-right of the screen shows which position the active Squad Member is in.

]

et i

MESd
-—-HJ"I-
e T g orenade
S PR RS e ' - Rocket Launcher

= = -
= =~ Machine gun
| _;.'.l;......'; g W :
J iiu‘:r_.__. . Driver

3= ==~ Passenger

To change the position a Squad Member is in, hold down the @ button and press
the directional button UP/DOWN until the desired position is selected, and then

release the @ button. The position functions are as follows:

Driver (all vehicles)

This Squad Member is responsible for driving the vehicle. Driving controls are
described below.

Machine gun (all vehicles)
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This Squad Member is firing the vehicle’s machine gun. He can aim it using the left
analog stick, and fire it by pressing the button. It is also possible to control the
vehicle as the gunner if another soldier is in the drivers seat.

Grenade Launcher (110 Jeep only)

This Squad Member is controlling the Mk19 automatic Grenade Launcher. It is aimed
and fired in the same way as the machine gun.

Rocket Launcher (Bradley M2 APC only)

This Squad Member is controlling the TOW rocket launcher. Again, it is aimed and
fired in the same way as the machine gun.

It Is also possible to control the vehicle when situated in this position if another
soldier is in the drivers seat.

Passenger

This Squad Member occupies the Passenger position. While here, he can access his
inventory. On the 110 Jeep, the Passenger can also fire his side arm out the back of
the Jeep.

7.3 Driving the Vehicle

The Squad member in the Driver position controls the movement of the vehicle. To
make the vehicle accelerate and brake, use UP/DOWN on the left analog stick. To
turn the vehicle left and right, use LEFT/RIGHT on the right analog stick.

7.4 Vehicle Damage

Vehicles can take only so much damage until they are destroyed. However, Jones
has the ability to repair a damaged vehicle using the Wrench he carries. To repair a
vehicle, have Jones equip the Wrench, and then walk up to the vehicle. The Action

Button text will change to ‘Repair’. Now press the €3 button to fully repair the
vehicle. Note that Jones cannot repair a destroyed vehicle.

8 Mission Map and Objectives

All detalled mission objectives and a local map will always be accessible to you
throughout the mission by pressing SELECT button.

As you complete a specific mission objective, you will see a confirmation message
at the bottom of the screen and that objective will be checked off from the Mission
Objectives list.

To read your Mission Objectives, use UP/DOWN on the directional buttons to select it,

and press the € button to display more detail on the right hand portion of the screen.




' BACKTO BAGHDAD B

Pressing the START button will not only ‘freeze’ the action, but will also open the
Pause Menu. The Pause Menu allows you the following options:

9.1.1 Continue Game

Resume the game you are playing.
9.1.2 Mission Stats

View the current stats of each soldier, use left and right on the directional buttons to
scroll between soldiers and up and down to select the different types of stats.

Also viewable here are the various skill levels, rank and experience of your squad
members. Each squad member has three main skill areas, which are ranked from
one to four stars in ability, with four stars being the highest level of skill. Skills a
squad member may have are as follows:

Rifleman

This soldier is adept at using all forms of assault rifle and submachine gun, and has
increased accuracy with these types of weapon.

Pistol

This soldier has very good accuracy when using any pistol.

Sniper

This soldier is very skilled with all sniping rifles, and will be able to hold the rifle
much steadier and aim quicker than other soldiers.

Machine Gun

This soldier is very good at handling all forms of light and heavy machine gun, be
they hand-held or mounted on a vehicle.

Combat Engineer

This soldier is very experienced at using all forms of explosives, and can set or
disarm explosive charges much faster than other soldiers.

Anti-Tank

This soldier is an expert at using anti-tank rockets, and can pinpoint weak points on
enemy tanks, meaning he is able to destroy them far more easily than other soldiers.
Medic

This soldier has had medical training, and can heal more damage with a medikit
than an untrained soldier.

Your soldiers will increase in skill level and experience level as they complete
missions. Increasing in experience level will improve their general skills, such as
their accuracy and ability to take damage.
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9.1.3 Load Game

Load a previously saved game. Select MEMORY CARD slot 1 or MEMORY CARD slot
2, highlight the game name you want to load and press the & button.

9.1.4 Save Game

Save the game at any point in the mission. The number of save slots available Is
limited to TWO per level but you will be able to overwrite existing saves (you will be
warned if you choose do this and have to confirm your actions). You will be given the
option of MEMORY CARD slot 1 or MEMORY CARD slot 2 if more than one memory
card (8MB) (for PlayStation®?2) is in place.

You are advised not to insert or remove accessories or memory cards (8MB) (for
PlayStation®2) once the power is turned on. Make sure there Is enough free space
on your memory card (8MB) (for PlayStation®2) before commencing play.

9.1.5 Restart Mission

This will allow you to restart the level you are currently playing from the beginning.
9.1.6 Options

Adjust various game options. See 5.5 for more details.

EOIL PYOTIIR v ccccmemsimb asisisinimsia e (Edit the Profile you are currently using)
238 T ] Ve i e N S S S R MO S STy . (+/-)
VIUSIC VOlUITIB it eeireesseseeaesssseasssssoesesessssnssssnnssssassesnassnnessnsssbnnenesnsannasasss (+/-)
SOUNG o s R R I T (Mono/Stereo/Pro Logic 1I™)
CBNIRE SOTRON . iiivsvussnsimvansssronsivansvinanbaaommassivouissanashoussnmt (Adjust Left/Right/Up/Down)
0 (T =) R TRTRRRRRIN (Yes/No)

9.1.7 Quit To Main Menu
Quit the game, and return to the Main Menu.

To exit the Pause Menu, press the START button again to return to the main game
and unfreeze the action.
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10 Sguad Control

Fire at will / Stand down (toggle)

= & sy

s Follow me / Halt
L AR 10

You can ‘jump’ to the next or previous soldier using the directional button UP/DOWN
and you will see the game action from their perspective initially in third person view.

Note that, if you have given a soldier an order and you select him by pressing the
directional button UP/DOWN he will continue with his orders until you intervene — it’s
wise to sometimes cycle through your soldiers to see what they are doing without
actually taking control of them.

You can issue soldiers with individual or collective orders using the Orders Menu that
is opened by holding down button.

Open Orders Menu. Hold button then:

Move Soldier Control Panel CurSor UP.........cernesenmnnnerenneendireCtional button UP
Move Soldier Control Panel Cursor Down ..............cceeve....nnnncdirectional button DOWN
Command ALL Soldiers to lie prone/stand (toggle)............ooceevvrvvvinranensn button
Command ALL Soldiers to follow/ hold a position (toggle)..........cccceevveunin, EEN button
Command a selected Soldier t0 fOlOW ......c...ooeivieiiiiiiicrie e ceiesene.... &3 button
Command selected Soldier to halt/hold position.............ccceceernsrerencrecnnen.... @ button
Command selected Soldier to advance to a position.................® button + positional

procedure (below):
- Use the right analog stick to aim at a position
- Press the @ button to give the order.

- Use the left analog stick to set a soldier facing and then press the @ button to
confirm the order.
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’ Fire at Will/Stand DOWN ................coooooiioeieeeie e nnenenen. (B DUEON
A soldier ordered to ‘Fire at Will' will shoot freely at any enemy soldier he sees. If
ordered to stand down, he will only shoot at an enemy if the enemy poses a direct
threat to him or another member of the team.

Finding/Picking Up Objects

As you explore the Mission area, you will occasionally find spare enemy weapons
and ammunition, as well as Mission-critical objects such as C4 explosives. These
items will flash to show that you can pick them up.

To pick up these items, stand close to the item. You should see a flashing icon
appear on the screen to show you what item you are about to pick up. Press the €9
button to pick the item up. It will now be accessible from your inventory.

Note that your soldiers can only carry so much; if you find that you cannot pick up
an item with a soldier, it means that he is already at his carrying capacity. Try getting
one of his team-mates to pick it up instead.

Multiple Targets/ Automatic Targeting

When there are multiple targets on screen (for instance three enemy soldiers are

running towards you), you can cycle automatic targeting using the button

(from left to right) or the IGEA button (from right to left). Automatic targeting will
target the enemy that is of the greatest threat to you by moving the weapon aiming

sights over that target.

Throwing Objects

dome items, such as grenades or smoke bombs, will have to be thrown in order to

be effective.

* Make sure you have selected the object from your inventory list (say a Grenade)
and that it is in your hand.

* Press the fire button (IGKM button) to throw the object (grenades are timed and
will explode shortly after impact).

* [0 throw the item much further away you must ‘lob’ the object by aiming upwards.

Some grenades (like the M67 Fragmentation Grenade) are timed, meaning they will

’ explode 3 seconds after you pull the pin. Others are impact-fused, and will explode

when they hit the ground or an object.

Timed grenades can be ‘cooked off’, that is, you can pull the pin and hold it in your

hand, throwing it at the very last moment. This gives enemy soldiers the minimum

amount of time to run away from grenades, and is a very effective way to use these

weapons.

S ————— A
| SRR TR AR D TR
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To cook off a grenade, press and hold the HGRE button. Your soldier will pull the pin,

and hold the grenade in his hand. As soon as you release the HGEE button, he will
throw the grenade. A bar at the bottom of the screen will appear, showing how long

you have before the grenade explodes.

Completing Objectives

As you complete an objective in a mission, a confirmation message will be shown on
the screen and the objectives will be ticked off on the map/objectives screen.

When all the mission objectives have been completed you must make your way to
the Extraction Point. Extraction points are normally marked with a colored flare to
help you locate them.

At the end of any mission, when all objectives have been completed, you can choose
to Save the Game and Continue with the campaign.

10.1.1 Medals and Promotions

A successful mission will lead to the award of Medals and Promotions for the
participating soldiers and an increase in weapon skills and experience.

Missions Completed
— Rank
Slﬂlls

l Experience Level

I | Next Level

Medals Gained

Use LEFT/RIGHT on the left analog stick or directional buttons to view the stats on
your other soldiers.
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+«— Per Mission Stat
~ Total Stats

— Shot Accuracy

L4

R — | S ——

3~ Enemy Kills

| S . — Times Hit/Killed

e FT

=~ Mission Time

The Statistics screen shows a breakdown of how each individual performed in the
mission and the running totals for the campaign to date.

10.2 Co-operative Multiplayer Mode

Conflict: Desert Storm Il can be played in Multiplayer mode and is only available if
two controllers are inserted into the same PlayStation®2 computer entertainment

system. The screen is split down the middle and each player can control up to two
soldiers in a mission.

10.2.1 Setting up Multiplayer Mode

* Set up the console as described in the Getting Started section.

* Insert two DUALSHOCK®2 analog controllers.

e Select Multiplayer from the Main Menu screen.

e Select to load a previously saved game or start from fresh selecting New Game.
e Select a profile for each player.

e Select a Difficulty Level.

e Select a Team.

The Multiplayer game will load. You must complete the campaign missions in the
same way as the Single Player game.
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11 Your Team Viembers

A e e NS e R At 1 T L
BRON02 i ianinsrnsinsissssasinsassunirassanssasdnnsusssasansannsssnssnns ORIV LOBOOE
Speciality: .......c.oeeeeneennn. COMMuUnications, assault weapons

Bradley is the lynchpin of the team. A erack shot with all forms
of assault rifle and sub-machine gun, his icy calm under fire and
brilliant leadership have made him one of the most respected
Special Forces soldiers currently in active service. Bradley also
carries the team's Communications gear. This includes the
Laser Designator, which can be used to call in air Strikes on
mission-critical targets.

NBIMO: iiisaiicinsisnnmmsesisinsiiinsinsiniainasiaisisd GO FOIOY
31 PN o 1 s s S o A o i~ 1 ¢
SPECIANIY: ..ovvvrrrrrresrsnsnssssssnansnsssssnnnsnnnnnanss Al SNIPEr WEapons

Foley has graduated top of his class in every sniper school he's
ever attended — which is most of them. He currently holds the
record for the longest distance single-shot Kill ever recorded,
laking down an enemy Ssoldier from nearly two miles away,
using the sniper rifle, At close quarters, he favors the Berelta
9mm pistol.
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) IRBINGS iscivsciivsaipursanncive sauniiisservaniouanivbn ...Mick Connors
1 —— s Heavy Weapuns Specialist
Speciality:..... nght anﬂ heavy machine guns, anti-tank
rockets

If it's maximum firepower you're after. then Mick Connors is
your man. His immense strength and sturdy build allow him to
carry a huge amount of kit onto the battlefield. He favors the
M60E Light Machine Gun or the M249 SAW for his role, which
is lo put down as much fire on a target as he can for as long as
possible. He is also an anti-tank specialist, and usually carries
at least one LAW-66 or LAW-80 rocket to deal with any armor
the squad comes across, though he is equally at home with the
Soviet-made RPG-7. Highly adept with vehicle-mounted
machine guns too, he carries a silenced pistol as a side arm.

D] e S ...David Jones
L I Re— Inflltratlun and Demnhtmns Expert
Speciality:.....cccvvrnsnnenns «.oilenced weapons, explosives

A one-man demolition crew, Jones can always make things go
with a bang. A genius with explosives, he has no equal when it
comes to placing demolition charges under fire. C4 Plastic
Explosive is his favorite tool of the trade, which he uses to
destroy barriers and mission-critical targets such as fuel tanks
and the like. He is also an expert at bomb defusal, and can
' quickly make safe any device he comes across. His secondary
speciality is infiltration; carrying the MP5-SD silenced sub-
machine gun, he is highly adept at slipping past enemy sentries
to reach his target. When the action kicks off, though, he will
always be in the thick of it, wielding a combat shotgun he
lovingly refers to as his “boomstick.”

S ———————e
| ~Emge - B - et L



12 Hints and Tips

The following is a brief guide to mission success in Conflict: Desert Storm II.

e UUse teamwork to defeat the enemy. Learn this lesson so that you and your team
can live to fight another day.

e Your accuracy improves if you fire your weapon from a stationary position. Moving
and firing will make you less accurate.

* Kneeling and lying prone will also improve your accuracy and make you a smaller
target for the enemy.

* [Use the Medikit to heal unconscious soldiers so they can continue the mission.

e An anti-tank weapon is a precious commodity. Use these weapons wisely.

¢ Attacking Main Battle Tanks head on is suicide. Always try to outflank armored
vehicles and hit their rear where the armor is weak. This is a guaranteed Kill.

e |f you need to take out an enemy sentry quietly, use silenced weapons or the
combat knife.

e Smoke grenades can create cover for an advancing squad but remember, they do
not last forever. Smoke grenades are especially effective against tanks!

* Most weapons at your disposal have different firing modes. Learn each weapon's
strengths and weaknesses for maximum effectiveness.

* Fully automatic weapons have high rates of fire and will keep an enemy pinned
down. However, you should always try to fire in short, controlled bursts; this will
help accuracy and conserve ammunition.

e Position your team to give maximum covering fire. This could mean the difference
between success and failure.

e |f you find yourself running low on ammao, try searching captured enemy positions
for replacement weaponry.

¢ The advance order is a useful way to get your squad into position quickly.

e Sometimes it's an advantage to use the 1st person mode if you need to be deadly
accurate. You will find it easier to perform head shots this way.

e Try to avoid killing civilians.

e Jones can use his spanner (wrench) to repair damaged vehicles that the team are
using. Note that he cannot repair a destroyed vehicle.

e |f you are set on fire, try rolling around on the ground to put the flames out.

e RPGs and LAWSs have a fire delay, so don't move the crosshair until the rocket has
been fired
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e Enemy infantry can come from anywhere, so make sure the team's back is
covered at all times

* You can crawl through minefields without setting the mines off

e Extreme difficulty mode is unlocked when you finish the game.

* To receive the highest decorations for gallantry, you will need to play on Hard or
Extreme difficulty.

12.1 Technical Support

if you have a lecincai probiem conceriing e operation of our soiiware, piease
contact our technical support representatives for assistance.

Note: This information is for technical support only and representatives
are unable to provide game hints or suggestions.

Phone: 410-933-9191

Hours: Monday - Friday
9-5 p.m., EST.

Mail: Take-Two Interactive
9900 Franklin Square Drive
Suite A
Baltimore, MD 21236

E-Mail: support@gothamgames.com
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WARRANTY INFORMATION

GOTHAM GAMES, A DIVISION OF TAKE-TWO INTERACTIVE SOFTWARE, INC., WARRANTS TO THE PURCHASER ONLY
THAT THE DISC PROVIDED WITH THIS MANUAL AND THE SOFTWARE PROGRAM CODED ON IT WILL PERFORM IN
ACCORDANCE WITH THE DESCRIPTION IN THIS MANUAL WHEN USED WITH THE SPECIFIED EQUIPMENT, FOR A
PERIOD OF 30 DAYS FROM THE DATE OF PURCHASE.

IF THIS PROGRAM IS FOUND TO BE DEFECTIVE WITHIN 90 DAYS OF PURCHASE, IT WILL BE REPLACED. SIMPLY
RETURN THE DISC TO GOTHAM GAMES OR ITS AUTHORIZED DEALER ALONG WITH A DATED PROOF OF PURCHASE.
REPLACEMENT OF THE DISC, FREE OF CHARGE TO THE ORIGINAL PURCHASER (EXCEPT FOR THE COST OF
RETURNING THE DISC) IS THE FULL EXTENT OF OUR LIABILITY.

* THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESSED OR IMPLIED.

ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
IF APPLICABLE ARE LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT.

GOTHAM GAMES SHALL NOT BE LIABLE FOR INCIDENTAL AND/OR CONSEQUENTIAL DAMAGES FOR THE BREACH OF
ANY EXPRESS OR IMPLIED WARRANTY INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY
THE LAW, DAMAGES FO PERSONAL INJURY, EVEN IF GOTHAM GAMES HAS BEEN ADVISED OF THE POSSIBILITY OF
SUCH DAMAGES. SOME STATES DO NOT ALLOW THE EXLUSION OR LIMITATION OF ANY INCIDENTAL OR
CONSEQUENTIAL DAMAGES OR LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE
LIMITATIONS OR EXCLUSIONS MAY NOT APPLY TO YOU.

THIS WARRANTY SHALL NOT BE APPLICABLE TO THE EXTENT THAT ANY PROVISION OF THIS WARRANTY IS
PROHIBITED BY ANY FEDERAL, STATE, OR MUNICIPAL LAW, WHICH CANNOT BE PREEMPTED. THIS WARRANTY
GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS, WHICH MAY VARY FROM STATE TO
STATE.

YOU MAY NOT REPRODUCE, PREPARE DERIVATIVE WORKS BASED ON, DISTRIBUTE COPIES OF, OFFER FOR SALE,
SELL, TRANSFER OWNERSHIP OF, RENT, LEASE. OR LEND TO OTHERS THE PROGRAM OR ACCOMPANYING
DOCUMENTATION, OR ANY PORTION OR COMPONENT OF THE PROGRAM OR ACCOMPANYING DOCUMENTATION:
PROVIDED, HOWEVER, THAT YOU MAY TRANSFER THE ENTIRE PROGRAM AND ACCOMPANYING DOCUMENTATION
ON A PERMANENT BASIS AS LONG AS YOU RETAIN NO COPIES (INCLUDING ARCHIVAL OR BACKUP COPIES) OF THE
PROGRAM. ACCOMPANYING DOCUMENTATION, OR ANY PORTION OR COMPONENT OF THE PROGRAM OR
ACCOMPANYING DOCUMENTATION, AND THE RECIPIENT AGREES TO THE TERMS OF THE AGREEMENT. FURTHER,
YOU MAY NOT MODIFY, REVERSE ENGINEER, DISASSEMBLE. DECOMPILE OR TRANSLATE THE PROGRAM OR
ACCOMPANYING DOCUMENTATION, OR ANY PROTION OR COMPONENT OF THE PROGRAM OR ACCOMPANYING
DOCUMENTATION, NOR MAY YOU MAKE ANY COPIES OF THE PROGRAM MODULES FOR USE WITH OTHER
PROGRAMS. THIS PROGRAM IS INTENDED FOR PRIVATE USE ONLY.

GOTHAM GAMES
622 BROADWAY 3TH FLOOR
NEW YORK, NY 10012

ESRB RATING

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATINGS BOARD. FOR INFORMATION ABOUT
THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB
AT 1-800-771-3772.



AVAILABLE NOW! (€L

Violence
Blood

PlayStation.2

Gothamn Games, 622 Sraadway, New York, NY 10012

"S- Y I
THE GREAT ESGAPE Interactive Game (certain audiovisual components) TM & © 2003 Metro-Galdwyn-Mayer Studios inc. THIS L,-'-",':;-ﬁ' APE Motion Picturd, ) 1968
WY Nﬁ:% inc.

Ll | r
. T

-'.I

ESRB CONTENT RATING_ www.esib.oy |
- | L

-

-

Mayer Studios inc. Sieve McOueen(im) Licensed by Chadwick McCueen and The Terry McQueen Testamentary Trust ﬁwﬁa =) by The Roger Rt
1 S |1rm1mmmmm o

waw steverncnueencom  All rights msenved, THE GREAT ESCAPE Inferactive Game (softwane) © 20008 SCi Games Limited, 8¢ "T"‘&" ﬁ-ﬁw
e

Games Lid. is 2 subsidiary of SCi Entertainment Group Ple. Developed by Pivotal Games Limited. The ratings kon is 3 trades
(ames and the Gotham Games ingo are trademarks of Take-Two Inenctive Softwars, Ing. 2003 Tale-Too Interactive. InE R

1),

Licensed by Sony Computer Entertainment America for play on the PlayStation 2 computer emterfainment § .;'
the "PS’ Family logo are registerad trademarks of Sony Computer Extertainment Inc. The ratings icon 5 @ tradl
Manufactured and printed in the U.S.A. THIS SOFTWARE |15 COMPATIBLE WITH PLAYSTATION 2 CONSOLESS

PATENTS PENDING

¥ Softaire Association. Gotham

L‘ILHTSE U/C designation only. PlayStation” and
abahe Interactive Digital Sothwars Assac@tion
THE NTSC W/C DESIGNATION, US. AND FOREIGN




	Conflict- Desert Storm II- Back to Baghdad (USA)_01
	Conflict- Desert Storm II- Back to Baghdad (USA)_02
	Conflict- Desert Storm II- Back to Baghdad (USA)_03
	Conflict- Desert Storm II- Back to Baghdad (USA)_04
	Conflict- Desert Storm II- Back to Baghdad (USA)_05
	Conflict- Desert Storm II- Back to Baghdad (USA)_06
	Conflict- Desert Storm II- Back to Baghdad (USA)_07
	Conflict- Desert Storm II- Back to Baghdad (USA)_08
	Conflict- Desert Storm II- Back to Baghdad (USA)_09
	Conflict- Desert Storm II- Back to Baghdad (USA)_10
	Conflict- Desert Storm II- Back to Baghdad (USA)_11
	Conflict- Desert Storm II- Back to Baghdad (USA)_12
	Conflict- Desert Storm II- Back to Baghdad (USA)_13
	Conflict- Desert Storm II- Back to Baghdad (USA)_14
	Conflict- Desert Storm II- Back to Baghdad (USA)_15
	Conflict- Desert Storm II- Back to Baghdad (USA)_16
	Conflict- Desert Storm II- Back to Baghdad (USA)_17
	Conflict- Desert Storm II- Back to Baghdad (USA)_18
	Conflict- Desert Storm II- Back to Baghdad (USA)_19
	Conflict- Desert Storm II- Back to Baghdad (USA)_20
	Conflict- Desert Storm II- Back to Baghdad (USA)_21
	Conflict- Desert Storm II- Back to Baghdad (USA)_22
	Conflict- Desert Storm II- Back to Baghdad (USA)_23
	Conflict- Desert Storm II- Back to Baghdad (USA)_24
	Conflict- Desert Storm II- Back to Baghdad (USA)_25
	Conflict- Desert Storm II- Back to Baghdad (USA)_26
	Conflict- Desert Storm II- Back to Baghdad (USA)_27
	Conflict- Desert Storm II- Back to Baghdad (USA)_28
	Conflict- Desert Storm II- Back to Baghdad (USA)_29
	Conflict- Desert Storm II- Back to Baghdad (USA)_30
	Conflict- Desert Storm II- Back to Baghdad (USA)_31
	Conflict- Desert Storm II- Back to Baghdad (USA)_32
	Conflict- Desert Storm II- Back to Baghdad (USA)_33
	Conflict- Desert Storm II- Back to Baghdad (USA)_34
	Conflict- Desert Storm II- Back to Baghdad (USA)_35
	Conflict- Desert Storm II- Back to Baghdad (USA)_36

