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WELCOME TO CHROMEHoundS
About This Guide

This guide contains all of  the tips, tricks, strategies, and information 
you need to conquer the world of  Neroimus, either in single-player or 
multiplayer mode. 

 This fi rst chapter provides an overview of  general gameplay 
mechanics and game options. Subsequent chapters cover the following 
information:

RT Training

There are six different categories or “Role Types” (RTs) of  Hounds: 
soldier, sniper, defender, scout, heavy gunner, and tactical commander. 
This section of  the guide provides advanced strategies for piloting 
each to victory!

Single-Player RT Campaigns
The RT Training section provides complete walkthroughs for all six 
of  the single-player RT campaigns, with strategies for achieving the 
coveted S ranking in each and a list of  Hound parts unlocked by 
doing so.

Online Play
The single-player Chromehounds experience is great, but it’s on Xbox 
Live! that the game really shines. This section of  the guide gives you 
all the information you need to emerge victorious in online play, from 
how to create and manage a squad to strategies for Free Battle and 
Neroimus War to labeled maps for every single multiplayer battlefi eld.

Appendices
This quick-reference section lists the badges that you can unlock, as 
well as a complete list of  purchasable and unlockable Hound parts 
and color patterns.

In the late 1980s, peace held the world in check with a tenuous grasp. 
Two of  the world’s superpowers faced off  in lockstep as mutual fear 
of  nuclear war bonded them in a silent agreement for years.

 However, a single devastating calamity brought an end to that 
uneasy balance. Deeply rooted distrust and ignorance of  one another 
led mankind down the foolish path to a third world war.

 Twenty years have passed since that day. The endless warring and 
struggles have given birth to an unprecedented weapon of  war—the 
machines known as “Hounds,” which redefi ned the rules of  battle.

Background History
Up until the early 1980s, the world of Chromehounds was a world not 
unlike our own, but a few key social, political, and environmental variances 
caused its history to diverge dramatically from the one we know.

Emergence of Solar Flares
The phenomenon of  solar fl ares expansion, which produced radio 
interference on a global scale, was fi rst reported in 1980. Due to the 
delayed identifi cation of  the cause, confusion spread across the globe. 
Consequently, this suspended the logistics of  products and materials 
around the world, which led to regional riots and looting. Several 
nations fell into a state of  anarchy because their governments’ chains 
of  command were paralyzed by the disasters. With lack of  order and 
control, the war situations all over the world fl uctuated. Weapons 
such as ballistic missiles (nuclear weapons) and air units became 
unreliable in the aftermath of  solar fl ares.

U.S.S.R.
In the U.S.S.R., due to the delayed understanding of  its domestic 
situations, the suspension of  information functions was prolonged. 
Consequently, the U.S.S.R. suffered a historic defeat in Afghanistan due 
to fi erce defi ance by anti-government forces. Furthermore, its region 
was invaded by Afghan troops (Bagram War). Also, in its western part, 
confl icts with the three Baltic states intensifi ed, with each state desiring 
their independence. As the U.S.S.R. maintained its tough stance, the 
war intensifi ed and spread to East and North Europe (Baltic War of  
Independence).

U.S.A.
When violence erupted in various parts of  the country, the U.S.A. 
declared a national state of  emergency and successfully kept damages 
to a minimum under the strong leadership of  their president. Since 
then, the U.S.A. prioritized domestic reconstruction and declared 
isolationism based on Neo-Monroeism by withdrawing its fl eets 
from the Pacifi c and Atlantic Oceans and redeploying them to local 
territories in response to the increasing threat to homeland security.

The World of Chromehounds
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Asia
In China, a shortage of  materials triggered frustration against the 
central government to explode in autonomous territories in the 
outskirts of  the country. Riots throughout the nation developed into 
a state of  near civil strife. Although the government quelled them 
by military means, the imbalance of  commodities was unresolved 
due to their old-fashioned method of  distribution. At the time, the 
government had to respond to both domestic and foreign (Central 
Asia) issues, which consequently forced the national/regional 
modernization process in Asia. In the meantime, Japan lost most of  
its American backing and decided to approach China for its national 
security and supply of  resources.

Europe
With much cooperation among Eastern/Central European countries, 
the Western nations struggled to overcome the crisis of  the solar 
fl ares and had diffi culties securing enough resources for reconstruction. 
While the U.S. and U.S.S.R. both relaxed their foreign policies in the 
Middle East to resolve their domestic issues, Eastern/Central countries 
took it as a good opportunity to gain control of  oil resources and 
intensifi ed their intervention to the ongoing Iran-Iraq War. However, 
they also announced a policy of  non-interference in the Baltic War of  
Independence.

Middle East
The Iran-Iraq War began in 1980 and started to shift toward the 
advantage of  Iran due to the delay of  U.S.A.-U.S.S.R. intervention. But 
Iraq regained momentum with the assistance of  Western nations who 
regarded this as a chance to strengthen their ties in the Middle East.

Timeline
1945: With the end of  the war, military demands decline. Several 

companies spring up around the military and weapons industry. 
Rafzakael is formed.

1960: U.S.-Soviet Space Race. As part of  this, research gets underway 
into a new vehicle with a bipedal propulsion mechanism that 
can be used in low-gravity environments.

1960: The Vietnam War (1960-75). In the hopes of  developing the 
ability to travel on uneven ground, the U.S. military experiments 
with a squad of  bipedal tank prototypes.

1970: The laboratory comes under attack and the experimental 
unit is wiped out. The data from the experiments and related 
personnel become scattered. They are recovered by Rafzakael 
and distributed to its subsidiary organizations.

1980: Iran-Iraq War begins.

1980: Rafzakael develops the fi rst model of a new type of tank 
(ACV: Advanced Combat Vehicle) equipped with the 
interchangeable weapons system and chassis drive system.

1980: Solar fl are enlargement phenomenon begins.

1981: The largest solar fl ares in history occur intermittently, causing 
serious medical disorders all across the world and interrupting 
the functioning of  various infrastructures. A severe shortage of  
goods develops due to the suspension of  distribution.

1981: Numerous deaths occur all across the U.S., the Soviet Union, 
and China due to interruptions in the infrastructure, which lead 
to large-scale riots.

1981: Baltics Independence Confl ict. Taking advantage of  the domestic 
chaos in the Soviet Union, the Baltic states join forces and 
declare their independence, clashing with Soviet forces.

1981: East European War. The Baltics Independence Confl ict expands 
into a war throughout Eastern Europe.

1981: Within the U.S., the political situation continues to be unstable 
and the outbreak of  war in Eastern Europe feeds the sense of  
an impending crisis. Support for separatism grows.

1981: Reagan Doctrine announced. Stating that domestic stability is 
their top priority, the U.S. declares a noninvolvement policy 
with regards to the confl ict. A redeployment plan is announced, 
which will bring the forces stationed overseas closer to home. 
Breaching military agreements such as the Treaty of  Mutual 
Cooperation and Security with Japan, withdrawal of  American 
forces from abroad begins.

1981: The Bagram War. In Soviet-occupied Afghanistan, the guerrilla 
forces, who have the backing of  Rafzakael, rise up all at once 
in rebellion. ACVs are used in combat for the fi rst time. The 
Rafzakael mercenary ACV unit achieves brilliant results.

1981: Through Rafzakael, ACV technology is distributed to all of  the 
major powers. Development of  this technology is advanced at a 
rapid pace by each.

1981: Central Asia Liberation Organization (CALO) formed. The 
federations of  Central Asia as well as Afghanistan unite together 
to form a great power and declare their opposition to the 
Soviet Union.

1982: Japan-China joint statement (Shanghai Declaration). Declaring 
the promotion of  a structure of  comprehensive cooperation 
between Japan and China, they proceed to sign a treaty and 
amend their laws. The surrounding nations support this move 
and East Asia begins to look to Japan and China for leadership.

1983: Japan and China establish the Next-generation Energy Technical 
Research Organization (NETRO), furthering the development of  
next-generation power systems.

1983: ASEAN dissolved. Under the leadership of  Japan and China, it is 
reorganized as the Association of  East Asian Nations (AEAN).

1983: Organization for East Asia Energy Development (OEAED) formed. 
Several projects prospecting for energy resources begin at the 
superpower level.

1984: OEAED discovers some of  the world’s largest natural gas 
deposits in the East China Sea and off  the coast of  Malaysia.

1986: Far East Union formed. Under the leadership of  Japan and 
China, the nations of  East and Southeast Asia unite.

1987: Ostensibly to aid ethnic minorities, the Far East Union gets 
involved in the Middle East and comes in on Iraq’s side.

1987: The next-generation ACVs, “Hounds,” see action for 
the fi rst time. Many mercenaries are deployed.

1988: Around this time, Rafzakael begins to distribute Hounds 
to various nations and development of  them continues 
independently from then on.

1988: Gorbachev assumes Offi ce of  General Secretary.

1988: Iran-Iraq War ends. Under the leadership of  the Far East Union, 
the territories of  both Iran and Iraq are divided up.
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1989: Multiple independent nations form in Northern Iran. In the 
Neroimus region on the coast of  the Black Sea, the Kingdom 
of Sal Kar is resurrected for the fi rst time in two 
centuries. Their new king, Sal Kar the 14th, takes the throne.

1989: Around this time, various powers rapidly announce one after 
another the manufacturing of  Hounds in their own countries.

1990: East European War commencement of  cease-fi re talks (The 
Montreux Conference).

1991: Nuclear power plant explosion accident at Chernobyl due to armed 
confl ict. Rumors spread that the Soviets used a nuclear weapon. 
The U.S. gets involved for the purpose of  uncovering the truth 
behind the accident.

1992: East European War cease-fi re (Marseille Cease-Fire Treaty).

1992: Multiple independent nations form in territories occupied by 
East European powers. In the Neroimus region on the coast 
of  the Black Sea, the Democratic Republic of Tarakia is 
established.

1993: The Bagram War cease-fi re (Kyoto Cease-Fire Treaty).

1993: Afghan-Central Asia Federation formed. A federation consisting of  
what was formerly Afghanistan and the occupied nations.

1994: Soviet hawks carry out coup d’etat. Against the cease-fi re, the 
rebel group built around a core of  former military personnel 
simultaneously rises up in revolt in various major cities, starting 
with Moscow.

1994: Soviet Union split east-west. The coup d’etat is not completely 
successful, but the country is split down the middle and the 
rebel group declares their independence from the Soviet Union.

1994: The Great Soviet Socialist Republic and the Republic of 
Russia formed.

1995: Central Asia independence movement. Under pressure from the 
Far East Union and wary of  a Soviet reunifi cation, the Afghan 
power approves the independence of  several countries.

1996: Multiple independent nations form in Afghan-Central Asia 
Federation occupied territory. In the Neroimus region on the 
coast of  the Black Sea, the Republic of Morskoj declares 
independence.

1997: Black Sea coastal area heavily prospected for energy sources. A 
stream of  immigrants from both Eastern and Western European 
nations come to settle in the area.

1997: One of the largest natural gas fi elds is discovered 
within Sal Kar’s borders, increasing international interest in 
the area.

1998: Black Sea War. Seeking to reunify territory that it had ceded, 
the Great Soviet Socialist Republic (G.S.S.R.) deploys its forces. 
Western European and American forces intervene when the 
G.S.S.R. hints at the possible use of  nuclear weapons.

1999: With the increased production of  Hounds, more and more 
advanced squad strategies are devised and the practice of  
forming squads of  six Hounds is established.

2000: The Black Sea War ends with the European and American 
forces victorious. America stations forces all across the 
region.

2001: Large-scale terror incident in Eger, a town in south-central Morskoj. 
The perpetrators are rumored to be former Soviet forces.

2002: American leverage in Tarakia increases.

2003: There is a rash of  anti-American, anti-government activity in 
Tarakia.

2004: There is a rash of  hostile acts committed by illegal immigrants 
in Sal Kar.

2004: The terrorist organization “Front for the Liberation of  
Neroimus” is destroyed on the Tarakia-Morskoj border.

2005: Small-scale armed confl icts occur frequently and all three 
Neroimus nations make further progress deploying Hounds to 
their national militaries.

2005: Biraal Water Plant in Sal Kar explodes.

2006: Sal Kar announces its intent to build a defensive installation in 
the Tajin area.

2006: Outbreak of the Neroimus War.

The RT campaigns of the single-player mode lead up to the outbreak 
of the Neroimus War. The Neroimus War itself is played out via 
online play.

Nations and Factions
Three nations vie for dominance in the confl ict known as the 
Neroimus War. All are supplied by the shadowy faction known as 
Rafzakael.

Democratic Republic of Tarakia

Area: 68,540 sq. km

Population: 4,520,000

Capital: Xeres

Ethnicity: Mixed

Language: English

Religion: Multi-religion/
denominational

Head of State: President 
(4-year term)

Government Type: Republic

Industries: Farming, Iron and 
Steel, Machinery

Currency: Tarakian dollar

A multi-ethnic nation located in the Western region of  Neroimus. 
Although the nation declared independence after the Eastern 
European War (1981-92), the connections with its Western European 
allies to counter the ex-Soviet/Afghan power within Neroimus is 
hard to deny. Since the War of  Black Sea (1998-2000), the nation 
has been heavily supported by the U.S.A., which was interested in 
expanding into their Eurasian diplomacy. Tarakia is more modern and 
democratic compared to its neighbors in Neroimus, but it struggles 
to fi nd a common consensus within the country.
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Republic of Morskoj

Area: 62,380 sq. km

Population: 3,580,000

Capital: Ostrov

Ethnicity: Native of  Morskoj, 
others

Language: Morskovian, Russian

Religion: Russian Orthodox, 
others

Head of State: President 
(4-year term)

Government Type: Republic

Industries: Mining, Timber, 
Farming, Metallurgy

Currency: Isra

The former Soviet state is located in the eastern region of  Neroimus. 
The people of  Morskoj are now independent, but suffered many 
hardships as a minority when the U.S.S.R. had control. Geographically, 
the country is covered with rigid mountainous areas which were once 
rich with mining resources. Morskoj currently faces a state of  tension 
against the Great Soviet Socialist Republic, which is scheming for a 
reunion. However, the nations are on much friendlier terms with the 
Republic of  Russia, which is also in opposition toward the G.S.S.R.

Kingdom of Sal Kar

Area: 20,800 sq. km

Population: 2,280,000

Capital: Qura

Ethnicity: People of  Sal Kar

Language: Karic

Religion: Sal Kari State Religion

Head of State: National King

Government Type: Limited 
Monarchy

Industries: Oil, Gas

Currency: Ziyad

The extended history of  the Sal Kari Dynasty is rooted to the 
ancestors of  the great Ottoman Empire. Historically, the nation 
experienced a prolonged period of  hardship since their kingdom’s fall, 
but recovered greatly during the period when the Middle East was 
reorganized. Despite the fact that this nation was forced to depend 
on imported foods and consumer goods due to its size and desert 
land, the world quickly turned its attention to Sal Kar since their 
abundant underground resources were discovered. Religiously, the 
nation pledges not to fi ght a war, but its military arrangements are 
aggressively updated.

Rafzakael
Rafzakael is a secret society founded by arms developers from 
around the world. With its powerful connections to every 
conceivable country, organization, and movement, they have access 
to just about anything related to war. They are rumored to have their 
own military, which is dispatched to various war fronts to “control 
the market.”

Getting Started
Creating a Player Account
When you start Chromehounds for the fi rst time, you create a player 
account where all of  your game progress will be automatically stored. 
Choose “New Game” from the title screen, then choose the storage 
device your game data will be stored on.

Each storage device can only have one player account on it.

 After creating the player account, the introductory movie plays 
(press 9 to skip it). Following the movie, you are taken directly into 
the general training single-player mission, which, while not necessary 
to complete in order to play the multiplayer game, will give you a 
signifi cant advantage over other players on the battlefi eld.

A walkthrough for the training mission appears at the start of the 
“Single Player RT Campaigns” section of this guide.

Basic Controls
The following table lists the basic game controls for Chromehounds:

Basic Game Controls

BUTTON COMMAND

g Push to move, press to turn 
lights on/off

k Push to rotate Hound and move 
camera, press to switch into 
weapon cam

+ Switch weapons

8 Fire current weapon

P Switch assist parts

7 Use current assist part

4 Open map

3 Zoom map

2 Zoom in on unit (tactical 
commander only)

1 Zoom in on unit (tactical 
commander only)

9 Pause game (single-player only)

0 Self-destruct (press and hold 
for 3 seconds)

s Message commands

Welcome to Chromehounds
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Our walkthrough for the single-player story mode is written using 
the “borrowed Hounds” you are automatically provided with for each 
mission. However, you can also assemble your own custom Hound 
and use it in the missions. When you play online, you must assemble 
your own Hound from the parts you purchase in the online shop.

Acquiring Parts
In the single-player story mode, you acquire parts for your Hound by 
completing missions. Each mission you complete successfully awards 
you at least one Hound part. If  you score the coveted S ranking on a 
mission, you also unlock an additional part.

 When playing online, you acquire parts by purchasing them from 
the shop with money earned in battle. You can also enter lotteries 
after battles for enemy parts used in the battle. See the “Online 
Play” section of  this guide for more information on purchasing and 
acquiring parts online.

The Garage
The garage is where the magic happens. In either single-player 
or online mode, this is where you go to assemble a Hound from 
the parts you have acquired. Upon entering the garage, choose 
Assemble Hound to start building.

 Hounds are built from the ground up, starting with the mobility 
base (leg parts), followed by the cockpit. All other parts are built off  
of  the cockpit. Parts are arranged in the following categories:

LEG PARTS: These parts determine the speed and weight 
capacity for the Hound. They come in a variety of styles, 
including two-legged, four-legged, treaded, hover, and wheel.

•

Hound Assembly
COCKPIT: This is the beating heart of the Hound. If it 
is destroyed, the Hound is rendered inoperable. The 
thicker the cockpit’s armor, the heavier it is. Cockpits 
include small generators to power some Hound 
functions.

GENERATOR: These supply energy to the Hound, which 
keeps its travel and turning speed high. You can attach 
multiple generators to increase power output.

NA MAKER: Vital for tactical commander Hounds, 
NA makers broadcast a network area that allows the 
Hound to stay in communication with friendly units and 
give them orders.

HEAVY ARMS: These are powerful weapons with 
extremely high offensive power and load costs. They 
can be tricky to install due to their size.

LIGHT ARMS: Smaller and less powerful than heavy 
arms, light arms are also more versatile and can be 
combined into weapon slot groups.

SPACER: These parts create more sockets that you can 
attach parts to. They come in especially handy when 
you’re trying to install larger parts that wouldn’t 
otherwise fi t on the Hound.

ASSIST PARTS: This is a miscellaneous category of 
parts that add additional functionality to the Hound, 
including night vision, extra fuel, armor, and cooling.

Hound Stats
If  you throw all of  your favorite parts onto a Hound, you’re going 
to wind up with a huge mess. You need to strike a balance between 
several different important characteristics, all of  which are displayed 
in a box at the lower-right corner of  the garage screen:

•

•

•

•

•

•

•

Hound Statistics

STAT WHAT IT AFFECTS HOW TO OPTIMIZE IT

Load The Hound’s maximum weight, in  Choose heavier leg parts that grant 
 tons. If this is surpassed, the  higher load capacity.
 Hound will not be able to move.

Energy Use The fi rst number is how much  Generators provide energy to the 
 energy the Hound uses. The  Hound. If one generator isn’t 
 second number is how much energy  meeting your energy needs, consider a 
 is provided. If you aren’t supplying  second one, or try removing some 
 suffi cient energy to the Hound,   other parts to lower the amount of 
 your movement and turning speed  energy being used.
 will be reduced.

Approx. Effect Time On certain parts, weapons in  Make sure your Hound cools faster 
 particular, this determines how  than it heats. You can’t reduce this 
 many seconds the part needs to  below the part’s minimum effect time, 
 rest between uses.  but you should try to keep this 
  number as close to the minimum 
  as possible.
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STAT WHAT IT AFFECTS HOW TO OPTIMIZE IT

 Heat/Cooling This is a measure of the amount  Install radiators to raise the cooling 
 of heat produced by the Hound  number, or remove heavier, energy-
 and the Hound’s ability to cool  intensive parts to lower the heat 
 itself. If the second number is  number.
 lower than the fi rst, it means the 
 Hound generates more heat than 
 it can cool, which results in the 
 Hound moving and reloading more 
 slowly as the battle progresses.

Max. Speed This is not only the maximum  Lighter Hounds move faster. Lighten 
 travel speed of the Hound  the load of the Hound to increase 
 (in km/hr) but also a measure  the speed, and choose leg parts that 
 of how fast it turns.  convey high maximum speeds.

For a more in-depth view of sample Hound builds and tips for building competitive Hounds for online play, refer to the “Online Play” section of 
this guide.
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RT TRAINING

The soldier RT fi lls the role of  an infantryman in a conventional 
army. As front-line combat specialists, soldier RTs throw themselves 
into battle and meet their enemies up close and personal. Their 
primary role is to destroy enemy Hounds and headquarters based 
on information provided to them by scouts and commanders. Their 
secondary role is to be as versatile as possible and adapt to battlefi eld 
conditions as they change.

Head-to-Head Combat
The soldier RT is at its best when it’s in the thick of  combat at medium 
and close ranges. The following tactics will help you master the art of  
close-range fi ghting.

Keep the High Ground
By design, most Hound 
weapon systems have a 
wider range of motion 
downward than they do 
upward. That means that 
if  you’re above enemies 
on a steep incline, it’s 
possible that you can 
shoot at them without 
having to worry about 
them returning fi re.

 Another advantage 
of  being uphill of  
enemies is the fact 
that they move more 
slowly traveling 
uphill to close in with 
you than you do 
moving downhill to 
confront them. Use 
this to good effect 
by swooping in and 
unloading on enemies 
before they can react.

Circle-Strafi ng
Circle-strafi ng is a 
valuable technique for 
avoiding enemy fi re 
while keeping a target 
in your sights. Basically, 
it’s moving sideways 
around the target in 
a wide circle while 
keeping your reticle 
trained on the enemy 
and fi ring whenever you 
have a shot. A target 
that’s moving from side to side is harder to hit than a stationary target 
or one that’s moving straight toward or away from you.

PRIMA Offi cial Game Guide
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Soldier RT Training

Holding the high ground can 
prevent enemies from fi ring at you.

Move sideways in a wide arc around 
an enemy to keep him in your sights 

and stay out of his.

 Also, if  you damaged an enemy’s leg parts, that limits pivoting 
speed. If  he didn’t pivot quickly in the fi rst place, and you’re faster, 
you might be able to constantly circle-strafe around him and hit him 
from behind, where his slow-turning guns can’t reach you.

Long-Range Enemies
When fi ghting enemies 
with long-range 
capabilities, such 
as snipers or heavy 
gunners, don’t trade 
shots with them from 
far away. That’s playing 
by their rules, and their 
long-range weaponry 
will eat your lunch. 
Instead, advance toward 
them, zigzagging back 
and forth in an attempt to avoid their fi re.

 As you draw near, it might be worth popping off  a few shots, but 
don’t sacrifi ce your evasive maneuvers for the sake of  lining up a 
shot. Most soldier Hounds’ weapons work best at medium to close 
range, which is where most Hounds geared toward long-range 
combat start suffering problems.

Don’t trade shots with enemies with 
superior long-range capabilities. 
Close the distance between you 

before engaging.

Even if you’re sure which role type (RT) of Hound you want to play, 
it’s worth reading this entire training section. Few Hounds are purely 
one RT. Most are called upon to fi ll secondary roles as well. For 
instance, a soldier RT might be called upon to seize a COMBAS like a 
scout, or certain tactics commanders might be equipped to pick off 
distant enemies like a sniper. When designing a custom Hound, think 
about your preferred play style and the needs of your squad, and 
build your Hound accordingly.

To maximize the defensive effectiveness of a circle-strafe, change 
directions unpredictably so your enemies can’t anticipate where 
you’re going to be.

If you’re attacking with a weapon that isn’t fully automatic, fi re 
only when you’ve got a shot. Don’t just hold down the trigger. Not 
only does that often result in off-target fi ring, it prevents you from 
having a shot at the ready when you’re lined up. It also makes it easy 
for enemies to predict when your next shot will come.
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Sniper RTs are sharpshooters who occupy positions behind the front 
lines and pick off  enemies from a distance, preferably without being 
seen. They primarily function in a support role and are not geared 
toward front-line combat.

Zooming In
Every Hound weapon 
slot is equipped with 
a camera mounted on 
one of  the weapons, 
referred to as a weapon 
cam. In the default 
third-person view, the 
weapon cam view is 
minimized to a small 
box in the screen’s 

upper-right corner. Pressing k switches the position of  the two 
views, putting the third-person view in the small box and expanding 
the weapon cam view to fi ll the screen.

 The weapon cam gives you a zoomed-in view of  the action from 
the weapon’s perspective, with a targeting reticle that indicates where 
the weapon cam weapon’s shot will hit, provided that the target is 
within range of  the weapon. Every weapon has a different weapon 
cam view, and sniper rifl es zoom in much farther than other weapons.

 When customizing a Hound in the garage, use the Weapon Settings 
option to group weapons into a single weapon slot. Firing that 
weapon slot fi res all weapons in the slot simultaneously. The weapon 
cam perspective for that slot is taken from the weapon in the fi rst 
box of  the weapon slot.

 However, many sniper weapons—especially the lower-end ones 
that you have to make do with early in the game—don’t fi re as quickly. 
That means that by the time the bullet reaches the enemy, the enemy 
may have moved past it. To pick off  fast-moving enemies with slow 
weapons, aim your reticle ahead of  the enemy’s location, anticipating 
where he’s going to be.

Using Cover
Snipers are one of  the 
least heavily armored 
RTs, so you must avoid 
the line of  fi re. That 
means you’ve got to 
know how to use cover 
effectively. There are 
two types of  cover: soft 
cover and hard cover.

 Soft cover is cover 
that conceals rather than 
protects, such as trees. It won’t stop enemy fi re, but you can hide from 
enemies in it and fi re through it when you have a shot. If  you remain 
absolutely motionless, you won’t appear on enemy radar until you fi re. 
Soft cover is perfect when planning to ambush an enemy.

Sniper RT Training

Snipers rely on the weapon cam.

 The only drawback of  the weapon cam is that it gives you tunnel 
vision. If  you’re fi xated on a distant enemy, you might not be paying 
attention to your radar while another enemy sneaks up on you. 
Always keep one eye on your radar to prevent sneak attacks!

Sniping Moving Targets
Sniping stationary 
targets isn’t too tough. 
The true test of  a 
sniper’s skill is the ability 
to pick off  a moving 
target at a long range. 
Some sniper rifl es fi re 
fast-moving projectiles, 
which means that, at 
most ranges, all you 
have to do is keep the 
crosshairs on the target and pull the trigger.

To snipe moving targets, account for 
their rate of speed and lead them.

11

Compensate for your lack of armor 
by using cover to conceal or 

protect you from enemies.

 Hard cover—including buildings, walls, and rocks—stops enemy 
fi re until it’s destroyed, but you can’t shoot through it either. It’s best 
used when you know that you’re going to draw the enemy’s attention 
and just want to keep them from hitting you with return fi re.

When designing a Hound, make sure that each weapon slot is made 
up of weapons that are adjacent to each other to ensure maximum 
weapon cam accuracy. If you group two weapons on the left side of 
the Hound with two from the right side, the weapon cam reticle will 
be accurate only for the weapons near it.

Although you want to take out the enemy as quickly as possible, it’s 
not a bad idea to wait for your shot. Even if you’re concealed, your 
enemies will pinpoint your location when you fi re your fi rst shot, so 
make sure that every shot you fi re will be a hit, because your thin 
armor won’t stand up to a direct assault.

If you position your Hound behind hard cover, you can have your 
weapon poking out, while the bulk of your Hound is protected. Switch 
into weapon cam mode and fi re away, secure in the knowledge that the 
only thing your enemies can hit (until the cover is destroyed) is your 
weapon, which is a smaller and less vital target than your cockpit.
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Targeting Parts
Most of  the time, 
your objective is to 
completely destroy the 
target at which you’re 
shooting. However, 
there are times when 
it’s strategically more 
important to cripple 
the target. For example, 
if  you’re fi ghting an 
online battle where 
destroyed enemies 

respawn with full health and ammo, you might decide to target 
the legs and weapons of  enemy Hounds to disable them without 
destroying them and causing them to respawn. A good sniper can 
cripple an enemy as well as destroy it.

Attack Head-On
One of  the hardest 
things to get used 
to about piloting 
a defender RT is 
wading straight into 
battle and confronting 
enemies head-on, but 
that’s exactly what 
good defenders do. 
Remember, your armor 
is thick enough to 
withstand enemy fi re, 
and most defender weapons are short-range and high-impact. And 
quite frankly, the mobility of  most defenders is so limited that you 
can’t get away with any fancy moves, so just wade into the fray with 
guns blazing.

The cockpit is the heart of every 
Hound, but you can pick off other 

parts as well if your strategy 
calls for it.

Defender RT Training
Consider defender RTs to be the “goalies” of  Chromehounds. They are 
best used to guard points of  strategic importance, such as allied bases. 
Because they tend to stay rooted to one spot and are designed to take 
a pounding, defenders generally load themselves down with heavy 
weapons and armor. This is not a fi nesse RT. It’s a down-and-dirty 
brawler and the squad’s fi rst—and sometimes only—line of  defense.

Close In for the Kill
For a variety of  
reasons, defender RTs 
should advance quickly 
upon any enemy that 
approaches the area 
that they’re defending. 
Defenders’ weapons 
generally work best 
when they’re up close 
and personal with their 
adversaries, and the 

thick armor covering most defenders can withstand enemy attacks.

 The other reason that defenders should rush forward and confront 
enemies is because it draws the enemies’ attention away from allied 
units and areas of  interest. If  a defender closes in on an attacker, that 
attacker has no choice but to deal with the defender and can’t worry 
about seizing a COMBAS, destroying a base, or attacking a tactics 
commander until the defender has been destroyed.

Defender RTs’ weapons work best at 
very close range, and their armor is 

thick enough to take a pounding.

Weapons such as clusters of 
rockets work best against groups 
of enemies when fi red straight-on 

at them.

Scout RT Training
Mobile, lightly armored, and incredibly fast, scouts specialize in 
gathering intel, seizing COMBASs, and making hit-and-run attacks 
against slower foes. Piloting a scout successfully requires quick refl exes 
and a high degree of  skill, but if  you possess both of  these attributes, 
this is the RT for you.

Capturing COMBASs
One of  the scout’s 
most important 
duties is to capture 
COMBASs so that all 
allied units can remain 
in communication. 
Every battlefi eld 
map contains several 
COMBAS towers, and 
Hounds have a device 
that allows them to 
seize control of  a COMBAS for their squad simply by remaining close 
to it for a few seconds.

 When a COMBAS is seized, it extends the range of  the network 
area (NA) in a radius around the COMBAS. If  all allied units are within 
the NA, their tactics commander can send them macro commands 
and view the locations of  friendly and enemy units. All allied units 
within the NA can also communicate verbally via the Xbox Live 
headset (online play only). For these reasons, capturing COMBASs is a 
strategic must for any squad, and the speed of  the scout makes it the 
ideal RT to get the job done.

Capturing COMBASs extends the 
range of your NA.

Don’t ever stray too far from the area or unit you’re defending. 
A common tactic for dealing with defenders is to send in swift 
attackers to draw the attention of the defender and lure it away from 
the area or object in question so that a second attack force can 
advance. Remember, a defender’s job isn’t to hunt down and destroy 
every enemy within sight, it’s to prevent the destruction of whatever 
it is charged with defending.

If you’re under enemy fi re while capturing a COMBAS, keep the 
COMBAS between you and the enemy and use it as cover while you’re 
capturing it.
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Avoid Combat
To lighten their load 
enough to travel 
quickly, most scouts 
lack heavy armor and 
weapons, which makes 
them ill-suited for direct 
combat. That’s not to 
say that a scout should 
run from every enemy 
encounter, but generally 
speaking, discretion is 
the better part of  valor 
for scouts.

 If  a scout is going to actively participate in combat, choose where 
and how very carefully. Scouts can execute stealth attacks with a speed 
that no other RT can match. If  the scout remains motionless, it is 
invisible to enemy radar until it moves or fi res, which gives the scout 
time for one or two fast attacks before the enemy has a chance to 
respond.

Know the Terrain
A scout’s biggest 
advantage is its speed, 
and the battlefi eld 
terrain has a direct and 
measurable effect on 
how fast the scout can 
travel across it. Paved 
roads let you move the 
most quickly, followed 
by packed earth and 
grassy plains. Sand is not 
optimal for fast movement, and snow, mud, and water slow you down 
dramatically.

 Depending on which leg parts the scout has installed, however, 
you can compensate for a terrain disadvantage. For instance, a hover 
chassis lets you move across the surface of  a lake as easily as a paved 
road, but you pay for it with a lower top speed than one provided by a 
wheeled chassis.

Scouts are generally better off 
avoiding combat than engaging 

the enemy.

 The golden rule of  combat for scouts is: don’t be afraid to retreat. 
If  you can’t fi nish an enemy off  by the time it starts returning fi re, 
break off  the attack rather than take damage. If  the enemy manages 
to overcome your stealth and speed, it won’t be long before the foe 
fi nishes you off, so get the hell out before things take a turn for the 
worse.

Luring Enemies
Luring enemies is one 
of  the scout’s most 
dangerous jobs, but 
it’s one that no other 
RT can handle nearly 
as well. Most enemies 
can’t resist the chance 
to go for a kill against 
a lightly armored foe, 
and you can exploit this 
eagerness and use it 
against them.

 One excellent luring tactic is to have several stationary allies waiting 
at an ambush point, remaining completely still so that they don’t show 
up on radar. The scout then executes a hit-and-run attack against nearby 
enemies in an attempt to get them to follow, like poking a stick into 
a hornet’s nest. The scout then hightails it back to the ambush site, 
dodging fi re as best it can, and its allies swoop in for the kill.

 Another good luring tactic is to use the scout as a feint against defending 
enemies. If  a fast-moving scout can cause enough aggravation to convince 
enemy defenders to chase it and leave their HQ undefended or under-
defended, a second group of allies can roll up and destroy it without 
having to worry about being obliterated by the enemy.

“Oh gosh! I’m just a simple, lightly 
armored scout! I sure hope these 
enemies don’t follow me into this 

briar patch!”

A hover chassis can compensate for 
watery terrain.

Pay attention to the terrain’s incline as well. You move more slowly 
going uphill than downhill, and if you try to move down a steep 
incline, you might go into a slide that will damage your leg parts.

Heavy gunners are similar to snipers in that they attack targets at long 
range. However, unlike a sniper, heavy gunners sacrifi ce precision for 
the ability to lob low-accuracy, high-powered shells at their targets. 
They are best used for attacking enemy bases, destroying structures 
that can be used as cover, and obliterating entire groups of  enemies 
at a time. Heavy gunners also tend to be some of the game’s slowest 
Hounds, so they rely on soldiers, scouts, and snipers for support.

Measuring Ranges
Your weapon cam’s 
range fi nder displays 
the estimated distance 
at which your 
bombardment will 
land, provided that you 
are on the same level 
as your target. The 
distance is expressed 
in meters, so be sure to 
look at the size of  each 
map during the mission 

briefi ng to have an idea of  how large each square on your in-game 
map is.

 For instance, if  you are fi ghting on a 3,000 x 3,000 meter map that has 
a grid of  10 rows and 10 columns, you know that each square on the 
grid is 300 x 300 meters. So if  you’re exactly two squares away from a 
target on the same level as you, start bombarding at 600 meters.

Heavy Gunner RT Training

Make sure to check the size of 
the map on the briefi ng screen so 

that you know how large an area is 
represented by each grid square.

Piles are high-impact, point-blank weapons that can be put to good 
use by scouts who remain motionless until an enemy draws near, then 
speed up to the enemy and pound it with lethal force.

RT Training
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Saturation, Not Precision
Heavy gunners and 
snipers both attack at 
long ranges, but other 
than that, the two RTs 
could not be more 
different. Where snipers 
try to hit enemies 
dead-on with each 
and every shot, heavy 
gunners essentially 
saturate an area with 
high explosives and hope for the best. All explosive ammunition 
types—including rockets, mortars, and grenades—deal splash damage 
to any targets in their blast radius, so you don’t need to drop a bomb 
directly on a foe’s head. As the old saying goes, “close only counts in 
horseshoes and hand grenades.”

 The best way to saturate a target is to determine its range by 
calculating the distance with the assistance of  the in-game map (see 
above). Once you’ve got your best guess as to how far away it is, 
lower your estimate by 50–100 meters and start fi ring. Increase the 
distance with each shot until you’re about 100 meters over your 
estimate. Watch the shells land, see which ones come closest to 
hitting the target (if  they don’t destroy the target altogether), and 
then fi re another round of  shells at that range if  necessary.

Anticipate Recoil
Heavy weapons have 
quite a kick. The recoil 
from fi ring each shot 
throws your aim off  
for the next shot. 
Different weapons have 
different levels of  recoil. 
Anticipate the recoil by 
making a mental note of  
the range you want to 
be fi ring at, and readjust 
your aim after each shot.

 If  you’re bombarding to fi nd the range of  your target (see above), 
you can use the recoil to your advantage. For example, if  the 
weapon’s recoil increases the range of  the next shot by 30 meters, 
that means that each subsequent shot will land 30 meters farther 
than the last, so there’s no need to readjust between shots.

Blow Up Explosives
Because they have 
the most powerful 
weapons of  any RT, 
heavy gunners are often 
called upon to level 
enemy settlements and 
fortifi cations. The most 
effi cient way to do that 
is to look for volatile 
structures such as 
refi neries and oil wells 

and target those fi rst. The resulting explosions bring down nearby 
structures and damage or destroy any enemies foolish enough to be 
using them for cover, thus saving you valuable time and ammunition.

Heavy weapons aren’t accurate, but 
with the kind of punch they pack, 

they don’t need to be.

Pay attention to the recoil that 
results from fi ring heavy weapons 
and readjust accordingly between 

each shot.

Take advantage of naturally 
explosive structures to detonate 

nearby buildings and enemies.

Conserving ammunition is a major concern for heavy gunners. 
Because their rockets and mortars are so large and heavy, they 
can’t carry very many of them. Fortunately, in online games where 
the “resupply” option is turned on, heavy gunners can stick near 
the bases they’re defending and reload their ammunition at regular 
intervals.

Tactics commanders are the brains of  any squad. Without a good 
commander, even the most skilled Hound pilots will be overwhelmed 
and obliterated by a well-organized enemy. Commanders tend not 
to engage in direct combat unless absolutely necessary. Their value 
comes from analyzing the battlefi eld map, improvising strategy, and 
giving orders to the rest of  the squad that allow them to function as 
a single, highly effective force.

Manage the NA
The commander is 
the only unit equipped 
with an NA maker, 
which extends a 
network area (NA) in 
a radius around the 
commander’s Hound. 
The commander can 
communicate with 
and issue orders to 
any allied unit within 
range of  the NA. 

Commanders can also see all allied and enemy units within range of  
the NA on the in-game map, even if  they are standing still and unable 
to be detected on Hound radar.

Tactics Commander RT Training

The commander’s primary role is to 
keep the NA active so that commands 
can be issued to all squad members.
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 Seizing COMBASs extends the range of  the NA, provided that the 
COMBASs and NA maker are all contiguous to each other. Maintaining 
the NA is the tactics commander’s most important role. The larger 
the NA, the more of  the battlefi eld the commander can see. Without 
being able to communicate effectively with fellow squad members, 
the commander can’t come up with strategy or monitor enemy 
movements, which puts the entire squad at a distinct disadvantage.

Stay Out of the Action
A commander is too valuable to risk on the fi eld of  battle, especially 

when fi ghting a battle 
where respawning is 
not allowed. If  you’re 
a hands-on player who 
likes to dive into the 
thick of  the fray, the 
commander RT might 
not be for you. If  the 
commander goes down, 
so does the squad’s 
ability to monitor enemy 
movements across the 

NA. If  a commander ever does wind up on the front lines, it should be 
as a last resort, when all other squad members have been destroyed 
or are well on their way there.

The commander isn’t cut out for 
front-line combat. Hang back and 
send the rest of the squad out to 

do the dirty work.

Know Your Role (Types)
There’s a good reason that the commander RT description appears 
last in this chapter, after every other role type. To be an effective 
commander, you need to understand the strengths and weaknesses 
of  every other Hound RT. You need to know when it makes more 
sense to use a sniper and a scout than two soldiers, or where a heavy 
gunner should stand in order to best shell an enemy HQ.

 There’s no substitute for hands-on experience with the other RTs. 
Any player who wants to be a good commander in online mode 
should at the very least play through the fi ve non-commander single-
player RT campaigns.
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Before you can begin any of  the six single-player RT campaigns, you 
must fi rst complete the General Training tutorial mission, which 
familiarizes you with the basic Hound controls. Your instructor is 
Edgardo Gilardino. Follow his commands explicitly.

 Your initial objectives are simple movement and targeting exercises. 
Move to point E7 and shoot the three stationary tanks parked there. 
Look to the northeast to fi nd several more tanks and try out your 
other weapons on them.

 When all of  the tanks to the northeast have been destroyed, select 
weapon slot 3 and look to the southwest beyond the settlement to 
fi nd four more stationary tanks. Use your weapon cam to zoom in 
on them and snipe them from a distance.

 Approach COMBAS 
J at point G7 and stand 
still next to it for a few 
seconds to capture it. 
This extends the range 
of  your network area 
(NA) and allows you to 
remain in radio contact 
with your commander 
across a longer distance.

 After securing the 
COMBAS, your fi nal 
objective is to destroy 
mobile enemies in 
a live-fi re combat 
exercise. Enemies 
appear at points G6, 
G7, G8, and H8. It’s easy 
to feel overwhelmed, 
but remember two 
very important things: 
the enemies are 
incredibly weak, and they are very slow-moving. As long as you stay in 
motion so that they cannot get a lock on you and make good use of  
the short- and long-range weapons at your disposal, you should have 
no problem defeating them handily. Once you have destroyed them 
all, the mission is complete.

Soldier Walkthrough: 
Front-Line Specialist Campaign

General Tutorial: General Training
Rafzakael Test Field

Extra Operations

• None

Evaluation Criteria

• Time Elapsed
• Accuracy
• Damage Taken

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Cockpit RFZ-CK-A2
• System device RFZ-MC-1
• System device RFZ-TC-1
• System device RFZ-HC-1
• Standard Rafzakael Camo color pattern
Earning an S ranking unlocks:
• Assault rifl e RFZ-WAR-1

Accuracy is one of the three criteria you’re evaluated on in this 
mission. Don’t take the shot unless the target is lined up in the 
center of your crosshairs.

Aim and fi re accurately to keep your evaluation score high. By 
remaining in motion, you should avoid most enemy fi re, which 
helps keep damage to a minimum and improves that aspect of your 
evaluation score as well.

Use weapon slot 3’s 
weapon cam to snipe the 
tanks from a distance.

Use the techniques you have 
learned thus far to destroy the 

fi nal wave of enemies.
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The fi rst mission of  the soldier campaign is another training mission. 
Geared specifi cally for the soldier RT, it builds upon the skills 
mastered in the general tutorial. Edgardo Gilardino is once again 
your instructor. Start by attacking the moving targets at point G1, 
labeled with a “1” on your in-game map. These bipedal ACVs do not 
return fi re, so take this opportunity to test out your Hound’s various 
weapons.

 Once the bipedal ACVs are destroyed, proceed to F1 and destroy 
the light tanks there. Once again, they do not return fi re, so focus 
solely on destroying them quickly and accurately. Use your radar to 
fi nd them if  you’re having trouble locating them all.

 Next, it’s on to 
point D1, where you 
must destroy two 
quadrupedal ACVs with 
long-range capabilities. 
Your fi rst priority is to 
safely close the distance 
between you and them 
by moving toward them 
in an irregular zigzag 
pattern to avoid their 
mortar fi re. Use weapon slot 3’s rockets to eradicate them.

 Once they’re destroyed, move north of  the quadrupeds’ position 
and advance up the hill to the east to sneak up on a third one and 
destroy it quickly without having to dodge its fi re.

    Your last objective is 
to locate and destroy 
several groups of  
enemy units. Edgardo 
points them out to you 
as they appear in the 
NA. The locations of  
all enemy groups are 
labeled with numbers 
on your in-game map. 
When a group has been 

entirely destroyed, its number disappears from the map. The enemies 
appear at points D4, E3, E4, and G3. Head for any of  these locations 
even before Edgardo pinpoints the enemies to fi nd and destroy them 
quickly.

Soldier Mission 1: Soldier Training
Rafzakael Test Field

Extra Operations

• Complete “Real 
Combat” in under 3 
Minutes (1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must 
earn at least 3,000 points. Completing the mission 
unlocks:
• Bipedal chassis RFZ-TL-2
• Standard Tarakian Camo pattern
Earning an S ranking Unlocks:
• Armor RFZ-AAM-2

Use high-accuracy weapons, such as light machine guns, against 
faster targets. Heavily armored foes tend to move much more slowly 
and should be attacked with high-damage weapons that sacrifi ce some 
accuracy for power.

Using your weapon cam gives you greater accuracy, but it limits 
your peripheral vision. That’s not as much of an issue when dealing 
with enemies at a distance, such as these foes, but keep that in mind 
in the future.

As soon as Edgardo tells you to begin this last section of the 
mission, you have three minutes to destroy every enemy if you want 
to complete the extra operation for the mission. The most effi cient 
way to do that is to completely eradicate each group of foes before 
going after the next one. That way, you’re not stuck hunting down 
stragglers as the clock keeps ticking.

Your light machine gun is the 
perfect weapon to take out the 

fast-moving tanks.

Climb the hill to the east to sneak 
up on the third quadruped.

Protected by copyright.  Unauthorized or unlawful copying 
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Your squad leader for this mission (and every subsequent soldier 
mission) is Silvy Bernard. At the start of  the mission, she deploys 
scouts to capture the COMBAS towers F and G. Follow the scout 
who heads north to COMBAS F and attack the enemies to the 
northeast (point G3) as you do to cover the scout.

 At Silvy’s command, head northeast through the valley, zigzagging as you 
go to avoid enemies lying in ambush. Destroy enemies as you progress to 
the river at point F4. From point F4, follow the river northwest.

 Watch your radar 
to pinpoint nearby 
enemies, but remember 
that enemies only show 
up on the radar when 
they’re moving or just 
after they’ve fi red. Use 
your weapon cam to 
pick off  distant enemies, 
but switch back to 

normal view and use 
evasive maneuvers if  
you start taking too 
much fi re.

 When you reach the 
enemy’s base camp, 
destroy every structure 
within it to complete 
the mission. Use your 
weapon slot 3 rockets 
to bring down the 
buildings and do splash damage to nearby defenders. You can also 
target the red explosive barrels lying around the camp to blow them 
up and cause more damage.

The objective of  this mission is simple: There is an enemy vehicle 
(designated “Mouse”) to the southwest trying to make a getaway. 
You must follow it, disable it, and catch up to it before it escapes to 
complete the objective.

Soldier Mission 2: Wipe Out Rebels
Upstream of Gorge

Extra Operations

• Enemy Annihilated (All 
Enemies Destroyed) 
(1,000 points)

• Allied Scout Survives 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Generator RFZ-GE-A1
Earning an S ranking unlocks:
• Cockpit RFZ-CK-A3

If the scout survives until the end of the mission, you complete the 
“allied scout survives” extra operation.

Fight through the valley to reach 
the river at point F4.

Destroy every standing structure 
in the enemy’s base camp to 

complete the mission.

If you destroy every enemy in the base camp and have destroyed every 
enemy you’ve seen along the way (except foot soldiers), you complete 
the “enemy annihilated” extra operation.

Soldier Mission 3: Wipe Out Rebels 2
Edina Mine Ruins

Extra Operations

• Halt Enemy before F4 
(1,000 points)

• No Damaged Parts 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Machine gun RFZ-WMG-3
Earning an S ranking unlocks:
• Bomb dispenser RFZ-WBD-1
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 Of  course, it’s not 
that easy. Along the 
way, you face fi erce 
opposition from 
enemies positioned 
along the escape route. 
The trick is to never let 
your desire to destroy 
these enemies cost you 
a shot at Mouse. Ignore 
as many enemies as 
possible and concentrate on pursuing and destroying Mouse to the 
exclusion of  everything else.

 If  you follow this strategy, you should stop Mouse before point F4 
and complete the extra operation “halt enemy before F4.” You should 
also complete the mission before taking too much damage, which 
awards you the “no damaged parts” extra operation bonus.

It is very challenging to score an S ranking in this mission. In fact, it’s 
virtually impossible to do it without achieving both extra operations, 
which requires you to complete the entire mission in less than fi ve 
minutes and avoid enemy fi re so that you suffer no damaged parts. 
Here’s the best way to do it:

 From the start, proceed northeast down the forked road. Shoot 
the two tanks that appear on the northeast fork of  the road in front 
of  you and two more that appear from the eastern fork of  the road. 
Turn south and eradicate the quadrupedal sniper ACV and tanks 
around COMBAS G at point F3. Destroying all of  these enemies 
ensures that Silvy survives to the end of  the battle. If  she takes 
too much damage, the mission is scrubbed, so make this your fi rst 
priority.

 Move quickly toward 
COMBAS G, zigzagging 
as you do. A heavily 
armored quadrupedal 
ACV lobs mortars at 
you from the north. 
Ignore it, and don’t 
bother capturing the 
COMBAS either, no 
matter what Silvy says. 
Both of  these actions 
are unnecessary wastes of  time.

 From point F3, continue moving southeast through the wide gap 
in the mountain range at point G3. Be ready for the massed enemy 
tanks and ACVs that lie in wait ahead. Destroy the heavily armored 
quadrupedal ACV that waits at the gap, then target the two lighter 
quadruped sniper ACVs on the hill to the south, and then take out 
the dozen or so tanks that are left. Keep moving at all times to keep 
from getting caught in crossfi re.

    As soon as the 
enemies at the G3 gap 
are eradicated, move 
southeast as quickly as 
you can down the hill. 
When you reach level 
ground, head for the 
bridge to the east and 
zigzag as you do to 
avoid enemy tank fi re. 
Don’t return fi re until 

you cross the bridge, as most of  the tanks won’t hit you anyway, and 
the ones that do won’t do much damage. Once you’re on the other 
side of  the bridge, open up on the nearest defending tanks, but don’t 
stop moving toward the enemy base.

Disable Mouse by blasting it, 
and catch up to it to complete 

the mission.

The exceptions to this rule are the quadrupedal ACVs at point E4, at 
the end of the steep tunnel. If you don’t destroy them, they take you 
apart in no time.

Soldier Mission 4: Wipe Out Rebels 3
East Cale Plains

Extra Operations

• No Damaged Parts 
(1,000 points)

• Time Spent Less Than 5 
Minutes (1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Spacer RFZ-ASP-1
Earning an S ranking unlocks:
• Grenade RFZ-WGL-1

Destroy all of the enemies around 
the starting location so that Silvy 
makes it to the end of the mission.

If you stand just north of the highest point of the gap, most of the 
tanks cannot elevate their cannons high enough to hit you.

Ignore the tanks until you take out 
those snipers!
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 The enemy base is the walled compound to the northeast. It does 
not include the town north of  that. The edges of  the base are lined 
with highly explosive refi neries that make very pretty explosions 
when hit with a rocket or two from weapon slot 3. The exploding 
refi neries also destroy nearby enemies and take out a few other 
buildings as well, so defi nitely focus on hitting them fi rst.

 As soon as 
the refi neries are 
destroyed, circle-strafe 
around the perimeter 
of  the base and 
decimate the buildings 
with rockets. Ignore 
any defending enemies 
altogether unless you 
can hit them at the 
same time as you’re 

hitting a building. You don’t have to destroy every last building in the 
base to complete the objective, so don’t worry about methodically 
fl attening them all. Just keep moving to avoid enemy fi re and pump 
rockets into anything taller than rubble until Silvy declares the 
mission a success.

From the start of  this mission, stay with the rest of  your squad as 
you move toward the enemies at D8 and F7. Because the rest of  the 
squad members are snipers, they stop well short of  the enemies and 
blast at them from a distance. While they do, you must go on ahead 
and hunt down and destroy both groups of  enemies.

 Once Silvy confi rms 
the destruction of  all 
enemy units at points 
D8 and F7, it’s on to 
the next group. If  you 
look west, you should 
see your snipers and 
the enemy’s long-range 
cannons exchanging 
mortar fi re. Follow the 
road northwest, blasting 
enemy ACVs as you go.

 Move to point G6. Turn west and use your weapon cam to locate 
and destroy the quadrupedal long-range cannon. Proceed to point 
G5 to fi nd two more long-range cannons hiding among the buildings 
of  the settlement. While their attention is diverted by your snipers, 
sneak up and fi re rockets at the cannons to obliterate them.

    Silvy says that the 
next enemies (three 
quadrupedal long-range 
cannons) are at point 
I3, but they’re closer 
to F3, hidden among 
the trees surrounding 
a small settlement. 
If  you follow the 
road southwest, you 
encounter a small group 

of  tanks at point H3. Destroy them and head up to F3 to wipe out 
the cannons.

The other reason to hold your fi re until you cross the bridge is to 
avoid accidentally blowing it up. If the bridge is destroyed, you have 
to wade across the river and run the risk of getting pinned down 
by enemy fi re as you do. Wading across the river also costs you 
valuable seconds.

Shoot the refi neries with rockets 
to blow them up and infl ict severe 

damage on the enemy base.

West Cale Plains

Extra Operations

• All Allied Units 
Survive (1,000 points)

• No Damage to Silvy’s 
ACV (1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Bomb dispenser RFZ-WBD-2
Earning an S ranking unlocks:
• Wheeled chassis RFZ-WL-2

Soldier Mission 5: 
Defend Tarakian Base

Don’t get too close to the enemies! Your snipers are pretty accurate, 
but even they can miss, and when the enemies are lobbing mortars, 
they’re going to infl ict some serious damage.

Shoot enemy tanks from a 
distance to avoid suffering 

friendly mortar fi re.

Both of your extra operation bonuses depend upon you destroying the 
enemies before they can damage or destroy your allied units. So while 
you should take full advantage of the cover fi re that the snipers offer 
you, make sure that you roll up to enemies with guns a-blazing to draw 
their attention—and their fi re—away from your allies.

Blast the three quadrupedal long-
range cannons near point G5.
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 Look southwest to fi nd another lone quadrupedal cannon atop 
a rocky ridge. Blast it into scrap to complete the mission. If  you 
managed to keep all of  your allies intact, and if  Silvy’s ACV has 
suffered no damage, you should easily earn the S ranking.

Your primary objective in this mission is to destroy the enemy base 
at point H6, but that won’t do you any good if  your allied base at 
B1 is destroyed. So your fi rst priority is to head west toward B1 
and destroy the quadrupedal enemy ACVs assaulting your base. You 
should have no trouble distinguishing friend from foe—aim at the 
ACVs that are shooting at the base.

 Once you have cleared the enemies from the area around your 
base, start walking south along the paved road. Be prepared to 
destroy waves of  bipedal ACVs as they march up the road toward 
your base. Destroying every ACV that advances north along the road 
ensures that your allied base will be spared enemy attacks as you 
advance on the enemy base.

    The ridges of  the 
hills that line the 
road are manned by 
enemy sniper ACVs. 
As unnerving as it is 
to have mortar shells 
exploding around you, 
don’t spend much time 
trying to pick them off; 
just zigzag to dodge 
their fi re and keep 

moving south. Attacking them distracts you from picking off  enemies 
advancing on your base and wastes valuable ammunition that you’re 
going to need later.

 Follow the road until you reach point H6. Destroy the ACVs 
around the enemy base and start pounding the base with your 
heaviest weapons. The grenades in weapon slot 4 are slow to deploy, 
but they’re extremely destructive, so dump them onto the base 
whenever they’re available. While you’re waiting for them to recharge, 
hit the base with the rockets from weapon slot 3.

 The enemy base 
can withstand a 
phenomenal amount 
of  damage, so keep 
moving to dodge 
enemy sniper fi re and 
keep pummeling the 
base. At the same time, 
keep an eye out for 
additional ACVs coming 
up the road from the 
south and destroy them as they approach. This prevents them from 
assaulting your home base. Eventually—even if  it doesn’t seem like it 
while you’re blasting it—the enemy base will fall, and the mission will 
be completed.

Once again, keep your distance from the enemies at F3. Your snipers 
are also be lobbing mortars their way.

If you run in circles around the long-range cannons at F3, you 
might get them to shoot each other accidentally while they’re 
trying to hit you.

Village of Cobar

Extra Operations

• No Destroyed Parts
• No Damage to 

Silvy’s ACV

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

Soldier Mission 6: 
Defend Tarakian Base 2

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Assault rifl e RFZ-WAR-2 (1,000 points)
Earning an S ranking unlocks:
• HEAT rocket RFZ-WHT-2 (1,000 points)

Keeping enemies away from your base also prevents Silvy’s ACV from 
taking damage, which in turn completes the “no damage to Silvy’s 
ACV” extra operation goal.

As you move south toward the enemy 
base, destroy all enemies moving 

north along the road.

Hit the enemy base with your most 
powerful weapons.

Destroying the enemy base automatically awards you the “enemy HQ 
destroyed” extra operations bonus.
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The fi nal mission in the soldier campaign requires you to eradicate 
the last of  the enemy rebel resistance you’ve been chasing for the 
entire campaign. It’s also your fi rst battle against an enemy Hound—
or two of  them, to be exact. This mission will push your skills as a 
soldier RT to the very limit.

 First things fi rst: Advance southwest along the southern bank of  
the river. Keep a sharp eye out for the half-dozen enemy tanks that 
appear near the settlement and destroy them with weapon slot 1, 
your most accurate weapon at long ranges.

 When you reach the settlement, cross over to the northern bank of  
the river and be ready for your fi rst Hound battle against Elsa Alcott 
as you round the river bend after the settlement. Elsa’s Hound is fast 
and maneuverable enough to fl ank you, so once you close the distance 

between you and her 
Hound, don’t use your 
weapon cam during this 
fi ght. Start by peppering 
her with weapon slot 1’s 
gunfi re while you close 
the distance, zigzagging 
as you do. Switch to 
weapon slot 3’s rockets 
and unload on her until 
her relatively lightly 
armored Hound is destroyed.

    When Elsa’s Hound 
is destroyed, climb as 
high as you can up the 
northern bank of  the 
river and keep moving 
southwest. The second 
Hound, piloted by 
Franco Gilardino, is 
hidden in some trees 
to the south. Start by 
peppering him with 

some rounds from weapon slot 1, and be ready to dodge his missiles 
as he roars into action.

 Franco’s Hound has 
much thicker armor 
and considerably more 
fi repower, but it’s also 
much slower and less 
maneuverable than 
Elsa’s. Use this to your 
advantage. Aim your 
weapon slot 3 weapon 
cam slightly above 
him and send a volley 
of  missiles his way. 
Continue dropping missiles on him until he starts to return fi re, and 
then dodge his incoming missiles while returning fi re.

South Bath Plains

Extra Operations

• No Damaged Parts 
(1,000 points)

• Enemy Hound 1 
Destroyed in under 3 
Minutes (1,000 points)

• Enemy Annihilated in 
under 5 Minutes (1,000 
points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

Soldier Mission 7:
Mop Up Rebel Survivors

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• HEAT rocket RFZ-WHT-1
• Tarakian National Security Camo pattern
Earning an S ranking unlocks:
• Anti-Hound Pile RFZ-WHP-1

To achieve S ranking on this mission, you need to accomplish at least 
two of the three extra operations. The easiest two to accomplish 
are “no damaged parts” and “enemy Hound 1 destroyed in under 3 
minutes.”

Destroy the tanks near the 
settlement before you come 

into their range.

Whenever possible, attack Elsa from high ground and keep circle-
strafi ng around her, changing direction randomly to prevent her 
from drawing a bead on you.

Do not move farther southwest during the fi ght! Doing so triggers 
the appearance of Franco Gilardino’s Hound, and the only thing 
worse than fi ghting one Hound is having to deal with two!

Close in quickly on Elsa and hit her 
with rockets while circle-strafi ng 

around her.

Franco’s Hound has thicker armor 
and more fi repower than Elsa’s, but 

he pays for it with reduced speed 
and mobility.

If you damage Franco’s chassis, you can circle-strafe around him too 
quickly for him to rotate his weapons to face you.
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 Franco’s Hound can take a pounding, and his missiles infl ict splash 
damage even on near misses. But if  you can keep the high ground and 
continue circle-strafi ng around him, changing direction frequently to 
prevent him from locking on to you, you should be able to put him 
down for the count without too much trouble.

Completing this mission awards you the Soldier Medal. For a list of 
all medals and how to unlock them, see the appendix at the end of 
this guide.

As with every RT campaign, the fi rst mission in the sniper campaign is 
a training mission that takes place on the Rafzakael test fi eld. Edgardo 
Gilardino is once again your instructor. Your fi rst objective is to 
switch to your weapon cam and destroy the seven tanks to the north 
with any of  your three weapons.

 Once all seven tanks are destroyed, switch out of  your weapon cam 
and walk north to the pylon on the ridge of  the hill at point D7. Turn 
west and switch to your weapon cam to see four quadrupedal ACVs 
on the slope of  a distant hill. Once again, use carefully aimed shots to 
destroy them all.

 Next, move 
northwest to point B6, 
labeled with the number 
4 on your in-game map. 
Stand next to COMBAS 
B and turn northwest. 
Watch the edge of  the 
hill for the appearance 
of  two bipedal ACVs. 
Unlike your targets in 
the fi rst two objectives, 
the ones in this 
objective not only move, they also fi re back at you.

    The next two ACVs 
come at you from due 
north. Destroy them in 
the same manner. Turn 
northeast and pick off  
the fi nal two ACVs to 
complete the mission.

Sniper Walkthrough: 
SNIPING SPECIALIST CAMPAIGN

Sniper Mission 1: Sniper Training
Rafzakael Test Field

Extra Operations

• Over 70 Percent 
Accuracy (1,000 points)

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Reverse chassis RFZ-RJ-1
• Standard Tarakian Camo
Earning an S ranking unlocks:
• Spacer RFZ-ASP-2

Accuracy counts heavily toward your ranking score in this mission, 
much more than how quickly you can complete the mission. Aim 
carefully and make sure that every shot you fi re hits a target.

When shooting at the stationary 
targets, take your time and aim 

carefully to improve your 
accuracy score.

To increase your accuracy, track the ACVs until they stop in front 
of you. Their small arms fi re isn’t particularly damaging to your 
Hound, and you don’t suffer any ranking score penalty for taking 
damage. You will however decrease your average attack distance if 
you wait for the ACVs to draw near and stop before fi ring at them.

Don’t worry about taking fi re from 
the ACVs. Their shots aren’t very 

damaging or accurate.



PRIMA Offi cial Game Guide

24 Protected by copyright.  Unauthorized or unlawful copying 
or downloading expressly prohibited.

This is the fi rst combat mission of  the sniper campaign. Your squad 
leader is Jayrus Cole, and your tactics commander is Wat Mayer. 
From the start of  the mission, proceed north and take up a sniping 
position at the highest point of  the hill at point F4.

 Once you’re in position, turn east and zoom in with your weapon 
cam to fi nd two bipedal ACVs and fi ve tanks. Jayrus tells you to wait 
for his signal before attacking, but you don’t need to do so. Destroy 
the ACVs with rockets from weapon slot 1 and the tanks with rounds 
from weapon slot 2. The enemies won’t return fi re until Jayrus sends 
up the illuminating fl are, so if  you’re quick about it, you can destroy 
them all before they know what’s going on.

 As soon as the fi rst 
group of  enemies is 
destroyed, move north 
and take up a sniping 
position. Use your 
weapon cam to fi nd six 
more tanks and two 
more bipedal ACVs at 
point C4. Use the same 
tactics as last time to 
destroy them all before 
Jayrus sends up his 
fl are, and they won’t 
fi re a single shot.

Sniper Mission 2: Border Patrol
West Industrial Zone

Extra Operations

• Over 60 Percent Accuracy
• No Damage to Jayrus’s 

Hound

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Generator RFZ-GE-B1
Earning an S ranking unlocks:
• System Device RFZ-TC-2

Do not attack the bipedal ACVs that walk into your fi eld of view from 
the east. These are friendly units!

If the long pipeline gets in the way of your shot, shoot a couple of 
its support structures to bring it crashing down.

Destroy the ACVs and tanks near 
the pipeline before Jayrus sends 
up his fl are, and they won’t even 

get a shot off.

Destroying all enemies before the fl ares go up is important if 
you’re trying to earn the “no damage to Jayrus’s Hound” extra 
operation bonus. Jayrus can’t suffer any damage if the enemies 
never fi re a shot!

There are several more stationary 
enemies at point C4. Destroy them 

all to complete the mission.

Sniper Mission 3: Border Patrol 2
Osca Industrial Zone

Extra Operations

• Enemy Annihilated 
(1,000 points)

• All Allied Units Must 
Survive (1,000 points)

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance
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From the start of  the mission, move south down the road in front of  
you. When you come to the crest of  the hill, move to the right side 
of  the road and be ready to destroy the enemy units advancing up 
the hill to the south from point E3. Don’t bother using your weapon 
cam on them, as the range is so short and their numbers are so 
great. Start with a couple of  rockets from weapon slot 1, quickly fi re 
off  a blast from weapon slot 2, and then switch to the fast-reloading 
weapon slot 3 to fi nish them.

 As soon as you 
fi nish off  the last of  
the E3 enemies, move 
as quickly as you can 
down the road and 
take up a sniping 
position at the hill at 
point F4. Begin blasting 
at the enemies in the 
settlement below you. 
There are fi ve ACVs 
and two tanks to 

destroy. If  you can take them out before Jayrus and the rest of  the 
squad arrive to secure the COMBAS at point H5, you can prevent 
your allies from taking unnecessary damage.

    Once all enemies 
in the settlement are 
destroyed, quickly 
advance through the 
settlement’s northeast 
corner and move 
southeast as fast as you 
can. The squad advances 
ahead of  you to the 
southeast and quickly 
comes under enemy 
fi re. Snipe their attackers from a distance to provide cover fi re.

 The enemy 
headquarters is located 
at point I7. After you 
eradicate all of  its 
defenders, shoot the 
oil tank next to it to 
infl ict heavy damage 
upon it, and then join 
your squad in pumping 
shot after shot into it 
until it is destroyed. This 
completes the mission.

Your fi rst objective in this mission is to take up a sniping position and 
pick off  enemies as they drive west along the road below you. There 
are two sniping posts to choose from: facing left at point D4 or facing 
west from point E3. D4 is closer to your starting position and gives 
you a generous fi eld of  view, so you should be able to take care of  
business from there.

 Once you’re in position, face north and wait patiently for the 
enemies to pass by. Wat Mayer keeps you posted on their progress as 
they travel along the road. Once he announces that they are at point 
C6, you should have a shot at them.

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Sniper rifl e RFZ-WSR-1
Earning an S ranking unlocks:
• Assault Rifl e RFZ-WAR-3

The enemies at point E3 are at such 
close range when you encounter 

them that there’s no need for your 
weapon cam.

Shoot the refi neries and large, round oil tanks to blow them up and 
destroy nearby enemies. Do this before your allies show up, to avoid 
injuring Jayrus and company.

Blowing up the refi neries and oil 
tanks not only looks great, it also 

takes out nearby enemies.

As long as you and your allies destroy every last enemy unit during 
the course of this mission, you earn the “enemy annihilated” extra 
operation bonus.

Provide cover fi re for your allies 
as you advance on the enemy 

headquarters at point I7.

Sniper Mission 4: Border Patrol 3
Kilmore Highlands

Extra Operations

• All Allied Units 
Survive (1,000 points)

• Stopped Enemy before 
D2 (1,000 points)

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Sensors RFZ-ASD-N1
Earning an S ranking unlocks:
• Sniper Rifl e RFZ-WSR-1
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 The fi rst seven 
enemies are bipedal 
ACVs, which are 
followed by fi ve fast-
moving scouts. The last 
enemy units are three 
large trucks carrying 
bipedal ACVs. Hit the 
trucks with everything 
you’ve got to destroy 
them and their cargo. 
Once all enemies are destroyed, the mission is complete.

 The fi rst part of  this mission requires you to assist your squad in 
destroying three waves of  enemy attackers. First, get yourself  into 
position. While the rest of  your squad charges north to deal with a 
group of  enemy scouts, 
move west up onto the 
nearby hillside to get a 
good sniping position.

 Once in position, 
support your squad 
with cover fi re and help 
destroy the scouts. Do 
the same for the pair 
of  bipedal ACVs that 
appear to the north 
behind the scouts.

 As soon as you 
destroy the ACVs, turn 
east quickly to target 
the wave of  fi ve bipedal 
ACVs. Taking them 
out quickly is the key 
to completing both of  
your extra operations. 
Make sure that they 
don’t destroy any of  
your allies or damage 
any of  your Hound’s 
parts if  you want to 
earn those bonuses.

 As soon as the 
last bipedal ACV is 
destroyed, move 
south to the walled 
sniping post at point 
H6, sniping the enemy 
scouts that assault your base as you do. Support your allied troops 
and pick off  all enemies as they attack your base. Once the last 
enemy is destroyed, the mission is complete.

Destroy every enemy before they make it to point D2 to earn an extra 
operation bonus.

If any enemies get by you, the rest of your squad has to take care 
of them. They can handle the relatively weak scouts, but the bipedal 
ACVs will give them a hard time and possibly jeopardize your chance 
of getting the “all allied units survive” extra operation bonus.

Destroying the carrier trucks 
also destroys the ACVs that 

they’re hauling.

Sniper Mission 5: Assault Enemy Base
Cecil Plains

Extra Operations

• All Allied Units 
Survive (1,000 points)

• No Damaged Parts 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Assault rifl e RFZ-WAR-1
Earning an S ranking unlocks:
• Bipedal Chassis RFZ-TL-1

Snipe the scouts and ACVs to the 
north from the hill west of your 

starting position.

Use your heaviest weapons 
against the ACVs that come 
over the hill to the east.

Destroy all enemies attacking your 
base at point I5.
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This is a short mission, but the action is fast and furious. Your goal 
is to destroy two detachments of  enemy ACVs and tanks, one of  
which heads southwest along a road toward squad 2 of  your allies. 
The other goes northwest along the other fork of  the road toward 
squad 1 of  your allies.

 Start by moving southeast so that you can see both forks of  the 
road and the enemies advancing along them. Begin blasting away 
at the enemies moving southwest toward squad 2. Infl ict as much 
damage on them in the shortest time as you possibly can.

 Once you have 
destroyed all of  the 
quadrupedal ACVs 
advancing on squad 2, 
quickly train your sights 
on the enemies moving 
northwest toward 
squad 1. Again, focus on 
the quadrupedal ACVs 
fi rst, as they are the 
most heavily armored 
and have the greatest 
fi repower. Continue 
blasting away at the 
enemies until they are 
all destroyed and the 
mission is complete.

Sniper Mission 6: Assault Enemy Base 2
East Cecil Plains

Extra Operations

• Never Hit Any Friendlies 
(1,000 points)

• Allied Detachment Lives 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Sniper rifl e RFZ-WSR-2
Earning an S ranking unlocks:
• Assault rifl e RFZ-WAR-3

Squad 2 is expendable, but if it is wiped out, you will not earn 
the “allied detachment lives” extra operation bonus. If squad 1 is 
destroyed, however, the mission is a failure.

Accuracy is always important for a sniper, but in a high-pressure 
situation like this, it’s more important to unload as many shots as 
you can, even if it means sacrifi cing some accuracy.

Start by attacking the enemy 
detachment that advances on 

squad 2.

Focus your attacks on the 
quadrupedal ACVs fi rst. Their 

armor is heaviest and their 
fi repower is strongest.
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From your starting position, face southeast and aim down at the 
enemy ACVs on the road below. Take care not to hit your three allied 
ACVs as they advance toward the enemy.

 Long-range cannon fi re prevents your allies from advancing any 
farther up the road. Without moving from your starting position, 
look at the mountain ridge in front of  you. Pinpoint the cannon by 
watching for its fi re. Zoom in with your weapon cam and destroy the 
cannon.

 Proceed south up the 
snowy mountain slope 
to fi nd three more 
long-range cannons on 
the mountain ridge to 
the south. As before, 
use your weapon cam 
to target them and pick 
them off.

 After destroying all of  the long-range cannons, move to the 
eastern edge of  the peak at point F4 and face east. The enemy tactics 
commander’s location is marked with the number 1 on your in-game 
map. Line the pointer that represents your Hound up with the “1” 
and close your map. Look toward the bottom of  the tree line, and 
you should see the enemy tactics commander hiding among the 
evergreens. Snipe him and destroy him.

 With the tactics 
commander destroyed, 
move to the southeast 
edge of  the mountain 
range and aim east 
along the road in the 
distance to see several 
enemy scouts and an 
enemy Hound appear. 
Don’t worry about 
the scouts—fi re at the 
Hound as soon as you have a shot and keep blasting away at him.

 Don’t come down 
from the mountain 
range. Higher ground is 
your greatest advantage 
in this fi ght. The enemy 
Hound can take a 
phenomenal amount of  
damage, and he can dish 
it out as well, so don’t 
draw near enough to 
give him the advantage 
of  accuracy. Once the enemy Hound and scouts are destroyed, the 
mission is complete.

The fi rst long-range cannon is on 
the mountain ridge directly in front 
of you from your starting position.

Keep moving to avoid the cannon fi re. Once you start shooting, it 
won’t take them long to get your range.

The enemy tactics commander hides 
in the tree line just north of the 
COMBAS tower in the distance.

Sniper Mission 7: Pursue Enemy Troops
Kudelgyira Valley

Extra Operations

• Over 50 Percent 
Accuracy (1,000 points)

• Destroy Enemy 
Commander in under 3 
Minutes (1,000 points)

• No Damaged Parts 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Accuracy
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Sniper cannon RFZ-WSC-1
• Tarakian Winter Camo color pattern
Earning an S ranking unlocks:
• Cannon RFZ-WCN-1

If you can destroy the Hound in less than three minutes, you 
complete one of the extra operation bonuses.

The enemy Hound attacks and disables Jayrus’s Hound. You cannot 
prevent this.

Fight the enemy Hound on your own 
terms: from a high altitude and a 

long distance.

Completing this mission awards you the Sniper Medal. For a list of 
all medals and how to unlock them, see the appendix at the end of 
this guide.
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As with every other RT campaign, the fi rst mission in the defender 
campaign is a training mission that takes place on the Rafzakael test 
fi eld. From your starting point, face south and destroy the three 
bipedal ACVs that advance toward you. They do not return fi re, so 
take this opportunity to try out your Hound’s weapons systems.

 Once you’ve destroyed all three ACVs, proceed south to confront 
the quadrupedal ACVs at point I4. They have long-range mortar 
capabilities, so if  you use your weapon cam, make a special effort to 
move evasively. When you’re zooming in on a target, the smallest 
movements are exaggerated in your viewfi nder, making it look as if  
you’re moving more evasively than you actually are. Fire rockets at 
them from a distance as you close in on them.

 The next group of  
enemies advances 
from point I6. Several 
fast-moving scouts and 
a few bipedal ACVs 
comprise the group. 
Your rocket salvo 
(weapon slot 3) works 
best against the scouts, 
while your rockets or 
shotgun (weapon slots 
1 and 2, respectively) 
make short work of  the 
bipeds.

  When you have 
defeated this wave of  
enemies, proceed to 
point I2 and defend 
the building there 
from several groups of  
enemies. The fi rst wave 
is a trio of  bipedal ACVs 
that advances from the 
northwest. The second wave, three scouts, comes at you from point 
I4. The third wave marches in from point F3 and is composed of  three 
bipedal ACVs. The fi nal wave is another group of  three scouts from 
point I4.

Armor Specialist Campaign

DEFENDER WALKTHROUGH: 
ARMOR SPECIALIST CAMPAIGN

Defender Mission 1: Defender Training
Rafzakael Test Field

Extra Operations

• Keep Enemy Away from 
HQ (1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

Even though defender Hounds are not known for their 
maneuverability, take evasive action as you advance on the enemy, to 
avoid their mortar fi re.

Close in on the quadrupedal ACVs 
and destroy them with your heavier 

weapons.

Prevent the enemies from reaching 
your base to earn the extra 

operation bonus.

If you can stop the enemies from getting within point-blank range 
of the building at point I2, you earn the “keep enemy away from HQ” 
extra operation bonus.

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Treaded chassis RFZ-CL-2
• Standard Morskovian Camo 
Earning an S ranking unlocks:
• Missile Counter RFZ-AMS-1
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Your commanding offi cer for this mission and every subsequent 
mission is Grigori Semak. Listen to his orders and follow them 
carefully. From your starting position, move northwest to the road 
and proceed west along it to fi nd the fi rst wave of  enemies, several 
scout ACVs.

 As soon as you 
hear that enemy 
reinforcements are 
headed toward the 
camp from point E1, 
immediately move to 
the camp’s northwest 
corner to intercept 
them, even if  some 
enemies still remain in 
the southeast corner. 
These reinforcements come in the form of  fi ve bipedal ACVs.

 Another wave of  bipedal ACVs attacks the south side of  camp. If  
you can pick them off  from a distance, do so, but be careful not to 
accidentally destroy any allied ACVs.

 The fi nal wave of  
bipedal enemies comes 
at you from the north 
side of  camp again and 
advances toward the 
base at point H6. If  you 
remained at the north 
end of  camp, you can 
intercept them as they 
approach. If  you joined 
the battle at the south 
end of  camp, move to point H6 and then head northwest to intercept 
them from there.

Defender Mission 2: Defend Camp
Eger

Extra Operations

• Keep Enemy Away from 
HQ (1,000 points)

• All Escortees Survive 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Generator RFZ-GE-B2
Earning an S ranking unlocks:
• Cockpit RFZ-CK-B1

If you want to earn the extra operation bonus for keeping the 
enemy away from your headquarters, you can’t let them reach the 
base at H6.

Protect the north side of town from 
the advancing bipedal ACVs.

All enemies in this mission try to assault the allied base at point H6. 
You can always fall back to this position and intercept them there, 
although the potential for friendly fi re is much higher. Also, if any 
enemy comes within point-blank distance of the base, you lose the 
extra operation bonus for keeping them away.

The last wave of enemies is another 
group of bipedal ACVs that attacks 

from the north.

Defender Mission 3: Escort Survey Team
East Lake Orlovka

Extra Operations

• Halt Enemy before F4 
(1,000 points)

• All Escortees Survive 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Shotgun RFZ-WSG-1
Earning an S ranking unlocks:
• Spacer RFZ-ASP-3



31Protected by copyright.  Unauthorized or unlawful copying 
or downloading expressly prohibited.

Armor Specialist Campaign

In this mission, you and Grigori must prevent oncoming enemies 
from getting past you and attacking the defenseless survey team to 
the northwest. All enemies come at you from the east, either by road 
or over the water. The fi rst group is four quadrupedal ACVs that 
advance slowly along the road. Lob your weapon slot 1 rockets at 
them from a distance; you may need to aim your reticle slightly over 
them to compensate for the arc of  the rockets.

 As you blast away at 
the quadrupeds, a wave 
of  scout ACVs comes 
up behind them and 
passes them. As soon 
as you see them, turn 
your attention toward 
them, and pick them 
off  with high-accuracy 
weapons when they’re 
at a distance. Switch 
to your weapon slot 3 
rocket salvo if  they get too close for comfort.

 Resume fi ring rockets at the quadrupedal ACVs to the east until 
they are eliminated. Destroy them quickly, because another wave of  
scout ACVs advances on you along the surface of  the water.

    Another group 
of  slow-moving 
quadrupedal ACVs 
approaches from the 
south. Ignore them 
until all other enemies 
have been destroyed, 
and then take them 
out using the same 
strategies you used on 
the fi rst group.

Your main objective in this mission is to escort the survey team from 
point G2 to its destination at point B7. Along the way, you are ambushed 
by several groups of enemies. The fi rst group appears near point G4 and 
is made up of several scout ACVs and a pair of tanks. Visibility is very 
poor, so watch for enemy fi re to pinpoint their locations.

 The next group of  
enemies is near point 
E4, along the ridge of  
the hill. The fi rst ones 
you encounter are 
some scout ACVs that 
come down at you from 
the hill to the north. 
They are supported by 
quadrupedal ACVs with 
long-range cannons.

When fi ring rockets at distant 
enemies, aim slightly above them to 
compensate for the rockets’ arc.

If any enemies get by you and Grigori, they fi rst attempt to go 
through the tunnel at point E4, only to fi nd that it is blocked. They 
then have to go down the road to the west, all the way to point G1. 
This is your last chance to pick them off before they reach the 
survey team.

If you ever have to choose between different types of enemies to 
attack, always attack the faster ones fi rst. Remember, your success 
in this mission depends upon keeping the enemy from reaching the 
survey team. You can catch up to a quadrupedal ACV, but scouts can 
easily outrun you.

The second wave of scouts 
approaches by water.

Lake Orlovka

Defender Mission 4:
Escort Survey Team 2

Extra Operations

• All Escortees Survive 
(1,000 points)

• Enemy Annihilated 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Heat sink RFZ-ARD-1
Earning an S ranking unlocks:
• Rocket launcher RFZ-WRL-1

Do not remain directly in front of your allied ACVs. When they see an 
enemy, they fi re at it, whether you’re in the way or not. And at point-
blank range, a salvo of rockets in the backside can do some serious 
damage to your Hound.

Visibility is extremely poor, so use 
enemy fi re to fi nd where your foes 

are hiding.
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 Continue moving east to fi nd the next group of  foes: some scouts 
and more long-range cannons. While your allies draw their fi re and 
return some of  their own, move to fl ank the enemies. Use your radar 
and their fi re to pinpoint them.

 The last group of  
enemies assaults your 
allied base at point B7. 
Starting with the tanks 
and scouts closest to 
the base, systematically 
hunt down and destroy 
them all, moving out 
to exterminate the 
long-range cannons 
on the periphery of  
the battlefi eld. As before, use their fi re to pinpoint and destroy 
them. When you have eradicated all of  the enemies, the mission is 
complete.

The mission starts with you, alone, ambushed by enemy forces. For 
most of  the mission, you’re on your own against a seemingly never-
ending wave of  enemies, so remain in motion to prevent enemies 
from being able to easily target you, and aim carefully to conserve 
ammunition.

 Start by picking off  the bipedal ACVs walking along the road to the 
northeast. Keep moving toward them, zigzagging as you go, because 
several enemy snipers are behind them. Use your weapon cam if  you 
want, but be aware that it limits your peripheral vision and makes it 
more diffi cult to see fl anking enemies.

 With the snipers 
destroyed, turn south 
and start fi ring back 
on the next wave of  
enemies that appears. 
Ignore the tanks in favor 
of  eradicating the ACVs 
fi rst, because the ACVs 
can infl ict a great deal 
more damage on you if  
you let them get close.

Defender RT Hounds have some of the thickest armor available, so 
don’t be shy about wading into the thick of the fi refi ght.

Don’t let yourself be drawn away from the survey team until you are 
sure that there are no threats in their immediate vicinity. Remember, 
there’s an extra operation bonus to be earned if all of your 
escortees survive the mission.

Because of the limited visibility in this mission, friendly fi re is a 
constant concern. Be certain your target is an enemy before fi ring. 
If you’re unsure, wait until they shoot at you. The slight loss of 
health is worth it for the sake of keeping your allies intact.

Several quadrupedal long-range 
cannons are near the base, so 

don’t stand still.

Lake Suhodol

Defender Mission 5:
Escort Survey Team 3

Extra Operations

• No Damaged Parts 
(1,000 points)

• All Allied Units 
Survive (1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Shotgun RFZ-WSG-2
Earning an S ranking unlocks:
• Reverse Joint Chassis RFZ-RJ-2

The snipers won’t do much damage 
if you take them out quickly, but the 
longer it takes you, the worse off 

you’ll be.
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 Close in on the quadrupedal ACVs quickly, because their biggest 
advantage is being able to lob mortars at you from a distance. If  you 
get close, your weapon slot 3 rocket volley should make short work 
of  them.

    Pay attention to 
the radio reports of  
enemies approaching 
from C8 and H9, and 
be ready to meet 
their attack head on. 
About one minute after 
this report of  enemy 
activity, Grigori and the 
reinforcements show up 
by train.

 At this point, hang back under cover and let your allies mop up, 
taking carefully aimed shots when you have them, or you can stay in 
the battle and continue blasting away at enemies. Make sure not to 
aim at anyone whose camo pattern matches your own!

In this fourth escort mission, you must escort the survey team back 
to camp. From the mission’s start, turn left (east) to fi nd the fi rst 
wave of  foes, which attack from points G5, H7, and C7. Start with the 
bipedal ACVs at point C7. Draw their fi re away from the survey team 
and destroy them quickly so that the survey team doesn’t get too far 
ahead of  you.

 Return to the survey 
team’s trucks and lead 
them down the road. A 
wave of  scouts appears 
at point D4 and makes 
a run for the road. Pick 
them off  before they 
come within range of  
the survey team. If  they 
draw too near, draw 
their fi re away from the 
trucks, and be sure not to fall too far behind the survey team.

 The next wave of  enemies, a team of  bipedal ACVs, attacks from 
point E7. Take them out quickly, because enemies at point G4 attempt 
to block the survey team’s path with a train.

 The enemies at point 
E4 are snipers. Advance 
on them and fi re high-
accuracy weapons 
while moving evasively. 
Point H5 is at the end 
of  the road. Eradicate 
the enemies here and 
protect the survey 
team to complete the 
mission.

Close in on the quadrupedal ACVs 
to deny them the advantage of long-

distance cannon fi re.

Stay off the train tracks and the hill. Otherwise, you can’t elevate 
your weapons high enough to shoot enemies coming down the hill 
above you.

Adjust your post-reinforcement strategy depending on the extra 
operation bonuses you’re hoping to earn. If your Hound does not 
have any damaged parts, play it safe and go for the “no damaged 
parts” bonus. If you’re already damaged—or if you’re in excellent 
shape—fi ght aggressively at the side of your allies and try to earn 
the “all allied units survive” bonus.

West Salma Woods

Defender Mission 6:
Escort Survey Team 4

Extra Operations

• All Escortees Survive 
(1,000 points)

• No Damaged Parts 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Armor RFZ-AAM-1
Earning an S ranking unlocks:
• Rocket RFZ-WRL-1

To earn the extra operation bonus “all escortees survive,” don’t let 
the enemy destroy any of the survey team’s trucks, so don’t stray 
too far from them.

Distract the scouts from the survey 
team and destroy them quickly.

If you fall behind the survey team, catch up by cutting through the 
shallow valley near the road’s hairpin turn at point F5.

Wipe out the enemies around point 
H5 to complete the mission.
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Upon returning to Eger, the same camp you arrived at in mission 2, 
you fi nd it under siege by enemy forces intent on destroying the base 
at point E7. If  the base falls, the mission is a failure, which means this 
mission is similar to mission 2, except for the fact that the enemy 
forces are much more 
overwhelming.

 Roll east down 
the road as fast as 
you can and make a 
beeline for the hill at 
E2. This vantage point 
gives you an excellent 
opportunity to destroy 
enemies as they march 
through the camp 
toward the base. Fire at all enemies you see as soon as they’re in 
range, but be extra careful not to target allies. The visibility is not 
great, and most of  your weapons do splash damage, so watch out.

 After clearing the streets of  enemies, head directly for the base at 
point E7. Take the road, as it allows you the greatest visibility, which 
means you can pick off  enemies at a distance. You should arrive in 
time to meet and repel a group of  bipedal ACVs attacking from 
point J2.

 Following hot on the 
heels of  the bipeds are 
several quadrupedal 
ACVs with heavy 
armor and long-range 
cannons. Draw their 
fi re away from the base 
and let your rockets 
rip into them. Don’t 
stray too far from the 
base, though, because 
another group of  bipeds attacks from the camp’s north side. Destroy 
these and any remaining enemies to complete the mission.

Defender Mission 7: Defend Eger
Eger

Extra Operations

• No Damaged Parts 
(1,000 points)

• Time Spent under 5 
Minutes (1,000 points)

• Destroy Transport 
before Stop (1,000 
points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Enemies Destroyed

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Rocket RFZ-WRL-2
• Morskovian Arctic color pattern
Earning an S ranking unlocks:
• Missile launcher RFZ-WMS-1

Start by picking off enemies as they 
move through the streets toward 

the base.

Keep an eye out for an enemy transport train that appears along the 
tracks. If you destroy it before it unloads its lethal cargo of ACVs, 
you earn the “destroy transport before stop” bonus.

The fi nal wave of bipedal ACVs 
attacks from the north.

Completing this mission awards you the Defender Medal. For a list 
of all medals and how to unlock them, see the appendix at the end of 
this guide.
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The fi rst scout mission is a training mission set on the Rafzakael 
test fi eld. Edgardo Gilardino is your instructor once again, and you 
must follow his orders to complete the mission satisfactorily. Your 
fi rst objective is to proceed northwest from your starting point 
to COMBAS F at point G2 and capture it by remaining in close 
proximity to it for several seconds. This extends the range of  the 
network area (NA) and allows you to continue receiving Edgardo’s 
instructions.

 Next, proceed northeast to point F4 and seize COMBAS G, 
which is currently controlled by enemy forces. Along the way, you 
get targeted by enemy gun emplacements, but as long as you just 
keep moving at top speed toward the COMBAS, they can’t hit you. 
When you reach the COMBAS, keep it between you and the gun 
emplacements to avoid taking fi re while you seize it.

 The next objective 
is to take COMBAS 
C at point E2, but 
before you head for 
it, pull the left trigger 
to activate the mine 
detector assist part 
on your Hound to 
see that dozens of  
mines lie between 
you and COMBAS C. 
Swing wide around the 
minefi eld and the two gun emplacements near COMBAS C as you 
approach, and then seize COMBAS C.

 The fi nal objective is to seize the remaining COMBASs and extend 
the NA so that Edgardo can locate all targets placed in the test fi eld. 
The most effi cient order for seizing the COMBASs is as follows:

• Proceed east to 
COMBAS C at 
point D5.

• Move southeast 
to COMBAS E at 
point E6.

• Go northeast to 
COMBAS B at point 
C7. Be prepared to 
avoid enemy fi re from 
the southeast as you go.

• Head northwest to COMBAS A at point B6. Expect enemy fi re 
from the north and northwest as you approach it.

SCOUT WALKTHROUGH: 
MOBILITY SPECIALIST CAMPAIGN

Scout Mission 1: Scout Training
Rafzakael Test Field

Extra Operations

• No Mine Damage (1,000 
points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Hover chassis RFZ-HL-1
• Standard Morskovian Camo
Earning an S ranking unlocks:
• Sensors RFZ-ASD-M1

See who controls a COMBAS by viewing it on your in-game map or 
looking at the fl ag attached to the COMBAS itself.

Two of the categories that you’re evaluated in are time elapsed and 
damage taken. move quickly from COMBAS to COMBAS and avoid enemy 
fi re to maximize your evaluation score.

Ignore the gun emplacements and 
keep rolling toward the COMBAS. 
They probably can’t hit you, and if 

they do, they won’t do much damage.

Avoiding all of the mines earns you the only extra operation bonus 
for this mission. It’s an easy objective to accomplish, so there’s no 
reason you shouldn’t earn it.

Seize the remaining COMBASs 
as quickly as possible to complete 

the mission.
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Irina Verba is your squad leader for this mission, which requires you 
to capture all unsecured COMBASs in an effort to extend the NA 
and try to locate a rogue squad that staged a revolt near a friendly 
base. Start by heading east to COMBAS A at point B2.

 After seizing COMBAS A, proceed south to COMBAS B at point 
E2. Stay out of  the water as much as possible to keep your speed up. 
Approach the COMBAS from its south side so you can gain traction 
on the steep incline leading up to it.

 The next COMBAS 
Irina directs you 
toward is COMBAS 
G at point F3 to the 
southwest. Several gun 
emplacements are just 
over the rise of  the 
hill leading up to the 
COMBAS, so be ready 
to dodge their fi re.

 When capturing COMBAS G, park between the COMBAS and 
the small settlement next to it to gain some cover from the gun 
emplacements. Once the COMBAS is secured, blast through the 
settlement to drive out to the east, and head for COMBAS H at 
point F5.

    Another gun 
emplacement is 
north of  COMBAS 
H, so approach the 
COMBAS from the 
south and keep it 
between you and the 
gun emplacement when 
you capture it. Once 
you have it, go south 
until the canyon wall to 

the east isn’t quite as steep. Continue moving east toward your next 
target, COMBAS I at point F7.

Scout Mission 2: Investigate Spy Unit
Zavoywko Dam 1

Extra Operations

• No Damaged Parts 
(1,000 points)

• Secured All COMBASs 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Generator RFZ-GE-A2
Earning an S ranking unlocks:
• System device RFZ-MC-2

There is a 15-minute time limit for this mission. You should have no 
trouble completing it within the time limit, but don’t dawdle. The 
faster you complete the mission, the more points you are awarded in 
your mission evaluation.

To prevent wasting time when seizing COMBASs, keep your in-game map 
open so that you can tell exactly when you capture each COMBAS. 
While waiting to capture a COMBAS, turn your Hound toward the next 
one, so you’re ready to go.

Approach COMBAS B from the 
south to scale the steep incline 

leading up to it.

Don’t bother returning fi re, as the gun emplacements won’t do much 
damage to your Hound, and you don’t earn any additional evaluation 
points for destroying them. In fact, you’ll probably only take more 
damage and spend more time than you would if you ignored them, 
which results in a penalty to your evaluation score.

If you’re attempting to earn the “secure all COMBASS” extra 
operation bonus, now would be a good time to head south and secure 
COMBAS J at point I3 before continuing on to COMBAS H. However, you 
should be able to earn an S rating even without this bonus, so it’s 
up to you whether or not you want to make the effort.

Park between the COMBAS and the 
settlement to shield yourself from 

the gun emplacements.

If you’re trying to capture all COMBASs, go north now and get 
COMBASs F, C, and D before proceeding to COMBAS I.
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 The fi nal COMBAS 
you must secure is 
COMBAS K at point 
F8 to the southeast. 
Along the way, three 
bipedal ACVs attack 
from point G8. Don’t 
bother returning fi re. 
Use the terrain to your 
advantage, keeping hills 
and trees between you 
and them, and move 
as quickly as you can to point G8 and the fi nal COMBAS. Position 
yourself  so that the COMBAS stands between you and the ACVs. As 
soon as the COMBAS is secured, the mission is complete.

The objective of  this mission is to seize COMBASs to get the NA up 
and running so that you can fi nd a squad of  special forces troops who 
were scattered during a recent battle. To complete the bare minimum 
objectives of  the mission, you only need to secure the COMBASs 
that are near the allied troops:

• COMBAS A (point B1) • COMBAS E (point E4)

• COMBAS J (point G7) • COMBAS K (point I1)

 At the start of  the mission, activate your Hound’s nocturnal 
sensors to turn on night vision, which helps a great deal in this rainy 
night mission. Move southwest and capture COMBAS C at point C7, 
and then move south through the mountain pass and follow the river 
southeast to reach and secure COMBAS G at point D8.

 Capturing COMBAS 
G reveals an enemy 
unit at point E8. Go 
west, back down to 
the river, and follow 
it southwest to reach 
COMBAS J at point G7. 
There are enemy units 
on the north side of  
the river near point E7, 
so be very careful not 
to draw their attention.

 Return to the river 
and go northwest to 
COMBAS F at point 
E6. After securing 
the COMBAS, head 
northwest through the 
mountain gap and make 
a beeline for COMBAS 
B at point B4. There are 
gun emplacements to 
the west of  COMBAS B 
at points B4 and C4, so 
be careful.

 From COMBAS 
B, move south to 
COMBAS E at point E4. 
Once you’ve secured 
the COMBAS, go 
northwest to COMBAS 
A at point B1, which is 
on the other side of  a river canyon. The walls of  the canyon are less 
steep to the north of  the COMBAS, and you can drive down and up 
them without suffering damage.

 Go back across the river and head due south to COMBAS D at 
point E1. You need to approach the COMBAS from its west side 
to be able to scale the slope of  the hill it’s on. After you secure the 
COMBAS, go through the mountain gap to the south to reach the 
southern half  of  the map. COMBAS H is on the other side of  the gap, 
at point G3.

Keep the COMBAS between you 
and the ACVs, and don’t bother 

returning fi re, because the mission 
is complete as soon as you seize the 

COMBAS.

Scout Mission 3: Rescue Allied Forces
Olensk Highlands

Extra Operations

• No Damaged Parts 
(1,000 points)

• Never Spotted by Enemy 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Land mine RFZ-WLM-2
Earning an S ranking unlocks:
• NA jammer RFZ-AJM-1

The easiest way to earn an S ranking for this mission is to capture 
every COMBAS as quickly as possible, to earn high ratings in the 
“time elapsed” and “COMBASs secured” categories. Run from enemy 
fi re rather than engage the enemy to reduce the risk of damaged 
parts, which gives you an extra operation bonus and boosts your 
“damage taken” rating. Avoiding detection altogether is diffi cult and 
time consuming, so concentrate on earning high scores in all other 
categories.

Approaching COMBAS G from the 
river to the west keeps you from 

being spotted by nearby enemy units.

Capture COMBAS B, but watch out 
for the enemies to the west of it.

Proceed through the mountain gap 
to reach COMBAS H at point G3.



PRIMA Offi cial Game Guide

38 Protected by copyright.  Unauthorized or unlawful copying 
or downloading expressly prohibited.

 Move due east from 
COMBAS H to reach 
COMBAS I at point 
G5 and avoid an enemy 
signature moving in 
your direction from 
Point H3. After securing 
COMBAS I, go south 
toward point I6 and 
COMBAS L. As soon as 
you secure COMBAS L, 
go west toward COMBAS K at point I1 to avoid enemies advancing 
toward you from point I6. Approach COMBAS K and secure it to 
complete the mission.

This mission tests your ability to lure enemies into ambushes, which 
is one of  the scout’s most important roles. From your starting 
position, move west until you reach the river and follow the river 
north until you see several enemy scout ACVs. As soon as they 
advance on you, turn south and lure them back to the ambush point 
(point D5), where your snipers will destroy them.

 After you receive confi rmation that the fi rst wave of  enemy units 
has been destroyed, return to the river and go west along it until you 
see a second wave of  enemy scout ACVs advancing from point D3. 
Once again, draw their attention and lead them back to point D5.

 Your next objective 
is to seize COMBAS 
E at point E4. To reach 
it, go east to point C6 
and south from there 
until you reach the top 
of  the hill. Turn west at 
the top of  the hill and 
approach the COMBAS 
to secure it.

 Now it’s time to 
lure the fi nal group of  
enemies over to your 
snipers. This last group 
includes three bipedal 
ACVs and an enemy 
Hound. Search for 
them near the bottom 
of  the hill to the south 
and shoot at them 
to get their attention. 
Lead them back to the 
hill pass you approached COMBAS E from, and your snipers start 
blasting them. Once all four enemies are destroyed, the mission is 
complete.

Capturing COMBAS K completes 
the mission.

Scout Mission 4: Pursue Spy Unit
Zavoywko Dam 2

Extra Operations

• No Damaged Parts 
(1,000 points)

• Destroy Enemy Hound 
in under 10 Minutes 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Bomb dispenser RFZ-WBD-1
Earning an S ranking unlocks:
• Spacer RFZ-ASP-1

Don’t get too far ahead of them, or they’ll stop pursuing you. If you 
can’t see them on your radar, they can’t see you on theirs.

You can also shoot the enemy ACVs yourself, but this is good 
practice for honing your luring skills.

Your snipers make short work of 
the enemy ACVs once you lead them 

into position.

Lead the enemies back over the hill 
so that your snipers can pick them 

off quickly and complete the mission.

Don’t go toe-to-toe with the Hound if you can help it, especially when 
your snipers can get the job done with little or no risk to you. 
Remember, as the scout in this mission, your role is not that of an 
active combatant. Plus, you get a sizable extra operation bonus for 
making it through the mission with no damaged parts.
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Your main objective for this mission is to reach an enemy base and 
destroy it within fi ve minutes. You have a few ACV snipers backing 
you up, but they move much more slowly than you, so you’re on 
your own for much of  this mission.

 Start by going southeast from your starting position and capture 
COMBAS E at point D7. Stay on the north side of  the COMBAS, as 
there are several enemy ACVs and gun emplacements to the south 
between you and the enemy encampment.

    Move south quickly 
and approach the 
enemy supply base, 
which is guarded by 
three quadrupedal 
mechs. Destroy them 
as fast as you can and 
seize COMBAS I at 
point H7.

 Now it’s time to 
destroy the base itself. 
With no enemies in the 
area to distract you, 
you can quickly and 
methodically sweep 
every structure with 
your weapon slot 1 
machine guns. Once 
you have destroyed the 
vast majority of  the 
structures, the mission is complete.

West Bayazit River

Scout Mission 5:
Attack Enemy Supply Base

Extra Operations

• No Damaged Parts 
(1,000 points)

• All Allied Units 
Survive (1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Mortar RFZ-WMT-1
Earning an S ranking unlocks:
• Hover chassis RFZ-HL-2

To earn the “all allies survive” extra operation bonus, destroy the 
two rocket-fi ring gun emplacements and infl ict as much damage on 
the enemy ACVs as possible to soften them up. Don’t let yourself take 
much damage or spend too much time on this, or you’ll lose points in 
other evaluation categories and defeat the purpose of going for the 
extra operation bonus.

Destroy the rocket-fi ring gun 
emplacements to give your allied 

snipers a fi ghting chance at 
survival.

You can also seize the COMBAS while taking down the enemies and use 
it for cover from their return fi re.

The fuel depot explosion quickly 
infl icts heavy damage on the 

supply base.

Blow up the fuel depot on the base’s southwest corner to quickly 
destroy an entire quarter of the base at once.
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In this mission, you are responsible for sending up illuminating fl ares at 
strategic points so that your allied snipers can pick off  advancing enemy 
ACVs. In order for your tactical commander to see the enemy coming, 
however, you need to capture three COMBASs to extend the NA 
around your snipers. From your starting position, capture COMBAS I 
at point F6, then COMBAS H at F4, and fi nally COMBAS G at G2.

 Once all three 
COMBASs have been 
captured, follow the 
river near COMBAS G 
east toward COMBAS 
I. Cut inland to the east 
at point H4 and keep 
going east. The tactical 
commander tells you 
that enemy forces are 
advancing along the 

northeastern route. Move to point G6 and equip your fl ares (weapon 
slot 3). When the squad leader gives the order, aim high up into the 
sky and fi re off  a fl are to illuminate the area and allow your snipers 
to pick off  the enemy.

 Stick around point G4 to send up another fl are if  necessary. Once 
all of  the enemies have been destroyed, go to point G1 and send up 
an illuminating fl are once you’re given the order to do so.

 Once this second 
wave of  enemies is 
destroyed, remain at 
point G1 to illuminate 
and obliterate a third 
wave of  ACVs. The 
fourth wave advances 
along the northern 
route; move to point 
G4 and send up a fl are 
on the squad leader’s 
order. The fi fth and fi nal wave comes from the northeast. Move to 
point G6 and illuminate them for your snipers. Once this last wave of  
enemies has been destroyed, the mission is complete.

East BAYAZIT River

Scout Mission 6:
Attack Enemy Supply Base 2

Extra Operations

• No Damaged Parts 
(1,000 points)

• All Allied Units 
Survive (1,000 points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Machine gun RFZ-WMG-2
Earning an S ranking unlocks:
• Mortar RFZ-WMT-2

The enemies always attack from the same positions, so use this 
walkthrough to anticipate where they will be, and get into position 
even before the tactical commander tells you where to go.

Fire a fl are at point G6 to allow 
your snipers to fi nd and shoot the 

advancing enemy.

You can help your snipers by shooting the advancing enemy ACVs as 
well, but your primary responsibility is to illuminate the area.

Why let your snipers hog all 
of the fun? You can shoot the 

enemy ACVs as well.

This mission is one of the easiest missions to earn extra operation 
bonuses on. As long as you avoid taking fi re that would damage 
your parts, and as long as you illuminate the enemies quickly so 
that your snipers have plenty of time to take them out without 
suffering return fi re, you’ll get both bonuses with no trouble.

Scout Mission 7: Attack Water Plant
Biraal Water Plant
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The fi nal mission of  the scout campaign is also the most dangerous. 
You must travel along a southern route to an enemy water plant at 
point H6 and lure away the defenders so that the rest of  your squad 
can attack the plant from the east and destroy it. The enemy presence 
is huge and strong, so you’ve got your work cut out for you.

 From your starting position, go southwest and secure COMBAS 
A at point C3. Several tanks are in the area, and four bipedal ACVs 
advance on you as well. You can outmaneuver all of  these enemies, 
and if  you stay in motion and put your machine guns to good use, you 
can destroy them all without much trouble.

 Once the area 
around COMBAS A is 
clear, proceed south, 
either down along 
the river or through 
the open plain near 
COMBASs F and 
G. The latter route 
contains more enemies, 
but this is an area that’s 
in your best interests to 
clear out anyway, because you may need to retreat to it while you’re 
luring the enemy away from the water plant at H6.

 There are several tanks in point G3, a couple of  quadrupedal ACVs 
in point F3, and the enemy tactics commander in point G2. Destroy 
all of  them. Eradicating the tactics commander earns you a quick 
extra operation bonus, and clearing this area of  enemies gives you 
somewhere to fall back to when luring the defenders away from the 
water plant.

 Now move to seize 
COMBAS J at point 
H3. This puts you back 
within the NA and 
allows you to hear 
communications from 
your squad leader. 
When you’re ready, 
roll east toward the 
enemy water plant and 
start shooting at the 
defending enemies to get their attention.

 Once you destroy a few of  the enemies, a black Hound appears. 
Your squad leader identifi es it as a Hound from the legendary 
Cerberus squad. As soon as the Hound appears, move west to lure 
it and the rest of  the defenders away from the water plant. Once 
they have all been lured away, your forces  attack the water plant. The 
mission is complete when the water plant is destroyed.

 This is much easier 
said than done. The 
black Hound is more 
than a match for 
you, and if  even one 
defending enemy 
remains at the plant, 
your allied forces will 
not attack. One sneaky 
strategy is to lure the 
black Hound all the way 
to the map’s western 
edge, near where you 
destroyed the enemy 
commander, and then 
give him the slip and 
head north to return to 
your starting position.

 Once there, go 
southeast and meet 
up with your squad to 
attack the water plant 
personally. Your weapon 
slot 2 grenades will do a number on the plant’s structures, and if  
you manage to get the Hound out of  the area, you shouldn’t have 
too much trouble destroying any defenders that remain at the plant. 
Whether you lure the defenders away or destroy them, your allies 
commence their attack. And even if  they never fi re a shot, you can 
destroy the plant yourself  and complete the mission.

Extra Operations

• Destroyed Enemy 
Hound (1,000 points)

• No Damage to Alexei’s 
ACV (1,000 points)

• Enemy Commander 
Destroyed (1,000 
points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• COMBASs Secured

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Rotorcraft RFZ-ARC-1
• Morskoj Special Force Camo 
Earning an S ranking unlocks:
• Machine gun RFZ-WMG-1

Destroy the ACVs and tanks around 
COMBAS A.

Destroy the enemy tactical 
commander to pick up an extra 

operation bonus.

Kick up a fuss and lure the enemy 
away from the water plant.

If a defender or two refuses to 
move and prevents your allies from 
attacking, circle around and attack 

the plant yourself.

Completing this mission awards you the Scout Medal. For a list of 
all medals and how to unlock them, see the appendix at the end of 
this guide.
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The fi rst mission in the heavy gunner campaign is a training mission 
set on the Rafzakael test fi eld. Edgardo Gilardino is once again 
your instructor, and he gives you four objectives to complete. To 
complete this mission successfully, you cannot leave your starting 
position (point B4).

 Start by facing the buildings toward the southeast and use the 
weapons in both of  your weapon slots to bombard them. The 
buildings are 400–600 meters away, so use the range fi nder in your 
weapon cam to gauge the distance.

 The next objective is 
to try to hit a moving 
target on the opposite 
side of  the hill to the 
south. The target 
moves from point 
D4, which means it’s 
approximately 600 
meters away. Use your 
in-game map to aim 
toward it and drop a 
fl urry of  bombs in its direction at a 500–700 meter range. If  your skills 
are sharp, you can nail the target without even seeing it!

 Next, turn west toward point B2 and bombard the buildings of  the 
settlement found there. The buildings are all 450–550 meters from 
you, so adjust your range accordingly.

Rafzakael Test Field

Heavy Gunner Mission 1:
Heavy Gunner Training

Extra Operations

• Destroyed Moving 
Target (1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Multi chassis RFZ-ML-1
• Sal Kari Camo color pattern
Earning an S ranking unlocks:
• Armor RFZ-AAM-2

HEAVY GUNNER WALKTHROUGH: 
ARTILLERY SPECIALIST CAMPAIGN

Estimating Distances
Your weapon cam’s range fi nder displays the 
estimated distance at which your bombardment will 
land, provided that you are on the same level as 
your target. The distance is expressed in meters, 
so look at the size of each map during the mission 
briefi ng to have an idea of each square’s size on 
your in-game map.
 For instance, if you are fi ghting on a 3,000 x 
3,000 meter map that has a grid of 10 rows and 10 
columns, you know that each square on the grid is 
300 x 300 meters. So if you’re exactly two squares 
away from a target on the same level as you, start 
bombarding at 600 meters.

This map is 3,000 x 3,000 meters, which means that each square on 
the in-game map grid is 300 x 300 meters.

If you move outside of point B4, Edgardo will stop the training 
mission and declare it a failure.

Start with the lower end of the range and let the elevation from 
your weapons’ kickback naturally increase it. Destroy the closest 
buildings fi rst and methodically work toward destroying the ones 
farther away.

Use your weapons’ range fi nder to 
accurately bombard the buildings.

Destroying the moving target is the one and only extra operation 
bonus you can earn in this mission, and if you want to score an S 
ranking, it’s absolutely essential that you complete it.
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    Finally, you must 
destroy an enemy base 
at point B1. It’s almost 
exactly 1,000 meters 
from you, so use that 
as your range and start 
blasting until the base is 
destroyed.

The second mission of  the heavy gunner campaign is your fi rst live 
combat mission. Follow the instructions of  your squad leaders, Sara 
and Faulk Vasili to complete all objectives.

 Start by advancing north along the road from your starting point 
until Sara notifi es you that there are enemies at points F4 and F5. Start 
bombarding at a range of  600 meters and lower that to destroy any 
enemies who make it through your initial bombardment.

    Once the enemies 
are destroyed, keep 
moving north along the 
highway. By the time 
you reach point F5, 
the settlement to the 
north should be visible. 
Bombard it until Faulk 
tells you that you’ve 
destroyed enough 
of  it to complete the 
mission.

Bombarding near clusters of 
targets can damage or destroy 

them all in one blow.

Switch between your weapons so that you can fi re one while the other 
is reloading. Just adjust your range before fi ring, as you must 
compensate for their different levels of kickback.

Kara Bakir

Heavy Gunner Mission 2:
Attack Armed Group

Extra Operations

• Time Spent Less Than 5 
Minutes (1,000 points)

• No Damaged Parts 
(1,000 points)

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Generator RFZ-GE-A3
Earning an S ranking unlocks:
• System device RFZ-RC-2

This map is 2,000 x 2,000 meters, which means that each square on 
the in-game map grid is 200 x 200 meters.

Stay off of the highway itself once the fi refi ght begins. Your allies 
are a little exuberant and will fi re directly into you in an effort to 
hit the enemy.

The fi rst wave of enemies advances 
toward you from the north along 

the highway.

Bombard the settlement to the 
north to complete the mission.
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The objective of  this mission is simple. Enemies are advancing toward 
you from the south along the highway. You must destroy them all and 
let none get past you.

 Start by moving up onto the embankment to the west to get a 
better view of  the highway to the south. When Sara announces that 
the enemy is heading your way from point I3, watch the highway 
closely and start your bombardment as soon as you see them 
draw near.

    After the fi rst 
couple of  waves of  
enemies from the 
south, Sara notifi es 
you that another wave 
approaches from the 
west. After destroying 
the last of  the enemies 
advancing from the 
south, climb over 
the embankment to 
the west to see the 
western stretch of  
highway and the squad 
of  tanks and heavily 
armored quadrupedal 
ACVs advancing toward 
you along it. Bombard 
them and destroy them 
all to complete the 
mission.

Kara Bakir

Heavy Gunner Mission 3:
Attack Armed Group 2

Extra Operations

• Halt Enemy before C3, E5
• No Damaged Parts

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Howitzer RFZ-WHW-2
Earning an S ranking unlocks:
• Howitzer RFZ-WHW-1

This map is 2,000 x 2,000 meters, which means that each square on 
the in-game map grid is 200 x 200 meters.

If you can keep the enemy from reaching points C3 or E5, you earn 
one of two extra operation bonuses in this mission. However, you 
should be able to achieve an S ranking fairly easily, even if you 
don’t earn this bonus.

Stand on the hillside to the west 
to get a better view of the enemies 

advancing along the highway.

The main detachment of the enemy 
force advances along the western 

highway.

Bas Bar

Heavy Gunner Mission 4:
Assault Armed Group Base

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Spacer RFZ-ASP-2
Earning an S ranking unlocks:
• Armor RFZ-AAM-3

Extra Operations

• All Allied Units 
Survive (1,000 points)

• No Damage to Sara’s 
ACV (1,000 points)
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You’re the heavy gunner for this mission, so your job is to destroy 
the defenses surrounding the enemy base. Your fi rst target is a line 
of  bipedal ACVs directly in front of  you to the southeast. They’re 
approximately 550–600 meters from you. Destroy them all.

 Once the ACVs are gone, move forward and occupy the hill that 
they stood on. As you advance, you are targeted by the battery of  
cannons along the wall of  the enemy base. Although the shelling is 
intense, it’s also pretty inaccurate. You may suffer a few near misses, 
but it’s unlikely that you’ll take a direct hit. And even if  you do, your 
Hound is durable enough to withstand it.

 The next objective 
is to destroy all of  the 
guns along the battery. 
There are six of  them 
along the wall, which 
runs diagonally from 
point F7 to I3, and they 
are labeled individually 
on your in-game map. 
From the top of  the hill 
you have occupied, you 
are just about at the same level as the guns, so use your in-game map 
to calculate how far each gun is from you, remembering that each 
square on the map grid is 200 x 200 meters. As soon as the entire 
battery is destroyed, the mission is complete.

 While you are 
attacking the cannons, 
don’t ignore the enemy 
reinforcements that 
approach. Sara warns 
you as they draw near. 
Let your allied forces 
keep them busy while 
you work on destroying 
the cannons, but if  you 
start taking heavy fi re 
from the enemy reinforcements, take a break from bombarding the 
cannons to deal with them personally.

This mission is extremely short, fast-paced, and simple, but that doesn’t 
mean it’s easy. Your job is to hold your starting position and destroy 
all enemies that come your way along the highway as they fl ee from 
the base you destroyed in the previous mission. If  even a single enemy 
makes it past you and off  of  the map, the mission is a failure.

 Start by aiming your 
weapons at the bend in 
the highway in front of  
you to the southwest. 
Start lobbing mortars at a 
range of 450–500 meters 
so that they impact at 
the bend. The advancing 
enemies do not deviate 
from their course, even if  
you shell the highway in 
front of them continuously, so switch back and forth between weapon slot 
1 and 2 and keep up the bombardment. If any enemies make it past the 

This map is 2,000 x 2,000 meters, which means that each square on 
the in-game map grid is 200 x 200 meters.

Bombard the enemy ACVs from your 
starting location, and then occupy 

the hill they stood on.

The guns are mostly 800–1,000 meters from the top of the hill. Your 
best bet is to line yourself with each one and fi re several volleys 
of mortars, each one 30–50 feet farther than the last. You only 
have to hit each gun with one mortar to destroy it.

If your allies can’t handle the enemy 
reinforcements, dispose of them 

personally.

If you’re going for the “all allied units survive” bonus, make 
destroying the enemy units your top priority. This bonus is not 
necessary to earn an S ranking, however. As long as you complete 
the mission quickly and effi ciently, Sara’s ACV should suffer no 
damage, so you’re likely to pick up that bonus, which is probably 
enough to earn you the S.

North Durama Desert

Heavy Gunner Mission 5:
Pursue Armed Group

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Howitzer RFZ-WHW-2
Earning an S ranking unlocks:
• Multi chassis RFZ-ML-2

Extra Operations

• Never Hit Any Friendlies 
(1,000 points)

• All Allied Units 
Survive (1,000 points)

This map is 3,000 x 3,000 meters, which means that each square on 
the in-game map grid is 300 x 300 meters.

Use weapon slot 3’s rockets to 
take care of any enemies that escape 

the bombardment.
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 Enemy groups 1, 2, 
and 3 come at you 
from the highway 
directly in front of  
your starting position. 
The fourth group 
travels down a second 
highway to the south of  
your starting position. 
They start fi ring at you 
shortly after coming 
into view, so you’ll have plenty of  warning. Take them out quickly, 
because the fi fth and fi nal group of  enemies comes down the same 
highway as groups 1, 2, and 3 shortly after group 4 appears. Once all 
of  the enemies have been destroyed, the mission is complete.

Your fi rst objective at the start of  this mission is to destroy the two 
gun batteries on the ridge of  the hill to the northwest. Move slightly 
northwest to stand at the highest point of  the hill near your starting 
position and target the two cannons. The farther one is approximately 
1,000 meters from you, and the nearer one is about 900 meters away.

 Once you’ve destroyed the two cannons, help your allied units 
approaching from the northwest by shelling the quadrupedal enemy 
ACVs at the foot of  the hill that the gun batteries stood on. If  you fi re 
at a range of  about 500 meters, you should be in their ballpark.

 When Sara informs you that an enemy garrison is approaching point 
E7, turn northeast and 
wait for them to come 
into view. The best way 
to destroy this group of  
heavily armored ACVs 
is to wait until they walk 
near the complex of  oil 
wells, and then shoot 
the oil wells near them 
to damage them.

    Once all the enemies 
near the oil wells have 
been destroyed, a 
cutscene shows Sara’s 
ACV being sniped and 
destroyed by a black 
Hound. When you 
resume control, the 
Hound fi res at you 
from a distant hill to 
the north and a line of  
bipedal ACVs marches 
west along the highway 
below you. Attack the 
Hound if  you want to 
drive it off  and earn the 
“force enemy Hound 
retreat” bonus, or just 
destroy the ACVs to 
complete the mission.

Don’t shoot the three hover chassis 
ACVs at the end of group 5. They’re 

on your side!

Do not shoot the three hover chassis scouts that follow group 5! 
These are allied ACVs, and destroying them costs you both of the 
extra operation bonuses!

Dinar Plains

Heavy Gunner Mission 6:
Pursue Armed Group 2

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Armor RFZ-AAM-1
Earning an S ranking unlocks:
• Howitzer RFZ-WHW-1

Extra Operations

• Force Enemy Hound 
Retreat (1,000 points)

• All Oil Wells Destroyed 
(1,000 points)

This map is 2,500 x 2,500 meters, which means that each square on 
the in-game map grid is 250 x 250 meters.

Once the gun batteries have been 
wiped out, help your allies take out 

the mobile enemy ACVs.

Destroy every structure in the oil well complex to earn the extra 
operation bonus “all oil wells destroyed.” You need only one extra 
operation bonus to have a shot at an S ranking, and this is the 
easiest one to get.

Blow up the oil wells to destroy 
nearby enemy ACVs.

Destroying the last wave of bipedal 
enemy ACVs completes the mission.
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In this, the fi nal mission of  the heavy gunner campaign, you have 
to hunt down and destroy the enemy once and for all. They are 
deployed in three locations. The fi rst location is an oil fi eld directly in 
front of  your starting position to the north.

 Allied ACVs approach from the west, so after destroying any enemy 
that is fi ring at you, your fi rst priority should be to level all of  the oil 
fi eld structures from west to east. This denies the enemy cover from 
which to attack you and your allies and drives them to retreat to the 
settlement to the northwest.

 Once the enemies 
in the oil fi eld have 
been obliterated or 
driven to retreat, don’t 
pursue them to the 
northeastern settlement 
just yet. Instead, move 
north toward the castle 
wall in the northwest 
(marked with a “2” on 
your in-game map).

 Several more enemy 
ACVs are here, as well as a number of  allied reinforcements on the 
north side of  the stone wall. As soon as the wall is within range, 
bombard it to destroy it and turn the allied ACVs loose on the enemy. 
Not only do they help you take out this second group of  enemies 
quickly, they’ll be available to help you wipe out the third group of  
enemies, which you must take on next.

 Turn east and head 
for the third group 
of  enemies (labeled 
with a “3” on your 
in-game map). They 
are hidden among the 
dilapidated structures 
of  an abandoned 
settlement. You’re 
not cut out for close-
quarters combat, so 
stand on the hill to the 
west of  the settlement 
that overlooks it and 
bombard the buildings 
while your allies move 
in and hunt down the 
ACVs. Provide support 
fi re as needed. When all 
enemies are destroyed, 
the mission is complete.

North Cemo Oil Fields

Heavy Gunner Mission 7:
Pursue Armed Group 3

Evaluation Criteria

• Time Elapsed
• Enemies Destroyed
• Average Attack Distance

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Cannon RFZ-WCN-1
• Sal Kari Desert color pattern
Earning an S ranking unlocks:
• Heavy cannon RFZ-WHC-1

Extra Operations

• Oil Wells/Buildings 
Destroyed (1,000 points)

• Never Hit Any Friendlies 
(1,000 points)

• All Allied Units 
Survive (1,000 points)

This map is 2,000 x 2,000 meters, which means that each square on 
the in-game map grid is 200 x 200 meters.

There’s a lot of stuff to blow up in this mission and not a lot of 
ammo to do it with, so make a concerted effort to make every single 
shot count.

Destroy all of the structures in the oil fi eld to make progress 
toward the optional objective “oil wells/buildings destroyed.”

Destroy the oil fi eld structures 
to deprive your enemy of cover 

and damage any enemies near the 
structures when they are destroyed.

Be careful not to accidentally hit your allies on the other side 
of the wall when blowing it up, or you’ll lose your “never hit any 
friendlies” extra operation bonus.

Blowing up the wall lets your allied 
reinforcements join the fray.

Bring down the house on your 
enemies while your allies swoop in 

for the kill.

Destroy all of the buildings in the settlement to achieve the “oil 
wells/buildings destroyed” extra operation bonus, assuming that 
you also destroyed all of the oil fi eld structures.
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The fi rst mission in the tactics commander campaign is a training 
mission set on the Rafzakael test fi eld. Unlike other RT campaigns, 
you don’t wind up in active combat for most of  the tactics 
commander campaign. Instead, you order your units to strategically 
attack targets and capture COMBASs.

 Bring up your in-game map to see that you and the two allied 
units under your command are at point B7. Use the directional pad 
to order your units to attack the two enemy units at point C6 by 
selecting the following command: All Attack Grid C-6.

 Once the enemies 
are destroyed, order 
unit 1 to capture 
COMBAS A at point D5 
with the command 01 
Capture COMBAS 
A. Send unit 2 to 
capture COMBAS B (02 
Capture COMBAS 
B). Unit 2 will fi nd and 
attack an enemy at point 
F8 once COMBAS B is secured.

 To complete the 
mission, you must fi nd 
and destroy all enemies 
on the map. Send 
one unit to capture 
COMBAS C and the 
other after COMBAS D. 
Each COMBAS has an 
enemy near it that your 
units will automatically 
attack. They should 
have no trouble destroying these enemies and completing the mission.

TACTICS COMMANDER WALKTHROUGH: 
INFORMATION SPECIALIST CAMPAIGN

Rafzakael Test Field

Tactics Commander Mission 1:
Commander Training

Extra Operations

• Time Spent—Less Than 
10 Minutes (1,000 
points)

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• NA maker RFZ-NM-1
• Standard Sal Kari Camo
Earning an S ranking unlocks:
• Generator RFZ-GE-C1

Start by sending both of your 
allied units after the enemies at 

point C6.

Move along behind your units to extend your personal NA to cover 
them and reveal enemy units that they may encounter.

Send out your units to capture the 
remaining COMBASs and reveal and 

destroy the remaining enemies.

Sending your units out individually to capture COMBASs and destroy 
enemies can be risky, but they’re more than a match for any trouble 
they encounter in this mission. because you’re evaluated on the time 
elapsed for the mission, the faster you can seek out and destroy 
the enemies, the higher your evaluation score will be.

Throughout the tactics commander campaign you must coordinate 
the movements of several units while capturing several waypoint 
objectives—all simultaneously! If you do feel the need to split 
your forces, here’s an easy method to follow: Start by ordering 
the entire force to a centralized point you want to capture. 
While your force is in transit, give individual units orders to 
take other objectives. This keeps the main body of your force 
together and in motion, and it cuts down on the amount of 
commands you must issue.
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Your main objective in this mission is to quickly locate and destroy 
enemy units advancing from the south. If  you can stop them quickly 
enough, you earn an extra operation bonus. If  you manage to do it 
without losing any of  your allied units, you earn a second bonus.

 Before you can 
effectively attack the 
enemy, you need to fi nd 
them. Units 1, 2, and 3 
are scouts, and 4 and 
5 are soldiers. Start by 
ordering the scouts to 
secure COMBASs A, 
B, and C. At the same 
time, send the soldiers 
to COMBAS C, as the 
fi rst group of  enemy units is there, hiding at point C6. Order all of  
your units to attack them (All Attack Grid C-6).

 Next, order the 
scouts to capture 
COMBASs D, E, F, 
and G, while ordering 
the soldiers down to 
COMBASs H and I. Find 
the second group of  
enemies in or around 
point H4. As soon as 
you discover them, 
order all units to attack 
and destroy them to complete the mission.

Bais Halayi Field

Tactics Commander Mission 2:
Training Unit Exercise

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Wheeled chassis RFZ-WL-1
Earning an S ranking unlocks:
• Cockpit RFZ-CK-A1

Extra Operations

• Halt Enemy Before B3, 
E3, H3 (1,000 points)

• All Allied Units 
Survive (1,000 points)

Unit 1 is piloted by Rahman Nikbakht. If his ACV or your Hound is 
destroyed, the mission is a failure.

Order your scouts to capture 
COMBASs A, B, and C and all units 

to attack the enemies at C6.

The second group of enemies is 
around point H4. Destroy them to 

complete the mission.

Your scouts are not designed for heavy combat duty, so let your 
soldiers lead the way to points where you know the enemy will be 
found.

Bais Halayi Field

Tactics Commander Mission 3:
Training Unit Exercise 2

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Generator RFZ-GE-A4
Earning an S ranking unlocks:
• Land mine RFZ-WLM-1

Extra Operations

• Secured All COMBASs 
(1,000 points)

• All Allied Units 
Survive (1,000 points)
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Four bases are designated as enemy bases on this map, but only one 
of  them is the actual enemy base. It’s your job to fi gure out which 
one is the real deal and destroy it within a 10-minute time limit to 
complete the mission. You could move from base to base and see 
which one bears the enemy fl ag in order to determine which base is 
the one you need to destroy. 

 Or we could just tell you: it’s enemy base 2.

 The map features two large clusters of  enemies. The fi rst is near 
COMBAS B. If  you send all of  your allied units to COMBAS B (All 
Attack COMBAS B), they should be able to overwhelm and 
destroy the enemy without suffering any losses.

 The rest of  the 
enemies are massed 
to the northwest, 
west, and southwest 
of  enemy base 2. If  
you want to capture 
all of  the COMBASs, 
send your scouts after 
COMBASs D, E, F, 
and H right now, and 
lead the soldiers to 
approach COMBAS G and engage the enemy.

    As soon as the 
enemies around enemy 
base 2 have been lured 
away or destroyed, 
order all of  your 
otherwise unoccupied 
allied units to attack 
the base (All Attack 
Enemy Base 2). 
Once the base falls, the 
mission is complete.

Your objective in this mission is to destroy a convoy of  enemy ACVs 
traveling northeast along the highway from point J1, but it’s almost 
impossible to earn an S ranking without also completing both extra 
operations. To do so, you must take the following actions in order:

1.  Order your snipers 
(units 3, 4, and 5) to 
move to point C2.

2.  Order Rahman 
(unit 1) to capture 
COMBAS E.

3.  Order your other 
scout (unit 2) to 
capture COMBAS J.

4.  Move to COMBAS 
I and capture it yourself. While doing so, be sure to update 
orders for units 1 and 2 as they capture their COMBASs.

5.  Order Rahman (unit 1) to capture COMBAS B.

6.  Order unit 2 to capture COMBAS F.

7.  Move to COMBAS G and capture it yourself.

8.  Order Rahman (unit 1) to capture COMBAS A.

If the time limit expires, or if your Hound or Rahman’s ACV (unit 1) is 
destroyed, the mission is a failure.

If you are trying to achieve the “capture all COMBASs” extra 
operation bonus, send Rahman to capture COMBASs A and C at this 
time. No enemies are near either, so you don’t have to worry about 
him being destroyed.

Send all of your allied units 
to COMBAS B to capture it and 
destroy the defending enemies.

Although tactically it’s a better idea to lure the enemy away from 
enemy base 2 with a fast-moving scout, leaving the base undefended, 
the enemy ACVs are no match for even a mediocre Hound pilot. 
Leading units into battle isn’t the typical strategy for a tactical 
commander, but it gets the job done quickly.

Once the enemy base is destroyed, 
the mission is complete.

If you want to earn the “secure all COMBASs” extra operation bonus, 
don’t destroy the base until all COMBASs are secure!

Aydin Desert

Tactics Commander Mission 4:
Pursue Enemy Attack Force

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Machine gun RFZ-WMG-1
Earning an S ranking unlocks:
• NA maker RFZ-NM-3

Extra Operations

• Secured All COMBASs 
(1,000 points)

• Prevent Entry into C5 
(1,000 points)

Earning an S ranking on this mission 
requires precise management of 

your allied forces.
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9.  Order unit 2 to capture COMBAS C.

10.  Move to COMBAS D and capture it yourself. Once it is captured, 
move into the middle of  the highway at point C4 and face west. 
Watch your radar for any advancing enemies that make it past 
your snipers. Destroy the enemies before they reach point C5 to 
complete the mission and earn the bonus.

This is another seek-and-destroy mission. You have fi ve units. Unit 1 is 
Rahman, piloting a scout ACV. Unit 2 is another scout, and units 3, 4, and 
5 are snipers. You must use them all effectively to complete the mission, 
and your tactics must be incredibly sharp if  you want to earn the S 
ranking, which requires you to achieve both extra operation bonuses.

 From your starting position, send units 1 and 2 out to capture 
COMBASs H and I, and send the rest to COMBAS G. Once 
COMBASs H and I have been captured, send units 1 and 2 to join the 
others at COMBAS G. There are three enemy ACVs near COMBAS 
G, at point F1. Your fi ve units should make short work of  them and 
suffer no losses.

 Move all of  your units 
up to COMBAS D and 
capture it. Advance on 
COMBAS A, but watch 
out for the enemy 
ACVs lying in ambush 
between COMBASs A 
and B. Once again, use 
your scouts to lure the 
enemy into the path 
of  your snipers and 
eradicate them. Capture 
COMBASs A and B, and then move on to COMBAS E. You should 
have the advantage of  high ground, which is handy for taking out the 
ACVs guarding COMBAS E.

 Capture COMBAS E 
with a scout, and then 
move on to COMBAS 
C. Use the same 
strategy: Position the 
snipers on high ground 
near the enemies 
around COMBAS C 
and lure the enemies 
into range with the 
scouts. Once they have 
been destroyed, move south to destroy the remaining enemies near 
COMBAS F and complete the mission.

As soon as your scouts (units 1 and 2) seize a COMBAS, order them 
to their next one immediately. Completing all optional objectives 
requires split-second timing.

East Bayazit River

Tactics Commander Mission 5:
Hound Recovery

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Fuel tank RFZ-AFS-1
Earning an S ranking unlocks:
• Treaded chassis RFZ-CL-1

Extra Operations

• Own Hound Not 
Damaged (1,000 points)

• All Allied Units 
Survive (1,000 points)

If your Hound or Rahman’s ACV is destroyed, the mission is a 
failure. Fortunately, this strategy is designed to keep you from 
suffering any damage, and to ensure that all allied units survive, so 
if you follow it carefully, you should be fi ne.

A good strategy is to have the snipers wait near COMBAS G and use 
the scouts to lure the enemy over to the snipers. Remember, snipers 
are deadliest when given the advantage of range.

Make capturing COMBASs H and I 
your fi rst priority. From there, move 
clockwise around the map, capturing 
COMBASs and eradicating enemies.

If any of your allied units report that the enemy resistance is too 
strong, or that the enemy has the upper hand, it means that they 
are taking damage. Order them out of the battle immediately, or they 
might be destroyed, costing you the extra operation bonus and your 
shot at an S ranking.

Once all enemies have been 
destroyed, the mission is 

complete.

Although your Hound can make short work of the enemy ACVs, don’t 
move anywhere near the front line. If you take even a single bullet’s 
worth of damage, you lose your chance at the “own Hound not 
damaged” extra operation bonus. Command all of your troops from 
your starting position to avoid any chance of taking damage.
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In this mission, your squad is split into two teams. Rahman leads 
Alpha Team, which is composed of  himself  and unit 2, a soldier. You 
command Bravo Team, which is made up of  three soldier ACVs (units 
3, 4, and 5) and your own Hound. Alpha Team takes a long curving 
route to the northwest to assault enemy base 1 at point C1. It’s your 
job to lure the enemy away from the base before Alpha Team arrives 
and is overwhelmed by their superior numbers.

 As soon as the mission begins, order your units to capture COMBAS 
F and attack the enemy forces around it. Move with them and lend a 
hand in combat. The enemy ACVs won’t be able to infl ict much damage 
on you at all, and your machine guns will shred them in no time.

    Immediately order 
your troops up to 
COMBAS A, which 
is located right near 
enemy base 1. You 
should arrive right 
about the time that 
Alpha Team arrives. 
Your fi rst priority is to 
draw fi re away from 
Rahman, because if  he is 

destroyed, the mission 
is a failure. Your second 
priority is to destroy 
all enemy units around 
the base and earn the 
extra operation bonus. 
Your third priority is 
to destroy the base as 
quickly as you can, with 
the assistance of  your 
allies. Once the base 
falls, the mission is complete.

West Bayazit River

Tactics Commander Mission 6:
Hound Recovery 2

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• Mortar RFZ-WMT-3
Earning an S ranking unlocks:
• Sensors RFZ-ASD-S1

Extra Operations

• All Allied Units 
Survive (1,000 points)

• No Enemy Left Near HQ 
(1,000 points)

Take an active part in combat to 
secure COMBAS F.

Destroying enemy base 1 completes 
the mission.

If all of your allied units survive (and they should), you earn the 
“all allied units survive” extra operation bonus.

Ruins

Tactics Commander Mission 7:
Hound Recovery 3

Evaluation Criteria

• Time Elapsed
• Damage Taken
• Surviving Allies

To earn an S ranking for this mission, you must earn 
at least 3,000 points. Completing the mission unlocks:
• NA maker RFZ-NM-2
• Sal Kari Mountain color pattern
Earning an S ranking unlocks:
• Cannon RFZ-WCN-2

Extra Operations

• Time Spent—Less Than 5 
Minutes (1,000 points)

• Kept Rahman from 
Heavy Damage (1,000 
points)

• Own Hound Not 
Damaged (1,000 points)
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Information Specialist Campaign

The objective of  this mission is straightforward: fi nd and destroy 
all enemies in the area. The complicating factor is that one of  them 
is a stolen Hound, which makes everything a lot more dangerous. 
To make matters worse, Rahman takes off  to conduct hit-and-
run attacks at the start of  the mission, and if  you don’t follow and 
support him, he’ll be chewed up and spit out by the enemy Hound, 
suffering heavy damage (and, more importantly, denying you an extra 
operation bonus!).

 To keep this from happening, order all of  your units to attack near 
COMBAS F (All Attack COMBAS F), which is the general location 
of  the enemy Hound. They helps to draw its fi re from Rahman and 
gives you a chance to catch up and enter the battle.   

 Join the battle 
yourself  and blast 
away at the enemy 
Hound. With your 
allies providing support 
fi re and the Hound’s 
operator being 
distracted by their 
attacks, you should be 
able to make short 
work of  it. Once it 
has been destroyed, 
seek out and destroy 
all other enemies in 
the area to complete 
the mission and the 
campaign.

This is the fi nal mission of  the single-player campaign, and it pits you 
against three of  the deadliest enemies in the game: the two black 
Hounds you saw previously in the RT campaigns and your instructor, 
Edgardo Gilardino. Unless you are the world’s most gifted Hound pilot, 
attacking them head-on is suicide. Here’s the best way to beat them:

 From your starting point, move north along the road, picking off  
tanks as they appear in the ruins of  the village. When you reach point 
H5, turn west and climb up the steep hill. Move clockwise around 
the large hill in the map’s southwest corner and into the valley that 
stretches from point H1 to point E3.

The large red dot on your map 
represents the enemy Hound.

Don’t worry about not achieving the “own Hound not damaged” extra 
operation. If you pick up the other two, you’ll score an S ranking 
with no problem.

Completing this mission awards you the Commander Medal and the 
fi nal mission of the single-player mode. For a list of all medals and 
how to unlock them, see the appendix at the end of this guide.

Once all enemies have been 
destroyed, the mission is complete.

Village Ruin

Final Mission:
Attack Unidentifi ed Squad

There is no evaluation for this mission. Completing it 
unlocks the following parts, which are equipped on 
Edgardo’s Hound:
• Treaded chassis RFZ-CL-X
• Huge rocket RFZ-WHR-1

If you were to continue along that road to the north, you’d quickly 
be attacked by two of the three Hounds, who would come at you from 
higher ground—not a recipe for tactical victory.

Several more enemy tanks are along this route. They won’t do much 
damage if you keep a sharp eye on your radar and pick them off with 
your weapon slot 1 machine guns as soon as you see them.

Extra Operations

• No Damaged Parts
• Destroy Carlos’s 

Hound
• Destroy Oscar’s Hound
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 Edgardo’s Hound sits 
in the middle of the ruins 
of the village at point D3, 
right near COMBAS B. 
As soon as you attack 
him, he advances on 
you, as does the black 
defender Hound. (You 
should be able to avoid 
attracting the attention of  
the tactical commander 
Hound.) At this point, it 
all comes down to your 
skill as a Hound pilot. 
The black Hounds are 
incredibly tough, and 
their weapons are very 
powerful.

 Keep the following strategies in mind while fi ghting them:

• Your rockets (weapon slots 2 and 3) are your best weapons. Your 
machine guns won’t have much effect.

• Switch between weapon slots 2 and 3 to avoid waiting for a single 
weapon to reload between shots.

• Stay in motion at all times. You can’t afford to be hit by the super 
weapon that Edgardo’s Hound is packing.

• Keep the high ground, and don’t be afraid to back off  and lure them 
back into the valley.

• When fi ring rockets at a distance, aim slightly over the target to 
compensate for the arc of  the rocket at long ranges.

Move clockwise around the large 
hill in the southwest to sneak up on 

Edgardo and his cronies.

Defeating the man who trained you 
requires all of your Hound piloting 

skills. Good luck!

Edgardo is your primary target. As soon as he is destroyed, the 
mission is complete. Ignore all other attackers and focus on 
destroying him fi rst if at all possible. Edgardo is the one with a 
treaded chassis and three clusters of weapons.
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ONline Play

Data Conversion
If  you want to import the patterns and parts you’ve unlocked in the 
single-player story mode to online play, choose the Data Conversion 
option from the Xbox Live menu. If  you return to single-player mode 
and complete additional objectives, you need to select this option 
again to import the new parts and patterns into online play.

Registration
The fi rst time you 
connect to Xbox Live 
in Chromehounds, you 
must declare your 
allegiance to one of  
the three nations of  
the Neroimus region: 
Tarakia, Morskoj, or 
Sal Kar. Your allegiance 
not only dictates who 
you fi ght for, it also 

determines what types of  Hound parts are available to you and 
with how much Hound-building cash you start out. You can change 
allegiances once after registration during a Neroiums War. This option 
is accessed through the Squad/Player menu.  It’s a good idea to 
confi rm allegiances with your friends before picking yours. All players 
are on the same server. 

  When you fi rst register with a country, you must select the 
Role Type (RT) you intend to fulfi ll and choose one of  the donated 
Rafzakael Hounds to get you started. You’re not obligated to use this 
Hound—or even serve strictly in this RT—but your selection should 
refl ect the role you initially intend to play in your squad.

The Main Lobby
In the Main Lobby, you 
can view the map of  the 
Neroimus region and 
get a general idea of  
how the Neroimus War 
is playing out between 
the three nations. From 
this area, you can create 
or join a squad, build 
or modify your Hound, 
start a battle, see the 

current war records, or access the Options screen.

Joining a Squad
A squad is a group of  up to 20 players who have banded together to 
fi ght for the same country. Only six players from a single squad can 
take part in a battle at a time. You don’t have to be a member of  a 
squad to play the Free Battle mode, but if  you want to fi ght in the 
Neroimus War, you must belong to a squad.

 Each squad has a squad profi le that lists what RTs the squad wants to 
accept. Use the search feature to fi nd squads that are recruiting the RT 
that you’ve decided to play and apply for membership. After the squad 
accepts you, you’re in.

Xbox Live

Chromehounds  supports the Xbox Live Achievements system. You can 
collect dozens of medals during the course of the game, and each is 
credited as an Achievement to your Gamer Profi le. Refer to the Xbox 
Dashboard to view your current Chromehounds  Achievements and to 
the appendix at the end of this guide for a list of all available medals 
and how to collect them.

To play Chromehounds online, you must have your Xbox 360 hooked 
up to a high-speed Internet connection and sign up to become an 
Xbox Live member. For information about connecting to Xbox Live, 
visit www.xbox.com/live.

When playing Chromehounds 
online, fi rst select your national 

allegiance.

Allegiance Details

  CASH
COUNTRY STARTING HOUND PARTS

Tarakia $300,000 Well-balanced between 
  speed and power, with 
  no obvious advantages 
  or disadvantages

Morskoj $200,000 Heavy weapons and 
  armor that sacrifi ce 
  speed for power and 
  durability

Sal Kar $600,000 Light weapons and 
  armor that make for 
  fast lightly armored 
  HoundS with less 
  offensive power

For more information on the three nations of Neroimus, see the 
“Welcome to Chromehounds “ section at the front of this guide. For 
lists of all Hound parts by nation, with full statistics, refer to the 
Hound Parts and Patterns section.

All online play options are accessed 
from the Main Lobby.
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You’ll be spending a lot of  time in the Garage fi ne-tuning your Hound, 
if  you’re serious about success on the battlefi eld. Winning battles not 
only advances your country’s position in the Neroimus War, it also 
awards you cash that you can spend in the Shop to purchase parts and 
upgrade your Hound.

Earning Money
There are several ways to earn money in Chromehounds, and most of  
them involve emerging victorious in battle.

Initial Stipend
You are given a Hound-building stipend upon registering your 
allegiance with a nation when you fi rst begin online play. Each nation 
offers a different amount of  initial cash, but all of  them give you 
enough to build a serviceable Hound from the start of  the game.

Winning Battles
Winning Neroimus War and Individual Mission battles earns you a 
victory cash bonus. Each Neroimus War mission also comes with an 
expense cost for things such as fuel, ammunition, and repairs whether 
you win or lose, which your squad must pay. In Individual Missions, 
your expenses are covered, so any money you earn is pure profi t.

Building and Modifying Your Hound

The victory bonuses are determined by your country’s successes 
in the Neroimus War and their current leadership. Occupying more 
territories allows a country to pay out larger victory bonuses, and 
the nation’s government determines its defense budget, which also 
affects the payout, as well as its ability to research newer and more 
powerful weapons.

Individual Rewards
Each squad member can also earn individual cash rewards for 
exemplary performance on the battlefi eld. These bonuses are awarded 
for achieving mission-critical goals, such as capturing COMBASs or 
destroying enemy units. Even if  your squad loses a battle, it’s still 
possible for you to turn a profi t from the battle by fi ghting valiantly.

Acquiring Parts
The greatest strength of  a Hound is the interchangeability of  its parts. 
The best Hound pilots are always on the prowl for better parts, and 
there are several ways to acquire them.

For a complete list of Hound parts, with complete statistics for each, 
refer to the Appendix.

Hound Part Types
Every Hound is made up of  the following parts:

COCKPIT: The heart of the Hound, the cockpit 
contains the system device and its own generator, 
which provides a small amount of power to the 
Hound. If it is destroyed, the Hound is rendered 
inoperative. This is an essential part.

CHASSIS: The “leg parts” of the Hound determine 
how fast the Hound moves and how much weight 
(“load”) it can hold. Certain chassis, like hover 
chassis, help compensate for unfavorable terrain. 
This is an essential part.

LIGHT AND HEAVY WEAPONS: Without some sort of 
offensive ability, a Hound is practically worthless 
on the fi eld of battle. Heavy weapons do more 
damage, but they weigh more and use more energy 
than light weapons.

GENERATOR: If your Hound’s chassis doesn’t 
supply enough power for its parts, your Hound will 
be slow and sluggish. Install a generator or two in 
order to provide more power to the Hound.

SYSTEM DEVICE: The chips offered in this category 
can make or break a Hound. They are a necessary 
component that allows the user to further 
customize and fi ne tune their Hound to their style 
of gameplay. The chips determine the top speed, 
stability of your Hound, and how effi cient a killer a 
Hound is with weapon system management.

NA MAKER: A required part for commander RTs, the 
NA maker creates a network area (NA) that keeps 
all allied units within range in communication with 
each other. It also identifi es the locations of all 
friendly and enemy units within range, whether 
they’re moving or not.

SPACER: The only purpose of a spacer is to extend the 
Hound’s joints and prevent parts from confl icting 
with each other when placed on the Hound.

ARMOR: This is simple, sturdy plating that is 
designed to absorb the impact of enemy fi re and 
protect more valuable Hound parts.

SENSORS: These optional-assist parts help 
compensate for battlefi eld conditions like darkness 
or inclement weather by giving you an alternate 
way of viewing the battlefi eld, like night vision or 
thermal imaging.

FUEL STORAGE: If your generator requires more 
fuel to churn out its maximum energy output, slap 
on one of these. Some fuel tanks can also pull 
double-duty as spacers.

RADIATOR: If your Hound generates more heat than it 
cools, it will gradually slow down over the course 
of a battle. This optional-assist part helps cool down 
the Hound and keeps it running at peak performance.

MISSILE COUNTER: This optional-assist part can throw 
heat-seeking missiles off of the trail of the Hound if it 
is used immediately after the missile is fi red.

NA JAMMER: A Hound equipped with this assist part 
can temporarily render itself invisible within the enemy 
NA. Perfect for scouts and stealthy combatants.

ROTOR CRAFT: You can give your Hound limited 
fl ight capabilities with this assist part. Rotor 
crafts use a great deal of energy and require 
lighter Hounds to work best.

•

•

•

•

•

•

•

•

•

•

•

•

•

•
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The Shop
The most common way to acquire new Hound parts is to purchase 
them from the Shop, using money earned in Neroimus War or 
Individual Mission battles. If  you’ve got the cash, you can purchase 
anything you see in the Shop.

 The Shop’s inventory is limited by a couple of factors. First of all, it only 
contains parts native to the country for which you’re fi ghting. Second, the 
variety of parts available for purchase varies depending on the nation’s 
research budget. If  the nation you’re fi ghting for can’t or won’t conduct 
suffi cient research, you won’t have access to the best stuff.

Lotteries
After winning a battle in the Neroimus War, your squad members 
can enter a lottery for Hound parts from the enemy Hounds you just 
faced. To enter the lottery, buy tickets for any available part in which 
you’re interested. The lottery is conducted several real-time hours 
after the battle, and the winner(s) have the Hound parts deposited in 
their inventory.

Using Spacers
If  you’re trying to install larger parts that keep confl icting with other 
Hound parts, or if  you’re running low on sockets, try adding a spacer 
or two to the Hound. Spacers add additional sockets at a distance 
from the main body of  the Hound, which helps to make room for 
larger parts.

Exposing and Hiding Parts
When building your Hound, consider which parts you want to expose 
and which ones you want to hide. If  your cockpit is heavily damaged, 
the entire Hound is rendered inoperable, so placing it on top of  
a stack of  other parts with no protection is a sure-fi re recipe for 
spending a lot of  time on the sidelines of  battle.

 If  any part is heavily damaged, you lose the functionality of  that part. 
If  your generator gets shot to pieces, your Hound will suddenly have 
a lot less energy. A heavily damaged chassis dramatically reduces or 
completely cripples your movement rate.

 There is a clear hierarchy of  importance to the parts. You absolutely 
cannot afford to have your cockpit heavily damaged in battle, so 
consider placing your generator and other assist parts in front of  it and 
behind it to absorb damage.

 Expose your weapons. When you switch into weapon cam mode, 
you’re seeing the battlefi eld from the perspective of  one of  your 
weapons. Therefore, if  your weapons extend past the cockpit, you can 
keep your cockpit behind cover while using your weapon to see and 
shoot enemies.

Weapon Grouping
After adding weapons to your Hound, use the Weapon Settings 
option to group them into as many as four weapon slots, each of  
which can hold up to four weapons. Selecting a weapon slot and fi ring 
shoots all of  the weapons in the group simultaneously, so keep that in 
mind when assigning them to slots.

 The weapon cam is attached to the fi rst weapon in each slot. 
Therefore, the weapons in each weapon slot should be in close 
proximity to each other, so they fi re at almost the same point (the 
center of  your targeting reticle in the weapon cam).

If only one squad member buys a lottery ticket for a specifi c part, 
that member is guaranteed to win the lottery, so there’s no need to 
buy more than one ticket.

Trading
Squad members can trade parts with each other. This is a great way 
for experienced squad members to bring a rookie’s Hound up to 
speed quickly. With the cash they’ve earned over the course of  their 
much longer careers, they can purchase tons of  the best equipment 
and trade it to their new recruits. You can also use the trading feature 
to sell parts to teammates for cash, or to donate cash to teammates.

Xbox Marketplace
At certain points, rare Hound parts might be offered on Xbox 
Marketplace. Keep your eyes peeled for any sign that this rare 
hardware is available!

Part Placement
To place parts on your Hound, select a part from your inventory, and 
then choose the socket on your Hound where you’d like to connect 
the part. Rotate the part so it faces in the desired direction and 
doesn’t confl ict with other parts.

If any part of the Hound turns red while you’re placing parts, there 
is a physical confl ict between the parts you’ve placed and the part 
you’re trying to place. Try putting the part on a different socket, 
rotating the part, or selecting a different part.

Assembly Controls

BUTTON CONTROLS

s or g Select item, fi nd sockets, adjust 
position of parts

k Rotate camera

1 Confi rm placement

2 Cancel

8 Undo last action (pull again to 
redo last action)

7 Hold to hide Hound information
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Morskoj Heavy Gunner
This Morskoj heavy 
gunner RT is composed 
of  Morskoj and 
Rafzakael parts and 
doubles as a heavy-duty 
defender RT as well. It 
is durable and designed 
to take a pounding from 
invading enemies, but 
its heavy load keeps it 
from being the fastest 
thing on four legs. The 
fact that it uses one 
unit of  energy more 
than it can produce also 
means that its already 
low top speed is further 
reduced.

 Still, considering 
that this is a Hound 
designed to sit and blast 
anything that comes 
near the HQ, the speed 
penalty won’t hurt its 

performance much. And having the ability to attack enemies at long 
and short ranges with high-powered weapons is a nice perk.

Morskoj Sniper
This build is an excellent 
long-distance war 
machine. Equal parts 
sniper and heavy 
gunner, it can attack 
enemy units and HQs 
with great success. Its 
reverse-legged chassis 
keeps its top speed 
high, and equipping 
a stability system 
device in its heavily 
armored cockpit helps 
compensate for the 
recoil of  its cannons.

Tarakia Defender
This sturdy defender 
compensates for the 
lightness of  Tarakian 
armor by adding a 
couple of  armor panels 
to the front, ensuring 
that it can withstand 
a withering onslaught 
from any enemies 
attacking head-on. 
And its twin Espadon 
howitzers and pair of  
Falchion cannons give 
it all the fi repower it 
needs to hit back hard. 
Its combination of  
power and endurance 
make it a great choice 
for a base defender or 
penetrating striker.

Although spreading the weapons in a single slot across the body 
of the Hound is not recommended, you can choose to do this if 
you’re less concerned with the accuracy of the weapons and more 
interested in blanketing a wide area with a single pull of the trigger.

At a bare minimum, every Hound must include a cockpit and a 
chassis. It’s a good idea to have at least one weapon as well.

Sample Builds
Here are four sample Hound builds. Each is made up of  affordable 
parts and can be put together without much effort. Try these out as-is 
or adjust them to suit your play style.

Parts List
 Multilegged chassis MSK-
ML210 (Morskoj)

 Cockpit RFZ-CK-B1 (Rafzakael)

 Generator RFZ-GE-A2 
(Rafzakael)

 Rocket launcher MSK-HA1000 
(Morskoj)

 Cannon MSK-HC1500/D 
(Morskoj)

 2x Cannon MSK-CN200 
(Morskoj)

 Howitzer RFZ-WHW-1 
(Rafzakael)

•

•

•

•

•

•

•

Parts List
 Reverse joint chassis MSK-
AJ401 (Morskoj)

 Cockpit MSK-C20 (Morskoj)

 2x Sniper cannon MSK-SC200 
(Morskoj)

 3x Howitzer RFZ-WHW-1 
(Morskoj)

 Generator RFZ-GE-A2 
(Rafzakael)

•

•

•

•

•

Parts List
 Treaded chassis RFZ-CL-1 
(Rafzakael)

 2x Cannon M01CN Falchion 
(Tarakia)

 Cockpit M04CK Stuart 
(Tarakia)

 2x Spacer M06SP Arm (Tarakia)

 2x Armor M01AM Gauntlet 
(Tarakia)

 Generator M04G Volta 
(Tarakia)

 2x Howitzer M02HW Espadon 
(Tarakia)

•

•

•

•

•

•

•
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Sal Kar “Piler” Soldier
This fast lightly armored 
soldier relies on a 
specialized attack that 
deals lethal amounts of  
damage in an instant. 
Armed only with six 
“piles,” lightweight 
close-range bladed 
weapons, this Hound 
needs to get up close 
and personal on its 
target. Once it does, its 
piles make short work of  
the adversary.

 Few Hounds can 
withstand a pair of  
piles. Almost none can 
withstand two. Set each 
pair of  piles to a different weapon slot, and when attacking, hit with 
one pair and switch to the next, because piles have a long reload time.

 Using this Hound effectively takes a great deal of  practice and 
careful setup. The best way to attack with it is to go after an enemy 
who’s distracted by one of  your allies and isn’t looking at his radar as 
you come up and fl ank him. You can also hide behind cover, wait for 
an enemy to approach, and charge. If  you lose the element of  surprise, 
however, you’re doomed, because this is one of  the least durable 
Hounds you can build.

The “Gouda Snake”
One of  the favorite 
novelty builds among 
Sega of  America’s in-
house testers is the 
“Gouda Snake,” so 
named for its serpentine 
appearance and the 
“cheesy” way it racks 
up kills: with three 
heat-seeking rocket 
launchers stacked on 
top of  a treaded chassis.

 Although it looks 
ridiculous, the Gouda 
Snake is an incredibly 
lethal piece of  
machinery. Because its 

weapons are stacked high, it can poke its launchers up over hills and 
fi re without exposing its treads to enemy fi re. And unless its target 
has antimissile assist parts, its rocket barrage is impossible to avoid, 
especially at close range.

 The drawback of  the build is its exposed cockpit, which sits atop the 
missile launchers. But it’s hard for enemies to get a lock on the cockpit 
when they’re being rocked by missiles.

The Neroimus War is the main online campaign in Chromehounds, 
an epic battle that pits thousands of  players against each other in a 
winner-takes-all world war. Your squad of  mercenaries battles on 
behalf  of  one country against other mercenary squads representing 
the other two nations. (You can also choose to play against AI enemies 
for fewer rewards and less merit.)

 Just as Rome wasn’t built in a day, Neroimus won’t be conquered 
in one either. The war ends when one nation annexes all of  the 
territories of  the other two.  After a nation wins the war, a Nation 
Supremacy or Nation Ruined sequence, depending which side of  
the coin you were on, plays. This is a time for the winners to reap 
the rewards of  a glorious battle, as they receive their medals and 
credits, and the losers to simply watch. After the sequence plays, the 
Neroimus War map is unavailable for a short time as the server resets 
territories. However players can still quench their bloodlust by joining 
a Free Battle accessed through the Join Battle option.

Parts List
 Bipedal chassis TL-Sal Kar 
(Sal Kar)

 Generator G-Shajar (Sal Kar)

 Cockpit C-Dabbur (Sal Kar)

 System device MC-Saba 
(unaffi liated)

 6x Piler AHP-Ras (Sal Kar)

•

•

•

•

•

Parts List
 Treaded chassis CL-Himar 
(Sal Kar)

 3x Missile launcher Msl-
Khadrawat (Sal Kar)

 Cockpit C-Dabbur (Sal Kar)

 Generator G-Kala (Sal Kar)

•

•

•

•

Neroimus War

If the Neroimus War goes on for a two-month period without a clear 
victor emerging, the war is declared a draw and the boundaries of 
the Neroimus region are reset to their prewar states.

Joining a Mission
When you’re ready to jump into battle, you can join the fray in one of three 
ways, all of which are accessed from the Battle option in the Main Lobby:

 RENDEZVOUS WITH SQUAD: If your squad members 
have already set up a mission, choose this option to 
join them.

 SEARCH FOR MISSIONS: List your mission 
preferences and see what’s out there.

 LAUNCH MISSION: If you don’t see the mission 
you’d like to join, create one in the available area or 
battlefi eld and invite others to join.

Briefi ng
Once a battle has been 
set up, the players meet 
in the lobby, where they 
can view an overview of  
the battle that is about to 
take place and chat with 
each other over their 
Xbox Live headsets. If  
you want to customize 
your Hound, choose the 
Garage option from the 
screen’s upper left corner.

•

•

•

In the lobby, squad members can 
chat with each other and plan 

strategy before the battle.

Upon entering 
the briefi ng, 
players have a 
15-minute time 
limit to complete 
their Hound 
customizations 
before entering 
battle.
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Objective
The objective of  every Neroimus War mission is to hunt down 
and destroy all enemy Hounds or fi nd and destroy the enemy 
headquarters within the time limit. If  the time limit expires without 
either of  these conditions being met, the squad that holds the most 
COMBASs at the end of  the battle is declared the winner. If  both 
squads have an equal number of  COMBASs at the end of  the battle, 
the battle is declared a draw, and victory is determined by the number 
of  surviving team members or the number of  COMBASs attained 
during the course of  the battle.

Remember, Neroimus War battles aren’t necessarily deathmatches. 
Yes, you can win the battle by destroying every enemy Hound, but 
you can also achieve victory without fi ring a shot at an enemy. In every 
Neroimus War battle, there are several potential enemy HQs, only 
one of  which is their actual base. If  you can fi nd it and destroy it, the 
day is yours, regardless of  the losses your squad takes or the number 
of  enemy Hounds left functional.

     Use your scouts to fi nd the enemy base (it’s the one with the enemy 
nation’s fl ag on it) and relay that intel immediately to the rest of the squad. 
Ideally, you want either to draw the enemy forces away from their base 
or pick them off and cripple their defenses without leaving your own base 
undefended. Bases can withstand a huge amount of damage, so use heavy 
gunners and soldiers with powerful weapons to get the job done, while your 
snipers and scouts draw the attention of the base defenders. 

Debriefi ng
At the end of  the battle, 
you see how each 
member of  your squad 
performed during the 
battle. If  you emerged 
victorious, you can 
assign victory rewards 
to each individual squad 
member from the 
Debriefi ng screen.

Setting Markers
During the briefi ng 
prior to a Neroimus 
War battle, the squad 
leader places markers 
on the battlefi eld 
that represent allied 
ACVs, tanks, and gun 
turrets. These objects 
are AI-controlled 

during the battle and attack enemies on sight.

 You can use these AI support units in a number of  ways. The 
most obvious is to surround your headquarters with them, as a last-
ditch defense against advancing enemies. However, if  you’ve played 
the single-player story mode, you know that ACVs, tanks, and gun 
turrets don’t last long against even a single skilled Hound pilot. The 
presence of  massed defender units also alerts the enemy to the fact 
that your base is probably somewhere nearby.

 Some squads use these defender units as decoys, surrounding 
an unoccupied base in an attempt to convince the enemy that it’s 
their actual headquarters. By the time the enemy fi ghts through 
the defender units, they’ve taken a fair amount of  damage, only to 
realize that it was all in vain. Of  course, committing the defender 
units to this tactic prevents you from being able to use them as 
actual defenders.

 You can also set the markers so that the units act as an early-
warning system. Remember, they fi re as soon as the enemy draws 
within range, so consider placing them along a ridge near your HQ 
in the direction you think the enemy will come from. As soon as you 
hear the units start to fi re, you know that the enemy is incoming.

Once the battle is set up, there is a 15-minute time limit for all players 
to fi nish their Hound customizations and declare themselves “Ready.” 

The Battle Results screen breaks 
down the outcome of the battle.

Battle Tactics
If  you want to rise to through the ranks and achieve fame and fortune as a 
mercenary on the battlefi eld, here are a few basic techniques you should 
master before stepping onto the battlefi eld of the Neroimus War.

Cover Is Your Friend.
Use buildings, hills, COMBAS towers, and ridges to your advantage. 
Stay behind them and pop out when your weapons are ready to 
release a volley, and then duck behind them before the enemy can 
return fi re. Just about every battle will ultimately degrade into close-up 
mayhem. But if  you can get some free shots on an advancing enemy, 
you’ll be that much better off  for it—and who knows, you might just 
take them down before they get to you.

 When all players have joined the battle, they are taken to the 
Briefi ng screen. In the briefi ng, squad members can continue to discuss 
strategy, and the squad leader determines which of  the three potential 
allied bases will serve as the squad’s HQ. In Neroimus War battles, the 
squad leader also sets markers that represent ACVs and other AI non-
Hound units (see sidebar).

 Once all players choose “Ready” from the screen’s upper left 
corner, the battle begins.

Your Personal 
Account screen 
breaks down your 
individual profi ts 
and losses after 
the battle.

The Reward 
Distribution screen 
allows the squad 
leader to distribute 
cash victory 
rewards to each 
squad member.
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Stay In Motion At All Times.
Unless your Hound is using heavy weapons with recoil, or you’re 
remaining still to fool enemy radar, keep moving. A moving target is 
harder to hit, and it’s much easier to dodge incoming fi re when you 
are already in motion.

 One simple and effective method is to make a fi gure 8 with your 
left analog stick. This pattern will keep you in motion without moving 
you away from your general position, and it’s a great method to use 
if  behind a ridge line. As you move through the top part of  the 8, you 
can pop over the ridge and open fi re before quickly stepping back 
behind the cover of  the hill. Practice this fi gure 8 maneuver, and it will 
reward you many times over in battle.

Chicken Run
Whether advancing on an enemy or retreating from one, never, ever move 
in a straight line. If you do so, you might as well self-destruct your Hound 
right then and there, because you’re basically handing a free kill to the enemy. 
Instead, zig-zag from side to side. It makes you signifi cantly harder to hit and 
virtually guarantees that the enemy will miss some of their shots on you.

Watch Your Lines of Fire.
You can damage and be damaged by your squad members if  one of  
you wanders in front of  the other in combat. Be sure to keep in mind 
where you are in relation to your squad’s angles of  fi re on their targets 
and keep your Hound clear of  those angles. Likewise, try and maintain 
a sense of  where your nearby allies are so that you don’t wind up 
turning and plugging them by mistake.

Get High!
Firing from an elevated position not only gives you better range on 
some of your weapons but also gives you better angles of  fi re—and 
therefore better shots—against your enemies. It’s also worth noting that 
most Hound weapons have a greater range of  motion downward than 
upward, which means that if  you’re up high enough on a steep ridge, you 
can blast away at enemies below you without having to worry about 
them being able to elevate their weapons high enough to return fi re.

Focusing Fire
Hounds are tough! Focus your fi re on your enemies by coordinating 
with your teammates, either through tight communication or by 
observing who’s fi ring on an enemy and joining in quickly. It’s a simple 
formula: enemy Hounds go down quicker when getting shot by 
multiple squad members. And the faster you destroy your enemies, 
the less damage they are able to infl ict on you and your squad.

Crossfi re
Crossfi re is an extension of  the concept of  focusing fi re. Whenever 
possible, set up your enemies in a crossfi re: multiple angles of  fi re on 
the same location. This is especially useful if  you and your squadmates 
are behind cover. An enemy who’s being peppered from two different 
directions has a much more diffi cult time evading fi re than an enemy 
who’s being fi red on by two Hounds from the same general direction.

Aim For the Soft Spot!
Every part of  a Hound can take damage and be destroyed. Learn 
to identify the various parts that make up a Hound, especially the 
generator and the cockpit. Both are valuable targets, although the 
former is much less durable than the latter. Destroying a generator will 
take the wind out of  a Hound’s sails and cripple it, while destroying the 
cockpit will take it out entirely.

Flanking
Flanking maneuvers come in handy when your enemy is entrenched behind 
cover and you are having a hard time getting to them without taking tons 
of fi re. The strategy here is to have one squad member continue fi ring on 
them from a forward position to keep them pinned down, while other squad 
members move into position to get an angle of fi re from one of their sides. A 
killer variation on the fl anking maneuver is the pincer attack, where you have 
positions on either side and in front of them.

 It doesn’t even matter if  the squad member fi ring from the forward 
position is hitting the entrenched enemy. The whole idea is to release a 
constant barrage against their cover that keeps the enemy from being 
able to move out from behind the cover, giving time for your allies to 
move to another fi ring position. Not only does this protect your allies 
from fi re while they’re moving through open areas, it also makes sure 
that the pinned down enemy will still be there once they’re in position. 
And once they are in position, they can provide cover fi re for other 
squadmates who need to move. By repeating this tactic, the squad can 
safely leapfrog into fl anking positions.

 However you execute them, the whole goal of  fl anking maneuvers 
is to put your squad in fi ring positions that do not allow the enemy any 
safe cover. Wherever they try to go, someone should have an angle of  
fi re on them. Hounds, like their canine namesakes, hunt best in packs. 
Remember that.
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Communicate Intel
Communication is essential to success in squad-based combat. If  
you and your squad are planning on turning the tide of  the war and 
making a name for yourselves, you’re going to need to be able to 
communicate quickly and effectively, which takes time and practice to 
be able to develop. But here are a few pointers to get you started:

Cut Down On the Chatter.
Laughing, joking, trash talking and the like are all great elements of  
online play, but once engagement has begun, it’s time to get down 
to business. This is war, not some kind of  game. If  you can keep the 
chatter down to a minimum and only communicate what is pertinent 
to the mission at hand, your squad will prosper as a result.

Give Specifi c Directions and Locations.
You never know what direction your squad members are facing so 
eliminate some confusion by using compass directions. Use “north,” 
“south,” “east” and “west” instead of  “right,” “left,” “ahead,” and 
“behind.” Time permitting, try to also give them grid locations, such 
as: “Enemy sighted moving south through C-4.”

 You can also use COMBASs and bases as reference points. 
COMBAS B on your in-game map is the same as COMBAS B on 
everyone else’s, and it’s often a lot easier to use an object as a 
reference than trying to fi gure out grid coordinates.

What to Communicate
Knowing what to communicate is as important as knowing how best to 
communicate it. Here are some examples of intel that benefi t any squad:

 ENEMY SIGHTINGS: When you see an enemy, call it 
out. Give a grid location or nearby COMBAS or base 
identifi cation in case your allies don’t know exactly 
where you are.

 ENGAGEMENTS: If you are engaging the enemy or 
being engaged by them, let your team know.

 TARGETS: If there are multiple targets, call out who 
you are fi ring on so that your teammates can focus 
their fi re on your target. Remember, an enemy who’s 
getting shot by three Hounds goes down more than 
three times faster than one who’s only being attacked 
by one.

 LAST TARGET: Lost a fi ght? It happens even to the 
best Hound pilots. Let your squad know who you put 
the hurt on before blowing up so that they’ll know 
who’s wounded and easier pickings.

 SUPPORT REQUESTS: If you’re outnumbered and 
outgunned, don’t be proud. Call in support from your 
squad. That’s what they’re for. Find yourself some 
cover, keep your Hound zig-zagging, and keep fi ring to 
keep the enemy from closing in until help arrives.

 CHANGING POSITIONS: Planning on moving into a 
fl anking position? Heading over to take a COMBAS? 
Let your team know so that they can adjust their 
strategy accordingly.

•

•

•

•

•

•
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Individual Missions are provided as an alternative to Neroimus War 
battles. If  your squad isn’t making any progress, tactically or fi nancially, 
in the Neroimus War, consider accepting Individual Missions, each of  
which has its own diffi culty ranking and conditions for victory.

 The greatest advantage of  an Individual Mission is that all of  your 
squad’s maintenance fees are covered, so you don’t have to worry 
about losing money, no matter how poorly you perform. On the 
down side, achieving victory in these missions has no effect on the 
Neroimus War, aside from giving you the cash to purchase better 
Hound parts for use in it.

Individual Missions

Free Battle
Free Battles are entirely separate from the Neroimus War. They do 
not cost you any maintenance fees to participate in them, and they 
don’t pay out any rewards either. You can choose to play in a Ranking 
Match, where you have the opportunity to level up and earn a spot 
on the Xbox Live leaderboards as a result of  solid performances, or a 
Standard Match, where your successes or failures are not recorded.

 The following options are available when setting up Free Battle games:

Standard
Standard Free Battle matches are identical to Neroimus War matches. 
Your goal is to destroy all Hounds on the opposing team or level their 
HQ within the time limit. If  the battle is undecided by the end of  the 
time limit, the number of  surviving team members or COMBASs 
captured determines the victor. Once your Hound is destroyed, you 
do not respawn.

Free Battle Options

OPTION DESCRIPTION

Time The length of time of the 
battle. When the timer expires, 
the battle is over, even if the 
conditions for victory have not 
been met.

COMBAS Enable or disable the use 
of COMBASs to extend each 
team’s NA.

Supply If enabled, units can resupply 
their ammunition by returning to 
their home base. This does not 
repair damage done to the unit.

Free Chat If enabled, all players can talk 
to each other via the Xbox Live 
headset. If disabled, only squad 
members can communicate.

Death Match, Unlimited, Survival, Keep the Flag, and Break All battles 
can be played as every-Hound-for-itself free-for-alls or as team matches.

If you are playing a 
Free Battle in which 
destroyed Hounds 
don’t respawn, you 
reappear on the 
battlefi eld as a lowly 
foot soldier with 
a machine gun that 
won’t even scratch 
a Hound’s armor. At this point, you’re effectively out of the battle, 
but you retain NA communication abilities, so you can still spy on 
the enemy on behalf of your squad.

Capture the Flag
In Capture the Flag matches, you must fi nd and pick up the fl ag and 
bring it back to your headquarters to score points for your team. Your 
squad is penalized if  you are destroyed by anything other than your 
enemy (including friendly fi re, running off  of  cliffs, self-destructing, 
etc.), but your Hound does respawn if  it is destroyed.

COMBAS Keeper
The goal of  a COMBAS Keeper match is to control the COMBAS for 
more time than your opponents. Suffering destruction at the hands of  
anything other than enemy fi re penalizes your squad, and destroyed 
Hounds respawn.

Death Match
Death Match is the classic multiplayer free-for-all, where you score 
points for destroying enemy Hounds and are penalized if  you are 
destroyed. Totaled Hounds respawn.

The value of remaining 
still to ambush an 
opponent cannot be 
overstated. Unless 
an opponent has an 
NA maker or is being 
fed your location by 
an ally who has one, 
you are completely 
invisible to radar as long as you don’t move, turn, or fi re. Use this 
technique in conjunction with piles, multi-rockets, or sniper weapons 
to infl ict critical damage quickly on your enemies.
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Unlimited
Unlimited is exactly what it sounds like: a Death Match with unlimited 
ammunition and unlimited respawning. Like a Death Match, you earn 
points for destroying other Hounds and are penalized if  you are 
destroyed. The match ends when the time limit expires.

Survival
Survival battles are similar to Death Matches, but destroyed Hounds 
don’t respawn—once you’ve been taken out, you’re out of  the battle, 
period. The last Hound or team still functioning wins the battle.

Keep the Flag
Keep the Flag is similar to Capture the Flag, but instead of  bringing 
the fl ag back to your base, the objective is to hold onto it as long as 
possible without being destroyed. The Hound or team who racks up 
the most time with the fl ag wins the match. Respawning is available in 
Keep the Flag, but you are penalized if  you are destroyed by anything 
except enemy fi re.

Break All
The ultimate 
destruction derby, 
Break All requires 
you to level as many 
structures as you 
can on the battlefi eld 
within the time limit. 
The larger and more 
durable the structure, 
the more points it’s worth when you destroy it. You are penalized for 
being destroyed by anything except your enemies.

Be careful not to stand too close to the structures you destroy in 
Break All, or you’ll suffer damage from their collapse. And that’s a 
lame way to get hit with a penalty!
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Map Legend

ICON DESCRIPTION

 Headquarters 1 (Attacker’s)

 Headquarters 2 (Defender’s)

 Deployment Points

ICON DESCRIPTION

 Flag Placement Points (On the 
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ICON DESCRIPTION
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Map Legend

ICON DESCRIPTION
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 Deployment Points

ICON DESCRIPTION
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ICON DESCRIPTION

 Headquarters 1 (Attacker’s)
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 Deployment Points

ICON DESCRIPTION

 Flag Placement Points (On the 
1P side, for Catch the Flag)
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2P side, for Catch the Flag)

ICON DESCRIPTION
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Map Legend

ICON DESCRIPTION
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Map Legend

ICON DESCRIPTION
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ICON DESCRIPTION
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MEDAL NAME HOW TO UNLOCK

 All Tactics Complete Complete all missions in story mode

Biped Specialist Deploy on bipedal chassis 50 times

 Bloodless Award Win 5 times without attacking enemy

 Bronze Flag Secure COMBASs total of 100 times

 Bronze Hammer Destroy enemy HQ and win 50 times

 Bronze Patriot Stay with the same nation for 3 seasons

 Bronze Wing Destroy 50 or more enemy HOUNDs

 Capital Occupation Affi liated nation destroys another

 Combat Award Win 10 times when outnumbered

 Command Complete Complete commander campaign in story mode

 Command Valor Commander experience level maxed out

 Crushing Award Wipe out enemy and live 100 times

 Defense Complete Complete defender campaign in story mode

 Defense Valor Defender experience level maxed out

 Distinguished Service Destroy unidentifi ed enemy weapon

 Gold Cross #1 in seasonal fame at end

 Gold Eagle #1 in total fame for a given period

 Gold Hexagon #1 in average seasonal fame at end

 Gold Lion #1 in seasonal conquest points at end

 Gold Sword Cross #1 in total conquest points for period

 All Tactics Complete Complete all missions in story mode

 Bloodless Award Win 5 times without attacking enemy

 Bronze Flag Secure COMBASs total of 100 times

 Bronze Hammer Destroy enemy HQ and win 50 times

 Bronze Patriot Stay with the same nation for 3 seasons

 Bronze Wing Destroy 50 or more enemy HOUNDs

 Capital Occupation Affi liated nation destroys another

 Combat Award Win 10 times when outnumbered

 Command Complete Complete commander campaign in story mode

 Command Valor Commander experience level maxed out

 Crushing Award Wipe out enemy and live 100 times

 Defense Complete Complete defender campaign in story mode

 Defense Valor Defender experience level maxed out

 Distinguished Service Destroy unidentifi ed enemy weapon

 Gold Cross #1 in seasonal fame at end

 Gold Eagle #1 in total fame for a given period

 Gold Hexagon #1 in average seasonal fame at end

 Gold Lion #1 in seasonal conquest points at end

 Gold Sword Cross #1 in total conquest points for period
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MEDAL NAME HOW TO UNLOCK

 Gold Wing #1 in average total fame for a given period

 Gunner Complete Complete heavy gunner campaign in story mode

 Gunner Valor Heavy gunner experience level maxed out

 HOUND Specialist Own 1 of each part (except DL parts)

 Hover Specialist Deploy on hover chassis 50 times

 Humane Award End 5 times in a row without killing enemy

 Inverse Specialist Deploy on inverse (reverse-joint) chassis 50 times

 Marching Service Travel total of 1,000,000 km

 Military Service Deploy total of 300 times or more

 Multi Specialist Deploy on multi (quadrupedal) chassis 50 times

 Nation Resurrector Successfully revive affi liated nation

 Neroimus War Medal Affi liated nation wins Neroimus War

 Red Flag Win a total of 100 times or more

 Scout Complete Complete scout campaign in story mode

 Scout Valor Scout experience level maxed out

 Silver Flag Secure COMBASs total of 300 times

 Silver Hammer Destroy enemy HQ and win 100 times

 Silver Patriot Donate to affi liated nation 1 time

 Silver Wing Destroy total of 100 enemy HOUNDs

 Sniper Complete Complete sniper campaign in story mode

 Sniper Valor Sniper experience level maxed out

 Soldier Complete Complete soldier campaign in story mode

 Gold Wing #1 in average total fame for a given period

 Gunner Complete Complete heavy gunner campaign in story mode

 Gunner Valor Heavy gunner experience level maxed out

 HOUND Specialist Own 1 of each part (except DL parts)

 Hover Specialist Deploy on hover chassis 50 times

 Humane Award End 5 times in a row without killing enemy

 Inverse Specialist Deploy on inverse (reverse-joint) chassis 50 times

 Marching Service Travel total of 1,000,000 km

 Military Service Deploy total of 300 times or more

 Multi Specialist Deploy on multi (quadrupedal) chassis 50 times

 Nation Resurrector Successfully revive affi liated nation

 Neroimus War Medal Affi liated nation wins Neroimus War

 Red Flag Win a total of 100 times or more

 Scout Complete Complete scout campaign in story mode

 Scout Valor Scout experience level maxed out

 Silver Flag Secure COMBASs total of 300 times

 Silver Hammer Destroy enemy HQ and win 100 times

 Silver Patriot Donate to affi liated nation 1 time

 Silver Wing Destroy total of 100 enemy HOUNDs

 Sniper Complete Complete sniper campaign in story mode

 Sniper Valor Sniper experience level maxed out

 Soldier Complete Complete soldier campaign in story mode

157157157Protected by copyright.  Unauthorized or unlawful copying 
or downloading expressly prohibited.

Appendix A: Medals



PRIMA Offi cial Game Guide

158 Protected by copyright.  Unauthorized or unlawful copying 
or downloading expressly prohibited.

Medals (Continued)

MEDAL NAME HOW TO UNLOCK

 Soldier Valor Soldier experience level maxed out

 Storming Award Attack enemy fi rst 30 times

 Survival Award Return alive 10 times or more in a row

 Tactics Instructor Earn S rankings in every story mode mission

 Touring Service Deploy to every battlefi eld once

 Tread Specialist Deploy on treaded chassis 50 times

 Wheel Specialist Deploy on wheeled chassis 50 times

 Soldier Valor Soldier experience level maxed out

 Storming Award Attack enemy fi r

 Survival Award Return alive 10 times or more in a row

 Tactics Instructor Earn S rankings in every story mode mission

 Touring Service Deploy to every battlefi eld once

 Tread Specialist Deploy on treaded chassis 50 times

 Wheel Specialist Deploy on wheeled chassis 50 times

ACCELERATION: The relative base acceleration of  the chassis. A higher value means faster acceleration.

ADDITIONAL FUEL: The amount of  additional fuel this part stores, in gallons. 

BASE PRICE: Cost of  the part. This can be modifi ed by a variety of  factors, including your country’s research and defense budget.

BRAKES: The relative base braking of  the chassis. A higher value means a shorter braking time. 

BULLET EXPLANATION: A brief  explanation of  the bullet.

BULLET NAME: The part name of  the bullet.

CE DEFENSE: The degree of  defense the part has versus explosive or chemical weapons, such as rockets and grenades.

CHARGES: The number of  times you can fi re this weapon.

CHASSIS TYPE: The base frame your Hound is built on and what type of  “leg part” it is.

COM COMPATIBILITY: This specifi es how compatible the legs are with the current computer chips the user has equipped.

CONDENSER CAPACITY: The degree of  cooling ability of  the part. A higher number means that it cools more effi ciently.

CONDENSER REGEN: The measure of  how quickly the cooling ability of  the part recovers from heavy use. A higher value means a 

faster recovery.

CONDENSER USE: For Rotor Crafts, a measure of  the amount of  cooling needed for the part to operate properly.

COST: Cost per unit of  ammunition.

COUNTRY: The country that developed the part.

DESCRIPTION: A brief  description of  the part.

DISPERSION: For radiators, the relative amount of  heat this part cools.

Table Legend
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DURABILITY: How much damage the part can take.

EFFECTIVE TIME: For NA jammers, the amount of  time, in seconds, the jamming effect lasts.

ENERGY USE: How much energy the part requires for complete operational effi ciency.

FUEL TANK CAPACITY: For generators, the amount of  fuel stored, in gallons.

FULL AUTO: When the trigger is held down, the number of  milliseconds between shots.

HEAT GENERATION: For generators, the amount of  heat generated.

HEAT OF IMPACT: The amount of  heat generated on enemy Hounds upon impact.

HOW TO ACQUIRE: How to unlock the part. Single Play means the part is unlocked in Single Player Campaign Mode; Network means the part 

can be unlocked in online play; Download means it can be downloaded from the Xbox Marketplace.

INTERNAL POWER: The amount of  base power generated by the cockpit (useful for those times your generator is destroyed).

KE DEFENSE: The degree of  defense the part has versus kinetic weapons, such as bullets and piles.

MAX AMMO: The amount of  ammunition contained in the weapon.

MAX. LOAD: How much total weight the chassis can support, in tons, not including the weight of  the chassis itself.

NA RANGE: For NA makers, the radius of  the NA fi eld created, in meters.

PART NAME: The name of  the part as listed in the game.

PARTS MANAGEMENT: The total amount of  different parts you can attach to the cockpit.

PENETRATION POWER: The ability of  the ammunition to penetrate CE/KE defense. The higher the value, the more damage it does.

POWER GENERATION: For generators, the amount of  power created and available.

POWER USE: The amount of  energy used by the part.

RELOAD TIME: The amount of  time it takes to reload the weapon, in milliseconds.

ROTATION SPEED: The relative base rotation speed of  the cockpit and gun mount on the chassis. A higher value means a quicker rotation.

SCOPE: The type of  scope available for weapon camera view. Normal scopes allow for a standard viewing area and range. High Angle scopes 

allow a wider viewing area at the expense of  magnifi cation. Sniper scopes allow more magnifi cation at the expense of  visible angle.

SEARCH RANGE: For sensors, the effective range of  the sensor part in meters.

SHOCK ABSORPTION: The amount of  damage the chassis can absorb from falls. A higher value means the Hound takes less damage.

SPEED: The base speed of  the chassis, in kilometers per hour.

STABILITY: The general stability of  the chassis versus recoil. The higher the value, the less recoil is suffered when heavy weapons are fi red.

SYSTEM SOCKETS: For cockpits an indicator of  how many sockets are available for system upgrades.

TURNING SPEED: The relative base turning speed of  the chassis. A higher value means that the Hound can make tighter turns.

WEIGHT: How much the part weighs, in tons.
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   HOW TO BASE  CHASSIS  ENERGY  KE CE MAX.    TURNING ROTATION SHOCK  COM
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION TYPE WEIGHT USE DURABILITY DEFENSE DEFENSE LOAD SPEED ACCELERATION BRAKES SPEED SPEED ABSORPTION STABILITY COMPATIBILITY

M03TL Garfi eld Tarakia Network 32,000 Two-leg design with high mobility. Does not slow  Bipedal 1,134 205 4,412 49 31 4,403 70 25 26 135 73 176 121 120
    down on slopes very much.

M10TL Shaw Tarakia Network 46,000 Two-leg design with high turning ability. Easy to  Bipedal 1,084 220 4,632 52 32 4,522 64 23 23 145 80 161 119 120
    capture enemies when moving rapidly.

M13TL Scott Tarakia Network 42,000 Two-leg design exchanging low mobility for  Bipedal 1,109 170 4,892 56 35 4,631 62 21 22 133 69 157 126 120
    low power. 

MSK-TL500 Morskoj Network 28,000 Heavily armored two-leg design with  Bipedal 1,386 180 5,268 58 30 4,896 60 22 23 130 70 174 134 120
    good gradability.

MSK-TL501 Morskoj Network 32,000 Two-leg design with high load capacity and  Bipedal 1,260 205 5,036 56 28 5,096 58 24 25 128 64 187 153 120
    stability. Less recoil when shooting.

TL-Sal Kar Sal Kar Network 39,000 Early Sal Kari two-leg design with high moving  Bipedal 1,046 223 4,352 51 36 4,308 74 28 26 128 58 172 117 120
    ability. Does not slow down on slopes very much.

TL-Dhib Sal Kar Network 43,000 Two-leg design with good acceleration. Suitable  Bipedal 1,021 212 4,032 46 34 4,211 61 36 35 150 66 175 126 120
    to close-range combat.

TL-Kalb Sal Kar Network 46,000 Focused on turning speed. Easy to capture  Bipedal 1,058 219 4,153 48 32 4,357 68 23 24 135 82 182 120 120
    enemies when moving rapidly.

RFZ-TL-1 Morskoj Single play 28,000 Heavily armored two-leg design with good  Bipedal 1,306 188 4,587 54 27 4,956 60 22 23 122 60 168 125 120
    gradability. (Rafzakael Part)

RFZ-TL-2 Sal Kar Single play 39,000 Early Sal Kari two-leg design with high moving  Bipedal 1,004 222 3,723 48 33 4,388 73 28 26 120 52 166 111 120
    ability. Does not slow down on slopes very much. 
    (Rafzakael Part)

Chassis Parts
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   HOW TO BASE  CHASSIS  ENERGY  KE CE MAX.    TURNING ROTATION SHOCK  COM
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION TYPE WEIGHT USE DURABILITY DEFENSE DEFENSE LOAD SPEED ACCELERATION BRAKES SPEED SPEED ABSORPTION STABILITY COMPATIBILITY

M03TL Garfi eld Tarakia Network 32,000 Two-leg design with high mobility. Does not slow  Bipedal 1,134 205 4,412 49 31 4,403 70 25 26 135 73 176 121 120
    down on slopes very much.

M10TL Shaw Tarakia Network 46,000 Two-leg design with high turning ability. Easy to  Bipedal 1,084 220 4,632 52 32 4,522 64 23 23 145 80 161 119 120
    capture enemies when moving rapidly.

M13TL Scott Tarakia Network 42,000 Two-leg design exchanging low mobility for  Bipedal 1,109 170 4,892 56 35 4,631 62 21 22 133 69 157 126 120
    low power. 

MSK-TL500 Morskoj Network 28,000 Heavily armored two-leg design with  Bipedal 1,386 180 5,268 58 30 4,896 60 22 23 130 70 174 134 120
    good gradability.

MSK-TL501 Morskoj Network 32,000 Two-leg design with high load capacity and  Bipedal 1,260 205 5,036 56 28 5,096 58 24 25 128 64 187 153 120
    stability. Less recoil when shooting.

TL-Sal Kar Sal Kar Network 39,000 Early Sal Kari two-leg design with high moving  Bipedal 1,046 223 4,352 51 36 4,308 74 28 26 128 58 172 117 120
    ability. Does not slow down on slopes very much.

TL-Dhib Sal Kar Network 43,000 Two-leg design with good acceleration. Suitable  Bipedal 1,021 212 4,032 46 34 4,211 61 36 35 150 66 175 126 120
    to close-range combat.

TL-Kalb Sal Kar Network 46,000 Focused on turning speed. Easy to capture  Bipedal 1,058 219 4,153 48 32 4,357 68 23 24 135 82 182 120 120
    enemies when moving rapidly.

RFZ-TL-1 Morskoj Single play 28,000 Heavily armored two-leg design with good  Bipedal 1,306 188 4,587 54 27 4,956 60 22 23 122 60 168 125 120
    gradability. (Rafzakael Part)

RFZ-TL-2 Sal Kar Single play 39,000 Early Sal Kari two-leg design with high moving  Bipedal 1,004 222 3,723 48 33 4,388 73 28 26 120 52 166 111 120
    ability. Does not slow down on slopes very much. 
    (Rafzakael Part)
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Chassis Part List (COntinued)
   HOW TO BASE  CHASSIS  ENERGY  KE CE MAX.    TURNING ROTATION SHOCK  COM
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION TYPE WEIGHT USE DURABILITY DEFENSE DEFENSE LOAD SPEED ACCELERATION BRAKES SPEED SPEED ABSORPTION STABILITY COMPATIBILITY

M01RJ Burns Tarakia Network 30,000 Reverse-joint leg model with high load capacity  Reverse  1,296 206 5,320 63 38 4,958 53 19 24 89 46 190 224 115
    and high mobility. Reduces kickback when fi ring.  joint

M08RJ Hancock Tarakia Network 39,000 Lightweight two-leg reverse model with  Reverse  1,238 223 4,738 54 32 4,682 59 26 27 108 56 182 218 115
    enhanced mobility. joint

M17RJ Douglass Tarakia Network 46,000 Redesigned version of M17RJ Hancock model with  Reverse  1,368 230 5,084 58 36 4,838 56 20 20 92 48 185 221 115
    heavy armor and improved stability. joint

MSK-RJ400 Morskoj Network 29,000 Heavily armored reverse-joint leg design of  Reverse  1,555 236 6,021 66 33 5,098 50 18 19 85 42 189 220 115
    Morskoj. Reduces kickback extremely.  joint

MSK-RJ401 Morskoj Network 33,000 Improved version of RJ400 model with great  Reverse  1,440 240 6,385 64 31 5,301 46 23 23 80 39 208 236 115
    stability and less jiggling when fi ring. joint

RJ-Jamal Sal Kar Network 38,000 Reverse-joint leg model with high mobility. Reverse  1,152 248 4,596 52 41 4,578 61 25 26 95 42 200 202 115
     joint

RJ-Naqa Sal Kar Network 41,000 Improved version of RJ-Jamal with better  Reverse  1,224 252 4,799 56 43 4,630 59 24 25 98 40 203 226 115
    stability. Suitable for delicate fi re. joint

RFZ-RJ-1 Tarakia Single play 30,000 Reverse-joint leg model with high load capacity  Reverse  1,256 189 5,001 58 36 5,008 53 23 24 82 42 180 211 115
    and high mobility. Reduces kickback when fi ring.  joint
    (Rafzakael Part)

RFZ-RJ-2 Morskoj Single play 29,000 Heavily armored reverse-joint leg design of  Reverse  1,506 224 5,736 61 30 5,109 50 18 19 78 41 179 206 115
    Morskoj. Reduces kickback extremely.  joint
    (Rafzakael Part)

M04ML Grant Tarakia Network 36,000 Early Tarakian multilegged model that needs low Multileg 1,656 216 8,016 75 58 5,790 30 26 25 31 30 218 235 130
    driving power. Suitable for using heavy fi rearms. (quadrupedal)

M09ML Dupont Tarakia Network 39,000 M04ML Grant successor with enhanced turning  Multileg 1,638 246 8,223 80 60 5,346 28 24 24 34 45 226 220 130
    ability. Quick turn enabled. (quadrupedal)

M15ML Sharman Tarakia Network 44,000 Multilegged model with high stability for  Multileg 1,692 242 7,998 78 59 5,814 26 27 27 32 38 235 234 130
    long-range fi re. (quadrupedal)

MSK-ML200 Morskoj Network 32,000 Multilegged model with high load capacity and  Multileg 1,710 230 8,062 80 56 6,028 26 23 24 30 25 217 240 130
    stability to reduce kickback. (quadrupedal)

MSK-ML201 Morskoj Network 35,000 Redesigned version of ML200 model with Multileg 1,800 225 8,436 88 58 5,968 24 22 23 28 23 216 232 130
    heavier armor. (quadrupedal)

MSK-ML210 Morskoj Network 38,000 New multilegged model. Extremely high stability  Multileg 1,980 265 8,932 90 67 6,120 23 29 28 34 29 239 245 130
    to absorb large cannon recoil. (quadrupedal)

MSK-ML211 Morskoj Network 43,000 Redesigned version of ML210 model. Multilegged  Multileg 2,034 260 9,456 95 69 5,875 21 21 22 28 27 215 235 130
    model with great armor. (quadrupedal)

ML-Thawr Sal Kar Network 46,000 Sal Kari multilegged model designed for using  Multileg 1,548 262 7,014 68 67 5,690 38 28 27 32 23 223 208 130
    fi rearms. High mobility. (quadrupedal)

ML-Baqara Sal Kar Network 49,000 New multilegged model of Sal Kar. Load capacity Multileg 1,584 255 7,436 72 73 5,508 33 22 23 31 21 213 202 130
    sacrifi ced in favor of heavy armor. (quadrupedal)

RFZ-ML-1 Tarakia Single play 36,000 Early Tarakian multilegged model that needs low  Multileg 1,634 208 7,541 70 55 5,801 28 25 23 30 24 209 228 130
    driving power. Suitable for using heavy fi rearms.  (quadrupedal)
    (Rafzakael Part) 

RFZ-ML-2 Morskoj Single play 32,000 Multilegged model with high load capacity and  Multileg 1,698 223 7,623 74 51 6,132 25 22 23 28 22 211 220 130
    stability to reduce kickback. (Rafzakael Part) (quadrupedal)

M05CL Custer Tarakia Network 34,000 Early caterpillar-leg model of Tarakia for  Treaded 2,009 155 6,531 65 53 5,292 53 21 22 72 81 197 209 85
    close-range combat.

M07CL Hooker Tarakia Network 36,000 Redesigned version of M05CL Custer model, Treaded 1,966 167 6,209 62 49 5,196 49 20 21 80 88 203 212 85
    with improved rotation speed.

M14CL Meade Tarakia Network 39,000 Caterpillar-leg model with high mobility for Treaded 2,041 150 5,987 60 46 5,349 57 24 24 66 73 211 201 85
    control car.
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M01RJ Burns Tarakia Network 30,000 Reverse-joint leg model with high load capacity  Reverse  1,296 206 5,320 63 38 4,958 53 19 24 89 46 190 224 115
    and high mobility. Reduces kickback when fi ring.  joint

M08RJ Hancock Tarakia Network 39,000 Lightweight two-leg reverse model with  Reverse  1,238 223 4,738 54 32 4,682 59 26 27 108 56 182 218 115
    enhanced mobility. joint

M17RJ Douglass Tarakia Network 46,000 Redesigned version of M17RJ Hancock model with  Reverse  1,368 230 5,084 58 36 4,838 56 20 20 92 48 185 221 115
    heavy armor and improved stability. joint

MSK-RJ400 Morskoj Network 29,000 Heavily armored reverse-joint leg design of  Reverse  1,555 236 6,021 66 33 5,098 50 18 19 85 42 189 220 115
    Morskoj. Reduces kickback extremely.  joint

MSK-RJ401 Morskoj Network 33,000 Improved version of RJ400 model with great  Reverse  1,440 240 6,385 64 31 5,301 46 23 23 80 39 208 236 115
    stability and less jiggling when fi ring. joint

RJ-Jamal Sal Kar Network 38,000 Reverse-joint leg model with high mobility. Reverse  1,152 248 4,596 52 41 4,578 61 25 26 95 42 200 202 115
     joint

RJ-Naqa Sal Kar Network 41,000 Improved version of RJ-Jamal with better  Reverse  1,224 252 4,799 56 43 4,630 59 24 25 98 40 203 226 115
    stability. Suitable for delicate fi re. joint

RFZ-RJ-1 Tarakia Single play 30,000 Reverse-joint leg model with high load capacity  Reverse  1,256 189 5,001 58 36 5,008 53 23 24 82 42 180 211 115
    and high mobility. Reduces kickback when fi ring.  joint
    (Rafzakael Part)

RFZ-RJ-2 Morskoj Single play 29,000 Heavily armored reverse-joint leg design of  Reverse  1,506 224 5,736 61 30 5,109 50 18 19 78 41 179 206 115
    Morskoj. Reduces kickback extremely.  joint
    (Rafzakael Part)

M04ML Grant Tarakia Network 36,000 Early Tarakian multilegged model that needs low Multileg 1,656 216 8,016 75 58 5,790 30 26 25 31 30 218 235 130
    driving power. Suitable for using heavy fi rearms. (quadrupedal)

M09ML Dupont Tarakia Network 39,000 M04ML Grant successor with enhanced turning  Multileg 1,638 246 8,223 80 60 5,346 28 24 24 34 45 226 220 130
    ability. Quick turn enabled. (quadrupedal)

M15ML Sharman Tarakia Network 44,000 Multilegged model with high stability for  Multileg 1,692 242 7,998 78 59 5,814 26 27 27 32 38 235 234 130
    long-range fi re. (quadrupedal)

MSK-ML200 Morskoj Network 32,000 Multilegged model with high load capacity and  Multileg 1,710 230 8,062 80 56 6,028 26 23 24 30 25 217 240 130
    stability to reduce kickback. (quadrupedal)

MSK-ML201 Morskoj Network 35,000 Redesigned version of ML200 model with Multileg 1,800 225 8,436 88 58 5,968 24 22 23 28 23 216 232 130
    heavier armor. (quadrupedal)

MSK-ML210 Morskoj Network 38,000 New multilegged model. Extremely high stability  Multileg 1,980 265 8,932 90 67 6,120 23 29 28 34 29 239 245 130
    to absorb large cannon recoil. (quadrupedal)

MSK-ML211 Morskoj Network 43,000 Redesigned version of ML210 model. Multilegged  Multileg 2,034 260 9,456 95 69 5,875 21 21 22 28 27 215 235 130
    model with great armor. (quadrupedal)

ML-Thawr Sal Kar Network 46,000 Sal Kari multilegged model designed for using  Multileg 1,548 262 7,014 68 67 5,690 38 28 27 32 23 223 208 130
    fi rearms. High mobility. (quadrupedal)

ML-Baqara Sal Kar Network 49,000 New multilegged model of Sal Kar. Load capacity Multileg 1,584 255 7,436 72 73 5,508 33 22 23 31 21 213 202 130
    sacrifi ced in favor of heavy armor. (quadrupedal)

RFZ-ML-1 Tarakia Single play 36,000 Early Tarakian multilegged model that needs low  Multileg 1,634 208 7,541 70 55 5,801 28 25 23 30 24 209 228 130
    driving power. Suitable for using heavy fi rearms.  (quadrupedal)
    (Rafzakael Part) 

RFZ-ML-2 Morskoj Single play 32,000 Multilegged model with high load capacity and  Multileg 1,698 223 7,623 74 51 6,132 25 22 23 28 22 211 220 130
    stability to reduce kickback. (Rafzakael Part) (quadrupedal)

M05CL Custer Tarakia Network 34,000 Early caterpillar-leg model of Tarakia for  Treaded 2,009 155 6,531 65 53 5,292 53 21 22 72 81 197 209 85
    close-range combat.

M07CL Hooker Tarakia Network 36,000 Redesigned version of M05CL Custer model, Treaded 1,966 167 6,209 62 49 5,196 49 20 21 80 88 203 212 85
    with improved rotation speed.

M14CL Meade Tarakia Network 39,000 Caterpillar-leg model with high mobility for Treaded 2,041 150 5,987 60 46 5,349 57 24 24 66 73 211 201 85
    control car.
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MSK-CL110 Morskoj Network 35,000 Heavily armored caterpillar-leg model designed for  Treaded 2,117 173 6,823 72 49 5,427 43 19 20 76 80 192 207 85
    close-range combat. High defensive performance. 

MSK-CL101 Morskoj Network 38,000 Mobility improved version of CL100 model.  Treaded 2,074 158 7,517 72 48 5,551 45 19 19 68 70 189 192 85
    Caterpillar-leg model designed for control car.

MSK-CL100 Morskoj Network 42,000 Caterpillar-leg model designed for control car.  Treaded 2,160 150 6,385 62 43 5,630 40 16 17 65 75 187 188 85
    High load capacity and low energy consumption.

CL-Himar Sal Kar Network 40,000 Sal Kari caterpillar-leg model for close-range Treaded 1,858 185 6,132 63 58 5,011 52 21 20 83 90 201 194 85
    combat. Excellent turning speed.

CL-Baghl Sal Kar Network 43,000 Improved version of CL-Himar. Heavily armored  Treaded 1,901 188 6,603 68 63 5,135 48 18 17 78 84 185 190 85
    for high durability.

RFZ-CL-1 Tarakia Single play 34,000 Early caterpillar-leg model of Tarakia for  Treaded 1,999 152 6,231 60 48 5,308 50 18 20 66 73 194 199 85
    close-range combat. (Rafzakael Part)

RFZ-CL-2 Sal Kar Single play 40,000 Sal Kari caterpillar-leg model for close-range  Treaded 1,848 178 6,402 58 53 5,062 47 18 17 75 81 197 184 85
    combat. Excellent turning speed. (Rafzakael Part)

RFZ-CL-X Morskoj Single play 35,000 Heavily armored caterpillar-leg model designed Treaded 2,110 165 6,840 68 43 5,532 39 16 18 69 82 187 193 85
    for close-range combat. High defensive 
    performance. (Rafzakael Part)

M06HL Cushing Tarakia Network 41,000 Hover leg model with low energy consumption  Hover 1,088 156 3,005 50 33 3,848 117 8 7 130 38 131 83 90
    and high maximum speed. Floats on water.

M12HL Wells Tarakia Network 43,000 Heavily armored hover leg model.  Hover 1,112 165 4,028 53 36 3,910 111 9 12 135 36 134 84 90
    Mobility sacrifi ced.

MSK-HL600 Morskoj Network 26,000 Early Morskovian hover leg model with good  Hover 1,170 175 4,111 55 29 4,251 103 14 10 136 35 137 87 90
    acceleration and high load capacity. 
    Floats on water.

MSK-HL601 Morskoj Network 27,000 Redesigned version of HL600. Enhanced  Hover 1,123 178 3,935 52 28 4,056 107 15 11 139 39 144 83 90
    acceleration. 

HL-Ghazal Sal Kar Network 38,000 Hover leg model that fl oats on water. Slow  Hover 936 185 3,213 45 36 3,626 125 7 6 125 46 144 83 90
    acceleration but extremely high top speed.

HL-Labua Sal Kar Network 41,000 Improved version of HL-Ghazal for close-range  Hover 1,006 185 2,989 43 34 3,848 120 10 9 135 44 147 84 90
    combat. Great acceleration.

HL-Namir Sal Kar Network 44,000 Hover leg model for close-range combat with  Hover 977 178 3,421 46 39 3,744 113 8 10 150 48 150 96 90
    tight turning radius. Geared for evasion.

HL-Asad Sal Kar Network 49,000 Hover leg model with high load capacity for  Hover 983 180 3,605 48 41 4,056 110 11 10 142 47 148 94 90
    using many weapons.

RFZ-HL-1 Tarakia Single play 41,000 Hover leg model with low energy consumption and  Hover 1,032 141 3,331 48 30 3,882 106 7 6 117 35 117 75 90
    high maximum speed. Floats on water. 
    (Rafzakael Part)

RFZ-HL-2 Sal Kar Single play 38,000 Hover leg model that fl oats on water. Slow  Hover 916 176 3,003 41 32 3,654 113 6 5 116 41 137 73 90
    acceleration but extremely high top speed. 
    (Rafzakael Part)

M02WL Grierson Tarakia Network 32,000 Wheel leg model to drive on fl atland with Wheeled 1,178 144 4,045 52 36 3,939 100 23 23 120 57 155 101 75
    good acceleration.

M11WL Sheridan Tarakia Network 36,000 Wheel leg model that runs by least energy.  Wheeled 1,159 133 3,850 50 33 3,952 95 18 18 118 52 145 103 75
    Less infl uence when generator destroyed.

M16WL Meagher Tarakia Network 39,000 M02WL Grierson successor, focusing on turning  Wheeled 1,154 154 4,132 54 40 4,056 101 20 20 129 60 169 117 75
    speed for close-range combat.

MSK-WL300 Morskoj Network 30,000 Wheel leg model designed for driving on fl atland.  Wheeled 1,260 148 4,244 56 30 4,368 96 15 16 119 54 158 110 75
    High load capacity to carry many weapons.
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MSK-CL110 Morskoj Network 35,000 Heavily armored caterpillar-leg model designed for  Treaded 2,117 173 6,823 72 49 5,427 43 19 20 76 80 192 207 85
    close-range combat. High defensive performance. 

MSK-CL101 Morskoj Network 38,000 Mobility improved version of CL100 model.  Treaded 2,074 158 7,517 72 48 5,551 45 19 19 68 70 189 192 85
    Caterpillar-leg model designed for control car.

MSK-CL100 Morskoj Network 42,000 Caterpillar-leg model designed for control car.  Treaded 2,160 150 6,385 62 43 5,630 40 16 17 65 75 187 188 85
    High load capacity and low energy consumption.

CL-Himar Sal Kar Network 40,000 Sal Kari caterpillar-leg model for close-range Treaded 1,858 185 6,132 63 58 5,011 52 21 20 83 90 201 194 85
    combat. Excellent turning speed.

CL-Baghl Sal Kar Network 43,000 Improved version of CL-Himar. Heavily armored  Treaded 1,901 188 6,603 68 63 5,135 48 18 17 78 84 185 190 85
    for high durability.

RFZ-CL-1 Tarakia Single play 34,000 Early caterpillar-leg model of Tarakia for  Treaded 1,999 152 6,231 60 48 5,308 50 18 20 66 73 194 199 85
    close-range combat. (Rafzakael Part)

RFZ-CL-2 Sal Kar Single play 40,000 Sal Kari caterpillar-leg model for close-range  Treaded 1,848 178 6,402 58 53 5,062 47 18 17 75 81 197 184 85
    combat. Excellent turning speed. (Rafzakael Part)

RFZ-CL-X Morskoj Single play 35,000 Heavily armored caterpillar-leg model designed Treaded 2,110 165 6,840 68 43 5,532 39 16 18 69 82 187 193 85
    for close-range combat. High defensive 
    performance. (Rafzakael Part)

M06HL Cushing Tarakia Network 41,000 Hover leg model with low energy consumption  Hover 1,088 156 3,005 50 33 3,848 117 8 7 130 38 131 83 90
    and high maximum speed. Floats on water.

M12HL Wells Tarakia Network 43,000 Heavily armored hover leg model.  Hover 1,112 165 4,028 53 36 3,910 111 9 12 135 36 134 84 90
    Mobility sacrifi ced.

MSK-HL600 Morskoj Network 26,000 Early Morskovian hover leg model with good  Hover 1,170 175 4,111 55 29 4,251 103 14 10 136 35 137 87 90
    acceleration and high load capacity. 
    Floats on water.

MSK-HL601 Morskoj Network 27,000 Redesigned version of HL600. Enhanced  Hover 1,123 178 3,935 52 28 4,056 107 15 11 139 39 144 83 90
    acceleration. 

HL-Ghazal Sal Kar Network 38,000 Hover leg model that fl oats on water. Slow  Hover 936 185 3,213 45 36 3,626 125 7 6 125 46 144 83 90
    acceleration but extremely high top speed.

HL-Labua Sal Kar Network 41,000 Improved version of HL-Ghazal for close-range  Hover 1,006 185 2,989 43 34 3,848 120 10 9 135 44 147 84 90
    combat. Great acceleration.

HL-Namir Sal Kar Network 44,000 Hover leg model for close-range combat with  Hover 977 178 3,421 46 39 3,744 113 8 10 150 48 150 96 90
    tight turning radius. Geared for evasion.

HL-Asad Sal Kar Network 49,000 Hover leg model with high load capacity for  Hover 983 180 3,605 48 41 4,056 110 11 10 142 47 148 94 90
    using many weapons.

RFZ-HL-1 Tarakia Single play 41,000 Hover leg model with low energy consumption and  Hover 1,032 141 3,331 48 30 3,882 106 7 6 117 35 117 75 90
    high maximum speed. Floats on water. 
    (Rafzakael Part)

RFZ-HL-2 Sal Kar Single play 38,000 Hover leg model that fl oats on water. Slow  Hover 916 176 3,003 41 32 3,654 113 6 5 116 41 137 73 90
    acceleration but extremely high top speed. 
    (Rafzakael Part)

M02WL Grierson Tarakia Network 32,000 Wheel leg model to drive on fl atland with Wheeled 1,178 144 4,045 52 36 3,939 100 23 23 120 57 155 101 75
    good acceleration.

M11WL Sheridan Tarakia Network 36,000 Wheel leg model that runs by least energy.  Wheeled 1,159 133 3,850 50 33 3,952 95 18 18 118 52 145 103 75
    Less infl uence when generator destroyed.

M16WL Meagher Tarakia Network 39,000 M02WL Grierson successor, focusing on turning  Wheeled 1,154 154 4,132 54 40 4,056 101 20 20 129 60 169 117 75
    speed for close-range combat.

MSK-WL300 Morskoj Network 30,000 Wheel leg model designed for driving on fl atland.  Wheeled 1,260 148 4,244 56 30 4,368 96 15 16 119 54 158 110 75
    High load capacity to carry many weapons.
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MSK-WL310 Morskoj Network 34,000 Morskovian wheel leg model. Mobility sacrifi ced  Wheeled 1,361 146 4,431 58 36 4,564 94 13 15 121 52 147 105 75
    in favor of heavy armor. 

WL-Hisan Sal Kar Network 36,000 Wheel leg model that runs fast on fl atland. Wheeled 1,084 160 3,688 50 43 4,056 107 18 18 110 58 153 104 75
    Well-balanced energy output and acceleration.

WL-Faras Sal Kar Network 38,000 Wheel leg model with enhanced load capacity that  Wheeled 1,058 175 3,792 53 44 4,260 105 18 18 107 56 152 107 75
    maintains high mobility. 

WL-Jawad Sal Kar Network 40,000 Wheel leg model designed for close-range combat.  Wheeled 1,033 158 4,012 50 41 4,108 103 16 16 115 65 150 102 75
    Enhanced turning ability.

RFZ-WL-1 Tarakia Single play 32,000 Wheel leg model to drive on fl atland with good  Wheeled 1,158 136 3,702 47 33 4,088 95 18 20 110 50 144 92 75
    acceleration. (Rafzakael Part) 

RFZ-WL-2 Sal Kar Single play 36,000 Wheel leg model that runs fast on fl atland.  Wheeled 1,033 153 3,101 42 40 4,101 107 16 18 96 50 145 93 75
    Well-balanced energy output and acceleration. 
    (Rafzakael Part) 

   HOW TO BASE   ENERGY  KE CE SYSTEM INTERNAL CONDENSER CONDENSER PARTS
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT USE DURABILITY DEFENSE DEFENSE SOCKETS POWER CAPACITY REGEN MANAGEMENT

MSK-C10 Morskoj Network 25,000 Early Morskovian cockpit model with heavy armor and high durability. 707 55 4,136 50 23 9 194 1,290 230 21

MSK-C20 Morskoj Network 28,000 Improved version of C10 model with reinforced armor. 749 58 4,528 58 26 9 188 1,189 212 20

MSK-C100 Morskoj Network 33,000 Morskovian large cockpit model with dual joints on the sides. 1,057 52 6,326 68 30 8 154 827 195 21

MSK-C110 Morskoj Network 35,000 Enhanced internal power supply. Decreases the infl uence of generator destruction. 1,124 46 6,775 72 31 8 182 890 167 20

MSK-C1000 Morskoj Network 38,000 Morskovian super-size cockpit model that requires less power. 1,360 52 8,016 80 41 7 105 998 246 20

MSK-C1500 Morskoj Network 40,000 Power supply improved version of C1000. Solid performance. 1,421 56 8,362 81 43 7 131 858 197 21

MSK-C1001 Morskoj Network 48,000 Heavily armored cockpit model with overpowering defense and durability. 1,510 64 9,235 86 47 7 95 719 148 20

C-Sal Kar Sal Kar Network 33,000 Early Sal Kari cockpit model with excellent internal power supply. 607 55 3,168 43 42 9 268 2,207 394 19

C-Naml Sal Kar Network 36,000 Improved version of C-Sal Kar model. Lightweight design. 581 57 2,836 40 38 9 256 1,698 303 19

C-Dabbur Sal Kar Network 37,000 Second generation cockpit model of Sal Kar. Improved armor and durability. 658 52 3,862 48 45 9 228 1,494 267 20

C-Ankabut Sal Kar Network 40,000 Redesigned version of C-Dabbur model with enhanced condenser. 678 58 3,576 46 41 9 236 2,123 379 19

C-Nahl Sal Kar Network 44,000 Large cockpit model with dual joints on the sides. Good condenser performance. 923 75 5,284 51 49 8 205 2,116 412 20

C-Jarad Sal Kar Network 47,000 Large but lightweight cockpit model that requires less power. Easy to load weapons. 768 53 4,538 48 44 8 226 1,371 215 19

C-Farasha Sal Kar Network 50,000 Redesigned version of C-Jarad model with enhanced condenser. 803 62 4,946 50 47 8 235 1,641 368 19

M02CK Pickett Tarakia Network 32,000 Lightweight cockpit with less durability. 589 50 3,013 42 32 9 216 1,432 273 19

M07CK Brooke Tarakia Network 35,000 Improved version of M07CK Pickett model. Excellent power supply. 624 35 3,406 45 34 9 280 1,902 339 19

M01CK Forrest Tarakia Network 29,000 Early cockpit model with good balance in weight, performance, and armor. 692 46 3,795 48 30 9 240 1,528 258 19

M03CK Jackson Tarakia Network 40,000 Redesigned M01CK Forrest model. Improved energy consumption. 726 40 3,972 50 34 9 262 1,358 242 21

M04CK Stuart Tarakia Network 38,000 Tarakian large cockpit with dual joints on the sides. 924 56 5,618 60 38 8 136 1,418 286 19

M05CK Johnston Tarakia Network 42,000 Large cockpit model with high parts-loading capacity. 857 40 5,083 58 36 8 149 1,239 250 21

M06CK Lee Tarakia Network 46,000 Redesigned M04CK Stuart model. Armor reinforced. 963 57 5,843 65 40 8 103 1,170 236 20

RFZ-CK-B1 Morskoj Single play 33,000 Morskovian large cockpit model with dual joints on the sides. (Rafzakael Part) 1,022 46 5,632 60 28 8 138 766 180 21

RFZ-CK-A3 Sal Kar Single play 28,000 Early Sal Kari cockpit model with excellent internal power supply. (Rafzakael Part) 598 51 2,653 38 35 9 248 1,986 332 19

RFZ-CK-A1 Tarakia Single play 32,000 Lightweight cockpit with less durability. (Rafzakael Part) 583 48 2,658 40 22 9 200 1,320 205 19

RFZ-CK-A2 Tarakia Single play 29,000 Early cockpit model with good balance in weight, performance, and armor. (Rafzakael Part) 682 42 3,394 44 25 9 222 1,298 196 19

Cockpits
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MSK-WL310 Morskoj Network 34,000 Morskovian wheel leg model. Mobility sacrifi ced  Wheeled 1,361 146 4,431 58 36 4,564 94 13 15 121 52 147 105 75
    in favor of heavy armor. 

WL-Hisan Sal Kar Network 36,000 Wheel leg model that runs fast on fl atland. Wheeled 1,084 160 3,688 50 43 4,056 107 18 18 110 58 153 104 75
    Well-balanced energy output and acceleration.

WL-Faras Sal Kar Network 38,000 Wheel leg model with enhanced load capacity that  Wheeled 1,058 175 3,792 53 44 4,260 105 18 18 107 56 152 107 75
    maintains high mobility. 

WL-Jawad Sal Kar Network 40,000 Wheel leg model designed for close-range combat.  Wheeled 1,033 158 4,012 50 41 4,108 103 16 16 115 65 150 102 75
    Enhanced turning ability.

RFZ-WL-1 Tarakia Single play 32,000 Wheel leg model to drive on fl atland with good  Wheeled 1,158 136 3,702 47 33 4,088 95 18 20 110 50 144 92 75
    acceleration. (Rafzakael Part) 

RFZ-WL-2 Sal Kar Single play 36,000 Wheel leg model that runs fast on fl atland.  Wheeled 1,033 153 3,101 42 40 4,101 107 16 18 96 50 145 93 75
    Well-balanced energy output and acceleration. 
    (Rafzakael Part) 

   HOW TO BASE   ENERGY  KE CE SYSTEM INTERNAL CONDENSER CONDENSER PARTS
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT USE DURABILITY DEFENSE DEFENSE SOCKETS POWER CAPACITY REGEN MANAGEMENT

MSK-C10 Morskoj Network 25,000 Early Morskovian cockpit model with heavy armor and high durability. 707 55 4,136 50 23 9 194 1,290 230 21

MSK-C20 Morskoj Network 28,000 Improved version of C10 model with reinforced armor. 749 58 4,528 58 26 9 188 1,189 212 20

MSK-C100 Morskoj Network 33,000 Morskovian large cockpit model with dual joints on the sides. 1,057 52 6,326 68 30 8 154 827 195 21

MSK-C110 Morskoj Network 35,000 Enhanced internal power supply. Decreases the infl uence of generator destruction. 1,124 46 6,775 72 31 8 182 890 167 20

MSK-C1000 Morskoj Network 38,000 Morskovian super-size cockpit model that requires less power. 1,360 52 8,016 80 41 7 105 998 246 20

MSK-C1500 Morskoj Network 40,000 Power supply improved version of C1000. Solid performance. 1,421 56 8,362 81 43 7 131 858 197 21

MSK-C1001 Morskoj Network 48,000 Heavily armored cockpit model with overpowering defense and durability. 1,510 64 9,235 86 47 7 95 719 148 20

C-Sal Kar Sal Kar Network 33,000 Early Sal Kari cockpit model with excellent internal power supply. 607 55 3,168 43 42 9 268 2,207 394 19

C-Naml Sal Kar Network 36,000 Improved version of C-Sal Kar model. Lightweight design. 581 57 2,836 40 38 9 256 1,698 303 19

C-Dabbur Sal Kar Network 37,000 Second generation cockpit model of Sal Kar. Improved armor and durability. 658 52 3,862 48 45 9 228 1,494 267 20

C-Ankabut Sal Kar Network 40,000 Redesigned version of C-Dabbur model with enhanced condenser. 678 58 3,576 46 41 9 236 2,123 379 19

C-Nahl Sal Kar Network 44,000 Large cockpit model with dual joints on the sides. Good condenser performance. 923 75 5,284 51 49 8 205 2,116 412 20

C-Jarad Sal Kar Network 47,000 Large but lightweight cockpit model that requires less power. Easy to load weapons. 768 53 4,538 48 44 8 226 1,371 215 19

C-Farasha Sal Kar Network 50,000 Redesigned version of C-Jarad model with enhanced condenser. 803 62 4,946 50 47 8 235 1,641 368 19

M02CK Pickett Tarakia Network 32,000 Lightweight cockpit with less durability. 589 50 3,013 42 32 9 216 1,432 273 19

M07CK Brooke Tarakia Network 35,000 Improved version of M07CK Pickett model. Excellent power supply. 624 35 3,406 45 34 9 280 1,902 339 19

M01CK Forrest Tarakia Network 29,000 Early cockpit model with good balance in weight, performance, and armor. 692 46 3,795 48 30 9 240 1,528 258 19

M03CK Jackson Tarakia Network 40,000 Redesigned M01CK Forrest model. Improved energy consumption. 726 40 3,972 50 34 9 262 1,358 242 21

M04CK Stuart Tarakia Network 38,000 Tarakian large cockpit with dual joints on the sides. 924 56 5,618 60 38 8 136 1,418 286 19

M05CK Johnston Tarakia Network 42,000 Large cockpit model with high parts-loading capacity. 857 40 5,083 58 36 8 149 1,239 250 21

M06CK Lee Tarakia Network 46,000 Redesigned M04CK Stuart model. Armor reinforced. 963 57 5,843 65 40 8 103 1,170 236 20

RFZ-CK-B1 Morskoj Single play 33,000 Morskovian large cockpit model with dual joints on the sides. (Rafzakael Part) 1,022 46 5,632 60 28 8 138 766 180 21

RFZ-CK-A3 Sal Kar Single play 28,000 Early Sal Kari cockpit model with excellent internal power supply. (Rafzakael Part) 598 51 2,653 38 35 9 248 1,986 332 19

RFZ-CK-A1 Tarakia Single play 32,000 Lightweight cockpit with less durability. (Rafzakael Part) 583 48 2,658 40 22 9 200 1,320 205 19

RFZ-CK-A2 Tarakia Single play 29,000 Early cockpit model with good balance in weight, performance, and armor. (Rafzakael Part) 682 42 3,394 44 25 9 222 1,298 196 19
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   HOW TO BASE    KE CE POWER FUEL TANK HEAT
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT DURABILITY DEFENSE DEFENSE GENERATION CAPACITY GENERATION

MSK-G1501 Morskoj Download 45,000 Third-generation generator of Morskoj based on G1500. Armor improved.  625 5,057 68 39 404 107 365
     (Download Part)

MSK-G100 Morskoj Network 25,000 Morskovian standard generator with heavy armor. 605 4,798 65 37 365 100 239

MSK-G101 Morskoj Network 29,000 Improved version of G100. Lighter weight. 591 5,217 70 33 393 131 396

MSK-G1000 Morskoj Network 35,000 Morskovian large generator. Heavyweight, but high output. 585 4,272 62 30 376 126 359

MSK-G1500 Morskoj Network 41,000 Large generator focusing on high fuel capacity for long, drawn-out battle. 568 4,020 55 43 341 109 233

MSK-G10 Morskoj Network 42,000 Morskovian small generator. Excellent energy output. 614 4,424 58 45 426 116 376

G-Sal Kar Sal Kar Network 35,000 Early Sal Kari generator. Low energy output but extremely lightweight. 615 4,019 65 36 406 118 400

G-Zahara Sal Kar Network 37,000 Redesigned G-Sal Kar, focusing on power supply. High calorifi c value is a weak point. 579 3,719 63 27 390 159 413

G-Shajar Sal Kar Network 42,000 Sal Kari large and lightweight generator with high energy output. 559 2,406 52 40 350 123 293

G-Ushb Sal Kar Network 41,000 Small and lightweight generator. Output sacrifi ced in favor of weight. 603 2,735 55 42 400 123 422

G-Kala Sal Kar Network 45,000 Small generator with improved energy output. Usually used as additional generator  823 5,681 76 58 714 204 368
     because of low fuel capacity.

G-Saq Sal Kar Network 48,000 Extra generator with low calorifi c value and low output. Lightweight model. 811 5,548 72 55 679 218 387

M01G Papin Tarakia Network 30,000 Early Tarakian generator. Heated easily but high energy output. 906 6,180 86 50 844 220 432

M04G Volta Tarakia Network 34,000 Redesigned, lightweight model of M01G Papin. Improved calorifi c value. 848 5,877 78 45 784 233 405

M02G Franklin Tarakia Network 38,000 Tarakian large generator model. High energy output and low calorifi c value. 864 5,996 83 48 766 213 409

M05G Young Tarakia Network 41,000 Redesigned version of M02G Franklin. Energy output sacrifi ced in favor or  802 5,479 62 60 661 209 338
     lower weight.

M03G Ampere Tarakia Network 38,000 Extra generator to supply more output. Unsuitable to be used by itself because of 803 4,411 72 55 720 213 417
     its low fuel capacity.

M06G Nobili Tarakia Network 42,000 Small generator. Armor removed to decrease calorifi c value. 889 4,952 80 46 850 228 464

RFZ-GE-A2 Morskoj Single play 25,000 Morskovian standard generator with heavy armor. (Rafzakael Part) 376 2,827 45 30 219 57 237

RFZ-GE-B2 Morskoj Single play 35,000 Morskovian large generator. Heavyweight, but high output. (Rafzakael Part) 372 2,975 46 29 212 59 228

RFZ-GE-A3 Sal Kar Single play 35,000 Early Sal Kari generator. Low energy output but extremely lightweight.  470 3,312 50 28 275 73 322
     (Rafzakael Part)

RFZ-GE-A4 Sal Kar Single play 37,000 Sal Kar successor focusing on power supply. High calorifi c value is a weak point. 358 2,387 39 34 190 57 202
     (Rafzakael Part)

RFZ-GE-C1 Sal Kar Single play 41,000 Small and lightweight generator. Output sacrifi ced in favor of weight. (Rafzakael Part) 383 2,641 41 37 267 57 242

RFZ-GE-A1 Tarakia Single play 30,000 Early Tarakian generator. Heated easily but high energy output. (Rafzakael Part) 380 2,574 42 36 229 56 210

RFZ-GE-B1 Tarakia Single play 38,000 Tarakian large generator model. High energy output and low calorifi c value.  348 1,450 37 31 193 59 297
     (Rafzakael Part)

Generators

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE NA RANGE

MSK-NM1000 Morskoj Network 30,000 Morskovian large NA maker that creates a surrounding network area. 1,287 466 4,404 69 74 887

MSK-NM1500 Morskoj Network 32,000 Defensive NA maker that creates wide NA covering rear guards. 1,249 457 4,130 60 70 802

MSK-NM2000 Morskoj Network 36,000 Armored NA maker with high durability. Keeps working in tough situations. 1,350 502 4,622 78 76 913

MSK-NM2500 Morskoj Network 40,000 New Morskovian NA maker that creates a vast NA. 1,420 549 4,279 66 73 993

NM-Alkawn Sal Kar Network 33,000 Power-saving NA maker that creates a surrounding network area. 1,406 537 4,875 80 57 977

NM-Ashshams Sal Kar Network 37,000 Lightweight NA maker for mobile commanders. 1,631 569 5,213 84 59 1,127

NA Makers
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   HOW TO BASE    KE CE POWER FUEL TANK HEAT
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT DURABILITY DEFENSE DEFENSE GENERATION CAPACITY GENERATION

MSK-G1501 Morskoj Download 45,000 Third-generation generator of Morskoj based on G1500. Armor improved.  625 5,057 68 39 404 107 365
     (Download Part)

MSK-G100 Morskoj Network 25,000 Morskovian standard generator with heavy armor. 605 4,798 65 37 365 100 239

MSK-G101 Morskoj Network 29,000 Improved version of G100. Lighter weight. 591 5,217 70 33 393 131 396

MSK-G1000 Morskoj Network 35,000 Morskovian large generator. Heavyweight, but high output. 585 4,272 62 30 376 126 359

MSK-G1500 Morskoj Network 41,000 Large generator focusing on high fuel capacity for long, drawn-out battle. 568 4,020 55 43 341 109 233

MSK-G10 Morskoj Network 42,000 Morskovian small generator. Excellent energy output. 614 4,424 58 45 426 116 376

G-Sal Kar Sal Kar Network 35,000 Early Sal Kari generator. Low energy output but extremely lightweight. 615 4,019 65 36 406 118 400

G-Zahara Sal Kar Network 37,000 Redesigned G-Sal Kar, focusing on power supply. High calorifi c value is a weak point. 579 3,719 63 27 390 159 413

G-Shajar Sal Kar Network 42,000 Sal Kari large and lightweight generator with high energy output. 559 2,406 52 40 350 123 293

G-Ushb Sal Kar Network 41,000 Small and lightweight generator. Output sacrifi ced in favor of weight. 603 2,735 55 42 400 123 422

G-Kala Sal Kar Network 45,000 Small generator with improved energy output. Usually used as additional generator  823 5,681 76 58 714 204 368
     because of low fuel capacity.

G-Saq Sal Kar Network 48,000 Extra generator with low calorifi c value and low output. Lightweight model. 811 5,548 72 55 679 218 387

M01G Papin Tarakia Network 30,000 Early Tarakian generator. Heated easily but high energy output. 906 6,180 86 50 844 220 432

M04G Volta Tarakia Network 34,000 Redesigned, lightweight model of M01G Papin. Improved calorifi c value. 848 5,877 78 45 784 233 405

M02G Franklin Tarakia Network 38,000 Tarakian large generator model. High energy output and low calorifi c value. 864 5,996 83 48 766 213 409

M05G Young Tarakia Network 41,000 Redesigned version of M02G Franklin. Energy output sacrifi ced in favor or  802 5,479 62 60 661 209 338
     lower weight.

M03G Ampere Tarakia Network 38,000 Extra generator to supply more output. Unsuitable to be used by itself because of 803 4,411 72 55 720 213 417
     its low fuel capacity.

M06G Nobili Tarakia Network 42,000 Small generator. Armor removed to decrease calorifi c value. 889 4,952 80 46 850 228 464

RFZ-GE-A2 Morskoj Single play 25,000 Morskovian standard generator with heavy armor. (Rafzakael Part) 376 2,827 45 30 219 57 237

RFZ-GE-B2 Morskoj Single play 35,000 Morskovian large generator. Heavyweight, but high output. (Rafzakael Part) 372 2,975 46 29 212 59 228

RFZ-GE-A3 Sal Kar Single play 35,000 Early Sal Kari generator. Low energy output but extremely lightweight.  470 3,312 50 28 275 73 322
     (Rafzakael Part)

RFZ-GE-A4 Sal Kar Single play 37,000 Sal Kar successor focusing on power supply. High calorifi c value is a weak point. 358 2,387 39 34 190 57 202
     (Rafzakael Part)

RFZ-GE-C1 Sal Kar Single play 41,000 Small and lightweight generator. Output sacrifi ced in favor of weight. (Rafzakael Part) 383 2,641 41 37 267 57 242

RFZ-GE-A1 Tarakia Single play 30,000 Early Tarakian generator. Heated easily but high energy output. (Rafzakael Part) 380 2,574 42 36 229 56 210

RFZ-GE-B1 Tarakia Single play 38,000 Tarakian large generator model. High energy output and low calorifi c value.  348 1,450 37 31 193 59 297
     (Rafzakael Part)

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE NA RANGE

MSK-NM1000 Morskoj Network 30,000 Morskovian large NA maker that creates a surrounding network area. 1,287 466 4,404 69 74 887

MSK-NM1500 Morskoj Network 32,000 Defensive NA maker that creates wide NA covering rear guards. 1,249 457 4,130 60 70 802

MSK-NM2000 Morskoj Network 36,000 Armored NA maker with high durability. Keeps working in tough situations. 1,350 502 4,622 78 76 913

MSK-NM2500 Morskoj Network 40,000 New Morskovian NA maker that creates a vast NA. 1,420 549 4,279 66 73 993

NM-Alkawn Sal Kar Network 33,000 Power-saving NA maker that creates a surrounding network area. 1,406 537 4,875 80 57 977

NM-Ashshams Sal Kar Network 37,000 Lightweight NA maker for mobile commanders. 1,631 569 5,213 84 59 1,127
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NA MAkers (COntinued)
   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE NA RANGE

NM-Najm Sal Kar Network 40,000 Lightweight NA maker with large NA range for mobile commanders. 1,688 515 5,620 92 63 1,052

NM-Kawkab Sal Kar Network 42,000 Lightweight and power-saving NA maker based on NM-Ashshams. 1,758 618 5,812 99 66 1,201

M01NM Morse Tarakia Network 25,000 Early Tarakian NA maker. Creates a surrounding network area. 1,000 406 3,541 34 60 617

M02NM Bell Tarakia Network 28,000 Lightweight version of M02NM Morse model. Narrowed NA. 1,098 425 3,952 40 65 760

M03NM Hertz Tarakia Network 30,000 Energy consumption sacrifi ced to make wider NA. 1,134 432 4,133 48 68 847

M04NM Maxwell Tarakia Network 33,000 New NA maker based on M03NM Hertz. Wider NA connects areas easily. 833 357 3,721 37 62 460

RFZ-NM-2 Morskoj Single play 30,000 Morskovian large NA maker that creates a surrounding network area. (Rafzakael Part) 1,250 442 4,006 62 70 850

RFZ-NM-3 Sal Kar Single play 33,000 Power-saving NA maker that creates network area around. (Rafzakael Part) 1,388 513 4,422 75 50 922

RFZ-NM-1 Tarakia Single play 25,000 Early Tarakian NA maker. Creates network area around. (Rafzakael Part) 980 402 3,288 31 56 490

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE SEARCH RANGE

MSK-SD110 Morskoj Network 12,000 Night-vision sensor for sniper covering long and wide area. 62 31 3,117 29 19 980

MSK-SD111 Morskoj Network 13,500 Lightweight night-vision sensor, covering small area. 32 20 2,531 24 16 550

MSK-SD100 Morskoj Network 14,000 Energy-saving thermal sensor for close-range combat. 34 27 2,335 23 15 530

SD-Ayn Sal Kar Network 15,500 Energy-saving thermal sensor that covers large area. 62 44 2,632 26 17 700

SD-Anf Sal Kar Network 16,000 Land mine detector that covers wide area. High power consumption. 63 43 2,824 31 21 550

SD-Udhun Sal Kar Network 15,000 Land mine detector that covers narrow area. Low power consumption. 58 31 2,704 27 18 300

M01SD Huygens Tarakia Network 14,000 Night-vision sensor. Well-balanced coverage and energy. 57 25 3,024 25 17 600

M02SD Faraday Tarakia Network 14,500 Thermal sensor for close-range and mid-range gunbattle. 55 33 2,789 27 18 590

M03SD Kepler Tarakia Network 13,000 Tarakian land mine detector. Lightweight and easy to handle. 35 34 2,641 21 14 350

RFZ-ASD-S1 Morskoj Single play 14,000 Energy-saving thermal sensor for close-range combat. (Rafzakael Part) 32 25 2,051 21 13 470

RFZ-ASD-M1 Sal Kar Single play 15,000 Land mine detector that covers narrow area. Low power consumption. (Rafzakael Part) 56 28 2,486 25 16 250

RFZ-ASD-N1 Tarakia Single play 14,000 Night-vision sensor. Well-balanced coverage and energy. (Rafzakael Part) 55 22 2,841 22 15 500

Assist Parts

   HOW TO BASE

Sensors

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE EFFECTIVE TIME

MSK-JM100 Morskoj Network 8,500 NA jammer that hides from commander. Long duration. 182 48 2,681 40 20 50

JM-Barq Sal Kar Network 8,000 NA jammer that cannot be found in NA. Lightweight but short duration. 135 38 2,034 30 26 33

JM-Saiqa Sal Kar Network 9,000 NA jammer based on JM-Barq. Extended duration. 142 39 2,267 32 28 35

JM-Rad Sal Kar Network 10,500 NA jammer. Weight sacrifi ced in favor of duration. Suitable for long battles. 196 30 2,368 38 29 43

M01JM Sallet Tarakia Network 9,000 Power-saving NA jammer that remains active for a long time. 146 40 2,154 32 22 40

M02JM Basinet Tarakia Network 10,000 NA jammer with improved duration. Increased weight and power consumption. 155 46 2,467 35 23 46

RFZ-AJM-1 Tarakia Single play 9,000 Power-saving NA jammer that remains active for a long time. (Rafzakael Part) 140 39 1,670 28 20 38

   HOW TO BASE

NA Jammers
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   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE NA RANGE

NM-Najm Sal Kar Network 40,000 Lightweight NA maker with large NA range for mobile commanders. 1,688 515 5,620 92 63 1,052

NM-Kawkab Sal Kar Network 42,000 Lightweight and power-saving NA maker based on NM-Ashshams. 1,758 618 5,812 99 66 1,201

M01NM Morse Tarakia Network 25,000 Early Tarakian NA maker. Creates a surrounding network area. 1,000 406 3,541 34 60 617

M02NM Bell Tarakia Network 28,000 Lightweight version of M02NM Morse model. Narrowed NA. 1,098 425 3,952 40 65 760

M03NM Hertz Tarakia Network 30,000 Energy consumption sacrifi ced to make wider NA. 1,134 432 4,133 48 68 847

M04NM Maxwell Tarakia Network 33,000 New NA maker based on M03NM Hertz. Wider NA connects areas easily. 833 357 3,721 37 62 460

RFZ-NM-2 Morskoj Single play 30,000 Morskovian large NA maker that creates a surrounding network area. (Rafzakael Part) 1,250 442 4,006 62 70 850

RFZ-NM-3 Sal Kar Single play 33,000 Power-saving NA maker that creates network area around. (Rafzakael Part) 1,388 513 4,422 75 50 922

RFZ-NM-1 Tarakia Single play 25,000 Early Tarakian NA maker. Creates network area around. (Rafzakael Part) 980 402 3,288 31 56 490

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE SEARCH RANGE

MSK-SD110 Morskoj Network 12,000 Night-vision sensor for sniper covering long and wide area. 62 31 3,117 29 19 980

MSK-SD111 Morskoj Network 13,500 Lightweight night-vision sensor, covering small area. 32 20 2,531 24 16 550

MSK-SD100 Morskoj Network 14,000 Energy-saving thermal sensor for close-range combat. 34 27 2,335 23 15 530

SD-Ayn Sal Kar Network 15,500 Energy-saving thermal sensor that covers large area. 62 44 2,632 26 17 700

SD-Anf Sal Kar Network 16,000 Land mine detector that covers wide area. High power consumption. 63 43 2,824 31 21 550

SD-Udhun Sal Kar Network 15,000 Land mine detector that covers narrow area. Low power consumption. 58 31 2,704 27 18 300

M01SD Huygens Tarakia Network 14,000 Night-vision sensor. Well-balanced coverage and energy. 57 25 3,024 25 17 600

M02SD Faraday Tarakia Network 14,500 Thermal sensor for close-range and mid-range gunbattle. 55 33 2,789 27 18 590

M03SD Kepler Tarakia Network 13,000 Tarakian land mine detector. Lightweight and easy to handle. 35 34 2,641 21 14 350

RFZ-ASD-S1 Morskoj Single play 14,000 Energy-saving thermal sensor for close-range combat. (Rafzakael Part) 32 25 2,051 21 13 470

RFZ-ASD-M1 Sal Kar Single play 15,000 Land mine detector that covers narrow area. Low power consumption. (Rafzakael Part) 56 28 2,486 25 16 250

RFZ-ASD-N1 Tarakia Single play 14,000 Night-vision sensor. Well-balanced coverage and energy. (Rafzakael Part) 55 22 2,841 22 15 500

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE EFFECTIVE TIME

MSK-JM100 Morskoj Network 8,500 NA jammer that hides from commander. Long duration. 182 48 2,681 40 20 50

JM-Barq Sal Kar Network 8,000 NA jammer that cannot be found in NA. Lightweight but short duration. 135 38 2,034 30 26 33

JM-Saiqa Sal Kar Network 9,000 NA jammer based on JM-Barq. Extended duration. 142 39 2,267 32 28 35

JM-Rad Sal Kar Network 10,500 NA jammer. Weight sacrifi ced in favor of duration. Suitable for long battles. 196 30 2,368 38 29 43

M01JM Sallet Tarakia Network 9,000 Power-saving NA jammer that remains active for a long time. 146 40 2,154 32 22 40

M02JM Basinet Tarakia Network 10,000 NA jammer with improved duration. Increased weight and power consumption. 155 46 2,467 35 23 46

RFZ-AJM-1 Tarakia Single play 9,000 Power-saving NA jammer that remains active for a long time. (Rafzakael Part) 140 39 1,670 28 20 38
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   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE CHARGES

MSK-MC100 Morskoj Network 14,000 High-performance missile counter. Heavyweight but excellent accuracy. 256 10 3,016 53 30 17

MSK-MC200 Morskoj Network 13,500 Lightweight and accurate missile counter with low number of uses. 235 10 2,554 54 32 10

MS-Rih Sal Kar Network 15,000 Extremely lightweight Sal Kari missile counter with limited uses. 180 10 2,763 45 36 16

M01MC Shield Tarakia Network 13,000 Missile counter for extended battles. Low accuracy but many uses. 205 10 2,823 50 33 30

M02MC Bucker Tarakia Network 12,000 Accuracy improved version of M01MC Shield model for extended battles. 235 10 2,543 50 34 20

RFZ-AMS-1 Morskoj Single play 14,000 High-performance missile counter. Heavyweight but excellent accuracy. (Rafzakael Part) 250 8 2,608 50 38 18

   HOW TO BASE

Missile Counters

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE CONDENSER USE

MSK-RC100 Morskoj Network 10,000 High-power rotor craft enabling Hound to move in the air. 255 9 2,632 55 22 975

RC-Sununu Sal Kar Network 9,000 High-power rotor craft enabling Hound to move in the air. 199 12 2,321 21 34 650

RC-Nasr Sal Kar Network 12,000 Redesigned version of RC-Sununu with more energy output and speed. 215 15 2,401 24 28 700

RC-Saqr Sal Kar Network 13,000 Effi cient rotor craft for uprising.  225 14 2,436 26 31 403

RC-Tawus Sal Kar Network 14,500 Lightweight rotor craft with high energy output. 235 18 2,608 25 28 845

M01RC Cayley Tarakia Network 9,500 Rotor craft that enables long gliding in the air.  235 11 2,531 41 30 520

M02RC Wright Tarakia Network 11,500 Improved version of M01RC Cayley model. Enhanced output supports ascent for a short time. 245 13 2,614 36 28 598

RFZ-ARC-1 Sal Kar Single play 9,000 High-power rotor craft for Hound to move in the air. (Rafzakael Part) 185 11 2,231 20 30 676

   HOW TO BASE

Rotor Crafts

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE DISPERSION

MSK-RD100 Morskoj Network 6,200 Large radiator with good cooling performance. 105 12 2,638 32 13 260

MSK-RD110 Morskoj Network 6,500 Redesigned radiator. Energy saved. 110 10 2,598 36 14 240

MSK-RD120 Morskoj Network 6,800 Large radiator with maximized cooling performance. 112 25 2,741 42 15 305

RD-Nahar Sal Kar Network 6,300 Small-size radiator. Lightweight and easy to handle. 86 15 2,136 27 22 150

RD-Buhayra Sal Kar Network 6,500 Redesigned version of RD-Nahar model. Enlarged for general purpose. 92 22 2,179 28 25 260

M01RD Carnot Tarakia Network 5,300 Radiator with well-balanced weight and cooling performance. 91 11 2,336 31 16 200

M02RD Kelvin Tarakia Network 5,800 Improved version of M01RD Carnot with enhanced cooling performance. 102 10 2,541 30 15 230

RFZ-ARD-1 Morskoj Single play 6,300 Large radiator with good cooling performance. (Rafzakael Part) 103 8 2,002 28 14 235

   HOW TO BASE

Radiators

   HOW TO
PART NAME COUNTRY ACQUIRE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE ADDITIONAL FUEL

MSK-FS100 Morskoj Network Morskovian additional energy tank that can also be used as a spacer. 180 7 2,531 35 8 150

MSK-FS101 Morskoj Network Improved version of FS100 model with larger energy tank. 192 8 2,824 40 9 200

FS-Halib Sal Kar Network Lightweight additional energy tank. Low capacity. 106 2 1,718 11 10 60

FS-Zabadi Sal Kar Network Redesigned version of FS-Halib model with more capacity. 115 3 2,016 12 12 90

M01FS Boyle Tarakia Network Additional energy tank for generator. 138 3 2,014 22 6 80

M02FS Charles Tarakia Network Large-capacity energy tank for high-power consumption. 149 4 2,361 27 8 120

RFZ-AFS-1 Sal Kar Single play Lightweight additional energy tank. Low capacity. (Rafzakael Part) 104 2 935 9 2 50

Fuel Storage
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   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE CHARGES

MSK-MC100 Morskoj Network 14,000 High-performance missile counter. Heavyweight but excellent accuracy. 256 10 3,016 53 30 17

MSK-MC200 Morskoj Network 13,500 Lightweight and accurate missile counter with low number of uses. 235 10 2,554 54 32 10

MS-Rih Sal Kar Network 15,000 Extremely lightweight Sal Kari missile counter with limited uses. 180 10 2,763 45 36 16

M01MC Shield Tarakia Network 13,000 Missile counter for extended battles. Low accuracy but many uses. 205 10 2,823 50 33 30

M02MC Bucker Tarakia Network 12,000 Accuracy improved version of M01MC Shield model for extended battles. 235 10 2,543 50 34 20

RFZ-AMS-1 Morskoj Single play 14,000 High-performance missile counter. Heavyweight but excellent accuracy. (Rafzakael Part) 250 8 2,608 50 38 18

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE CONDENSER USE

MSK-RC100 Morskoj Network 10,000 High-power rotor craft enabling Hound to move in the air. 255 9 2,632 55 22 975

RC-Sununu Sal Kar Network 9,000 High-power rotor craft enabling Hound to move in the air. 199 12 2,321 21 34 650

RC-Nasr Sal Kar Network 12,000 Redesigned version of RC-Sununu with more energy output and speed. 215 15 2,401 24 28 700

RC-Saqr Sal Kar Network 13,000 Effi cient rotor craft for uprising.  225 14 2,436 26 31 403

RC-Tawus Sal Kar Network 14,500 Lightweight rotor craft with high energy output. 235 18 2,608 25 28 845

M01RC Cayley Tarakia Network 9,500 Rotor craft that enables long gliding in the air.  235 11 2,531 41 30 520

M02RC Wright Tarakia Network 11,500 Improved version of M01RC Cayley model. Enhanced output supports ascent for a short time. 245 13 2,614 36 28 598

RFZ-ARC-1 Sal Kar Single play 9,000 High-power rotor craft for Hound to move in the air. (Rafzakael Part) 185 11 2,231 20 30 676

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE DISPERSION

MSK-RD100 Morskoj Network 6,200 Large radiator with good cooling performance. 105 12 2,638 32 13 260

MSK-RD110 Morskoj Network 6,500 Redesigned radiator. Energy saved. 110 10 2,598 36 14 240

MSK-RD120 Morskoj Network 6,800 Large radiator with maximized cooling performance. 112 25 2,741 42 15 305

RD-Nahar Sal Kar Network 6,300 Small-size radiator. Lightweight and easy to handle. 86 15 2,136 27 22 150

RD-Buhayra Sal Kar Network 6,500 Redesigned version of RD-Nahar model. Enlarged for general purpose. 92 22 2,179 28 25 260

M01RD Carnot Tarakia Network 5,300 Radiator with well-balanced weight and cooling performance. 91 11 2,336 31 16 200

M02RD Kelvin Tarakia Network 5,800 Improved version of M01RD Carnot with enhanced cooling performance. 102 10 2,541 30 15 230

RFZ-ARD-1 Morskoj Single play 6,300 Large radiator with good cooling performance. (Rafzakael Part) 103 8 2,002 28 14 235

   HOW TO
PART NAME COUNTRY ACQUIRE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE ADDITIONAL FUEL

MSK-FS100 Morskoj Network Morskovian additional energy tank that can also be used as a spacer. 180 7 2,531 35 8 150

MSK-FS101 Morskoj Network Improved version of FS100 model with larger energy tank. 192 8 2,824 40 9 200

FS-Halib Sal Kar Network Lightweight additional energy tank. Low capacity. 106 2 1,718 11 10 60

FS-Zabadi Sal Kar Network Redesigned version of FS-Halib model with more capacity. 115 3 2,016 12 12 90

M01FS Boyle Tarakia Network Additional energy tank for generator. 138 3 2,014 22 6 80

M02FS Charles Tarakia Network Large-capacity energy tank for high-power consumption. 149 4 2,361 27 8 120

RFZ-AFS-1 Sal Kar Single play Lightweight additional energy tank. Low capacity. (Rafzakael Part) 104 2 935 9 2 50
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   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT DURABILITY KE DEFENSE CE DEFENSE POWER USE

AM-Safi h Sal Kar Download 6,300 Special armor that has gunpowder inside. High-CE armor property. (Download Part) 126 3,020 84 94 1

M02AM Vambrace Tarakia Download 7,500 Additional armor with enhanced KE armor. Easy to turn bullets. (Download Part) 133 5,762 78 40 1

MSK-AM110 Morskoj Network 5,000 Additional armor to turn bullets. Heavyweight but good stability. 140 6,280 78 40 1

MSK-AM120 Morskoj Network 5,500 Large additional armor with especially high durability. 142 6,483 75 44 1

MSK-AM130 Morskoj Network 6,500 Large armor based on AM110 model. Heavyweight but good durability. 145 6,802 81 48 1

MSK-AM100 Morskoj Network 7,800 Morskovian small armor with high durability. Easy to load. 135 6,419 72 44 1

MSK-AM1000 Morskoj Network 6,000 Special armor that has gunpowder inside. High-KE armor property. 138 2,763 98 88 1

MSK-AM1100 Morskoj Network 6,800 Minimized special armor. 131 3,241 98 88 1

MSK-AM1200 Morskoj Network 7,800 Large special armor that guards wide area. Enhanced durability. 160 3,606 98 88 1

AM-Dhahab Sal Kar Network 6,800 Sal Kari special armor. Extremely lightweight and easy to load. 117 5,608 66 40 1

AM-Fidda Sal Kar Network 7,600 Additional armor suitable for turning bullets. Enhanced-KE armor property. 125 6,051 72 52 1

AM-Nuhas Sal Kar Network 8,000 Sal Kari additional armor. Lightweight and high durability. 132 6,103 69 56 1

AM-Hadid Sal Kar Network 5,600 Sal Kari small special armor. Extremely lightweight and easy to load. 120 2,513 84 94 1

M01AM Gauntlet Tarakia Network 7,000 Tarakian additional armor. Small and easy to load. 129 6,012 72 32 1

M04AM Couter Tarakia Network 8,500 Large additional armor to cover wide area. 138 5,725 75 44 1

M03AM Greave Tarakia Network 9,000 Special armor that has gunpowder inside. Low durability. 129 2,698 94 94 1

M05AM Poleyn Tarakia Network 10,000 Improved armor with more weight and durability. 140 3,562 94 94 1

RFZ-AAM-1 Morskoj Single play 5,000 Additional armor to turn bullets. Heavyweight but good stability. (Rafzakael Part) 135 6,022 75 36 1

RFZ-AAM-2 Morskoj Single play 6,000 Special armor that has gunpowder inside. High-KE armor property. (Rafzakael Part) 133 2,523 94 80 1

RFZ-AAM-3 Sal Kar Single play 6,800 Sal Kari special armor. Extremely lightweight and easy to load. (Rafzakael Part) 112 5,316 63 38 1

   HOW TO BASE

Armor

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE

MSK-SP600 Morskoj Download 5,000 Morskovian spacer, useful in various locations. (Download Part) 330 5 7,000 83 55

SP-Sadr Sal Kar Download 5,000 Sal Kari trapezoidal spacer for extending junctions. (Download Part) 280 5 5,000 76 60

SP-Rijil Sal Kar Download 5,000 Sal Kari T-spacer with separated junctions. (Download Part) 290 5 5,000 76 60

M04SP Finger Tarakia Download 5,000 Tarakian V-spacer to have 2 junctions. (Download Part) 305 5 6,000 80 57

MSK-SP100 Morskoj Network 5,000 Morskovian trapezoidal spacer to extend junctions. 320 5 7,000 83 55

MSK-SP200 Morskoj Network 10,000 Morskovian spacer to avoid parts interference. Junctions on six facets. 325 5 7,000 83 55

MSK-SP400 Morskoj Network 5,000 Morskovian T-spacer with separated junctions. 330 5 7,000 83 55

MSK-SP500 Morskoj Network 5,000 Morskovian spacer for changing a junction position. 320 5 7,000 83 55

MSK-SP300 Morskoj Network 5,000 Morskovian V-spacer with 2 junctions. 325 5 7,000 83 55

SP-Dhira Sal Kar Network 5,000 Sal Kari spacer for avoiding parts interference. Junctions on six facets. 285 5 5,000 76 60

SP-Yad Sal Kar Network 5,000 Sal Kari spacer to change junction position. 280 5 5,000 76 60

SP-Zahr Sal Kar Network 5,000 Sal Kari V-spacer with 2 junctions. 285 5 5,000 76 60

SP-Isba Sal Kar Network 5,000 Sal Kari spacer, useful in various locations. 290 5 5,000 76 60

M02SP Abdomen Tarakia Network 5,000 Tarakian trapezoidal spacer to extend junctions. 300 5 6,000 80 57

M01SP Born Tarakia Network 10,000 Tarakian spacer to avoid parts interference. Junctions on six facets. 305 5 6,000 80 57

M05SP Chest Tarakia Network 10,000 Tarakian T-spacer with separated junctions. 310 5 6,000 80 57

SPACERS
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AM-Safi h Sal Kar Download 6,300 Special armor that has gunpowder inside. High-CE armor property. (Download Part) 126 3,020 84 94 1

M02AM Vambrace Tarakia Download 7,500 Additional armor with enhanced KE armor. Easy to turn bullets. (Download Part) 133 5,762 78 40 1

MSK-AM110 Morskoj Network 5,000 Additional armor to turn bullets. Heavyweight but good stability. 140 6,280 78 40 1

MSK-AM120 Morskoj Network 5,500 Large additional armor with especially high durability. 142 6,483 75 44 1

MSK-AM130 Morskoj Network 6,500 Large armor based on AM110 model. Heavyweight but good durability. 145 6,802 81 48 1

MSK-AM100 Morskoj Network 7,800 Morskovian small armor with high durability. Easy to load. 135 6,419 72 44 1

MSK-AM1000 Morskoj Network 6,000 Special armor that has gunpowder inside. High-KE armor property. 138 2,763 98 88 1

MSK-AM1100 Morskoj Network 6,800 Minimized special armor. 131 3,241 98 88 1

MSK-AM1200 Morskoj Network 7,800 Large special armor that guards wide area. Enhanced durability. 160 3,606 98 88 1

AM-Dhahab Sal Kar Network 6,800 Sal Kari special armor. Extremely lightweight and easy to load. 117 5,608 66 40 1

AM-Fidda Sal Kar Network 7,600 Additional armor suitable for turning bullets. Enhanced-KE armor property. 125 6,051 72 52 1

AM-Nuhas Sal Kar Network 8,000 Sal Kari additional armor. Lightweight and high durability. 132 6,103 69 56 1

AM-Hadid Sal Kar Network 5,600 Sal Kari small special armor. Extremely lightweight and easy to load. 120 2,513 84 94 1

M01AM Gauntlet Tarakia Network 7,000 Tarakian additional armor. Small and easy to load. 129 6,012 72 32 1

M04AM Couter Tarakia Network 8,500 Large additional armor to cover wide area. 138 5,725 75 44 1

M03AM Greave Tarakia Network 9,000 Special armor that has gunpowder inside. Low durability. 129 2,698 94 94 1

M05AM Poleyn Tarakia Network 10,000 Improved armor with more weight and durability. 140 3,562 94 94 1

RFZ-AAM-1 Morskoj Single play 5,000 Additional armor to turn bullets. Heavyweight but good stability. (Rafzakael Part) 135 6,022 75 36 1

RFZ-AAM-2 Morskoj Single play 6,000 Special armor that has gunpowder inside. High-KE armor property. (Rafzakael Part) 133 2,523 94 80 1

RFZ-AAM-3 Sal Kar Single play 6,800 Sal Kari special armor. Extremely lightweight and easy to load. (Rafzakael Part) 112 5,316 63 38 1

   HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE

MSK-SP600 Morskoj Download 5,000 Morskovian spacer, useful in various locations. (Download Part) 330 5 7,000 83 55

SP-Sadr Sal Kar Download 5,000 Sal Kari trapezoidal spacer for extending junctions. (Download Part) 280 5 5,000 76 60

SP-Rijil Sal Kar Download 5,000 Sal Kari T-spacer with separated junctions. (Download Part) 290 5 5,000 76 60

M04SP Finger Tarakia Download 5,000 Tarakian V-spacer to have 2 junctions. (Download Part) 305 5 6,000 80 57

MSK-SP100 Morskoj Network 5,000 Morskovian trapezoidal spacer to extend junctions. 320 5 7,000 83 55

MSK-SP200 Morskoj Network 10,000 Morskovian spacer to avoid parts interference. Junctions on six facets. 325 5 7,000 83 55

MSK-SP400 Morskoj Network 5,000 Morskovian T-spacer with separated junctions. 330 5 7,000 83 55

MSK-SP500 Morskoj Network 5,000 Morskovian spacer for changing a junction position. 320 5 7,000 83 55

MSK-SP300 Morskoj Network 5,000 Morskovian V-spacer with 2 junctions. 325 5 7,000 83 55

SP-Dhira Sal Kar Network 5,000 Sal Kari spacer for avoiding parts interference. Junctions on six facets. 285 5 5,000 76 60

SP-Yad Sal Kar Network 5,000 Sal Kari spacer to change junction position. 280 5 5,000 76 60

SP-Zahr Sal Kar Network 5,000 Sal Kari V-spacer with 2 junctions. 285 5 5,000 76 60

SP-Isba Sal Kar Network 5,000 Sal Kari spacer, useful in various locations. 290 5 5,000 76 60

M02SP Abdomen Tarakia Network 5,000 Tarakian trapezoidal spacer to extend junctions. 300 5 6,000 80 57

M01SP Born Tarakia Network 10,000 Tarakian spacer to avoid parts interference. Junctions on six facets. 305 5 6,000 80 57

M05SP Chest Tarakia Network 10,000 Tarakian T-spacer with separated junctions. 310 5 6,000 80 57
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  HOW TO BASE
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION WEIGHT POWER USE DURABILITY KE DEFENSE CE DEFENSE

M03SP Neck Tarakia Network 5,000 Tarakian spacer to change junction position. 300 5 6,000 80 57

M06SP Arm Tarakia Network 5,000 Tarakian spacer, useful in various locations. 310 5 6,000 80 57

RFZ-ASP-2 Morskoj Single play 5,000 Morskoj trapezoidal spacer to extend junctions. (Rafzakael Part) 270 5 4,000 70 52

RFZ-ASP-3 Sal Kar Single play 5,000 Sal Kari spacer to change junction position. (Rafzakael Part) 270 5 4,000 70 52

RFZ-ASP-1 Tarakia Single play 5,000 Tarakian spacer to avoid parts interference. Junctions on six facets. (Rafzakael Part) 270 5 4,000 70 52

Spacers (COntinued)

   HOW TO BASE    POWER  KE CE BULLET ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION CATEGORY WEIGHT USE DURABILITY DEFENSE DEFENSE NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

M15HR Guisarme Tarakia Network 25,000 Large rocket launcher with great  Huge  1,308 86 4,671 53 38 n/a KE 882 Rocket 250 90 n/a 4 88 Snipe 3,600 180
    fi repower. Short charging time. rocket

M29HR Trident Tarakia Network 28,000 Improved version of M15HR Guisarme  Huge  1,248 80 4,135 50 36 n/a KE 882 Rocket 250 90 n/a 4 88 Snipe 3,600 180
    model. Lightweight. rocket

MSK-HR1000 Morskoj Network 30,000 Large rocket launcher with high Huge  1,319 85 4,796 58 28 n/a KE 940 Rocket 220 90 n/a 5 100 Snipe 3,100 180
    fi repower. Launches rockets rapidly. rocket

MSK-HR1001 Morskoj Download 33,000 Large rocket launcher with shorter  Huge  1,360 100 5,267 62 30 n/a KE 940 Rocket 220 90 n/a 5 100 Snipe 2,100 180
    charging time. (Download Part) rocket

HRl-Basal Sal Kar Network 29,000 Rapid-fi ring rocket launcher. Ammo  Huge  1,219 64 3,801 46 42 n/a KE 852 Rocket 200 90 n/a 4 80 Snipe 1,900 180
    capacity sacrifi ced in favor of weight. rocket

RFZ-WHR-1 Tarakia Single play 25,000 Large rocket launcher with great Huge  1,274 78 4,351 50 35 n/a KE 882 Rocket 250 90 n/a 4 88 Snipe 4,200 180
    fi repower. Short charging time.  rocket
    (Rafzakael Part)

M14MS Javelin Tarakia Network 30,000 Missile launcher with short fi ring range.  Missile 1,299 135 4,431 58 40 n/a KE 931 Missile 200 95 n/a 1 15 Missile 3,000 300
    Suitable for close-range combat. 

M26MS Tomahawk Tarakia Network 33,000 Redesigned version of M14MS Javelin  Missile 1,316 150 4,262 55 38 n/a KE 931 Missile 200 95 n/a 1 24 Missile 3,200 300
    with more ammo capacity for long battles.

MSK-MS1000 Morskoj Network 29,000 Morskovian missile launcher for  Missile 1,353 160 4,667 60 30 n/a KE 838 Missile 180 95 n/a 2 20 Missile 3,500 300
    close-range combat.

MSK-MS1500 Morskoj Network 32,000 Single missile launcher. Great Missile 1,375 142 5,003 65 32 n/a KE 1,025 Missile 160 95 n/a 1 16 Missile 2,800 300
    attack power.

MSK-MS1501 Morskoj Network 35,000 Improved version of MS1500 model with  Missile 1,428 138 5,276 68 36 n/a KE 1,080 Missile 160 95 n/a 1 18 Missile 3,200 300
    greater attack power to destroy enemies.

Msl-Khadrawat Sal Kar Network 28,000 Lightweight missile launcher with short  Missile 1,237 130 4,050 43 50 n/a KE 842 Missile 220 0 n/a 1 25 Missile 2,500 300
    fi ring range. Suitable for 
    close-range combat.

RFZ-WMS-1 Morskoj Single play 29,000 Morskovian missile launcher for  Missile 1,353 148 4,463 56 27 n/a KE 838 Missile 180 95 n/a 2 20 Missile 4,000 300
    close-range combat. (Rafzakael Part)

MSK-MS1001 Morskoj Download 33,000 Improved MS1000. More powerful  Missile 1,504 170 4,921 62 38 n/a KE 838 Missile 180 95 n/a 2 16 Missile 4,000 300
    propellant increases muzzle velocity. 
    (Download Part)

M16HC Bastard Tarakia Network 22,000 Huge cannon with overwhelming range.  Huge  1,345 88 5,512 60 40
    Great destructive power but  cannon     
    great kickback.       

M16HC BASTARD  ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,500 HE 1,500 300 All-Purpose HE. Explosion causes splash damage. 1 57 High-Angle 6,800 80
HE300-60 KE 1,700 HE 1,500 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,000 HE 1,500 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,600 APFSDS 1,500 270 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,800 APFSDS 1,500 290 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,200 APFSDS 1,450 340 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

Heavy Arms
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M03SP Neck Tarakia Network 5,000 Tarakian spacer to change junction position. 300 5 6,000 80 57

M06SP Arm Tarakia Network 5,000 Tarakian spacer, useful in various locations. 310 5 6,000 80 57

RFZ-ASP-2 Morskoj Single play 5,000 Morskoj trapezoidal spacer to extend junctions. (Rafzakael Part) 270 5 4,000 70 52

RFZ-ASP-3 Sal Kar Single play 5,000 Sal Kari spacer to change junction position. (Rafzakael Part) 270 5 4,000 70 52

RFZ-ASP-1 Tarakia Single play 5,000 Tarakian spacer to avoid parts interference. Junctions on six facets. (Rafzakael Part) 270 5 4,000 70 52

   HOW TO BASE    POWER  KE CE BULLET ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION CATEGORY WEIGHT USE DURABILITY DEFENSE DEFENSE NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

M15HR Guisarme Tarakia Network 25,000 Large rocket launcher with great  Huge  1,308 86 4,671 53 38 n/a KE 882 Rocket 250 90 n/a 4 88 Snipe 3,600 180
    fi repower. Short charging time. rocket

M29HR Trident Tarakia Network 28,000 Improved version of M15HR Guisarme  Huge  1,248 80 4,135 50 36 n/a KE 882 Rocket 250 90 n/a 4 88 Snipe 3,600 180
    model. Lightweight. rocket

MSK-HR1000 Morskoj Network 30,000 Large rocket launcher with high Huge  1,319 85 4,796 58 28 n/a KE 940 Rocket 220 90 n/a 5 100 Snipe 3,100 180
    fi repower. Launches rockets rapidly. rocket

MSK-HR1001 Morskoj Download 33,000 Large rocket launcher with shorter  Huge  1,360 100 5,267 62 30 n/a KE 940 Rocket 220 90 n/a 5 100 Snipe 2,100 180
    charging time. (Download Part) rocket

HRl-Basal Sal Kar Network 29,000 Rapid-fi ring rocket launcher. Ammo  Huge  1,219 64 3,801 46 42 n/a KE 852 Rocket 200 90 n/a 4 80 Snipe 1,900 180
    capacity sacrifi ced in favor of weight. rocket

RFZ-WHR-1 Tarakia Single play 25,000 Large rocket launcher with great Huge  1,274 78 4,351 50 35 n/a KE 882 Rocket 250 90 n/a 4 88 Snipe 4,200 180
    fi repower. Short charging time.  rocket
    (Rafzakael Part)

M14MS Javelin Tarakia Network 30,000 Missile launcher with short fi ring range.  Missile 1,299 135 4,431 58 40 n/a KE 931 Missile 200 95 n/a 1 15 Missile 3,000 300
    Suitable for close-range combat. 

M26MS Tomahawk Tarakia Network 33,000 Redesigned version of M14MS Javelin  Missile 1,316 150 4,262 55 38 n/a KE 931 Missile 200 95 n/a 1 24 Missile 3,200 300
    with more ammo capacity for long battles.

MSK-MS1000 Morskoj Network 29,000 Morskovian missile launcher for  Missile 1,353 160 4,667 60 30 n/a KE 838 Missile 180 95 n/a 2 20 Missile 3,500 300
    close-range combat.

MSK-MS1500 Morskoj Network 32,000 Single missile launcher. Great Missile 1,375 142 5,003 65 32 n/a KE 1,025 Missile 160 95 n/a 1 16 Missile 2,800 300
    attack power.

MSK-MS1501 Morskoj Network 35,000 Improved version of MS1500 model with  Missile 1,428 138 5,276 68 36 n/a KE 1,080 Missile 160 95 n/a 1 18 Missile 3,200 300
    greater attack power to destroy enemies.

Msl-Khadrawat Sal Kar Network 28,000 Lightweight missile launcher with short  Missile 1,237 130 4,050 43 50 n/a KE 842 Missile 220 0 n/a 1 25 Missile 2,500 300
    fi ring range. Suitable for 
    close-range combat.

RFZ-WMS-1 Morskoj Single play 29,000 Morskovian missile launcher for  Missile 1,353 148 4,463 56 27 n/a KE 838 Missile 180 95 n/a 2 20 Missile 4,000 300
    close-range combat. (Rafzakael Part)

MSK-MS1001 Morskoj Download 33,000 Improved MS1000. More powerful  Missile 1,504 170 4,921 62 38 n/a KE 838 Missile 180 95 n/a 2 16 Missile 4,000 300
    propellant increases muzzle velocity. 
    (Download Part)

M16HC Bastard Tarakia Network 22,000 Huge cannon with overwhelming range.  Huge  1,345 88 5,512 60 40
    Great destructive power but  cannon     
    great kickback.       

M16HC BASTARD  ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,500 HE 1,500 300 All-Purpose HE. Explosion causes splash damage. 1 57 High-Angle 6,800 80
HE300-60 KE 1,700 HE 1,500 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,000 HE 1,500 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,600 APFSDS 1,500 270 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,800 APFSDS 1,500 290 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,200 APFSDS 1,450 340 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660
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   HOW TO BASE    POWER  KE CE BULLET ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION CATEGORY WEIGHT USE DURABILITY DEFENSE DEFENSE NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

M25HC Gram Tarakia Network 26,000 Improved version of M16HC Bastard.  Huge  1,403 100 5,235 58 39
    Targeting accuracy increased. cannon

M25HC Gram ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,350 HE 1,500 300 All-Purpose HE. Explosion causes splash damage. 1 57 High-Angle 6,800 80 
HE300-60 KE 1,550 HE 1,500 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 1,850 HE 1,500 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,400 APFSDS 1,500 250 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,600 APFSDS 1,500 280 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,000 APFSDS 1,450 320 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

MSK-HC1000/O Morskoj Network 25,000 High-power large cannon with extreme Huge  1,430 90 5,783 66 36 
    destructive power. cannon

MSK-HC1000/O ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,600 HE 1,600 300 All-Purpose HE. Explosion causes splash damage. 1 48 High-Angle 8,000 80
HE300-60 KE 1,800 HE 1,600 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,100 HE 1,600 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,800 APFSDS 1,600 290 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 2,000 APFSDS 1,600 320 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,400 APFSDS 1,550 340 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

MSK-HC1001/O Morskoj Network 30,000 Improved version of MSK-HC1000/0.  Huge  1,501 90 6,214 68 38
    Increased ammo capacity. cannon

MSK-HC1001/O ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,700 HE 1,600 300 All-Purpose HE. Explosion causes splash damage. 1 63 High-Angle 8,800 80
HE300-60 KE 1,900 HE 1,600 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,200 HE 1,600 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,900 APFSDS 1,600 300 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 2,100 APFSDS 1,600 330 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,500 APFSDS 1,550 350 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

MSK-HC1500/D Morskoj Network 33,000 Special cannon with two gun barrels to  Huge  1,629 95 5,643 63 34 
    fi re 2 bullets simultaneously. cannon

MSK-HC1500/D ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,400 HE 1,550 300 All-Purpose HE. Explosion causes splash damage. 2 62 High-Angle 7,000 80
HE300-60 KE 1,600 HE 1,550 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 1,800 HE 1,550 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,600 APFSDS 1,550 270 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,800 APFSDS 1,550 290 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,000 APFSDS 1,500 320 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

HCn-Asifa Sal Kar Network 30,000 Sal Kari large cannon with long fi ring  Huge  1,289 80 4,799 56 44 
    range and less kickback. cannon

HCn-Asifa ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,300 HE 1,450 300 All-Purpose HE. Explosion causes splash damage. 1 52 High-Angle 6,000 80
HE300-60 KE 1,400 HE 1,450 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 1,500 HE 1,450 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,500 APFSDS 1,450 260 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,600 APFSDS 1,450 270 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 1,700 APFSDS 1,400 280 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660
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M25HC Gram Tarakia Network 26,000 Improved version of M16HC Bastard.  Huge  1,403 100 5,235 58 39
    Targeting accuracy increased. cannon

M25HC Gram ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,350 HE 1,500 300 All-Purpose HE. Explosion causes splash damage. 1 57 High-Angle 6,800 80 
HE300-60 KE 1,550 HE 1,500 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 1,850 HE 1,500 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,400 APFSDS 1,500 250 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,600 APFSDS 1,500 280 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,000 APFSDS 1,450 320 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

MSK-HC1000/O Morskoj Network 25,000 High-power large cannon with extreme Huge  1,430 90 5,783 66 36 
    destructive power. cannon

MSK-HC1000/O ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,600 HE 1,600 300 All-Purpose HE. Explosion causes splash damage. 1 48 High-Angle 8,000 80
HE300-60 KE 1,800 HE 1,600 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,100 HE 1,600 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,800 APFSDS 1,600 290 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 2,000 APFSDS 1,600 320 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,400 APFSDS 1,550 340 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

MSK-HC1001/O Morskoj Network 30,000 Improved version of MSK-HC1000/0.  Huge  1,501 90 6,214 68 38
    Increased ammo capacity. cannon

MSK-HC1001/O ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,700 HE 1,600 300 All-Purpose HE. Explosion causes splash damage. 1 63 High-Angle 8,800 80
HE300-60 KE 1,900 HE 1,600 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,200 HE 1,600 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,900 APFSDS 1,600 300 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 2,100 APFSDS 1,600 330 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,500 APFSDS 1,550 350 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

MSK-HC1500/D Morskoj Network 33,000 Special cannon with two gun barrels to  Huge  1,629 95 5,643 63 34 
    fi re 2 bullets simultaneously. cannon

MSK-HC1500/D ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,400 HE 1,550 300 All-Purpose HE. Explosion causes splash damage. 2 62 High-Angle 7,000 80
HE300-60 KE 1,600 HE 1,550 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 1,800 HE 1,550 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,600 APFSDS 1,550 270 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,800 APFSDS 1,550 290 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,000 APFSDS 1,500 320 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660

HCn-Asifa Sal Kar Network 30,000 Sal Kari large cannon with long fi ring  Huge  1,289 80 4,799 56 44 
    range and less kickback. cannon

HCn-Asifa ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,300 HE 1,450 300 All-Purpose HE. Explosion causes splash damage. 1 52 High-Angle 6,000 80
HE300-60 KE 1,400 HE 1,450 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 1,500 HE 1,450 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,500 APFSDS 1,450 260 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 1,600 APFSDS 1,450 270 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 1,700 APFSDS 1,400 280 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660
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RFZ-WHC-1 Morskoj Single play 25,000 High-power large cannon with extreme  Huge  1,400 85 5,534 60 40 
    destructive power. (Rafzakael Part) cannon

RFZ-WHC-1 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,600 HE 1,600 300 All-Purpose HE. Explosion causes splash damage. 1 48 High-Angle 8,500 240
APFSDS-TG300 KE 1,800 APFSDS 1,600 290 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60

MSK-HC1501/D Morskoj Download 45,000 Improved HC1500/D. Giant cannon with  Huge  1,702 100 6,843 68 44              
    greater destructive power. (Download Part) cannon 

MSK-HC1501/D ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,600 HE 1,550 300 All-Purpose HE. Explosion causes splash damage. 2 62 High-Angle 7,500 80
HE300-60 KE 1,800 HE 1,550 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,100 HE 1,550 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,800 APFSDS 1,550 290 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 2,000 APFSDS 1,550 320 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,400 APFSDS 1,500 340 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660
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M18MG Stylet Tarakia Network 13,000 Machine gun with large ammo capacity,  Machine  240 23 2,812 45 28 AP KE 274 AP 300 48 Small-Caliber  2 1,550 Normal 100 1
    designed for extended battles. gun      -40M      AP. Light recoil, 
                 manufactured 
                 for rapid- 
                 fi re use.

M07MG Dagger Tarakia Network 16,000 Quick-fi ring machine gun for Machine  182 32 1,642 31 22 AP KE 236 AP 260 35 Small-Caliber  38 760 Normal 800 1
    fast-paced attacking. gun      -40M      AP. Light 
                 recoil, 
                 manufactured 
                 for rapid- 
                 fi re use.

MSK-MG100 Morskoj Network 13,500 Machine gun with great power for  Machine  262 22 2,978 48 24 AP KE 316 AP 330 57 Small-Caliber  2 1,400 Normal 130 1
    extended battles. gun      -40M      AP. Light recoil, 
                 manufactured 
                 for rapid- 
                 fi re use.

Mcg-Hamama Sal Kar Network 11,000 Lightweight machine gun with added ammo  Machine  248 24 2,467 43 34 AP KE 297 AP 280 43 Small-Caliber 2 1,680 Normal 115 1
    storage. Suitable for use on the gun      -40M      AP. Light recoil,
    front line.             manufactured 
                 for rapid- 
                 fi re use.

RFZ-WMG-1 Morskoj Single play 13,500 Machine gun with great power for Machine  252 20 2,736 44 22 AP KE 316 AP 260 57 Small-Caliber  2 1,400 Normal 145 1
    extended battles. (Rafzakael Part) gun      -40M      AP. Light recoil,
                 manufactured 
                 for rapid- 
                 fi re use.

RFZ-WMG-2 Sal Kar Single play 11,000 Lightweight machine gun with added ammo  Machine  236 22 2,212 40 31 AP KE 297 AP 330 43 Small-Caliber  2 1,680 Normal 120 1
    storage. Suitable for use on the front  gun      -40M      AP. Light recoil,
    line. (Rafzakael Part)             manufactured 
                 for rapid- 
                 fi re use.

RFZ-WMG-3 Tarakia Single play 16,000 Quick-fi ring machine gun for fast-paced  Machine  175 30 1,423 28 20 AP KE 236 AP 280 35 Small-Caliber  38 760 Normal 1,000 1
    attacking. (Rafzakael Part) gun      -40M      AP. Light recoil,
                 manufactured 
                 for rapid- 
                 fi re use.

 Light Arms
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RFZ-WHC-1 Morskoj Single play 25,000 High-power large cannon with extreme  Huge  1,400 85 5,534 60 40 
    destructive power. (Rafzakael Part) cannon

RFZ-WHC-1 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,600 HE 1,600 300 All-Purpose HE. Explosion causes splash damage. 1 48 High-Angle 8,500 240
APFSDS-TG300 KE 1,800 APFSDS 1,600 290 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60

MSK-HC1501/D Morskoj Download 45,000 Improved HC1500/D. Giant cannon with  Huge  1,702 100 6,843 68 44              
    greater destructive power. (Download Part) cannon 

MSK-HC1501/D ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE300-40 KE 1,600 HE 1,550 300 All-Purpose HE. Explosion causes splash damage. 2 62 High-Angle 7,500 80
HE300-60 KE 1,800 HE 1,550 300 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 330
HE300-90 KE 2,100 HE 1,550 300 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 840
APFSDS-TG300 KE 1,800 APFSDS 1,550 290 All-Purpose APFSDS. Low accuracy, high power. n/a n/a — — 60
APFSDS-TG300L KE 2,000 APFSDS 1,550 320 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 240
APFSDS-TN300 KE 2,400 APFSDS 1,500 340 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 660
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M18MG Stylet Tarakia Network 13,000 Machine gun with large ammo capacity,  Machine  240 23 2,812 45 28 AP KE 274 AP 300 48 Small-Caliber  2 1,550 Normal 100 1
    designed for extended battles. gun      -40M      AP. Light recoil, 
                 manufactured 
                 for rapid- 
                 fi re use.

M07MG Dagger Tarakia Network 16,000 Quick-fi ring machine gun for Machine  182 32 1,642 31 22 AP KE 236 AP 260 35 Small-Caliber  38 760 Normal 800 1
    fast-paced attacking. gun      -40M      AP. Light 
                 recoil, 
                 manufactured 
                 for rapid- 
                 fi re use.

MSK-MG100 Morskoj Network 13,500 Machine gun with great power for  Machine  262 22 2,978 48 24 AP KE 316 AP 330 57 Small-Caliber  2 1,400 Normal 130 1
    extended battles. gun      -40M      AP. Light recoil, 
                 manufactured 
                 for rapid- 
                 fi re use.

Mcg-Hamama Sal Kar Network 11,000 Lightweight machine gun with added ammo  Machine  248 24 2,467 43 34 AP KE 297 AP 280 43 Small-Caliber 2 1,680 Normal 115 1
    storage. Suitable for use on the gun      -40M      AP. Light recoil,
    front line.             manufactured 
                 for rapid- 
                 fi re use.

RFZ-WMG-1 Morskoj Single play 13,500 Machine gun with great power for Machine  252 20 2,736 44 22 AP KE 316 AP 260 57 Small-Caliber  2 1,400 Normal 145 1
    extended battles. (Rafzakael Part) gun      -40M      AP. Light recoil,
                 manufactured 
                 for rapid- 
                 fi re use.

RFZ-WMG-2 Sal Kar Single play 11,000 Lightweight machine gun with added ammo  Machine  236 22 2,212 40 31 AP KE 297 AP 330 43 Small-Caliber  2 1,680 Normal 120 1
    storage. Suitable for use on the front  gun      -40M      AP. Light recoil,
    line. (Rafzakael Part)             manufactured 
                 for rapid- 
                 fi re use.

RFZ-WMG-3 Tarakia Single play 16,000 Quick-fi ring machine gun for fast-paced  Machine  175 30 1,423 28 20 AP KE 236 AP 280 35 Small-Caliber  38 760 Normal 1,000 1
    attacking. (Rafzakael Part) gun      -40M      AP. Light recoil,
                 manufactured 
                 for rapid- 
                 fi re use.
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Mcg-Hajal Sal Kar Download 20,000 High-speed automatic machine gun  Machine  164 20 1,194 26 18 AP KE 252 AP 260 37 Small-Caliber 38 380 Normal 400 1
    designed by researching Tarakia’s  gun      -40M      AP. Light recoil,
    rapid-fi re mechanism. (Download Part)             manufactured 
                 for rapid- 
                 fi re use.

M09GL Adze Tarakia Network 10,000 Sub-grenade launcher for Grenade 275 23 2,312 30 23 Grenade KE 720 Grenade 135 40 Grenade. Small  1 12 None 3,800 40
    close-range combat.       -8      explosive for 
                 close-range use.

M30GL Axe Tarakia Network 11,000 Improved version of M09GL Adze model  Grenade 262 28 2,143 28 24 Grenade KE 750 Grenade 120 40 Grenade. Small 1 12 None 3,300 40
    for close-range combat. Short        -8      explosive for
    charging time.             close-range use.

MSK-GL10 Morskoj Network 13,500 Sub-grenade launcher for the front line. Grenade 286 20 2,541 34 20 Grenade KE 780 Grenade 115 40 Grenade. Small  1 16 None 4,350 40
           -8      explosive for 
                 close-range use.

Grl-Mushmis Sal Kar Network 9,000 High-power grenade launcher.  Grenade 309 21 3,046 40 28 Grenade KE 800 Grenade 130 40 Grenade. Small 1 8 None 3,900 40
    Close-range explosion attack available.       -8      explosive for 
                 close-range use.

Grl-Ghaim Sal Kar Download 11,000 Grenade launcher that fi res multiple  Grenade 322 29 3,261 45 30 Grenade KE 680 Grenade 110 40 Grenade. Small 3 30 None 5,400 40
    rounds at a time to attack wide range.        -8      explosive for
    (Download Part)             close-range use.

Grl-Mumtir Sal Kar Network 13,000 Grenade launcher that fi res multiple  Grenade 346 30 3,478 46 33 Grenade KE 680 Grenade 110 40 Grenade. Small  3 42 None 5,850 40
    rounds at a time. Ammo capacity and        -8      explosive for
    weight increased.             close-range use.

RFZ-WGL-1 Sal Kar Single play 9,000 High-power grenade launcher. Close-range  Grenade 293 19 2,843 38 26 Grenade KE 800 Grenade 70 40 Grenade. Small  1 8 None 4,950 40
    explosion attack available. (Rafzakael Part)       -8      explosive for 
                 close-range use. 

M09HT Spear Tarakia Network 16,000 Anti-Hound sub-rocket launcher.  HEAT  360 22 1,941 27 23 — CE 1,020 HEAT 110 150 n/a 1 35 Normal 2,500 80
    Well-suited for fi ring when moving around. rocket   

M33HT Partisan Tarakia Network 18,000 Anti-Hound rocket launcher, with more  HEAT  350 20 1,723 30 22 — CE 980 HEAT 125 150 n/a 1 35 Normal 2,000 80
    energy output. Fires high-velocity rounds. rocket

MSK-HT10 Morskoj Network 14,000 Anti-Hound sub-rocket launcher that  HEAT  370 23 2,084 33 18 — CE 1,100 HEAT 90 180 n/a 1 41 Normal 2,200 80
    fi res powerful but low-velocity rounds. rocket

HTR-Jazar Sal Kar Network 16,000 Anti-Hound rocket launcher with short  HEAT  390 27 2,823 41 34 — CE 1,176 HEAT 115 160 n/a 1 44 Normal 2,300 80
    fi ring range. Suitable for close-range  rocket
    combat. 

HTR-Khiyar Sal Kar Network 19,000 Anti-Hound rocket launcher for  HEAT  420 26 2,987 45 37 — CE 1,030 HEAT 100 140 n/a 1 51 Normal 1,800 80
    close-range combat. Short charging time. rocket 

RFZ-WHT-1 Tarakia Single play 16,000 Anti-Hound sub-rocket launcher.  HEAT  348 19 1,642 24 20 — CE 1,020 HEAT 110 150 n/a 1 35 Normal 2,800 80
    Well-suited for fi ring when moving  rocket
    around. (Rafzakael Part)

RFZ-WHT-2 Sal Kar Single play 16,000 Anti-Hound rocket launcher with short HEAT  380 24 2,378 36 31 — CE 1,176 HEAT 115 160 n/a 1 44 Normal 2,500 80
    fi ring range. Suitable for close-range  rocket
    combat. (Rafzakael Part)

HTR-Tamatim Sal Kar Download 21,000 New anti-Hound rocket that uses a  HEAT  321 27 2,298 37 30 — CE 1,100 HEAT 90 180 n/a 1 48 Normal 2,400 80
    different missile. Low muzzle velocity, but  rocket
    extremely powerful. (Download Part)

M08SG Club Tarakia Network 16,000 Shotgun with good accuracy for  Shotgun 366 22 2,404 33 21 Canister  KE 480 AP 230 48 4-Shot Canister  1 36 Normal 2,850 10
    narrow-range attacking.       shot-4      Round. Scatters 
                 over a wide area.

M24SG Mace Tarakia Network 17,000 Shotgun that deploys 2 rounds per fi ring.  Shotgun 376 32 2,456 29 18 Canister  KE 490 AP 200 44 4-Shot Canister  2 42 Normal 3,100 10
           shot-4      Round. Scatters 
                 over a wide area.

MSK-SG100 Morskoj Network 18,000 Accurate shotgun with great power for  Shotgun 372 22 3,365 44 27 Canister  KE 580 AP 225 52 6-Shot Canister  1 42 Normal 2,800 10
    wide-range attacking.       shot-6      Round. Scatters 
                 over a wide area.

MSK-SG200/D Morskoj Network 23,000 Enhanced version of SG100 model that  Shotgun 384 33 3,254 42 25 Canister  KE 500 AP 220 55 4-Shot Canister  2 56 Normal 2,600 10
    deploys 2 rounds per fi ring at high power.       shot-4      Round. Scatters 
                 over a wide area.
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Mcg-Hajal Sal Kar Download 20,000 High-speed automatic machine gun  Machine  164 20 1,194 26 18 AP KE 252 AP 260 37 Small-Caliber 38 380 Normal 400 1
    designed by researching Tarakia’s  gun      -40M      AP. Light recoil,
    rapid-fi re mechanism. (Download Part)             manufactured 
                 for rapid- 
                 fi re use.

M09GL Adze Tarakia Network 10,000 Sub-grenade launcher for Grenade 275 23 2,312 30 23 Grenade KE 720 Grenade 135 40 Grenade. Small  1 12 None 3,800 40
    close-range combat.       -8      explosive for 
                 close-range use.

M30GL Axe Tarakia Network 11,000 Improved version of M09GL Adze model  Grenade 262 28 2,143 28 24 Grenade KE 750 Grenade 120 40 Grenade. Small 1 12 None 3,300 40
    for close-range combat. Short        -8      explosive for
    charging time.             close-range use.

MSK-GL10 Morskoj Network 13,500 Sub-grenade launcher for the front line. Grenade 286 20 2,541 34 20 Grenade KE 780 Grenade 115 40 Grenade. Small  1 16 None 4,350 40
           -8      explosive for 
                 close-range use.

Grl-Mushmis Sal Kar Network 9,000 High-power grenade launcher.  Grenade 309 21 3,046 40 28 Grenade KE 800 Grenade 130 40 Grenade. Small 1 8 None 3,900 40
    Close-range explosion attack available.       -8      explosive for 
                 close-range use.

Grl-Ghaim Sal Kar Download 11,000 Grenade launcher that fi res multiple  Grenade 322 29 3,261 45 30 Grenade KE 680 Grenade 110 40 Grenade. Small 3 30 None 5,400 40
    rounds at a time to attack wide range.        -8      explosive for
    (Download Part)             close-range use.

Grl-Mumtir Sal Kar Network 13,000 Grenade launcher that fi res multiple  Grenade 346 30 3,478 46 33 Grenade KE 680 Grenade 110 40 Grenade. Small  3 42 None 5,850 40
    rounds at a time. Ammo capacity and        -8      explosive for
    weight increased.             close-range use.

RFZ-WGL-1 Sal Kar Single play 9,000 High-power grenade launcher. Close-range  Grenade 293 19 2,843 38 26 Grenade KE 800 Grenade 70 40 Grenade. Small  1 8 None 4,950 40
    explosion attack available. (Rafzakael Part)       -8      explosive for 
                 close-range use. 

M09HT Spear Tarakia Network 16,000 Anti-Hound sub-rocket launcher.  HEAT  360 22 1,941 27 23 — CE 1,020 HEAT 110 150 n/a 1 35 Normal 2,500 80
    Well-suited for fi ring when moving around. rocket   

M33HT Partisan Tarakia Network 18,000 Anti-Hound rocket launcher, with more  HEAT  350 20 1,723 30 22 — CE 980 HEAT 125 150 n/a 1 35 Normal 2,000 80
    energy output. Fires high-velocity rounds. rocket

MSK-HT10 Morskoj Network 14,000 Anti-Hound sub-rocket launcher that  HEAT  370 23 2,084 33 18 — CE 1,100 HEAT 90 180 n/a 1 41 Normal 2,200 80
    fi res powerful but low-velocity rounds. rocket

HTR-Jazar Sal Kar Network 16,000 Anti-Hound rocket launcher with short  HEAT  390 27 2,823 41 34 — CE 1,176 HEAT 115 160 n/a 1 44 Normal 2,300 80
    fi ring range. Suitable for close-range  rocket
    combat. 

HTR-Khiyar Sal Kar Network 19,000 Anti-Hound rocket launcher for  HEAT  420 26 2,987 45 37 — CE 1,030 HEAT 100 140 n/a 1 51 Normal 1,800 80
    close-range combat. Short charging time. rocket 

RFZ-WHT-1 Tarakia Single play 16,000 Anti-Hound sub-rocket launcher.  HEAT  348 19 1,642 24 20 — CE 1,020 HEAT 110 150 n/a 1 35 Normal 2,800 80
    Well-suited for fi ring when moving  rocket
    around. (Rafzakael Part)

RFZ-WHT-2 Sal Kar Single play 16,000 Anti-Hound rocket launcher with short HEAT  380 24 2,378 36 31 — CE 1,176 HEAT 115 160 n/a 1 44 Normal 2,500 80
    fi ring range. Suitable for close-range  rocket
    combat. (Rafzakael Part)

HTR-Tamatim Sal Kar Download 21,000 New anti-Hound rocket that uses a  HEAT  321 27 2,298 37 30 — CE 1,100 HEAT 90 180 n/a 1 48 Normal 2,400 80
    different missile. Low muzzle velocity, but  rocket
    extremely powerful. (Download Part)

M08SG Club Tarakia Network 16,000 Shotgun with good accuracy for  Shotgun 366 22 2,404 33 21 Canister  KE 480 AP 230 48 4-Shot Canister  1 36 Normal 2,850 10
    narrow-range attacking.       shot-4      Round. Scatters 
                 over a wide area.

M24SG Mace Tarakia Network 17,000 Shotgun that deploys 2 rounds per fi ring.  Shotgun 376 32 2,456 29 18 Canister  KE 490 AP 200 44 4-Shot Canister  2 42 Normal 3,100 10
           shot-4      Round. Scatters 
                 over a wide area.

MSK-SG100 Morskoj Network 18,000 Accurate shotgun with great power for  Shotgun 372 22 3,365 44 27 Canister  KE 580 AP 225 52 6-Shot Canister  1 42 Normal 2,800 10
    wide-range attacking.       shot-6      Round. Scatters 
                 over a wide area.

MSK-SG200/D Morskoj Network 23,000 Enhanced version of SG100 model that  Shotgun 384 33 3,254 42 25 Canister  KE 500 AP 220 55 4-Shot Canister  2 56 Normal 2,600 10
    deploys 2 rounds per fi ring at high power.       shot-4      Round. Scatters 
                 over a wide area.

Appendix B: Hound Parts



PRIMA Offi cial Game Guide

184 Protected by copyright.  Unauthorized or unlawful copying 
or downloading expressly prohibited.

   HOW TO BASE    POWER  KE CE BULLET ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION CATEGORY WEIGHT USE DURABILITY DEFENSE DEFENSE NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

MSK-SG101 Morskoj Network 20,000 Shotgun for attacking wide range.  Shotgun 358 28 3,514 45 30 Canister KE 530 AP 180 46 6-Shot Canister  1 42 Normal 2,650 10
    Short charging time.       shot-6      Round. Scatters
                 over a wide area.

Stg-Burum Sal Kar Network 16,000 Rapid-fi ring sub-shotgun. Short charging time. Shotgun 342 26 2,245 27 24 Canister  KE 465 AP 180 42 4-Shot Canister  2 30 Normal 2,200 10
           shot-4      Round. Scatters 
                 over a wide area.

RFZ-WSG-1 Tarakia Single play 16,000 Shotgun with good accuracy for  Shotgun 354 19 2,223 30 19 Canister  KE 580 AP 225 52 6-Shot Canister  1 36 Normal 3,150 10
    narrow-range attacking. (Rafzakael Part)       shot-6      Round. Scatters 
                 over a wide area.

RFZ-WSG-2 Morskoj Single play 18,000 Accurate shotgun with great power for  Shotgun 359 20 3,012 42 25 Canister  KE 480 AP 230 48 4-Shot Canister  1 42 Normal 3,000 10
    wide-range attacking. (Rafzakael Part)       shot-4      Round. Scatters 
                 over a wide area.

M06AR Baselard Tarakia Network 12,000 Automatic mobile rifl e with good power  Assault  442 23 3,312 43 26 AP-85R KE 641 AP 505 80 All-Purpose AP.  1 160 Normal 920 5
    for gunbattle. rifl e            Highly powerful 
                 and easy to use. 

M19AR Cutlass Tarakia Network 13,000 Automatic rifl e with lower energy output. Assault  448 23 3,243 40 25 AP-85R KE 577 AP 498 80 All-Purpose AP.  1 160 Normal 750 5
     rifl e            Highly powerful 
                 and easy to use.

MSK-AR100 Morskoj Network 13,500 Heavyweight rifl e with great power.  Assault  452 20 3,324 48 23 AP-85R KE 716 AP 441 80 All-Purpose AP. 1 150 Normal 1,100 5
    Suitable for use on the front line. rifl e            Highly powerful 
                 and easy to use.

MSK-AR200 Morskoj Network 15,000 High-power rifl e. Weight sacrifi ced in  Assault  461 21 3,574 46 22 AP-85R KE 749 AP 413 80 All-Purpose AP.  1 170 Normal 1,250 5
    favor of power. rifl e            Highly powerful 
                 and easy to use. 

AsR-Thuban Sal Kar Network 13,000 Automatic mobile rifl e for gunbattle. Assault  435 26 2,864 40 28 AP-85R KE 551 AP 570 80 All-Purpose AP.  1 120 Normal 700 5
    Lightweight. rifl e            Highly powerful 
                 and easy to use. 

AsR-Timsah Sal Kar Network 14,000 High-power Sal Kari rifl e. Max ammo  Assault  418 27 2,942 41 29 AP-85R KE 593 AP 513 80 Small-Caliber AP.  1 100 Normal 850 5
    sacrifi ced in favor of weight. rifl e            Light recoil, 
                 manufactured for 
                 rapid-fi re use. 

RFZ-WAR-1 Tarakia Single play 12,000 Automatic mobile rifl e with good power  Assault  435 21 2,913 40 24 AP-85R KE 641 AP 505 80 All-Purpose AP.  1 160 Normal 980 5
    for gunbattle. (Rafzakael Part) rifl e            Highly powerful 
                 and easy to use.

RFZ-WAR-3 Morskoj Single play 13,500 Heavyweight rifl e with great power. Suitable  Assault  441 18 3,102 44 21 AP-85R KE 716 AP 441 80 All-Purpose AP.  1 170 Normal 1,160 5
    for use on the front line. (Rafzakael Part) rifl e            Highly powerful 
                 and easy to use.

RFZ-WAR-2 Sal Kar Single play 13,000 Automatic mobile rifl e suited for close-range  Assault  428 23 2,641 38 25 AP-85R KE 551 AP 570 80 All-Purpose AP.  1 120 Normal 800 5
    combat. Lightweight. (Rafzakael Part) rifl e            Highly powerful 
                 and easy to use.

M34AR Hanger Tarakia Download 19,000 A rifl e with a special internal mechanism  Assault  542 35 3,187 46 26 AP-85R KE 564 AP 484 80 All-Purpose AP.  3 90 Normal 1,500 5
    enabling triple-burst fi ring. (Download Part) rifl e            Highly powerful 
                 and easy to use. 

M05SR Estoc Tarakia Network 14,000 Sniper rifl e for delicate shot. Short  Sniper  458 29 3,214 45 30 AP-90SR KE 765 AP 643 120 Sniper AP. 1 54 Snipe 4,500 15
    charging time. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

M17SR Tuck Tarakia Network 16,000 Sniper rifl e based on M05SR Estoc  Sniper  470 28 3,061 42 28 AP-90SR KE 859 AP 693 150 Sniper AP.  1 54 Snipe 4,950 15
    model. Enhanced energy output. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

M35SR Rapir Tarakia Download 18,000 Sniper rifl e for delicate shot. Great power  Sniper  498 31 3,321 48 33 AP-90SR KE 712 AP 992 130 Sniper AP.  1 62 Snipe 4,770 15
    but long charging time. (Download Part) rifl e            High muzzle 
                 velocity and 
                 high accuracy.

MSK-SR100 Morskoj Network 16,000 Sniper rifl e for delicate shot. Great  Sniper  516 26 3,452 48 26 AP-90SR KE 918 AP 891 160 Sniper AP.  1 41 Snipe 4,950 15
    power but long charging time. rifl e            High muzzle 
                 velocity and 
                 high accuracy.
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MSK-SG101 Morskoj Network 20,000 Shotgun for attacking wide range.  Shotgun 358 28 3,514 45 30 Canister KE 530 AP 180 46 6-Shot Canister  1 42 Normal 2,650 10
    Short charging time.       shot-6      Round. Scatters
                 over a wide area.

Stg-Burum Sal Kar Network 16,000 Rapid-fi ring sub-shotgun. Short charging time. Shotgun 342 26 2,245 27 24 Canister  KE 465 AP 180 42 4-Shot Canister  2 30 Normal 2,200 10
           shot-4      Round. Scatters 
                 over a wide area.

RFZ-WSG-1 Tarakia Single play 16,000 Shotgun with good accuracy for  Shotgun 354 19 2,223 30 19 Canister  KE 580 AP 225 52 6-Shot Canister  1 36 Normal 3,150 10
    narrow-range attacking. (Rafzakael Part)       shot-6      Round. Scatters 
                 over a wide area.

RFZ-WSG-2 Morskoj Single play 18,000 Accurate shotgun with great power for  Shotgun 359 20 3,012 42 25 Canister  KE 480 AP 230 48 4-Shot Canister  1 42 Normal 3,000 10
    wide-range attacking. (Rafzakael Part)       shot-4      Round. Scatters 
                 over a wide area.

M06AR Baselard Tarakia Network 12,000 Automatic mobile rifl e with good power  Assault  442 23 3,312 43 26 AP-85R KE 641 AP 505 80 All-Purpose AP.  1 160 Normal 920 5
    for gunbattle. rifl e            Highly powerful 
                 and easy to use. 

M19AR Cutlass Tarakia Network 13,000 Automatic rifl e with lower energy output. Assault  448 23 3,243 40 25 AP-85R KE 577 AP 498 80 All-Purpose AP.  1 160 Normal 750 5
     rifl e            Highly powerful 
                 and easy to use.

MSK-AR100 Morskoj Network 13,500 Heavyweight rifl e with great power.  Assault  452 20 3,324 48 23 AP-85R KE 716 AP 441 80 All-Purpose AP. 1 150 Normal 1,100 5
    Suitable for use on the front line. rifl e            Highly powerful 
                 and easy to use.

MSK-AR200 Morskoj Network 15,000 High-power rifl e. Weight sacrifi ced in  Assault  461 21 3,574 46 22 AP-85R KE 749 AP 413 80 All-Purpose AP.  1 170 Normal 1,250 5
    favor of power. rifl e            Highly powerful 
                 and easy to use. 

AsR-Thuban Sal Kar Network 13,000 Automatic mobile rifl e for gunbattle. Assault  435 26 2,864 40 28 AP-85R KE 551 AP 570 80 All-Purpose AP.  1 120 Normal 700 5
    Lightweight. rifl e            Highly powerful 
                 and easy to use. 

AsR-Timsah Sal Kar Network 14,000 High-power Sal Kari rifl e. Max ammo  Assault  418 27 2,942 41 29 AP-85R KE 593 AP 513 80 Small-Caliber AP.  1 100 Normal 850 5
    sacrifi ced in favor of weight. rifl e            Light recoil, 
                 manufactured for 
                 rapid-fi re use. 

RFZ-WAR-1 Tarakia Single play 12,000 Automatic mobile rifl e with good power  Assault  435 21 2,913 40 24 AP-85R KE 641 AP 505 80 All-Purpose AP.  1 160 Normal 980 5
    for gunbattle. (Rafzakael Part) rifl e            Highly powerful 
                 and easy to use.

RFZ-WAR-3 Morskoj Single play 13,500 Heavyweight rifl e with great power. Suitable  Assault  441 18 3,102 44 21 AP-85R KE 716 AP 441 80 All-Purpose AP.  1 170 Normal 1,160 5
    for use on the front line. (Rafzakael Part) rifl e            Highly powerful 
                 and easy to use.

RFZ-WAR-2 Sal Kar Single play 13,000 Automatic mobile rifl e suited for close-range  Assault  428 23 2,641 38 25 AP-85R KE 551 AP 570 80 All-Purpose AP.  1 120 Normal 800 5
    combat. Lightweight. (Rafzakael Part) rifl e            Highly powerful 
                 and easy to use.

M34AR Hanger Tarakia Download 19,000 A rifl e with a special internal mechanism  Assault  542 35 3,187 46 26 AP-85R KE 564 AP 484 80 All-Purpose AP.  3 90 Normal 1,500 5
    enabling triple-burst fi ring. (Download Part) rifl e            Highly powerful 
                 and easy to use. 

M05SR Estoc Tarakia Network 14,000 Sniper rifl e for delicate shot. Short  Sniper  458 29 3,214 45 30 AP-90SR KE 765 AP 643 120 Sniper AP. 1 54 Snipe 4,500 15
    charging time. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

M17SR Tuck Tarakia Network 16,000 Sniper rifl e based on M05SR Estoc  Sniper  470 28 3,061 42 28 AP-90SR KE 859 AP 693 150 Sniper AP.  1 54 Snipe 4,950 15
    model. Enhanced energy output. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

M35SR Rapir Tarakia Download 18,000 Sniper rifl e for delicate shot. Great power  Sniper  498 31 3,321 48 33 AP-90SR KE 712 AP 992 130 Sniper AP.  1 62 Snipe 4,770 15
    but long charging time. (Download Part) rifl e            High muzzle 
                 velocity and 
                 high accuracy.

MSK-SR100 Morskoj Network 16,000 Sniper rifl e for delicate shot. Great  Sniper  516 26 3,452 48 26 AP-90SR KE 918 AP 891 160 Sniper AP.  1 41 Snipe 4,950 15
    power but long charging time. rifl e            High muzzle 
                 velocity and 
                 high accuracy.
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MSK-SR200 Morskoj Network 20,000 Rapid-fi re sniper rifl e with short  Sniper  502 32 3,231 46 24 AP-90SR KE 891 AP 891 160 Sniper AP.  1 49 Snipe 4,300 15
    charging time. Decreased accuracy. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

SpR-Aruzz Sal Kar Network 10,000 Lightweight sub-sniper rifl e with low  Sniper  268 16 1,642 25 31 AP-90SR KE 660 AP 871 80 Sniper AP.  1 28 Snipe 4,150 15
    ammo capacity. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

SpR-Ruzz Sal Kar Network 8,000 Low output sub-sniper rifl e. Short  Sniper  274 21 1,863 28 32 AP-90SR KE 616 AP 821 80 Sniper AP. 1 22 Snipe 3,600 15
    charging time. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

RFZ-WSR-1 Tarakia Single play 14,000 Sniper rifl e for delicate shot. Short  Sniper  446 26 2,987 42 38 AP-90SR KE 765 AP 643 120 Sniper AP.  1 54 Snipe 4,750 15
    charging time. (Rafzakael Part) rifl e            High muzzle 
                 velocity and 
                 high accuracy.

RFZ-WSR-2 Morskoj Single play 16,000 Sniper rifl e for delicate shot. Great  Sniper  501 23 3,142 44 23 AP-90SR KE 918 AP 891 160 Sniper AP.  1 41 Snipe 5,200 15
    power but long charging time. (Rafzakael Part) rifl e            High muzzle 
                 velocity and 
                 high accuracy.

M04SC Epee Tarakia Network 18,000 Sniper cannon with great power and  Sniper  559 22 2,951 41 25 
    excellent accuracy. cannon

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 972 APFSDS 1,210 200 All-Purpose APFSDS. Low accuracy, high power. 1 14 Snipe 11,500 70
APFSDS-TG180L KE 1,093 APFSDS 1,210 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,255 APFSDS 990 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 900 HEAT 1,078 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,062 HEAT 1,078 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,224 HEAT 1,078 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

M22SC Fleuret Tarakia Network 22,000 Improved sniper cannon to  Sniper  587 28 3,061 43 29 
    decrease kickback. cannon

M22SC Fleuret ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 903 APFSDS 1,210 200 All-Purpose APFSDS. Low accuracy, high power. 1 12 Snipe 12,000 70
APFSDS-TG180L KE 1,016 APFSDS 1,210 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,167 APFSDS 990 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 843 HEAT 1,078 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 993 HEAT 1,078 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,143 HEAT 1,078 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

MSK-SC100 Morskoj Network 22,000 Morskovian sniper cannon. Big kickback Sniper  609 19 3,106 46 22 
    but great power. cannon

MSK-SC100 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 1,053 APFSDS 1,149 200 All-Purpose APFSDS. Low accuracy, high power. 1 16 Snipe 12,300 70
APFSDS-TG180L KE 1,174 APFSDS 1,149 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,320 APFSDS 1,018 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 964 HEAT 862 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,134 HEAT 862 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,288 HEAT 862 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020
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MSK-SR200 Morskoj Network 20,000 Rapid-fi re sniper rifl e with short  Sniper  502 32 3,231 46 24 AP-90SR KE 891 AP 891 160 Sniper AP.  1 49 Snipe 4,300 15
    charging time. Decreased accuracy. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

SpR-Aruzz Sal Kar Network 10,000 Lightweight sub-sniper rifl e with low  Sniper  268 16 1,642 25 31 AP-90SR KE 660 AP 871 80 Sniper AP.  1 28 Snipe 4,150 15
    ammo capacity. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

SpR-Ruzz Sal Kar Network 8,000 Low output sub-sniper rifl e. Short  Sniper  274 21 1,863 28 32 AP-90SR KE 616 AP 821 80 Sniper AP. 1 22 Snipe 3,600 15
    charging time. rifl e            High muzzle 
                 velocity and 
                 high accuracy.

RFZ-WSR-1 Tarakia Single play 14,000 Sniper rifl e for delicate shot. Short  Sniper  446 26 2,987 42 38 AP-90SR KE 765 AP 643 120 Sniper AP.  1 54 Snipe 4,750 15
    charging time. (Rafzakael Part) rifl e            High muzzle 
                 velocity and 
                 high accuracy.

RFZ-WSR-2 Morskoj Single play 16,000 Sniper rifl e for delicate shot. Great  Sniper  501 23 3,142 44 23 AP-90SR KE 918 AP 891 160 Sniper AP.  1 41 Snipe 5,200 15
    power but long charging time. (Rafzakael Part) rifl e            High muzzle 
                 velocity and 
                 high accuracy.

M04SC Epee Tarakia Network 18,000 Sniper cannon with great power and  Sniper  559 22 2,951 41 25 
    excellent accuracy. cannon

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 972 APFSDS 1,210 200 All-Purpose APFSDS. Low accuracy, high power. 1 14 Snipe 11,500 70
APFSDS-TG180L KE 1,093 APFSDS 1,210 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,255 APFSDS 990 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 900 HEAT 1,078 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,062 HEAT 1,078 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,224 HEAT 1,078 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

M22SC Fleuret Tarakia Network 22,000 Improved sniper cannon to  Sniper  587 28 3,061 43 29 
    decrease kickback. cannon

M22SC Fleuret ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 903 APFSDS 1,210 200 All-Purpose APFSDS. Low accuracy, high power. 1 12 Snipe 12,000 70
APFSDS-TG180L KE 1,016 APFSDS 1,210 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,167 APFSDS 990 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 843 HEAT 1,078 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 993 HEAT 1,078 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,143 HEAT 1,078 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

MSK-SC100 Morskoj Network 22,000 Morskovian sniper cannon. Big kickback Sniper  609 19 3,106 46 22 
    but great power. cannon

MSK-SC100 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 1,053 APFSDS 1,149 200 All-Purpose APFSDS. Low accuracy, high power. 1 16 Snipe 12,300 70
APFSDS-TG180L KE 1,174 APFSDS 1,149 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,320 APFSDS 1,018 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 964 HEAT 862 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,134 HEAT 862 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,288 HEAT 862 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020
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MSK-SC200 Morskoj Network 26,000 Output increased sniper cannon.  Sniper  637 21 3,341 47 24 
    Fierce kickback. cannon

MSK-SC200 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 1,093 APFSDS 1,264 200 All-Purpose APFSDS. Low accuracy, high power. 1 19 Snipe 11,500 70
APFSDS-TG180L KE 1,215 APFSDS 1,264 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,360 APFSDS 1,132 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 924 HEAT 912 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,175 HEAT 912 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,329 HEAT 912 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

SpC-Himmis Sal Kar Network 24,000 Sniper cannon with minimal kickback. Good  Sniper  537 29 2,843 39 33 
    accuracy and easy to handle. cannon

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 810 APFSDS 1,000 200 All-Purpose APFSDS. Low accuracy, high power. 1 10 Snipe 12,000 70
APFSDS-TG180L KE 988 APFSDS 1,000 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,134 APFSDS 880 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 867 HEAT 917 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,013 HEAT 917 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,159 HEAT 917 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

RFZ-WSC-1 Tarakia Single play 18,000 Sniper cannon with great power and  Sniper  540 19 2,789 39 22 
    excellent accuracy. (Rafzakael Part) cannon

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 972 APFSDS 1,210 200 All-Purpose APFSDS. Low accuracy, high power. 1 14 Snipe 12,000 70
HEAT-180 CE 900 HEAT 1,078 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80

M36SC Sabre Tarakia Download 25,000 Sniper cannon for short-term engagement.  Sniper  529 35 2,522 40 22 
    Magazine shrunk down in favor of light  cannon
    weight. (Download Part)

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 1,166 APFSDS 1,430 200 All-Purpose APFSDS. Low accuracy, high power. 1 3 Snipe 17,000 70
APFSDS-TG180L KE 1,312 APFSDS 1,430 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,506 APFSDS 1,100 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 1,062 HEAT 1,154 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,256 HEAT 1,154 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,450 HEAT 1,154 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

M13RL Halberd Tarakia Network 23,000 Rocket launcher that fi res many missiles at Rocket 573 20 3,521 45 40 — KE 788 Rocket 350 80 n/a 4 48 Snipe 7,000 40
    once to attack wide area.

MSK-RL100 Morskoj Network 25,000 Rocket launcher suitable for  Rocket 584 22 3,824 50 33 — KE 820 Rocket 320 80 n/a 6 60 Snipe 6,000 40
    wide-range attack. 

MSK-RL200 Morskoj Network 30,000 Rocket launcher with more uses for  Rocket 560 19 3,621 48 31 — KE 820 Rocket 320 80 n/a 4 60 Snipe 6,000 40
    extended battles.

Rtl-Khass Sal Kar Network 24,000 Launches multiple missiles at once to  Rocket 531 21 3,298 40 39 — KE 740 Rocket 300 80 n/a 6 72 Snipe 5,500 40
    attack wide area.

Rtl-Kurunb Sal Kar Network 26,000 Redesigned version of RtL-Khass, with  Rocket 552 23 3,510 42 41 — KE 740 Rocket 300 80 n/a 6 84 Snipe 5,500 40
    more uses and higher weight.

RFZ-WRL-1 Morskoj Single play 25,000 Rocket launcher suitable for Rocket 567 20 3,632 46 31 — KE 820 Rocket 320 80 n/a 6 60 Snipe 7,000 40
    wide-range attack. (Rafzakael Part)

RFZ-WRL-2 Sal Kar Single play 24,000 Launches multiple missiles at once to attack  Rocket 519 19 3,112 38 37 — KE 740 Rocket 300 80 n/a 6 72 Snipe 6,500 40
    wide area. (Rafzakael Part)
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MSK-SC200 Morskoj Network 26,000 Output increased sniper cannon.  Sniper  637 21 3,341 47 24 
    Fierce kickback. cannon

MSK-SC200 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 1,093 APFSDS 1,264 200 All-Purpose APFSDS. Low accuracy, high power. 1 19 Snipe 11,500 70
APFSDS-TG180L KE 1,215 APFSDS 1,264 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,360 APFSDS 1,132 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 924 HEAT 912 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,175 HEAT 912 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,329 HEAT 912 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

SpC-Himmis Sal Kar Network 24,000 Sniper cannon with minimal kickback. Good  Sniper  537 29 2,843 39 33 
    accuracy and easy to handle. cannon

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 810 APFSDS 1,000 200 All-Purpose APFSDS. Low accuracy, high power. 1 10 Snipe 12,000 70
APFSDS-TG180L KE 988 APFSDS 1,000 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,134 APFSDS 880 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 867 HEAT 917 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,013 HEAT 917 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,159 HEAT 917 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

RFZ-WSC-1 Tarakia Single play 18,000 Sniper cannon with great power and  Sniper  540 19 2,789 39 22 
    excellent accuracy. (Rafzakael Part) cannon

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 972 APFSDS 1,210 200 All-Purpose APFSDS. Low accuracy, high power. 1 14 Snipe 12,000 70
HEAT-180 CE 900 HEAT 1,078 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80

M36SC Sabre Tarakia Download 25,000 Sniper cannon for short-term engagement.  Sniper  529 35 2,522 40 22 
    Magazine shrunk down in favor of light  cannon
    weight. (Download Part)

M04SC Epee ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG180 KE 1,166 APFSDS 1,430 200 All-Purpose APFSDS. Low accuracy, high power. 1 3 Snipe 17,000 70
APFSDS-TG180L KE 1,312 APFSDS 1,430 200 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 390
APFSDS-TN180 KE 1,506 APFSDS 1,100 200 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 900
HEAT-180 CE 1,062 HEAT 1,154 200 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 80
HEAT-180TN CE 1,256 HEAT 1,154 200 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 450
HEAT-180TN-C CE 1,450 HEAT 1,154 200 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 1,020

M13RL Halberd Tarakia Network 23,000 Rocket launcher that fi res many missiles at Rocket 573 20 3,521 45 40 — KE 788 Rocket 350 80 n/a 4 48 Snipe 7,000 40
    once to attack wide area.

MSK-RL100 Morskoj Network 25,000 Rocket launcher suitable for  Rocket 584 22 3,824 50 33 — KE 820 Rocket 320 80 n/a 6 60 Snipe 6,000 40
    wide-range attack. 

MSK-RL200 Morskoj Network 30,000 Rocket launcher with more uses for  Rocket 560 19 3,621 48 31 — KE 820 Rocket 320 80 n/a 4 60 Snipe 6,000 40
    extended battles.

Rtl-Khass Sal Kar Network 24,000 Launches multiple missiles at once to  Rocket 531 21 3,298 40 39 — KE 740 Rocket 300 80 n/a 6 72 Snipe 5,500 40
    attack wide area.

Rtl-Kurunb Sal Kar Network 26,000 Redesigned version of RtL-Khass, with  Rocket 552 23 3,510 42 41 — KE 740 Rocket 300 80 n/a 6 84 Snipe 5,500 40
    more uses and higher weight.

RFZ-WRL-1 Morskoj Single play 25,000 Rocket launcher suitable for Rocket 567 20 3,632 46 31 — KE 820 Rocket 320 80 n/a 6 60 Snipe 7,000 40
    wide-range attack. (Rafzakael Part)

RFZ-WRL-2 Sal Kar Single play 24,000 Launches multiple missiles at once to attack  Rocket 519 19 3,112 38 37 — KE 740 Rocket 300 80 n/a 6 72 Snipe 6,500 40
    wide area. (Rafzakael Part)
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M01CN Falchion Tarakia Network 12,000 Cannon with great fi repower using Cannon 615 21 4,101 50 40
    anti-Hound shells.

M01CN FALCHION ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,350 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 3,250 40
APFSDS-TG220L KE 1,550 APFSDS 350 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,800 APFSDS 320 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,200 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,400 HEAT 330 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,600 HEAT 330 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

M20CN Anelace Tarakia Network 13,500 Redesigned version of M01CN Falchion  Cannon 606 27 4,203 53 41
    model. Charging time accelerated.

M20CN ANELACE ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,250 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 2,800 40
APFSDS-TG220L KE 1,450 APFSDS 350 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,700 APFSDS 320 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,140 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,340 HEAT 330 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,540 HEAT 330 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

M27CN Flanberg Tarakia Download 15,000 Improved cannon with long gun barrel Cannon 642 23 3,962 48 38
    for accurate shot. (Download Part)

M27CN FLANBERG ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,200 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 3,750 40
APFSDS-TG220L KE 1,450 APFSDS 350 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,690 APFSDS 320 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,100 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,300 HEAT 330 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,500 HEAT 330 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

MSK-CN100 Morskoj Network 13,500 High-fi repower cannon of Morskoj.  Cannon 605 20 3,999 50 35
    High-power but heavy.

MSK-CN100 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,100 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 25 Normal 4,200 40
APFSDS-TG220L KE 1,290 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,560 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,070 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,180 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,460 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

MSK-CN200 Morskoj Network 14,000 Redesigned cannon. Enhanced ammo capacity. Cannon 650 19 4,203 53 37 

MSK-CN200 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,380 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 28 Normal 3,700 40
APFSDS-TG220L KE 1,630 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,820 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,260 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,440 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,660 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570
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M01CN Falchion Tarakia Network 12,000 Cannon with great fi repower using Cannon 615 21 4,101 50 40
    anti-Hound shells.

M01CN FALCHION ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,350 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 3,250 40
APFSDS-TG220L KE 1,550 APFSDS 350 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,800 APFSDS 320 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,200 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,400 HEAT 330 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,600 HEAT 330 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

M20CN Anelace Tarakia Network 13,500 Redesigned version of M01CN Falchion  Cannon 606 27 4,203 53 41
    model. Charging time accelerated.

M20CN ANELACE ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,250 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 2,800 40
APFSDS-TG220L KE 1,450 APFSDS 350 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,700 APFSDS 320 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,140 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,340 HEAT 330 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,540 HEAT 330 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

M27CN Flanberg Tarakia Download 15,000 Improved cannon with long gun barrel Cannon 642 23 3,962 48 38
    for accurate shot. (Download Part)

M27CN FLANBERG ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,200 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 3,750 40
APFSDS-TG220L KE 1,450 APFSDS 350 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,690 APFSDS 320 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,100 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,300 HEAT 330 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,500 HEAT 330 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

MSK-CN100 Morskoj Network 13,500 High-fi repower cannon of Morskoj.  Cannon 605 20 3,999 50 35
    High-power but heavy.

MSK-CN100 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,100 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 25 Normal 4,200 40
APFSDS-TG220L KE 1,290 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,560 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,070 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,180 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,460 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

MSK-CN200 Morskoj Network 14,000 Redesigned cannon. Enhanced ammo capacity. Cannon 650 19 4,203 53 37 

MSK-CN200 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,380 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 28 Normal 3,700 40
APFSDS-TG220L KE 1,630 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,820 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,260 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,440 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,660 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570
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MSK-CN201 Morskoj Network 15,000 Based on CN200 model, targeting  Cannon 638 25 4,132 51 34 
    accuracy improved.

MSK-CN201 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,260 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 28 Normal 4,650 40
APFSDS-TG220L KE 1,550 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,760 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,180 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,360 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,560 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

MSK-CN300 Morskoj Network 18,000 Redesigned version of CN200 model with  Cannon 662 26 4,512 56 44
    more energy output.

MSK-CN300 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,450 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 28 Normal 4,200 40
APFSDS-TG220L KE 1,650 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,900 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,300 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,500 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,700 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

Cnn-Fasuliya Sal Kar Network 13,000 Lightweight cannon designed for multiple use. Cannon 595 19 3,641 43 45

CNN-FASULIYA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,050 APFSDS 380 250 All-Purpose APFSDS. Low accuracy, high power. 1 32 Normal 3,250 40
APFSDS-TG220L KE 1,300 APFSDS 380 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,500 APFSDS 330 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,050 HEAT 340 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,250 HEAT 340 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,450 HEAT 340 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

Cnn-Bisilla Sal Kar Network 16,000 Improved version of Cnn-Fasuliya, with  Cannon 587 18 3,784 46 46
    newly developed lighter cannon.

CNN-BISILLA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 920 APFSDS 380 250 All-Purpose APFSDS. Low accuracy, high power. 1 26 Normal 2,800 40
APFSDS-TG220L KE 1,180 APFSDS 380 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,380 APFSDS 330 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 980 HEAT 340 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,180 HEAT 340 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,380 HEAT 340 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

RFZ-WCN-1 Tarakia Single play 12,000 Cannon with great fi repower using  Cannon 605 18 3,896 47 37
    anti-Hound shells. (Rafzakael Part)

RFZ-WCN-1 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,350 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 3,600 40
HEAT-220 CE 1,200 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45

RFZ-WCN-2 Morskoj Single play 13,500 High-fi repower cannon of Morskoj.  Cannon 593 20 3,731 49 33 APFSDS KE 1,100 APFSDS 300 250 High-Power 1 25 Normal 4,500 40
    High power but heavy. (Rafzakael Part)       -TG220      APFSDS. 
                 Sacrifi ces 
                 range for 
                 more power.
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MSK-CN201 Morskoj Network 15,000 Based on CN200 model, targeting  Cannon 638 25 4,132 51 34 
    accuracy improved.

MSK-CN201 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,260 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 28 Normal 4,650 40
APFSDS-TG220L KE 1,550 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,760 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,180 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,360 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,560 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

MSK-CN300 Morskoj Network 18,000 Redesigned version of CN200 model with  Cannon 662 26 4,512 56 44
    more energy output.

MSK-CN300 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,450 APFSDS 300 250 All-Purpose APFSDS. Low accuracy, high power. 1 28 Normal 4,200 40
APFSDS-TG220L KE 1,650 APFSDS 300 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,900 APFSDS 280 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,300 HEAT 290 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,500 HEAT 290 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,700 HEAT 290 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

Cnn-Fasuliya Sal Kar Network 13,000 Lightweight cannon designed for multiple use. Cannon 595 19 3,641 43 45

CNN-FASULIYA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,050 APFSDS 380 250 All-Purpose APFSDS. Low accuracy, high power. 1 32 Normal 3,250 40
APFSDS-TG220L KE 1,300 APFSDS 380 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,500 APFSDS 330 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 1,050 HEAT 340 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,250 HEAT 340 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,450 HEAT 340 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

Cnn-Bisilla Sal Kar Network 16,000 Improved version of Cnn-Fasuliya, with  Cannon 587 18 3,784 46 46
    newly developed lighter cannon.

CNN-BISILLA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 920 APFSDS 380 250 All-Purpose APFSDS. Low accuracy, high power. 1 26 Normal 2,800 40
APFSDS-TG220L KE 1,180 APFSDS 380 250 Enhanced APFSDS. Modifi ed shell, increased power. n/a n/a — — 180
APFSDS-TN220 KE 1,380 APFSDS 330 250 High-Power APFSDS. Sacrifi ces range for more power. n/a n/a — — 540
HEAT-220 CE 980 HEAT 340 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45
HEAT-220TN CE 1,180 HEAT 340 250 Enhanced HEAT. Different metal inside, increased power. n/a n/a — — 195
HEAT-220TN-C CE 1,380 HEAT 340 250 High-Power HEAT. Expensive, but extremely powerful HEAT. n/a n/a — — 570

RFZ-WCN-1 Tarakia Single play 12,000 Cannon with great fi repower using  Cannon 605 18 3,896 47 37
    anti-Hound shells. (Rafzakael Part)

RFZ-WCN-1 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

APFSDS-TG220 KE 1,350 APFSDS 350 250 All-Purpose APFSDS. Low accuracy, high power. 1 30 Normal 3,600 40
HEAT-220 CE 1,200 HEAT 330 250 All-Purpose HEAT. Delivers same power at any impact speed. n/a n/a — — 45

RFZ-WCN-2 Morskoj Single play 13,500 High-fi repower cannon of Morskoj.  Cannon 593 20 3,731 49 33 APFSDS KE 1,100 APFSDS 300 250 High-Power 1 25 Normal 4,500 40
    High power but heavy. (Rafzakael Part)       -TG220      APFSDS. 
                 Sacrifi ces 
                 range for 
                 more power.
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M02HW Espadon Tarakia Network 13,500 Howitzer for long-range attack to destroy  Howitzer 614 23 3,026 46 35
    wide area.

M02HW Espadon ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,280 HE 1,150 250 All-Purpose HE. Explosion causes splash damage. 1 38 High-Angle 4,500 50
HE200-60 KE 1,500 HE 1,150 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,700 HE 1,150 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 670 Incendiary 1,150 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 670 Incendiary 1,150 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

M21HW Faus Tarakia Network 15,000 Howitzer with more energy output. Longer Howitzer 632 26 3,224 48 37
    fi ring range but more kickback.

M21HW Faus ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,380 HE 1,250 250 All-Purpose HE. Explosion causes splash damage. 1 38 High-Angle 4,800 50
HE200-60 KE 1,600 HE 1,250 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,800 HE 1,250 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 702 Incendiary 1,250 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 702 Incendiary 1,250 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

M28HW Pallasch Tarakia Network 17,000 Howitzer with less jiggling when fi ring. Howitzer 660 20 2,914 45 33
    Increased fi ring accuracy.

M28HW Pallasch ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,200 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 35 High-Angle 4,300 50
HE200-60 KE 1,420 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,620 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 600 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 600 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

MSK-HW100 Morskoj Network 16,000 Morskovian high-fi repower howitzer for  Howitzer 682 16 3,332 53 30
    long-range attack.

MSK-HW100 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,430 HE 1,200 250 All-Purpose HE. Explosion causes splash damage. 1 32 High-Angle 4,800 50
HE200-60 KE 1,680 HE 1,200 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,950 HE 1,200 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 710 Incendiary 1,200 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 710 Incendiary 1,200 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

MSK-HW200 Morskoj Download 18,000 Redesigned howitzer. Enhanced ammo  Howitzer 694 17 3,162 55 32
    capacity. (Download Part)

MSK-HW200 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,430 HE 1,200 250 All-Purpose HE. Explosion causes splash damage. 1 44 High-Angle 5,000 50
HE200-60 KE 1,680 HE 1,200 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,950 HE 1,200 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 710 Incendiary 1,200 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 710 Incendiary 1,200 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390
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M02HW Espadon Tarakia Network 13,500 Howitzer for long-range attack to destroy  Howitzer 614 23 3,026 46 35
    wide area.

M02HW Espadon ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,280 HE 1,150 250 All-Purpose HE. Explosion causes splash damage. 1 38 High-Angle 4,500 50
HE200-60 KE 1,500 HE 1,150 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,700 HE 1,150 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 670 Incendiary 1,150 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 670 Incendiary 1,150 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

M21HW Faus Tarakia Network 15,000 Howitzer with more energy output. Longer Howitzer 632 26 3,224 48 37
    fi ring range but more kickback.

M21HW Faus ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,380 HE 1,250 250 All-Purpose HE. Explosion causes splash damage. 1 38 High-Angle 4,800 50
HE200-60 KE 1,600 HE 1,250 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,800 HE 1,250 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 702 Incendiary 1,250 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 702 Incendiary 1,250 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

M28HW Pallasch Tarakia Network 17,000 Howitzer with less jiggling when fi ring. Howitzer 660 20 2,914 45 33
    Increased fi ring accuracy.

M28HW Pallasch ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,200 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 35 High-Angle 4,300 50
HE200-60 KE 1,420 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,620 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 600 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 600 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

MSK-HW100 Morskoj Network 16,000 Morskovian high-fi repower howitzer for  Howitzer 682 16 3,332 53 30
    long-range attack.

MSK-HW100 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,430 HE 1,200 250 All-Purpose HE. Explosion causes splash damage. 1 32 High-Angle 4,800 50
HE200-60 KE 1,680 HE 1,200 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,950 HE 1,200 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 710 Incendiary 1,200 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 710 Incendiary 1,200 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

MSK-HW200 Morskoj Download 18,000 Redesigned howitzer. Enhanced ammo  Howitzer 694 17 3,162 55 32
    capacity. (Download Part)

MSK-HW200 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,430 HE 1,200 250 All-Purpose HE. Explosion causes splash damage. 1 44 High-Angle 5,000 50
HE200-60 KE 1,680 HE 1,200 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,950 HE 1,200 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 710 Incendiary 1,200 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 710 Incendiary 1,200 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390
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MSK-HW300 Morskoj Network 20,000 Lightweight howitzer with improved energy  Howitzer 675 21 3,541 50 28
    output. Decreased fi ring accuracy.

MSK-HW300 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,480 HE 1,300 250 All-Purpose HE. Explosion causes splash damage. 1 32 High-Angle 4,500 50
HE200-60 KE 1,730 HE 1,300 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 2,050 HE 1,300 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 730 Incendiary 1,300 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 730 Incendiary 1,300 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

Hwz-Matar Sal Kar Network 17,000 Lightweight howitzer. Low energy output  Howitzer 585 22 2,812 44 36
    and low kickback.

HWZ-MATAR ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,300 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 30 High-Angle 4,200 50
HE200-60 KE 1,500 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,750 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 680 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 680 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

Hwz-Thalj Sal Kar Network 19,000 Lightweight howitzer with improved  Howitzer 617 24 3,056 41 39
    fi ring accuracy.

HWZ-THALJ ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,150 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 30 High-Angle 4,300 50
HE200-60 KE 1,350 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,600 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 580 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 580 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

Hwz-Ghayma Sal Kar Network 21,000 Redesigned version of Hwz-Matar model.  Howitzer 632 26 3,341 42 42
    Rapid shot enabled.

HWZ-GHAYMA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,300 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 33 High-Angle 3,500 50
HE200-60 KE 1,500 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,750 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 680 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 680 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

RFZ-WHW-1 Tarakia Single play 13,500 Howitzer for long-range attack to destroy  Howitzer 600 21 2,813 47 32 HE200 KE 1,280 HE 1,150 250 All-Purpose HE.  1 38 High- 4,800 50
    wide area. (Rafzakael Part)       -40      Explosion causes    Angle
                 splash damage.

RFZ-WHW-2 Sal Kar Single play 17,000 Lightweight howitzer. Low energy output  Howitzer 565 20 2,578 42 33 HE200 KE 1,300 HE 1,100 250 Enhanced HE.  1 30 High- 4,500 40
    and low kickback. (Rafzakael Part)       -40      Different    Angle
                 compound, 
                 greater explosive 
                 power.

M03MT Dusack Tarakia Network 10,000 Mortar fi ring special shells such as  Mortar 186 23 2,861 33 25
    smoke bombs and fl ares.

M03MT DUSACK ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

Smoke KE 120 Smoke 50 15 Smoke Grenade. Creates smokescreen upon impact. 1 30 High-Angle 12,000 7
Illuminating KE 120 Illuminating 300 120 Flare. Explodes after fi ring to create a light source. n/a n/a — — 10
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MSK-HW300 Morskoj Network 20,000 Lightweight howitzer with improved energy  Howitzer 675 21 3,541 50 28
    output. Decreased fi ring accuracy.

MSK-HW300 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,480 HE 1,300 250 All-Purpose HE. Explosion causes splash damage. 1 32 High-Angle 4,500 50
HE200-60 KE 1,730 HE 1,300 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 2,050 HE 1,300 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 730 Incendiary 1,300 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 730 Incendiary 1,300 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

Hwz-Matar Sal Kar Network 17,000 Lightweight howitzer. Low energy output  Howitzer 585 22 2,812 44 36
    and low kickback.

HWZ-MATAR ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,300 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 30 High-Angle 4,200 50
HE200-60 KE 1,500 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,750 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 680 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 680 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

Hwz-Thalj Sal Kar Network 19,000 Lightweight howitzer with improved  Howitzer 617 24 3,056 41 39
    fi ring accuracy.

HWZ-THALJ ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,150 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 30 High-Angle 4,300 50
HE200-60 KE 1,350 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,600 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 580 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 580 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

Hwz-Ghayma Sal Kar Network 21,000 Redesigned version of Hwz-Matar model.  Howitzer 632 26 3,341 42 42
    Rapid shot enabled.

HWZ-GHAYMA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 1,300 HE 1,100 250 All-Purpose HE. Explosion causes splash damage. 1 33 High-Angle 3,500 50
HE200-60 KE 1,500 HE 1,100 250 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 210
HE200-90 KE 1,750 HE 1,100 250 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 600
Incendiary-200 KE 680 Incendiary 1,100 250 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 70
Incendiary-200N KE 680 Incendiary 1,100 250 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 390

RFZ-WHW-1 Tarakia Single play 13,500 Howitzer for long-range attack to destroy  Howitzer 600 21 2,813 47 32 HE200 KE 1,280 HE 1,150 250 All-Purpose HE.  1 38 High- 4,800 50
    wide area. (Rafzakael Part)       -40      Explosion causes    Angle
                 splash damage.

RFZ-WHW-2 Sal Kar Single play 17,000 Lightweight howitzer. Low energy output  Howitzer 565 20 2,578 42 33 HE200 KE 1,300 HE 1,100 250 Enhanced HE.  1 30 High- 4,500 40
    and low kickback. (Rafzakael Part)       -40      Different    Angle
                 compound, 
                 greater explosive 
                 power.

M03MT Dusack Tarakia Network 10,000 Mortar fi ring special shells such as  Mortar 186 23 2,861 33 25
    smoke bombs and fl ares.

M03MT DUSACK ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

Smoke KE 120 Smoke 50 15 Smoke Grenade. Creates smokescreen upon impact. 1 30 High-Angle 12,000 7
Illuminating KE 120 Illuminating 300 120 Flare. Explodes after fi ring to create a light source. n/a n/a — — 10
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M31MT Falcata Tarakia Network 13,000 New mortar to fi re HE shells. Mortar 244 32 2,134 30 26 

M31MT FALCATA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 495 HE 100 30 All-Purpose HE. Explosion causes splash damage. 3 54 High-Angle 4,000 30
HE200-60 KE 540 HE 100 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE200-90 KE 459 HE 100 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-200 KE 300 Incendiary 100 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-200N KE 300 Incendiary 100 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

MSK-MT10 Morskoj Network 11,000 High-energy-output mortar that fi res special Mortar 189 25 3,140 34 25
    shells such as smoke bombs and fl ares.

MSK-MT10 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

Smoke KE 150 Smoke 50 15 Smoke Grenade. Creates smokescreen upon impact. 1 33 High-Angle 12,000 7
Illuminating KE 150 Illuminating 400 120 Flare. Explodes after fi ring to create a light source. n/a n/a — — 10

MSK-MT20 Morskoj Network 13,500 Combat mortar to fi re HE shells. Mortar 240 26 2,187 33 18 

MSK-MT20 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 515 HE 90 30 All-Purpose HE. Explosion causes splash damage. 3 75 High-Angle 5,000 30
HE160-60 KE 560 HE 90 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 579 HE 90 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 90 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 90 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

MSK-MT21 Morskoj Download 15,000 High-energy-output combat mortar with long  Mortar 249 27 2,268 34 20
    fi ring range. (Download Part)

MSK-MT21 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 545 HE 150 30 All-Purpose HE. Explosion causes splash damage. 3 75 High-Angle 5,000 30
HE160-60 KE 600 HE 150 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 619 HE 150 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 150 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 150 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

Mtr-Qamh Sal Kar Network 11,000 Lightweight mortar that fi res special shells  Mortar 184 22 2,846 30 22
    such as smoke bombs and fl ares.

MTR-QAMH ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

Smoke KE 120 Smoke 50 15 Smoke Grenade. Creates smokescreen upon impact. 1 28 High-Angle 12,000 7
Illuminating KE 120 Illuminating 300 120 Flare. Explodes after fi ring to create a light source. n/a n/a — — 10

Mtr-Hinta Sal Kar Network 13,000 Combat mortar to fi re HE shells.  Mortar 231 21 2,021 27 26
    Increased accuracy.

MTR-HINTA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 485 HE 100 30 All-Purpose HE. Explosion causes splash damage. 3 45 High-Angle 4,500 30
HE160-60 KE 530 HE 100 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 449 HE 100 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 100 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 100 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360
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M31MT Falcata Tarakia Network 13,000 New mortar to fi re HE shells. Mortar 244 32 2,134 30 26 

M31MT FALCATA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE200-40 KE 495 HE 100 30 All-Purpose HE. Explosion causes splash damage. 3 54 High-Angle 4,000 30
HE200-60 KE 540 HE 100 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE200-90 KE 459 HE 100 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-200 KE 300 Incendiary 100 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-200N KE 300 Incendiary 100 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

MSK-MT10 Morskoj Network 11,000 High-energy-output mortar that fi res special Mortar 189 25 3,140 34 25
    shells such as smoke bombs and fl ares.

MSK-MT10 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

Smoke KE 150 Smoke 50 15 Smoke Grenade. Creates smokescreen upon impact. 1 33 High-Angle 12,000 7
Illuminating KE 150 Illuminating 400 120 Flare. Explodes after fi ring to create a light source. n/a n/a — — 10

MSK-MT20 Morskoj Network 13,500 Combat mortar to fi re HE shells. Mortar 240 26 2,187 33 18 

MSK-MT20 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 515 HE 90 30 All-Purpose HE. Explosion causes splash damage. 3 75 High-Angle 5,000 30
HE160-60 KE 560 HE 90 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 579 HE 90 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 90 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 90 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

MSK-MT21 Morskoj Download 15,000 High-energy-output combat mortar with long  Mortar 249 27 2,268 34 20
    fi ring range. (Download Part)

MSK-MT21 ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 545 HE 150 30 All-Purpose HE. Explosion causes splash damage. 3 75 High-Angle 5,000 30
HE160-60 KE 600 HE 150 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 619 HE 150 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 150 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 150 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

Mtr-Qamh Sal Kar Network 11,000 Lightweight mortar that fi res special shells  Mortar 184 22 2,846 30 22
    such as smoke bombs and fl ares.

MTR-QAMH ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

Smoke KE 120 Smoke 50 15 Smoke Grenade. Creates smokescreen upon impact. 1 28 High-Angle 12,000 7
Illuminating KE 120 Illuminating 300 120 Flare. Explodes after fi ring to create a light source. n/a n/a — — 10

Mtr-Hinta Sal Kar Network 13,000 Combat mortar to fi re HE shells.  Mortar 231 21 2,021 27 26
    Increased accuracy.

MTR-HINTA ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 485 HE 100 30 All-Purpose HE. Explosion causes splash damage. 3 45 High-Angle 4,500 30
HE160-60 KE 530 HE 100 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 449 HE 100 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 100 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 100 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360
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Mtr-Shair Sal Kar Network 14,000 Mtr-Hinta successor with more energy  Mortar 240 22 2,131 28 28
    output. Lightweight and longer fi ring range.

MTR-SHAIR ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 505 HE 140 30 All-Purpose HE. Explosion causes splash damage. 3 45 High-Angle 4,500 30
HE160-60 KE 550 HE 140 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 569 HE 140 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 140 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 140 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

RFZ-WMT-1 Tarakia Single play 10,000 Trench mortar capable of fi ring special  Mortar 178 21 2,648 30 22 Illuminating KE 120 Illuminating 300 120 Flare. Explodes  1 30 High- 13,000 10
    shells. (Rafzakael Part)             after fi ring to    Angle
                 create a light 
                 source.

RFZ-WMT-2 Morskoj Single play 13,500 Combat mortar to fi re HE shells.  Mortar 228 24 1,922 30 15 HE160 KE 495 HE 150 30 All-Purpose HE.  3 75 High- 5,800 30
    (Rafzakael Part)       -40      Explosion causes    Angle
                 splash damage.

RFZ-WMT-3 Sal Kar Single play 13,000 Combat mortar to fi re HE shells. Increased  Mortar 220 20 1,807 25 25 HE160 KE 495 HE 150 30 All-Purpose HE.  3 45 High- 5,500 30
    accuracy. (Rafzakael Part)       -40      Explosion causes    Angle
                 splash damage.

M10HP Lance Tarakia Network 22,000 Anti-Hound parrying blade with large Anti-Hound  330 25 1,689 28 22 — KE 990 Pile 13 300 n/a 1 25 None 2,200 600
    ammo storage. pile        

M32HP Ballista Tarakia Network 25,000 Improved version of M10HP Lance with Anti-Hound  337 27 1,475 25 20 — KE 935 Pile 16 300 n/a 1 25 None 2,200 600
    longer blade and better accuracy. pile

MSK-HP100 Morskoj Network 28,000 Morskovian parrying blade with high energy  Anti-Hound  401 29 2,487 45 25 — KE 2,469 Pile 18 300 n/a 1 15 None 7,500 600
    output. Well-suited for destroying HQ. pile

AHP-Ras Sal Kar Network 20,000 Lightweight parrying blade with fewer uses.  Anti-Hound  374 26 2,046 36 30 — KE 2,640 Pile 17 300 n/a 1 10 None 8,300 600
    Devastating single-hit damage. pile

AHP-Sharib Sal Kar Download 22,000 Lightweight parrying blade. Well-balanced  Anti-Hound  318 25 2,341 38 34 — KE 1,320 Pile 15 300 n/a 1 16 None 5,000 600
    output and uses. (Download Part) pile

AHP-Lihya Sal Kar Network 26,000 Lightweight parrying blade with many uses. Anti-Hound  306 23 1,423 22 28 — KE 858 Pile 15 300 n/a 1 30 None 2,000 600
     pile

RFZ-WHP-1 Sal Kar Single play 20,000 Lightweight parrying blade with fewer  Anti-Hound  358 24 1,799 33 29 — KE 2,640 Pile 17 300 n/a 1 10 None 9,000 600
    uses. Devastating single-hit damage.  pile
    (Rafzakael Part) 

M11LM Claymore Tarakia Network 15,000 Launches mines to disturb enemies. Large Land mine 468 27 2,841 41 30 — KE 1,240 Mine 15 250 n/a 3 21 None 24,000 25
    ammo capacity.

MSK-LM100 Morskoj Network 13,000 Launches mid-size mines for disturbing and  Land mine 473 20 3,334 43 23 — KE 1,230 Mine 15 250 n/a 3 18 None 23,000 25
    ambushing enemies.

MSK-LM200 Morskoj Network 14,000 Launches large-size mines. Great power  Land mine 496 24 3,562 46 26 — KE 1,410 Mine 15 250 n/a 1 15 None 22,000 25
    but small ammo capacity.

LdM-Harshafa Sal Kar Network 16,000 Lightweight large mines suitable for  Land mine 481 23 3,271 36 35 — KE 1,280 Mine 15 250 n/a 2 10 None 25,000 25
    protecting HQ.

LdM-Zinifa Sal Kar Network 15,000 Mine launcher that launches three  Land mine 470 23 2,964 34 34 — KE 1,144 Mine 15 250 n/a 3 30 None 20,000 25
    small mines at once.

LdM-Lahm Sal Kar Network 17,500 Lightweight mine launcher. Small  Land mine 449 25 2,562 32 34 — KE 1,200 Mine 15 250 n/a 3 27 None 19,000 25
    ammo capacity.

RFZ-WLM-1 Morskoj Single play 13,000 Launches mid-size mines for disturbing  Land mine 458 18 3,015 41 21 — KE 1,230 Mine 15 250 n/a 3 18 None 26,000 25
    and ambushing enemies. (Rafzakael Part)

RFZ-WLM-2 Sal Kar Single play 16,000 Lightweight large-size mines suitable for  Land mine 466 21 2,946 34 33 — KE 1,280 Mine 15 250 n/a 2 10 None 28,000 25
    protecting HQ. (Rafzakael Part)

M12BD Gladius Tarakia Network 14,000 Small bomb launcher. Suitable for  Bomb  478 20 1,843 37 25 — KE 1,400 Bomb 50 120 n/a 3 45 None 8,000 30
    attacking HQ. dispenser

M23BD Walloon Tarakia Network 15,000 Improved version of M12BD Gladius with  Bomb  487 22 2,013 39 27 — KE 1,400 Bomb 50 120 n/a 3 75 None 8,000 30
    more ammo capacity. dispenser

MSK-BD100 Morskoj Network 16,000 Large bomb launcher with great attack  Bomb  549 25 2,311 40 24 — KE 1,800 Bomb 50 120 n/a 1 30 None 4,000 30
    power. Well-suited for attacking HQ. dispenser
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Mtr-Shair Sal Kar Network 14,000 Mtr-Hinta successor with more energy  Mortar 240 22 2,131 28 28
    output. Lightweight and longer fi ring range.

MTR-SHAIR ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
BULLET NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

HE160-40 KE 505 HE 140 30 All-Purpose HE. Explosion causes splash damage. 3 45 High-Angle 4,500 30
HE160-60 KE 550 HE 140 30 Enhanced HE. Different compound, greater explosive power. n/a n/a — — 120
HE160-90 KE 569 HE 140 30 Wide-Area HE. Heavy recoil, but has greater blast radius. n/a n/a — — 300
Incendiary-160 KE 300 Incendiary 140 100 All-Purpose Incendiary. Spreads chemical agent to burn. n/a n/a — — 60
Incendiary-160N KE 300 Incendiary 140 100 Very High Temp Incendiary. Different material for high temp. n/a n/a — — 360

RFZ-WMT-1 Tarakia Single play 10,000 Trench mortar capable of fi ring special  Mortar 178 21 2,648 30 22 Illuminating KE 120 Illuminating 300 120 Flare. Explodes  1 30 High- 13,000 10
    shells. (Rafzakael Part)             after fi ring to    Angle
                 create a light 
                 source.

RFZ-WMT-2 Morskoj Single play 13,500 Combat mortar to fi re HE shells.  Mortar 228 24 1,922 30 15 HE160 KE 495 HE 150 30 All-Purpose HE.  3 75 High- 5,800 30
    (Rafzakael Part)       -40      Explosion causes    Angle
                 splash damage.

RFZ-WMT-3 Sal Kar Single play 13,000 Combat mortar to fi re HE shells. Increased  Mortar 220 20 1,807 25 25 HE160 KE 495 HE 150 30 All-Purpose HE.  3 45 High- 5,500 30
    accuracy. (Rafzakael Part)       -40      Explosion causes    Angle
                 splash damage.

M10HP Lance Tarakia Network 22,000 Anti-Hound parrying blade with large Anti-Hound  330 25 1,689 28 22 — KE 990 Pile 13 300 n/a 1 25 None 2,200 600
    ammo storage. pile        

M32HP Ballista Tarakia Network 25,000 Improved version of M10HP Lance with Anti-Hound  337 27 1,475 25 20 — KE 935 Pile 16 300 n/a 1 25 None 2,200 600
    longer blade and better accuracy. pile

MSK-HP100 Morskoj Network 28,000 Morskovian parrying blade with high energy  Anti-Hound  401 29 2,487 45 25 — KE 2,469 Pile 18 300 n/a 1 15 None 7,500 600
    output. Well-suited for destroying HQ. pile

AHP-Ras Sal Kar Network 20,000 Lightweight parrying blade with fewer uses.  Anti-Hound  374 26 2,046 36 30 — KE 2,640 Pile 17 300 n/a 1 10 None 8,300 600
    Devastating single-hit damage. pile

AHP-Sharib Sal Kar Download 22,000 Lightweight parrying blade. Well-balanced  Anti-Hound  318 25 2,341 38 34 — KE 1,320 Pile 15 300 n/a 1 16 None 5,000 600
    output and uses. (Download Part) pile

AHP-Lihya Sal Kar Network 26,000 Lightweight parrying blade with many uses. Anti-Hound  306 23 1,423 22 28 — KE 858 Pile 15 300 n/a 1 30 None 2,000 600
     pile

RFZ-WHP-1 Sal Kar Single play 20,000 Lightweight parrying blade with fewer  Anti-Hound  358 24 1,799 33 29 — KE 2,640 Pile 17 300 n/a 1 10 None 9,000 600
    uses. Devastating single-hit damage.  pile
    (Rafzakael Part) 

M11LM Claymore Tarakia Network 15,000 Launches mines to disturb enemies. Large Land mine 468 27 2,841 41 30 — KE 1,240 Mine 15 250 n/a 3 21 None 24,000 25
    ammo capacity.

MSK-LM100 Morskoj Network 13,000 Launches mid-size mines for disturbing and  Land mine 473 20 3,334 43 23 — KE 1,230 Mine 15 250 n/a 3 18 None 23,000 25
    ambushing enemies.

MSK-LM200 Morskoj Network 14,000 Launches large-size mines. Great power  Land mine 496 24 3,562 46 26 — KE 1,410 Mine 15 250 n/a 1 15 None 22,000 25
    but small ammo capacity.

LdM-Harshafa Sal Kar Network 16,000 Lightweight large mines suitable for  Land mine 481 23 3,271 36 35 — KE 1,280 Mine 15 250 n/a 2 10 None 25,000 25
    protecting HQ.

LdM-Zinifa Sal Kar Network 15,000 Mine launcher that launches three  Land mine 470 23 2,964 34 34 — KE 1,144 Mine 15 250 n/a 3 30 None 20,000 25
    small mines at once.

LdM-Lahm Sal Kar Network 17,500 Lightweight mine launcher. Small  Land mine 449 25 2,562 32 34 — KE 1,200 Mine 15 250 n/a 3 27 None 19,000 25
    ammo capacity.

RFZ-WLM-1 Morskoj Single play 13,000 Launches mid-size mines for disturbing  Land mine 458 18 3,015 41 21 — KE 1,230 Mine 15 250 n/a 3 18 None 26,000 25
    and ambushing enemies. (Rafzakael Part)

RFZ-WLM-2 Sal Kar Single play 16,000 Lightweight large-size mines suitable for  Land mine 466 21 2,946 34 33 — KE 1,280 Mine 15 250 n/a 2 10 None 28,000 25
    protecting HQ. (Rafzakael Part)

M12BD Gladius Tarakia Network 14,000 Small bomb launcher. Suitable for  Bomb  478 20 1,843 37 25 — KE 1,400 Bomb 50 120 n/a 3 45 None 8,000 30
    attacking HQ. dispenser

M23BD Walloon Tarakia Network 15,000 Improved version of M12BD Gladius with  Bomb  487 22 2,013 39 27 — KE 1,400 Bomb 50 120 n/a 3 75 None 8,000 30
    more ammo capacity. dispenser

MSK-BD100 Morskoj Network 16,000 Large bomb launcher with great attack  Bomb  549 25 2,311 40 24 — KE 1,800 Bomb 50 120 n/a 1 30 None 4,000 30
    power. Well-suited for attacking HQ. dispenser
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BmD-Sardin Sal Kar Network 16,500 Launches multiple small bombs. Suitable  Bomb 512 24 1,721 28 32 — KE 1,300 Bomb 50 120 n/a 4 60 None 7,200 30
    for attacking HQ. dispenser

BmD-Salmun Sal Kar Network 17,000 BmD-Sardin successor. Launches more  Bomb  531 26 1,843 28 34 — KE 1,500 Bomb 50 120 n/a 4 40 None 9,000 30
    powerful bombs. dispenser

BmD-Samakumusa Sal Kar Network 18,000 Large bomb launcher with great attack  Bomb  469 23 2,130 30 32 — KE 1,700 Bomb 50 120 n/a 1 30 None 6,000 30
    power. Small ammo capacity but lightweight. dispenser

BmD-Sadaf Sal Kar Network 17,500 Lightweight Sal Kari bomb launcher.  Bomb  503 27 2,241 30 32 — KE 1,700 Bomb 50 120 n/a 2 30 None 8,000 30
    Launches multiple large bombs at the  dispenser
    same time. 

RFZ-WBD-1 Tarakia Single play 14,000 Small bomb launcher. Suitable for  Bomb  458 18 1,632 34 22 — KE 1,400 Bomb 50 120 n/a 3 45 None 9,500 30
    attacking HQ. (Rafzakael Part) dispenser

RFZ-WBD-2 Sal Kar Single play 16,500 Launches multiple small bombs. Suitable  Bomb 490 21 1,522 25 30 — KE 1,300 Bomb 50 120 n/a 4 75 None 8,500 30
    for attacking HQ. (Rafzakael Part) dispenser
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MSK-MC1000 Morskoj Network 7,000 Moving device to enhance acceleration. Requires fewer sockets. 2 Fire Control 80 4

MSK-MC1500 Morskoj Network 7,500 High-performance moving device of Morskoj. Excellent acceleration. 4 Fire Control 180 3

MSK-TC1000 Morskoj Network 11,000 Low-cost fi ring device. Fires 3 rounds simultaneously. 2 Fire Control 100 3

MSK-TC1500 Morskoj Network 10,000 Firing device for snipers to enhance shooting accuracy. 3 Fire Control 155 3

MSK-TC2000 Morskoj Network 12,000 High-performance fi ring device with great accuracy. Fires 4 rounds simultaneously. 5 Fire Control 170 4

MSK-RC1000 Morskoj Network 9,000 Low-cost balance control device with good stability. Decreases kickback. 1 Fire Control 35 4

MSK-RC1500 Morskoj Network 8,500 Morskovian balance control device. Enhances stability. 3 Fire Control 200 2

MC-Wahid Sal Kar Network 9,000 Low-cost moving device of Sal Kar. Slightly improves moving speed and acceleration. 2 Fire Control 80 3

MC-Arbaa Sal Kar Network 11,000 Moving device based on MC-Wahid. Enhances acceleration. 2 Fire Control 70 4

MC-Saba Sal Kar Network 12,000 Latest model of moving device. Reinforces moving speed and acceleration. 3 Hound Control 86 120

TC-Ithnan Sal Kar Network 9,000 Low-cost fi ring device with minimal function for fi ring. 5 Hound Control 165 120

TC-Sitta Sal Kar Network 8,500 Low-cost fi ring device for snipers to enhance shooting accuracy. 5 Hound Control 105 185

RC-Thalatha Sal Kar Network 7,000 Sal Kari balance control device to enhance stability and turning speed. 2 Hound Control 82 92

RC-Khamsa Sal Kar Network 8,000 Low-cost balance control device to enhance stability. 3 Hound Control 140 88

M01MC Russell Tarakia Network 8,000 Standard moving device. High driving performance to enhance maximum speed. 2 Hound Control 105 84

M02MC Neumann Tarakia Network 9,000 High-performance moving device. Enhances moving speed and acceleration. 1 Hound Control 90 40

M01TC Bardeen Tarakia Network 8,000 Firing device specifi c to parallel control. Fires 4 rounds simultaneously at low cost. 3 Hound Control 75 110

M02TC Brattain Tarakia Network 9,000 Redesigned version of Bardeen with accurate fi ring. 2 Hound Control 85 70

M01RC Hopper Tarakia Network 10,000 Balance control device to reinforce turning speed. 3 Speed Enhancement 128 92

M02RC Backus Tarakia Network 11,000 High-performance balance control device. Decreases kickback. 5 Speed Enhancement 180 150

M03RC Mccarthy Tarakia Network 11,500 High-performance balance control device. Focused on turning speed. 2 Speed Enhancement 66 85

RFZ-MC-1 Morskoj Single play 7,000 Moving device to enhance acceleration. Requires fewer sockets. (Rafzakael Part) 4 Speed Enhancement 125 170

RFZ-TC-2 Morskoj Single play 11,000 Low-cost fi ring device. Fires 3 rounds simultaneously. (Rafzakael Part) 2 Speed Enhancement 90 62

RFZ-RC-1 Sal Kar Single play 7,000 Low-cost balance control device with good stability. Decreases kickback. (Rafzakael Part) 3 Speed Enhancement 97 135

RFZ-MC-2 Tarakia Single play 8,000 Standard moving device. High driving performance to enhance maximum speed. (Rafzakael Part) 4 Speed Enhancement 165 130

RFZ-TC-1 Tarakia Single play 8,000 Low-cost fi ring device with minimal function for fi ring. (Rafzakael Part) 3 Speed Enhancement 120 90

RFZ-RC-2 Tarakia Single play 10,000 Balance control device to reinforce turning speed.  2 Speed Enhancement 60 80

         SPEED ENHANCEMENT/ ACCEL ENHANCEMENT/

System Devices
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   HOW TO BASE    POWER  KE CE BULLET ATTACK PENETRATION BULLET  HEAT OF BULLET FULL MAX  RELOAD
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION CATEGORY WEIGHT USE DURABILITY DEFENSE DEFENSE NAME TYPE POWER TYPE RANGE IMPACT EXPLANATION AUTO AMMO SCOPE TIME COST

BmD-Sardin Sal Kar Network 16,500 Launches multiple small bombs. Suitable  Bomb 512 24 1,721 28 32 — KE 1,300 Bomb 50 120 n/a 4 60 None 7,200 30
    for attacking HQ. dispenser

BmD-Salmun Sal Kar Network 17,000 BmD-Sardin successor. Launches more  Bomb  531 26 1,843 28 34 — KE 1,500 Bomb 50 120 n/a 4 40 None 9,000 30
    powerful bombs. dispenser

BmD-Samakumusa Sal Kar Network 18,000 Large bomb launcher with great attack  Bomb  469 23 2,130 30 32 — KE 1,700 Bomb 50 120 n/a 1 30 None 6,000 30
    power. Small ammo capacity but lightweight. dispenser

BmD-Sadaf Sal Kar Network 17,500 Lightweight Sal Kari bomb launcher.  Bomb  503 27 2,241 30 32 — KE 1,700 Bomb 50 120 n/a 2 30 None 8,000 30
    Launches multiple large bombs at the  dispenser
    same time. 

RFZ-WBD-1 Tarakia Single play 14,000 Small bomb launcher. Suitable for  Bomb  458 18 1,632 34 22 — KE 1,400 Bomb 50 120 n/a 3 45 None 9,500 30
    attacking HQ. (Rafzakael Part) dispenser

RFZ-WBD-2 Sal Kar Single play 16,500 Launches multiple small bombs. Suitable  Bomb 490 21 1,522 25 30 — KE 1,300 Bomb 50 120 n/a 4 75 None 8,500 30
    for attacking HQ. (Rafzakael Part) dispenser

         SPEED ENHANCEMENT/ ACCEL ENHANCEMENT/
   HOW TO BASE    AIM STABILITY/ WEAPON SYSTEMS/
PART NAME COUNTRY ACQUIRE PRICE DESCRIPTION SOCKETS COMPUTER STABILITY BOOST ROTATION BOOST

MSK-MC1000 Morskoj Network 7,000 Moving device to enhance acceleration. Requires fewer sockets. 2 Fire Control 80 4

MSK-MC1500 Morskoj Network 7,500 High-performance moving device of Morskoj. Excellent acceleration. 4 Fire Control 180 3

MSK-TC1000 Morskoj Network 11,000 Low-cost fi ring device. Fires 3 rounds simultaneously. 2 Fire Control 100 3

MSK-TC1500 Morskoj Network 10,000 Firing device for snipers to enhance shooting accuracy. 3 Fire Control 155 3

MSK-TC2000 Morskoj Network 12,000 High-performance fi ring device with great accuracy. Fires 4 rounds simultaneously. 5 Fire Control 170 4

MSK-RC1000 Morskoj Network 9,000 Low-cost balance control device with good stability. Decreases kickback. 1 Fire Control 35 4

MSK-RC1500 Morskoj Network 8,500 Morskovian balance control device. Enhances stability. 3 Fire Control 200 2

MC-Wahid Sal Kar Network 9,000 Low-cost moving device of Sal Kar. Slightly improves moving speed and acceleration. 2 Fire Control 80 3

MC-Arbaa Sal Kar Network 11,000 Moving device based on MC-Wahid. Enhances acceleration. 2 Fire Control 70 4

MC-Saba Sal Kar Network 12,000 Latest model of moving device. Reinforces moving speed and acceleration. 3 Hound Control 86 120

TC-Ithnan Sal Kar Network 9,000 Low-cost fi ring device with minimal function for fi ring. 5 Hound Control 165 120

TC-Sitta Sal Kar Network 8,500 Low-cost fi ring device for snipers to enhance shooting accuracy. 5 Hound Control 105 185

RC-Thalatha Sal Kar Network 7,000 Sal Kari balance control device to enhance stability and turning speed. 2 Hound Control 82 92

RC-Khamsa Sal Kar Network 8,000 Low-cost balance control device to enhance stability. 3 Hound Control 140 88

M01MC Russell Tarakia Network 8,000 Standard moving device. High driving performance to enhance maximum speed. 2 Hound Control 105 84

M02MC Neumann Tarakia Network 9,000 High-performance moving device. Enhances moving speed and acceleration. 1 Hound Control 90 40

M01TC Bardeen Tarakia Network 8,000 Firing device specifi c to parallel control. Fires 4 rounds simultaneously at low cost. 3 Hound Control 75 110

M02TC Brattain Tarakia Network 9,000 Redesigned version of Bardeen with accurate fi ring. 2 Hound Control 85 70

M01RC Hopper Tarakia Network 10,000 Balance control device to reinforce turning speed. 3 Speed Enhancement 128 92

M02RC Backus Tarakia Network 11,000 High-performance balance control device. Decreases kickback. 5 Speed Enhancement 180 150

M03RC Mccarthy Tarakia Network 11,500 High-performance balance control device. Focused on turning speed. 2 Speed Enhancement 66 85

RFZ-MC-1 Morskoj Single play 7,000 Moving device to enhance acceleration. Requires fewer sockets. (Rafzakael Part) 4 Speed Enhancement 125 170

RFZ-TC-2 Morskoj Single play 11,000 Low-cost fi ring device. Fires 3 rounds simultaneously. (Rafzakael Part) 2 Speed Enhancement 90 62

RFZ-RC-1 Sal Kar Single play 7,000 Low-cost balance control device with good stability. Decreases kickback. (Rafzakael Part) 3 Speed Enhancement 97 135

RFZ-MC-2 Tarakia Single play 8,000 Standard moving device. High driving performance to enhance maximum speed. (Rafzakael Part) 4 Speed Enhancement 165 130

RFZ-TC-1 Tarakia Single play 8,000 Low-cost fi ring device with minimal function for fi ring. (Rafzakael Part) 3 Speed Enhancement 120 90

RFZ-RC-2 Tarakia Single play 10,000 Balance control device to reinforce turning speed.  2 Speed Enhancement 60 80

         SPEED ENHANCEMENT/ ACCEL ENHANCEMENT/         SPEED ENHANCEMENT/ ACCEL ENHANCEMENT/
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MISSION COMPLETION REWARD S RANKING REWARD COLOR PATTERN

General Tutorial RFZ-TC-1, RFZ-RC-1, RFZ-MC-1, RFZ-CK-A2 RFZ-WAR-1 Standard Rafzakael Camo

Soldier 1 RFZ-TL-2 RFZ-AAM-2 Standard Tarakian Camo

Soldier 2 RFZ-GE-A1 RFZ-CK-A3 —

Soldier 3 RFZ-WMG-3 RFZ-WBD-1 —

Soldier 4 RFZ-ASP-1 RFZ-WGL-1 —

Soldier 5 RFZ-WBD-2 RFZ-WL-2 —

Soldier 6 RFZ-WAR-2 RFZ-WHT-2 —

Soldier 7 RFZ-WHT-1 RFZ-WHP-1 Tarakian National Security Camo

Sniper 1 RFZ-RJ-1 RFZ-ASP-2 Standard Tarakian Camo

Sniper 2 RFZ-GE-B1 RFZ-TC-2 —

Sniper 3 RFZ-WSR-1 RFZ-WAR-3 —

Sniper 4 RFZ-ASD-N1 RFZ-WSR-1 —

Sniper 5 RFZ-WAR-1 RFZ-TL-1 —

Sniper 6 RFZ-WSR-2 RFZ-WAR-3 —

Sniper 7 RFZ-WSC-1 RFZ-WCN-1 Tarakian Winter Camo

Defender 1 RFZ-CL-2 RFZ-AMS-1 Standard Morskovian Camo

Defender 2 RFZ-GE-B2 RFZ-CK-B1 —

Defender 3 RFZ-WSG-1 RFZ-ASP-3 —

Defender 4 RFZ-ARD-1 RFZ-WRL-1 —

Defender 5 RFZ-WSG-2 RFZ-RJ-2 —

Defender 6 RFZ-AAM-1 RFZ-WRL-1 —

Defender 7 RFZ-WRL-2 RFZ-WMS-1 Morskovian Arctic Camo

Scout 1 RFZ-HL-1 RFZ-ASD-M1 Standard Morskovian Camo

Scout 2 RFZ-GE-A2 RFZ-MC-2 —

Scout 3 RFZ-WLM-2 RFZ-AJM-1 —

Scout 4 RFZ-WBD-1 RFZ-ASP-1 —

Scout 5 RFZ-WMT-1 RFZ-HL-2 —

Scout 6 RFZ-WMG-2 RFZ-WMT-2 —

Scout 7 RFZ-ARC-1 RFZ-WMG-1 Morskoj Special Force Camo

Heavy Gunner 1 RFZ-ML-1 RFZ-AAM-2 Standard Sal Kari Camo

Heavy Gunner 2 RFZ-GE-A3 RFZ-RC-2 —

Heavy Gunner 3 RFZ-WHW-2 RFZ-WHW-1 —

Heavy Gunner 4 RFZ-ASP-2 RFZ-AAM-3 —

Heavy Gunner 5 RFZ-WHW-2 RFZ-ML-2 —

Heavy Gunner 6 RFZ-AAM-1 RFZ-WHW-1 —

Heavy Gunner 7 RFZ-WCN-1 RFZ-WHC-1 Sal Kar Desert Camo

MISSION COMPLETION REWARD S RANKING REWARD COLOR PATTERN

Story Mode Parts

Story Mode Parts Unlocked by Mission
The following Hound parts are unlocked by completing single-player 
story mode missions. Completing a mission with any ranking other 
than S unlocks one part. Earning an S ranking unlocks an additional 
part for the mission.

Certain missions, usually at the beginning or end of an RT campaign, 
also unlock a color pattern upon completion of the mission with 
any ranking.
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MISSION COMPLETION REWARD S RANKING REWARD COLOR PATTERN

Commander 1 RFZ-NM-1 RFZ-GE-C1 Standard Sal Kari Camo

Commander 2 RFZ-WL-1 RFZ-CK-A1 —

Commander 3 RFZ-GE-A4 RFZ-WLM-1 —

Commander 4 RFZ-WMG-1 RFZ-NM-3 —

Commander 5 RFZ-AFS-1 RFZ-CL-1 —

Commander 6 RFZ-WMT-3 RFZ-ASD-S1 —

Commander 7 RFZ-NM-2 RFZ-WCN-2 Sal Kari Mountain Camo

Final Mission RFZ-CL-X RFZ-WHR-1 —
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