


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of Ind[vlduals may experience epileplic seizures when
exposed to certain Ilghi paﬂems ot flashing lights. Exposure to certain paltarns
or backgrounds on'a television screen or while playing video games, mnlum_ng
'g'ames'plaved on the PiayStatluﬁ 2 console, may induce an epileptic seiwr_’gﬁ in

" these individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If you,
or anyone in your family, has an epileptic condition, consult your physician prior
to playing. If you experience any of the following symptoms whlle playmg avideo
game — dizziness, altered vision, eye or muscla tmtcilas, Inss of awareness,

" disorientation, any involuntary mm.'emgm or nunvulsmns - IMMEDMTELY
discontinue use and consult your phvsmlan helnre resumlng play

WARNING TO OWNERS OF PROJECTION TELEUISIDNS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD type.
Otherwise, it may permanently damage your TV scteen.

USE OF UNAUTHORIZED PRODUCT: ,

The use of software or peripherals not authorized by Sony Computer Entertainment
‘' America may damage your console and/or invalidate your warranty. Only official or

licensed peripherals should be used in the controller ports or memory card slots,

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
e This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.
e Do not bend It, crush It or submerge it in liquids.
« Do not leave it in direct sunlight or near a radiator or other source of heal,
e Be sure to take an occasional rest break during extended play.
» Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-lran,
soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.

. SPECIAL WEAPON FEATURES
- MGS3 SNEAKING MANUAL

MGS3 TIMELINE

B |

CONTENTS

GETTING STARTED

DUALSHOCK®2 ANALOG CCNTROLI.ER CONFEGURATI{]NS
INTRODUCTION

STEALTH GAME

THE STORY OF MGS3

INSTRUCTION MANGA

STARTING THE GAME

GAME OVER/SAVE

OPTIONS

SPECIAL

SCREEN LAYOUT

LIFE GAUGE

STAMINA

EFFECTS OF STAM%NA ON SNAKE S PERFORMANCE
EATING

GAUGE TYPES

CAMOUFLAGE

CAMERA VIEWS

BASIC CONTROLS: MOVEMENT

BASIC CONTROLS: LOOKING ARQUND:

BASIC CONTROLS: ACTION BUTTON '~

BASIC CONTROLS: COMBAT

CQC (CLOSE QUARTERS COMBAT)

SPECIAL CONTROLS

FOOD CAPTURE

FOOD PROPERTIES

SNAKE VS MONKEY

ENEMY STATUS

RADIO

SURVIVAL VIEWER

CAMOUFLAGE

BACKPACK

FOOD

CURE

MAP

WEAFONS AND EQUIPMENT

WEAFON CHART

ADVANCED TECHNIQUES
CAMOUFLAGE DOWNLOAD

MAIN CHARACTERS




GETTING STARTED
DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

MEMGRY CARD slot 2 X ek a . 1

MEMCRY CARD slot 1 — disc tray button and EZER button simultaneously
: RESET button Normal View: Stand on tiptoes :
s S on ¥ hutton l, — IGEA hutton
: OPEN Rl Item Window button .~ Weapon Window button
3 Normal View: Select, equip, “Normal View: Select, equip: and: -
USB.connector and unequip items

. *Note:lllustration may not match afl. Corner/First Person View: Peek

controller port 1 PlaySlation 2 console types. For owners of Bittan

cortroller port 2 it SCPH-70000 series PlaySiation 2 systems, refer .
5 % ; to the setup instructions supplied with your system. Aim button !
iy When holding a weapon: Lock in the
Set up your PlayStation®2 computer entertainment system according to the instructions in its Instruction direction the weapon is pointed

First Person View: Shoulder aim

Manual, Make sure the MAIN POWER switch {located on the back of the console) is turned ON. Press the
“RESET buttcm when the power indicator lights up, press the OPEN button and the display will open. Place
the IMETAL GEAR ﬂ&? SNAJCE EATER™ disc on the disc tray with the label side facing up. Press the

T

OPEN button again and the disc tray will tlose. Attach game controllers and ather peripherals, as

_ whmemppedum_h_a kn[Fe:Svmng

| appropriate. Follow 6n_%c‘reen instructions and refer to this manual for information on using the software. kmfe Press firly J 1538
l.
| = ] Purq:h hulwn, (QC button,
I irectional button Enter’button
i Normal View: Move in Stalking mode Punch, use CQC knock onwalls (when
i' irst Person View: Look around ¥ pressed against one).
| . e ; i @ bution
ft analog stick e 2 K d 1 Acion button
| lormal View: Move around 5 i Climb tregs, Open lockers qo up/down
| irst Person View: Look around e ladders; dimb onto platforms, hang, etc.
button when pushed
. button
hen grabbing enemy: Interrogate enemy il button, L‘crgai button
- bt _Swltch stance between standing,
| utton ; i i
stiect crouching, and crawling.
; Enter Radio Mode. o >
| 2 button right analog stick
| . Enter the Survival Viewer. Change camera angle

@ button when pushed
Lock the camera in the direction the right analog
stick is pressed. Press again to unlock,

TE: This game is for use only with the Duakho::&l_'ai‘ analog controller.
hen the game is laurched, the controfler will aufomatically enter analog mode (the LED will turn red). The vibration fezture
n be turned on and sff using the “Options” menu.

@ _ i ' 5 19




INTRODUCTION
STEALTH GAME

" sneak in without being seen By the enem'y.

Metal Gear Solid 3 is a 3D action-adventure game that lets you experience the thﬂifm' sneaking past
the enemy without being seen. You play the role"of Snake, who must infiltrate’enemy territory and carry
dut a top-secret mission. If the eremy sees you, they'll call for reinforcements and lhmgs are hound to
get rough. You || want to avoid battle whenever possible.

- Knowing how to survive in hosti!_e territory will be crucial. In this mission, your top priority wilf ke
staying alive in a combat:zone, Raid provisions warehouses to get supplies far-maintaining stamina and
treat wounds to keep Snake in fighting condition.

~ This game is-a wolk of T:ctlon An',r resemblance to aclual persons or groups, fiving or dead, is purely
coincidental.

THE STORY OF MGS3

In the aftermath ot the Second World War, the world was tom in two between East and West.
It was the beginning of a new era - the Cold War,

October 16, 1962. The President of the United States received word that the Soviet Union had deployed nudear missiles in
Cuba, The world trembled in fear as the prospect of nuclear war loomed ever doser. After days of tense negetiations, the
Soviets finally agreed an the 28th to withdraw their missiles from Cuban/soil. With the resolution of this incident; later to
ke known as the Cuban Missile Crisis, it seemed that humanity had survived yet another threat to its existence

However, there was a secret condition in the deal that put an end to the crisis, Nikolai Stepanovich Sokolov, a Soviet
stientist who had defected to the West, was to be sent back to the Soviet Union. The US. government agreed to this
stipulation, and retumed Sokolov to his native land. Little did they know that Sokolov was to be the designer of a
rightmarish weapon. Mow; with Sokelov back in their hands, the Saviets are ready to resume its develapment. If this
wieapun is completed, i will mark U begiming of @ nevw age ol leac

August 1964. Realizing at last the urgency of the situation, the CIA forms a plan to recapture Sokolov. They dspatch the
avert FOX unit to Sokolov's research facility, located to the south of the great Soviet fortress of Groznyj Grad. Led by
former SAS miember Major Zero, FOX is a next-generation special-forces unit that operates both as a spedialized combat
group and as a covert intelligence outfit. The FOX unit's modus opérandis to send a single agent, backed by radio support
from afar, into enemy teritary to cany out solo sneaking missions.

Fugust 24. A lone soldier swoops down from out of the blue. The man's code name is Naked Snake.
Player Character

Snake

A disciple of the legendary hero The Boss, he joined FOX after serving in the CIA antl spending several years as a Green
Beret. His code name for this mission is Naked Snake. Snake specializes n covert operations and is a seasoned combat
wteran, proficient in all types of military equipment and weaponry. He is also a master of CQC {Close Quarters Combat),
adose-range fighting technique he developed along with The Boss.




TH{S IS/ SNEF\K!NG
MISSION, PROCEED B NeLE, SO PH
i WHILE BVOIDING BETTLE] 4 &
OR HSCEN\_/EE&; BY THE SURROUNDINGS.

THE ENEMY WILL. SOMETIMES
BE WHERE YOlII_{lE.MEﬂST SUSPECT B

LISE NS TURE TO YOUR
ADVANTARGE, AND EXER- &
CISE EXTREME CAUTION.

IT SEEMS
“1 THEINFILTRATION &
1 WAS A SUCCESS,

: SNEKE,
YOLY RE NOT

WERR
SH_IR’T-. F!R‘E
You?

I'WVE SPOTTED AN
ENEMY SOL.DIER.




LJSE CFIMOLFI_RSE
TO BLEND N WITH YOLR
SLRFE‘OUN'DNGS

! NSGE
DEF'ENDINE =]
YOUR PUSITIC&NJ

THE ENEMY SPOTS

. YOUR NATURAL.
SURROLINDINGS TCRID
IN ‘/GUR ESCHPE:

IFIT STARTS TO

! DROP, EAT SOME-

THING TO RAISE
IT BACK LP.

YOLICAN C QF’TL.RE

| FooD USING A WERPON

LIKE YOUR SURVIVAL
ENIFE OR A &LIN.

THINGS LIKE
BIRDS

FAND MUSH-

ROOMS CAN

BE USEDAS
FOob.

IF YOU LET YOLR
STAMINA sRUGE
BROP TCO FAR,
YOUR LIFE RECOVERY
WILL. SLOW DOWN

ALSG, Y OUR HANDS WL
TREMBLE WHEN YOLIRE
TRYING TOAIMAGLN, SO
WRTCH [T,




USE THE TRANQUILIZER
GLUN"TO CAPTURE ANIMAL.S
AL.VE,
THART WRY THEY
WON'T NSEEOEL ON

YOUCANUSE

 RUNNING EIROUIND
DRAN YOUR STEMINA
GALIGE FASTER.

s

YOLICAN THROWAN
ENEMY YOL'RE GRABBING
WITH THE *CQC BUTTON."

KEEP YOUR comiT QNIN 2
~ MIND, AND NKJG‘:‘EP ouT g

UNDERSTOOD,

OR 'POISONOUS
MUSHROOMS" TO
WERKEN THEM,




YOU CAN GRAB OR SCARE
BN ENEMY AND USE HIM

: THEHELL
AS A HUMAN SHIELD. OUT OF HIM. :

THERES ALOT OF
DANEER WHRITING LP
AHERD.

IF YOURE HURT IN
BATTLE, HURRY LIP AND USE
THE ‘SURVIVAL VIEWER" TO

CURE YOUR WOUNDS.

KEEP FOCUSED
AND COMPLETE
THE MISSION!

THE TRESTMENT
METHOD YOUNEEDWILL. |
DEPEND ON THE NATURE |

OF THE WOLND:

LIFE WILL
RECOVER

GRADLALLY
WITH TIME,

BUT |F YOUDONT
| TREBT YOLR WOUNDS,
T WL NEVER MAX




STARTING THE GAME

At the title screen, press the = button to bring up the title menu_.-Mfwé __t___he.- s
left analog stick up and down toselect menu items and press the @ button to

NEW GAME: Start a new game from the beginning,
'LOAD GAME:- Luad saved dala aind continue a p:ewous game.
“ BRIEFING FILES: View briefings.
- SNAKE VS MONKEY: -Play a game of Snake vs Monkey.
OPTIONS: Charlge various game options,
SPECIAL: Access special menu items.

NEW GAME :

Select this option when playing the game for the first time. After'selecting "NEW GAME," a questionnaire will
appear. Choose the corresponding response for each question. Once the questionnaire is complete, a st of
availzhle levels of difficulty will be displayed,

e

VERY EASY: A very easy game. For beginners.

EASY: For players with little actior gaming experience.

NORMAL: The standard level of difficulty.

HARD: For players with confidence in their gaming skills.

EXTREME: Available after completing the game once. For those wha have mastered the game.

LOAD GAME
Choosing "LOAD GAME" from the title menu screen will bring up ths Data Select screen. Select a data file to
continue the game from the Continuz Point at which the game was last saved.

GAME OVER / SAVE

Game Over (Time Paradox) 3 :
When Snake's LIFE Gauge reaches zero, the game is over.

Other conditions may also result in a Game Over, such as tha death uf certain
chatacters, a partner's life gauge reaching zero, ur Snake lalling into-an epemy
trap. After the game ends, the Continue Select screen will appear. %_-'

! ] e
ERAKE T8 DEWE

= ConTraR

CONTINUE
Continue the game from the last Cortlnue Point reached before Game Ouer
The game can be continued an unlimited riumber of times.

NOTE: Continue Point =
This term refers to key points in the progress of the game, such as transmons between
areas, just before boss battles, and before and after major events. : -

EXIT
Return to the title screen. Note that the game will nnt he saved,

Saue : :
Saving the game before quitting will allow you to continue the game from where it left off. The game can
be saved by contacting Para-Medic via radio.

Para-Medic (Save) 140.96
Saving the game records Snake’s status at the last Continue Point reached.

To continue the game from where it was saved, select “LOAD GAME" from tl]é maln MEenu Screen.
NOTE: At least 90KB of free space is needed to save game data.

BRIEFING FILES

| View a briefing that gives an overview of the current mission.

~ SNAKE VS MONKEY

Play a game of “Snake vs Monkey." Chase a monkey through the jungle and try to catch it (See "Snake vs
Monkey,” p. 28).

NOTE TO PARENTS: This mode is designed for all ages-.




OPTIONS

Change various game settmgs

VIBRATION :
Turn cuntm!!er \rlhratm nnfoﬁ

BLOOD ;
Turn blood effects enioff,

DOLBY PRO LOGIC II
Turn Dolby Pro Logic Il sound enfoff.

This game is presemed in Dolly Pro Logic Il. Connect your game consale to a scund system with
Dalby Pro Logic, Dolby Pro Logic I, or Dolby Pro Logic Ilx decoding to experience the excitement of
surround sound, You may also need to select Dalby Pro Logicll frnrn the audle options menu of the
game,

CAPTIONS
Turn captions onfoff. 7 5

OWN VIEW £ § o
Change the input type for the feft analog stick in First P‘erscln \«flew. 1% :
NORMAL: Moving the left analog stick:up and dovin moves the/camera in the same nemon
REVERSE: Moving the left analog stick up and down moves the camera in the opposite dI(ECtIUn

SCREEN ADJUSTMENT
Adjust the positioning of the sireen.

BRIGHTNESS ADJUSTMENT
Display guidelines for adjusting the brightness on the television set.

EXIT
Go back to the title screen.

SPECIAL

Enjoy a variety of special features not included in the main game.

BASIC ACTIONS
View explanations of the contiols for hasic game actions, accompanied by movie
demonstrations.

PHOTO ALBUM
View and change the names and colors (RGB values) of photos taken during the game. In order
1o take photos during the game, the camera item must first be found.

CAMOUFLAGE DOWNLOAD
Connect to the network and acquire special camouflage patterns not available in the regular game
{See "Camouflage Download,” p. 43)

EXIT
Go back to the main menu.

SCREEN LAYOUT

- |
L EQUIPPED WEAPON: thtays the currently equipped weapon (See "Weapons and Equipment,”
p. 34). This is not dlspiawd :E nothlng is equipped.

EQUIPPED ITEM Dlsplars the currently equipped item (See "Weapons and Equipment,” p. 34).
This is not dlsplayed if nothing is equippad.:

— STAMINA GAUGE‘ -The Stamina ﬁﬂug:e Ieyel aﬁects Snake s status and how quickly LIFE
recovers (seg Stam;na, p 18

I the LIFE Gau?e drops to zero, the game is over, When Snake's LIFE is reduced by enemy attacks,
Fide and weait for it to recover naturally, save the game and take a break, or take some LIFE medicine.

RECOVERY

Snake’s LIFE will recover naturally over time. However, the speed at which it recovers depends on how full
tie Stamina Gauge is. The higher Snake's stamina, the faster his LIFE will recover (See “Stamina,” p. 18).
LIFE will also recover more quickly when Snake is in a crouching or lying position.

WOUNDS

If Snake falls from a high place or is hit by a powerful attack, he will be wounded. When Snake i
wounded, a red meter will be displayed in the LIFE Gauge. Select “CURE" from the Survival Viewer to
|l'\?éll the wounds (See "Cure," p. 33). Be aware that Snake's LIFE will not recover to its maximum when
e is wounded,

MOTE: Most wounds will heal naiurally after a set period of time even if left untreated. However, cartain
types of wounds will not heal without treatment,

POISON/DISEASE .

‘During the mission; Shake may be poisoned or become sick. Leaving poison untreated will cause the LIFE
_Gauge to decrease, while leaving colds or leeches untreated will drain the Stamina Gauge. Select "CURE”
-from the Sunvival Viewer to treat these conditions (See "Cure,” p. 33).

REST

saving the Pame and quitting for a while will give Snake a chance to get some rest. LIFE, wounds, and
risease will all recover over time until the game is loaded again



Wearing camouﬂage allows Snake to/ blend i "\mth his sumou d"rngs and avoid detectl
the enemy. Use the "CAMOUFLAGE" opﬂon the Survwaf‘ﬂmr 1o choose camuuﬂageth t

STAMINA

A low stamina gauge pmduces i variety ol negative effecis on Shake's pe
on the Stamina Gauge. If it starts to get low, eat some food to replenish it.

formance: Keep an eye

EFFECTS OF STAMINA q SNAKES PERFORMANCE

Stamina

The Camo Index, lccated in the upper rlght corner of the screen, shows
in with his surruundlngs\ The higher the Camo Index, the nere eﬁectw

the Camo Index drops 5h::|r|:h,r when he moves aruund» The Camo Index's

- i | depending on whether Snake is standing, crouching, or lying down.

Shiort IO PAINT f'?q
SER STRIPE gnp

T ND PAINT §
ER STRIPE

In order o n‘epfenlsh his Stamina Gauge, Snake must eat. His food consists of the plants and animals
he finds in the jungle as well s rations he acquires as ftems. To eat some food, select “FOCD" from 3
the Survival Viewer (See "Food,” p. 32). I4

GAUGE TYPES

When the enemy is nearby, be sure ‘10 raise the Camo Ind(-x as hlqh as
low- pmilie position and remaining still. ;

BOSS BATTLES
i £ |- 1. BOSS' LIFE GAUGE; Decreases when the hoss takes damage

FTHE BATHT 5 <] from weapon attacks.

™ =} 7. B0SS' STAMINA GAUGE: Decreases when the boss is hit by

tranquilizer rounds or punches.

* Boss battles end when one of the two gauges (LIFE or Stamina)
reaches zero.

GRIP GAUGE

Displayed while hanging (See "Basic Controls: Movement,” p. 21),
When the Grip Gauge reaches zero, Snake will fall. The length of
the Grip Gauge depends on how much stamina Snaka has.

02 [OXYGEN] GAUGE i
Displays the amount of axygen remaining while underwater. When the 02
Gauge reaches zero, the LIFE Gauge will start to decrease. The length of
the 02 Gauge depends on how much stamina Snake has.

_— PARTNER LIFE/STAMINA GAUGES

= When someone is operating alongside Snake, that person 's LIFE
and Stamina Gauges will be displayed. If a partner's LIFE drops to
zero, the game is over.




There are four different types of camera views in “Metal Gear Solid 3; Snake Eater.” The use of
different views in differept situations adds to the suspense of Snake's sneaking mission. Leam the
ins and outs of each camera'view and use them to your advantage.

Overhead View ;
i 1 The default camera position is roughly an overhead view.,

Used when hiding and surveying the surrounding area, :
Pressing and holding the left analog stick (or directional
button) towards a tree or wall causes Snake to press
himselfagainst that surface. The camera angle changes,

b allowint) Snake to see behind obstacles. The camera can be

ointed in different diractions using:the right analog stick. ...

Press the button or BGEEM buttorfin _ﬂeis state to peek leftorright and get a closer look-at the
situation. Be careful though - the enemy may spot Snake as h2 peeks out from around a.cormer; -

First Person View

& | switch the camera view to Snake's perspective.
; \’?{ % persp
'y - &

The controls for First Person View are as follows:
Use the left analog stick {or directional button] to change the direction
Snake is looking.
Press the or IGEA button to shift one step to the left or right.
Press the and IGEM buttons at the same time to stand on tiptoes. Standing on
tiptoes is possible even in Intrusion View.

Snake cannot move around while in_First Person View, but you can make him use the curr@m}y
equipped weapon by pressing the ®) button. First Person attacks are effective when aiming for
enemy’s vital spuls and other predsion targets. The inpul methud for U eIl analog stick (o
directional button) can be changed on the OPTIONS screen (See "Options,” p. 16).

Intrusion View

When Snake crawls on his belly into a narrow space or

a thicket of grass, the camera view will automatically

B8 <yitch to Snake's perspective. Use the left analog stick to
4 move around as normal, and use the directional button

to move without turning. To survey the surrounding area,

press and hold the IGEM button and use the left analog stick to move the camera around.

When in Normal Viaw, press and hold the IGEE button to

BASIC CONTROLS: MOVEMENT

Movement (Running/Walking)

Movement (Stalking) et b 3

; Use the directional buttan to move around by stalking. By stalking, Snake moves
with extra caution. This reduces his movement speed and uses stamina, but
eliminates footstep noise.

Move i the direction the left analog stick is pressed. Press the
left analod stick lightly to walk, and firmly to run. The sound of
footsteps can alert nearhy enemies to Snake's presence, Be careful
‘when moving around near enemies or in areas where footsteps
are lod: flleie 2

Movement in Swamps
In bottomless swamps, Snake's hody will sink over time. If ke sinks up to around his breast, he will
become trapped in the muck and'drown.

Crouching/lying T AR
-Assuming a crouching or lying position allows Snake to hide from enemies
hehind low-lying ebstacles.

Prass the left analog stick from a crouching or lying position to move by crawling. Crawling zllows Snake

to squeeze into narrow spaces such as holes and under tables,

Rolling

; While running, press the €3 kutton to execute a rolling maneuser. Ralling
allows Snake to jump over pits, dear waist-high obstacles, and move

- quickly from one hiding place to another. Enemy soldiers can aso be
knocked over by executing a roll into them. In addition, if Snake's body
catches fire, he can put the flames out by rolling several times in a row, B

keeping the €3 button pressed curing a roll, Snake can go directly into a lying position after he finishes the roﬁ.

Climbing over Obstacles One-Handed Hanging

Snake can climb over obstacles "

of about waist height by pressing RSN Weapons that can be

the @ button, : handled with one hand,
: such as handguns, can

be aimed and fired
; while hangin h{,
Hanging pressing the Litton.

Face a tree branch or railing and press the @ button to hang down from that object.
While hanging, the Grip Gauge is displayed. When the gauge reaches zero, Snake will
- tun out of strength and fall down.

Controls while Hanging

Left analog stick or IEEN/EEER button: Move left/right

@_ button: Return to the top of the branchfinside of the railing

® hutton: Aim/fire the currertly equipped weapon (see “One-Handed Hanging" above)
€3 button: Let go and drop down

button + BEEM button: Do a pull-up

Snake will take damage if he falls from a high place. Falling tco far will result in a Game Over, so be
careful when dropping down. @




BASIC CONTROLS: LOOKING AROUND

Pressing against Surfaces

Shake tan press himself against walls and ather su
and pushing and holding the left analog stick. In-ce
will switch to Corner View {see "Camera Views,” p;
~ check Snake’s surroundings, While pressed, use the
move along the surface. Moving while pressed against a wal <an ailnw Snake
to'slip thmugh spaces too narrow to Walk thmugh

When Snaks is pressed against trees and walls and Corner View is activs, press
the IER/IGER button to peek around the corner to the left or right. Peeking
_moves the camera and gives a better view of the surrounding area.

— ‘While presszd adainst a tree or wall, press the @ button to knock on the
“surface and make a noise. This technique can-be used to lure enemy soldiers.

Flrst PErsorr \f‘ew (Stepﬂl;ELeft!nght) ;

Pressing and halding the button switches the camerato First Persan View. Althc-ugh Snake
cannot move around in First Person View, he gains a wider view of his wrmundmgs. The Lp! own
input method for the left analog stick can be changed on the "DPTIONS" screen {See "Options™ p. ‘IE}

Controls in First Person View

_""

+ X snmuhaneously: hew

Normal View
When Standing

=

E

left analog stick/directional
button: Control the
camera angle

WER: Shift one step left ICER: Shift one step right

right Analog Stick Camera
On the normal game screen, the right analog stick can be used to control the camera angle.

With the camera angle changed, press the @ button {push

)

w k A -} down on the right analog stick) to lock the camera in that position.
e y

e To unlock the camera, either press the @ hutton

 — again or move the right analog stick.

Using the Radio

On the normal game screen, press the ™, button to use the radio. Radio conversations can be a good
source of information and advice when unsure where to go next or after acquiring new, weapuns E
equipment (See " Radio,” p. 29).

- préss the |eft anal
of the ladder. On'som
* maove up and down freel
- analog stick or direeti

Snake can

v Stand in front nf a vine-covel

¢ the @ hutton to climb up the
. from a branch to the trunk, 5%
. trunk, face it, and press the §

Stand in front of a locker door and press; 1&5@ buttor
 Snake enters the locker and presses agamst the wall, h
+ the door and hide insice the locker =~ &

Press the @ button zgain to exit the lock
NOTE: Some lockers cannot be upened

nnsm cnmnls COMBAT

.Engagmg enemy soldiers in cnmbat is dangerous and should be avoided wheﬂever
situations in which.combat is inevitable, surh as when Snake must defeat enemy

: Attackm with Weapons

Press the {®) button to use the currently equ pen‘ weapon (See * Prlmarig We
explanations on how to use each weapo .
Attacking in First Person View
Attacking in First Person Viev: allaws Snake 16 perform a variety of specializedl actions. For example he
can target an enemy's vital soots, shoot down food'in hard-to-reach places, destroy enemy radios to
prevent reinforcements.

7 = Holding the IEKM button down and pressing the @ button fo-attack in First Person
] | View allows Snake to tar%el specific locations for attack. Press the @ huttor to aim the
| Weapon, and release the button to fire.

. 37 for detailed

 To lower the weapon without firing, release the @) jittan siowly Ifno. weapon is

= equipped, Snzke will use hand-to-hand attacks: S.prinches.
= NOTE: The button input for some weapons may‘&ﬁffgl‘ﬁnt from above,
Shnulder Flrmngmpe Aiming

“While in First Person View, pressing the Aim button (IS button) allows Snake to aim more precisely
with some weapons.

Assault rifléé;"lhe crosshaits move to the center of the screen.
Sniper rifles: Snake uses the scope to aim.

NOTE: Daes not work Wft'h"a_i__l weapons.

Hand-to-Hand. Attacks  ° b
When equipped with certain weapﬁmor bare handed, press the @ buttan to throw punches and other hant
to-hand attacks. Press the @ button repeatedly to create combo attacks, which finish with a kid that sends
the enemy flying. If an enemy sustains enough hand-to-hand damage, he will be knocked out. If Snake has &
weapon equipped, hand to-hand attacks launched using the @ button will do more damage than usual.

__




COC [CLOSE QUARTERS COMBAT)

CQC isia close qﬁarters combat technique used in proximity encounters with the enemy. After grabbing
and capturing a nearby enemy, Snake can execute a variety ¢f maneuvers — dealing damage to
enemies, Using them'as human shields, or interrogating them for info.

Snake can only use CQC when he is unarmed or holding a weapon, such as the survival knife or.a
handgun, that leaves his.nght hand free to grab and pull the enemy toward him. Weapons that are
compatible with CQC are designated with a "CQC" mark on the weapon icon,

Weapon icon {with CQC mark) .

The key to CQC is getting close enough to the enemy without being
y m detected. One way to do this is to'sneak up from behind. by stalking.

£ec KNIFE

Direct Throw -~ . s © s s Ll
Press the @ buttan next to an enemy while simuftaneously moving the Jeft .

be knocked out instantly.

Grab

Press the @ button next to an enemy without moving the left analog stick. Snake
grabs the enemy from behind in a chokehald and holds him prisoner. If the button
is pressed too hard, Snake will finish the enemy off.

Interrogate

Press the @ button (push down on the left analog stick) while holding an enemy
prisoner. Snake threatens the enemy with his knife and interrogates himher,
Interrogated enemies can provide hints on strategy and other valuable irformation.

Shield

Press the @ button while holding an enemy prisoner. Snake uses the captured
enemy as a human shield while pointing the currently equipped weapon at the
other enemies.

Throw after Capture
Press the @ button while simultaneously moving the left analog stick. Snake
throws the enemy to the ground.

Slit Throat
Press the @ button hard while holding an enemy prisoner. Snake slits the
enemy’s throat with his knife.

Choke/Snap Neck

Tap the ® button repeatedly while holding an enemy prisoner. Snake throttles
the enemy to knock him out. Snake can also snap the enemy's neck by
throttling him continuously.

Drag
Move the left analog stick while holding an enemy prisoner. Snake moves
araund with the enemy in his grip

analog stick. Snake throws the enemy,as hard as he.can. The thrown eremy will -

SPECIAL CONTROLS

Swimming SR
Snake can traverse watery areas by swimming.-

In shallow water (waist deep)

& button Submerge (when Srake's head goes underwater, he

will start swimming)
left analog stick + €3 bitton ; Dive in

In deep water {too deep to'stand)

@ button .~ Climb onto dry land {only if land is no more than about 2 feet
- above the water) = -

&3 button “Submerge underwater;

@® button  Swing:tarch:(whentorch is equipped)

Underwater : :

inderwal e camera automatically switches to first Person
* View, and the tontrol scheme changes. In addition, only certain weapons can
be used undenﬁaten-}?ften Snake goes underwater, weapons that cannot be
used underwater are marked as "NO USE" and cannot be equipped.

When S'na.kl-e'i's{ undei

left analog stick Change direction

@ button Quick surface button (pressing it repeatedly will make Snake
swim toward the surface)

&3 button Meve torward; press repeatedly to accelerate

@ button Mave forward; press repeatedly to accelerate

right analog stick Change the camera angle
Press the @ button to fix the camera angle

NOTE: Snake will only move forward underwater while the €3 or @ button is pressed.

Gun Replacement/Anti-Aircraft Cannons
If a gun emplacement or anti-aircraft cannon is not being used, Snake can take it over and useit to attack.

Sit/Get Up
X SR Sit: Press the @ button when standing next to a gun emplacement or anti-aircraft
L WESE cannon.
&t . Getup: Press the @ button while sitting at a gun emplacement or anti-aircraft
cannon.

Firing
Press the @ button while sitting in a gun emplacement or anti-aircraft cannon.
Use the Aim button { MM button) for more precise firing.




%”a.

Call Partner i i
. When Snake is operating along with a parner, ph

@ button to have
Snake call his partner over to him, :

~w  Blowing Up Drums 5 P e
The drums found throughout the game are.filled with flammable liquid that
<= explodes when shat with firearms. Any enemies standing near the drum will
be caught up'in the explosion. . ;

gy Rolling Drums
_ Stand next to a drum lying on its side and gress the @ button to roll the
% =L drum.Any enemies Tn the path of the drum will be sent flying.

To replenish the Stamina Gauge, Snake must find and catch food. ; ;
Snake can lget food from plants and animals in the jungle as well as from epemy rations. The gathering and

eapturing of jungle plants and animals for food is called "food capture™.~ *

Capturing Plants and Animals

7

Flants and animals can be tumec into food items by attacking them with hand-to-hand attacks (using the
button) or weapon attacks (using the @ button). Rations collzcted can he viewed and eaten on the
"FOOD" screen of the Survival YViswer (See Food,” p.32).

The type of food an animal produces when captured depends on what type of attack is used,

|[ N REE Pﬂoa | Animals captured using knives or guns are stored as raw meat,

Because of this; they will spoil after a certain period of time.

— - Animals captured live using ranquilizer guns;and
Easd CAGE!TREE FROG mousetraps are k-_gi_aiive in caggs and u%ill not spoil. Snake
can capture up to 3 live animals and store them in cages.
NOTE: Certain animals cannot be captured live, and some plants and animals cannot be used as foad.

FOOD PROPERTIES

Snake’s Tastes gl BT I e e
Different types of food differ in qualitg - s0me tasté-%qd, athers taste bad. How good a food item tastes
can be gauged by Snake's reaction after ingesting it:The more delicious it’s, the more the Stamina Gauge
= will be replenished. In some cases, even bad-tasting foods can become palatable if Snake eats them =
J repeatedly and develops a taste for them: s e i R

Poisonous and Rotten Food S
1f Snake eats food that is poisonous or rotten, he will become [ll. This condition |
“CURE" option in the Survival Viewer to administer antidote or stomach mediciAg” =

Other Types of Food : o
Hi, Some foods have additional effects besides replenishing the Stamina Gauge.
| of food, there are many ways to find out what it does. He ¢an be brave and just
| Para-Medic on the radiofor a description of its properties. ;

Using Foud in Battle - £
e Ratten and poisonaus foods can be used to Snake's adyantage in battle by getting eheir :
oot T Go Ii_:|o "WEAPON “on the "BACKPACK" screen to equip a food item as a weapon andipress the (8):ittoh
She tothrowit, = "is

£l

— Rt

@




y-catching game.

r£* You control Snake as he.tries to catch all the 10k ys in the stage!
@ Catch-them as fast'as yau can and record your best times!

N e ' ; g

e i “Sneak Up on a monkey so it can’t see you

skioot it with your ain to'put it to sleep

2 '-':-‘::A,‘-‘f&: Gateh it while it's sleeping!

= e Y

NOTE: -If the monkey sees you, it'll get scared and run away!

~"“Attack with a weapon

: Attack with punches and kicks
Open the Pause menu
"Continue” Continue playing :
"Retry™" Start the current stagp over from the beginning
"Exit" Go back to the Stage Select screen
Not used

M8 bufton - :
NOTL: The save data will be dfferent from that used for the main game.

‘Ape Escapé™is a registered trademark of Sony Curﬁ;ﬁuter Entertainment Inc. © 2004 Sony 'Eqmpufér

' Entertainment Inc.
ENEMY STATUS

Normal Phase : ? :
Occurs when Snake has not been spotted by the enemy. In Normal Phase, eneninz_solmers will usuall
i

@ pusition and keep a lockout. Enm_niy soldiers have senses of sight and fearing. If they hear a noise or
it see something suspicious, they will |
is found, the soldiers will returr to their assigned patrol route.

Enemy soldiers have a number of different statuses, each represented by a different mark above the soldier's head.

Noticed a strange
soundiohject

Spotted something Suspicious

patrol an assigned area (patrol route) and check for any disturbances, Some soldiers will stand in a fixed
eave their patrol route and investigate the-area: If nothing unusual

[

" On the oral e screen; press the

- suchas tactical hints If you become stuck or simply have something on your mind, use

Alert Phase
Occurs when the enemy spots Snake, In Alert Pl
on the radio and attack. To'get out.of Alert Phase, Snake must either escape fom the &
or defeat a certain number of them. Once Snake has escaped from the enemy’s fine of sig
and the number in the Phase Gatige reaches ze-g, the game will switch to Evasion Phase:
Evasion Phase [P T M ERas

Occurs when the enemy has lost sight of Snakz and‘is‘actively searching the are
In this phase, Snake may be found while hiding in trees, in lockers, or under tables;
the number in the Phase Gauge reaches zero, the game will switch to. Caution

enemy soldiers will call their comratl

W i
99.59

caurro] Caution Phase gt

&6 54 | In Caution Phase, enemy soldiers are more vigilant than ustial
locations, the number of soldiers on patrol may be increased. Once
Phase Gauge reaches zero, the game will switch back to Normak

| button to enter Radio Mode. Radio Mode
tc a variety of support characters, Each of these specialists will provide Snake with valu

your comrades a call.
How to Use the Rad

#.0n the normal game sareen, press the: 1 huﬂbn 1o enter
e it on the leftanalog st EtEe el
2, Press left and right on the left analog stick or the direction
*“button to Sﬁusﬁ the frequency. ) Eq( o
3, Press the (® button to begin fransmission. If aninvalid %
frequency has been selected there will be 0o response. Evel
if avalid frequency has been salected, circumstantes on the
receiver's cnd_maapm\rcnt them from respendinig. ;
4. Press either the ™8 hutton or theog hutton :Een
: engaged in conversation to ext Radio Mode. - -
gelegti a COHIE:JI]:Q {rﬂm I\.I'I!emor_yk 7 : lb b b LT
Pressing down on the left analog stick or directional button brings up the Memory Wiridow: Wthich displays a
list of contacts Snake has ca[ledogm the past. Use the'left analog stick or the mmnajl button wéefezlp tah}'eS
desired contact. Then, press the @ button to ccn[}rm the selection and initiate contact-- =~

Eyip .

ooy Bl = =] When Snake receives a radio call from a contact, a white® " sign will be displayed at

) i\ | thetop of the screen. Press the M8 button while the "CALE sign s displayed fo answer
é L the CALL. CALLs are an important source of informiation-that will aid Snake in completing
s his mission. Be sure to answer them whanever possible: If;

ashf et aul; L A CALL s jally urgent, a
red "CALL" sign will be displayed, and Snake will 4 ically enter Radio Mode. -

P

The game can be saved by contacting Para-Medic via the radio.

R ‘ﬁ

| techniqu

NOTE: Other contacts will become available as the game progresses.



Press the ®= button on the normal game screen to open 1he Survival VieWea The Survival Viewer
contains everything Snake needs to survive in the jungle. Use it to ad" ustsemngs, eat food heal up,
or view the map b 5

CAMOUFLAGE Camouflage Snake by d1an§mg his umfozm and face paint.
BACKPACK Change tI{e weapons an items Snake carries on him
g (see p31).

FOOD : Eat tood P {20 p.32),

! CURE Perform medical freatment {see 33).

1 OPTIONS Change game settings (see p.16).

. - MAP- View the miap (see p. 34).

it

Note: Some items mait not be available depending an the game progress.

. CAMOUFLAGE

Select “FACE" from the “CAMOUFLAGE" screen. Then; choose the
desired pattern and press the @ button,

Select “UNIFORM" from the "CAMOUFLAGE" screen. Then, select
the desired uniform and press the ® button. The effectiveness of
each tace paint and uniform in a given enviranment is expressed
as a number. This number shows how much Snake's camouflage
will change compared to its current level. The higher the number,
thz greater the camouflage effect.

Changing Weapons and Ibems
] Newly acjuired weapons and items will be stored in the bad:pack Tu
use them, Snake needs to take them out of his backpack anc cary them
with him, Gpen.the "BACKPACK" window in the Survival Viewer to réady
weapons and ftems for use. A list of currently equipped weaponsand:
items will appear when the “3ACKPACK" windowis opened,

Changing Weapons

Select "WEAPON" from the * BACKPACK" SEre
weapon for Snake and press the @ huitton, Top
backpack, choose the corresponding weapon and pre
Up to 8 weapons can be take1 out of the backpack

_Ehanglng Items S

Select "ITEM" from the "BACKPACK™ screen. Then, chopse the item
for Snake to carry and press the @ button. To put-an item hack jn:
backpack, choose the corresponding item and press the @ buttun
Snake can-carry up to 7 items at a time. .

I‘IOTE Returning equipment to the hal:kpack

Open "ITEM" or "WE#\PON in the "BACKPACK” window. Then, hold down the cnrrespund:ng
window button (BN or IEEE button) and press the @ button to retum the selected
weaponhtem to the backpatk

== Weight

 he will bum stamina. If Snake is running Iow un starmna or food, put
items back into the backpack to conserve stamina.




When the Stamina.Gauge runs low, use the FOOD option 1o eat something.

I Eating Food =g
i e R ween it waz | Choose the desired food item from the “FOOD”
, , 3 &= Foon N window and select "EAT" to consume it.
| y -
| f—

Disposing of Food

Food Status
(€88 caci-TRee Fios |

; Live Capture Will not spoil.

| (R Thes Froo ]

[ Normal Feady to eat.

f I
Spoiling There is a chance Snake will get sick if he eats this.
3 T ——
Spoiled This will make Snake sick if he eats it.

Stamina Recovery : :
The amount of stamina reccvered depends on the type of food eaten. Snake's reactions after

eating serve as clues as to how much stamina he has reccvered. Some types of food will go bad
over time. Animals captured alive will not spoil, but Snake only has 3 cages for catching live prey.

r
;:

Choose the desired food item from the “FOOD" windoiq;-:and"sgfed“'D!SPOSE G ‘m'ﬂ{r_éiw itaway.

When Snake is attacked by the enemy or poisoned by plarits‘or animals, he can recover faster by
administering medical treatment. If Snake is wounded, the maximum value of the LIFE Gauge will
decrease unless the wound is treated. Use the “CURE” option in'the Survival Viewer to heal Snake
if he is wuund?Ej ar poisoned. When Snake recovers from a wotnd; his maximum LIFE Gauge will
increase as well. et My gl yene 8

There are two types of treatment, medicinal and surgical. Each has its own specific usesin treating
different types of injuries, = 155

WER: Medicinal treatment EAtE

Treat using medicine.

Used to aure poison, etc.
EER: Surgical treatment
Treat exterior wounds such as gunshats
Used to apply bandages, suture wounds
shut, etc,:~ 2"

Treatment Process: £
First, use the left analog stidk to move the Treatment Cursor to the
affected area; The type of ailment will appear when the Treatment
‘Cursar.is moved to the affected area. Next, press and hold th: IEER
Littor button, use the left analog stick to select medical items,
button to confirm. The circle surrounding the affected
treatment was successful and will disappear
‘completely healed. Items used in treatment are
$ (ith the exception of the knife and cigar).

Be sure to keep a good supply of medical items so that teatment
can be performed at any time. Enemies carry medical supplies as
well, and Snake can acquire medical items from enemies by
shaking down their bedies or holding them up,

VIEWER

While in the “INDEX", "CAMOUFLAGE”, "BACKPACK", or "CURL" windows in the Survival Viewer,
press the hutton to enter “VIEWER" mode, allowing you to view various information about
Snake and his items.

left analog stick: ~ Rotate the camera

right analog stick: ~ Move the camera around
Adjust the X-ray position ("CURE" only)

ISH/ N button:  Increasefdecrease the X-ray width:
["CURE" only)

/@ button: Zoom the camera infout

IGEW/€3 button:  Return to the previous screen

IGEN bution: Display condition and history info

The following information can be viewed in “CURE®;
MEDICAL HISTORY ~ Displays a record of treatment performed so far.
- FOOD HISTORY Displays a record of food eaten so far.

- The relevant information for * CAMOUFLAGE" and “WEAPON" zre available within their respective screens,

@



Select "MAP” from the Survival Viewer to display a map of the area Snake-iﬁ'curréml_y' in. The map
displays useful information that can help Snake during the missians. £, s

b TRR ST

e uive g Eg
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T a toe0

Pay attention to special symbls that may appear on the map. These symbols provide valuable
information about Snake's surroundings. ]

E Snake’s Pasition
E Claymore Mine

Mousetrap (Empty)
D Item Box E Mousetrap (Occupied)

TNT ﬁé‘siination Point

| Directional button or left analog stick: Change the map display position

' If an arrow is displayed at the edge of the map when the display position moves all the way to the
l edge, move the left analog stick iri the direction of the arrow and press the @ button to switch to
a map of the neighboring area.

/@ button: Zoom in/zoom out
ICEN/IGER hutton: Switch the map between 1F and 2F view

NOTE: Information obtained by interrogating enemies (p. 24) may be incorporated into the map.
WEAPONS AND EQUIPMENT

Acquiring Items

| " _fv'.___v. Z. =y |k

s -

Snake can acquire items by Ej(kin? up ltem Boxes. The contents of an ltem Box can be determined
by checking the label or lookirg at the Item Box in First Person View.

E Enemy's Position

EI Eva's Position

Newly acquired items arc stared in the backpack. Use the " BACKPACK” option in the Sunival
Viewer to take items out and ready them for use (See "Backoack,” p. 31).

weapon first betore picking up the ammo.

NOTE: Snake cannot pick up ammo for weapons he has notyet acquired. Find the corresponding

WERPON CHART

5 The numbers displayed at the bottom of Weapon and item icons indicate the number
e currently held/maximum capacity. f
F.B!h'l’ll‘l!.:

For guns and other firearms, the number of rounds left in the magazine is cisplayed at
. the bottom of the icon. = =

ELTET
< MIgTIAT

Equipping Weapons and Items

g :

Pressing and"holding the Weapon or Item Window button brings up the corresponding Equipment Window:
Use the left analog stick or diredtional button to select a weapon or item and then release the Window button
1o equip it. To leave Snake with nothing equipped, either press znd release the Window button quicklyor &
select the "NONE" icon. fics < 3 =
Weapon Window button: IEEN button s
Item Window hutton; bution

Using Items
Most items work just by having tvem equipped. Some, however, can be used immediately by holding I&.ﬂ

button and pressing the @ butten. Other items suchi as the Active Sonar can be used by pressing the @ button.

Quick Change :
To switch between having a weapon equipped and not having one equipped without opening the window,
fuickly press and release the Window button once. This is called a Quick Change. 3

O=5upponed
X=Not Supported I ac

Survival Knife

Easygu

M1811A1

XM1GE]




sp_Ec Inl‘ “_' : n E : Survival Knife (KNIFE): A knife. Can be used with CQC, Press the @ button lightly to swig the
. i T = 1 = press harder to thrust. Hliic i

Some weapons are equipped with special functions.

Be sure to use the appropriate.weapon for a given situation.

Easygun (EZGUN): A tranquilizer gun for Can be'used Wi
and laser pointer sight. Press the bution to 2o infout. Or
prevents the Came Index from dropping sherply and speeds stamin

Anachingfremcvin%a sUppressor : =t 1 : 5

S Certain weapons can be equipped with a suppressor to stifle the : . M1911A1 (M1911A1) ~ Suppressed M1911A1 (M1811A1

S—— W sound of the gunshot. Press and hold the IEEE button to open the 2 - === | handgun. Can be used with CQC. Can be equisped with-a su
FERRTI VVeapons Window and press the @ hutton to attach a suppressor. e

coc MK22

Single Action Army-{S_Mk A revolver, Takes some time to reload. Bullets n:
But be careful - the suppressor will deteriorate each time it is :
used. When the indicator shown at the top of the icon resches
zern, the suppressor will no longer silence the gun.

Fork (FORK}: Used
smng&gefotﬁ jaress harder to thrust.

sed the same way as a knife, Cani be used with €QC. Press ihe @

- Gun (CIG SPRAY): A sleep gas spray di.sgui's'e;c'las ad

Cigarette-Shaped Nai
ﬁ ngle spray. Must be reloaded after 5 sprays. 2.,

Sniper rifle magnification settings : . . o Aih Ctelres once for (e
The magnification on sniper rifle scopes can be adjusted. Higher | g Knockout Handkerchief (HANDKER}: A handkerchief soaked in anesthetic- Can be used wi
magnification settings make far-off targets appear larger, making | § 8 <= @ hutton towave the handierchief:and spread the anesthetic aroundl. Can b
them easier to hit. Press the @ button with a rifle equipped o | &8 ] captured with CQC. The number of femaining uses goes down each time the @
switch between different magnification settings. ; | 8 handkerdhiet js usedin CQC.. - =" 8L A

Scorpion (SCORPION): A small, hip-fired submachine gun. Equipped with |
set for semi-auto or full-auto fire, 0 "

ed XM16E1 (XM16E1/SP- A riffe with atto-fire capability

XM16ET (XM16E1) -- Suppres
essor: Can be set for semi-auﬁx'ﬁ__ hat burst; or full-auto fire.

Can be equipped with a suppr

—— - AK-47 (AK-47): An assaultrifle, Press the
Switching between semi-auto, full auto, and | auta or full-auta fire

3-shot burst s

Some assault rifles feature multiple automatic firing modes. . | M63 (M63): A light machine gun. A hip-fired machine gun.

e AT R To et the most out of a rifle, use the best mode for each :
LA situation, To switch between firing modes on a rifle, press

and hold the BEEH button to open the Weapons Window, |

selact the rifle, and press the @ button.

M37 (M37): A shotgun. Very powerful when used at close range.

_.imﬁ:q SVYD (SVYD): A sniper rifle. Also known as the Dragunov, Auto _vy'r-tches to First Pérson er\}v
: ) when equipped. Effective in long-range attacks. Press the ISIhiifton toook through the stope. Scope
m==m 1017101 Semi-Auto | ! , ' magnification can be set to 3X or 10X, oy i
AMIBE1 Fires one shot at a time. Conserves amme and allows Snake to aim

and shoot one targ‘et atatime. e I : 3 Mosin Nagant (MOSIN N): A sniper rifle that fires tranquilizer rounds. Automatically switches to First

3-Shot Burst | | i 5 I g Person View when equipped. Press the button to look through the scope. Scope magnification can
Fires three round bursts. Maintzins precision while alsa con ; bi<atta3X or 10X,
—tefe ammo. i e
Full Auto L 1 | _ o A . ' RPG-7 (RPG-7):" A'tocket |auncher. Automatically switches 1o First Person View when equipped. Press
e 101/101 Fires continuously as long as the @_' button (Weapon button) is = | the button to laok thiraugh the scope. Extreme firepower, but takes a while to reload.
XM18E1 d. Effective at a g multiple enemies at once, but act o g e

ced.
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Grenade (GRENADE): A Russian-made anti-persannel fragmentation hand grenade. Press the @ button to
ready the grenade and release to throw it. The distance thrown depends on how hard the ® button is pressed.
The grenade detonates about3 seconds after it is thrawn.

White Phosphol_'us Grenade (WP G): An incendiary grenade, Lpon detonation, bursts into flames and burns
enemies in the suprounding area. Fires caused on the ground will continue to burn for a set period cf time,
Press_the ) button to ready the grenade and release to throw it The distance thrown dErJends on how hard
the (8) button is pressed. The grenade detonates about 3 seconds after it is thrown.

Stun Grenade (STUN G): A special flash-bang type grenade. Upon detonation, eneriies in the immediate vicnity are
knocked unconscious, while enemies further away are momentarily stumned, The length of the flash depends o1 the
direction Snake is facing and the distance thrown. Press the @) button 1o ready the grenade and release tothrow it, The
distanice thrawn depends on how hard the (8 button is pressed. The grenade detonates about 3 seconds afterit is thrown.

Chaff Grenade (CHAFF G): &n electronic disruption grenade. Disables electronic devices such as enemy
radlios, motion detectars and active sonar for a set period of time. Press the @ button to ready the grenade
and release to throw it. The distance thrown depends on how har d thb @ button is pressed. The glenade
detonates abaut 3 secands afer it is thrDWn "

Smoke Grenade (SMOKE Gi: A smoke-producing grenade. Creahes a smuke screen that blocks lhe enems(s
vision and renders them unable 1o fight. If Snake is caught in.the smoke screen, he will cough \ﬂo]emiy fora
while. Press the @ hutton to ready the grenade and release to throw it. The distance thrown depends on how
hard the (@) button is pressec. The grenade detonates about 3 seconds after it is thrown,

TNT (TNT): A switch-operated bomb. After planting a bomb using the @ buttan, press the ® bution to
detonate it. Bombs can only be detonated when TNT is equipped

Claymore (CLAYMORE): A directional mine. Press the @ buttan ta plant. Detonates when an enemy soldier
or Snake enters the trigger zane. Claymores can be picked up by crawling over them.

Torch (TORCH): Used for a variety of purposes - to light up an area, to attack, to start fires, or to fend off
enemies. Press the (8 button to lightfextinguish the torch. It can also be used as a club. When lit, press the
@ button repeatedly to shoo away bats and other pests, Press the @ button to swing the torch like a club.
Touch and hold the lit end against an enemy to set the enemy on fire.

Magazine (MAGAZINE): An empty ammo magazine. Press the @ button to ready, and release to throw. The
distance thrown depends on how hard the @ button is pressed. Can be used to make noise and divert the
enemy's attentian.

Book (BOOK): A book filled with sexy photos. Press the (8 button to place it on the ground. Distracts
enemies who come upon it.

Mousetrap {MOUSETRAP): A stationary trap for catching live prey. Press the @ button to set. Traps <an be
picked up by crawling over them, Trapped animals are tumed into food items; the cheese serving as balt is used up.

Directional Micropk {MIC): A microph tuned to listen ir ane direction. Automatically enters First Person
View when equipped. Can pick up sounds coming from far away enemies and animals, even through walls,

.'P.rimary Equipment

Binoculars (SCOPE): A setof blrboculars with adjustable magnrl‘cannn Allow Snake to scout from a distance,
Press the @@ button to zoom infout.

Camera (CAMERA): A camera for taking photas, Press the @J@ biitton to zoom infout, Press the @ button
to snap a photo.

Thermal Gogales (THERM G): A passive infrarad vision d;l'\.a'if@.-)\:ﬂnws.ﬂnakp tn see through terain and view
the locations of items, eneries, small animals, anid traps. Uses ip battery power when equipped.

Night Vision Goggles (NVG): A night-vision device that amplifies light. Makes even dark places seem bright.
Exercise caution when equipping this item. Viewing a bright okject with the night vision goggles burns an
afterimage into the screen for a tertain period of time. Uses up battery power while equipped.

Anti-Personnel Sensor (AP.SENSOR): A sensor that detects srganic reactions in human beings. When
equipped, warns of approaching enermies by vibrating. In First Person View, works only in the direction Snake is
facing. Uses up battery powsr while equipped.

Motion Detector (MOTION D): A sensor that detects moving objects, When equipped, displays the positions
of maving humans and-animals on the radar in the upper nghthand corner of the screen. Stationary objects
are not displayed. Uses up bat‘ler\r pcwaer whnle Equnpped

Active Sonar (SOMAR): A-sm; '[hjat sound-waves to deteet the positions of nearby humans and animals.:
When equipped, press the @ buttor(push down on.the left aaioq stick) to send out a ping. The positions of
nearby humans and animals will appeat bneﬂy o the raﬂad' 1 thie upper right hand comer of the screen. Since the
sanar makes noise, neathy enemies miay be alerted fo. S_ﬂakes presence. Exercise caution when using this item.

Mine Detector (MINE D): Detects [Iaymnre: mines. Makes a warning sound when a Claymare is nearhy. Uses
up battery power while equipped.

- Key (KEY): A key to open alocked door. There are several different varieties.

Cigar (CIGAR): Snake's cigar. Lights up and produces smoke when equipped. Equipping the cigar causes
Snake's LIFE Gauge to go down. Smoking can be hazardous to Snake's health.

Fake Death Pill (FDEATH.P): A drug that produces a temporary state of fake death, Open the tem Window
and press the @ button to use.

Revival Pill (REVIVAL.P): The remedy for the fake death pill. Can only be used after taking the fake death
pill. Can be used an unlimited number of times. Because the pil is located inside Snake's back tooth, it does
not appear in the backpack.

Pentazemin (PENTAZEMIN): A drug that reduces hand trembling when using guns for a set periad of time.
LIFE Medicine {LF MED): Amedicine that restores LIFE. Open the [tem Window and press the @ button to use.
Bug Juice (BUG JUICE): A oress-and-spray insect repellent. Open the ltem Window and press the @ button
to spray it on Snake's body. Each use cansumes one unit of spray.

Cardboard Box (C BOX): Equip to hide under a cardboard bot and fool the enemy (this will not work
sometimes based on the location). Snake can move around while equipped with the cardboard bos. There are

several varieties.

Crocodile Cap (CROC CAP: A cap resembling a crocodile. When Snake equips this and hides below the
surface of the water, the enamy will not notice him.

Some items use battery power. All of these items use the same battery; it recharges over time when not being used,
er the Stamina Gauge, the faster the battery will recharge.
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Medical Items
Medical items used in medicinal treatment

‘Serum (SERUM); Injected: Used to neutralize poison from i

= Antidote [Amtl_)éfl&j:' Taken orally. Used to neullaiiz\g ingesteﬂ Poiso
i \'_ | Cold Medicri.nle_ ({c MEfJ), Taken orally, Usexl to cure colds. s

* Stomach Medicin

Medical items used in surgical treatment, .~

o Splini.[SPLINﬂ: }\pp[lie}i Ii:icq-J{y:A_fastenn'l used to treat bioken bones.

Stiture mt_;suru_n_é_ KIT}: Aﬁ:ﬂeig.d‘l_gcally. Used to sew up cuts.

st sy

NOTE: Cenain animals yleld medical items when captured.
PR

(S MED): Token oraly: Used o cure stomac actes.

Always answer CALLs

. that Snake’

! 'Pmcuring_ It_erﬁs

Radio CALLs are an important source o
game controls, ?ameplay hints, and other-v, i
are automatically answered, but you should 0 answer CALLS
thﬁy come up. In addition, if yeu become stuck or-are unsure about:
radio 1o ask your contacls lur advice, } gt e g

Avoid combat as much as possible i A e £

If the enemy sees Snake and initiates combat, they will call their comirac
manages to win a one-vs.-many battle; he will likely suffer serious dam
the enemy, use caution and stay hidden as you proceed: Even if Shake
can still prevent the enemy from calling for reinforcements ay destroying i
him to sleep, or swiftly taking him out. The key is not to panic, and to take i

Keep an eye on the Stamina Gauge

When Snake's Stamina Gauge is tepleted, his abilities suffer. The LIFE Gauge red

and Snake's _hé%.mke_mum when he handles a gun. Always keep the S ml;%{

food supply'inimind. Scout each area carefully and capture the plants and animals
wa;;s%‘!’;as*%g food he needs. : o

I a sneaking mission, th2 weapans and equi
rvive are generally procure-on-site. Mgt all It
out:in the open. Some are hidden inside hollow
under.tables. Use First-Person View to investigate s|
ns: Another good way to get/iten :
jigs (See “Hold-Ups" and “

Traniuilizer guns can be used to put a target to sleep. By equipping ssor and launching a surprise
attack, Snake can proceed without engaging in combat. The time* ot tranquilizer found to put a
target to sleep depends on which part of the body is hit. To achieve the'best results, use First Person View to
aim for the enemy's head and heart. A “Z772" mark is displayed above the heacls of sleeping snsmy soldiers,

The Zs will disappear one by one over time. When all the Zs disappear, the soldier will wake up.




ADVANCED TECHNIQUES

Hold Ups

e T s .. =% By sneaking up on an en2my without being seen and pressing the
R sy button to aim his weapon, Snake can hold the enemy up at

LI " N

.1 gunpoint. Aiming the weapon at an enemy's vital spots during a
fis, 5 : hold-up will sometimes cause the enemy to panic and give up items.
5 ¥ i 44t Be caretul, however - it Snake lets his guard down during a hold-up,

* i ot 21 the enemy will seize the npﬁonunity and counterattack. Snake can
ol also hold up an enemy by throwing him using CQC and then
Gl pointing a weapon at hin while he is sprawled on the ground.

Stealing Items

Shaking down the bodies of unconscious, sleeping, or dead enemies causes them to-drop Item Boxes.
To shake down an enemy's body, unequip all weapons and quickly tap the @ button to pick up and
drop the enemy body. !

Tactical Reload o

Snake is defenseless against attacksfrom enemy soldiers while he is reloading his gun. When a
magazine starts to run low on ammo, Snake can change magazines in a split second by quickl
pressing the IEER button twice. When using a weapon, alvays remember to keep an eye on the
remaining ammo in the magazine. ;

il = P ?.-';% -1 Jumpout Shots
2 Vi 24 T ! When Snake is pressed up
5 R against a tree or the comer of a

> . & hallway and the camera is in

.4 Corner View, equip a gun and
press the @) button to jump
out from around the corner and
point the gun. This technique
can be used to quickly move
from a hiding position to an
attack stance. In addition, grenade-type weapons can be thrown while peeking around a corner.

Hanging Catch

When one hanging point is located directly above another, Snake can drop down from the upper
paint and grab onto the lower point. Hang down from the upper point and press the &% button to let
go. Then, as Snake is falling, press the @ button near the lower point. This technique is useful when
Snake needs to get down to the lower point in a hurry.

Using Enemies as Human Shields

When Snake captures an enemy using CQC and turns toward other nearby enemies, those enemies
will hesitate to attack out of fear of shooting their comrade. Take advantage of this opening to attack
with impunity by pressing the @ button: This technique can be used to help Snake escape when he is
surrounded. As long as the @ button or @ button is held, Snake will keep the enemy in his grasp for
a set period of time.

Extracting Information from the Enemy

Capture an enemy using CQC and press the @ button (push down on the left analog stid) to
threaten the enemy with a knfe and interrogate him. In addition to tactical hints and other useful
info, some enemies will reveal secrets that cannot be leamed anywhere else.

Use this mode to connect to the network and acquire _sg;"ciai camotiflage patterns not available in the regular
game. Camouflage patterns obtained in this mode can be used in the reqular game. The downloadzd data is
saved on a memory card (8MB){for PlayStation®2). A network adzptor (Ethernet/modern)(for PlayStation®2)
is lEgLIII‘Ed to connect to the Internet and download caimouflage patterns. In addition, a memory card
(EME){for PlayStation®2) s requited to save the downloaded data. Be sure that all devices are connected

properly and the network is set up correctly before downloading.

The "Metal Gear Solid 3" download service is free: Howé\_re‘:r,_ additional Internet connection charges may apply.
Please note that downloading is not possible in the fu_lloﬁing circLmstances: :
- There is less than 1'MB of free space left on the memory card (8MB){for PlayStation®2).

- The network configuration is incomplete.
- The cansole is not connected to the network.

The end of the Camouflage Download offer will be announced on <onami's home page

hitp:/iwwwkonamijpn._co jp/mgsfenglish/.
CAMOUFLAGE DOWNLOAD :
1.Select the location where Your Metwork Cor'i’ﬁ@i:umti_on file" is saved.

2,4 list of network cunfrgurat on!

1 the-file will be displayed. Select the configuration to use for
the connection. Ly

3. Connectin S
The screen will display "Connecting;

4, Select the camouflage patterns o downlaad,
Alist of downloadable camouflage pattems wil

| | u I appente screen. Select the camouflage pattem you
wish to download with the directional button-and press the o )

‘button to confirm your selection.

5.The description of the camauflage Fauem you selected will be displayed.
Tre message "Download this Camouflage?” will then be displayed. If you select YES, download begins, If you
select NO, you return to the screen with the various camouflage pattems.

6. annlnadig% I
The message “Downloading Camouflage.” will be displayed. If the download was successful, the message
Camouflage download sutcessful” will be dl‘splayocl?

7.The downloaded data is saved onto a memory card (8MB){for PlayStation®2). Select a MEMORY CARD slot
to save the downloaded camoutlage patterns onto a memory card l%MB}(fm PlayStation®2).

8, If the data is saved successfully, the screen will display the message "Camouflage download successful.
Disconnect from network and exit from Camouflage download mode?" If you select YES, the connection will
be terminated and the %ame will return to SPECIAL Made. If you select NO, the screen from which you select
camouflage patterns will appear, and you can continue downloading other camouflage patterns.

USING DOWNLOADED CAMOUFLAGE

1) The memory card (8MB)(for PlayStation®2) that contains the downloaded camouflage pattern(s) must be
inserted into the PlayStation®2 computer entertainment system before playing.

2] Access the Camouflage menu from the Survival Viewer to review the various camouflage patterns thal are
available to use (see "Survival Viewer," p. 30).

3) The downloaded camouflage will appear in this menu, Follow the on-screen instructions and menus to
select the appropriate camou lage pattern (see “Camouflage,” p. 30).

| 4) Exit the Survival Viewer to retum to the game.
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MGS3 TIMELINE

~ Albert Einstein writes a letter to President-Franklin Ropsevelt

1939

1941

1942

August

September
November

lune

july
December

August

September

December

1943

1944

1945

1946
1947

1949

1950

1951

1952
1953

= i

- August

.S-eptemher
February
September
October

April
May
June
August
October

lune
November
November

April
August

urging the development of an atomic bomb. © = = =
German army invades Poland, setting off World War II.
Soviet army invades Finland (the Winter War). == = - &

‘ German army launches a surprise attack agains't" the Soviet
* Union:(Operation Barbarossa). ¢

British army's SAS (Special Air Sevice) formed.
Japaniese navy attacks Pearl Hatbor.

US. army's research division begins development of the

" atomic bomb {the Manhattan Project). Otacon’s grandfather

participates. :
Siege of Stalingrad {now Volgograd) begins. :
in t%'e midst of World War |, The Boss forms the Cobra Unit.
Physicist Entico Fermi succeeds in splitting an atom inside a
nuclear reactor.

Soviet army emerges victorious in the battle of Stalingrad.

Allies |and at Normandy (D-Day).
V-1 rockets fall on London.

First atomic test in history takes place at Los Alamos, New
Mexico in the United States. )

Atomic bombs dropped on Hiroshima and Nagasaki.
Otacon’s father bam.

World War Il ends. ;

The Democratic Republic of Vietnam declares independence.

ENIAC, the world's first computer, completed.

CIA (U.S. Central Intelligence Agency) established.
Pilot Chuck Yeager breaks the sound barrier in the Bell X1.
The Boss disbands the Cobra unit.

NATO (North Atlantic Treaty Organization) established.
Cermany split into East and West. :

British author George Orwell publishes 1984,

1.5.5.R. tests its first atomic bomb at Semipalatinsk,
Kazakhstan, becoming the world’s second nuclear power.
Peaple’s Republic of China founded,

COutbreak of Korean War {lasts until July 1953).
Snake becoimes The Boss's disciple.

"Buster Dog" atomic test conducted at Area 7 in Nevada, with
Army troops participating. : :

U.S. establishes the NSA (National Security Agency).

Watson and Crick discover the double-helix structure of DNA
Nikita Khrushchev becomes First Secretary of the Soviet
Communist Party.

1954

1955
1957

1958

1959

1960

1961

January

February
March
kL
November
April
August
October

January -
October

January i
October

December
May

lanuary
February
April
May
August

September
October

December

January
February

October

December

July

Secretar?(' of State John Foster Dulles announces the New
Look rfu fc[y (the so-called *massive retaliation strategy”).

U.S, Navy launches the world's first nuclear submarine, the
LSS Nautilus.

Hydrogen bomb tested .on Bikini Atoll.

KGB (Soviet Commission for State Secutity) formed.

french garrison of Dien Bien Phu falls, signaling the victory of
the Viet Minh. France pulls out of Indochina.

lapanese movie Godzilla released. -

Albert Einstein dies, pleading for an end to nuclear we.gpmjls.; 2

U.5.5.R. successfully launches an intercontinental bal
missile (ICBM]. 1
Soviet Union succeeds in launching the world's first|
satellite, Sputnik, into orbit (the Sputnik Shock).

U.5. launches its first artificial satellite; Explorer 1. 3
NASA (5. National Aeronautics and Space Administration) -
begins oparation. ;

Cuban Revolution. e
Lina 3 moon rocket photographs the dark side of the moon.
University of Minnesota professor Mordecai Roshwald
publishies the novel Level 7.

American movie On the Beach released,

American U2 spy plane violates Soviet airspace and is shot
dewn over the Ural Mountains.

Smlr]iet Premier Nikita Khrushchey announces missile aid to
Cuba.

South Vietnamese Natianal Liberation Front (NLF) forms.

John F. Kennedy assumes office as the 35th President of the
United States.

us. glarducts first test of Minutemen intercontinental ballistic
missile.

US.S.R. launches Vostak 1, the first manned spacecraft in
histary, piloted by Yuri Gagarin.

Alan Shzpard becomes first American in rocket flight aboard
the Redstone Rocket.

Construztion begins on the Berlin Wall in Germany, - -
American movie The Guns of Navarone released.

U.S. 5th Special Forces Group, the "Green Berets" activated.
U.5.5.R. conducts its first atomic test in space above Russia,
Japanese movie Last War released.

U.S, President John F. Kennedy announces increase in military

* assistance to South Vietnam.

Harry Gregson-Williams bom,

Navy SEALS formed.

U.5. achieves its first manned space (light with the launch of
Friendship 7.

American U2 spy planes confirm presence of Soviet missiles in
Cuba, precipitating the Cuban Missile Crisis.

Sokolov sent back to U.S.S.R.

U;S. Mars rocket Mariner 2 approaches Mars and begins
sending back survey data.

U.S. begns  producing "Davy Crockett” portable nuclear
missiles.

Kyle Cooper-born.
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1963

February -

June

Agust

November

“US. and USSR sign Hotline Agreement, establishing a direct

telephone hotline between the American and Soviet leaders.
British spy James Bond makes his first movie appearance in
“Doctor fo.”

“US, UK, and USSR sign the Partial Test Ban Treaty.

[PTBT} in the Kremlin {banning atmospheric, space-based, and
* underwater testing of nuclear weapons).
‘Movie The Great Escape releasec.

- Hideo Kojima barn.

US. President John F. Kennedy assassinated. Lyndcn B
Jchnson becomes President.
Jchn le Carre publishes The Spy Who Came in from the Cald

Deaths from Vietnam War in 1963

Late 1963

1964

April
July
August

September
October

December

South Vietnamese army: 8,100. NLF 20,600. US. mmtanryI 78.

10,000 U.S. military advisers stationed in Vietnam.
100,000 South Vietnamese ci\rilians senring-U 5. military.

James Bond.movie From Russia with Love released.

U& Preydent Lyndon Johnson slgns the-Civil Rights Act into: :

Guli of Tunkln incident.

Snake sent 1o Tselinoyarsk 1o rescue’ Sakalov

First test flight of XB70, a heavwy bomber capable of Mach 33
Tokyo Olympics held.

USSR, sends 3 cosmonatits into space aboard the Voskhod 1.
Motosada Mori born.

fgital Entertalnment Amenca mrranl’s to the onglnal urchaser. of this Konami software preduct that
um on which this computer program is recorded is free from defects in materials and workmanship for a
tlod of ninety (90) days from the date of purchase, This Konami product Is sold "as is," without express or
mplied warranty. of any kind, and Konami is not liable for, any losses or: damag%nf any kind resulting from use
of this program. Konami agrees for a period of ninety:(90).days to eithe” tepair-or replace, at its option, free of
charge, any Konami:praduct, postage paid, with proof of date of purchase; at its Factory Service Center. This
warranty is not applicable to normal wear and tear. -This warranty shall’ not be’ ‘applicable and shall be void If the
defect in the Konami software product has ansen mroughahuse, unreasonable use, mistreatment, or neglect.

THIS! WAHRANTY IS IN LIEU OF ALLOT HER' WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY
A

du not allow ||mnatmns asto; hnw long an implied warranty lasts and/or exclusions or Ilrmtatmns of
dantal or consequential damages so the above fimitations and/or exclusions of liability may net apply to you. This
: hues you specifi c nglm you may also hausather nghts which vary from state to state.
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swcomos [ KONAMI .

Go to www.konami.com/fusa li;p register your KONAMI games
and get exciting news and information from KONAMI.

When you register %our game you will be automatically
entered into monthly drawings to win FREE games!

RSA BSAFE® S5L-C and Crypto-C software from RSA Security Inc. have been installed. RSA is a registered
trademark of RSA Security Inc. BSAFE is a r\:alstered trademark of RSA Security Inc. in the United States and other
countries. RSA Security Inc. All rights resery

softwara uses "DNAS" (Dynamll: Network Authentication Srstem), a proprietary authentication system created by
omputer Entertainment Inc. to provide security and to help protect copyrighted content. The unauthorized

17 exhibition, export, import or transmission of programs and devices circumventing its authentication scheme

1 by law. For additional information, see www.us.playstation.com/DNAS.

nication fanction of this product includes software developed by the NetBSD Foundation. Inc. and its
15 For a Lomplete list of contribulors please see LIBEENETTXT in the disc.



Now you can follow the adventures of Solid Snake every month in

the Metal Gear Solid comic series from IDW Publishing!

Featuring artwork by Spectrum Award-winner Ashley Wood and

written by Kris Oprisko.

32 pages « full color » $3.99 :
=) KONAMI

=]

www.idwpublishing.cdm
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