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For safe use of this product, carefully read the following section of this manual and the
Precautions saction af the ingtruction manual supplied with the PSP handhel o
entertainment system before use. Retain both this software manual and the instruction
marnual far future referanca.

Health precautions

« When operating the unit, play in awell-lit room and keep a sate distance from ths
gcreen. » Avoid prolonged use of the system. Take & break of about 15 minutes during
every hour of play. # Do not use the system when you are tired or short of sleap. * Whar
using headphones, do not turn the volumea up before putting the headphones on. Also, do
not listen at loud volume lavels for extended periods of ime. Stop using the system
immeadiately if you expernence any of the following symptoms. If the condition persists
conzult @ doctor. #» Lightheadedness, nausea, or a sensation similar to mation sicknass
= Dizpomfort or pain in the ayves, ears, hands, arms, or any other part af the body.

Use and handling precautions

» Thiz disc is PSP™ [PlayStation™Portable) format software and 15 intended for use with the
FEP systern onby. If the disg is used wath other devices, damage 1o the dGise or to the device
may result. = This disc is compatible for use with the PSP™ system marked with FOR SALE
AND USE IM LS. OHLY. * Depending on the software, a Memory Stck™ Duo or Mamory
Stick™ PRO Duo (both sold separately) may be reguired. Reter to the software manual for
full details. » Do not use while driving or walking. Do not use i arplanes or medical fagilitizs
where use is prohibited or restricted. * Set the PSP™ system's wireless network feature 1o
off when using the PSP™ on fraing or in other crovaded locations. If used near persons with
pacemakers, the signal from the PSP™ system's wireless network feature could interfers
wath the proper cperation of the pacemaker.  [f paused images are displayed an the scresr
for 2n extended period of time, a faint image may be left permanently on the screen. = Siors
the disc in its case when nol in use and keap in a place out of the reach of children. If the
disc is left ouwt this may result inwarping or other damage to the disc. * Do not leave ths
disc in direct sunlight, near a heat source, in a car or gtheér places subjact to high heat anc
humidity. = Do not touch the gpening on the rear of the disc recording surface of the dis:
see drawingl. Also, do not allow dust, sand, foreign objects or other types of dirt o get o
e disc. » Do not block the opening wath paper or tape, Also, do not wiite on the dise, » [T the
opening ares does get dirty, wipe gently with a 5oft cloth, = To clean
the disc, wipe the extenior surface gently with a soft cloth. = Do not
use sobvents such as benzine, commercially-available cleaners not ——
mended for CDs, or anti-static spray intended for vinyl LPs a3 these =
may damage the disc, * Do not use cracked or deformed discs or |
cizcs that have been repaired with adhesives as these may cause =
console damage or malfunction, * SCE will not be held liable for

damage resulting from the misuse of discs, Racorded surksce

. \\ Ejecting the disc ;
g
4 b Frass the right side of the disc until itis in the positior
i"'-.‘ . -; s shown in the drawing and then remove it. If excess force =
T > F - 9
A\ f/f applied this may result in damage to the disc.
e ‘»\ Storing the disc
_ = : ".__:_ Insart the battom side of the disc and then press on the 100
A \ et sideuntilitclicks into place. If the discis not stored
\ “‘-r’ﬂ-f_/l praperty, this may result in damage to the disc.

“FlaySianon” gnd the "PE" Family loge are registered wradematks and "PEP® and "UMD" are
wademarks of Sony Compurter Entertainment ine. “hemory Stick Cwe”™ and ' Memary Stick PRO
D™ are tredemanks of Sony Corporation,
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POWER/HOLD switch

Disc cover DC OUT connectors

—— QOPEN latch
connector

-~ Set up your PSP™ (PlayStation®Portable) system according to the instruc-
15 in the manual supplied with the system. Turn the system on. The

power indicator lights up in green and the home menu is displayed. Press

the  (IPEN latch to open the disc cover. INSERT FIELD COMMANDER disc with
he label facing away from the systam, slide until fully inserted and close

“the : disc cover. From the PSP™ system's home menu, select the Game icon

= and then the UMD icon. A thumbnail for the software is displaed. Select

: thumbnail and press the €9 button of the PSP™ to start the software.
ollow the an-screen instructions and refer to this manual for information
on using the software.

ITICE: Do not eject a UMD™ while it is playing.

amory Stick Dup™

L rﬁingl Il.gngemnrgSH:k Duo mediz out of reach of small children, as the mmﬁa tnu!dhe
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PSP™ (PlayStation®Portable) system configuration

L button LCD screen R button

Directional
buttons

MEMORY
STICK
pug™
ACCESS
indicator

WLAN —
access
indicatar

Analog stick - e ET.ﬂHThuttﬂ'
Strap holder — L SELECT butron i
Left speaker —— ————— Sound buftol T
HOME button Display butt |




Welr:nrne to ATLAS,

R 'ﬁ:u have been recruited by the Advanced Tactical Legion for Allied Security
: ‘tu defend the world against covert organizations whose goals include
terrorism, inciting wars, black market trading, and global domination. As
a Field Commander, you will command a division of highly trained soldiers
recruited from around the world to complete your objectives. To aid you in
this task, ATLAS has seen fit to equip you with a complement of vehicles
d weapons that combine the military might and technology of over 50
ied nations.

45 was established by the Alliance of Nations as part of a secret
vision under the Articles of Independence. Its purpose: To provide
= an independent organization funded by a1l of the allied nations with the
thority to carny out intelligence gathering and combat actions against
those enemy forces that legitimate governments could not combat or
would not acknowledge.

AILAS, our operations and our goals have and shall always remain
: ﬁpm'en in nature. Legitimate governments have and will continue to
- amvErup our presence in the media and take credit for our actions as
L= pecessary. Anonymity is our ally, just as quick and decisive action free of

H‘p Igg_;reaucrah: intervention is our weapon.

| aod luck Commander. We look forward to seeing you in action at
i Advanced Command Training next week,
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chk hattle lsafaat smgie player game. F1ck uﬂur mission, map and 2
settings and start commanding your units in a flash. See the Quick Elattle-
section on p.8 of this manual for details. 2

Versus
Versus mode allows you to start a quick one-on-one game with a fnem:l 1.'1
several different connection types.

Mission Creator
The Mission Creator allows you to create your own custom missions.
Learn more about how to use the Mission Creator on p.20.

Extras
: _ Here you can see hidden content you have unlocked so far in Field -
Get Intel on selected Commanding Officer Commander, access player rankings and player-made missions online, m"

o Intel on selected Division view the credits.

Settings .

Adjust the audio settings here, as well as edit, delete or create al:lmtmna]’ g
meplay Controls | player profiles. g
en Start Menu / Pause game

TUTORIAL ._
This is a great place to start and learn the ropes of what it takes to become
a master Field Commander. Three different missions will walk you throu
how to play the game and show you how to get the most out of each of t
major unit types {Land, Sea and Air).

CAMPAIGN =
Selecting "Campaign” allows you to start a new single-player campaign,
continue your current campaign or Ioad a campaign. The campaignisa
single-player series of missions that follows an unfolding story and allows
you to unlock additional Divisions and Commanding Officers forusein
multi-player game modes. The campaign missions will get progressively
mare challenging as you play and victory conditions can vary. You may :
begin each with units and buildings. You will receive a briefing on the
situation and your objectives from one of the ATLAS commanders. Meet

the objectives to claim victory and move to the next campaign mission.

ﬁrﬁsa 1o selem:-amnalgn piag From the [ampaign menu you can
choose tn star_tanggi tgmpal g, con nue mth a current ame or| Inad a




be declared the winner. Standard victory conditions are the destruction nf
all of an opponent's units or the capture of the opponent’s headquarters.

L

Division Pml.rErs Turn on or off the ahlhtl_; to use division powers in the qmtk‘.

Timers: The timers will allow you to limit each player's tum time. The
regular timer places a limit on each player's turn. If the time limit runs out
for the current player’s turn, the turn ends. The timer clock then resets and”

the opposing player begins his or her turn.
= Select screen. Use the g play g

* directional buttons or the analog stick to change missions.

) isplayed are the map topography and the mission objectives, as well as

4 time. The timer does not reset at the end of each turn. If either player's
he chmate and SIIE of the map. You may change the climate of certain

time runs out during their tum before other victory conditions have been o
met, that player forfeits and victurg goes to the uppuaing player.
~ Division Selection
& Hext, pick your
- division. Press T [P = . Weather: Weather can affect your units and your enemy's units in a
or IGH to switch : S - variety of ways. You can change the map weather to clear, raining or
between player 1 and _ . edelaw snowing by pressing the up button or down button to highlight your
stz T choice and pressing € to select it.

down huttnn to highlight y{lur setting. Press ﬁ to accept.

Effects of weather conditions:
YR EUmmander
:',‘;_», ‘Commanding Officer
g - (L0} by pressing the
; 1Eft orright directional =
“buttons. Press @ for more information on the current Start the Quick Battle

Field Commander CO displayed. When you are satisfied with your quick battle settings, press
to beqin.

Clear All conditions normal, perfect weather,
Raining -1 movement for infantry, -2 vision for air units. :
Snowing  -1vision for all units, 50% increase in fuel consumption for all units:

Select your Division by pressing the up or down directional buttons.

Press @ for more information on the currently displayed Division.
-Press‘@ to change the color of the selected plauer. Press €3 to accept
your player settings.

VERSUS GAMES

Versus games can be played against another player either through a G
connection such as the internet or wireless connection or by taking turns ===
using the same PSP System.,

- _Zi_iame Options

Hot Swap: Two players use the same PSP system to play against each
other, passing it back and forth between them at each tum.

Adhoc: Two players join a game against one another using the built-in &
-_ wireless ad hoc mode of the PSP system.
highlighted value and the down button to decrease it. Switchiplayers by

i Infrastructure: This mode uses an Intemet connection through the PSP
oressing I or M. Press €9 to accept your settings. on through the

system. You connect to a remote server where you can meet others in an b
online lobby with whom you can start a game. =




scessarily being present. This mode is usually slower-paced as each
ayer completes his or her turn and submits the moves to the server. The
jponent can then receive those moves when he or she logs in, much like
ceiving an email, and then submit his or her own maves in retum.

CREATING AN INTERNET CONNECTION

itup process.

EATING A NETWORK LOGIN
nce you have finished creating an internet connection and have
ceessfully connected to the Field Commander servers, you will need to
“create a Network Login. This login will keep track of your win/loss record
‘and be displayed on the Leaderboards at Command Center (see p.19 for

“You can try using your default profile name as your network login, but if
:t name has already been used, or if you would rather use a different

login name, press ¥ an the Create Network Login screen. Your chosen
gin name must be between § and 15 characters in length and use only
phanumeric characters. Once you are satisfied with your login name you
i press (grer) to accept your changes.

1e final step after creating your login name will be to setup a password.
our password will be required every time you use your login name to
ceess the Field Commander servers, To create a password, press @ on

g Create Network Login screen. Passwords must be between 4 and 15

aractersin length and use only alphanumeric characters. As with.gour
rr g in, um:e you are satisfied with your password, press (g} to accept

i Aﬂer your Login and F’-EISSWﬂTd are set and you have returned to the Create
Network Login screen, pr&55 €3 to finish the login process.

The main battlefield screen is a 3D display of terrain, units and buildfngs-.=
in the upper left of the screen are your division type and current money. :
To the right of these are the coordinates of the current space. Top center

i5 the current game turn number and in the lower left is displayed ; % |

information about the terrain and any units currently occupying the space

*‘ e
Rotate your view by
moving the analog
stick left or right.

Fog of War

In some missions the Fog of War effect will be a factor on the main game =
screen. This “fog" obscures enemy movement and limits your units' _
visibility. Also, when moving to an area covered by Fog of War, if you S
move next to an enemy unit that was concealed by the fog, you will :
become “trapped” and unable to move for the duration of that turn. Use
this to your advantage Commander; Scouts can see greater distances and
when strategically placed can clear up large cloaked areas.

‘r -
il |

Mini-Map

Hold to open

a full view of the map
in grid format. Units,
buildings and terrain
will be visible as icons
in this view. Use the
directional buttons

to move the selector
across the map and )
press €9 to z00m to the highlighted location in the main 30 game screen




Start Menu

= Press @ during a game for options:

b5 Dbjectives

- Settings

Returns to the current game

Ends your current turn

Displays detailed division and CO info for both sides
Displays victory and loss conditions for the current mission
Adjusts audio options and combat visuals

e Eurrender Ends the game, forfeiting it to the opponent
? Game  Saves your progress
(= loadGame  Loads up a previously saved game

L

Ends the current game and restarts it from the beginning

:.1,'_ 5

Quits the current game and returns to the main menu

£ To see the information
o a unit, highlight the
nit and press @,

he unit info screen

~other important
[ o= statistics.

The unit's movement allowance
The unit's visual distance in Fog of War
The unit's health

The unit's fuel

= Detailed information about the units' weapons can be viewed by pressing
@ and @ on the Unit Information Screen. Units can have up to two

gainst differenttupes of enemy units, such as sea, air, infantry and
+ vehicles is displaued as a bar graph.

m The weapon's ammunition
:' The weapon’s firing range

e P 3 : P T e
el = . e e -
et e

~ MOVINGUNITS ?
Move the selector onto the space with the unit you want to move. The umit %
will appear in the Tower left of your screen along with its current health, 5 ; |
fuel and ammunition, as well as the space's terrain and any defense
adjustments the terrain conveuys.

Press &9 to select the unit. If there are multiple units on the same space
that are able to move, a box will open for you to select one of the units.
Use the directional buttons to move the movement reticule to the location %
to which you want to move the unit. A highlighted movement path will =
appear. If the vehicle cannot reach the space, either because of the unit's "
movement allowance limit or terrain, the movement path will turn black ¢ .
and end on the last space the unit can reach. e

Press €3 again when
you have a space
selected within the
unit's movement range
and the unit will move
to that location. A
menu will open with
further options:

Wait Ends this unit's turn

Fire! Orders the unit to fire an an adjacent enemy

Capture Begins capturing the building the unit occupies

loin Joins two units low on health, adding their health together
to make one unit

End Turn Ends your game turn

Cancel Aborts the current move; the unit returns to its starting space

Note: Some speciaity units will have additional options available to them -,
depending on their current status and location (load, attack terrain,
stealth, submerge, supply and destroy unit).

Hint: You can press @ to cycle through units that have not performed an 4
action thisturn. This may help you keep track of units when youhave a
large force to.manage.

You'do not have to move every unit in a turn if you do not want to. Also, 8 ;’%
unit may have.actions it can perform without moving, some.of which (like s '-J_':'_:
firing at range) may require that the unit not move that turn. To perform
an action with a unit without moving, simply press €9 twice to bring up
the action'menu. ey




= attack range. Enemy units within this grid can be engaged by the unit
;;;;'.-s%-- is turn. Press @ 3 second time to display the unit's movement range.

'ltms wm‘] enemy units
tﬂ gauge their range

& Terrain will affect how far your unit can move. For example, dense forests
= can significantly slow your unit's movement or even completely prevent
= that unit from traversing the space at all. Likewise, an open road can provide

a unit with uncbstructed movement, allowing it to move greater distances.

S0me units can destroy terrain obstacles such as forest, and even reduce
dense cities to sparse ones. To do this, select "Attack Terrain™ from the
%tﬁan menu.
; @HAHEPHRTIHE INFANTRY UNITS WITH VEHICLES
4 "im‘an[rg units can be moved quickly and sometimes in larger numbers
3 ing transport vehicles. There are a variety of transport vehicles that
f{avei on land, in the air and on the sea. You c2n load an infantry unit
then a transport is
1n a square adjacent
{0 the infantry unit.
Highlight the infantry
unit and press €9,
= Select "Load" from the
,..m ‘menu. A green loading .
: "tehtule will appear
on the transport; if
there is more than
one transport near : -
yourinfantry unit; you can select which toboard by using the n:hrectm nal
: :--;. buttons. Press €9 again when the transportis targeted and the infantry
let will be loaded.

provide some protection for the units in tmngnt Sea transports can carrg
all ground units, not just infantry.

Unloading Infantry Units 3

You can unload infantry units from a transport by selecting the "drop Uit o
option from the transport's action menu. If there is more than one type uf

unit in a transport, you must unload them separately. Only one infantry e |
unit ¢an occupy a single space, so you will have to unload additional units -'r-r_: '
to separate spaces adjacent to the transport. Units can only be unloaded  S5as
on valid terrain and sea transports can only unload onto beach areas.

COMBAT

Firing on the Enemy

To attack an enemy

unit, most units must

be in an adjacent

square to the target.

Move aunittoa

square adjacent to

an enemy and select L b !
“Fire!” from the menu. A red reticule will appear on the adjacent enemy :

unit. If there is more than one enemy in adjacent squares, you can switch

the target by pressing the directional buttons. When you have your chns.en_

enemy targeted, press €3 to fire.

Note: When firing on an enerny unit at close range, chances are it will
retaliate, firing back on your unit.

Ranged Combat

Some units have the ability to fire at targets at a range greater than

an adjacent square. Certain units may only fire at range, and are thus
vulnerable if the enemy gets too close; however, strategically placed at
a distance, units that can fire at range have a distinct advantage: if the
targeted enemy unit does not also have a ranged weapon,

it cannot return fire.

' To-fire at range, the target must be within firing range of the-unit. ;
Highlight the unit and press @ to view the range of yourunit: the values
rextto the range icon will tell you how far, in spaces, your target must be -
from your unit in order to fire at range. G

Note: Firing at range takes up the full movement of the unit during a m;n.j
A unit cannot move and fire at range in the same turn unless they are =

'\."'-\.""

under the effect of a Division Power that allows this. Far more on mws:m!

.' ; Puwerﬁ see pg. 13




ime units, such as Spec Ops, have the ability to plant mines in adjacent
uares where they will lie undetected until a land unit moves over the square.
ile this is a great defensive tactic to slow oncoming enemies, be careful
jau don't move your own troops aver them or you will pay the price.
Hint: Spec Ops also have the ability to disable mines by walking over
lem. This may come in handy Commander; use your Spec Ops wisely.

~ Terrain Defense Adjustments
> & 2 Terrain and buildings can affect a unit's defense. Buildings and some
‘types of terrain can convey defense bonuses due to good cover, while

Jme terrain types, such as swamps, can actually worsen your defense.

Stealth Units
Certain units have a stealth ability that cloaks their presence from
£ the enemy. Submarines, for example, can go into stealth mode by

submerging. This can allow you to sneak up on enemy units. Stealth mode
sts a lot of fuel and maintaining it for long periods can be risky, so be
are of your units' fuel while they are in stealth mode. Stealth units can
revealed if an enemy unit comes into an adjacent square to your stealth

Iamt Revealing stealth units will end the unit's turn.

Control Rooms
One of the most powerful buildings a player can own is the Control Room.
A Control Room does not generate money or create units, but it does offer
jg’ggresswe players the opportunity to wreak havoc on their opponents at
the “push of a button.”
# Control Room can launch a long-range strategic attack against the
‘enemy with devastating consequences. Firing such a powerful weapon
equires recharge time however, and when a player initially captures a
ontrol Room, its recharge timer starts so it cannot immediately be fired.
= re:-camnle if you capture the satellite laser control room that has a
s recharge time of three, you must wait four rounds before you can fire it for
the first time.

m:E under contral, the player can use the Control Room like a factony,
fm:ept that instead of purchasing vehicles the player chooses to use the
ﬁff—huard fire. Once fired, the recharge timer resets and begins counting
own tothe next time the Control Room can be used.

.ntm] Rooms are difficult to acquire with a capture value of 30 points.

! ote: All Control Room fire offects both friendly and enemy units! See the
‘Buildings section starting on p.27 of this manual for details ondifferent
Lontrol Rooms.

E"
? £

Some of your units have important but limited supplies to keep them
going. These include fuel and ammunition. You can re-supply units by
moving them into a building you control for a turn. To re-supply unitsin
the field, maneuver a truck or transport unit into an adjacent space and
select “Supply” from the action menu. All units in adjacent squares

~ will be re-supplied.

Fuel

As your vehicle units move around the map, they will consume fuel. ;
Special powers like stealth will consume units' fuel rapidly. To keep these:
units functioning properly, monitor their fuel and re-supply them hefan
they run out completely. In some '
cases, running out of fuel can mean
the destruction of your unit!

Ammunition

A unit must also have ammunition in

order to function properly. If a unit

runs out of ammao, it will not be able

to fire on the enemy. Some units are

equipped with multiple weapons, so

as long as they still have ammunition

available for a valid weapon, they can still fire on an enemy.

REPAIRING UNITS
Damaged units can be repaired by moving them to buildingsyou %

have control of for a few turns. At the beginning of a turn, a repairicon

will appear above units that have received repairs that turn. Some building

types offer greater repairs than others, for example a dense city will rep

2 per turn while a sparse city will only repair 1 per turn.

INCOME AND BUILDINGS

Your income is determined by the buildings you own. Each building type
has a per-turn income it will generate for you. See the Buildings section
on page 27 for detailed information on building incomes.

i
=
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il "1.-I come and allow uow to

:._ .'ﬁpunent Buildings provide income, strategic defensive advantages and
¥ production capability. Only infantry units can capture buildings,

bt To capture a building, move an infantry unit onto an unoccupied
building and select "Capture” Buildings have a capture value displayed
* undera flag icon; this is the value that must be overcome by your infantry
i3 s.ﬁrdﬂtn claim the building. Your infantry’s health is the amount of this
ure value that can be defeated in a turn. For example, an undamaged
& Grunt unit has a health value of 10. If the Grunt moves onto a dense city
T a capture value of 20, it will take the Grunt two turns of capturing to
the building for your side. Note that capturing units can be attacked.
"J'*_.T 1dings offer some defensive bonuses, but taking damage from attacks
. :;__.' ‘duces your infantry unit's health and will thus reduce the amount that unit
_ ; 1 defeat of the building's capture value at the end of the turn. Cantral
== Raoms are captured by infantry like any other building. However, only one
ntrol Room can be owned by a player at a time. If a player captures a
_r;und control raom, ownership of the first is immediately relinguished.

'RODUCING UNITS

€= Factories can produce new units for you if you have the money to

‘purchase them. Highlight a factory and press €. The production menu will
display the units that can be created by the factory and the cost of each.
Inits that are grayed out cost too much to produce this turn. Select the
unit you wish to produce and press 3. The selected unit will appear in the

= factory immediately; however it will not be useable until the following turn,

Sea and air units have special factories that create these units: airports for
air vehicles and seaports for water vehicles,

ite: You can destroy a unit only when the unit you want to destroy is
cupying the same tile as the building that can create it. For example, to
stroy @ grunt you would have to move the grunt onto the tile containing

have no more use for, hnmemr the unit's heah‘ﬂ will mcmre how'much
' ﬂney they are worth.
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Division powers are special abilities you can receive as your division
becomes more experienced. Taking damage and dealing damage will
increase your division power meter. As the meter gets filled, you will IJE
able to activate one of two

possible division powers. ‘

The two types of division

power are minor and

major. Each division in the

game possesses one of

each type. When you fill

your division power meter

halfway, you will be able to activate your minor division power.

You may elect to wait, however, and fill your division power meter all the
way. Doing so will grant you access to your major division power, v,

To activate a division power, move the selector onto an unoccupied space.
on the map and press €9.
Generally, division powers are most effective if used at the start ufgnurtum.:i
Additionally, each division has its own modifiers that are constantly in
effect. Division modifiers are that particular division's strengths and
weaknesses that do not have to be activated to apply.

Leaderboard Rankings and Online
Command Center

Field Commander players can view real-time rankings online through th"_ e

PSP™ (PlayStation®Portable) Systems or at Field Commander's Command
Center on the Web at www. fieldcommandergame.com. Players can upload
missions, rate posted missions and more through the Field Commander
game using their PSP™ (PlayStation®Portable) Systems. E:

Connecting to the Command Center by other means outside the game
allows you to view stats and rankings, but changes such as mission
uploads and mission ratings can only be made using the

PSP™ (PlayStation®Portable) System.

Please note - use of Command Center, whether through your
PSP (PlayStation®Portable) System or by other means, issubject

tothe fermsand conditions of the Terms of Use located an p.40 of this

manual and on the wehsite.
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The mission creator allows you to create your own missions on pre-made
iaps. You can even upload your work for other Field Commander players
=:_=._:_ njoy.
u enter the mission creator, select "Mission Creator” from the Main Menu
#1and then choose Use Blank Map or Modify Mission, then press €.
B
+ Use Blank Map
g .,;-'[!ju maps are completely blank of all units and placements. Choose this
&5 option if you want to make a mission totally from scratch. Once you have
"Wour map selected, Press €.
Modify Mission
This option allows you to change the missions already in-game. You can
al50 use this menu to access any of your previously saved Mission Creator
rr ips. Press &9 to load a mission packaged with the game, or @ toload a
__:_r_:_-_u sion you have modified and saved.
-
MAP VIEWS AND CONTROLS
; 1 mission creator you can toggle between a grid view of your map
and a 30 view by pressing @.

rid View Controls

Place selected unit or placement in highlighted tile
Delete highlighted object

Change selected placement type

Change selected unit type

View the stats of a placed unit

5 ; . /Down Directional ..Change affiliation of unit or placement between
e ATLAS, Shadow Nation or Neutral (only placements
can be Neutral, need to be captured)

‘[n the grid view on the right side of the screen you will see a list of
sohjects thatoccupy the currently highlighted space. The objects’

- tatistics will also be displayed, such as fuel, ammo and health for '
4 j -__.', ts, defense adjustments for terrain and capture points mr I:mldmgﬁ
: , -*-'J e unit will have an “S™ in the statistics if it is meant to start outin

ﬁf'E‘alth mode.

r |_-.. I 1l k T ] -'|:.'." R -_|||_..—"‘.'.. 3 e
Presﬁ@ to view the mission options.

Enter the name of this mission

Select the tupe of weather for this mission
Set fog of war on or off

set the types of timers, if any

Set the types of units that can be produced I:lu
each player

Mission name
Weather

Fog of War
Timers
Production

Starting Money

Division Set the default division tupe and commander “j!*

each player (players will still have the ability toS8

thange these prior to the start of the mission)
Set the conditions that must be met for each ',
player to claim victory |
Display each side's stats, such as number of
buildings and units to help you balance the
power of your mission

Victory Conditions

Balance Readout

Save Mission

Set the amount of money each player starts Wi 1 .

.'\. 1 _;'l'f'
Save your mission (your custom mission can 55!
be uploaded to the Command Center for ather r‘,—,_'

players to download via the Extras section of th U\

main menu)

Quit the mission creator and return to the
main menu

PLACING OBIECTS

To place a building or type of terrain, press [lEMM to bringup alistof
these types of objects. Use the left button or right button to choose the
object you want. Press €3 to select the currently highlighted object.

T




Ince you have selected an object to place, it will appear at the bottom of
the screen. Use the directional buttons to move the selector to the loca-

&= You can use the mini map or 30 view to place units. Just press @ to toggle
f?ﬁetween the two views.

- Some things to remember:
= o unit or placement can be placed on a teton.

For the latest news, game info and downloads, open the intemet browser
on your PSP™ System and go to http://mobile.station.sony.com

PrimarQ_WEapan ! Ammﬁ
Secondary Weapon / Ammo
Specials

Primary Wéa.pﬁn' f'h;ﬁmn
Secondary Weapon / Ammo
Specials

Primary Weapon / Ammo
Stealth Weapon / Ammo

Secondary Weapon / Ammo
Specials

primany Weapon / Ammo
Secondary Weapon / Ammo
Specials

GRUNT

Cost

1,000

Movement Points 3
Vision Range 2

Fuel

M.A.R.-

N/A

92 / Unlimited (=)

No Weapon

Capture

SPECIAL OPS

Cost

4,000

Movement Points 3
Vision Range .

Fuel

N/A

M-267 “Thumper” A.D.M. / §
SM-54 “Fogger” Cone Rifle / e ey
Capture, lay and remove mines, ranged attalzig__'_:

SNIPER

Cost

6000

Movement Points 3
¥ision Range 2

Fuel

N/ A

M-41 “Wasp” SMG / =

Driver/§
No Weapon

Capture,

stealth, ranged attack

SCouT

Cost

4,000

Movement Points 8
Vision Range 5

Fuel

0

“Triari® 50 Cafiber Machine Gun f= = i=

Ho Weapon
Transport one infantry unit
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Cost 5,000 - Cost 15,000

Movement Points 6 Movement Points §
Vision Range 3 Vision Range 1
Fuel = Fuel 50
marg Weapun / fummu Mo Weapon Primary Weapon / Ammo G0mm “Miser” Recoilless Rifle / 8
tundaru Weapon/Ammo Mo Weapon Stealth Weapon / Ammo “Furion” Plasma Cannon / §
pecials Re-supply, transport up to two infantry Secondary Weapon/ Ammo  No Weapon
units Specials Stealth, ranged attack
TANK ANTI-AIRCRAFT GUN
Cost 15,000 Cost 8,000
Movement Points § Movement Points §
Vision Range 1 Vision Range 3
Fuel Lo Fuel 70
i o ﬁmargh‘epnn / Ammo 120mm “Brimstone” Cannon / B Primary Weapon / Ammo "Tall Boy" Rapid Fire Flak Guns / 8
'Etundarg Weapon / Ammo  15mm “Cerberus” Rotary Assault Gun / = Secondary Weapon / Ammo  No Weapon :
None Specials None |
HALF-TRACK TRANSPORT :
Cost 7,000 Cost 6,000
Movement Points 6 Movement Points 6
Vision Range 3 Vision Range 1
Fuel bo Fuel - _
*Primary Wea pon / Ammo gsmm "Victor” Smoothbore Cannon / 8 Pﬁmaru.weapaﬂ / Ammo No Weapon
8% Secondary Weapon/ Ammo  5.56mm "Buzz Saw” Chain Gun / = Secondary Weapon/ Ammo  No Weapon O
“Specials None Specials Re-supply, transport up to two ground umts' '
LTS ROCKET LAUNCHER CORVETTE
Cost 12,000 Cost 10,000 R
Movement Points & Movement Points 6 e
Vision Range 2 VisionRange 3 =
Fuel co Fuel 50 S
Primary Weapon / Ammo  Hawkeye Missile Battefy / 5 | § |
il Secondary Weapon / Ammo  No Weapon Primary Weapon / Ammo “Man-o-War" Depth Charge /= \g j
= Specials Ranged attack Secondary Weapon/Ammo ~— Cruise Missile / 8 g
4 Specials Lay and remove mines g



BATTLESHIP
Cost 24,000
Movement Points §

Vision Range 2
Fuel 40

—
iy

1:: anaru Weapon / Ammo

i
g
A

e :Semndarg Weapon / Ammo

3-22in "Titan" Heawy Cannons / 8
No Weapan
Ranged Attack

SUBMARINE

Cost 14,000
Movement Points §
Vision Range 5

Fuel 40

i or mary i';’ee-npnﬁ_a-’ Ammo “Kingfish” Torpedo / 5
&= Secondary Weapon / Ammo  None
i Specials Submerge

UTILITY HELICOPTER

Cost 5,000
Movement Points B
Vision Range 2

Fuel 50

._=Fr| marg WEE pon f Ammn No Weapon

Sacnndarg Weapon / Ammo No Weapon

-_Speci als Transport up to two infantry
GUNSHIP
Cost 9,000

Movement Points 6
Vision Range 3
Fuel 50

RF-98 "Peacemaker” Heavy Rockets /'8
20mm “Colossus” Auto-Cannon' ) =
None

TAHI{-BI] ET :
Cost
Movement Points
Vision Range
Fuel

Primary Weapon / A mmo GBU-16a "Ghurka” Smart Bomb / 8
Secondary Weapon / Ammo  30mm "Vengeance” Chaingun / =
Specials Hone

STEALTH FIGHTER

Cost 12,000
Movement Points q
Vision Range g

Fuel 70

Primary Weapon / Ammo "Star-Fire" Air-to-Air Missiles / 8

Secondary Weapon / Ammo No Weapon

Specials Stealth

Buildings
HEADQUARTERS
Revenue per Turn 1000
Lapture Value 20
Defense Adjustment 4
Heal per Turn 2

This building provides the maximum defense offered by buildings.

The headguarters does not restrict unit movement. It provides a healthy
income to the player. Units re-supply and heal within the headguarters the =
same as the dense city. Lastly, most missions end and victory is awarded
to the opposing force that captures the opposing headquarters. There is
only ever one headquarters building per side, per map.
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Revenue per Turn 500 Revenue per Turn

Capture Value 15 Capture Value 20
Defense Adjustment 2 Defense Adjustment 3
Heal per Turn 1 Heal per Turn 2

ThE sparse city provides a small amount of money every tum. They need An airport provides the same level of defense as the dense city. When
h be captured to realize the economic benefit. The sparse city adds a captured, airports provide a healthy income to the owning player. This
«small degree of defense to units. Units re-supply if they spend a turn in building provides the ability to make air units. Units re-supply and heal &8
“aplayer-controlled sparse city and heal slightly each turn they remain in in a player-controlled airport the same as the dense city. Units cannot bets '5

: ' built if an enemy unit is inside.

DENSE CITY SEAPORT _;
Revenue perTurn 1000 Revenue per Turn 1000 :
Capture Value 20 Capture Value 20 vy
Defense Adjustment 3 Defense Adjustment : i
Heal per Turn 2 Heal per Turn | i

dense city provides more defense than a sparse city. When captured, a While nnlLr vaval wnits and infantry can move onto the seaport, the seaport 44
lenise city provides a healthy income to the controlling player. A dense provides the same level of defense as the dense city. When captured, 8
ity can be attacked to reduce it to a sparse city. Units re-supply if they seaports provide a healthy income to the owning player, This building
pend a turn in a player-controlled dense city, and heal each turn they provides the ability to make sea units. Units re-supply and heal in a
.,.*-:TE“‘E"" in a dense city. player-controlled seaport the same as the dense city. Units cannot be
built if an enemy unit is inside.

FACTORY

Revenue per Turn 1000 SATELLITE LASER

Capture Value 20 CONTROL ROOM _
Defense Adjustment 3 The Satellite Laser Control Room allows ¥
Heal per Turn Fi e

the player to call in a satellite-based
laser attack to a specific location on

: i the map. [t is a devastating attack that
captured, factories provide a healthy income to the owning player. This affects all unit types.
s huilding provides the ability to make ground units. Units re-supply and
gk _:"heal the same as the dense city while within a player-controlled factory.
" Units cannot be built if an enemy unit is inside.
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~ AIR STRIKE CONTROL ROOM

The Air Strike Control Room is used to call

in @ bomber that will fly to the target area
and drop a payload of bombs, An air strike
can be called in for any specific location

on the map. Trees hit by a direct blast are
reduced by one level (i.e., dense forests
are reduced to light forests and light forests
are obliterated). Air strikes cause land and
sea damage but do not affect air units.

CONCUSSION BUAST
CONTROUROOM

The Concussion Blast Control Room, or
“Sun Burst," is used to launch & concussion
bomb that detonates 2,000 feet in the air
above the target area and immobilizes all
air and infantry units for one round. Ground
vehicles and sea units are not affected by
this blast.

EMP BLAST CONTROL ROOM

The EMP Blast Cantrol Koom is used to
launch a charged electromagnetic mortar
that immobilizes all ground vehicles and sea
units for one round on impact. Air units and
infantry units are not affected by this blast.

NAPALM STRIKE CONTROL ROOM
The Napalm Strike Control Room launches

a cluster of missiles that, on impact, cover
the area of effect in napalm that expands
for three game turns. The player can call in
the Napalm Strike for any specific location
on the map. It is primarily meant to destroy
infantry units and trees. Napalm strikes do
not affect air units. Any forestspace-{light
or dense) within the radius.of effect on

any turn is completely destroyed. Ground
vehicles cannot drive through napalmand
napalm will not expand onto water.

" Commanding Officer Profile
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Here are some of the commanders you will support or challenge on the
battlefield as a Field Commander.

ATLAS

CODENAME: BRICK

REAL NAME: MSGT Kenneth Cuthbert
AGE: 52

BLOOD TYPE: AB Negative

POSITION: Chief Training Officer

Profile

A former drill sergeant, Brick now serves as the chief training officer for 588
ATLAS. Tough as nails and as hardheaded as a hammer, Brick ensures that =%
those who make it through the legion's basic training program are worthy ==
of the tasks set before them. '

CODENAME: SHELLCASE

REAL NAME: Elizabeth Lexington
AGE: 24

BLOOD TYPE: 0 Positive
POSITION: Quartermaster

Profile

As the ATLAS Quartermaster, Shellcase is in charge of assigning and
overseeing the transfer of all equipment to Field Commanders in ATLAS =
operations. Liz definitely has an unconventional way of doing things, but
nonetheless manages to do her job better than anyone else who's ever
held her position.




CODENAME: REDCLAW

REAL NAME: YURI ZAROVICH
AGE: 46

BLOOD TYPE: A POSITIVE
POSITION: Infantry Commander

*casualties on his own men, were nonetheless both deadly and effective.
& Redclaw is known for having a bad temper and refusing to back down from

CODENAME: FRAGFEST

REAL NAME: Jonathan Harrows
AGE: 40

BLOOD TYPE: AB POSITIVE
POSITION: Infantry Specialist

=
=

B
- o
i,

;2 Profile
[hshunnrablg discharged, Sergeant Jonathan Harrows, or Fragfest as he's
- now known, is a violent killer through and through. Fragfest has been
__"':hargEtF with over 67 war crime violations but has yet to be caught by
= ny proper authorities. His ruthless behavior makes him an ideal Shadow
ation agent, and the soldiers assigned to him generally share his blatant

Here are some of the divisions you can command, and some you will face

on the field of battle.

ATLAS DIVISIONS
THE REGULARS

for ATLAS. The starting point for all career
soldiers, this division has included every
member of ATLAS at one time or another.

Division Powers

Unsung Heroes {Minor)

The Regulars are known for their ability to take a substantial amount of
punishment and stay focused under fire. All of the player's units gain a
10% increase in their damage and defense for one round.

Rallying Cry (Major)

Rigorous training and top-notch weaponry make the Regulars E:l:[Ep'Hﬂr'IEII
at offense as well as defense. All of the player's units gaina 20% i increazes

in their damage and defense for one round.

THE LONG SHOTS

The 16th Recon Division has earned their

thoroughbred 1ogo time and time again. The Long e
Shots are always one of the first divisions onthe

field of combat. They can usually win a battle
before it turns into a war. With their lightning

speed they overtake and demolish foes before.

the enemy has a chance to utilize cover.
Division Powers
Nitro Boost (Minor)

The Long Shots have modified their vehicles with a powerful nitro huuster -
Pilots and crew have complained about neck pain and bruises fram being . &2
rocketed around inside the vehicle while boosting. Target unit canmove

twice its normal movement for one turn.

" Encouragement (Major) RG]
TheLong Shots” infantry run for miles.every day and its pilots and crews. ‘
“hardly ever leave theirstations. This level of dedicationiis evident in the
Tightning-quick response time of the entire division. All of the player's

units gain three extra movement points for one turmn.
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Known primarily as where the weak Shadow
Nation members go to die, this division is
comprised of all the soldiers that were unable
to make the grade to get into a "real” division.
The Black Bears gamer no respect in the
arganization and are considered as disposable
as tissue paper.

elentless Pursuit (Minar)

; 'eir hearts bleached by failure, the Black Bears relentlessly pursue their
1z targets in the hope of redemption. All of the player’s units gain a 10%
;rease in their damage and defense for one tum.

i i

: '___-: “512 for Victory (Major)

 Despite a lack of quality equipment and training, the years of fighting in
* the warst situations imaginable have given the Black Bears an uncanny

The 22nd Soldier Division is one of Shadow
MNatian's most fierce divisions. During battle
they slowly surround and trap the enemy. When
the enemy makes a vain attempt to break free,
the “Butchers” begin their slaughter working
themselves into frenzy. They pride themselves
on heartless acts that leave no survivors.

default...
ii'ithfn their units' vision radius.

Player can place two grunts on any legal spot on the map that is

J. ing Fight (Major)
A1l Butcher grunts are trained to fight to the death. An ahnnrmallg high
3 mount of ATLAS forces have been attacked from behind leaving 2 battle

-- 21) thought was finished. All grunts do+3 damage to anything they

#.
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IEHI} USER AGREEMEHTAHD SIJFI'WARE LIEEHS

THIS FIELD COMMANDER™ END USER AGREEMENT AND SOFTWARE LICENSE (THE "AGREEMENT™) IS A LEGAL AGREEME -._-._..
BETWEEN YOU AND SONY DHLINE ENTERTAINMENT LLC. (“S0E= DR “WE™) WITH RESPECT 10 YOUR USE OF FIELD
COMLIANDER FOR THE PSPM (PLAYSTATIDNSPORTARLE) SYSTEM INCLUDING ANY GAME SOFTWARE, HARDWARE =
{IHCLUDING THE DNRERSAL MEDR DISC (unb™™}), PRINTED, ELECFRONIC, AMD OHLINE LIATER1ALS AND -'!‘E-HHTEE' e
MEDIA AND DOCHLSENEATION (COLLECTIVELY, THE “BAME™). BY INGTALLING, COPYING, RUNNING, DISBLAYING, ACCESSING
OR OTHERVITSE USING THE GAME, YOU AGREE T0 SE BOUND BY THE TERMS AND CONDITIONS OF THIS AGREEMENT. IF YOR
00 MAT AGEIE T THE TERMS AND CONOITIONS OF THIS AGRIENENT, DO NOT INSTALL OR USE THE GAME AND v0U SHU
CONTACT ¥OUR FLACE OF PURCHASE REGARDING IT5 RETURN POLICY FOS THIS PRODUCT. IF WOU HAYE ANY JUESTIONS . =
REGAADING THESE TERMS AHD CONDITA0NS, PLEASE COHTALCT CUSTOMER SERVKE AT FCSupporitisoe.sony. oom.

1. Smlvect o ike te g of this Agreement, we heseby geant 10y o ron-gxchesiee, limibzd, persona, sevacabla lrens

2 sk the Game, The Game alse may include cedtaim feanuses thal enakis you bo create qustom Contens, such as vebsdles
featunes o maps (“Cussces Content”) fargeur non- commeroal wse with the Game. All (ustom Coners ¥s part of the =
Gaime 35 defined herein. Yo may not copy {excapt bo make ane necessary back-up copy), distrkede, sell, auction;
rent, lease, haan, modsfy orcreate dersative sorks (otser thas Custom Castent ba be solely used with the Gaze),
adagt, translate, perform, Sisplag, sublicense o transfer all or any portion of the Game. You may not copy =g of thes
reritien materials dccempanying the Game. You may nof reverse enginaer, disassemble or deoompile all orany part

thee Game except to the exient thak thisresirectics is enpressly peohibited by applicable Liw, The Game may conlain
Hrense management seftware that restricts gaur wse of the Game,

2. T plag B Game, entluding salti-plager versions of the Game, o mus) hace all agglicabile of required Radware
aed saftwane o operate the Game (mhich depending on whether gou aze pfaying a single payer version, or one efthe S

maitiplayer versions of the Game, may inchede, withost immtation, 2 P3F™ system and Memony Stick Duo™) which weSSSS

do ot peoide and which are scbd saparately. (s addition to 2=y fees described heerin, yow are responsthle for paging =
all applicabile taxes (including ihose we are nol required ta colfect) and Par o8 hardeare (including, withcul Emitation ==
thoe: PP sarstem) softmare, servioe and other costs you ingur to plag the Game, This Agreement does not entithe you
bo dmy subsequent rebease s of the Came, norto any expangion packs or similar anallany geoducts, You uediériting
Wk g Updae or cthenwise enhince che Game 4 20y Beee 3 in daing 5o incur o obbgation 1o furrish such wpdal
I Yoy purkuael 90 this Agreement,

3. We may amend this Agresment at ang tiwe in oo sole distretion. Sech amerdments shall be effeciive nhtnmrlt-
make the retification available foruier ibiew,

£, Wou may cransias ysue fights wader this Agreament provied that the recipient agrees tathe tenms of this Agreame)

5. Ve may beerminase this Agreement imsediately and withost notice if you bepach this Agreemen arinfringe any =
inbeleciual proypety rights, de wion gacieplay or any pliyer Bl whatfotner whichwe, = our sole diseretion, =
determing i5 irappropriate and/orin viplation of the spint of the Games. 1¥we 18 rmmnade this Agreemant under 1héges
clrtumstandes, pou mutl destroy all coples of the Game and Custes [ontent (and all parts thevafh, L

. Excepd for Ehe revocable, limiled Ticense éxpressly graeded beréceger, we dnd our suppliers shall retain ol rights, ©
tithe and interest, including, mthout leitation, oanerskip of all mtelleciual property rights relating 1o or nesiding bng
the FEP™M gyster, the DLUD™ the Memgey S5k Duo™, the Game, all copics tharesd, dnd 2l game dala in conneckion S8
thirkmith, Yoo riderledge dnd docee that you Bive ndl 2nd will Aot bEguin &f Sbilkin sy ienellsctul propery & - :
othed rights, including g mght of exploitation, af 2oy kind o b3 the Came, intluding, wilhout limtitation, inang =S
characbei(s), vehicles, Ceiom Contean, ibess{s), or other material or propety, and ihat 21 sk Custess Cosienl, 8
praperly, iaterial b inems are ety swned by us. The Game is copyrghted and is probected by Beited E.uﬂ
cepyright 1avs and intemational treaby provtsians. You afkmowledge thatthe Game contains valuabde trade ceceels
of S0E, and that S0F 20/ or its Heensaes cwn 2 inceTlechsal peoperty rights in 294 bo the Game, including, without
irmicaion, ail patent nights, copgnights, inventions, trade seqret rights, trade ceess rights, trademazk rights and
insellecnsal propeny rghts thesein and theretn. You may nat remoee the copegeight and ather proprietany nghts noti
from 1he Game. You 2geee thad this Agraement skall be retadned with afl printed and electaonic copies of the Game a
documentatizn constibating the Gase. You ageee to prevent any unaethorioed copying ce distributize of the Came.
Ewceps for the hoerse &5 expressly provided Berein, S0E cdoes not grant gou any express or mpiied nighd in any pate
cepyrights, trademarks, or trade facret information of S0E and/ar g licensars,

7. Touw may et
{i} 12 any unamahorized thied parny sofmeace 1o 2oy the Game o change mainplager Game play;

() ereate, factitabe, best, lick 10 or prinids any ather e2ans threpak which the Sase may 52 plaged by others, sath
a5 Ikrensgk Sarve r emulass, sxiepl &5 may ke permitied by the unmodified Game and suppomed by S3E;

i ) #xplait the Game or any ol % componeat parts !drl:.l'ny cammirtill parpose I:Iﬂtll.ldll‘l; bt nal limited 19,
exploftation a1 cyber cafe or gaeing centér) without prigr witlén conent of SOE;

{ie} sellorasction {or host or fecilitate the abititg te allow others 1o bug. 5el or auction) any Custom Contens;
cepynghtedior proprielang mateal eeliting to the Gare; oo

.{'ﬁ:ﬁlﬂﬂ or prewide any eacchmaking senoce for the Game.

. SONY DNLINE ENTERTAINMENT LLC. WARRANTS TO THE ORIGINAL PURCKASER 0F THIS PRODUICT THAT TH: UI-'IU" E &%
FREE FROM DEFECTS IN MATERIAL ANDWORKMAKSHIP FOR A PEROD OF NINETY (90) DAYS FROM THE ORIGINAL DATE
PURCHASE SONYORLIRE ENTERTAINMENRT LLC. AGREESFDR A FERMOD OF MIMETY {S5) DAYS T EITHER REPAIR. =
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1. Subject 10 the terms and cordations of (e Terms of Use, S0E henaby grants you a leded, personad, revacable, X
o ace nat |sable for any delsy o failure 1o perfom resulting from 2rg causes beyond our reasonabile control. You nan-lsansferable, ron-sublicessable licenca 1o use the Sepace solely for non- commesrial purposes in connection
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¥ius, tojon Bosse, keystrake 1ogger, warm, bon, Cire2 bomb, cancelbot, cornipied dam of ciher compuler programe
raines \hal a2 s1ended io damage, dacnmentally serfiere wich, sumeprtiously eieroept of expropnate ary
fste, daes oF persoval infeemanan;

{v) e the Senvice in 2 manner hat adversa’y alfects the availabiling of its recourges (o other usars {e.g.. denialef
Lhpuite 2LaCk, entedsive shoutesy [use of 2l caps], Meadies [oontinuaus posting of repetitive baxt] or axcessively NN
large extedded amages); BT L

{i) posd, transmit, distnibube of Feilitate the posming, Transevssion of distrbubon of any ursohaited acvertising, = -
promegtianal matenials, “junk madl”, “Lpnm”, "thain beaners”, *pyranmid schemas™ of apy other formof saliotatian: = 8

S

(i) intentionally or printertianiily e ereourass os faclitate tea pastiny of 2oy olker parsan 1o, vielate angap-
plicabile kscal, state, natbeadl or dnternacional L, ule Songulatan,

(i) upicad or trarsit anvg Costent that infringes any palers, rademark, trade secret, copgnight or othes propretar
rights ["Rights™} of any party or rémgwe or eadily Sny Sopyright or crademark notioe on any part of the Content;

.
{ix) wrhee ity thind paety hardadie, disveoes os softnare of madify any game cisean, software, or Conlent (Such as through
macias, Backs ad cheas) to modify or unfpily smpact the Serice, allow for unattended game play orusepd the
Cendce el deonypt medely, parte, srape, inbernast £ snleroep ry data of inforesation relatieg bo theSendce oe
tramsaitied & ¢hient and server; inaddition, yod may not create, faciiate, host, trarsme;, re-tRansmik; mman
ik orpiovEds ey pikar means through which the 2erace may be accessed or viewed by others, such as through =
emulatons of mirmred mebsites; o Bl ==

. messil, eepy, publisk, post, tra male dervative works of, adap, pevtorm, synchrosize;
mm!_n_r_mm.allﬁrmmmnmge Bl or 2oy alfer ceptenl otfer thas a5 sxpr prewided ke

‘WMo s other TSt to access geut Service acsount; au aee iable for all 2ctivAles Eonducted theough youe
r!'i_[lﬂl:l“l1ﬂnl' e .. = =

_ M}:mﬁ

e ,@ ,__:




{ nasitg of 8 & : e E 3
fe e baain any imelleceudl pragerty or olher rights, including any righs cf expluitation, of any iind inor b
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e you mains your IF 2ddress 2va‘lable on the Sendce gouhave made i1 puldic and, accordeghy igou should take
regeiate measures (such as a firamell) 1o safequand yaur hardware and data froes attack or unzuthonzed access by
parties. Wou exprecsly release SOE, its affiliated companios and 11s amd their officers, directors, enployees and
nEs froem ary claim o Vs geumay sufleras.a resel of any thisd party access 1o yoer bardware o data.

EITHER 508, ANY COLSPAMY AFFILIATED WITH S3E, WOR ARY OF THEIR RESPECTIVE DIRCCTORS, OFFICERS, EMPLOVEES
GENTS, LIGKE ANY WRRRANTY WHATSOEVER, INCLUDING, WITHOUT LIMITATOON, THAT THE SERVICE Wil BE
HIKTERRUFTED, SECURE, VIRIUS FRAEE 0 ERROR FREE. WE ARE NOT LIABLE FOR ANY DELAY R FAILUIRE 10 FERFORL
ESULTIRG FROLY ANY CAUSES BEYDND UR REASORABLE CONTRIL. FURTHER, WE CARHOT AND DD HOT FROMESE OR
SURE THAT YU WY LL BE ABLE TO ACCESS YOUR SERVICE ACCOUMT OF THE SERVICE ‘WHEREVER YOU WART, AND THERE
BE EXTEMOED FERITIOS OF TIME WHEH YO CARNOT ACCESS TOUR SERVICE ACCDUMT OR THE SERINCE. ¥OU ASSUIE
EHTIRE RISK AS T THE RESULTS AND PERFORASSHCE OF THE SERVICE W COMRECTIOS WiTH YOUR HARDWARE AND
REAND YOU RSSUME THE ENTIRE COSTOF ALL SERVICING, REPARR AUDAOR CORRECTION OF WOUR HARDWARE
SCFTWARE. THE SERYICE AHD SOFTWARE ARE PROVIDED ON AN A5 15" BRSIS WITHOUT WARRAKTIES OF ANY KIND,
[ER EXFRESS OR IMPLIZD, INCLUSDIMG, WITHOUT LIMTATION, WARRARTIES 0F TILE OR RO -INFRINGENENT OR
LIED ViR RANTIES OF LIE ACHAHTEEILITY OF FITMESS FOR & PARTICULAR PURPOSE, OTHER THAN THOSE WARRANTIES
LRE INCAPASLE OF EXTLLSIOH, RESTRICTION 08 MODISICATION UNDER THE LAVWS APPLICAELE TO THIS AGREE-
WSE OF THE SEEVICE 15 AT YOLR S0LE B5E,

DISCLARMERS OF LIABILITY CONTAMED 1% THES SECTUOR 7 ARPLY TO ANY DAVAGES OR INIIASY CAUSED BY ANY
AILERE OF FERFGRIZARIE, ERROR, DLASSION, INTERRUSTION, DELETRON, DEFECT, LS5 OF DaTA QR INFORMATICN,
JELAY: IR OPERATION DR TRARSMISSION, COMPUTER VIRUS, DOMMURICATION LIME FAILURE, THEFT QR DESTRICTRIN QA

ORIZED ACCESS TO, ALTERATION 0F, OR USE OF THE SERVICE, WHETHER FOR BREACH OF (OHTRACT, TORTIOUS
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ROPERATED BY AHY THIRD PARTY, 18 CONNECTHIN WiTH THEEER'I'IEHJF-E%F-‘W MCIRECT, SFECIAL, INCIDENTAL, OR
SEQUENTIAL BAMAGES ARISSHG DT OE ORRELATED 10 THE SERVICE, WHETHER FOR EREACH DE WABRAKTY OR ANY
CATHON ARISING THEREFROL! OF OTHERWISE, WHETHER LIABELITY WAt ASSERTED 1M CONTRACT ORTOAT IRG

GENCE AN D STRACT PRODUCT LIABILITY) AHD IRRESPECTIVE CF WHETHER SOE WAS PREVIJUSLY & 0F .
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SOLEE JURIS0RCTIONS DO HOT ALLCW THE EXCLUSION OF ILBLIED WARRANTIES, 50 THE AB0VE EXCLUSION MEY HOT
AEFLY TO WOL. T
&L, S0E shall kave tee right 10 18rEirare o Sespend %..'ur use of the Service, effecive Femediately and wihout price S
mavice, inthe event of any conduct by you whick 30E, inies sale disoretion, considers to be unacoesiable, er far =5
oemicy hat S0E believes :5 3 violation of the Terms of Use contaised harein or A policies or guidelines posted by
SOEan Toe Staver (wamm, s3anion, coex), or for ssher conduct which S0E Baltaves, in1ts sole discretion, 1 karstul io

o oaher ervite users. SOE reserses 1he right bo deny fegiseration of any iedhndusl and, (Rus, 1o dang Jooes 19 RESS
Sarvice to ang indivighal,

9. Fow agree to indemeify, defend and hold harmlets SOE, SOE% affitiated companies, and oll of ity and their
officers, Sirecioes, comers, agents, employees, information provders, affTliates, liversees and livkrsees {coTlec
“Indemnified Parties™) from and against ang and all Fakitity aed costs including, sithout Emitation, amomeys’ fees S Saies
and cosbs, incurred by the indemnified Fastoes in conreckion with any claim arisiag out of (1) any Breach by poe of IE SN
Terms o Use on the Toregoing representations, mazranbies and covenants or (8) your wse of the Senvice, et

b0, The Service ts conteniled and operated by SOE from its offices within the State of (alifomia, nited Statesof
Amedica; but may be served remabely. S0E makes no mepreseniation that the Sepdce is sailable forusednany 8
particetar location. Those whao choose bo 2ooess the Serdce from countries other than the |lnited States d2 so on theif
cminitiative aed ane responsible for compliaace wilk local Laavs, i asd 10 the eackil 10630 et are applicabile, The S
Software, Service and Cosient is subject 1o Unibed Stales export contrals. The Softedee mag NOT be doemlopdedor B8
othenwise exparied arre-esporied (1) inta {ar &0 a rational or resident of Cuba, Trag, Likya, Koeth Konea, Iran, i
or any other country towhich the IS, his embargoed gaads; or (i) tosagane on the 1.5, Treaserny Depanimert's B8
Spacially Dessgeated Katlonals or the UL5. :emene riment’s Takbe of Deng Oeders {(including, butnot Timibed
tha Demed Persons List). By downloading or using the Sofirace, gou regeesent and warast that yow am not loaied §
ueder the ocetrad of, or a mabionad or resident of ang such counbny of o8 ang sech st it
31, Thvess Seevns of Use comssiteies the eetive agreement betmeen SOE 2rd you with pespect to the sebjset matier =
heseol, and supersedes al! prevaous agreements Betneer Uhe pailies with respect 10 serh sebpecl maner, whether 8
wafiblen of ral. Mo waiver by eitsar parly of any breach of defauli hereundershall be deemsd o be 3 walverof asg)
praceding or subsequent breach of default. The séetion headings used Berein are fof comvenience only and shall nop
et ke interpratazion of 1his Agreesant. |f any prowician of these temms shall be unlzdul, void, or for 2y reacan
unesdoroeakls, then thal prowisian skall be deemed severabile from these 1erms 2ad shall nor affect che valisny and
enfarzeabinny of ey ramaining petnisiten,

12. Forusars from oulside the Eursgean Daign, this Agreersan: shali be conslrued in acordance with 152 laws of thee
Snme of Colidprea, wilkguy regaed 10 (alifgenia™s pringiples of confict of s, and you hereby corrsen 10 persona]
enelusie jericdistion by and veswe of the s1e and fedara] cours St in ke Saaie of Calilomsa, Southerm Dis

For usars o within the Europaan Usaon, this Agreessant shall be construed in 2ocondance wath the 1aws of the Un
Kingdam and you kareby coasest 1o persanal and axciussee sanisdinion aad excletoe venue of the comts within the
Unitzd Kingdam.

13 All serdces hitunder dee cffened by Sony Crking Entértainment LLL., Todated ot 3920 Termar Doet,
San Diega, Calaformia 92020, Our phons numbér i (BE8) 537-0898,
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S0t 'DNLINE ENTERTAINMENT LLC. WARRAMNTS TO THE ORIGIMNAL L
SURCHASER OF THIS PRODUCT THAT THE UMD IS FREE FROM DEFECTSIN
MATERIAL AND WORKMAMNSHIP FOR A PERIOD OF NINETY (30) DAYS FRO s
THE ORIGINAL DATE OF PURCHASE. SONY ONMLINE ENTERTAINMENT LLC.
AGREES FOR A PERIOD OF MNINETY (90) DAYS TO EITHER REPAIR OR REPLACE
AT ITS OPTION, THIS PRODUCT. YOU MLUST CALL (858) 537-0838 TO RECE J—
INSTRUCTIONS TO OBTAIN REPAIR/REPLACE SERVICES.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
BEPRESEMTATIONS OR CLAIMS OF ANY MATURE SHALL BE BINDING ON .' Y
OR OBLIGATE SONY OMLINE ENTERTAINMENT INC. EXCEPT AS DESCRIBED &
HEREIN, WE AND OUR SUPPLIERS EXPRESSLY DISCLAIM ALL WARRANTIES
08 COMDITIOMS OF ANY KIND, EXPRESS, IMPLIED OR STATUTORY, ;IN{.':LLIDIJ
WITHOUT LIMITATION THE IMPLIED WARRAMTIES l:::lF‘T‘rTLF.I MOMINFRIMGER
MERCHAMNTABILITY AND FITHNESS FOR A PARTICULAR PURFPOSE. EXCEPT AS .

DESCRIBED HEREIM, WE PROVIDE THE UMD AND THE GAME AND ALL O =!—:_ w2

SERVICES "AS 15", ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND :
STNESS FOR A PARTICULAR PURPOSE ARE LIMITED TO THE NINETY (90) DAY
SERI0D DESCRIBED ABOVE. IN MO EVENT WILL SONY ONLINE ENTERTAINMENT

LLC. OR ITS SUPPLIERS BE LIABLE FOR INCIDENTAL, INDIRECT, SPECIAL OR

CONSEQUENTIAL DAMAGES (HOWEVER ARISING, INCLUDING NEGLIGENCE) .
SESULTING FROM POSSESSION, USE OR MALFUNGCTION OF THE SONY =
OMLINE ENTERTAINMENT LLC. SOFTWARE PRODUCT. OUR LIABILITY TO S
¥OU OR ANY THIRD PARTIES IS LIMITED TO $100.

Without limiting the foregoing. we do not ensure continuous, emor-free, secura r
wrus-free operation of the product or continued availability of the PSP™ handheld

Saome jurisdictions do nof allow limitations as to how long 2n implied warranty
=585 andfor exclusions or limitations of consequential damages or liability, so .-
above limitations and/or exclusions of liability may not apply to you. This wa -r:i'_i_'
Swes you specific legal rights and you may also have other legal rights which vary ™
Som jurisdiction to jurisdiction. e
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