


A WARNING

Hotore playling this game, read the Xbox 360 Instruction Manual and any
potphoral manuals for important safety and health information. Keep all
manuals for future reference. For replacement manuals, see www.xbox.com/
nupport or call Xbox Customer Support (see inside of back cover).

Important Health Warning About Playing
Video Games

Photosensitive Seizures

A vory small percentage of people may experience a seizure when exposed
1o cortain visual images, including flashing lights or patterns that may appear
In video games. Even people who have no history of seizures or epilepsy
may have an undiagnosed condition that can cause these “photosensitive
opiloptic seizures” while watching video games.

Ihese seizures may have a variety of symptoms, including lightheadedness,
altored vision, eye or face twitching, jerking or shaking of arms or legs,
disorientation, confusion, or momentary loss of awareness. Seizures may
also cause loss of consciousness or convulsions that can lead to injury from
falling down or striking nearby objects.

Immediately stop playing and consult a doctor if you experience any of
these symptoms. Parents should watch for or ask their children about the
above symptoms—children and teenagers are more likely than adults to
experience these seizures. The risk of photosensitive epileptic seizures may
be reduced by taking the following precautions:

« Sit farther from the television screen.

* Use a smaller television screen.

* Play in a well-lit room

* Do not play when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult
a doctor before playing.
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GAME CONTROLS
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THE SINGLE PLAYER GAME
In the Single Player campaigns of the game, you are an Allied soldier in some of the fiercest
combat of the Second World War. The success of your mission, and your very survival, will
depend on how well you move, shoot, and perhaps most importantly, how well you work with
your squad mates. To start a Single Player game, select Single Player from the Main Menu.

“New Game— This option

From this menu you can launch
new campaigns, resume games
in progress, switch to the
Multiplayer portion of Call of
Duty 2° or access the
configuration options.

appears when you haven't yet
started playing the Single Player

portion of the game. Selecting this
*starfs you on your way.

Resum§: Game— Load the game you were playing from your last Save Point so you can
continue your progress through the campaigns. This option is displayed only after starting
amission.

‘Mis‘sion Select—Start a new Call of Duty 2 gome from the beginning of the first campaign,
or play any mission you currently have unlocked. After selecting your mission, choose your

difficulty level from one of the four options available.

Controls— Choose this option to change your controller preferences such os sfick and button
layout, as well as look sensitivity and inversion.

Options — Choose this option to toggle auto-aim, controller vibration, subtitles and crosshair
and to select your save device.

MulﬁplqygrESWiIches you to the Mulfiplayer menu.

PLAYING THE GAME
Before each mission, you will receive a briefing. They're frequently in the form of orders
from your superiors, or personal journal entries. The briefings often provide crucial information
about your objectives and the dangers you'll face. Study them carefully. They could save
your life. Hai i




IN-GAME DISPLAY

Status Text Damage Direction
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__Grenade
Threat
Indicator

Compass

Crosshair
Indicator Counter

Compass — The Compass is useful for helping you navigate, locate your objectives and

increase your situational awareness. In addition to showing the direction you're facing,
also shows the location of nearby allies (green arrows) and enemies (red dots) Your wrre
objective is marked with a gold star.

Stance Indicator —The triangle-shaped icon displays your current stance in Ihsigume.
The icon will show Standing, Crouching or Prone, depending on the stance y(}u choOse

Status Text— Throughout the game, updates appear in the upper-left corner of Ihe sureen.
These include changes in mission objectives and other alerts.

Ammunition Counter — The box in the lower right-hand section of the screen is your
counter. The first number indicates how many rounds are in your current weapon. The second
number indicates the total number of rounds available for that weapon.

Crosshair — Use your crosshair to aim your weapon at your enemies. When you run or walk,
your crosshair disappears because you're moving. When you stop moving, you automatically
steady your weapon and your crosshair narrows. It's often wisest to fire when completely
stopped to ensure accurate shots (and to conserve ammo). Crouching or lying prone also keeps
your crosshair focused, and it's advisable to use these positions whenever possible. If you move
your crosshair over an ally who's close to you, you'll see your crosshair change to the image

of o porson. Press the Use button (the €3 button) fo ask individuals to move out of your line
of sight.

tho conter of the screen indicating the general direction from which you were hit. If the arrow
points upward, the enemy is in your forward arc. If the arrow points downward, the enemy is
hitting you from behind.

Use Icon—This indicator appears when there’s an item you can pick up or
use. This could be anything from secret documents fo a weapon or vehicle.
To use the desired item, press your Use button (the €3 buton). In the
case of some items, such as a climbing rope, you must press and hold the
Use buﬂon :

Grenude Threal Indlcator—Hund grenades are a vital part of combat. Grenades get thrown
into your ureu from various locations.

Note: The arrows mdtcafe the location of grenades landing near you.

Health System—The red Damage Direction arrows on your screen are the first indication
you're faking damage. Further signs your character is close to death inude heavy breathing,
heart palpitations and blurred vision. Call Of Duty 2 will display a message when this happens
the first few times only. Then, it’s up to you to find cover as soon as possible if these occur.
Doing s0 wil uﬂnw your health o return to normal after o brief rest, provided you're not
taking any more damage.

:Mo‘r];y[];\‘"'l‘ CONTROLS

ment buttons are as follows:

The defaul

DEFAULT BUTTON DESCRIPTION
up on left thumbstick Walk forward.
down on left thumbstick Walk backward.
left on left thumbstick Sidestep fo the left.
right on left thumbstick Sidestep to the right.
' Stund/Jump O button Jump or stand upright from

(rouching or Prone.

Go to Crouch ® button
Go to Prone @ hutton (hold) Lie prone from Standing or Crouched.
Free Look/Aim right thumbstick Look around and aim your weupon.:, :




STANCES

You'll quickly learn that the
soldier who stands tall on the
battlefield often winds up dead.
A shrewd player will make good
use of both the Crouch and
Prone stance positions in hattle
to keep cover and move without
exposing him or herself to
enemy fire. Bear in mind that while
Crouched or Prone, you'll be harder
to hit, but won't move as fast as when
you're standing up. Additionally, while
Prone, you'll move very slowly and
won't be able o fire while moving.

Crouched

Standing

Important Tip: Always use available cover! Crouching behind trees and brush can keep the enemy
from spotting you. Getting behind bulletproof objects can save you from gunfire and shrapnel.

MENTLE SYSTEM _

When you approach some obstacles, an arrow will appear on your screen indicating to hit your
Jump button (the @Y button) to automatically jump over the obstacle in front of you.

your face so you can look down
the sight (or info the scope, in

WEAPON CONTROLS

The default weapon-related buttons are as follows:

COMMAND DEFAULT BUTTON DESCRIPTION
Atack wr Fire weapon.
Aim Down the Sight B Hold down and release fo switch

between Aim Down the Sight and
From the Hip firing modes.

Melee Attack click the right thumbstick  Sirike the enemy with the butt of your gun.

Reload Weapon €3 button Reload weapon.
- Throwfrogéﬁrfznude o Throws a Frag Grenade.
Throw Smoke G;éﬂﬂd? : f:’ Throws a Smoke Grenade.
: '(hdnge'Weapoﬁh’ @ button Switch between your weapons.

~ Bin‘o:ulurs/ Hold Breath  click the left thumbstick  Hold down to use binoculars, or when using
o ” a sniper scope, press and hold to hold your
breath and steady your aim.

AIMING DOVN THE
SIGHT (ADS)

Every gun has an Aim Down the
Sight mode. This brings the
weapon up from your hip to

the case of sniper rifles). Aiming
down the sight gives you a slight
z00m effect, enabling you o be more accurate. However, while aiming down the sight, you will
move much slower than normal. The default button for Aim Down the Sight is [




HOLUOING YOUR
BREATH
The sniper scope magnifies your
smallest movements, making it
difficult to draw a bead on a
distant target. You can steady
your aim by holding your
breath (dick and hold the left
thumbstick) for a short time.

- MELEE ATTACK
When the enemy is right on top
of you, it can be difficult o aim
your weapon and defend
yourself properly. In these
situations, use your Melee
attack (click the right
thumbstick) to strike the enemy
with the butt of your weapon.

CHANGE WEAPON :
Throughout the game, you can carry two weapons at a fime. Press Change Weapon
(the € button) to switch between the weapons you're carrying. -

RELOADING YOUR WEAPON ;

When your weapon runs out of ammunition, you will automatically reload. Watch your ammo
counter carefully! Reloading in the middle of  firefight takes fime and leaves you unable to
defend yourself. You can manually reload your weapon between fights with the Reload button

(the €3 button). ‘
SYAPPING WEAPONS & PICKING UP ITEMS

When you see a weapon on the ground, you can swap it for one of your two main weapons. J,
To swap weapons, move your crosshair over the weapon, and when you see the Use Indicator, ‘
press and hold the Use button (the €3 button). You'll drop your current weapon and pick up \‘h

the new weapon. Picking up items is as simple as pointing your crosshair at the ifem and
pressing and holding the Use button, or, in the case of ammunition, walking over it.

STATIONARY WEAPONS & VERICLES
To use a stationary weapon (such as an M642 machinegun) or vehicle, move toward it unti
you see the Use Icon. Press and hold the Use bution (the €23 button) to take control.
Fire the weapon with the normal attack command. Press the Use button
again to ahandon the weapon or vehicle.

SMOKE GRENADES PROVIDE CONCEALMENT

You can decide which grenade is best for the current combat situation. Once obtained, swifching

to smoke grenades («®) will provide a temporary cloud of smoke for you and your squad fo
maneuver in unseen.

OTHER CONTROLS

COMMAND DEFAULT BUTTON  DESCRIPTION

[ > Pause your game and bring up a list of

Show Ol
- your mission objectives in Single Player.

Use, pick up, drop off and otherwise

e © €3 button
interact with items and vehicles.

SHOV OBJECTIVES/PAUSE
Throughout your campaign, mission objectives will change. Press the Show Objective butfon
(©) to pause the game, show your mission objectives and give you a status on each one.

o |ncomp[éie or in-progress mission objectives appear in white fext.

o (omplejéd mission objectives appear in gray fext.

MULTIPLAYER
This section (')fwﬂ‘re manual o)

will guide you through
the multiplayer porfion
of Call of Duty 2.

XBOX LIVE®

Play anyone and everyone,
anytime, anywhere on Xbox
Live. Build your profile (your V
gamer card). Chat with your friends. Download content at Xbox Live '
receive voice and video messages. Get connected and join the revolufion.

Family Settings s
These easy and flexible tools enable parents and caregivers to decide which games
young game players can access based on the content rafing. For more information,
go o www.xbox.com/familysettings.




Connecting
Before you can use Xbox Live, connedt your Xbox console o @ high-speed Internet connection
and sign up fo become an Xbox Live member. For more information about connecting, and
to determine whether Xbox Live is available in your region, go to www.xbox.com/live.

Find Standard Match— Choose this option to find an unranked match you can invite friends fo.

Find Ranked Match— Choose this option to find a ranked match for competitive play. Friends
cannot be invited to join a ranked match.

- Gametype —Select the gametype you want to play. Random, Deathmatch, Team Deathmatch,
(TF, Headquarters or Search and Destroy.

After selecting either Standard or Ranked Match, you'll be taken to an Xbox Live Lobby to Wuit '
for other players fo join. Please note that Call of Duty 2 supports up to eight pluyers online over
Xbox Live.

SPLIT SLREEN

Select Split Screen fo go to the Xbox Guide to sign everyone in. From there, you'll huve the k
following options.

Start Game — Selecting this option starts the match.
Location—Select the location you'd like the match to take place in.

Gametype — Here you can select the gametype you want fo play. Random, Deothmatch Teum
Deathmatch, CTF. Headquarters or Search and Destroy.

SYSTEM LINK

Join Game — This option fakes you o the Server Screen. The Server Screen will help you fmd a

game to join.

Create Game—This option allows you to create a game. The game options are |dem|cu| fo the
Split Screen.

CONTROLS

Select this option to edit the Game Controls.

SINGLE PLAYER

Select this option o go back to the Single Player menu.

Note: By playing online, you must leave the Activision-controlled environment in Call of Duty 2. The
game’s content has been rated for Teen audiences, but the content of the game may change during
online play due to, among other things, interactive exchanges. Activision and Infinity Ward take no
responsibility for content external fo the game itself.
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CUSTOMER SUPPORT

Note: Please do not contact Customer Support for hints/codes/cheats; only technical issues.

Internet: http://www.activision.com/support

Our support secfion of the web has the most up-to-date information available. We update the
support pages daily, so please check here first for solutions. If you cannot find an answer to
your issue, you can submit a question/incident to us using the online support form. A response
may take anywhere from 24—72 hours depending on the volume of messages we receive and
the nature of your problem. During the first few weeks of a game release and during hollday
seasons, the response fime may take a little longer.

Note: Internet support is handled in English only.
Note: The multiplayer components of Activision games are handled only through Infernet support

Phone: (310) 255-2050 ;
You can call our 24-hour voice-mail system for answers to our most frequently asked questions
at the above number. Confact a Customer Support representative at the same number between
the hours of 9:00 am and 5:00 pm (Pacific Time), Monday through Friday, except holidays.

Please do not send any game returns directly fo Activision without first contacting Customer V
Support. It is our policy that game returns/refunds must be dealt with by the retailer or online

site where you purchased the produc. Please see the Limited Warranty contumed wnhm our
Software License Agreement for warranty replacements. ~

Register your product online at www.activision. com";
so we can enter you in our momhly druwmg
for a fabulous Activision prize

NOTES




ACTIVISION.

SOFTWARE LICENSE AGREEMENT
USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" INCLUDES THE SOFTWARE
INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ONLINE OR ELECTRONIC
DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS
PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION")

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program
solely and exclusively for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program
is licensed, not sold. Your license confers no title or ownership in this Program and should not be construed as a sale of any rights in

this Program.

OWNERSHIP. Al title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not
limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts,
artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, and any related documentation,
incorporated into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws of the United States,
international copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision's licensors
may protect their rights in the event of any violation of this Agreement.

YOU SHALLNOT:
Exploit this Program or any of its parts commercially, including but not limited to use ata cyber cafe, computer gaming center or any other
location-based site. Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial
use; see the contact information below.

Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written
consent of Activision.

Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part.
Remove, disable or circumvent any proprietary notices or labels contained on or within the Program.

Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations.

.

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the

- Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium
I S a m e e e r is found defective within 90 days of original purchase, Activision agrees to replace, free of charge, any product discovered to be defective
L4 within such period upon its receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being

manufactured by Activision. In the event that the Program is no longer available, Activision retains the right to substitute a similar program
of equal or greater value. This warranty is limited to the recording medium containing the Program as originally provided by Activision

and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse,
mistreatment, or neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, ATNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND

V i S i t u S a t NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION.

When returning the Program for warranty replacement please send the original product disc(s) only in protective packaging and include: (1) a
photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the
problem(s) you are encountering and the system on which you are running the Program; (4) if you are returning the Program after the 90-day

e o o
n 0 m warranty period, but within one year after the date of purchase, please include check or money order for $20 U.S. currency per disc
° ° replacement. Note: Certified mail recommended.

Inthe U.S. send to: Warranty Replacements, Activision, Inc., PO. Box 67713, Los Angeles, California 90067

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL,
COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF
ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION'S LIABILITY SHALL NOT EXCEED THE

ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO
THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its
terms and conditions. In such event, you must destroy all copies of this Program and all of its component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS. The ngram and documentation have been developed entirely at private expense and are
pmwded as "Commercial Computer Software" or ‘restricted computer software.” Use, duplication or disclosure by the U.S. Government or a

is subjectto the restrictions set forth in subparagraph (c)(1)ii) of the Rights in Technical Data and Computer
Rights clauses at FAR 52.227-19, as appli The Contractor/ \ is Activision, Inc., 3100 Ocean Park Boulevard,

Santa Monica, California 90405.

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree
that Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to
breaches of this Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, officers, directors, employees and
agents harmless from all damages, losses and expenses arising directly or indirectly from your acts and omissions to actin using the
Product pursuant to the terms of this Agreement.

Software clauses in DFARS 252.227- 7013 or as setforth in subparagraphs (c)(1) and (2) of the Commercial Computer Software Restricted ‘
\

MISCELLANEOUS. This A the complete ag ing this license between the parties and supersedes all
prior agreements and representations ‘between them. It may be amended only by a writing executed by bath parties. If any provision of this
Agreementis held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable
and the remaining provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is
applied to agreements between California residents entered into and to be performed within California, except as governed by federal law
and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California. If you have any questions conceming
this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn.

Business and Legal Affairs, legal@activision.com.

Microsoft, Xbox, Xbox 360, Xbox Live, the Xbox logos, and the Xbox Live logo are either registered trademarks or trademarks of Microsoft
Corporation in the U.S. and/or in other countries.
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