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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.

This product has been rated by the Entertainment Software Rating 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.
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Here's the information you need to get Medal of Honor Frontline™ up and
running.

PLAYSTATION®Z2 COMPUTER

ENTERTAINMENT SYSTEM

MEMORY CARD siot 2

MEMORY CARD slot 1— disc tray
[ —— - RESET button
Eo—— Ty S— 3
| (o) —{ETagrmin)
[ B (OPEN) button

USB connector
S400 i.LINK connector
controller port 1
controller port 2

1. Set up your PlayStation®2 computer entertainment system according to the
instructions in its Instruction Manual.

2. Make sure the MAIN POWER switch (located at the back of the console) is
turned on.

3. Press the RESET button. When the power indicator lights up, press the open
button and the disc tray will open.

4. Place the Medal of Honor Frontline disc on the disc tray with the label side
facing up. Press the open button again and the disc tray will close.

5. Attach game controllers and other peripherals, as appropriate.

6. Follow on-screen instructions and refer to this manual for information on
using the software.



DUALSHOC
CONFIGURATIONS

L2 button R2 button
L1 button ‘ I | R1button
ol ]
,f;-{ff X \\ = [
I.-’r' A SONY

directional buttons < (| o JEL.:M
(D-button O] o e |
left analog stick (L3 button —- ( y | { '_;
when pressed down L% /K,, 1 \
SELECT button 1T L— /A button
ANALOG mode button O button
START button X button
right analog stick (R3 button when pressed down) [] button

MENU CONTROLS

To choose an option:
< Press the D-Button <> to browse or cycle through the different options.

<> Press the 3 button to select a submenu or change the current option.
< Within any submenu, press the A button to return to the previous screen.

NOTE: Default options appear in bold in this manual.




These are the basic commands for the MOH Sharpshooter controller
configuration. Four other configurations are offered as well as your own
customized configuration (» Controller on p. 10).

GENERAL GAMEPLAY

CROUCH
JN | /(g )
/ ;‘ : .-I!_ [t_'r—l : '.
|[:'J scim di JUMP
D o= (6
||__‘| Sarrg o e N
MOVE FORWARD =] A N\E = wHi
BACK/STRAFE LEFT/RIGHT [ V K \d/ TURN LEFT/RIGHT
CENTERVIEW (L3BUTTON)  \_ /\/ LOOK UP/DOWN
CALLHO PAUSE GAME/GO TO PAUSE MENU

WEAPONS HANDLING

AIM/LOOK

“E.P \ RELOAD
=)\ FIRE

/‘r L Y —

f 4 —

/ i NEXT WEAPON

— PREVIOUS WEAPON (R3 BUTTON]
MELEE ATTACK

* For more detailed information about all gameplay controls, » Playing the
Game on p. 11.

NOTE: The ANALOG mode switch will always default to ON as each level is
loaded.




The Cotentin Peninsula, France. June, 1944.

James Patterson, a twenty-four year old Lieutenant in the Air Transport Corps,
bravely piloted his over laden C-47 troop transport through bad weather, poor
visibility, and heavy enemy fire to deliver a regiment of U.S Airborne
paratroopers to their drop zones behind the beaches of Normandy, France. The
date was June 5, 1944, D-Day minus one.

As the last man hit the silk, Patterson’s C-47 was fired upon by German fighters.
With a hole in the tail and one engine burning, Patterson crash landed his plane
into an open field bounded by the unrelenting hedgerows of Normandy. Jimmy
and four of his crew survived.

Armed only with his pistol, an M-1 Garand rifle and a few grenades, Patterson
led his crew of airman toward the coast, taking out a few Wehrmacht
checkpoints along the way. Running low on ammo and determination, the crew
was eventually found by a small French resistance group known as the Maquis.
Earlier that evening, resistance groups throughout Northwestern France had
been alerted via Allied radio transmissions that the long-awaited, large-scale
Invasion against the German war machine was at last underway. They wanted in
on the fight and were ready to help in anyway possible. Jimmy and his group
were lucky to get picked up by the Maquis. The same could not be said for the
nearly 5,000 other brave Allied souls who lost their lives on that fateful day.

The resistance group saw Jimmy and his men safely to a small port city just
north of Quinéville, on the Eastern edge of the peninsula. On board an
unassuming fishing trawler, they navigated miles of German mine-studded
waters and finally reached the oncoming Allied armada. Jimmy was taken
aboard the transport ship USS Thomas Jefferson. Realizing that the task at hand
would demand the efforts of every able-bodied man aboard the vessel,
Patterson prepared to return to France. His finest hour was yet to come.

Fully equipped for combat, standing shoulder to shoulder with members of the
116th Infantry in the cramped quarters of a Higgins Boat—now in tow beside the
dark hull of the Jefferson, Jimmy listened intently to the quiet prayers of his
newfound comrades in arms.

Lieutenant James Patterson was headed back into France...the hard way.
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From the War Room (the main menu), you can get briefed and oriented on the
campaign, as well as start a new mission, learn more about the game, load or
save a game, or select new game options.

OPTIONS Set controller, audio, video, subtitles and gameplay
options. » Options on p. 9.

PLAY Begin the campaign on the beaches of Normandy and
load or save games. » Play below.

NEXT MISSION (If available) Start the next mission in your current
campaign. » Next Mission on p. 8.

GALLERY Review History and the Making Of each mission in the
campaign. You can also watch the credits. » Gallery on
p. 8.

PERSONAL RECORDS Review your personal stats and medals. » Personal

Records on p. 8.
PLAY

Ready to enlist in the 0SS? From the Play screen, you can hit the beach at
Normandy or manage your saved games.

<> To begin the campaign with the D-Day invasion at Normandy, highlight D-DAY
and press the 3 button, press the 3 button again to begin “Your Finest Hour".
» The Campaign below.

<> To load or save a game or start a new campaign, press the D-Button to select
the game management options. Then, press the D-Button ; to select your
option and press the # button. » Load/Save on p. 7.

<> To return to the War Room, press the A button.

THE CAMPAIGN

The Allied campaign to retake Europe is about to begin, but the 0SS has its
doubts. While Eisenhower and his generals prepare for the big battle at
Normandy, the 0SS is readying for the smaller ones far behind enemy lines,
where its agents may decide the outcome of the war. The 0SS is taking matters
into its own hands, and the best ones for the job belong to you, Lt. Jimmy
Patterson.

Climb into a Higgins boat off the coast of Omaha Beach, Dog Red Sector. At
dawn on June 6, 1944, you can join the first soldiers to hit the beach at the
Atlantic Wall in the greatest battle of World War II. Then make your way far

behind ene‘nlz lines and into the heart of the enemy defense.
6 |




MISSION LOG

After a mission has been completed, you can replay it at any time from the
Mission Log screen.

< To select a different mission to play, press the D-Button ] to select your
option and press the 38 button.

BRIEFING

From the Mission Log screen, you can get the latest Allied intelligence on your
next mission and all of your completed missions.

< Press the D-Button 7 to highlight a mission then press the 3 button to select
it. To see the mission briefing, highlight BRIEFING and press the % button.

JOURNALS

The Journals will give you specific intelligence about your next mission.

* lo go to the next page, press the 3 button. To return to the previous page,
press the A button.

LOAD/SAVE

NOTE: A saved game of Medal of Honor Frontline requires 149KB of free space on
a memory card (8MB) (for PlayStation®2),

In the load/save menu, you can load and save games or start a new game
altogether.

<> To load, save or start a new game, press the D-Button ; to highlight your
choice and press the % button.

<> To start a new game when you have already loaded a game, press the D-
Button ] to highlight NEW GAME and then press the % button.

< To return to the War Room, press the A button.
LOAD GAME

NOTE: Never insert or remove a memory card while loading or saving files.

In the load game screen, you can load a previously saved game.

¢ To select a game to load, press the D-Button { to highlight the save and press
the ¥ button.

<> To return to the Mission Log screen, press the A button.




SAVE GAME

You can save your game from the Mission Log screen after each successful
mission. From the Mission Log screen, press the D-Button < to access the
load/save menu.

< To save your current game, press the D-Button { to select SAVE GAME and
press the 3 button. At the save screen, you can choose to create a NEW SAVE
or you can overwrite a previously saved game by selecting one of them.

< To return to the Mission Log screen, press the A button.

NEXT MISSION
If you have loaded or started a campaign, you can proceed to the next mission
in the game.

<> To begin a new game when one is loaded, select NEW GAME in the load/save
menu. » Load/Save on p. 7.

GALLERY

After completing a mission, you can review the results of your success in the
Gallery. View actual footage from World War Il to see how your accomplishments
are changing the campaign for the Allies. You can also review movies on the
making of Medal of Honor Frontline.

* During the course of your campaign, you can unlock History and Making of
movies by earning a medal for each mission. Check this screen from time to
time.

<> To select the Gallery for a different mission, press the D-Button <> and press
the 3 button. Then, to choose to see the History or Making Of videos for the
selected mission, press the D-Button <> and press the 8 button.

PERSONAL RECORDS

In Personal Records, you can review the medals and statistics that you have
accumulated in the current campaign.

< To review Player Stats or Medals, press the D-Button 1 and press the % button.
PLAYER STATS

Player Stats include all of the firing and target information from your current
game.

< To return to the Personal Records screen, press the A button.




MEDALS

In your Medals case, you can review the medals that you have earned.
< To review your earned Medals, press the D-Button any direction.

<> To return to the Personal Records screen, press the A button.

rpy b
OPTIONS
From the Options screen, you can enter Passwords and adjust Bonus features,
as well as change Audio, Difficulty and Controller settings.
<> To select an option, press the D-Button <> and press the ¥ button.

<> To return to the War Room, press the A button.

PASSWORD

Other 0SS operatives may place passwords in the local media (such as gaming
magazines and websites). Enter these passwords into the Enigma Machine to
unlock a Bonus. After you enter a password, a new extra is available in the
Bonus screen.

<> To select a letter, press the D-Button any direction and press the % button.

< To enter the selected password, select SEND and press the 3 button. The
password is entered.

<> To get to the Bonus screen after entering a password, press the A button to
return to the Options screen. Then, press the D-Button <> to highlight BONUS
and press the ¥ button.

BONUS

% A Bonus can unlock cheats and special features.

< To highlight a different Bonus, press the D-Button ?.

<> To toggle use of a highlighted Bonus, press the 3 button.
<> To go back to the Options screen, press the A button.




CONTROLLER

< To select a different setting for your controller, press the D-Button <> and
press the 3% button.

CONFIGURATION

INVERT Y AXIS
CROSS HAIRS
GRENADE COOK

VIBRATION
AUDIO

To browse from the available configurations or select your
own, press the D-Button <. To select a configuration,
press the ® button.

When ON, your up/down axis will be reversed.
When ON, the aiming cross hair is on-screen at all times.

When ON, you can hold on to the grenade and shorten the
amount of time it takes to explode.

When ON, your controller vibrates based on game events.

< To select a different audio setting to configure, press the D-Button «> and
press the 3 button to change the setting value.

SOUND EFFECTS

MUSIC
SOUND TYPE

Volume level for sound effects and ambient sounds in the
game.

Volume level for music in the game.

Press the % button to toggle between STEREOQ, MONO and
DOLBY SURROUND.

DIFFICULTY

EASY

NORMAL

HARD

Player is a skilled marksman and heals fully between
levels. Enemies are new recruits.

Player and enemies are evenly matched and some healing
occurs between levels.

This is war! Your enemies are truly dangerous
and no healing occurs between levels.



To succeed at your missions, you need to know your weapons, objectives, and
controls, for success comes from knowing more than just how to aim and shoot.

MAIN GAME AREA ==

= o LOADED AMMO
COMPASS/HEALTH METER w—m Q A k| o ]_ AMMO SUPPLY

Il-"""ll--"'.'.

——— B = T

On the game screen, you should pay regular attention to the compass and
health meter. Also, you should be aware of your weapon ammao levels.

From time to time, important text messages appear at the top of the screen.
The following controls are for the MOH Sharpshooter.

MOVEMENT CONTROLS

< To move forward and back, press the left analog stick 3.
< To strafe left and right, press the left analog stick <.

< To look up and down, press the right analog stick ?.

<> To turn left and right, press the right analog stick <.

<> To center your view, press the L3 button.

< To jump, press the A button.

< To toggle crouching, press the L2 button.

<> To perform an action, press the % button.

WEAPONS CONTROL

< To fire, press the R1 button.

< To reload, press the R2 button.

< To cook a grenade when the option is ON, press the R2 button.
< To switch to your next weapon, press the @ button

< To switch to your previous weapon, press the Il button

< To melee attack with the weapon, press the R3 button.

* You can use Aim Mode to zoom in and get better aim on a
target. For more information, » Aim Mode on p. 14.




MISSION OBJECTIVES AND OTHER CONTROLS

Before a mission, you can review the objectives in the Briefing screen. During a
mission, you can re-check the objectives as you accomplish them in the Pause
Screen.

< To pause the game and open the Pause Screen, press START. » Pause Screen
on p. 16.

COMPASS AND HEALTH METER

Pay attention to your compass. In addition to assisting in navigation, the
compass can be a lifesaver.

LIFE METER s k - ‘1— HIT LOCATION INDICATOR
- ]—— DIRECTION INDICATOR

When you are hit by enemy fire, a red flash appears in the quadrant of the compass
from which the shot came. As you take damage, the ring around the compass
shrinks, changing from green to red, until the ring and your health are gone.

< To toggle display of the compass, health meter and ammo counter, press the
D-Button < for ON, and press the D-Button — for OFF.

HEALTH

To restore health, look for the following items:

MEDICINAL CANTEEN Restores 10% of your total health.
MEDICAL KIT Restores 25% of your total health.
FIELD SURGEON PACK Restores 50% of your total health.




WEAPONS

In the lower-right corner of the game screen, you can see the remaining amount
of ammo you're carrying for the selected weapon and the amount of ammo
remaining in the loaded clip.

PISTOLS

Weapon Accuracy Rateof Fire Damage  Clip Capacity
Colt .45 3 20 10 7

Walther P38 3 20 9 8

Webley and

Scott Silenced pistol |3 40 10 T
RIFLES

Weapon Accuracy Rate of Fire  Damage  Clip Capacity
M1 Garand 2 30 12 8

Springfield ‘03 Sniper | 1 40 16 5

STG 44 3 8 10 30

BAR 3 10 20

Gewehr 43 1 40 16 10
SUB-MACHINE GUNS

Weapon Accuracy Rateof Fire  Damage  Clip Capacity
MP40 3 5 6 32

Thompson 3 4 6 20
GRENADES

Weapon Accuracy Rate of Fire Damage Clip Capacity
Mark Il Frag Grenade | NA NA Explosion | NA
Stielhandgranate NA NA Explosion | NA
HEAVY WEAPONS

Weapon Accuracy Rate of Fire Damage Clip Capacity
Shotgun NA 55 5-75 8

Bazooka 1 200 Exp. 1
Panzerschreck 1 200 Exp. 1




AMMO

Each class of weapon has a type of ammunition that it can use. You can find
ammo during the course of your missions and use it.

<> To reload, press the R2 button.

Even if you are out of ammo, you can still swing your gun to club enemies in
hand to hand combat. n

<> To strike with the weapon, press the R3 button.
< To switch to your next weapon, press the @ button.
< To switch to your previous weapon, press the Il button.

WEAPONS MODES

In addition to using the arsenal of weapons that you may find, you should be
familiar with any zoom features or stationary weapons that you may encounter.

AIM MODE

Aim Mode lets you focus on getting a good shot on a slow-moving or stationary
target. When you enter Aim Mode, you utilize the aiming sight or the scope of
your current weapon and steady your aim, heart and movements to hit the target.

1
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<> To activate Aim Mode, press and hold the L1 button.
< For Sniper Rifle only: To zoom in and out, press the D-Button 2.

<> To move your aim, press the right analog stick.
<> To fire, press the R1 button.




GUN EMPLACEMENTS
You may encounter and be able to man stationary gun emplacements behind

enemy lines. Usually, these weapons are heavy-caliber machine guns and can
quickly clear an area for you.

< To man a gun emplacement, move next to the weapon and press the %
button.

rRBYEY™ ~
ITEMS
You can pick up mission orders, keys and other items to assist you in completing

your mission.

< Walk over an item to pick it up. A text message indicates that it's been added
to your inventory.

After an item is collected, the item is automatically used in the location where it
Is needed.




PAUSE SCREEN

You can pause the game at any time to review objectives, or end your game
through the Pause Screen.

PAUSE

§ PiMeet the Captain on Shore
COMPLETED UEJEETWES—E 24 Rescue 4 Pirned Down Sguad Members

PR Rexon Sguad at shingle Esbarkmert
AU TSR [ Y S 5 ccue Ergiresr at Ené of Embarksert

CONTINLE

<> To pause the game and open the Pause Screen, press the START button.

The Pause Screen lists your objectives for the current level with a check in
the box next to all objectives that have been completed so far.

< To return to the game, press the D-Button <> to highlight CONTINUE and
press the ¥ button.

< To quit your current game, highlight QUIT and press the 3 button. On the
next screen, press the D-Button <> to highlight YES and press the %8
button. The quit screen gives you the option to Save the game (> Save
Game on p. 8), Replay Mission, or, or Return to War Room. Press the D-
Button 7 to highlight an option and press the 3 button to select it.

ALARMS

Some facilities that you infiltrate are equipped with alarm systems. Enemies
alerted to your presence may set off the alarm to signal others. You can turn

off alarm systems—or turn them on to draw out and ambush the
reinforcements.

<> To activate or disable an alarm, press the % button.
<> To destroy an alarm, stand back and shoot it.




GETTING AROUND

A good agent behind enemy lines finds ways to move quickly towards his
objectives with a minimum of interference.

HOPPING A RIDE

A number of our contacts may provide rides for you through enemy territory.
They are undertaking significant risks to do so. If possible, avoid engaging
enemy units, but do not hesitate to defend your vehicle and agent if under
attack.

< To hop a ride, press the ¥ button.

DISGUISES

Uniform Disquise

Occasionally, you can obtain a disguise that will allow you access to restricted
areas. A misplaced enemy uniform and security pass makes for an excellent
disguise. When disquised, avoid movements that may attract unwanted
attention, such as arming yourself, and present your pass when it is requested.
Remember that you are one man against an entire army, so it is best to avoid
combat.

<> To acquire a disguise, approach an enemy uniform.

< To present your pass, make sure the pass is selected as your weapon and
press the R1 button.




YOUR ALLIES

Depending on the mission, you may find yourself fighting alongside other Allied
soldiers. In some cases, you are the mission leader, and you may receive vital
information from them in the field. You should do whatever you can to protect
them, so they can complete their assignments for the mission. They also can
supply some much needed firepower to help you get past your enemies.

MISSION RATINGS

At the end of each mission, you receive a rating based on your performance.

BRONZE STAR Complete level.
SILVER STAR Complete level and neutralize 95% of the enemy.
GOLD STAR Complete level, neutralize 95% of the enemy and

maintain 75% health.

* |f you receive all Gold Stars for the levels in a mission, you receive a combat
medal.




REWARDS AND MEDALS

Excellence has its rewards. If you perform well enough, you may be eligible for
mission and campaign medals.

MISSION MEDALS
ARMY COMMENDATION For heroism, valor or meritorious service while

MEDAL serving in the Army after 6 December 1941.

SOLDIER'S MEDAL For heroism involving the voluntary risk of life
under conditions not involving conflict.

DUTCH WWII For service in the liberation of the The

COMMEMORATIVE CROSS  Netherlands from Nazi occupation.

LEGION OF MERIT For exceptionally meritorious conduct in the

performance of outstanding services and
achievements by key individuals.

DISTINGUISHED SERVICE For heroism or extraordinary achievement while

FLYING CROSS participating in aerial flight in any capacity in the
Armed Forces.

ARMY DISTINGUISHED For exceptional meritorious service to the Army

SERVICE MEDAL In a duty of great responsibility in which

performance is clearly exceptional.

DISTINGUISHED SERVICE For any act of heroism that is so extraordinary as
CROSS to set the individual apart from his comrades.

BRONZE STAR For a single act or meritorious service
accomplished with distinction while in the
military service of the United States.

SILVER STAR For galantry in action against an enemy of the
United States while engaged in military
operations involving conflict with an opposing
foreign force.

EA % TIP When you complete a level you can always replay it later
(» Mission Log on p. 7) and try for a better rating.

END OF GAME MEDALS

At the end of the game, you can earn a medal based on your performance
through all the missions. If you are good enough, you may receive the
Distinguished Service Cross.

EA * TIP If you complete all levels with an Excellent rating, you receive a
secret bonus award.




The Distinguished Service Cross is awarded in recognition
of extraordinary heroism in connection with military
operations against an opposing armed force.

This commendation is presented to a person who, while
serving in any capacity with the Army, distinguishes
himself or herself by extraordinary heroism while engaged
in an action against an enemy of the Unites States; while
engaged in military operations involving conflict with an
g*;ﬁﬁﬁ%’;%g‘é“m opposing/foreign force; or while serving with friendly
foreign forces engaged in an armed conflict against an
opposing Armed Force in which the United States is not a belligerent party.

The act or acts of heroism must have been so notable and have involved risk of
life so extraordinary as to set the individual apart from his or her comrades.

Inaugurated in 1862 in the middle of the Civil War, the founding legislation
sought to create 2,000 Medals of Honor to be presented “to such non-
commissioned officers and privates as shall most distinguish themselves by
their gallantry in action, and other soldier-like qualities, during the present
insurrection.” Since the awarding of the first Medal of Honor to Army Private
Jacob Parrot in 1863 for crossing Confederate lines to destroy a railroad, after
millions of men and women have served their country through the six
subsequent major wars, only 3,433 individuals have risen to the challenge to
embrace the qualities that warrant this great distinction.




ABOUT THE CONGRESSIONAL MEDAL OF
HONOR SOCIETY

In 1946, the Medal of Honor Society was formed to uphold the qualities of the
Medal of Honor and to provide assistance to indigent recipients. Whether they
became millionaires or laborers in peacetime, the CMOHS seeks to promote a
brotherhood between recipients, for there are no "winners” of the Medal of
Honor and no victories on the battlefield without brothers to protect. In so
protecting, a number of recipients have given the ultimate gift to their brothers
and their country. In their memory and those who have subsequently passed on,
the CMOHS retains the record of their valiant actions. For living recipients, the
CMOHS seeks to promote full and vibrant lives in peace for these living symbols
of what it means to be an American. In times of duress, Americans need to look
no further than the Congressional Medal of Honor Society for the values of valor,
respect and honor across the spectrum of American backgrounds—the values
that make this country great.

Electronic Arts is privileged to participate in the Society's continuing education
and awareness efforts on behalf of the Congressional Medal of Honor and its
recipients. You can learn more about the Society and the recipients at the
Society website: www.cmohs.org.
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Matt Omernick, Stephen Ratter, Eric Serrano

Props/Texture Artist: Omaha Perez

Animation: Ken Angliongto, Neil Ishimine, Lonnie Kraatz, Dave Kury, Craig McPherson,
Kevin Scharff

Character Modelers: Kevin Chen, Scott Eaton, Jonathan Gregerson, Chun-Chong Leong
Sound: Jack Grillo, Jeremy Hall, Rebecca Hanck, Yuan Liu, Eric Shemkovitz

Gallery Movie and Dialogue Editing: Danny Bilson, Paul DeMeo

International Development: Atsuko Matsumoto, Dagmar Bruenig, Lafayette Taylor
Localization Engineers: Ken Allen, Pedro Arroyo

Additional Engineering: Ken Ayers

Additional Art: Tom Inesi

Military Advisor: Capt. Dale Dye USMC (Ret.)




Studio

EA Los Angeles General Manager: John Batter
Chief Technology Officer: Steve Anderson

IT Director: Steve Arnold

Network Administrator: Joe Aguilar

IT Support: Steve Rottman, Ray Robinson

Marketing and Public Relations

Director of Marketing: Jillian Goldberg

Product Marketing Manager: Lincoln Herschberger

Marketing Assistant: Nick Abstoss

Documentation; Steve Olson

Documentation Layout: The Big Idea Group, Inc.

Package Design: Hamagami Carroll & Associattes, Mark Hausler
Package Project Management: Vyn Arnold

Package lllustration/Photography: Hamagami Carroll & Associattes, Matt Hall
European Product Manager: Audrey Meehan

European Marketing Director: Jonathan Bunney
Public Relations Director;: Anne Marie Stein
Public Relations: Steve Groll

EALA

Test Lead: Damon Tripodi
Assistant Leads: Rob Lundy, Jason Reis, Darren Seghesio

Test Team: Evan Branning, Scott Carroll, Daniel Constant, John Cross, Robert Chase Jones,
Matthew 0. Johnson I, Brian Mathison, Gene Perry, David Sanchez

Additional Testing: Jason Boles, Carlos Garcia-Shelton, Randy Kirby, William Lee, Kevin Lewis,
Keith Nakamura, Jeffrey Spierer, Caleb Sweazy, Evan Wingate
Director of QA: Steve Arnold

Music

Music Composed and Produced by: Michael Giacchino
Score Orchestrated and Conducted by: Tim Simonec
Score Recorded by: Steve Smith,

Xtreme Studios

Score Performed by: Northwest Sinfonia
Northwest Boys Choir

Soloist: Anders Marshall

Choir Conductor: Joe Crnko

Music Copyist: Gregg Nestor

Contractor and Concert Master: Simon James

“The Songless Nightingale”
Composed by: Michael G. Giacchino
Lyrics by: Scott J. Langteau
Arranged by: Alkiviades Steriopoulos
Adapted for German by: Bettina Spier




Audio

Character Lip-synch: Aaron Bitzer, Kristin Solid, Ashley Hoffman, JJ Martinez, Mark Nelson
Michele Allan, Annie Wong, Yu Yi Wang, Heather Wilbur, Keith Nakamura, Matthew Johnson,
Jason Reis, Carlos Garcia-Shelton

Voice Actors: Andreas Beckett, Antoinette Boers-Miller, Steve Buelen, Neal Dickson

Mark Eckelberry, Patrick Emerson, Eddie Frierson, Tommy Lamey, Peter Lavin, Curt Lowens
Christian Malmin, Nick Meaney, Christian Oliver, Louise Outarra, Jurgen Peretzki, Christian
Rollich, George Salden, Reiner Schone, Thomas Schumann, Jeffrey Vander Byl, Angela Visser,
Torsten Voges, Kai Wulff, Charles de Vries

Featuring:

W. Morgan Sheppard as Colonel Hargrove
Adaptation Services & Vocal Direction
Charles de Vries - Voicegroup

Runtime Dialog: Scott J. Langteau

Video

Gallery Movies
Written and Edited by: John Garcia-Shelton

EARS

Lead Tester: Jose Gonzales

Core Testers: Jamie Chang, Eric Houser, Enrique McAllister, Noel Pacheco, Eddie Rivera
Project Supervisor: Ludon Lee

Director of QA: Kurt Hsu

Customer Quality Control: Darryl Jenkins, Dave Knudson, Andrew Young, Tony Alexander,
Benjamin Smith, Russell Medeiros, Simon Steel, Anthony Barbagallo

Additional Level Art

by Studio Mythos Inc.

Art Director: Mark Pajarillo

Lead Artist / Level Designer: Richard Smith

Level Designers: Pete Cruz, Casto Vocal

Artists: Don McDermott, Brian Sanchez, Sean McKinney, Aries Satria, Mireille Ferrari,

Ryan Odagawa, Rich Wong

Project Manager: Kevin Hendrickson

Associate Producer: Irene Mapua

Associate Producer: Christy Jue

Designer: Newton Mapua

Special Thanks: Smithsonian Institution, National Air and Space Museum Washington, D.C.,
Russell Lee, National Archives at College Park, MD, John Taylor, Charles DeArman, WWII
Archival Material, Russ Lee, Mark Taylor, Melissa A. N. Keiser, Texas Military Historical Society,
The Commemorative Air Force in Camarillo, Pat Brown, Dave Long, Charles Miller, Weapons
Collector, Gunner Ableson, Steve Karns, Sid Stembridge Gun Rentals, Sid Stembridge, Wes
Thompson Rifle Range, Mike Thompson, Ken Felton, Marc Farly, Charlie Stockley, Tiburon, Icer
Addis, James Brookes, John Schappert, Jim Spoto, Dave Swansaon, Scott Taylor, Mike
Weilbacher, Erik Woods, TEWS Entertainment




Creator: Frontline Theme Credits Video and Peter Hirschmann

Thanks: Jon Galvan, Mitch Miles, Ede Clarke, Job van Uchelen, Pete and Maria Shore, Simon
van Gelder, Greg Gerarde USMC, Edward J. Fik IV, Dan Sonntag, Tony De Lazzaro, Brian Horton,
Max Spielberg, Noelani Weaver, Jennifer Pulskamp, Petr Kazil, Darby Kane, Jim Camarillo,
California Historical Group, Craig Cieslik, Nick Friedrich, David Gordon, Page Gordon, Cris
Hinojosa, Dan Middleton, Eden Alair, Vi Truong, Chris Tilton, Al Johnson, Erik Woods, Paul Tonks
Created by: Steven Spielberg
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ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this product that the recording medium on
which the software program(s) are recorded (the “Recording Mediunr'), and the documentation
that is included with this product (the “Manual ) are free from defects in materials and
workmanship for a period of 90-days from the date of purchase. If the Recording Medium or the
Manual is found to be defective within 30 days from the date of purchase, Electronic Arts
agrees to replace the Recording Medium or Manual free of charge upon receipt of the
Recording Medium or Manual at its service center, postage paid, with proof of purchase. This
warranty is limited to the Recording Medium containing the software program and the Manual
that were originally provided by Electronic Arts. This warranty shall not be applicable and shall
be void if, in the judgment of Electronic Arts, the defect has arisen through abuse, mistreatment
or neglect. This limited warranty is in lieu of all other warranties, whether oral or written,
express or implied, including any warranty of merchantability or fitness for a particular
purpose, and no other representation of any nature shall be binding on or obligate Electronic
Arts. If any such warranties are incapable of exclusion, then such warranties applicable to this
product, including implied warranties of merchantability and fitness for a particular purpose,
are limited to the 90-day period described above. In no event will Electronic Arts be liable for
any special, incidental, or consequential damages resulting from possession, use or
malfunction of this Electronic Arts product, including damage to property, and to the extent
permitted by law, damages for personal injury, even if Electronic Arts has been advised of the
possibility of such damages. Some states do not allow limitation as to how long an implied
warranty lasts and/or exclusions or limitation of incidental or consequential damages so the
above limitations and/or exclusion of liability may not apply to you. In such jurisdictions, the
Electronic Arts’ liability shall be limited to the fullest extent permitted by law. This warranty
gives you specific rights. You may also have other rights that vary from state to state.

RETURNS WITHIN THE 90-DAY WARRANTY PERIOD

Please return the product along with (1) a copy of the original sales receipt, showing the date of
purchase, (2) a brief description of the difficulty you are experiencing and (3) your name, address
and phone number to the address below and Electronic Arts will mail a replacement Recording
Medium and/or Manual to you. If the product was damaged through misuse or accident, this 90-
day warranty is rendered void and you will need to follow the instructions for returns after the 90-
day warranty period. We strongly recommend that you send your product using a traceable
delivery method. Electronic Arts is not responsible for products not in its possession.

RETURNS AFTER THE 90-DAY WARRANTY PERIOD

If the defect in the Recording Medium or Manual resulted from abuse, mistreatment or neglect,
or if the Recording Medium or Manual is found to be defective after 90 days from the date of
purchase, please return the product along with (1) a check or money order for $15.00 made
payable to Electronic Arts, (2) a brief description of the difficulty you are experiencing and (3)
your name, address and phone number to the address below, and Electronic Arts will mail a
replacement Recording Medium and/or Manual to you. We strongly recommend that you send
your product using a traceable delivery method. Electronic Arts is not responsible for products
not in its possession.



EA WARRANTY CONTACT INFO

E-mail and Web page: http:/techsupport.ea.com
Phone: (650) 628-1900

EA WARRANTY MAILING ADDRESS

Electronic Arts Customer Warranty
P.0. Box 9025
Redwood City, CA 94063-9025

NOTICE

Electronic Arts reserves the right to make improvements in the product described in this
manual at anytime and without notice. This manual and the product described in this manual
are copyrighted. All rights reserved. No part of this manual may be copied, reproduced,
translated, or reduced to any electronic medium or machine readable form without prior written
consent from Electronic Arts.

e —e— e . R R
NEED A HINT? Call the EA HINTS & INFORMATION HOTLINE for recorded hints, tips, and
passwords 24 hours a day, 7 days a week!

n the US, dial 900-288-HINT (4468). 95¢ per minute.

n CANADA, dial 900-451-4873. $1.15 (Canadian) per minute.

f you are under 18, be sure to get a parent’s permission before calling. Hotline requires a
touch-tone telephone. Call length determined by user; average length is four minutes.
Messages subject to change without notice.

TECHNICAL SUPPORT—If you need technical assistance with this product, call us at (650)
628-4322 Monday through Friday between 8:30-11:45 AM or 1:00-4:30 PM, Pacific Standard
Time. No hints or codes are available from (650) 628-4322. You must call the EA HINTS &
INFORMATION HOTLINE for hints, tips, or codes.

TECHNICAL SUPPORT CONTACT INFO
E-mail and Web page: http:;//techsupport.ea.com
FTP Site: ftp.ea.com
Mailing Address: Electronic Arts Technical Support
PO Box 9025
Redwood City, CA 94063-9025
If you live outside of the United States, you can contact one of our other offices.

In Australia, contact: In the United Kingdom, contact:
Electronic Arts Pty. Ltd. Electronic Arts Ltd.

P.0. Box 432 P.O. Box 181

Southport Qld 4215, Australia Chertsey, KT16 0YL, UK

Phone (0870) 2432435




In Australia: For Technical Support and Game Hints and Tips, phone the EA HOTLINE: 1 902 261
600 (35 cents per min.) CTS 7 days a week 10 AM-8 PM. If you are under 18 years of age
parental consent required.

Software & Documentation © 2002 Electronic Arts Inc. Electronic Arts, EA GAMES, the EA
GAMES logo and Medal of Honor Frontline are trademarks or registered trademarks of
Electronic Arts Inc. in the U.S. and/or other countries. Medal of Honor is a trademark or
registered trademark of Electronic Arts Inc. in the U.S. and/or other countries for computer and
video game products. All rights reserved. Dolby and the double-D symbol are trademarks of
Dolby Laboratories. EA GAMES™ is an Electronic Arts™ brand.

All other trademarks are property of their respective owners.

PROOF OF PURCHASE
Medal of Honor Frontline
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Order your copy of the

Medal of Honor Frontline” Soundirack

today! Featuring 18 original tracks from
acclaimed composer Micheal Giacchino.

Available at MOHFL.ea.com
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Music from game rated "T" (Teen) by the ESRB
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