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THIS SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE

Original
QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN BUYING
GAMES AND ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY WITH
YOUR NINTENDO SYSTEM. Seal of

_Quality

WARNING: Please carefully read the separate Health and Safety Precautions booklet included with this
product and the Wii™ operations manual completely before using your Wii™ Hardware system, Game
Disc or A y. These in important health and safety information.

LICENSED BY

NINTENDO, Wii AND THE SEAL OF QUALITY ICON ARE TRADEMARKS OF NINTENDO.
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Feed the cord on the Remote Wrist Strap through the Connector Hook.
Insert the Nunchuk plug into the External Extension Connector on the
bottom of the Remote. Place your hand through the Remote Wrist Strap
and hold the Remote firmly in your hand. Slide the strap lock up so that the
strap will not fall off your wrist. Do not over tighten the strap lock so that
it’s uncomfortable. It should just be tight enough to hold the Remote Wrist
Strap in place.

CAUTION: Wii gameplay with the Wii Remote and Nunchuk can involve
rapid or vigorous motion. Please use the Remote Wrist Strap to prevent
losing your grip on the Remote and causing damage to the Remote and
surrounding objects, or injury to other people. Please ensure sufficient
distance to avoid colliding with other persons or things. In addition, do not
swing the Remote and Nunchuk more than necessary.

Be sure to install the Nunchuk as described. Use the Connector Hook on
the Nunchuk plug with the Remote Wrist Strap cord to prevent the
Nunchuk plug from becoming separated from the External Extension
Connector on the Remote and striking objects or people.

WARNING: Not suitable for children under 36 months of age. The Wii
Remote Strap and the cord of the Nunchuk can coil around the neck.

Wii Remote Configurations

* The Wii Remote can be used by itself, or in different configurations when
connected up to other Wii accessories. These configurations can be used
right or left handed.

s The configuration will depend on the game you are playing. Review the
instruction booklet for the game you are playing for specific controller
requirements.

Wii Remote — Horizontal Position

Wii Remote and Nunchuk
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The player cannot control the Wii Remote if it is not registered on the Basic Operations
Wii console. Press the SYNC. Buttons from the Wii Remote and the Wi .

le simultaneously to register the Wii Remote. The Wii Remot M Roint “
console simu : o : ? =
included with your Wii console has already been synchronised with the zs;g;;he Wii Remote at a specific place on the TV =

console. Therefore, the registration of the Wii Remote is not required. For
more information please refer to the Wii Operations Manual.

One Time Mode Synchronisation

B Holding or Grabbing

Point the Wii Remote at a
specific place on the TV screen
and move the Remote, while
holding down a button.

NOTE: This mode temporarily removes the Standard Mode
synchronisation

set-up for all Wii Remotes until the Wii console's power is turned off. When
the power is turned back on again, Standard Mode settings will return.

1. Press the HOME Button on a Wii Remote that is synchronised with the
Wii console.

2. Select the Wii Remote Settings option from the
Home Button menu, then select the Reconnect
option.

B Waving
Wave the Wii Remote back and forth from side to side.

3. Press the 1 and 2 Buttons simultaneously on the
Wii Remote that you want to synchronise with
the Wii console. The order in which you
synchronise Wii Remotes will set the player
order for multiplayer games.

B Pushing or Pulling
Move the Wii Remote forward and backward, while
holding down a button.

4. The Player LED will blink during the synching
process. When the blinking stops, the
connection is complete.

B Twisting
Move the Wii Remote in a twisting motion by rotating
your arm.




MAIN MENU IN-GAME DISPLAY AEEAIE

After you view the introductory movie, the game’s Main Menu will appear.

Objective
3 5 Text
From this menu you can launch the campaign and access the
Options Menu.
To start a single player game, select Play Campaign from the Main Menu. IHD;'E:&': s
Indicator
T H E CAM PAI G N : “to" swap Thompson for MP40
In Call of Duty® 3, get closer than ever to the fury of combat as an Allied & = ¥ Momipiod
soldier in World War II's most intense military operation, the Normandy :
Breakout Campaign. Melee combat and destructible cover bring you face- g";:l";:'ar

to-face with German forces. Multiple attack routes mean you decide

whether to flank your enemies or hit them head on. Stance Indicator  Use Icon

:\_Iew Game‘— Launc{h a.1aw {;a;!r of Duty 3 game from the beginning of the Compass — Shows the direction you are facing and the location of nearby
LS LA AIn. BED 8y ARy misslonyou Furrently have uniocked. After allies (green arrows), and enemies (red dots). Your current objective is also
selecting your mission, choose your difficulty level from one of the three marked with a gold star,

options available. L] . g
Ammunition Counter — The first number indicates how many rounds are in

Continue — Load the game you were playing from your last Checkpoint, so your current weapon. The second number indicates the total number of
you can continue your progress through the campaigns. This option is rounds you carry for your current weapon.

displayed only after starting a mission. 4 : L !
piay y g Crosshair — Use your crosshair to aim your weapon at your enemies. When

Chapter Select — Select an unlocked chapter. you run or walk, your crosshair will widen, indicating the lack of accuracy
that comes from attempting to aim while moving. Press the Fire button to

P LAYI NG TH E GAME ask individuals to move out of your line of sight.

Damage Indicator — When you take damage from enemy fire, a red arrow

Before each mission you'll receive a briefing. These will frequently be in will appear near the center of the screen, indicating the general direction
the form of orders from your superiors. These briefings will often provide : from which you were hit. If the arrow points upward, the enemy is in your
crucial information about your objectives and the dangers you will face. forward arc. If the arrow points downward, the enemy is hitting you
Listen to them carefully. They could save your life. from behind.

Grenade Indicator — When an ally or an enemy throws a grenade near
you, a small grenade-shaped icon with a triangle will appear, indicating
in which direction the grenade is, in relation to your position.

Use Icon — This indicator appears when there is an item you can pick up or
use. This could be anything from a weapon to a vehicle. In order to use the
item, press your Use button. In the case of some functions such as
entering vehicles, you must press and hold the Use button.




Objective Text — This text gives you critical information on your mission.
Stance Indicator — This indicator displays your current stance—

standing/crouching/prone. While crouching and going prone, your
movement speed is slower, but your accuracy is increased.

Wit CONTROLS

When first starting the game, make sure that the Nunchuk is securely
attached to the Wii Remote. Additionally, place your hand, which will hold
the Wii Remote, through the wrist strap. Once this is done, follow the
on-screen instructions to go to the Main Menu.

Here are a few hints to help you on the battlefield:

e The Wii Remote will let you look around the world and aim at your
enemies. When you point the Wii Remote to the left and right edges
of the screen, your view will move in those directions. To attack
enemies, use the Wii Remote to change your view until the targeting
crosshair is over the enemy, and then fire!

» To adjust the sensitivity of the speed at which you turn from left
to right, go to the Options Menu.

» |fyou are left-handed or just wish to hold the Wii Remote in your left
hand, please go to the Options Menu and select left-handed in the
controls. The game will now respond correctly with the Wii Remote
in your left hand and the Nunchuk in your right hand.

» Many of the game actions can either be performed with a gesture or
by a button press. For descriptions on the different gestures, please
refer to the Weapon Controls section.

= |f you notice that the game is not responding to gestures, such as
melee attack and weapon switch, try slowing down or speeding up
your motions. Additionally, make sure you move your hand in
one direction and then back to the hand’s original position.

* During parts of the game, you'll need to perform unique movements
with the controllers. For help, please follow the on-screen hints to
help guide you as to what actions need to be performed. Pay close
attention to how the on-screen hands are holding the controllers
since you will need to do the same.

NOTE: If the Control Stick is moved out of neutral position when the power
is turned on, or when connecting to the Wii Remote, that position will be
set as neutral position, causing incorrect game control during gameplay.
To reset the Control Stick, allow it to return to the normal neutral position,
then simultaneously hold down the A, B, Plus (+) and Minus (=) Buttons
on the Wii Remote for three seconds.

Control Stick




MOVEMENT CONTROLS

The default movement controls are as follows:

Command Default Key Description

Forward Control Stick up Walk forward.

Backpedal Control Stick down | Walk backward.

Move Left Control Stick left Sidestep to the left.

Move Right Control Stick right | Sidestep to the right.

Stand/Jump C Button Stand upright from either the
Crouching or Prone position.
Press again to Jump.

Go to Crouch Z Button Crouch from either the
Standing or Prone position.

Go to Prone Hold Z Button Lie prone from either

the Standing or
Crouched position.

Environmental physics let you destroy enemies’ soft cover hideouts, such
as wooden walls, barrels and crates—forcing your foes out in the open.
But watch out—they can eliminate your protection as well.

Other control configurations are available, in particular, the non-pointer
configuration for high ambient light locations.
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WEAPON CONTROLS

The default weapon-related buttons are as follows:

Command Default Key Description

Attack B Button Fire weapon.

Aim Down A Button Hold down the trigger to go

the Sight to Aim Down the Sight mode
of your gun. Release to return
to From the Hip Firing mode.

Melee Attack +Control Pad & | Strike the enemy with the
butt of your gun.

Reload Weapon (® Button Reload weapon.

(minus button)
Switch Weapon +Control Pad 4 | Switch between your primary

and secondary weapons.

Throw Smoke

+Control Pad - | Throw a Smoke grenade.

Grenade
Throw Frag +Control Pad « | Please refer to the Grenade
Grenade section on page 13 to
use Grenades.
Binoculars 2 Button Use Binoculars to survey

the battlefield.

The default gesture-related controls are as follows:

Command Default Gesture
Reload Weapon Move Nunchuk Up or the (=) Button (minus button)
Switch Weapon Move Nunchuk Right

Melee Attack

Move Wii Remote Forward




OTHER CONTROLS

Command Default Key Description
Show Objectives 1 Button Bring up a list of your
mission objectives in Single
Player and in Multiplayer.
Use ® Button Use, pick up, drop off
(minus button) andotherwise interact with
items and vehicles.

AIMING DOWN THE SIGHT (ADS)

Every gun has an Aim Down the Sight mode. This brings the weapon up
from your hip to your face so you can look down the sight (or into the
scope, in the case of Sniper Rifles). Using ADS on MG34s causes you to
drop to the ground and deploy. Aiming Down the Sight gives you a slight
zoom effect, enabling you to be more accurate. However, while Aiming
Down the Sight, you'll move much slower than normal.

Sometimes you may run out of ammo just as the enemy has you cornered.

It might be ideal to take him out with a quick, offensive maneuver. The
melee action can be useful in these hectic life-or-death situations.

MELEE ATTACK

Close-guarter battle mechanics bring you face-to-face with your enemy.
To perform a melee attack, move the Wii Remote forward and back. If
done correctly, you'll use your gun butt to strike your enemy. Be careful,
enemy soldiers can block melee attacks and attack you with their own
melee strikes!
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RELOADING YOUR WEAPON

When your weapon runs out of ammunition, you will automatically reload.
Watch your ammo counter carefully! Reloading in the middle of a firefight
takes time and leaves you unable to defend yourself. You can manually
reload your weapon between fights with the Reload button. By default, the
gesture for reloading your weapon is to move the Nunchuk up and back
down. Note, you cannot manually reload the M1 Garand, you must fire all
of the bullets in the clip before you can reload it. If you're low on ammo,
pick up extra ammunition from a fallen comrade’s weapon of the same type
by running over it. If you can't find any ammo for your weapon, grab a
weapon from a fallen enemy.

SWAPPING WEAPONS
AND PICKING UP ITEMS

When you see a weapon on the ground, you can swap it for one of your
weapons. To swap weapons, stand over the weapon and when you see the
Use Indicator, press the Use button. To switch between the weapons you
are currently carrying with a gesture, move the Nunchuk right and then
back toward centre. You'll automatically drop your current weapon and
pick up the new weapon.

GRENADES

Throughout Call of Duty 3, you'll have access to Frag and Smoke grenades.
With Frag grenades, you can clear out enemy encampments with a well-
placed toss. If a Frag grenade lands close enough to you, you'll see a hand
icon indicating that the grenade can be thrown back. To throw back a
grenade once you've picked it up, quickly press the Throw Frag Grenade
button before the grenade blows up in your hand.

If enemy soldiers have you pinned down with gunfire, you can use a Smoke
grenade to conceal your movement, allowing you to get to a safer place.

To use the grenades, press and release the grenade button (by default,
€ on the +Control Pad selects Frag grenades and = on the +Control Pad
selects Smoke grenades). A round indicator will pop up to show that you
are “cooking” the grenade. The bars that disappear at the centre of the
screen tell you how much time you have left to throw it before it explodes.




Let go of the +Control Pad to throw the grenade. If you do not throw the
grenade before the circle disappears, then it will detonate in your hand.

An alternative method to throwing a grenade is to swing the Nunchuk in
a forward motion as if you are throwing the grenade. In this method, the
grenade will continue to cook after letting go of the control pad. To throw
the grenade, you'll need to make the gesture. Please note, the grenade
throw gesture is turned off by default. To enable this gesture, go to the
Options screen.

SHOW OBJECTIVES

Throughout your campaign, mission objectives will change. Press the
Show Objectives button to show your mission objectives and show your
status on each one.

= Incomplete or in-progress mission objectives appear in green text.
» Completed mission objectives appear in gray text.
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Dedicated to the brave men and women who fought and died in the Normandy
Breakout. Your courage and sacrifice paved the road for freedom in Europe.
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CUSTOMER SUPPORT

CUSTOMER AND TECHNICAL SUPPORT
Online Services with Activision Forums, E-Mail and File Library Support
We advise for cost efficiency that you use our online web support.

Web Support

http://www.activision.com/support

Our support section of the web has the most up-to-date information
available. We update the support pages daily so please check here first for
any solutions that you require.

This service is available 24 hours a day, 7 days a week and offers a fully
comprehensive list of known issues as well as providing the latest
updates/patches.

TECHNICAL SUPPORT IN AUSTRALIA
In Australia, for Technical Support, Hints and Tips, please call 1902 263 555.
Calls are charged at $2.48 (inc.GST) per minute.

In NZ for Technical Support, please call 0800 160 110.

E-REG FOR AUSTRALIAN CUSTOMERS
Do you want to receive news on new games and special offers for
Activision customers?

Register On-line at http://ereg.activision.com.au

Complete the registration form & help us keep you informed about
Activision games. You will be notified of upcoming releases & special
offers.

Note: Activision Asia-Pacific is committed to safeguarding the privacy of
information entrusted to it. Accordingly, Activision complies with all
relevant legislation concerning the collection, use, security and disclosure
of personal information.

For Technical Support and Customer Service in areas not listed, please
contact your local distributor or Activision via online. (Please note the
online support is available in English only).
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PRODUCT LICENSE
AGREEMENT

IMPORTANT - READ CAREFULLY: USE OF THIS PRODUCT IS SUBJECT TO THE
SOFTWARE LICENSE TERMS SET FORTH BELOW. “PRODUCT” INCLUDES THE
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY
PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND
ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND
MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PRODUCT, 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 Product solely and exclusively for your
personal use. All rights not specifically granted under this Agreement are reserved by
Activision. This Product is licensed, not sold. Your license confers no title or
ownership in this Product and should not be construed as a sale of any rights in this
Product.

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this
Product 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 Product) are owned by Activision or its
licensors. This Product is protected by the copyright laws of the United States,
international copyright treaties and conventions and other laws. This Product
contains certain licensed materials and Activision’s licensors may protect their rights
in the event of any violation of this Agreement.

YOU SHALL NOT:

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

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

* Reverse engineer, derive source code, modify, decompile, disassemble, or create
derivative works of this Product, in whole or in part.

= Remove, disable or circumvent any proprietary notices or labels contained on or
within the Product.
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« Export or re-export this Product or any copy or adaptation in violation of any
applicable laws or regulations.

ACTIVISION LIMITED 90-DAY WARRANTY.

Activision warrants to the original consumer purchaser of this computer software
product that the recording medium on which the software product is recorded will be
free from defects in material and workmanship for 90 days from the date of purchase.
If the recording medium is found defective within 90 days of original purchase, return
back to the place of purchase, with receipt for refund or replacement.

This warranty is limited to the recording medium containing the software product
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 applicable to this product are
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, FITNESS FOR A PARTICULAR PURPOSE OR
NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND
SHALL BE BINDING ON OR OBLIGATE ACTIVISION.

For all Warranty replacements, please return to the store of purchase along with your
receipt or proof of purchase.

If you are returning the product after the 90-day warranty period, but within one year
after the date of purchase, please contact Activision on 02 9869 0955. Note: No
returns will be issued unless you have contacted Activision first.

If an Activision representative advises you that your game is valid for a return, please
return the original product disc to:

Activision Asia Pacific, Level 5, 51 Rawson St Epping, NSW 2121, Australia 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 encountered and the system
on which you are running the product.

4. Please include a cheque or money order for AUD $25 per disc replacement (subject
to availability).

LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR
SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE PRODUCT, INCLUDING DAMAGES TO
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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 PRODUCT. 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 LEGALRIGHTS, 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 Product and all of its component parts.

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, contractors, officers, directors, employees and agents harmless from all
damages, losses and expenses arising directly or indirectly from your acts and
omissions to act in using the Product pursuant to the terms of this Agreement

MISCELLANEOUS. This Agreement represents the complete agreement concerning
this license between the parties and supersedes all prior agreements and
representations between them. It may be amended only by a writing executed by both
parties. If any provision of this Agreement is 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 concerning this license, you may contact Activision at 3100
Ocean Park Boulevard, Santa Monica, California 90405,+ 1 (310) 255-2000, Attn.
Business and Legal Affairs, legal@activision.com.
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