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OVERVIEW:

DELTA FORCE
BLACK HAWK

DOWN

This game is based on
actual events that occurred in
Somalia in the fall of 1993. Several of the
missions in this game are based on actual
missions at the time, and several are
purely fictitious. While we have made no
attempt to achieve strict historical
accuracy, we have made every attempt to
acknowledge the courageous Servicemen
that comprised Task Force Ranger and
the American contingent of Operation
Restore Hope. The Soldiers of Task
Force Ranger and the 10th Mountain
Division, who fought valiantly on the 3rd
and 4th of October, 1993, engaged in the
U.S. Army’s most intense Infantry fight
since the war in VietNam. These brave
men deserve a tribute, and to the extent
that we can do that with a video game, we
salute them.

The objectives set forth for the
mission on the 3rd of October, namely to

capture two of Mohammed Aidid’s

lieutenants, were successfully accom-
plished. The two lieutenants, plus
twenty-two of their comrades, were
quickly captured. However, during the
course of the operation, two Black Hawk
helicopters were shot down in enemy
territory. Eighteen Americans lost their

lives, either in the crashes, or fighting
defend them, in the seventeen hour batt
that ensued. In the immediate aftermat!
of the fight, the reports were
overwhelmingly negative, describing 1l
battle as a failed mission, a bunglc
operation, or a disaster. We respectfull
disagree; we think that the men of Tas
Force Ranger and the 10th Mountan
Division fought in the finest traditions o!
the U.S. military, and accomplished wh
they set out to do that day. While 1l
downed helicopters certainly changed th
plan, the Americans who fought that day
did so with the highest degree of courage.
resolve, and resourcefulness, and
virtually eliminated the Habir Gedr
militia. We offer this game in the hope
that, as you use it, you reflect on the
sacrifices of these men and their families.
sacrifices that allow the rest of us to enjoy
products like this one in the safety and
comfort of our homes. And as we do
so, these men and those to whom they
have passed the torch, quietly continue
the fight.

- Member of Task Force Ranger
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HOW TO LOAD THE GAME

n order to play Delta Forces Black Hawk Downe you must first insert the Black Hawk

Down DVD into your DVD-ROM drive. Double-click the DVD icon that appears on

your desktop. Drag the Black Hawk Down folder from the DVD to the location on your
hard drive you would like to install the game.

You will need to refer to the CD Key printed outside the game’s jewel case in order to access
NovaWorld. When prompted, type the CD Key into the space provided. It is recommended
that you keep this number safe for future use. You will not be able to register for a
NovaWorld account without it.

To start the game, double-click the Black Hawk Down application on your hard drive.

NOTE: All references made in this manual are for two button mouse users. For single-
button mouse users, left click=mouse button. Right click=ctrl click.

AN §ERE QR
PROTECTING YOUR PROGF
SAVING CAMPAIGN PROGRESS
When you complete a mission in Campaign Mode your progress through the game will be
automatically saved. Once a mission has been completed, you will be able to access it from

the Single Player Quick Mission list. If you play with a different character slot selected. that
campaign will be saved independently.

IN-GAME SAVES
During a mission, you will have a limited number of temporary saves available. The
number of saves will vary depending on the length of the mission. To Quick Save your
progress, press the F5 key. To reload a save point, press the ESC key and select the
appropriate slot. Once you've filled up your slots, you won’t be able to save again unless you
restart the mission or load a save made earlier in the mission.

Quick Saves work by saving a point in time from one mission attempt. If you load an
earlier save, subsequent Quick Saves will overwrite any saves made after that one. If
you restart a mission from the beginning, a Quick Save will overwrite all saves from a
previous attempt.



Wrapped around the Horn of Africa, Somalia
is struggling to become a unified nation after centuries
of foreign occupation and internal clan fighting.

Initially populated only by indigenous tribes,
Somalia’s position astride lucrative trade routes
and lack of a cohesive government made it
a prime target for foreign control as early as the
6th century.

The first prominent government of the area was
the Sultanate of Adel formed by Arab tribes along
the Gulf of Aden in the 600's. In the 1500's the
Portuguese dismantled the ruling Arab Sultanate
and took control of the northern coastline.

By the end of the 18th century, the region was
occupied by the Ottoman Empire to the north and
by the Sultan of Zanzibar to the south.

Following the construction of the Suez Canal in
1869, Somalia came under control of England in
the north and Italy in the south. Both nations

would have a lasting impact on the people and
landscape of Somalia. The southern region,
known as Italian Somaliland, saw the [talian
language, architecture, and food become staples in
their society.

Independence and Revolutions

It was not until a United Nations mandate in
1960 that the Republic of Somalia was officially
born. The celebration was to be short-lived as only
nine years later General Siad Barre would lead a
military revolt to take control of the fledgling
nation. The suspension of the constitution and
dissolution of Parliament were some of the first
orders carried out by his regime.

Initially Barre's rule was backed by the Soviet
government as he attempted to modemize the
country. Some reforms were enacted, but growing
corruption, inefficiency, and bloody suppression of
opposing factions overshadowed any progress.

___r;_)

Following an unsuccessful Somali invasion of
the Ogaden region of Ethiopia (populated by ethnic
Somali), Barre lost the backing of the Soviets who
decided to aid the newly installed Ethiopian regime
instead. Barre then tumed to the United States for
support. The U.S. and Soviets were well
entrenched in the Cold War by this point, and the
U.S. government was more than willing to ally
with Barre in exchange for strategic military bases
in the region.

Over time, the opposition to Barre and his brutal
suppression of dissident groups rose. After years of
bloody civil wars, Barre was forced to flee the
country on 27 January, 1991.

None of the opposition forces were able to fill
the power vacuum and the Somali government
collapsed. Amidst the chaos, rival clans fought for
power and the capital city of Mogadishu was split
by factional boundaries.

Famine, Warlords and the UN

By the end of the Siad Barre regime, Somalia
had already endured years of famine caused by
natural disasters and the continual fighting that
made it impossible to plant crops. Humanitarian
groups estimated that between January 1991 and
January 1992 over 300,000 Somali died from
starvation and 50,000 from factional in-fighting.

In view of these massive losses, and despite
continued fighting among the numerous armed
clans in Somalia, the UN embarked on a series of
missions to alleviate the famine and bring
security to the region. The first phase of the
operation, UNOSOM (United Nations Operation:
Somalia), began in April of 1992, and was
supported by numerous UN member nations,
including the United States. The U.S. dubbed
their contribution to the mission “Operation
Provide Relief”.

The humanitarian mission was immediately
hampered by general lawlessness, looting and
multiple ruling factions throughout the country.
The UN claimed that it had more than enough
relief supplies, but was unable to get them to the
areas where they were needed.

To combat the armed militias and to
provide security for the UN personnel, the United
Task Force (UNITAF) was assembled. Approved
by President George H. W. Bush just weeks
before leaving office, UNITAF was deployed

with 28,000 U.S.
troops and 9,000
more from other UN
member countries.

‘* " )\ Given the US.

J name of “Operation

Restore Hope™,

UNITAF was

considered a separate mission in Somalia and

operated in concert with UNOSOM forces. It was

planned from the beginning to be a temporary
mission to restore order in the region.

On 4 May. 1993, UNITAF began the scheduled
reduction of its force and merged with the newly
formed UNOSOM II. Command of the remaining
troops was passed to UN control. The United
States” contribution to UNOSOM 11 was called
“Operation Continue Hope."

5 June, 1993

Though many clans in Somalia welcomed UN
intervention, mistrust still gripped a few others who
refused to sign onto a widely accepted
cease-fire agreement. Some clans used starvation
of their opponents as a weapon and saw the UN as
a threat to their power base.

This mistrust became more than evident when
24 Pakistanis delivering food were ambushed and
killed by armed clan members on 5 June, 1993.



(1op)Somalis wait outside the Bangludesh Army
compound to try to obtain a day’'s work. The
Bangladeshis operate a food-for-work program
during their support for UNOSOM 11,

(middle) A Somali man handing out a mixture
of corn and beans 1o 4 small child at one of the
food distribution points in Belet Huen, Somalia.
(below) Somali eivilians watch, LIS Marines
walk single file down a small alley in Somalia’s
Bakara Market.

The UN was shocked and an investigation
determined that it was troops loyal to General
Aidid and his Mogadishu based Habr Gedir clan
militia that were responsible.

The UN declared Aidid the biggest obstacle to
peace in the region. The U.S. and President Bill
Clinton concurred and deployed Task Force
Ranger (TFR) to arrest Aidid.

Task Force Ranger deployed to Somalia on 22
August, 1993 and was made up of Soldiers from
Army Rangers, 160th Special Operations Aviation
Regiment and Delta Force. The 10th Mountain
Division was to act as a Quick Reaction Force if
needed since they were already deployed to the
region. TFR was under United States command
and was considered a separate entity from
the UN mission.

TFR undertook seven missions in Somalia. The
seventh, on 3 October, 1993, is the one that
made all the papers. During a daylight mission to
capture two of Aidid’s lieutenants, two U.S.
helicopters were shot down and 18 American
Soldiers were killed. On the Somali side it is
estimated that 500 to 1000, mostly from the Habr
Gedir clan, were killed.

The public relations fallout from the
casualties led President Clinton to reverse his
original policy. Under great political pressure he
ended the mission,

Though Aidid requested a cease-fire agreement,
it was not pursued. Instead, Task Force Ranger was
recalled within days. All remaining U.S. troops
were to leave the region within months.
UNOSOM 1[I forces remained, but without
continued U.S. support. the mission was scrubbed
by March of 1995.

Aftermath

That battle still resonates in both countries
today. Many Somali, especially those affiliated
with the Habr Gedir clan, see it. despite their heavy
losses, as a national victory that forced the U.S out
of their country and gave them a sense of justice
they felt they were owed.

In the U.S. there are competing views. Some
who focus only on the loss of American lives
characterize it as a defeat. Others, especially the
Soldiers who were there, say that it was a
successful operation that fulfilled the mission
objectives to capture Aidid’s lieutenants.

The fact that only 18 of the U.S. Soldiers
caught up in the battle were killed is a testament
to their training and fortitude. These men avoid
casualties. but are prepared for them.

The Present and Future of Somalia

Today, there is still no functioning central
government and the various clans that fought for
power in the past still clash. Many of the figures
that played a role in the events of 1993 are still
around, though some fight for different factions
than they did during that time.

As in recent history, it is the clans that seem to
be standing in the way of a unified Somalia. None
is willing to cede its hard fought control.

Visitors to the country, especially in the capital,
are encouraged to hire their own escort of
gunmen to protect them from possible kidnappings
or robberies.

Fortunately, the fighting between clans does not
define all of the people of Somalia. Where the
clans often consolidate power and struggle to stay
on top, most Somalis simply try to live their lives.

Still, there are signs of progress. The various
factions are slowly making their way towards
agreements on a government. Somalis living
overseas are propping up the economy by sending
currency Lo their families.

Somalia has also managed to put together a
remarkable phone system utilizing fixed lines,
short-wave radios and cell phones. Even the most
remote township can now call anywhere in the
world for about $1 a minute and get quotes for the
cheapest rate.

Individuals are stepping forward to start
community services such as water taps and
schools. Many claim that a lack of government
provides them with opportunity. Perhaps it
will take many more years, but the Somali people
are determined to survive and build a country of
their own.

T'he Somali shilling is of
little value due to rampant
forgery and lack of
government backing.
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(top)A long shot of an abandoned Mogadishu
Street known as the "Green Line", Folinge has
grown up along the sidewalk on both sides of
the street, An abandoned, burned out car is seen
in the center of the frame. The street is the
dividing line between North and South
Mogadishu, and the warring clans, Members of
the clans (not shown) tore down the roadblocks
along the line in a show of unity,

(middle) US Navy Hospitalman 2nd Class
James Brown (right) applies topical ointment
to the arm of a Somali infant,
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Main Mer.lu
Choosin
Own

our
ptions

The Main Menu will automatically appear
when Delta Force — Black Hawk Down
starts up. Click on any of the selections to
20 to the next screen.

SINGLE PLAYER
Access your saved single player Campaigns
as well as user created maps. If you have
Campaigns  saved under different
characters, you will need to choose the
appropriate character before continuing a
single player game.

Dec. 5, 1992

President Bush 10th

‘;m:mm:rﬁs offers US troops Mountain

mb“‘mom'.' o in response fo Division

cease-fire. UN request for arrives in
security forces Somalia .

MULTIPLAYER
Press this button to play multiplayer
maps over the internet via NovaWorld, or
via a LAN.

PLAYER INFO
This page shows the single and multiplayer
stats for each of your saved characters.

OPTIONS
Access the menus for adjusting your audio,
video, and keyboard settings.

EXIT GAME
Click here to close the game and return to
the desktop.

GENERAL

Delta Force - Black Hawk Down is
designed to run on a wide range of
computers. Reducing or turning off one or
more of the following settings may help
increase performance on slower computers
or those with older 3D cards. When you are
finished making changes, be sure to click on
OK to save your settings and return to the
Main Menu.

Resolution
The higher the selected numbers, the higher
the quality of the image, but
slower computers may not play
as smoothly at higher resolutions.

Difficulty

This option allows you to set the
difficulty level required in completing the
game. Options are Easy, Normal and Operator.

Mar. 28,1993

Somali faction §
leaders sign
Addis Ababa

Accords to
end violence
in region

Inaugurated

10

Leave No Man B

May 4, 1993

Gamma

Gamma is the difference in contrast
between the light tones and dark tones of an
image. Adjusting the Gamma will alter the
mid range tones. This makes the high and
low tones stand out, but reduces the quality
of the overall image.

Terrain Detail

Sets the level of complexity for features on
the terrain such as roads, helicopter landing
pads and explosives scarring.

Object Detail

Determines the distance at which objects
switch to their medium and high resolution
Level of Detail (LOD). Setting this to Low
means fewer objects will be in High LOD at
once, and will require less memory to run.

Texture Quality
Selects the highest level of detail for the
appearance of characters, weapons, objects
and buildings. High quality textures have
the most detail.

Water Quality
Adjusts the reflective and graphical
appearance of any water in the game.

LTI SETT

June 17, 1993
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Particle Density
Adjusts how many particles are used to
render smoke and fire in the game.

AUDIO
Sound Effects Volume
Sets the level of audio for special effects
sounds such as explosions, vehicle sounds,
and gunfire.

Music Volume
Sets the levels of music that may play.

Mid June July 12,1993 August 8, 1993

UNand US | uS attack Habr ‘k?..sm'f :ys
forces attack I Gedr meeting remote
various Aidid I with missiles detonated -
targets mine

Dialogue Volume
Alters the volume of any spoken audio in

the game.
REMAP

Remap allows you to reconfigure your
keyboard and mouse to control different
game functions. To remap a key or mouse
button, left click on the option of your
choice. The previous selection will
disappear. The next key or button you press
will now be assigned to that function.

CREDITS
If you wish to view the animation, read the
game’s credits, or disable the animation
when starting the game, you can choose to
do so from this page.

UPDATE GAME
Not supported by Novalogic. For technical
support and/or updates contact Technical
Support (pg.43).

MISSION ORDERS
At the beginning of each mission will be an
OPORD (Operational Order) or a FRAGO
(Fragmentation Order). These are issued in
the field to Delta Teams and list all the
pertinent information for an upcoming
mission. Here you will find the mission

"0ct.7,1993 Oct. 14,1993

goals, parameters and any special
instructions for completing the mission.

GOALS
During a mission, you can check out current
goals by pressing and holding the TAB key.
Goals that have been completed will be
checked off. During missions new goals may
appear on screen. These will be added to
your goal list.

AFTER ACTION REPORT
After a mission, you will see the After
Action Report screen. This screen will
display your statistics for the mission,
number of objectives completed and other
information about the campaign.

March 25, 1994

Sept.15, 1993 Oct. 3, 1993 March 85
TFR captures Clinton
24 Habr Gedr Pilot ini
U.S. Black Hawk fheimbers Ina ca'r‘;tcakllsdl;;m caplured  LastUs mn;::;g
shot down firefight that Culls for by Somalis troops leave leave
killing three claims 18 US acatl on the 3rd Somalia Somalia
and500t0 1000 | oy ystrogps | 'S released 4

Somali lives
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' uring Operations Provide Relief, Restore
Hope and Continue Hope the United States ’

deployed numerous units, each with specific
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Delta Force operatives have more flexibility when choosing weapons for a mission than the other forces
that served in Somalia. The weapons most often chosen, however, are known for their reliability and
accuracy. Soldiers serving with the 10th Mountain Division or in the Rangers are assigned weapons based

on their role in the mission.

Loadout

Before a mission you will be able to alter your weapon loadout. Single player missions allow only
mission specific weapons to be chosen while multiplayer games will let you choose weapons based on
the character specialty you pick. To access the loadout screen, press the “Change Loadout™ button and
use the arrows to make your weapon selections. Most multiplayer maps will also let you alter your

selections if you are inside an armory.

ASSAULT RIFLES
CAR-15 Colt 5.56mm AR
First used extensively in Vietnam, the CAR-15 soon
became a standard rifle in the U.S. Army. It is
lightweight, full automatic and more maneuverable
than the M 16, making it the preferred assault rifle
for Delta Force. The only downside is that the
shorter barrel reduces accuracy.
Ammo Type: 5.56mm Muzzle Velocity: 990 m/s
Rounds Per Clip: 30 Rate of Fire: 11.6 rps
Rounds Carried: 300

M16A2 Colt 5.56mm AR

The M16A2 has been in wide use by the armies of
over 30 countries since its introduction to the U.S.
Army in 1957. The A2 version is more accurate than
its Vietnam era relatives and is more durable as well.
Heavier than the weapons carried by Delta and
Rangers, the M16 has two fire modes: Single and
3 round Burst.

Ammo Type: 5.56mm Muczzle Velocity: 990 /s
Rounds Per Clip: 30 Rate of Fire: 11.6 rps

Rounds Carried: 300

20

M203 Grenade Launcher

This single shot, breach-loading launcher is
mounted under the barrel of various weapons, such
as the M16 and Car-15. It fires a single 40mm, low
velocity grenade round.

SNIPER RIFLES
M21 7.62mm
This semi-automatic sniper rifle is fitted with a
medium power scope that is adjustable to allow for
accurate sniping from helicopters or moving ground
vehicles. Introduced in 1969 as the XM21, it was
initially used in the Vietnam conflict as an upgrade
from the M 14. It was fielded with a hardwood stock
and later replaced with fiberglass. The semi-auto fire
allows for faster acquisition and firing, but sacrifices
the accuracy of a bolt-action rifle.
Ammo Type: 7.62 x Simm  Muzzle Velocity: 777 m/s
Rounds Per Clip: 20 Rate of Fire: 2 rps
Rounds Carried: 200

M24 SWS 7.62mm

This bolt action sniper weapon system has been a
standard in the military since it was designed to
replace the M21. It was built to be a weapon with
increased range and accuracy over its predecessors.
Ammo Type: 7.62 x SImm  Muzzle Velocity: 792 m/s
Rounds Per Clip: 6 Rate of Fire: .6 ips

Rounds Carried: 180

MCRT .300 Tactical

This McMillian bolt action sniper weapon is
chambered for the Winchester .300 magnum round
giving it excellent accuracy and damage upon
impact. The MCRT also boasts one of the best
accuracy ratings of all the sniper rifles.

Ammo Type: 300 magnum  Muzzle Velocity: 911 m/s
Rounds Per Clip: 4 Rate of Fire: .6 1ps

Rounds Carried: 180

Barrett M82A1 .50 Cal

The Barrett M82A1 is actually considered to be an
anti-material weapon designed to stop armored
personnel carriers and the like. Its .50 caliber bullet
is effective against many light skinned vehicles and
structures. Its weight makes it extremely hard to
deploy in traditional sniper missions. however. 5o it
is not often used except when it will not have to be
moved very much. The accuracy of the Barrett is
limited only by the ammunition used. At the best of
times, it boasts 1| MOA (minute of angle) accuracy
and a range of 1800 meters.

Ammo Tipe: 50 BMG Muzzle Velocity: 853 m/s
Rounds Per Clip: 10 Rate of Fire: | 1ps

Rounds Carried: 100

MACHINE GUNS

M249 SAW 5.56mm MG

The M249 SAW (Squad Automatic Weapon) has
been a standard feature of the fire team since the mid
80's. Its ability to lay down high amounts of reliable,
accurate fire have made it indispensable. Typically,
one SAW is issued per six-man team and requires
only one Soldier to operate. It is able to fire from 30
round MI16 magazines or 200 round drum
magazines  utilizing beli-fed  disintegrating
metallic-links.
Ammo Type: 5.56mm
Rounds Per Clip: 200
Rounds Carried: 600

Muzzle Velociry: 990 m/s
Rate of Fire: 10 rps

M60E3 7.62 GPMG

The M60 gas powered machine gun is a slightly
larger and more powerful weapon than the M249. It
fires the 7.62 round for increased range and stopping
power, but its heavier weight and ammunition make
the M60 awkward to fire unless the bipod is used.
The M60 also features a replaceable barrel to
prevent overheating.
Ammo Type: 7.62mm
Rounds Per Clip: 200
Rounds Carried: 600

Muzzle Velocity: 915 m/s
Rate of Fire: 8.33 rps



M240B

The M240 is a standard machine gun in many
NATO countries where it is called the FN MAG-58.
The 240 is often mounted on a vehicle with a twin
handle and thumb actuated trigger. For handheld
use, arifle stock and lard trigger mechanism are
used. There is no selective fire on the M240, it can
only be used for fully automatic fire. The M240 is
known as one of the most reliable machine guns in
use today.

Muzzle Velocity: 853 m/s
Rate of Fire: 12.5 rps

Ammo Type: 7.62mm
Rounds Per Clip: 200
Rounds Carried: 600

OTHER WEAPONS
Remington 780 Shotgun
Used for breaching doors and extreme CQB, this 12
gauge has high stopping power in close, but loses
force with range. Not accurate, but good coverage
close in. Delta Operators usually replace the stock
with a pistol grip and shorten the barrel to make it
easier to carry as a secondary weapon.
Ammo Type: 00 Buck
Rounds Per Clip: 7
Rounds Carried: 14

Muzzle Velocity: 388 m/s
Rate of Fire: 2 rps

MP5A3 H&K 9mm SMG

Currently the world’s most popular sub-machine
gun, the MP5 was used primarily by the 160th
SOAR pilots as a personal sidearm. It fires a 9mm
round that reduces its stopping power, but is very
accurate. The SD variant is fitted with a suppressor.
Muzzle Velociry: 285 m/s

Rate of Fire: 13 rps

Ammo Type: Ymm
Rounds Per Clip: 30
Rounds Carried: 300

(¥
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Colt M1911A1 .45

A high-power sidearm preferred by Delta operators
for its reliability and stopping power, the Colt
M1911 has armed the United States military since
1911. The design, including grip and trigger
was standardized in 1926 and remains unchanged.
The pistol is extremely accurate when used for
single shots.

Ammo Type: A5 automatic  Muzzle Velociry: 253 m/s
Rounds Per Clip: 7 Rate of Fire: 4 mps
Rounds Carried: 28

M9 Beretta 9mm
The M9 is the standard sidearm of the U.S. Army.
Used by the Rangers, the higher capacity and
accuracy during rapid fire makes this weapon more
manageable than the 45.
Ammo Type: 9mm

Rounds Per Clip: 15
Rounds Carried: 30

Muzzle Velociry: 341 m/s
Rate of Fire: 4 rps

AT-4

A light anti-armor rocket, the AT-4 is a portable,
shoulder fired rocket launcher. Firing an 84mm
unguided rocket, the AT-4 is capable of penetrating
400mm of rolled homogenous armor.

FIXED WEAPONS
M2 .50 cal Machine Gun
A single barrel machine gun, the M2 has a rate of
fire of 550 rounds per minute. It has been in use
since WWII and can be found mounted on vehicles
and aircraft throughout the world.

M134 7.62mm "Minigun"

This weapon is most often found mounted on
helicopters. It utilizes a rotating set of six barrels to
achieve an astounding 6000 rounds per minute,
though it is usually set to 2000 or 4000 rpm in crew
served applications.

MK19 40mm Machine Gun
This weapon can fire at a rate of 350 rounds of
40mm grenades per minute.

EXPLOSIVES
M67 Fragmentation Grenade
When thrown, the delayed fuse inside the M67
detonates 6.5 ounces of high explosives. The
resulting high velocity shrapnel can cause casualties
out to 15 meters .

XM84 Stun Grenade

The XM84 “Flashbang™ is specifically designed to

disorient and distract hostile forces in a non-lethal
The grenade produces a blinding flash of

light and a noise that temporarily confuses those in

its immediate area.

AN-M8 HC Smoke Grenade

This grenade produces large clouds of thick, opaque
white smoke. It can be used to prevent line-of-sight
during movement or to mark a location for fire
support or rescue teams.

EQUIPMENT
AN/PVS 7B Night Vision Goggles
These light enhancing goggles enable the wearer to
see in low light situations or in total darkness with a
built in infrared illuminator. To activate the goggles.
press the N key.

Binoculars

Binoculars allow the user to get a magnified view
of the field and give a wider view than weapon
scopes. The drawback is that you will not be able to
fire while using them. To use the binoculars, press
the B key.

Radio Detonator

After you lay down one or more satchel charges, you
can detonate them with this remote device. Press the
8 key and press the “Fire” button to detonate. If you
lay down multiple satchels, they will all detonate
simultaneously.

THE ARMORY

In multiplayer maps, you will have access to
armories. They appear on your map as a green “A"
inside a circle. Make your way into the armory and
follow the onscreen directions to change your
character’s specialty or choose different weapons.
Your ammunition will replenish automatically when
you exit the loadout screen.
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UNDERSTANDING WHAT YOU

Delta Operatives never “shoot from the hip”. They always raise their weapon from a ready
position and aim through the mounted sights. This method is called “Rapid Aim Fire”. It is

1. GPS Map gives bird’s eye view of the immediate surroundings. p 1 o : dentify th hostil di
2. Direction to next waypoint. Press FT to cycle through non-mission critical waypoints. ast, allows an Operator time to identify the target as hostile or not, and is very accurate.
3. Compass heading. You can fire from either the ready or scoped views, but you need to be aware of how your
4. Hit direction indicator — When you are shot, a red flash will indicate accuracy is affected.
the approximate direction of the attack.
5. Crosshair — Running and jumping will decrease your accuracy. .By nghl.-ch.cklng the Wouse. you raise your weapon from the ready slaflce 10 a s.coped
e N 5 ) view. In this view you will have a much smaller bullet spread, and be more likely to hit your
6. Ammunition remaining in your current clip. o o
e target than if you shoot from the ready position.
7. Ammunition in reserve. Press the Reload (R) button to refill your current clip.
8. Currently selected weapon and mode of fire. _ NOTE: All references made in this manual are for two button mouse users. For single-button
9. Player health / position — As you are injured the icon will turn from green to mouse users, left click=mouse button. Right click=ctrl click.
yellow to red. It will also show your current position: standing, crouching,
prone or sitting. SNIPER RIFLES
10. Shows the color of your team for multiplayer maps. Bullets fired over long distances are affected by gravity, which pulls them down below your
11. Goals and Objectives. aiming point. The scopes on sniper rifles are equipped to compensate for this effect. When you
12. Flag Possession Indicator (Multiplayer only) are in scoped mode, you will see your distance to your target, elevation setting and your scope’s
13. Indicates that your team will perform a special Room Takedown when you magnification. If your elevation setting and distance to target are the same, your bullet will
press the Delete key. hit exactly where you aim. If they are not matched, you will shoot higher or lower. If you set
14. Waypoint Elevation — Arrows indicate whether your current waypoint is your elevation to AUTO mode, the elevation will be set automatically. This mode works best

above, below or even to your current position. with stationary targets, and can prove troublesome if you are trying to lead a moving target.
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MAP SCREE

KNOW YOUR ENVIRONMENT

tf'}4

During a single or multiplayer
game, you can call up a map of
your surrounding terrain by
pressing the Map (M) key. This
will cycle through quarter
screen, full screen, and no map
views. The + and — keys will
zoom the map in and out.

The map is marked with grid
references that will help you
coordinate with team members
in multiplayer games. Your
current grid location is

displayed in the lower right corner. As you move, this number will change. Your position
will always be in the middle of the screen and north will always be oriented to the top.

30

.’F“rl

u h

’\n i £

During missions, you may be in command of a squad of Soldiers who will follow your
lead, support your actions, assist in room clearing and engage hostiles.

You can also issue them commands by pressing the Team Orders [CAPS LOCK] key.
This will bring up a menu of selectable orders. You may issue any order highlighted green.
Orders that are grayed out are unavailable. Press the corresponding key and your whole
team, or just the last two men in line who comprise Fire Team Two, will follow that order.

ROOM TAKEDOWNS
There are two ways to have your team execute a Room Takedown. First is to issue
a Room Takedown order by pressing the [Delete] key, or from the Team Orders menu, when
you see the Room Takedown prompt appear on your screen. This will call your
team to you where they will stack up. throw a flashbang and rush the room, even if you do
not enter. The second method is automatic. If you “Stack Up” outside a door and then rush
in, they will execute the proper room clearing techniques. Remember to follow proper
techniques when doing an entry. Toss a flashbang, stay against the wall when you enter and

move to the far corner to stay out of your team’s line of fire.

TEAM GRENADE ORDERS
You may order a team member to throw a flashbang or fragmentation grenade, but keep
in mind that the grenade will be thrown to the exact spot your crosshair is pointed when the
order is given. If you are clearing a room, you will have to open the door for your team to

throw a flashbang.
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THROWING G

RENADES

When throwing any grenade, you can
adjust how far you throw it. For a full power
throw, click the left mouse button. To adjust
how far you throw you can click and hold
the right mouse button. You will see
a power bar appear on your
screen. As you hold the
button, the bar will fill.
The longer you hold,
the further you will

body

throw. With practice
you should be able
to throw very

L Xy £5°¢

accuratelv
d(.LUl‘dlLl_\. comp B charge

Body: Steel

Filler: 6.5 ounces of Composition B
Fuze: M213 \
Weight: 14 ounces

oy
=]

The men of Task Force Ranger have
the motto: “Leave No Man Behind”.
When one of your team is gravely
wounded, a C-SAR Black Hawk may
be dispatched to your location. If so, it
will land nearby and dispatch a medic
who will stabilize the wounds and drag
your teammate back into the helo.

Your responsibility is to guard your
fallen teammate until the C-SAR
arrives. Continue to guard both the
injured Soldier and the medic until the wounded and the C-SAR team are safe and

airborne. You should then continue with the mission.



THE MOST DANGEROUS GAME

Once you have tested your skills against
the single player missions, you can see
how you fare against human opponents.
Delta Force - Black Hawk Down is fully
supported by our online battleground
called NovaWorld and can also be played
by up to 16 players over a LAN/IP.

When playing via NovaWorld, you can
join a multiplayer game at any time, and
leave whenever you wish. This means that
unless you are the Host, you do not have
to be present at the initiation of a game to
join in. If you leave in the middle of a
mission, the other players can continue to
play without you. If the host leaves the
game (in Play and Serve mode), the game
will end immediately.
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JOINING NOVAWORLD
If this is your first time playing Delta
Force-Black Hawk Down, you will be
asked to enter the CD Key that is printed
on the back of the game’s DVD case. Once
you are logged into NovaWorld,
you can join NovaWorld Stat-Hosted
games, public games, or password

_protected games.

NOVAWORLD RANKS
AND STAT-HOSTED GAMES
NovaWorld features a world ranking
system where all of your game statistics
from official NovaWorld hosted games
will be stored and be available for other
players to view. Players will rise through
actual Army ranks as they play in

official games.

The speed at which you gain new ranks
will depend on how well you play.
Similar to the real military, higher
ranks will not come easily. Only dedicated
players will make it to officer rank.
You will have a separate level for each
different multiplayer game category.
Please log onto NovaWorld for more
information on Ranks and game rules.

MULTIPLAYER GAME TYPES
Deathmatch and Team Deathmatch
For Deathmatch, all players are competing
against each other to gain the high score by
eliminating the most opponents. In Team

Deathmatch, players work in teams to get
the high score.

Capture the Flag

Flags are represented by a flag symbol on
the GPS map. You are part of the red team
or the blue team and your objective is to
grab the other team'’s flag by running over
it and returning it to your team’s Flag Bay
(represented by a flag inside a circle). At
the same time, you need to defend your
own flags from your opponents. Some
variations have multiple flags that must be
retrieved. The waypoint indicator will
help guide you to the flags and back to
your flag bay.

Team King of the Hill

In this scenario, teams win by occupying a
marked “Hot Zone” for a specific duration
of time (set by the game host). The hot
zone shows up as a circle on your GPS.
You need only one teammate in the zone
for the team timer to count up. As soon as
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Hit SPACE to respawn
Orselect a RED spawnpoint

your team has no more teammates in the
hot zone, your team’s timer will
immediately drop to zero.

Search and Destroy

Each team must enter into the other’s
territory and destroy specific targets to win
the game.

Attack and Defend

Similar to Search and Destroy, one team
wins if they destroy all of the targets within
their opponent’s territory. The defenders
win if time expires before the other team
can accomplish all of their goals.

Emotes
NOTE: Default key for emotes is
unassigned. To  assign go o
OPTIONS/REMAP and select a key.

Delta Operators rely on effective
communication in the field to coordinate
attacks and inform each other of important
tactical information. This is done with
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short, succinct verbal cues, or with
wordless hand signals. During multiplayer
games, you can communicate with your
team by using emotes. To do so, press the
Emotes key and then press the number that
corresponds with your selection. Your
character will then give a pre-scripted
order, response. or taunt using verbal and
visual cues. Teams that learn to use emotes
for communication will find that their ability
to coordinate assaults will improve greatly.

PROGRESSIVE SPAWN POINTS
Team based multiplayer matches will now
have the option of including Progressive
Spawn Points (PSP’s). PSP's are placed in

the map and can be controlled by either the

Red or Blue teams. When a team controls
a PSP. players will have the choice of
respawning near that PSP, or back at their
original spawn point. To capture a PSP for
your team, you must touch the PSP, which
will turn green (neutral). After fifteen
seconds (indicated by a time bar), the PSP
will switch to your team's color. Everyone

will receive a text message indicating that
a team is taking over a PSP.

When your character is waiting to
respawn, you will see a map of the area
and the PSP points highlighted in the color

, of the team that controls it. Simply press

the corresponding letter to spawn at a PSP
that matches your team color. Pressing the
Space Bar will send you to your initial
spawn point. After you respawn at a PSP,
you will not be able to use any PSP's for
thirty seconds. You may respawn at your
original start point after the timer expires.

HOSTING
You can host a NovaWorld or LAN/IP
game with up to 16 players. The number of
players you can host is dependent on your
connection speed. The faster your
connection, the more players you will be
able to have in your game.

MULTIPLAYER HOSTING
GAME OPTIONS
The host of a multiplayer game
will be able to set several different options
to determine how the game functions.

Host Message
This text will appear on the
map’s load screen.

Game Name

The name you type
here will appear on the
multiplayer selection screen.

Country Code

Type the name of your
country here if you want other
players to know where the
server is located.

Password

If you want to limit who can
join your game, type the
password they must know to
join your game here.

Connection Type
Select either NovaWorld or LAN/IP.

Server Type

If you will be playing the game you host
on your computer, choose “Serve and
Play”. The host should always be the
person with the fastest Internet connection
and/or computer setup. If you will have a
dedicated server for hosting the game,
choose “Serve Only”.

TEAM OPTIONS
Friendly Fire
Selecting Yes will allow players to damage
their own teammates.

Max FF Limit
If you enable Friendly Fire, a player will

be automatically punted from your game
for exceeding this many same-team Kkills.

Friendly Tags
Choosing No will disallow players’ use of
Friendly Tags.

Choose Team
Yes allows a player to pick which team
they will be on, no let’s the server choose.

ALWAYS WORK AS A TEAM




FF Warning
Select No to remove the safety X that
appears when targeting allies for all players.

Team Preference
In Serve and Play mode, you can select y
team here.

Team Password

Use these boxes to set individual
passwords for teams. Remember to inform
your players of their proper password.

END CONDITIONS
Time Limit
Determines how long a game will last.

Score Limit

Determines what score must be
attained before the game ends and a winner
is declared.

King of the Hill Time

Determines the total cumulative amount
of time, in minutes, a player must occupy
the hot zone in order to win a King of the
Hill game.

BASIC AND
ADVANCED SETUP
Maximum Players
Determines the maximum number of
players allowed to join the multiplayer game.

Delay Start

The number of minutes before play can
begin. This allows time for new players to
join in.

Replay

If this is set to “Yes”, the game
will automatically restart in the same
map after the previous round is finished.
Select “Cycle” to have the game go
through each map for that game type.
Select “No” to have the game end after the
round is finished.

Respawn

After a player is killed, they will have to
wait this many seconds before being able
to respawn.

WEAPON OPTIONS

As host, you can limit what weapons are
available to the players by changing these
options. You may change each weapon’s
availability one by one or change them all
at once using the “Set Availability for
All Weapons™ buttons. These options do
not change which classes can use a
specific weapon.

Always Available

Allows the weapon to be freely available to
its normal character classes. (this is the
default setting for all weapons on all maps)

Never Available
No player may select this weapon.

Armory Only
The weapon is not available when the

player logs in, but can be selected inside
an armory.

NOVAWORLD OPTIONS
Require NovaWorld Login
Requires a player to login thru NovaWorld
with a valid CD Key. This is necessary if
you wish to ban a player from your server.
(See README.xt for info on banning and
punting players)

Allow Player Skins

Allows players to play with locally-hosted
custom avatar skins. Custom skins do not
download with the map.

MULTIP

When playing on NovaWorld, or through a LAN, you will be able to choose a combat
specialty for your character. Each specialty will give you advantages with certain weapon
types. or give you additional skills. While you gain proficiencies. there may also be
drawbacks to using weapons outside your character specialty.

You can switch your specialty and weapon loadout during a game by entering an armory and
changing your selections.

Sniper

A professional sniper is trained to engage targets at great distances. They treat their guns
with great care, and have them tuned to their personal specifications. Their preferred
weapons are the M21. M24, Model 70. and Barrett sniper rifles.

Close Quarters Battle

When the magazine is empty. the knives come out. This is when the Close
Quarters Specialists shine. Their reach with a knife gives them great advantage when
fighting in close.

Machine Gunner

Controlling a weapon with a fire rate of over 600 rounds per minute requires skill, training
and muscle. Machine Gunners prefer the weight and high magazine capability of the
M249 SAW. M60OE3, M240B or emplaced machine guns and are more accurate than their
untrained teammates when using them.

Medic

Medics are highly valued members of any military unit. In multiplayer games. Medics are
able to save a character that has been shot and restore them to fighting form. They also
can heal partially wounded characters back to fullhealth.

When a player is shot, a Medic will see the injured character’s friendly tag preceded with
a countdown timer. If the Medic can reach that character and administer first aid before
the timer expires, they can be saved. Medics cannot restore characters Killed by headshots.
suicide or fratricide.

To administer first aid, select the Medic Pack from your inventory. Then, from a standstill
at very close range, point your crosshairs at the injured character and press the Left Mouse
Buiton. If administered in time, the injured player will be able to respawn from that exact
spot when they press the Space Bar. If their respawn timer expires before they press the
Spacebar. they will return at their original spawn point.

Auto-Reload Weapon
When checked, your weapon will automatically reload when you finish a magazine.
Once a reload begins, you will not be able to switch weapons until it is finished.

Medic Revive Consent
If you leave this box unchecked, a medic will not be able to heal you unless you first
press the 9 key to call for a medic.



IN REMEMBRANGE

Between February and October of 1993, 31 U

oldiers died

while serving in Somalia. Task Force Ranger suffered 19 of those
casualties and received over 25 posthumous medals including two

Congressional Medals of Honor.

We list the names of all 31 of these fallen Soldiers to

commemorate ¢

honor their sacrifice. These Soldiers gave

everything in service to their country and to the people of Somalia.

Non-hostile casualties:

PV2 Conner, David - 02/08/93

PV2 Robertson, Don D. - 03/02/93
PV2 Harris, Daniel L. - 03/18/93
SPC Nicholson, Edward J. - 09/30/93

Hostile casualties:

SFC Deeks, Robert H. Jr. - 03/03/93
SPC Gutting, Mark E. - 08/08/93

SGT Hilgert, Christopher K. - 08/08/93
SPC Pearson, Keith D. - 08/08/93

SGT Richerson, Ronald N. - 08/08/93
PFC Anderson, Matthew K. - 09/25/93
SGT Richardson, Ferdinan C. - 09/25/93
SGT Williams, Eugene - 09/25/93

SSG Busch, Daniel D. - 10/03/93

SPC Cavaco, James M. - 10/03/93

Photo by Anton Berendsen

SFC Fillmore, Earl R. Jr. - 10/03/93
MSG Gordon, Gary L. - 10/03/93

SGT Joyce, James C. - 10/03/93

PFC Kowalewski, Richard W. Jr. - 10/03/93
MSG Martin, Timothy L. - 10/03/93

SPC Pila, Dominick M. - 10/03/93

SGT Ruiz, Lorenzo M. - 10/03/93

SFC Shughart, Randall D. - 10/03/93
CPL Smith, James E. - 10/03/93

PFC Martin, James H. Jr. - 10/03/93
CW2Briley, Donovan L. - 10/03/93

SSG Cleveland, William D. Jr. - 10/03/93
SGT Field, Thomas J. - 10/03/93

CW4 Frank, Raymond A. - 10/03/93
CW3 Wolcott, Clifton, P. - 10/03/93

SGT Houston, Cornell L. - 10/04/93

SFC Rierson, Matthew L. - 10/06/93
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You should read through the manual and the Readme file on the CD before contacting
Aspyr. Please ensure that your computer meets the minimum system requirements that are
listed on the bottom of the box. Our Technical Support representatives will not be able to
help customers whose computers do not meet these requirements. So that we can better
help you, please have the following information ready:

* Complete product title
« Exact error message reported (if any)
* A brief description of the problem

* Your computer’s processor type and speed

* Amount of RAM

* Make and model of your video card
» Speed of your CD-ROM or DVD-ROM

* Operating System

NOTE: PLEASE DO NOT CONTACT TECHNICAL SUPPORT FOR
HINTS/CODES/CHEATS; ONLY TECHNICAL ISSUES.

INTERNET: http://www.aspyr.com/Support.

Our support section of the Web has the most up-to-date information available, including
patches that can be downloaded free of charge. By selecting the game you are inquiring
about, you can view the Top Solutions for the game to date. One of the best ways for you
to help us is through the use of our ONLINE SUPPORT FORM, which is a link available
on our Web site’s Support Page.

EMAIL: support@aspyr.com

You can also email our Technical Support representatives directly at the email address
provided above. Please ensure that you include all of the bulleted information asked above
for the computer you are running the program from. 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 the holiday season the
response time may take a little longer.
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PHONE: (512) 708.8100 (512) 708.9595 FAX

Contact a Technical Support Representative at the number provided above, between the
hours of 10:00 AM and 6:00 PM (Central Standard Time), Monday through Friday, except
holidays. When calling, please make sure you are in front of your computer with the
power on and have all the bulleted information asked above.

REACH ASPYR BY MAIL
Aspyr Media, Inc.

Aspyr Technical Support
P.O. Box 5861

Austin, Texas 78763

SOFTWARE LICENSE AGREEMENT/WARRANTY

PLEASE READ THIS LICENSE CAREFULLY BEFORE INSTALLING OR USING
THIS SOFTWARE. BY USING THE SOFTWARE, YOU ARE AGREEING TO BE
BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE
TERMS OF THIS LICENSE, DO NOT INSTALL OR USE THE SOFTWARE, DELETE
THE SOFTWARE AND ALL RELATED FILES FROM YOUR COMPUTER, AND
PROMPTLY RETURN THIS PACKAGE AND ITS CONTENTS TO THE PLACE OF
PURCHASE FOR A REFUND.

Aspyr Media warrants the original purchaser that this disc is free from defects and
materials and workmanship for a period of ninety (90) days from the date of purchase.
Aspyr Media will, at its option, repair or replace this disc, free of charge, postage paid
with proof of date of purchase, at its offices.

This software and disc is sold “as is” without further warranty, express or implied. Aspyr
Media specifically disclaims any implied warranties of merchantability and fitness for par-
ticular purpose. In no event will Aspyr Media or its licensors be liable for any damages,
including but not limited to any loss profits, lost savings or any incidental or consequential
damages, whether resulting from impaired or lost data, software or computer failure or
any other cause, even if Aspyr Media is advised of the possibility of such damages, or for
any other claim by a user of Aspyr Media software.

Some states do not allow the exclusion or limitation of liability for Consequential or
incidental damages, so the above limitations and/or exclusions of liability may not apply
to you. You may have other rights which vary from state to state.
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