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SPACEFLIGHT OPTIONS

Get fo the Spaceflight Options screen by pressing (X).
Skill

There are three skill levels.

ROOKIE. Enemies are less powerful and easier
1o hit on Rookie. It can be used the whole way
through the game or can be used for just the first
few missions while you get the hang of the gome.
If it's not hard enough, you can always switchup
to a higher difficulty level.

VETERAN. Enemies are tougher and harder fo
hit. Players familiar with Wing Commander™ or
other spuce combat games might want o start on | NS

ACTION

Cortruller Map

the Veteran sefting.

Ack. This is a good skill level for players already very familiar with the Wing Commander universe, who find
Veteran way too easy, or who are using the Analog Joystick. Watch out, though: this skill level will be hard.
Enemies are much tougher, much harder to hit and use missiles much more frequently. In short, if you can
complefe this game on Ace using the directional buttons, you've eamed bragging rights.

If you're having o fough fime on a parficular mission, just switch over fo Rookie, complete your
objectives, and then switch back. (You might wani to make use of ihis feature in the Dead Zone.
And don’t worry, if you decide fo go Rookie Invulnerable at any point in the game, we won't felll)



Invulnerable

All gain, no pain: you cannot die. You can sfill lose missions, though, if you fail to accomplish your
objectives. Turn it on or off by pressing > or < .

Sound
The slider bar ( > or < ) controls the volume of sound effecs.

Music
The slider bar (> or < ) adjusts the volume of the background music.

Stereo
Turns the stereo effect on or off by pressing > or <.

Subtitles
You can furn subtitles on or off by pressing > or <.

Controller (Modes)

There are three modes (see next page) and five controller sefups (see pages 26-29 and back cover) .

Modes control what goes on while you're in the cockpit. The sefups change which buttons control
which functions.

ARcADE FLIGHT MoDE
All the customizations are ON (see below). It's the easiest mode o play in — the game does all the background
stuff 50 you can concentrate on flying like a pro.

Sim FLiGHT MoDE

Turns oll the customizations OFF (see below). This mode isn't easy — you've got to make all the decisions, even
in the heat of batle.

CUSTOMIZATIONS
Smart Missile. The computer will pick the best missile to use on your target. You can’t mess up and send the
wrong kind.

Full Guns Only. Gives 'em all the gun power you've got ... every time you fire. (Except “special” weapons like
Leech and Scatter guns — they only fire when you specifically select them.)

Quick Comms. If the computer can guess your answer, it will take care of things for you. You only have to answer
"yes or no” questions.

Speed Matching. constanT matching keeps you af your target's speed, whether he accelerates or sfops. SiapsHor
is more like cruise confrol — you match his speed to begin with, and then your speed stays constant regardless
of changes in your farget’s speed.

Auto Landing. Get close enough fo your carrier, and you'lljust cruise on in.




COCKPIT Lock ON

MNote: Individual commands lited here are for the default (Action) Controller Mode. To find out what other buttans When eneries come in range, you automafically forget the nearest enemy. Pess (2 to cyde through the availoble
are assigned fo each funcion, look on pages 26-29 targets; you can tell what is fargeted because you'll see a square around it when you look out the viewstreen.

Red square Targeted enemy ship

Blue square Targeted friendly ship

| Green square Missile locked onfo
= you, or a disabled ship

White square Ship currently
communicating with you

1. Radr 6. Fuel Indicator Your target's profile shows up in the lower right side of the screen. When the ship flies out of view, u yellow
2. Gunsight 1. Speed Indicator ~ diamond o appears on the edge of the viewscreen to show what direction you need fo turn to find it again.
3. Communications Panel 8. Autopilot Indicator
4. Weapons Loadout and Active Gun/ 9.1T1S.

Missile 10. Target 1D and Profile

5. Gun Power Indicator



RADAR
It doesn't take long to get the hang of the radar. The center circle shows what is ahead of you, visible through the
cockpit. Whatever appears in the outer circle is behind you. In other words, if it’s in the upper part of the outer
ring, it behind you, and higher than you are. IF it's in the lower part of the outer ring, it's behind you and coming
from below. The four middle quadrants show what is directly above, below or alongside you.

Red  Enemy fighter

Blue  Friendly fighter
Enemy capital ship

Pale Blue  Friendly capital ship

Missile

White ~ Next nav point

Purple  Ejected pilot

dots info the center circle and then blast ‘em.

You got it .. the goal is to maneuver the red and

GUNSIGHT

The red circle in the middle of the viewscreen is where your ship's guns are
nimed.

COMMUNICATIONS

Somefimes you need fo falk fo someone in another ship. Whenever you can
communicate with anyone else, the lower left corner of the screen shows the potential
receivers. (Somefimes, the infended receiver needs fo be targeted first — see Lock
On, page 5.) When  pilof communicates with you, an image of the sender appears
in the lower left

Cycle through the communications options,
= Select the message you want 1o send.

WINGMAN ORDERS

There are two messages you can send af any fime.

=0 Break and Atiock Tells your wingman to break formation and attack

enemy ships.

m™+@ Taunt Enemy Insults the fargeted enemy fighter.



SHIELDS AND ARMOR

Armor s the actual mefal casing of your ship, while shields are the energy buffers that
absorb incoming fire. When your shields are overloaded, they'll stop working ... and
your armor will starf taking damage. Unless your shield generator is destroyed, your
shields will regenerate and be as good os new after a few seconds. Once your armor
is hit, though, it's going to be dented uniil it gets hammered out — if you're lucky.
If your armor gefs punctured, your ship explodes. It's that simple.

Shield status is shown by the ship “shell” shown in the lower left viewscreen. Armor is represented by the inner
part of the ship icon. Color indicates the armor sfatus.

Green  No domage
Light armor domage

Red  Heavy armor damage

WEAPONS LoADOUT

Whatever gun(s) and missile are loaded and ready to go can be seen in the upper right of your viewscreen.

Guns are powered by your ship, while missiles are self-powered. The fypes of quns
and missiles available vary according to the fighter you're flying.

Unless you choase otherwise, every time you pull the trigger, you'll fire all your guns
at once. That runs down your gun power quickly. Turning FULL GUNS off (see
Customizations, page 3) saves more power, but you get less punch per hit.

Some ships have “special” guns that you can cycle through — they appear on the list after the regular guns.

TARGET ID
When ships come into view, your onhoard computer fargets the closest enemy ship. The targefed ship has brackets
oround it, and appears as a cross on your radar.

Text above the lower right viewscreen identifies the type of ship and tells you how far away it is (in klicks).

u Red square Enemy ship
m Blue square  Friendly ship

TARGET PROFILE

Once a ship s identified, its profile appears in the lower right viewscreen. The dark green
sphere indicates its shield strength. Quadrants of the sphere change from green to yellow
to red os its shields diminish, and then disappear when you disable o section of your
enemy's shields. After that, as the enemy fakes armor damage, the profile of the ship
itself turns from green o yellow fo red.

When you have on ace targeted, the word “Ace” appears near the ship’s name.

GuN POWER INDICATOR
The colored arc on the right of the viewscreen indicates the power level of your ship's adiive
guns. Every shot takes a little bit of energy. If you fire all your guns ot once, your power drains
faster. If you run out of qun power, it ll take o few seconds for your ship to recharge them fully
— as long os your ship's power generator isn't domaged.



FUEL INDICATOR
The colored arc at the top of the viewscreen shows how much
fuel you have. Afterburners are great — they help you
outrun a fough situation or gef on the tail of the enemy. The
only problem — they bun fuel like you're pouring it down o

drain. If you run out of fuel, you've o to coast home on nothing but reserve power. How fast that is depends on
the ship you're in.

SPEED INDICATORS

You've got your choice of two kinds of speed indicators. Set Speed (Set) is
the litfle yellow triangle next to the colored arc on the left side of the
screen. It indicates the speed that you have set for your ship. Afterburning
will make you go fuster temporarily, but when you stop you'll return fo this
speed. Klicks Per Second (KPS) is the colored arc (and the number above
it) — it shows how fast your ship is moving. If you watch, you'll see that it
changes when you change your set speed, or use your afterburners.

When you get on the fail of a ship you've got targefed, it's a good idea fo adjust your speed to match the other
guy’s. (To do this automatically, see Speed Matching, p. 3.

AcTive GUN/MISSILE
In cose you forget, the names of your current gun and active missile appear in
the upper right corner of the screen.

AUTOPILOT INDICATOR
Press = when the word AUTO appears of the top
of your viewscreen fo autopilot to the next nav point.

Using autopilot is the easiest way fo et fo the next nav point. It's like letiing
someone ekse fly the ship while you take  nap or catch up on your reading, If
you encounter any problems, though, autopilot turns off and you'll have to fake
over,

You can't autopilot if there are any enemies or hazards nearby. If you try
anyway, it won't work, and you'll get the message “Enemies near, autopilot not allowed.”

MissILE LocK INDICATOR

If your missile indicator comes on, release a decoy ((©)) and afterburn away!

It's a serious problem when an enemy’s missile gets a lock on you. There are several warnings. The first one is the
~ Missile Lock Indicator that appears to the left of the radar. If you're foo busy fo look
B of your displays (a dangerous habit) you can also tell by the distinctve siren
K that sounds. If you can see it through your viewscreen, you'll nofice that an
| incoming missile has a green box around it

' Remember, you only have a certain number of decoys — you can see how
~ many in the pyramid graphic in the upper right corner of the viewscreen. All
: decoys are exactly the same. See the Contraller Layouts, pages 26-29, for other

ways to drop them.



TARGET RANGE
Somefimes it's hard o tell how far away something is in space. This
indicator fells the exact distance between you and your target.

TARGET DAMAGE

When you wanf fo see how badly your enemy is hurt, check the Target
Domage indicator. When the arrow reaches the very bottom of the
scale, your farget is destroyed.

ACTION SPHERE

Pressing - brings up a display of the local area — called the Action Sphere. This pauses the game.

Press () fo go to the Options Screen.
You can rotate the map by using directional butions, and can also zoom in and out (= and &),

Your current farget is displayed in a box in the lower right. You can also cycle through the fargets (@).

] Blue Outlne Friendly Ship
] RedOutlne  Enemy Ship
White Outline  Your Ship

Green Outline  Disabled Ship

TARGETING

You automatically target the nearest enemy ship and place a red outline around it. (You
can only farget one ship af a time.) Whichever ship is targeted has its profile displayed
in the lower right corner of the viewscreen. Above the profile is a description of the type
of ship it is.

] Blue Square  Friendly Ship
' Red Square Enemy Ship
[ ] WhiteSquare Ship that is communicating with you

Also, remember that the targeted ship shows up as a large ross on the radar.

When you cydle targeting through the ships that are in the area, the brackets in your viewscreen shift from one
ship to another.

When you've got a ship targeted, you can match its speed fo make combat easier. (See Speed Matching,
page 3.)



SMART TARGETING

If you don’t want to target friendly ships, you can turn on Smart Targefing (= + @). With Smart Targefing on,
you anly farget enemy ships. With it off, you cycle through all the ships in the area.

Note: You can always communicate with your wingman, even if you can't target them.

INERTIAL TARGETING & TRACKING SYSTEM (L.T.T.S.)
Aim your guns ot the green ircle.

Al ships come equipped with LITS., a system that lets you know how much you must lead your
farget in order to hit him. Whenever you lock onto a ship, the LTTS. pluces a green circle on the
viewscreen whenever the ship is in view and in range of your quns. If you aim for the green dirdle

instead of the enemy, you stand @ much betfer chance of hitting him.

Maneuver your ship foward the yellow diamond.

Wthen your fargeted ship maves out of your view, the green circle changes to a yellow diamond. To bring
the enemy back info view, your best het is fo furn your ship in the direction of the dizmond. Sometimes
the diamand wil swiich from one sde fo the other — that's because the enemy has passed hehind you

and is now on your other side. If you gef confused, check for the: red cross on your radar

AUTO-TARGETING

Ships with Auto-Targeting are u pilot's best friend. It means that you don't have to keep the green TTS. dircle
directly in your sights fo do damage — your guns will swivel to compensate for enemy maneuvering or “drift.”
Your guns can't Auto-Target if the enemy is out of sight, however.

MissiLe Lock

Keep the target in view! It takes o while for o missile fo get a lock.

Once your missile s locked on targef, fire before the enemy gefs out
of sight. You lose your missile lock when he goes off-screen.

After you fire o missile, you can furn your attenion to another ship.

| I1ukes o while for some missiles fo calculate ol the necessary information to get fo their
target. Before they've gotten a lock on their target, you can't fire them. Dumbfire
and Friend or Foe are exceptions: they don't need a lock, you just point and shoot.

When you bring a targeted ship in view, red cross hairs appear outside the red targefing square and slowly start
fo move toward the center of the square. You'll hear o disfindiive series of fones s the missile works on getiing
the lock. When the lock is complete, you'll hear  chime — you can then fire the missile af will.

LANDING

Auto Landing ON. Bring your carrier info view. It will give permission fo lnd, and you'll then coast in
automatically.

H Avuto Landing OFF. “Remofe” Landing. Get close to your carrier. When it gives permission to land, hit autopilot
y to coast in for a “not quite” automatic landing.

Manual landing. Landing on your own is  ltfle harder. The main frick is to slow down enough.
1. Maneuver so that your ship faces the lounch bay.

2. Slow down below 100 kps and glide into the launch bay.

3. Once you've gone far enough, you've landed.




CLOAKING
After a while, you'll get your hands on a ship equipped with  cloaking device that makes it invisible fo ather pilots

for a while. The good news s that any enemy missiles hat have locked on you will lose track of where you are

once you're completely conked — and they can't inifiate a lock, either. The had news is that you can't fire missiles
or guns while cloaked. Cloak/uncloak by pressing m + ma+ =0 + .

When you're cloaked, the viewscreen gets o multi-colored effec!,

ESCORTING TRANSPORTS
There are two things to remember when your mission s to escort transports.

Fly within 1000 klicks to “fink up” with the fransport.

The first thing is that you have to establish a link before the mission can begin. To link up, fly within 1000 klicks
of the transport. They'll tell you when the link is made, and that they're ready to autopilot. If you don't get
dose enough, they'll keep felling you that they're ready for autopilof link.

Protec! the fransport.

During escort duty, it's not enough fo kill oll the bod guys. The whole mission is to keep the fighters from
destroying the bigger ship. So keep an eye on your radar, and go after any enemies that head for the transport.

MANNED INSERTION PODS

Manned Insertion Pods (MIPs) are torpedo-sized pods used fo get commandoes into enemy capital ships. They are
only available for some missions, and you select and fire them just like any missile or forpedo. (With Smart Missiles
0N, you can't accidentally lounch a real missile or forpedo when you want 1o release o MIP.) After the mission is
accomplished, don't forget ta fractor in the survivors.

TRACTOR BEAM

Using your tractor beam is exacily fike firing o gun, except you
hold the button. When you release the button, the tractor shuts off,

In a fractor beam mission, when you farget o MIP or on ejected pilot —
and you are dlose enough — your tractor beam vill automaticaly be
selected. The object will disappear from your viewscreen when it has been
successfully tractored inside your ship.

VIEWS
You can cycle through the passible views (= + =), The current view is nomed ot the bottom of the screen. These
camera settings are temporary and do not save from mission fo mission.

Front View  Out the front viewstreen
Rear View  Out the rear viewscreen
Chase View  From behind your fighter

Object View  Allows you fo rofate the camera
around your ship

DYING
If you get on the losing side of a space battle, o plague displays:

Replay. Returns you to the cockpit so you can take off again with the same ship/loadout. It's the beginning
of the mission.

Quit. Returns you to the Main Menu. You can load o game from there.



TUTORIAL

Note: All controller commands listed here are from the ACTION (default) controller setup. To find out what other butfons can be
assigned fo each funciion, look on pages 26-29.

This short fuforial will help you get acquainted with the cockpit and basic ship functions after you've started the
game and wafched the iniroduction. You may find this section particulorly useful if you're new to the Wing
Commander series. (In fad, if you're just learning, you might find the Invulnerability Option invaluable. See
Invulnerable, page 2.)

STARTING
Usually, of the beginning of a mission, you'll find yourself in the cockpit of a fighter, waiting to take off. The
beginning of the game is different, since you are already launched when you gain control of the ship.

The first thing to do is become fomiliar with the cockpit. Maniac will be taunting you to accept his challenge to a
virtual dogfight, but you can ignore him for 30 seconds.

RADAR BAsIcS
Look at your radur (the circular array af the hotiom of your screen) and nofice that your wingman shows up os o
blue dot. The white cross indicates the direction of your next desfination, known as a navigational (or nav) point.

Use your directional buttons to maneuver your ship so that the white cross on your radar moves to the center of
both the radar and your forward view. You will use the same methods of maneuvering to bring enemy ships in
front of you during battle. If for some reason you want fo head toward the next nav point before the autopilot
light comes on, just point your ship af the white cross and fly.

SPEED
Your ship’s speed s shown numerically in the upper left corner of your screen (above the speed arc). “KPS” denoes
the speed af which your ship s traveling.

Increase throttle,

Decrease throttle.

+[E2  Set throttle to zero.

+ 0 Set throttle to maximum speed.

ACTION SPHERE
Display your Action Sphere by pressing - This 3-D map shows the current nav point. Your ship appears in the
center of the current nav point. Use directional buttons to rotate the map in any direction.

b 42~ Rotate Map.

@ (ztle through targets.
(Centers your ship in the map if you farget yourself.)

/B2 Zoom in/zoom out.

S Return to normal cockpit view.




WEAPONS

Your weapon loadout appears in the upper right corner. Note that missile hardpoints, selected gun, missiles and the
number of decays are shown here. All of your ship's guns are automatically active (this can be toggled off in
Modes — see page 3). If you turn Full Guns Only off (see page 3) you can cydle through the various guns, but
Full Guns gives the most punch (and, unfortunately, uses the most juice). Unless you're in an energy crunch, Full
Guns is usually the best het.

The Hellcat has both a parficle gun and an ion cannon.

When you feel comfortable with the above commands — and you want some practice — take on Maniac's
challenge.

FIGHTING MANIAC
Now you're ready fo take on Maniac, if you want. Accept his proposal by choosing AFFIRMATIVE, or decline by
choosing NEGATIVE.

Cycle through communication choices.

Select communication choice.

Your computer hos automatically targeted Maniac's ship, placing  box around it on your viewscreen. Maneuver
your ship so that Maniac i in the center of your viewscreen, and fly toward him. Maniac may break left or righ,
but will eventually head directly foward you. If you dive u ltle, he’ll shoot over your head. Then you can pitch up
into o 180-degree furn and fail him.

@ Fire guns!

Your LTTS. system will kick in whenever he's in view, displaying a green circle, in addition to your red qunsight.
If you line up the red gunsight with the green circle each fime you fire, you have o much betfer chance of hitting
the target.

{In a real mission, you would be using the Target Cycle feature much more than you are now, against just this one
opponent.)

® Cycle through targets.




PIRATES

Once you either finish the virtual dogfight with Maniac or decline his challenge, you find two Razor light fighters
are suddenly buzzing all around you. They appear as red dots on your radar, and one is marked by a red box
when it appears in the viewscreen. Information about the ship appears on the lower right side of the screen.

Tell Maniac fo Break and Attack. He'll veer off, and as soon as his system re-confiqures back to regular combat
mode, he'll begin attacking.

= +(@ Break and Attack.

Press your afterburner keys and maneuver using your directional buttons. Right now, all you want fo do is keep
alive unil your own systems reconfigure.

= + Fire afterburners.

P ldav Maneuver.

BATTLE

As saon as your guns reconfigure, fry fo get on the tail of an enemy. If you find yourself overshooting the fighters,
slow down. If's better to go a litfle slower than to be going too fast, because flying pust your opponents puts you
directly in their gunsights.

Slow down.
Speed up.

COMMUNICATION

If you need assistance, you can iry asking your wingman to help you out. (Unfortunately, Maniac is noforious for
disobeying any order that might distract him from a target.) Generally, you can command him to attack the ship
you have fargeted, break from formation and atfack any farge he chooses, fly on your wing or return o buse.

+  Display the available communications in
b 4~ the lower left part of the viewscreen,

Vo Highlight and select the receiving ship (Maniac).

4 Choose a message: Attack My Target or
Help Me Out Here.

b Send the message.




MissiLe Lock
Keep the enemy in sight and match your speed to his.

+ @ Match Speed.

Keep the locked ship in sight until you hear a missile lock tone. (You lose the missile lock if  target moves out of
view.) Try fo get os close to the other ship os you can before you fire — this gives you o better chance of hitting
the target.

® Fire missile.

Once you hit o target, look to the lower right of your viewscreen. If any of the green sections begin turning yellow,
you're wearing down your enemy's shields. Try to fire wherever the shields are yellow or red, i.e., weakest. Usually,
you can weaken shields with your guns, then fire o missile for the knockout punch. Razors aren't so tough, though.
Seven fo eight shots with your guns — or one missile — should be enough to destroy a Razor.

DAMAGE

0+ 4 or b Cycle through lower left viewscreen displays.

To check damage to your ship, look to the lower left of your viewscreen. The color of the ship profile indicates the
system siofus: domaged systems ore yellow, witical systems are red, ond destroyed systems are black.

AutoriLoT

Afier you and Maniac have defeated the pirates, look fo the top of your viewscreen. When it is safe to autopilot to
the next nav area, the word AUTO will appear.

When the AUTO light is on, you can aufopilot to your next destination rather than taking the time to fly the whole
uneventful stretch.

2 Autopilot toward your next nav point.




ADVANCED #1 CONTROLLER LAYOUT
Certain keypresses will not function with specific aptions. Those are
listed in ifalic.

SHIP CONTROLS

Ship Movement (Steering) bdav
Throtile Up @

Throtle Down =

Max Theottle @+
Min Throtile D + &=
Afterhurner 2 +
Roll Left/Right $ 40
Cycle Comera Views +
Autogilot -
ComBat

Fire Guns @

Fire Missile ®

Next Torget @

Smart Targeting E+ @
Drop Decoy ()

Jhatch Speed o+ @
HNext Gun +@
Next Missile + ®)

Rear Turret [T 4 -

Bedt 0+ 02 4 6 + B + M4 M
(Claok Ship (toggle) [ 4 [ + [ 4
Comms

Townt Enemy =+0

Break and Attack - @
Communicating with Quick Select Comm ON:

(ycle Comm Option o

Select Comm Opfion [
Communicating with Quick Sefect Comm OFF:

Viewscreen (fogqle/selector) ms+d dav
OPTIONS
New Game hold == + .2 for 2 seconds
Action Sphere/Pause e

Options Menu (from Action Sphere) ()

AcTION SPHERE CONTROLS

Rotate Map bdaw
Toom In
Loom Out @
Cycle Next Target @
Options Menu ®
Exit Adtion Sphere ar

ADVANCED #2 CONTROLLER LAYOUT
Certain keypresses will not function with specific options. Those are

listed in ifafic.

SHIP CONTROLS
Ship Movement (Steering)
Thrattla Up

Throtfle Down

Mox Throttle

Min Throttle

Mierburner

Roll Left,Right

Cycle Comera Views

Autopilot

ComBAr

Fire Guns

Fire Missile
Next Target
Smart Targeting
Drop Decoy
Match Speed
Next Gun

Next Missile

bdav
@
[ + E

o+ E

®

Rear Turret [0 4 -

Eject 00 + [2 + G + B2 + 2 4 05
Clook Ship (1oggle) 0463+ B+
Comms

Taunt Enemy m™+@O

Break ond Attock ™+ @
Communicating with Quick Select Comm ON:

Cycle Comm Option

Select Comm Option m

Communicating with Quick Select Comm OFF:
Viewscreen (toggle/selector) 004 b 4 & @

OPTIONS
New Game hold ™= + .*=, for 2 seconds
Action Sphere/Pouse =

Opfions Menu (from Adiion Sphere) ()

ACTION SPHERE CONTROLS
Rotote Map bdaw

Loom In

Zoom Out

Cycle Next Target
Options Menu

Exit Action Sphere




listed in ialic.

SHIP CONTROLS
Ship Movement (Steering)

Throttle Up

Theotle Davn

Max Throttle

Min Thrattle
Aftesburner

Roll Left / Right
Cycle Comera Views

futapilot

ComBAr
Fire Guns

Fire: Nissile
Hext Target
Smart Torgeling
Drop Decoy
Maich Speed
Next Gun

Next Missile

WinG CoMMANDER 3 CONTROLLER LAYOUT

Cermain keypresses will not funcrien with specific opions. Those are

)

04+ @+ 3
[+ & + 3
= + &
B/ 6@

0 4 [ 4 [0 4

)

1 @ G
G

|

i B
=+

o+ G

Rear Turret 0D 4

Ejet L0 4 130 4 L 4 ) g
Claak Ship (toggle} [ 4
Comms
Taunt Enemy =40
Break and Atfack = .®
Communicating with Quick Select Comm ON:
Cycla Comm Opficn mm
Seleet Comm Option o

Communicating with Quick Select Corum OFF:

Viewscreen (foggle/selector)  ED 4 > € &=

OPTIONS
Hew Gome hokd == 4 .= for 7 seconds
Adtion Sphere/Pause e

Options Menu (from Action Sphere) (0

AcTION SPHERE CONTROLS

Ratate Mop b qaw
Toom In 1]

Toom Out E

(ycle Next Targat [+ X
Dptions Menu X

Exit Action Sphere i e

ANALOG JoYsTick CONTROLLER LAYOUT
Certain keypresses will not function with specific options. Those ore isted

in ialic.
SHiP CONTROLS
Ship Movement (Steering)

Throtile p
Theottle: Down

Mox Throtile

Min Throttle
Afterburner

Roll Lefi

Roll Right

Cydle Camera Views
Autopilot
ComBAT

Fire Guns

Fire Missile
Next Target
Smart Targeting
Drap Decoy
Match Speed
Next Gun

Next Missile

Right Stick

Left Stick Forward,/Up
Left Stick Bock/Down
D + [

4

Laft Stick Left

Left Stick Right

0 4 [ 4 [ 4

=
L]

Rear Turrot [ 4 ==
Eject (U0 o PR O v R S
Cloak Ship (togyle) [ 4 (6
Comms
Townt Enemy =+
Break ond Attack =@

Communicating with Quick Select Cormm ON:

Cycle Comm Opfion
Select Comm Opfion

Communicating with Quick Sefect Comm OFF.

Viewsareen (toggle/seledor) — Right Stick Hat
OPTIONS
New Game hokd == = for 2 saconds
Acion Sphere/Pause 2

Optioms Menu (from Action Sphere) ()

AcTION SPHERE CONTROLS

Rotate Map

Toom In

Zoom Out

Cycle Next Target
Options Meny
Exit Action Sphere

Right Stick Hot Up/Down
Right Stick Hat Right

Right Stick

Left Stick Down
Left Stick Up
®

X



ACTION CONTROLLER LAYOUT

The keypresses listed initalis ~ Combat Comms
may not function if you've Fie Gune @  Tount Enemy L)
customized your options. Fire Missile ® Break ond Aok~ @
Next Target @  Communicating with Quick Select
Ship Controls SmortTorgefing. 9@ Comm ON:
Ship Movement (Steering) @ Drop Decoy @) Cycle Comm Option
Throtile Up 1 Match Speed I &) Select Comm Option 151]
Throttle Down E2 Nexi Gun © Communicafing with Quick Select
Max Throttle i f | Next Missile %) Comm OFF:
Min Throftle COE  ponr Turret - Viewscreen (Toggle/Seledor) (51 @)
Afterhurner ETEE oot [ 2 [0 () : :
Roll Lef/ight e S —— Action Sphere Controls
Cycle Comera Views 21 _ Rotate Map @
Autopilot = Options Losm In L
- New Game hald == .= for 2 seconds sy i
demge 0 L e
configurations, iR Ny Lt e ) Exit Action Sphere o
see pp. 26-29.
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WARNING: BEFORE USING YOUR PlayStafion™ GAME CONSOLE:

A very small percentage of individuals may experience epilepfic seizures when exposed to ertain light potterns or
flushing lights. Exposure to certain patterns or backgrounds on o felevision screen or while playing video games,
including games played on the PlayStation gome console, may induce an epileptic seizure in these individuals,
Certain conditions may induce previously undetected epilepti: symptoms even in persons who have no history of
prior seizures or epilepsy. If you, or anyone in your family, has on epileptic condition, consult with your physician
prior to playing. If you experence any of the following symptoms while playing a video game — dizziness,
altered vision, eye or muscle hwitches, 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 connedt your PlayStafion game console fa a projection TV without first consulting the user manual for your
projection TV, unless it is of the LCD type. Otherwise, it may permanently domage your TV screen, Refer fo your
projection TV instruction manual for more details.

HANDLING YOUR PlayStation™ DISC:

e This compact disc is intended for use only with the PloyStation™ game console.

e Donot bend if, crush it or submerge it in liquids.

®  Donot leave it in direct sunlight or near a radiator or other source of heat.

e Besure fo fuke an ocosional rest break during extended play.

®  Keep this compact disc clean. Always hold the disc by the edges and keep it in s profective case when not
in use. Clean the disc vith a lint-free, soft, dry doth, wiping in straight lines from ceater 1o outer edge.
Never use solvents or sbrasive deaners,

This product has been rated by the Enterfainment Software Rating Board. For more informefion about the ESRB
rating, or to comment about the appropriteness of the rating, please contact the ESRB at 1-800-771-3772.
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STARTING PLAY

Set up your PlayStation” game console according to the instructions in ifs Instruction Manual. Make
sure the power is off before inserting or removing a compact disc. Insert Wing Commander IV Disc |
and close the Disc Cover. Insert gome controllers and turn on the PlayStation gome console. Follow
on-screen instructions fo start o gome.

Top View
10N
RESET BUTION | (PR BT
FOWER INDICATOR ISE CONTR
POWER BUTION
ONROLUERPORT ——————————
MR CARE 101 1
— I Wisomy camn stor 7
Frnm View ! .
._.-
CONTROLLER FORT 1

LONTROLLER PORT 2

CONTROLLER DIAGRAM

Front View Button
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Bunon =
Buﬂon

Top View

5:;” Button




BETWEEN MISSIONS

STARTING THE GAME
Put the (D in the PlayStation gome console and close the Disc Cover.

You get o make choices during the infroductory scenes (for instonce, “Help him out”/"Straighten him out”).
Choose the response you wanf by using = and < o highlight it, and pressing (X) fo selec! it.

If you want to bypass the iniro, press 5. You'll still have to make the choices, but if takes a lot less fime.

To change the controller setup or other spaceflight options, open the Option screen [, then (X) during
spaceflight) and use the directional buttans to cycle through the hotspots on the screen.

(X) selects the current action aption you have highlighted.

SAVING, LOADING AND RESTARTING
Select Main Terminal (see p. 7).

Saving Games. There are only o couple of things 1o remember abou saving.

You can only save from a carrier. Highlight the save icon and seled by pressing (X). Your
save game is fhen assigned a name based on the scene in which you are saving,

There are 14 game slots on a fypical memory card. You can overwrite filled slots if you want fo.

Loading Saved Games. Al you have fo do is click “Load Game” then use = ond ~ 1o
highlight the game you want.

Restarting. Press % 1o pause the game, then press = fo quit,
{Or press and hold % and ™= for 2 seconds o send you o the original stor! screen.)

ON BOARD THE LEXINGTON

The part of the game between missions is driven hy *hotspots” — places on the sereen that make something happen
when you activate them. Talking to peaple, moving from room fo room, using ship computers and so on, can ol
be dane by activating hotspots. Whenever you highlight a hotspot, text of the bottom of the screen tells you wha!
that hotspot does.

a /= (yde through hotspos.
® Adtivate the hotspot viceo flick.

TALKING TO CHARACTERS

There are lots of peogle in this game that you ought to talk to. Some are friends, some would happily spit in your
eye. Somefimes the conversations are imporfant fo the plot, somefimes they are just o gef fo know your comrades
You'll nofice that now and then the video will pause, and two choices will appear on the tap ond battom of the
sereen. This is your cpportunity fo change the plot around — you'll get the chance fo choose one mission over
another, pick one person’s side over another or even affect the end of the game!

a /= Select your choice and press () to adfivate if.




GAMEFLOW MaP

@ Call up the map.

Getting around s easy. With the Gameflow
Map, you can go straight fo any available
room by clicking on it. Even better, the map
lets you know where the “talkative” people
are located. You've ot to talk fo people fo :[
move the plot along. |

A red dot means you have to talk 1o the
person before you can go to the mission
briefing. In other words, you can't fly until §
you get rid of all the red dots.

A blue dot means if you don't talk to the person, its okay. You probably ought to, just to know what's going on,
but if you don's, that blue dot will eventually go away.

FLIGHT CONTROL
Flight Control is an important parf of  carrier if only because this is where you'll find the Main Torminal {p. 7).
You con get to the Flight Deck, Briefing Room and Officers’ Lounge from here, s wel,

MAIN TERMINAL
When you go to the Main Terminal, you'll see a dose-up of a computer screen with different icons on it. When you
highlight an icon you'll see text felling you what that option does.

@ Select an option.

e Leave the Main Terminal.

Dufy Roster




Duty Roster

This is where you load and save gomes; use the directional buttons fo highlight
ihe options. The double omows scroll up or down one page ot  fime.

Delete Game. Use = and = 1o cycle through the saved games, Press (X) to
delete o game. You will be asked to confirm your action.

Load Game. Use = and ~ fo highlight the game you want o jump info, and
then press (X) to start it up.

Save Game. Highlight an empty slof and press () fo select if. You can save up fo 14 gomes, und overwrite old
ones that you don't want anymore. It's a good idea o save often, so that you can make different choices without
having to start the game over,

Killboard

There’s no real “scare keeping” in Wing Commander IV, but the killboard comes close. It shows the number of kills
for each pilot. When you start, your name will be last on the ist, but s you complefe missions and destroy enemy
pilots, your number in the “Kills" column will get bigger. When you kill an ace, it get mentioned in the "Ace”
column.

You can see some information on the pilots here, too: OK, unavailable, deceased, AWOL o sick.

Ship Configuration

You can only select this option after you've gone to the mission briefing.

Before each mission you need to decide whether you want to accept the defoult ship and missile loadout, or if you
want to change it around. If you want to see what the default s, go o the Main Terminal and select the Ship
Configuration button.

Some ships have more missile hardpoints (places where missiles are atfached) thor others. Some ships come with
certuin kinds of missiles, and you can't choose anytting different.

b oond 4 Switch between the Ship and Missile windows.

~ ond = Chaose the ship you want.

& Toggle between the picture and stats of your ship and missiles.
2 ¥ (ycle thraugh the weapons available.

@ Exit the <creen.




Wing Configuration
Before you gef into the cockpil, you'll need to select a good pilot fo fly as your wingman.

Use > and < fo cylce through your wingman choices. If you can foke more than one wingman, press =, then
use b and < fo cylce through your second wingman raster. = refurns you fo the primary wingman opfions.

@ Select the wingman you want,
@ Exif the screen.

Controller Options/Joystick Calibration

Takes you directly to the Controller Configuration menu. There is more than one arrangement of controller
commands; you should choose the one that makes the most sense to you. This is also where you calibrate your
Analog joystick, if you have one. See Baitle Book, pages 26-29 and back cover.

Control Parameters
Takes you to the Spaceflight Options screen. This is where you can do things like make the game harder or easier,
louder or quieter. See Battle Book, pages 1-2.

OFFICERS” LOUNGE

The heart of the Lexington is the Officers’ Lounge. Here is where most of the other pilots go fo relax for o while.
Information is fraded, bets are made and friendships are forged in the brief quiet fimes between combat missions.
You get to Eisen's cabin from here.

MisSION BRIEFING Room
Right before each mission, you have fo attend a briefing. This is when you get information about where you are
supposed fo go, and what you need fo get done. Since you're a commander, somefimes you'll need to make
decisions concerning the nature of the mission. After that you'll brief your squadron and pick a wingman. See
Wing Configuration, p. 10.



Long range, moving fargets are very hard fo hit with missiles. About 500 licks on
the distance mefer is close enough fo fry ‘em.

Decoys are great fo distract incoming missiles, but keep in mind that one might not
be enough.

Leech missiles and leech guns are great for slowing down faster ships.

Remember fo kill off leeched fighters before leaving @ nav point (unless you are
told not fo in the briefing).

Concentrate your aftention on one fighter at a time. Switching from target
o farget allows shields to recharge and gives you two wounded enemies,
rather than one dead one.

When you must destroy capital ships, Dumbfire missiles and torpedoes work

extremely well.

I you're on a torpedo run, it's not a good idea fo go straight in. Try to “corkscrew”
in by rolling and banking slightly in order o dodge the turret fire and enemy craft
that will probably be on your tail.

C—

Getting too close o enemy bases and capital ships can be lethal. Their shields are
supercharged and somefimes extend out in a large radius — and they're much
stronger than your ship.

Don't expect your wingmen to take up your slack. You and you alone are

responsible for mission success or failure.

Ships with rear turrefs are dangerous when tailed. If you're getfing shredded by
them, try attacking from the sides and not from the front or back.

If you're having frouble shoofing down your enemies, there’s always the brute force
method for stronger ships (Longbow or Avenger). Ram them. That's right, if you have
a heavy ship, work on your target's shields with your guns and when they're low —
fly your fighter right into them. Don't use this technique if you're in a lighter ship.

If you are somehow left hehind by your command ship, you can always eject. Be
careful — your enemies won't give you o warm welcome if they find you.

The purpose of faunting is fo goad your enemy into flying more recklessly. It doesn't
always work, however.

You can fight the Seether.
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Shields 250
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BANSHEE
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Gordan £ Holmes |, Mer Wuﬂy Ry Baron, Mas K. Bozemon,

Sean A Dugaun, Davi Nute, Steven Doss, Scalt Mifler,

Robert A Measini, David Wheaber, Timothy Wokh, Martin Duncan,

Timathy Grwsn, Frank Palozzo, Casey Whesker,

Kerel Koeh, Diavid Comphell Grogary Camphel,

Thoaos Wages, Rex Cassana, Ronnie Montomery

Lood Seenic / Hood Pobnter ..o vy Robirsan
Seame MBS L. Chris Kelly, Pl Boochsshes, Lt
Heod Devarator ... .ooooviin, Lt ally
JOOIOT i o vrive v v SR A Steve Degrool, Luz
Painters / Decorstors ..o Britn Lynk, Pobor Georg,

Fronk Oliveri, Gory Mark, Guillenmo e,
Mick Ritchosan, Martin Ortiz, Jnime Cosllns

LaBOIS, o Cesar Ayolo, Rick Fie, Juon ave,
Daniel B Parkes, Josan Greemwoed, Duvid Kithon,
Dienais Wieers, Ruben Debgoda, April Duncon

2ND UNIT

oo Unit Divmctors .o Mark Dery, Adom Fashho
OASIONT ..o eae s e e ey ana et o g
Vo ASsslo ..oy een . D Doviney
T Ty R e hock Hotigon
st Uiy Duvi Walnaeh
PNy, e e R Jennifor Loor
ot Assietont DUrector ..o Louts Milta
Tnd dssintont Divectar Bt Bayilstun
ST SUPBTYION v veesienerinnerviinnens < Judith Soundars
Set Production dssistont ... s M'pu, Larol Gronner

Ginfler ... ...................................HuwnHLl.nku

Bect Bay Fetritian .. ...ovvieeis it Sherman Fulto
Boeeor -+ c s v ek ok Yan Jobinson
KO e covve o miicyirsiratra s e I Hate
L] e G i T N Dave Hoden
G < oiveeiiienieae s vae o Mork Combs, Jim Niawwonhwls
Sound oo . Nl Sesberg
Medics ........... (hrlsrmn Hsrshay Suzanng Iunkel Justin Birchfie!
ImﬁSmxe - = . Julie s
Sound Stages mwdaﬂ'hr . Ren Mar Sludms thwnnd, l‘.ul.uFamn sk

BUSINESS OFFICE

Production Accoomtat . .............oooooiiionr.. . Louris Wokan
Assisiont Production Aecountant .. ... ......o...._.... Julia Lo Proth
Business / Legal Afairs ..................... Cocol Contes, Leske Abel
POST-PRODUCTION
Post-Productian Direetor . ... .....oovivvnssianns s il Gussert
Visual Effacts Stipervsor ... ..o Steve Moore
Viswal Effects Coordimater . . Jaffery *JC° Combs
Posit-Produetion Coordingtar .. ....................... Dovid Downing
POST-PRODUCTION — PICTURE

i Editor ... R . Phil Gessert
L T S S |1 11,

Post-Prodvelion Asshint ..o ienns . Jim Gapp

Vido Provessing Focilly . .. ... A Modia Lab
Videe Processing & DIGIRZINON ... ..oovivvvrinncniiinanens Jeni Day
Vo Tochmicion _............oooviirennnnns... . Michoed Marsh
Digital Compositing and O Line Mester Images, Inc

Forclly Produeer . ..oeveieeiianieerinieenn e s Tood Lindo
Tochieal Diector ......cooveriernnansirnraesen. . Jeiry (oo
Tecing Colorisls ..........oooooeiiinn. oo JimBorett, Gory Contes
01 Quing Eelors ... ...................Greg Gilmore, Mork Sorensen
Composiimg Antist. ...oo0oioiiioisiaaiiiase o2 Jrin Green
Rotoscoping Arlisks ... ... voovo.. Daniele Gecaralli Ak Loventhal
R e
Post Logic Producer ... ooon i,
Visual Effocts Compasitar ., ovovevineciieen

Post Logic, Inc
NLeslie Sorrending
Rabby Vignato
. Mike Enves
Tolecing Assistan! ek sre . Mario Barrern
ORTE ChEI eb  r  R




Post Production — Picture (contd)

-1 dssistonts ..o Ko Maruyome, Shane Harris
Digital Man-Lingor Editing System ........... MID Technology, TEXTSOUKD
Film to Tope Transfers by .. .......................... Delune Video
POST-PRODUCTION — SOUND

ORIGIN Systems

MR i e . Marfin Galway
Post Production Prodvcer ...........................Sreich Willioms
Sound Bltor ... Stretch Willinms
Additiona Sound Editing . ................... Randy Buck, Juson Cobb
Additional Dialogue Recording ................ Rondy Beck, lason Cobb
Blactronc Aris San Mateo

Divector of Film Audio Post-Production . ... .............. Morroy Allen
Dubbing Mixers . . Tomy Berkeley, Ken Felton
Dilogue Edifing .........................Tony Berkeley, Nen Felton
Foley Edifing . ............................To«y Berkeley, Ken Felton
Mosic Editing . . . . Tomy Berkeley, Ken Felton
Supervising Sound Effects Editor .......................Tony Berkeley

Sovnd Effects Editors .........................Ken Felton, Marc Forly

Sovnd Dasignars . ................) Tony Berkeley, Marc Farly, Ken Felton
Special Kilrathi Voca! Effects .. ........................ Tom Seufert
Folly & ADR Services provided by .................. Post Sound Corp.
g T T N B Sy e John Reiner CAS.
Folay Miesr ........oiviiiinniivininiisensiaaas Bichand Duarte
Foley Aetists ...............enn. ... Margie OMalley, Marniz Moore
L e L ) [

CAST

Cof. Christopher Blair .............coooeiennnn. ... Mark Homil
Amirel Tohwyn ..o Maleolm MeDowell
Mo James “Polodn” Taggart ... Juhn Rhys Dovies
Copt, Willam Bisen. ... ..........oooooeeone ... Juson Bemord
Mo, Todd “Manioe” Morshatl ... ......ooovvivininniiinns) Tom Wilson
SR oo e T T O O
Znd U0.Troy “Cotserateh” Carter .. ..................... Mork Docosees
IERTET7 T e gdopand e b AROBERES G Hally Gogaier
11, Winston “Vogobond” Chang . .......ooviiiiinninld Francais Chow
Col. Jucob “Howk” Mandey .. ..............ooo... . Chiis Mulkey
(ol, Tamara “Ponther” Farasworth .................. Flizoheth Borones
11, Col, Gosh Debker . .. .. . lerenny Roberts
Chief Tech Robert “Pliers® Sykes ... .o0vevniniriinnnnnd Richard Riehla
Vice-Admiral Domiel Wolford ..................0..e0. . Foler Joson
Copfin Hugh Poulsen ... .. John Spencer
Ind 1. Drew Noismith . .. .....oooiiiniiniin Millioms Youmons
B Bty oo o s s e w55 Tk
Vorce of Melek ....................cooooon... . Burry Dennen
News Amobar:zriccci v G R B Borbara Niven
Confed Redshirt #1 ................ooooeeenvs. ... Rithard Goron
Confed Redkbirt £2...........oooviiiiieinnnrnon,. Khiis Conrod
Confod Rodskit ... e e e ik Casper Van Dien
Confed Redshirt 4. ........0ovennnnniniinnnnn .. Suzanne Ircha
Telomon Female Comm Officer ....................... Kisten Moore
Talomon Gzen ... .......oveeveriveriranaeersennen. .- Joel Polis
Tefomon Doctor .......ooovveneninnnaannn ... Mithoel Covanough
Conteen Barkendsr . ..........ooveeveverinanann ... Dylon Bruno
[ B e e e e e Peter Marquordi

(anteen Man ... . Donn Torrolly BOS, Covrier Offcar #1 ... Allen Culler
Bordder Worlds Pt #1 . ........................ Mourido Mendoz BNS Covrier Olffcer 2. ... oo e SR Joe Fiske
Border Worlds P #2 ..., Lestar Do Confed Pilot ........ooooiiiiniinninnn. . Michool Wochtel
Barder Worlds Filat #3 Woh Goggim FO0GDORT BODBE ... ot e Peter Loi
Vesuvius Hotmsman ..o on. . Muron Kub Com Bose Guard #1 ........ooevvvnnvinnnniensso o Tim Meridith
{0 T R L | Wonlo Aauna o R Goand 4. .. .. . G Dan Bell
Tromsport Aol .. ........oiiies CoJane & Rogers Com Base Guord #3 . coeveo o Stot Metlroy
LT R ) JobowDoute .........c.cocciiniiniianannsenvanses handy Holl
L7 ORI [l Comvoy Comm. Officer . .............ocoooe.. ... Morgun Englund
T Rogor Meriunio BN . G Tod! Kimsey
LT, TR L Malok ................ccooiiiiiniiiinn.. . Chris Borgschnaider
Shttle Filot ... ee e Do Haggenty OoNarit COp#] .. vesen e iannesenanssnon s asCharles Eston
TR TN ..o o TN I Genaric (ap #2 .. ..ooooiiiiiieiiiianiaannnener s Midhinel Hoplin
Border Workds 1. ... i R LA Genaric (0p #3 . ....oovoiiriainiiininenns s . (ookie Corasello
Bluepoint Traffic Camral . ... .......ooeiiiiennns s Jold Covent Gemeric Gop 4 ..o Jofley Mbough
Helmspersan ... Beveey (astoldo Slapping Woman .. .._..... . Kirsten Moryolt

Girele ¥ Comm, Speciolist . ... ..ovevoaneeononronn . S Troimer

ORIGIN 5YSTEMS, INC. 90-DAY LIMITED WARRANTY

ORIGIN worrans o the ceiginal purchuses of this computer softwire produet that the recarding medium on which the softwore progroms are recorded will be free from
defects in material ond workmanship for 20 s Tram the date of purchise

IF the recording medium is found dufoctive within 90 duys of oeiginal purchase, ORIGIN agrees 1o regloce, free of dherge, ony such product upan receipt ol its Foctory
Service Center of the product, postoge paid, with proal of dote af purdhose. Thes warronty s limited o the recording medium contuining the software program originally
provided by ORIGIN. This worranty shall not be applicablo o shall be vad if the defect has arisen through obuse, mistreatment or neglect. Any npliod warranties
applicable o his product are fimited 1o the 90-tay poried duscribed above. 1 foilure of the soltware produet, in the judgment of ORIGIN, resulted from oocident, cbuse,
mistreatment ar neglect, or if the recording modium should foil after the original 90 duy warronty period hs expired, you may return the safware program 1o ORIGIN,
il the oddress noted below, with a check or money rder for 55,00 (UL, currenry, which includs postage and hondling, and ORIGIN wil mail o replacement fo you.
Ta receive o replocement, you should enclosn the defuctive modivm (including the ariginal protuct lobel) in protective pockaging accompanied by: (1) o 55.00 check
(2) o brief siatement describing the dufect and {3) your retum oddress. Conadda and Foreign Ordurs Nate: Only U.5. money orders are accepted.

Except as set forth obove, this worranty & in lieu of ol ather wormantios, whetbor oral o wiitien, express or implied, induding any warrant of merchomtalility ar fitness
for a particular purpose, and so other repeesentatian of cloims of any noture shell be binding on or obligate ORIGIN. In na event will ORIGIN bu liable for special,
incidental or conssquential domage resulting from possession, wse or mollunction of this product, including domage to property and to the extent permitted by low,
damages for personal injury, even if ORIGIN hos been odvised of the possibdlity far such domapes. Some states do nat allow limétotions n how long an imglied warranty
losts omd/or the exclusion or Emitation of inciental ar comsequentinl domages, so the ohove limitation andyor exclusion o imitetion of liokility mey not apply fo you.
This warranty gives you specific legol rights. You may have other rights that vary from state fo shate.



~ ORIGIN PRODUCT SUPPORT

Phone;
(512) 434-HELP (434-4357)

Monday through Friday, 9 a.m. 0 12:45
p.m.and 2 p.m. to 5 p.m., Central fime. -

-~ Hours are subject to change.

FAX:

® (512) 795-8014
B FAXes will be responded to by FAX. Y ks

15 wm,m_c_. 59104 Cor urbpard Dr, mn,n?um @l
n, W mwﬁnd\\w&mh e registered froe
¢ Say Computer Entertolnment Amiericn for wse with
i 'WM:WWTIMW!MKM is 0 frodemark
T mlSSﬂFFWME ISfﬂIm'ﬂﬂu’J\ﬂﬂlﬂMW

Address:

ORIGIN Systems
5918 West Courtyard Drive
Austin, TX 78730

Online:

Send e-mail to ORIGIN
Cusfomer Support at
support@origin.ea.com
Visit ORIGIN's anonymous
FIP site at ftp.ea.com or the
World Wide Web page ot
www.origin.ea.com

mll'splums 'm:l‘hnrn(c ﬁhwdmrhtmdnmi of ORIGIN Systoms, Ine.
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