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From the heart of the Third Reich tothe mostremoteisianis
inthe South Pacific, commanit Sergeant*Tiny: McHale ani
his elite groupof griity soldiers and ukilize theircombined
expertise toventure deep into enemyternioryananamempt
1o changethe
course of WWII.
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Allnew 3D engine: rotate the environment 360
egrees, move seamiessly in/outof buildings,
submarines, planes and underwater, and zoom
in/out of the environment

Interactlike never hefore with the environment:
steal enemy uniforms and weapons, climh poles,
swing from cables, swim, utilize vehicles, and
climb in/outof buildings

seductress, thief, and evena dog

Authentic WWII scenarios: 10 missions spanning 9iditieren
night and day with realistic weather effects

Eaninitiplayer: Go to war in a cooperative multipi
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I ase read before using this video e or llowing your children t 1 « Type dxdiag
ome peopl are susceptible to epileptic seizures or loss of conscio « Click on OK | 1
I; when exposed to certain flashing lights or light patterns in everyday uch « Click on the Save Infermation button and sa&e the file to your computer.
ng « When you call our Technical Support line either have this file open'i: have a print

people may have a seizure while watching certain monitor images or
certain video g\in

of epilepsy or has never had any epileptic seizures. If you or anyone
family has ever had symptoms related to e;ﬁpsy (seizures or loss o

es. This may happen even if the person has no me copy. If you send an e-mail query you may attach the file to the e-mail.

| L]
® What error message(s), if any, you have h
‘T ® How the game is currently configured.

consciousness) when exposed to flashing lights, consult your doctor

playing. We Ivise that parents should monitor the use of video games by their | B ] i
. . - . NOTE: OUR SUPPORT AGENTS DO NOT HAVE AND WILL NOT GIVE GAME HI
hildren. If r r child experience any of the followin m
i e lip @ oryour | Y O aenoig ! STRATEGIES OR CODES .
dizziness, blurred vision, eye or muscle twitches, loss of consciousn
disorientation, any involuntary movement or convulsion, while playing a video Bodi e Sum Bracedure: H

game, IMMEDIATELY discontinue use and consult your doctor.

In the event our support agents determine that your game disk is defective, you will need

b to forward material directly to us, please include a brief letter explaining what is enclosed
e L ~ and why you are sending it to us. The agent you speak with will give you a author
"-'-’| . d wh ding Th veak with will i horizati

tand too close to the screen. Sit a good distance away from the

“that we may contact you if necessary. Any materials not containing this authori
s far away as the length of the cable allows. | number will be returned to you unprocessed and unopened. Your postage paid
ke e not had much sleep. should be sent to the following address: S

=g g .
are playing is well lit. i - o
Eidos Intera

Bran Street, suite 400
San Francisco, CA 94107
BMA# (include your authorization n 1

@

while playlng a video game. tive Customer Services

1 f |I
dos Interactive will e ]

i Iefdr‘fpétage for your game to our se -" cen
- Lostinthe AbyssE :
_}' ‘the EIDOS In racu* int Line

.. 1-900-77EIDOS (773- 4367’L

IDO 64311567
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TACTING TECH SUPPORT:

u have a technical problem with the g. our pport Department is here

site contains up-to-date information the most common difficulties with of

this information is the same as that used by our support agents. [If you are unal

information you need on our web site, please feel to contact us via e-mail, fi

or letter. (When contacting us via email or fax, ple ensure to put the game ti
subject of your J;age)
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Assistance Via the World Wide Web: . }' GETTING STARTED

MULTIPLAYER GAHES

latest support information for Gangster 2
http://www.eidosinteractive.com/support/index.html. Our support FAQ's are avai
o ﬁr convenience. These pages are updated frequently and have the same inf
support techs will use to answer your question if you call or e-mail us. The
out 90% of the questions we are asked can be found there, so it really is worth the time to

® Tiodlcg PLAYING THE GAME

P

y find # ’ '

The fastest wa:FJ answer most questions is by visiting our online support. You
e 24-7 for |

l ~ UPA PROFILES
i

CONFIGURATION MENU i

stest way to get an answer to your question is to e-mail us. (You will find our

on forms at our web site) We typically respond to email queries within 24-48 GAME INTERFACE

e business week. Response times can be considerably longer over the
and i iately after a product release. It all depends on how many f

ail is coming in at any one time, but we do try RESOURCE MEN
as possible. Weekdays, excluding holidays, » of i + @

| give e-mail questions our highest priority. , W SYSTEM MEN
b ™ . =

|
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5 Transfer Protocol) area where you ] e
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of towering mega-cities, each inhabited by millions of humans. Buildings are growing
ever-upwards, interconnected with a thick web of roads, walkways and service
channels. In these giant human hives, only the affluent may feel the rays of the sun and
breathe the cleaner air.

|
I Due to severe overpopulation, the planet Earth’s diameter is increasing with the growth
Descending thousands of feet through the echelons, conditions steadily decline to slum
. level. The inhabitants of these squalid areas barely glimpse the murky sunlight that
filters through the dense infrastructure above. And below the

slums lie even more repugnant conditions... an underworld

occupied by criminals, cultists, the wretched and
deranged. Assumed derelict, the very lowest of these areas
is visited only by structural engineering teams
when foundations require strengthening - in
order to accommodate yet further
elevations.

These Cities are Policed by the UPA
(Urban Protection Agency), one such
. team is called in to investigate
roblems at the ‘Real Meat' factory, in
ich all the equipment has started to
multaneously malfunctio_r;l. Technicians
sent to repair the m

gone missing withou .
Here begins' The
trail of inquiry...
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Programming:

Gavin Rummery

Phil Callaghan

Duncan Hopkins

Additional programming:

Neil Duffin

Graphic Artists & level design:
Heather Gibson, Neil Boyd
Caroline Evans, John Lilley
FMV / Cut scene sequences:
Peter Barnard

Human animation & models:
Stuart Atkinson

Enemy animation & models:
Joss Charmet

Additional artwork:
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.
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Assistant Lead:
Colby McCracken
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USING SWITCHES L

Throughout the e the team will n to operate switives, these are used by positioning
a team member infront of the switch p iﬁg the Action Cursor over the switch and clicking
the Action button./In some cases a prc')lan' ed holding of the switch maybe required, this is
achieved by holdlglg the Action button and without releasing it activating the Resource
Menu by pressiz‘_'he right mouse buttan, at which point the character holding the switch
is locked into pi ition until you reselect him and move him away from the switch.

¥
F—

. REPAIRING ITT:IS i | |
. Andre is your engineer and as surch will be called upon from time to time to try and repair
various systems. To successfully repal'r an item you must place your cursor over the
pf)ll’ bar, cllclng and holding the action button will initiate the bar slider, releasing the
| action button will cause the slider to skﬂ) If the slider stops within the blue zone one
repair point W|II be added, the number of repalr points will be displayed at the base of the
I' screen. If you stop the slider in the red zone one repair point will be lost. Once the
required number of repair points is gained the system will again be able to work normally.

DOWNLOADING INFORMATION
At certain points of the game Minoko will be called upon to download information from
the various computer terminals located throughout the city. Many of these terminals are
itted with ‘time-out’ security features and only a specialized skilled operative like Minoko
ill be able to open the codes before the terminals lock and reset themselves. To crack
each phase of the terminal code position the cursor over the relevant spinal clicking once
! ' I en e re completing the code successfully will enable
e red zone or running out of time will relJIt in

ither by a€cessing the System Menu in game by
© G , or by using the Quick Save key'F/hlch

i -
i o
o
aved game at the Start Menu by selecting Load Game, at

e again selecting Load Game, or by usingp the Quick Load key

e UICk Load key will automatically Load the Iast Save Game file
e 'oad ame option tallough e er the Sta Qr System Menus
se which Save Game file to Load.

w '

' I esb re. Experienced and serious — Carter’s future
1

UPA PROFILES

Carter — 36 year old male.FUPA Squad*
Leader. Has plenty of experience and has
worked his way up through the UPA
ranks to his present position. Takes his
job and position seriously. Not looking
forwardito ‘retirement’ to a desk job at 40
as is s‘?ndard in the UPA. Serious, in-
com_mar"nd and in-control.

Minoko — 20 year old female. UPA Tech
Division. An orphan who was taken onto
the UPA youth training program at 9
after showing high levels of aptitude |
with computers her ability to hack into almost any system was

noticed by the UPA as a skill that would benefit their organization. She has traine
ever since, and became a full UPA operative at 17 — the youngest age possible.
Limited in-the-field experience; has only been working with Carter and his team fi

1 year. Young, cheerful and optimistic.

Andre — 32 year old male. UPA Engineering p' sior I A' 'Iled_engineler with a natural
systems. Joined the UPA
ous job as a SkyLift
ide problem, but still

ability to understand and repair mechanical

5 looking for excitement after grow

engineer. Considered by his super_i 10

expected to fill Carter’s shoes when fie ‘retir |

C injuries in a

ay accident at the age of 19 and chose to become © Veta Heads of
the UPA rather than have, normal human-cyborg reco nstruc gery"las
beco incria_éielgly withdrawn and achlr'1e-likle as the years
seems to happen with members of the Cyborg Division. When <
quiet, calm and r’nordse. She is capable of operating i azardol

dr r- Y
A&Z&jr ! 27 year old female. UPA C ‘n'
S

— +
Control - 48 y'ar old male. UPA Control. Retired field operative
position as the 5th member of Carter’'s 4 man squad. Altho

.}eam en Vi dependl on the '“ST‘O” he and Carte

| H
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MULTIPLAYER  Select to display MULTIPLAYER MENU

|
| GETTING STARTED
Following installation launch the game and a short introductﬁry sequence
this is completed you will be presented with the MAIN MENU, your optio
follows: |
START Select to display MAIN MENU (Single player)

-

CONFIGURE  Select to display CONFIGURATION MENU

T e —

QUIT Select to quit to OS !

START MENU
Here the following options are available:

T gl s

NEW GAME Select to commence new single player game

LOAD GAME Select to display the list of previously Saved Games, click on the

i L | game you wish to load and the game will restart from the save point

SELIIE_b_'i LEVEL Select to display list of unlocked levels that can be played at any time

- BACK

i l

AR i __..-'_ fl LIl F' |
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SWITCHING BETWEEN! L | E
TEAM MEMBERS = = @ | |

There are three ways of swit%hing betwee t%{m members:

QUICK KEYS: ' b
Directly switch team members as foIIows.'ECaner 1, Minoko 2, Andre 3, Amber 4. Scroll {
through team members using P or O. ! e |

RESOURCE MENU: / {

Click on the icon of the desired team member within the Status bar 16 transfer c!)ntrol.

ik I
IN GAME:
Use either Quick keys — as described above, alternatively when passing the Actio Curslor
over another character their name will appear on screen and a status box around their
person, clicking the Action button will transfer control to that Team member. | Unle
weapon is drawn. I

USING AND ACTIVATING ITEMS IN THE GAME WORLD

Tsplayed at the bottom of the screen. Presﬁng Acti
Tl

EGEN POINTS L
hese points are where team mem
to zero. As a team member walks
is then becomes that particular
activated then the other team members under ol
set. en Points can als II:ﬂrge your
surrounding you; remain

e used to recl

RECHARGE
At various points in the le thp team will discoverfech g
[ |lecha-|"ge your current hqd weaponry. f

il

activated wi
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T ME SHOCK - ] E
| A|h|—tech UPA weapon that fires an energy field disrupting lme around use(ll to
' stun particularly tough enemies. Choose from the two different modes:

Beam Mode - effects only one enemy at a time, ﬁ_re the bearq directly at th‘ my.

Area Effect Mode — the weapon will ﬁ’:‘ a smaﬂiarojectile and the first thing hit by the

projectile will become the center of the area e;ﬂact. Any living creature inside this area

f weapon

will have its time frame slowed down. This weapon uses a large amou

-_ -

PIPE BOMB
Contact mode - explode on contact with person or environment.

Proximity mode - explode when an enemy is detected nearby.
MISSILE LAUNCHER (AMBER ONLY)

Missile mode - fires missile in the direction Amber is facing

lissiles — Capable of launching a total of four homing missiles at one time, each

g its own target. Acquiring targets — Press and hold the fire button, now move

pl

ﬁdre

. ‘
be repaired. Selected

|cially whel
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CONNECTING VIA TH} INTERNE l \va" |
There are two methods to play Project over the Internet, either using GameSpy
or directly usling TCP/IP. I |
[ ]

L ]
GameSpy - Visit the GameSpy website .gamespyarcade.com and follow their
instrfctions to play Project Eden across the Internet. i 1

Internet TCP/IP — To play using TCP/IP you need one person to set up a server and
then’ everyone else must connect to it.

Setting Up A Server — Select Multiplayer then Internet TCP/IP. At the bottom of tle next l
screen you will see This Address, which is the TCP/IP address of your computer. Note
this down as you will need to inform the other players of your address before they V\‘"

be able to connect to your game. Please note that it is best not to disconnect from
the Internet to inform your friends by telephone, as your TCP/IP address may change
when you reconnect.

Normal co-operative levels fron

Death Match free for all
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|
|
the TCP/IP address of t le'serve |nt
screen, wait until the server name a

: » N
f the slots and then click Accept. On the next
at the top of the screen ‘and then click on it to

connect and join the game.

‘ -
Connecting via a Local Area Network (&1 )— Select Multiplayer then choose either Internet
TCP/IP or IPX d ding on your LAN"Onl player should set up a server and the others
join it as describ bove in the Internet"r P/IP section. The only difference is that on a
LAN you do not ﬂ'éed to worry about TCP/IP addresses to join — the game will find the
server automatically. i

CONFIGL’RATION MENU y

-

Within this Menu you are able to conflgrﬂe the following settings:

CONTROLS
I 1 Selecting this option will allow you to define your own keys. Click on the current key once,
then press the desired key, the indication should now display the correct key. Click Save
settings when you have completed configuration to return to the CONFIGURATION
MENU.

PHICS
Selecting this option allows you to customize your graphical set-up. Project Eden will
automatically select what it regards to be the optimal set-up for your PC but this section
ill allow you to override if desired.

1
1 .SOUND

he same principles apply 2

PLAYERSETTINGS

ere you can add

_.__32%'

'h | ||\

L K *.!- I
EQUIPMENT [l
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WEAPONS - , i
Each character will start the game with at least a standard issue Pu { Gun. At various

i
points later in the game the team members will be given access to extra weapons and
enhanced modes of operation for existing we, ]JFIS.

All UPA weapons are equipped with sensors preventing ‘friendly fire’; tI'lpse sensors will
prevent thi firing of all UPA weapons at UPA'members and civilians (Linless you are

playing in death match mode). 1
. B

I

] 1 *
WEAPON ENERGY | |
All weapons use WEAPON ENERGY to fire. Geﬁerally, the more effective aweapon is the
more energy it will use. Weapon energy can be recharged by standing at a U.PA |
Recharge Point and holding Action. In addition, UPA Energy Cells can be collected and
stored until needed. If a character's weapon energy runs out and an Energy Cell is

available, it is automatically used to recharge that character’s energy. Alternatively, they
can be manually used via the Resource Menu.

PULSE GUN

Chaile setting - hold the Action button to cha : en relea ) fire a single shot

DISG GUN
Normal setting - launches an explosive

Bounce setting — whilst holding the A
bounce ern of the explosi
% ¢_j. .
EXTRACT l-
Extractor mode — use this mo
energy. If your adon energy is full the excess will be direc

energy cells in your inventory later use. Extracting all the ener:

qust Mode - thif mode does ot extr ilergy from the el
hem. This mod

nemies arby, the blast beaF1

sesup we lo] ene kn the standard
ad up to three more
¥

nemies



RESOURCE MENU | {

Activate the Resource Menu to carry out a number of actions:
Select item from inventory, including the activation of the Rover, Flycam and Sentry Gun.

Give the ‘Follow Me’ order to whichever team members are withirirange. For example, if all
three other UPA members are in range and you wish for all of them to follow you simply
. click on ‘Follow Me’, if only certain members are required click on thelr individual icon. In

either case any team member who receives the ‘Follow Me’ order will dlsplay aniconintheir

status bar. To give the ‘follow me’ order to all members within range during standard
gameplay use Return. |

|Seleé:t weapon and weapon
mode, see weapon descriptions.

You may also select an alternative
character by clicking on their icon
within the status bar.

Items that are collectable will be
distinguishable by the appearance
of a border that will appear around
them; placing the action cursor
over the item and clicking on it will

pick it up and place it i ou
. %
inventory. The item may be d

cape key during gamepla

wingioperati

Allows customization of Graphics / Sound / cont
Configuration Menu text?or a more detailed de!

Select to save your current game

to dlsplay Saved games, choose and s
game to Lo d
t to quit to Start Menu. |
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PLAYING THE GAME EYEN|

SINGLE PLAYER
Once the game begins your default character will be Carter, Team Leader of the
UPA squad. You'll recqive your first audible mission briefing from Control, so listen
carefully. Mission briefings are also displayed as text on-screen. Within the S|ng|e
player game you are able to switch between all four characters.

MULTIPLAYER CO-OPERATIVE '

When joining or starting a Multiplayer game character selection is automatic and
decided by the network server. You will only be able to switch between characters

in game whilst they are not been used by another player. ’
1

MULTIPLAYER DEATHMATCH
When joining or starting a Deathmatch game the same principles apply as above to
character selection, no character switching is available in this mode though.

MULTIPLAYER DEATHMATCH
REFERENCE DEFAULT KEYS

§Idf Step_B'ight R|

Side Step Left

Right CTRL
Mouse 2
Mgusel
F1

=
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Iec arte

lect Mino 2
|i Select Andre 3
Select Ambe ] 4
Next Character >
Previous Character <
. All Follow Me (Order) ! Return
Quick Save ‘i | 7

Quick Load F8

Jal Pulse Gun

i
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INTERFACE L
GAME INlTERF E &2
' _ BN
Use the mouse to move the Action Curs will dictate the f point
of you?haractc.e&and interact with the en ent v

their i and current health status display onscr n If any ot aracter is under
a ‘follow me order’ a small icon will be dis| aracters icon.

yed next to the gam

Also displayed on screen is the current Lracte roximity r:

ene!y eam member or mission objectiveuﬁvithin nge
[l

All

ansmissions received from Control result in a flashing ‘i’
onscreen. To access the information switc| the Resource Menu
symbol in the Data Log. '

Within the standard game window yol rently selected character heath and
weapon status is displayed. Any characte| ithin communicable range will also have
thls shows any

mbol appearing
d click on the 7’

Health Energy Bar Currently selected weapon Weapon Energy-'-
[

Currently selected
team member

Data receipt




