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• I N T R O D U C T I O N 

• W e l c o m e t o T h i s G u i d e 

• How to Utilize This Book 

Welcome to the official guide to Halo 3: OOST. Months in 
the making and involving copious and meticulous tactical 
advisement from both Microsoft and Bungie, this guide 
has many aspects that can help your battles through New 
Mombasa and beyond. The following breakdown of each 
chapter showcases what to expect. 

• Basic Training 

The chapter you're currently 
reading. After you meet the ODST 
strike team selected for Campaign 
and Firefight missions, a basic 
primer (covering different elements 
of this game compared to Halo 3) is 
revealed, as well as some general 

• Campaign Missions 

Chronicling the campaign 
undertaken by your ODST 
squadrnates, this chapter 

Preferred weapon combos, maps, 
and every choke point is revealed, 
and strategies to survive are 
showcased, no matter what difficulty 
you're playing on. 

• Firefight Missions 

• Arms and Equipment 

weapon, Turret, Grenade, vehicle 
or other piece of equipment, is 
inspected. Notes on availability ai 
overall takedown tactics, where 
appropriate, are shown, along w 

• Know Your Enemy 

• Halo 3 Multiplayer Maps 

••i 

maps oner ma: 
information, including tun item 
placement, gameplay strategies, 
and many sniping and ambush 

The Covenant is amassing forces 
j vicinity of New Mombasa. 

Knowing what they are and how to 
effectively fight them is your key to 
success. Tried-and-tested tactics for 
defeating Grunts, Jackals, Brutes 
of all types, Hunters, Drones, and 
Engineers are revealed here. 

• Appendices 

Whether you need to know the Skull 

everything you need, all in one place. 
Every Achievement is also detailed, 

every one, including the infamous 
Vidmaster Challenges. 



Introduction-Map Legend 

I Missile Pod 

* ^ & J Choppe 

I * I Covenant Landing Pad 

! Covenant Crate 

Flag/Flag Base 

(multiplayer) 

0 

^ Drone Hive 

Stack Sha 

. . j t ral Bnrr 

(multipla 

! Hill (multiplayer) 

Territory [multip 

Spike Grenade * T * ft 

I ^ I Q - P — Pleae note the color coding of 

icons, each color represents the 
level on which you will find the corresponding icon: 
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Most of her dossier is classified, but Dan 
is a known Naval Academy graduate and 
former intel officer on thi 
Say My Name, one of two ships from the 

ODST: Buck 

ft ; 9 
Mickey loves being an ODST. More than he • 
did being a pilot. More than he did being a ' 
crew chief on a Pelican gunship. He is no 
stranger to battle and has a fair number 
of notches in his belt, but he is unique 
among his ODST brothers in that he has never 
ruination visited upon a human colony-world by the 

He has had the 

Spartan. 

Romeo sees his true vocation as a 
ladies' man. But just because he's a lover 
doesn't mean he can't be a fighter—and 
a damned fine one at that. He keeps his 

Reach. That he has su 
Truly, if he was any bett< 

ODST: Dutch 

'vived through 
w, he'd be a 

gear clean, his suit 
his body lean and s 
shining example of 
combatant. 

looking sharp, and 
trong. Off the battlefielc 
the UNSC, but on it, he 

, he may not 
is a consum 

ODST: Rookie 

on Mars did well to prepare him for the 
arduous tasks of a heavy-weapons specialist 
and to drive in the ODSTs. Behind the 

ith's head rictus, the Jolly Roger, and 
layers of black and gray armor is a man of di 

convictions and respect for those he serves alonqsidi 



Training Lobby 

ODST Uniform Capabilities 

ODST Heads-Up Display 
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~~ \ Your ViSR 
database is 
a wealth of 

' /•" topographical 
i knowledge, 

«—-,„ and after 
reading up 
on it in the 
instructions 
manual, you'll 

soon understand how best to utilize it. One of the most useful 
features is the waypoint (pictured) that you can flag yourself. 
This appears on your compass (in green) and on your map (as 
a green reticle). This is the most useful of your NAV system' 
inventory because you can use it (especially in Mombasa 
Streets] to flag a place you've already been, so you don't get 
lost in the maze of sloping sidewalks and mezzanines. Even 
better, human teammates can flag areas for you to explore, 
which may have a particular enemy you want to face, a 
terminal you wish to interact with, or a cache of weapons to 
find. 

the example 
shown) are a 

your cause, so 
don't ignore 
them. When 

a weapon prompt appears in the middle of your screen, it 
means you're standing near a weapon you can swap. Do 
so depending on the situation. When your VISR updates an 
objective, that appears, too, but you don't need to enter your 
Database menu immediately; the objective appears under your 
compass a second later. Always look for your HUD to display 
when you've reached a check point so you know that when you 
die, you return to this location. Finally, your sense of hearing 
is important; from the hiss of a primed Plasma Grenade to 
the chatter of Grunts, you really need to listen more; it adds 
to your tactical knowledge of a particular choke point. 

Differences in Control 

• instruction manual, when playing as an ODST, much of the controller functionality is 
les played as a Spartan, However, there are a few differences you should be aware of: 

VISR mode (©); Instead of deploying equipment (Spartan), 
you engage the VISR; think of this as an enhanced 
flashlight. 

Throwing Grenades flEDJ: ODSTs do not have the skill 
to dual-wield, so this control is taken up by Grenade 
Throwing, which allows immediate lobbing of your selected 

Select Grenade Type (W>): Instead of swapping weapons 
or reloading, <B» now cycles through your Grenades. 

'~ between your two main weapons is achieved by 

VISR Database (Si: Also a Carnage Report in ODST 
Freight mode, this database (Map menu) in the 
Campaign allows you to check where you are, wher~ • 
goal is, waypoints you or your teammates have flagge 
what your objectives are, and what information you've 
collected from terminals. 

View Waypoints (OJ: Your VISR negates the need for a 
Flashlight, so this allows you to bring up w 
a visual, onscreen reference complete with distance-to-
target data. If you're lost, simply bring this up and you 
won't be. 

• U s e r P r e v i e w a r i d P r e a m b l e 

• Moving and Stamina 

The basics you've learned 
before apply when traversi 
New Mombasa; you 
should keep moving to 
avoid becoming prone and 
targeted by multiple foes. 
You should seek cover 

A Facing down a foe at this range is usu­
ally frowned upon; no unnecessary risks, 
trooper! 

Jk There are no medics here; that in­
creasingly red glow around your helmet 
vision is telling you something.... 



User Preview and Preamble • 

Packing Health 

Unlike Spartans, ODSTs do not carry additional equipment with them, aside from 
Turrets, but they do access a new type of item: the Health Pack (aka the Medikit). 
Dispensed by Optican Medigel Dispensary Kiosks controlled by a friendly Superin­
tendent throughout New Mombasa or found scattered on the ground, Health Packs 
restore lost Health and Stamina so you don't die. However, your Stamina (a regen­
erating attribute that acts as a buffer between taking damage and losing Health) 
replenishes if you wait a few moments (unless the Black Eye Skull is active); this offers 
the same modicum of protection as it did previously, despite your lower Health, as 
Health does not regenerate like Stamina does. Therefore, you may continue fighting, 
returning to claim a Health Pack after a subsequent bout of violence, as Health Packs 
are a finite resource. Health Pack etiquette is a key tenet of Firefight missions, too. 

Know Your Environment 

your inventory. Learn which plazas are likely 
to be more active with snipers. Remember 
that stepping near Grenades that are about, 
to explode is the best way to achieve an 
unwanted death. Note that you can enter 
some buildings and access upper balconies; 
this is better than struggling 
New Mombasa has secret weapon caches, 
filled with UNSC-approved hardware. 

• Enemy Scum and Difficulty Levels 

The Covena: 

but there is a "Know Your Enenr 
lino general tactic: 

ENEMY ICON During Rookie missions (which 
primarily in Mombasa Streets), enemy placei 
somewhat randomized and usually takes plat 
of a Covenant Patrol (Grunts or Jackals and 
two), Jackal Sniper's (embedded on o bnlconx 

y level you choc LEGENDARY ICON 

Campaign mode on Heroic and Firefight, on Normal to 
begin with. The differences between Easy, Normal, Heroic 
and Legendary all lie in the damage enemies and yourself 
take, how accurate your foes are, how prone they are to 
making mistakes, and available arnrnunition and items. 
Legendary difficulty is almost mind-snappingly hard: In 

adopt knov 
playthroug 

ision on this settinc 

alter numero 

You must keep calm and be patie 

Check points play a key here, too. Kr 
they are triggered allows you to reac 

Stealth is advisable. Attacking from the sides is 
better than from the front, as you won't be caught 
by as many bullets and die. 

Headshots are a necessity in order to conserve 
ammunition and remove threats as quickly as 
possible. Throughout the Campaign chapters, we'v 
flagged preferred weapon combinations to help yoi 
achieve this goal. 

The correct weapon combo is a must, and it is 
usually a variation on the Plasma Pistol (for taking 
out enemy shields) and the Magnum (for ending ar 
unshielded Covenant's life with a headshot). 

Finally, guidance is golden; the tactics presented in 
this book have been play-tested and where flagged 
are preferable during playthroughs on Legendary. 

L It is also worth having a working knowledge of Achievements. Some are general, but 
" some are specific to a particular mission (these are tagged in the walkthrough as such). 

However, some Achievements require you to perform a particular activity, such as shooting foes with a certain 
weapon. In addition, check this guide's Appendix for the Achievements list so you don't forget to attempt an 
Achievement you're not aware of. 

• Weapons and Grenades 

leoretically carry up to 
iupport," which slows 

you down and must be dropped in o 
Campaign and Firefight chapters of ve refer to "weapon combos"; these simply mean 
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that simply lets you live 
longer. Reloading with <•> 
when there's a temporal lull 
in the action allows you to I Wu 
start your subsequent attack 
with as many bullets as ——t 

possible. Failure to complete J ^ Staggering around with a heavy Turret A When there's something on your target 
this results in you automat- sacrifices speed and agility in favor of viewfinder as big as this, targeted shots 
ically reloading, usually while massive firepower, are preferred over inaccurate spraying. 
you're being cut to ribbons. ' 1 I 

Accuracy is a key tactic, too, especially on harder difficulties. Unless you're firing a mounted turret, the "spr; 
method of raking the general area where you saw a foe and hoping some of your bullets hit is an incredibly poor way to play. 
Short, quick, targeted bursts conserve your ammunition, make you more accurate, and don't result in an embarrassing death 
gurgle. Also, it is sometimes difficult to discern when to utilize a powerful weapon (such as a Rocket Launcher). Many players 
have ended their days as a twitching corpse still hanging on to a fully loaded Spartan Laser, so don't be afraid to fire. Heed the 

Remember, you can walk over bullet-based weaponry that is lying around and instantly 
receive ammunition, instead of scavenging and swapping out ordnance. This isn't true of 

plasma-based weapons (such as the Plasma Rifle, Plasma Pistol, or Beam Rifle), which have ammunition that 
cannot be cannibalized from scavenged parts. In those cases, you must find a new weapon or one with more 
ammunition than your current one. 

carry up to 12 Grenac 

apons with splash damage—those that cause destruc 
re also key to your ongoing quest to stay alive. You 
Grenades [three of each type), and all are found whei 
/ bodies or locate UNSC equipment. Note that some 

Grenade 

:kets are fantastic 

A Incoming! Cycle through your Gre­
nades so you're using projectiles most 
suitable for a certain situation. 

•ger entities, such as Huntei 
gular gunfire and for stoppir 

C A U T I O N 
If you're collecting Grenades, don't use explosives to kill foes, as this 
is more likely to discharge their own Grenade supplies. 

Allies and Vehicles 

>.#SMh', - __. 

SP**W. 
•% Meet up with a team of 
friendly Marines and they're 
ready and willing to follow you, 
even into certain death! 



• User Preview and I 

Friends with Benefits 

Non-human-controlled Allies are a key advantage during frantic, street-by-street combat sorties. Marines offer heta DI 
and althnnnh thfiv tend tn die easily, when finhtinn ainnriRide you in a vehicle, they are worth their weight in . 

. i, as technically they don't die, allowing you to step L_. 
absorb all the enemy fire—if your pride and points accumulation can handle it, of course. 

Remember, you can swap weapons with Marines and ODST squadmates but not with fellow 
human players. This has specific benefits, such as non-human-controlled teammates have infinite 

ammunition when carrying weapons, and general benefits outlined in the Campaigh walkthrough. 

Friends with Pulses 

A Knowing who's facing down a Brute 
Chieftain and who's behind them firing a 
Turret is the key to effective combat. 

Actual human frie be an even more vit irce of help. 

ou uo outnanK mo 

le Campaign [eve 
ieir own waypoint 
lay have discover! 

i Legendary) much easier. They can,also flag areas with 
llowing you to, for example, find weapon caches they 

Vehicular Manslaughter 

At numerous points during " 
the Campaign and in certain 
Firefight situations, accessing -. ..•• 
a vehicle becomes important, \ 
if not vital. Aside from enabling v •'" 
you to travel at speed and 
offering protection, vehicles v. 
are incredibly useful, as Xjr 
their weapons have infinite 

ammunition. Obviously, larger 

• A Wraith falls to a mixture of dogged S c o r P l o n T a n k s sometimes need to be left beh.nd due to road blockages 
determination and well-olaced Plasma smaller vehicles such as the Mongoose are ideal for driving around Mon 
Grenades. Streets—if you can find one! 

' In general, there are three maneuvers, aside from firing, you need to 
ing one thumbstick; accelerating and reversing, which occurs usir 
„ j , and this allows you to ram foes with even more force. Note ti­

the other 

vehicles such as the Ghost strafe instead of turn. 

Boarding vehicles is an excellent plan, whether you or your allies do it. You can board 
an enemy vehicle that's in use, such as a Wraith, struggle to open a hatch, and then 

Grenade or melee attack it. When you're in a vehicle that can carry more than one person, such as a Warthog, 
but sure to wait for any Marines or ODST to join you. 

Preparation Complete 
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• A R M S A N D E Q U I P M E N T 

Aside from an ODST-specific Silenced SMG and Magnum, you may be familiar with armaments and ei 
This chapter seeks to reacquaint you with ordnance and vehicles available in Halo 3: ODST and Halo -
complete inventory is displayed in the following pages, and this chapter informs you of each item's str 
so you know what specific situations are most useful for the item in question. 

• W e a p o n s D e t a i l 
The following details the armaments that you can carry in twos (although 
you can't carry two of the same weapon type) and can swap between at 
will. Icons of each of your two weapons are shown in the bottom-right 
corner of your HUD. L 

inent at your disposal, 
jltiplayer. Your 

ODST Only Weapons ODST and Halo 3 MultiPlayer Weapons 

• M6S Automag • Assault Rifle 

and extremely accurate headsr 
potential using as a man 

Professional troopers combine this weapon with a Plasma 

bodies of Marines in 
Campaign. Semistuns 
Grunts and Brutes when fired at ange, reducing 

* have shields active. Do not 

A weapon that is only effective s hands of a veteran, 
ficult to land while 

to drop foes, as individu 

Combine with the Plasma Pistol or Plasma Rifle to take 
down an opponent's shields, then execute with a headshot. 

tellable but not impressive at medium and long ranges. You're 
also likely to run out of ammunition in a clip before you fell an 
enemy, so switch to your other weapon to finish the job. 

Silenced SMG 
Battle Rifle 

I he silencer on tne 
ind of this SMG 

makes stealthy 
t feasible on 

the streets of New Mombasa. 

A reasonably impressive clip size, a rap 
a quick respawn rate. 

medium to long ranges. 

Most effective at closer ranges and can have a 
problematic recoil, although not as much as the other 
SMG. 

Because it takes multiple quick bursts to down a foe, 
others may be alerted anyway. Drop this first, not the 
Magnum, unless you're attacking Drones, which this 
weapon is best-suited for. 

interested in 
headshots, with a quick, three-hit burst that works well 
during MP matches. 

Not impressive against shielded foes; however, employing 
a Plasma Pistol first helps. 

Good against armor and is best employed at medium to 

This is weak against shielded foes and fires more slowly 
than a Carbine. Therefore, it is more suited to expert 
players—who don't miss! 

• B e a m R i f l e 

Availability: ODST 
and Halo 3 MP 

• Recommended for 
Ion 
over tm 
and to take out Brute 



Weapons Detail 

Make every shot count, as this weapon, like other Plasma-
based firearms, overheats quickly. Stagger your shots to 
prevent this. 

easier to use w 
Prone to overheating, respawns 
contrail that shows your positior 

Brute Shot 

lunition than a Sniper Rifle and 

wly, and leaves 

• Easy to conceal \ 
surprise a foe with it compared to the Gravity Hammer, 

• Placed in areas on a map that many foes may be heading 
toward; this means obtaining one is more difficult than 
usual. 

• See a foe with an Energy Sword? Back up and fire on them, 
lobbing Grenades to prevent them from reaching you. 

• Fuel Rod Cannon 

Availability: ODST and / * " ^ 
Halo 3 MP ^ . , i i i V 

A great weapon to 
lay down suppressing 
fire against the enemy; the quicker you fire, the more 
projectiles you shoot. 

Covenant enemies seem to shrug off the fire reasonably 
easily, meaning you run out of ammunition very quickly. A 
last-ditch effort. 

Employ this at close or H,0U IU 

~'ish damage radius. Great against small vehicles, 
and the blade means a lethal melee attack. 

The best weapon to use when "Grenade jumping," allowing 
you to launch yourself up into otherwise unreachable 

Availability: ODST and 

Halo 3 MP } 

Excellent damage potential' 
when it hits; should be 
saved for larger enemies 
and vehicles, especially 
those on land. 

Fire at medium range only, as the arcing projectile is easily 
dodged at long distance. 

Offer this to a Marine or ODST friend [not a human player) 
to use, as they have infinite ammunition and provide 
excellent backup. 

This weapon has few limitations [except perhaps limited 
ammunition) and is an excellent way to defeat multiple foes. 

• Gravity Hammer 

Direct hits can be difficult; ail 
more reliable plan. 

ig for the feet is often a 

Carbine 

Availability: ODST and 
Halo 3 MP 

• With a quicker rate 
of fire than a Beam >. 
Rifle and Battle Rifle, 
this is another thoroughly recommended sniping weapon. 

• Damage isn't as severe as a Beam Rifle's shot, and it 
should be supplemented with a Plasma Pistol for taking 
out shields. 

• Usually gathered and used consistently, as this is an 
excellent regular weapon to employ in numerous combat 
situations. 

For best results, use at me 
to switch to another weapo 

Energy Sword 

Availability: Halo 3 MP only 

Offers exceptionally lethal 
damage at exceptionally 

range, bi 

Halo 3 MP 

you're able to defeat multiple Grunts and 

You don't need a direct hit to inflict pain, and the Hammer 
can wound enemies through some barriers, such as 

A/hicri can caue • The attack launches foes into 
them to fall to their deaths. 

• You can also strike with a regular melee attack, without 
depleting the Hammer's ammunition; do this instead of 

wasting swipes. 

• Also recommp" 

IOU mav be cut down in between attacks, unless vou dodqe. 

MP: Your foes can see what you're armed with and plan 

their attacks accordingly. I hi 
than the 

M6G 

a weapon everyone 

up with a preferred weapon that fires bullets or other 
projectile slugs. 

The attacks are Quick and usually result in a kill, but they 
type weapon for best results. 

• A weapon that is only effective in the hands of a veteran, as 
highly accurate headshpts are difficult to land while moving. 
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Mauler i • Plasma Rifle 

• Availability: ODST and Halo 3 MP 

Excellent strength when blasting 
foes at close range and has a 
much faster rate of fire than 
other close-assault weapons, such * 
as the Shotgun. , 

- MP: This can be dual-wielded, 
adding even more to the devastating nature of the attack. 

Extremely poor range and lack of availability means close-
combat weapons are a preferred option. 

• Devastating at extremely close range, but almost useless 
if your target is farther away. 

• N e e d i e r 

• Availability: ODST and Halo 3 MP . M 

With a Needle swarm, you can shoot f / P 
a collection of homing needles into a 
foe, all of which explode, killing them. 
This works well on Brutes and on * 
opposing players at medium to close , 
range. 

Relatively useless when encountering foes with shields, 
such as Engineers, Shield Jackals, Hunters, and Brute 
Chieftains. 

- Ammunition is easily depleted, as the chamber of this 
weapon holds only a few needles. 

This cannot be used to set off explosive items, and your 
foe must be neither too far or too close, or the entire 
attack misses. 

• Plasma Pistol 

Availability: ODST and Halo 3 MP 

Availability: ODST and Halo 
3 MP 

• The next best weapon to ••*-
a Plasma Pistol for taking ft-*- • 
down enemy armor; employ \ \ . 
it in exactly the same way. —-
Fast rate of fire. 

• Recommended to use against Brutes or Hunters to knock 
Is off, after which you should switch to a ranged 

or bullet-based weapon. 

' MP: Excellent when dual-wielded with a weapon that 
is bullet-based and designed for headshots. Respawns 
quickly, 

• Unimpressive against objects that don't require energy to 
function, such as Covenant skin. Overheats, so use quick 
bursts. Plasma bolts can be inaccurate at range. 

• Rocket Launcher 

Availability: ODST and j 
.Halo 3 MP 

A feared and extremely >S]>,i (t 

dangerous weapon, 
capable of defeating i 
anything up to a large 
vehicle with a single shot. 

Best used against one single, terrifying enemy [such 
as a Chieftain or Wraith); a cluster of foes before they 
disperse; or an airborne foe. 

- Only a few Rockets can be carried, they are easily dodged 
at long distances, there's a long reload period, and they 
are found infrequently. 

• You can easily qet cauqht in the splash damage area 

the impact site of 

Sentinel Beam 

MP: Excellent when dual-wielded with 
is bullet-based and designed for headshoft 
quickly. Unfortunately, the hum it emits enables foes 
to listen for this attack. Plus, this attack drains your 
weapon's battery. 

Excellent for removing shields from Brutes and incapaci­
tating Wraiths. Headshot a Brute afterward or hijack the 
Wraith. 

Combine with a ranged weapon (such as the Beam Rifle, 
Carbine, Magnum, or Sniper Rifle) for the ultimate weapon 

Availability: Halo 3 MP only 

., ive at consistently 
damaging armor on an enemy. 
. 'owerful beam-emitting weapon 
that ODSTs do not have access to. 

encountered than a Rocket 
Launcher, and other armaments are usually easier to 
utilize effectively. 

Prone to overheating when fired repeatedly, unimpressive 
against armor, and accessible only via Forge. 

• Do not use the primary fire; it is very weak. Employ only 
overcharge shots on shielded foes. This also takes a lot of 
practice! 



Weapons Detail 

Shotgun 
Availability: ODST and 
Halo 3 MP 

If there's one weapon 
you can use at close 
range to massively 
impact a foe's health, this is it. Follow it with a melee 
strike. 

This suffers from a long reload time, but this can be 
interrupted once the initial slug has been loaded into the 
chamber. 

This defeats lesser foes with a single blast, but it may take 
too long to deliver death to Brutes. Very poor range. 

MP: The lack of range means veteran players usually 
retreat when they see you carrying one, so hide it until 
you're close. 

SMG 

Availably: Halo 3 MP only ^ ^ 5 C S = 

Extremely powerful when shot at 

foes close to you and when dual- „. . * 
wielded with another weapon. I 

A reasonably impressive clip size, V 
a rapid rate of fire, and a quick respawn rate. It is good 
when shields are no longer on a foe. 

Most effective at closer ranges and has a problematic 
recoil, which is exacerbated when dual-wielded. Not 
advisable to use on shielded foes. 

There are simply too many other weapons that offer a 

better rate of fire or damage compared to this. 

Sniper Rifle 

Availability: ODST and **. : 
Halo 3 MP ; •*„ 

This offers a 
non-Plasma alternative V 
to the Beam Rifle and 
is an excellent weapon when tackling all manner of Brutes. 

It will kill most enemies with a single headshot. At higher 
difficulty levels, certain enemies may require multiple 
headshots. You can rattle off the four shots in quick 
succession, too. 

There are only four bullets to fire before a lengthy reload; 
however, they impact with such damage that this quartet 
of pain should kill anything. 

As expected, this is terrible at close range and should be 
shelved for your other weapon if foes are charging you. It 
respawns slowly, too. 

• Spartan Laser 1 

Availability: OUST and 
Halo 3 MP j ' 

When a shot connect-, 
your opponent dies, ^ J!Z "~ 
no matter how big it is 
(Phantoms excluded). 

You can ease off the shot during the buildup time with no 
penalty. Good to fire over long distances, ideally before 
you're spotted. 

A massively powerful weapon but one with pinpoint 
accuracy. It should be used on Chieftains, Wraiths, Shade 
Turrets, and Banshees. 

Banshees make particularly fine targets, as the weapon is 
almost silent until it strikes. 

A better plan is to hand this over to a Marine who can 
wield this without worrying about ammunition loss. 

• It is slow to fire. Put it away when you're engaged in mid-

uu uiuse-i di iye oumucau 

• It is also heavily contested during most Ftrefight and 
multiplayer matches, and you need to dodge incoming fire 
when building up the power. 

-> Although challenging, it is possible to hit multiple foes at 
once. If you succeed, you'll earn the Two for One Multi-
player Achievement. 

Spiker 
- Availability: ODST and 

Halo 3 MP 

MP: Able to be dual-wielded f 
and offers severe damage 
over short distances when 
employed in this manner. 

The speed of fire and number of ammunition shots in this 
weapon's chamber are both good. 

Offers a possibility of a takedown against a wide variety of 
foes but isn't ideally suited to killing any of them. 

Fmnlnv in nlnser-r.nmhat siti i 

where you can ambush a foe. 

A limited range, low bullet speed, and the accessibility of 
other, more potent weapons means this weapon is rarely 
recommended. 

Close-range attacks mean firir 
melee attacks. Your shots als 

3 without a zoom or 
t contrails, alerting foe 
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Grenades Detail 
This shows the four types of Grenades that ODSTs (and Spartans in Halo 3 multiplayer) can carry. ODSTs can carry three of 
each Grenade type; Spartans only have room for two of each. Remember to cycle through the available Grenades for the type 
that is best suited to your current combat threats. Additional Grenades are available through scavenging. 

• Flame Grenade • Plasma Grenade 

Availability: ODST and Halo 3 MP 

If successful, the Flame Grenade (aka 
Incendiary Grenade] instantly kills its infantry 
victim, except for a Brute Chieftain. ' 

" It also inflicts additional damage on nearby < 
enemies as the flames continue to burn. The 
fire is sticky, allowing you to block entrances 
or corridors with it. 

Rarely collected from Active Camo Brutes, they are worth 
linst a larne entity, such as a Hunter 

or Chieftain, 

• Frag Grenade ] 

Availability: ODST and Halo 3 MP :.. 

You begin with this Grenade type, which 
is excellent for lobbing into clusters of « 
weaker enemies, like Jackals or Grunts. \ . . 

• Although deemed wasteful, you can 
lob these Grenades to flush out foes into your line of 
fire, or weaken Brutes before you finish them with other 
ordnance. 

* These Grenades don't stick; they bounce. Learn how to 
bounce them into an enemy's path for maximum effec­
tiveness. 

Availability: ODST and Halo 3 MP 

Incredibly useful and well worth collecting, 
especially on Legendary difficulty; harvest 
them from the corpses of dead Grunts. 

Vary your lobbing range; you can throw them farther than 
you think. They are fantastic for taking down Brutes. 

Favor Frag Grenades for lobbing at the ground under a 
foe; the Plasma Grenade has small splash damage and 
needs to be stuck on a foe. 

Plasma Grenades are a favorite among ODSTs when used 
to take out small vehicles and Shade Turrets. 

Also known as Sticky Grenades, these will adhere to any 
living target (except Brute Chieftains) that they hit. 

• Spike Grenade 

Availability: ODST and Halo 3 MP 

Spike Grenades will stick to anything 
they touch. A popular strategy is to —• ' l V 

attach one to a wall adjacent to your 
target to blast and enemy, rather than 
trying to hit it directly. 

Due to their shape, they are much less suited to long-range 
combat compared to the Plasma Grenade. 

Instead, use them to remove a Jackal's shield or to severely 
weaken a nearby Brute. Gather these from Brute corpses. 

Support; Weapons Detail 
afljaiiiEgalE id, switches your camera to a third-person perspective. All 

Support weapons except the Flamethrower appear on stands and can be detached. However, carrying a Support weapon slows 
you down. Firing an attached Support weapon limits your movement, but you have infinite ammunition. 

Chaingun Turret 
Great to use against multiple foes such as Drones, 
Grunts, and Jackals. 

Availability: ODST and 
Halo 3 MP I . 

Also known as 
the Machinegun 
Turret, you move 
more slowly and are 
vulnerable to foes 
lobbing in Grenades or attacking with firearms. 

Use Turrets in well-defended areas near cover, and if you gc 
on an offensive charge, have a second player back you up. 

You are a prone target when using a Turret; stay here 
idshot. However, during Hale 

len on their stands, but 
don't if you detach them. 

Use this Turret to watch the flanks of your base or team, 
or to provide covering fire. 

Flamethrower 

Availability: ODST and 
Halo 3 MP 

The only weapon that 
isn't already mounted 
on its target, this 

"" "iut 

This is arguably the most devastating close-attack weapon 
available. It burns enemies to death easily and in seconds. 

Save this for enclosed areas; outdoor locations or large 
chambers where foes can retreat limit the effectiveness 
of this weapon. 

You are slow and Gannot throw Grenades when carrying 
this weapon, and there's no additional ammunition for it. 



Equipment Detail 

• Plasma Turret • Shade Turret 

• Availability: ODST and Halo 3 MP 

• Used during ODST Campaigns and 
Firefights as the main defenses on 
Phantoms; you can knock these 
down and use them. Chieftains also 
occasionally use them. i t , < 

\ 
• Cuts through armor and shielding 

amazingly quickly but less effective 
at piercing flesh. Stiil a devastating weapon, though 

• Grunts appear to be particularly resilient to Plasma 
Turrets, especially on higher difficulty levels. 

Missile Pod 

take a while, and 
strike defeats a foe, wh 
are sometimes hard to achif 

This isn't a mounted Rocket 

best way to strike a vef 

• Availability: ODST only 

• Not technically a portable Turret, 
but one that can provide devas­
tating and reasonably accurate "" ! 

plasma fire. This is usually . ,,_,,-_ 
manned by a Grunt or Brute. | \ -*4j*lJ/-' 

• The biggest problem with the IRpsfc n "v 

Shade Turret is its fixed position, 
making it a magnet, for enemy fire, with little chance of 
protection if you're using it. 

• If a Shade Turret is protected, it can provide supporting 
fire. However, other weapons are more flexible, portable 
and useful in most combat situations. 

There are some general tips for 
T\C3 

detaching and moving turrets: If 
you want to remove a Turret from its stand, throw a 
Grenade at it, as wrenching it off leaves you standing 
still and susceptible to enemy fire. You can also 
constantly drop and pick up the Turret as you move, 
increasing the speed in which you travel, although you 
may end up picking another weapon if any are close by. 
These tactics help during Halo 3 multiplayer. 

• E a u S o m e n t D e t a i l 
There is a vast array of equipment for the 
use Bubble Shields or Flares; these are used by the Covenan' 
"clues" that Rookie encounters [which are not included in this 

:••)•? 
3DSTs are able to use Health 

Depioyable Cover Grav Lift 

Bubble Shield 
• Health Pack 
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r r y these items; they are used the instan' 
you grab one. 

During Firefight missions, conserve Health Packs so the 
each teammate has a chance to take one per round. 

• Power Drain 

Availability: Halo 3 MP only 

The Poi 
the air 

Trip mine 

sts for aroui 

• Availability: Halo 3 MP only 

• Lasting one and a half minutes before 
they self-detonate, place these mines 
around comers to annoy and destroy 
your foes. 

• They are easy to spot due to the sounds they emit, 
meaning you shouldn't ever be surprised by one. 

Removes all shielding when activated, 
making foes quick, one-shotkills. It also briefly disables 
vehicles, making them vulnerable to attack. 

Target the device to destroy it, or back away if you wis! 

• Regenerator 

shields recharge, but you're still able to die! 

Use it when you have enough cover to take i 
few seconds out of a fight. The device lasts 
around 15 seconds. 

• Flare 
to 3 MP or 

j^it , 

3pon. I hey are also 

close range. 

strategic device 
a distraction than a 

• Radar Jammer 

Availability: Halo 3 MP only 

This scrambles your Motion Tracker for 
around 20 seconds. It must be shot to 
h ° deactivated during this time. 

Xiout radar, you can sneak up 
and melee attack foes that aren't fully a\ 
surroundings. 

• uvershield 
Availability: Halo 3 MP only 

After a three-second period of invin­
cibility after pickup, this charges your 
shields to 200 percent efficiency, which 
gradually disperses over time. "* 

This is excellent for protecting you 
against Rocket, Fuel Rod, Sniper, and Frag or Plasma 
Grenade attacks. However, you are susceptible to an 
assassination (melee from behind) during the shield 
charge. 

The Overshield is a powerful help during multiplayer, so the 
pickup itself may be booby-trapped with a Frag Grenade or 

bathes you in a light, making you much more visible, 
shield can be neutralized with an ov™ 

Pistol shot. 

• Active Camo 

• Availability: Halo 3 MP or 

ght around the user, 
;loud of partial invisil 

You become able when you fii 

You also leave footprints and become 
easier to spot the closer you are to an enemy. 

Employ one-hit kill weaponry, such as the Flamethrower, 
Shotgun, or Rocket Launcher so your foe isn't able to 
retaliate at all. 

_ _ _ _ _ Note that Cloaking and Invinci­
bility are not available to ODST or 

Spartan Troopers; they are used by Brute Stalkers and 
Chieftains, respectively. The Auto Turret is not available 
on ODST or Halo 3 multiplayer maps. 



Vehicle Detail 

Vehicle Detail 
You have access to a wide variety of vehicles, built by both the UNSC and Covenant, which allows you to travel at speed, endure 
more damage thanks to the protection they provide, and ram or strafe foes with unlimited ordnance. Naturally, you're a bigger 
target, too. Note that many of the vehicles are enemies and are not utilized by you. 

• Brute Chopper i 

• Availability: ODST and 
Halo 3 MP 

• A mass of spikes and , ^ 
a huge front tire, ; * J 
the Chopper's role 
is to splatter its way ] 
through infantry units *&?**—& 
and smaller vehicles. 
The Boost accomplishes this with much more gusto; 
however, it lasts for only a second, so time your Boosts 
carefully. 

• Lob a Grenade under or onto the driver and the Chopper 
usually explodes. However, this isn't a wise plan if you 
want to drive it; so snipe or rake the driver with gunfire, 
dodging to the side to avoid getting rammed, 

• Make sure your front wheel is between you and foes firing 
"hoDoer's armor is concentrated to the front, 

. , 3 and rear. 

• The Chopper's dual cannons offer heavy, sustained, and 

this craft from the sides or rear, even when you're in a 
small vehicle. 

Banshee 
Availability: ODST and 
Halo 3 MP 

MP: This aircraft is 
lightweight and offers 
only limited protection 
from infantry fire, which 
the pilot should stay away 
from. 

MP: The Banshee is 
armed with twin Plasma 
Cannons that are excellent for engaging enemy aircraft in 
close-range dogfighting but are inaccurate at range. There 
is a Fuel Rod Cannon as well, but this is slow to fire and 
takes considerable wrangling to aim effectively. 

MP: Remember that this craft is built for speed 
and features a permanent boost, allowing very rapid 
movement at the expense of active weapons systems. 

MP: Be aware that you can barrel-roll this craft in an 
attempt to dodge incoming missiles and other small-arms 
fire. 

Banshees can be attacked in ODST but cannot be piloted. 

Behemoth 
Availability: ODST only 

Large troop-carrying 

officer aboard, these 

and can sometimes 
transform into a mobile 
deployment station. 

The smaller, civilian variant of the Behemoth, known 
as the Olifant (pictured), is principally used for waste 
disposal. One is commandeered during Campaign Mission 
09: Coastal Highway and used as an improvised troop 
carrier, but it is never driven by you. 

• Drop Pod 

Availability: ODST only 

The Single-Occupant, Exoatmospheric 
Insertion Vehicle (SOEIV) is used to drop 
troopers from orbit and has extremely 
limited maneuverability in transit. 

They are unavailable on Halo 3 multi-
player maps. During ODST Campaign 
missions, they are utilized during 
Mission 01 and cannot be manually 
operated. 

Ghost 
Availability: ODST and 
Halo 3 MP ( 

Until the Ghost is struck 
by enough fire to become 
damaged [that you can see], 
the front and wings of this craft 
offer good protection to the \ v 

driver. 

The ability to drive this at 
extremely high speeds, "strafe" in all directions, and 
quickly dart from cover to cover means this can be a 
troublesome craft to face. Its dual Plasma Cannons offer 
rapid but reasonably weak fire. Concentrate on infantry, 
not larger vehicles, with it. 

fire or foes, or ram into them for certain enemy death. 
You can also remove a Ghost's wings if you wish, allowing 
you into narrower spaces. However, this is pointless, 
unless you're a really determined sniper. 
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Phantom 

Availability; Halo 3 MP only ..s—^. < r C 

Available occasionally on multi- ' * " 
player maps, this lightweight :.«_ 
and lightly armored aircraft is 
spectacularly maneuverable. 

Be sure you fire your Rockets 
when the target reticle is red so they home in on their 
foes at shorter ranges. 

The craft switches to manual (not homing) fire at longer 
ranges, enabling you to fire on ground troops and 
vehicles, but this is ineffective against aircraft. 

Although the craft is able to carry a pilot and two 
passengers, all are very exposed to enemies, especially 
as foes tend to favor the pilot to bring the entire trio and 
craft down. However, the passengers can be dropped to 
outflank foes or hijack enemy vehicles. 

Play with the weapons your passengers are holding; turn 
the Hornet into a heavy-weapons craft with two Spartan 
Laser-wielding Spartans or into a mobile sniping platform 
''•"' "ctivating a Bubble Shield just before a major enemy 

i to save the craft, too, 

..ie common transport version of the Hornet has no 
homing missiles, only its mounted turrets. It's primarily 
used as support and troop transport. 

Mongoose 

Availability: ODST only " ' 

The choice for Covenant 
forces wishing to quickly "" ' .,. 
deploy in zones fortified by 
ODST forces. The incoming 
Plasma fire can be deadly. 
This craft is never piloted by you. 

Features a nose and two possible side Plasma Turrets 
manned by Grunts thi 
be detached and picked up by the ODSTs. 

This craft deposits enemies from a base ope ., 
either side hatch and then leaves the scene. It can be 
destroyed, ideally by a Scorpion. 

However, a far better plan is to lob Grenades into the 
open hatches or at the dropping enemies, killing them ail 
before they can dispersi 

Prowler 

Availability: Halo 3 MP only 

MP: With similar 
attributes to the Cho: 

the Prowler has a well-
armored front that 
protects the driver from 
most small-arms fire. 
However, Plasma or Spike 
Grenades are effective on 

certain UNSC weapon caches 
dotted throughout New 

• MP: The 

C?Sii5!=i?nBsJ 
Jtilize then 

iokie is able to 

exploration in this area. 

This vehicle is useful for covering distances at speed ar 
has room for two. You receive only slightly less damage 
than when on foot. Erratic and defensive driving is 
required using this small four-wheeled vehicle. 

• MP: If you're riding behind the drive . 
from attacks ahead of you. Not so from all other 
directions! Fire back as often as you can; you're much 
more of a problem if there are two of you to deal with, 
you're also more of a target. 

The Mongoose can roll over easily, so either jump early 
and melee the vehicle at speed, or wait for it to come t 
rest, which may actually be right-side u 

Pelican (IMMPD) 

at features a complete 
vhich can be us 

and deadly fire. 

MP: Much like the Hornet, this craft can carry two 

passengers, wno are exposed to enemy Tire, tight u 
with a competent driver and a heavy arsenal for the 

• Scarab Type-47 

• Availability: ODST only 

assault platform that is 
encountered only during 
ODST Campaign "Mission 
07: Kikowani Station." 

strategy, which i= Hot-niii 

Availability: ODST only 

I I ie VGI uoci i ta jsc-ut i 

and Landing [VTOL] 
vehicle of choice for the 
New Mombasa Police 
Department. 

Commandeered by 
ODST Mickey during the 
HRmnainn This r.rafr, is p 

This gradually immobilizes the foe, allowing you to ti 
the main Turret on the entity's thorax and then the 
exposed exhaust point on its rear section, which ev< 



• Vehicle Detail • 

Scorpion 

Availability: ODST and Halo 
3 MP 

Ignore all incoming fire 

it usually bounces off the *8 
Scorpion's heavy armor. 

Aside from Brutes leaping on the vehicle (which a side 
gunner should take care of] and Brutes with Fuel Rod 
Cannons, your main threats are from vehicles, specifically 
Banshees, Ghosts, Shade Turrets, and Wraiths. 

You can see how close your Scorpion Tank is to exploding 
by its general wear and tear, which (in Halo 3) affects your 
Spartan shields. 

The Scorpion's main cannon is impressive and takes down 
most targets in one shot, with the possible exception of 
Chieftains. It also has good splash damage, so fire as 
often as possible; aiming is important but secondary! 

Man the separate side cannon with a Marine, leaving 
him to deal with foes that aren't an immediate threat to 
the tank. Another can ride on the side; equip him with a 
preferred weapon. 

• Warthog: M 8 3 1 TT 

Able to carry Marines 
or ODST squadmates oi 

Highway, aggres: 
and comrades armed with t 
best weaponry can still take 
down many enemies, despit 
no on-board weaponry. 

Wraith 

Availability: ODST and *q 
Halo 3 MP 

Offers good protection but » 
slow movement, making it 
a large arid easily struck | L 
target. 

vehicles, it has a Boost 
function that allows you to ram targets for greater 

Warthog M 1 2 LRV 

Availability: OUST and Halo 
3 Mp •>:*: I 

The front hood and windshield 
protect you from frontal 
attacks but not those from £> , -,., 
the side. You can also J " , 
accelerate and ram foes ,; - , 
constantly, which is recom­
mended. 

The windshield can shatter, extending the expected 

i ^ 

• You can hijack this craft, rip open the hatch, and lob in 
a Grenade, effectively destroying it. In ODST, you cannot 
drive this vehicle; you can only defeat it. 

• The Wraith fires Plasma Mortar, which is incredibly 
powerful but easily dodged. 

• The Wraith has a lesser Turret, too, which is used to rake 
nearby infantry and prevent hijacks. Snipe the driver to 
negate this function; he is fully visible. 

• If you're driving, face the enemy as often as possible. If 
attacking a Wraith, circle around the back of it, destroy 
its shield, and devastate its exhaust port to quickly 
destroy it. 

both front seats. 

• Arm your Marine colleagues with better weaponry, such 
as the Spartan Laser, Rocket Launcher, Fuel Rod Cannon, 
or Sniper Rifle; their ammo is infinite, and they prove to be 
exceptional help. 

• This particular model is armed with a Machinegun Turret, 
similar to the ground-mounted version, which is excellent 
at rapidly killing off lightly shielded or unshielded enemies. 
Ram the rest or keep on firing! 

Warthog M12 LAAV: Gauss Cannon] 

• Wraith: Antiaircraft 

This is the antiaircraft version ^ ^ 
of a Wraith, which is employed 
to take down enemy aircraft 
and is seen briefly on "Mission 
07: Kikowani Station," It /^".,..,, • 
fires dual Fuel Rod Cannons, is* 
making it highly dangerous at ' ' j 
close range. /$ 

available for Halo 3 multiplayer 
matches and is briefly utilized 

Highway." This is tailored for 



• K N O W Y O U R E N E M Y 

pages ana applies to era 

GRUIMTS/UIMG VY 

jeadly as their large brethrer 

encounter th 
towers, durii 
sleeping. 

3ivto uu vvcftobe t h e 

JII their leaders. 

i tom drops, or even while thev are 

The basic takedown tactic for any Grunt is to tag each 
Grunt, one at a time, wit 
or other one-; 
Assault Rifle or Silenced SMG blasts to the head if you rur 
out of primary weapon ammunition. 

Grunt encounter 
Magnum or SMG as one of your weapons throughout your 

You can also pepper them in the hea 
weapon as you close in, and then me 
finish them off. 

and then melee attack them to 

During situations in which you should conserve 
ammunition, it is wise to simply rush and melee a group 

ssination (melee from behind) attacks and 
stealthy play is encouraged on higher difficulties. 

Grunts are sometimes spotted in close formation, making 
them susceptible to Rocket or Grenade fire. 

Plasma Grenades usually produce "Grunt freak-out" 
responses, with them scattering and yelling, usually when 
a Grenade sticks to a Grunt. Back away from any potential 
damage from the explosion, and hope the Grunt charges 

I C I D E GRLJIMTS 

Grunts enjoy 
throwing 
Plasma 
Grenades, too; 
in fact, they are known 
for it during Firefight 
missions. To avoid 
a sticky and deadly 
situation, quickly 

3 stoop to grab 

Grunts provide your main sour 

corner them. It is better to take out their 
watch the Grunts flee, and then pick them off with 

Plasma-based weapons, such "-
are less impressive when used on Grunts; si 
weapons for other enemies. Grunts are also more 
resistant to Assault Rifles, Silenced SMGs, and Spikers 
(on Legendary difficulty), making headshots from other 
weapons even more important. 

Grunts carry Plasma Pistols; Needlers; and, on higher 
difficulties, occasionally Fuel Rod Cannons. Target Cannon 
wielders first, then focus on Needier-carrying Grunts and 
finally those with Plasma Pistols. 

After a fight, grab the Fuel Rod Cannon for future 
encounters. The Plasma Pistol and Needier are good to 
utilize against the Brutes, which is handy, as you'll almost 

vavs encounter imy types toe 



GRUNT VA 
Recent investigation of Grunt corpses has revealed a ranking system among these infantry troops, although most Grunts clad 
in different-colored armor feature the same shortfalls, and you can attack them using basic battlefield tenets. You may find gray 
Grunt Ultras during Legendary missions; these battle-hardened foes are a little tougher than their younger brethren. 

j&^fi 
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BRUT! fJIRALHAi M 
Powerful and sinewy apelike entities, Brutes have a hatred of 
Elites (which explains the lack of these foes in New Mombasa) 
and sport a variety of weapons and equipment as the situation 
dictates. The shock troops of a Covenant army, facing Brutes 
in combat can always be problematic. Some of the many 
varieties of Brute are detailed in this section. 

• Favored methods of dispatch (Brute): Beam Rifle, 
Carbine, Chaingun Turret, Flamethrower, Gravity Hammer, 
Magnum, Needier, Plasma Pistol, Plasma Rifle, Shotgun, 
Sniper Rifle. 

• Favored methods of dispatch (Chieftain): Beam Rifle, 
Carbine, Chaingun Turret, Flamethrower, Fuel Rod 
Cannon, Gravity Hammer, Missile Pod, Rocket Launcher, 
Sniper Rifle, Spartan Laser 

• In addition to wielding a variety of weapons, Brutes drive 
Choppers, Wraiths, Ghosts, and Banshees, and command 
squads of Grunts. They also siphon off Overshield-like 
armor energy from nearby Engineers they have enslaved. 
They are experienced hunters and offer no rest when 
attacking you, attempting to outflank you at every turn. 

• Expect Brutes to be armed with a variety of Covenant-only 
weapons, not just those that bear the Brute's name. They are 
also adept at rushing in with a heavy-handed melee strike. 

• There are two stages to Brute combat: removing their 
armor and executing them. The former involves the use of 
various weaponry, although Plasma Pistols (overcharged 
shots) or Plasma Rifles are great choices. Look for 
splinters and sections of armor to fall from a Brute as its 
armor disintegrates. 

• With the armor removed, the only optimal strategy is a 
quick headshot execution. Therefore, the combination of a 
Plasma Pistol and a Magnum is fantastic, as it allows you 
to cull Brutes in only two shots (if you're skilled enough), 
and you won't need to resort to Grenades, which can 
explode any Grenades Brutes drop. 

• Be accurate with your headshots; hitting a Brute's 
shoulder causes the beast to spin around, making 
subsequent headshot attempts more difficult. 

• With this in mind, a second option is to bring out a 
long-range weapon like the Beam Rifle, Sniper Rifle, or 
P ^ i ^ k l n n n n r j r-il,,^i n u i a w n l - ^ D m i f n ' p K^tnrJ i n n n ^ i ^ n - i l l 

other body parts; this is their weak spot, and you must 
take advantage of it! 

• • ' ' > 
#-\ fa" #f 

If a Brute is leading a group of Grunts or Jackals, 
targeting the Brute first usually leaves the weaker foes 
milling about in confusion or fleeing to cover, allowing 
an easy mop-up. 

As you encounter Brutes throughout your missions and 
headshotr ' * . • .. . 

always carry a Magnum, a Beam Rifle, or a Carbine [and 
alternatively, a Sniper Rifle). Striking Brutes on their body 
wastes ammunition and time, as they are tough. 

When facing a Brute, check the weapon it is carrying, and 
follow a defensive posture based on the strengths of that 
nartiniilar weannn Brutes nnmmnnlv carrv Bnikerf ' 

trots, but some use Carbines, Maulers, or Plasma 
They prefer Spiked Grenades, and they use them to 

remove you from any cover you're hiding behind. 

Some (nonberserking) Brutes feature lower body sections 
that are or can be uncovered. With a Magnum, Shotgun, 
or Sniper Rifle shot to the legs, you can drop a Brute 
temporarily; a Shotgun blast at close range can achieve 
this even if the Brute has armor activated. Finish off the 
Brute with a Grenade or a melee strike. 

Melee attacks are important, both when you're giving 
and receiving them; Remember that a single melee 
attack to the back of a Brute (even a Chieftain) results in 

' "'-• '":" ' ' ' '-••aver, if you're smashed by a 
i severe drop in Stamina. Find 

cover or health immediately. 

BRUTE MINORS AND CAPTAINS 

Brute squads are usually made up of different types of thi 
include Minors and Captains. Minors are distinguished by 

imy out also 
lack of horned 

;o all the pi headgear and their light blue armor. They are susceptible to all the previous 
Brute takedown tactics, and will succumb to 
general direction. 

Brute Captains are distinguished by their more ornate headgear and golden 
armor. They are also more aggressive and fly into a rage with less provocation. 
They can withstand a Plasma Grenade (on Legendary difficulty) too. 

Brute Captains sometimes deploy a Bubble Shield for protection, too, which you 
can either ignore and remain at a distance until the shield disperses, or rush in and u 
them. A blast with the Shotgun with a quick melee attack to finish works well. Otherw 
well against Captains, 

age with less provocatior 

Grenades or a Shotgun to drop 
the usual Brute attack plans work 



• Brutes • 

• B R U T E B E R S E R K E R S 

Brutes and Captain 
following occurs: when their bretr 
the Brute is the last one standing 

re prone.to a final bout of berserker rage, usually when one of the 

armor is removed. 

They pause, then race toward you, screaming and brandishing weapons as bludgeoning 
instruments and firing like crazy. Simply shoot them in the her '' ' 
only one shot, and that head is certainly bii 

• J U M P - P A C K B R U T E S 

• Jump-Pack Brutes are airborne for much of their combat, using their jets to land en mas: 
they usually descend from Phantoms, They are challenging in large numbers, especially since 
they can descend on your location without warning and from multiple directions, but th< 
less problematic than you might think, given their equipment's shortfalls. 

• There's a variety of options to defeat this Brute type; the most cunning of which is to listen , _ 
for the sounds of their Jump Packs or view them sailing through the air, then tag them with a '*• 
sniped shot from a Beam or Sniper Rifle while they are airborne. | 

• After being sniped out of the air or being struck by a melee attack, Jump Packs usually 
malfunction, sending a Brute into the air. You can then run up and launch an overcharged t 

Plasma Pistol shot at them to stun them, and then melee attack them; or, simply time your ' _ 
melee attack, which allows you to easily kill this entity. 

• Tracking a Jump-Pack Brute's trajectory as they sail through the air allows you to fire on them with little return fire. When 
they land, it takes a second for them to continue moving, which is their main weakness. Lob in a Grenade on their landing 
point, or cut them down before they transition from air to ground. 

• B R U T E S T A L K E R S 

Stalkers have Active Camo abilities and lurk in shadows or behind scenery, waiting to ambush 
you. Fortunately, your VISR Enhanced Vision mode enables you to see their outline instead of 
oddly distorted air patterns in the subtle shape of a Brute, allowing you to attack them as if 
they were normal Brutes, 

If you're fighting a Stalker, it is worth attempting a melee attack, or pepper them with gunfire 
so their shield short-circuits for a moment, and the Brute appears. Continuous melee strikes 
are a good way to bring one down. 

Spikers are also an option, as the projectiles stick out of the entity, rendering their camo 
less effective. You should also try lobbing Grenades at them; this allows for an easy kill, at 
the expense of the Flame Grenades they drop, which is the principle prize for defeating them 
using nonexplosive means. 

Other homing weaponry, such as the Plasma Pistol or Needier, sometimes fails when shot at Brute Stalkers. Choose 
direct Plasma Pistol strike to remove the Camo entirely, after which you can finish this Brute as normal. 

The lack of visuals means a retreat to cover is usually the best way to combat a Stalker threat, followed up by short, 
strikes as Stalkers come into view to remove their shields as quickly as possible. 

Stalkers are equipped with Brute Maulers and Flame Grenades. It's a good idea to tackle these foes at range...if you 
spot them. 

• B R U T E C H I E F T A I N S 

Brute Chieftains are the largest, most devastating, and feature the most damaging 
weapons and elaborate headgear of all the Brute types. They are among the most 
dangerous foes you'll face and have toughened armor, which rebounds Needier fire. They 
shrug off Sticky Grenades, too, which merely bounce off their carapace armor. 

Chieftains sport one of three weapon types; a Gravity Hammer, a Fuel Rod Cannon, and 
a Plasma Turret. They usually send in their lower Brute brethren to soften you up first, 
allowing them to attack you when you're already combat-weary. Cunning! 

However, Plasma and Sticky Grenades do adhere to the weapon a Chieftain is holding. 
If you can expertly lob a Grenade so it sticks to a Gravity Hammer, Fuel Rod Cannon, or 
Plasma Turret, the Chieftain can fall in one impressive explosion! 
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/anants, range is your key Plasma Turret Chieftain 

)lan. Shoot this foe with a Tu 
Ipartan Lass 

overcharged . ,_ 
shoot an exposed Chieftain head is a Magnum 

so prepare to be 
%S*^^" A 

to counter the 
option. 

Fuel Rod Cannon Chieftain 

Gravity Hammer Chieftain the air, allow 

charges you without pause. Even on 
iful Hammer 

imoves most of 
Stamina, and even a glancing 
-rnful due to the splash damage the 

terrain at a distance, 

•on't forget to flee; there's nothing 
embarrassing about a tactical 

retreat, and it's better than being underpowered and 
overzealous. 

HUNT GOLJ 



Hunters-Drones 

. .iere is a specific plan to follow during cooperative play; 
one of your team should attract a Hunter into close 
combat, while the other circles around to strike the 
Hunter's weak spot from behind. 

Listen! Can you hear the Hunter's cannon warming up? 
This allows you to predict when a Hunter (or the second 
of a pair) is about to fire a weapon, and you can react to 
it accordingly; find cover or line up the Hunters so one 
strikes the other with cannon fire. 

HUNTER VARIANTS 

Recent combat has revealed gold-armored variants in addition to the usual 
dark blue hue of a Hunter's armor, which, while visually impressive, doesn't 
seem to yield any additional benefits to the Hunter's already awe-inspiring 
combat prowess. Golden Hunters attack with fuel rod shots, while blue 
Hunters fire streams of energy; both are equally damaging. 

• D R O I \ I E S / Y A I M I V I E J E 

Known colloquially by UNSC Marines as "buggers," these hive-based swarms 
of insectoid aliens rely on sheer numbers to annoy and finally overwhelm their 
foes. Individual Drones are easily dispatched, but multiple Drones can cause real 
consternation. 

Favored methods of dispatch: Assault Rifle, Beam Rifle, 
Carbine, Chaingun Turret, Flamethrower, Gravity Hammer, 
Magnum, Needier, Silenced SMG 

You encounter Drones only once during the Campaign 
(in Mission 08), but they provide constant trouble during 
Firefight missions. 

When you first spot an incoming swarm, quickly ascertain 
whether you can see where they are emerging from, such 
as a Hive or a Phantom. 

If a swarm entrance is available, concentrate your firepower 
(such as Sticky Grenades or a single rocket strike) on it so 
you can defeat multiple Drones before they disperse. 

Drones are difficult to target while they are airborne; seek 
cover to prevent yourself from being both shot and overrun. 

The key to dropping Drones that have spread out is to 
man a Chaingun Turret, and cut them down with rapid-fire 
ordnance. This is especially true during Firefights. 

Without a Turret, switch to an instant-hit, single-shot 
weapon such as Carbines or Beam Rifles. Homing 
weapons such as the Needier also offer advantages, as 
they can take down foes with quick bursts of fire. 

Rapid, continuous ' 
fire is never 
a good idea, as it 
wastes your ammunition. 
Track a Drone, fire short, 
sharp bursts, and target . 
those closest to you. \ r 

Drones usually attack using 
Needlers and Plasma Pistols; 
Needlers can be a real problem, 

; home in on you. React 
by diving behind cover and sidestepping 
out to tag targets a few at a time before < 

Drones can land and attack, which is alwr 

also easily dispatched with a melee attack, which can be 
done during airborne attacks, if you're close enough. 

DRONE VARIANTS 

Generally, Drones have been spotted with 
greenish hues to their light plates of ci 
armor. However, there are red and yellow 
variations as well. Red Drones are leaders and 
are slightly tougher than normal. Yellow Drones 
are in the pupal stage, and can be spotted by 
their glow in nighttime Missions and Firefight 
levels. 
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EIMC3IIMEERC O R . 

Enslaved by Covenant Prophets to maintain the search for Forerunner antiquities, 
Engineers have recently been pressed into service as unwilling living shields. Never 
aggressive, Engineers act as protection for other Covenant forces, which can seriously 
hamper your takedowns. 

Favored methods of dispatch: Chaingun Turret, Fuel Rod 
Cannon, Needier, Plasma Pistol, Rocket Launcher, Spartan 
Laser 

Engineers are only encountered floating in the air; they do 
not use the ground as a method of transportation. 

Engineers are docile and are never a threat when 
encountered singly or in pairs. 

However, Engineers are usually fitted with explosive 
clamping devices by Brutes and follow a group of Covenant 
ground infantry to provide shielded backup. It is unknown 
whether this is against their will. 

There are specific Achievements that involve the culling 
or saving of Engineers, so read up on them in the 
Appendices prior to attempting combat. 

crackles with bluish, almost white elecxnciU' /ou encounter 

Depending on your 
mora! standards, 
you should engage \ ' 
an Engineer V 
first (always 
during Firefight 
missions). As the 
Engineer provides 
protection for multiple foes, it must be re 
don't waste ammunition taking out grounc 

When encountering two Engineers close 
many of your weapons are completely in< 
pepper and reduce one Engineer's shield 

by tar trie most proficient way of slaying an 
an overcharged Plasma Pistol shot. If you c 
weapon, rake Chaingun Turret fire on the b 

Recommended Weaponry: 
•Campaign and Firefight 

The following table is designed to tailor your Covenant takedown tactics to appropriate 
weaponry Each available weapon is paired against a foe, on both Easy/Normal and 
Heroic/Legendary difficulties. The results reveal how effective a specific weapon 
is against a particular enemy. This chart assumes you are firing at the weapon's 
preferred range and that you're striking a weak point, usually the head. Note that 
certain weaponry, such as the Plasma Pistol, is rated low; however, this belies its true 
nature (for example, a single charged shot is weak against most foes but takes off 
their armor). Any weapon rated $ ^ $ or higher is considered a recom­
mended implement of destruction aqainst that particular foe. 

How to Read the Chart 

a<3 J \ \ 

Heroic/Legendary Row m„ " ^ „ 

; 6, 
Assault 

° Rifle i 

/ Enemy 

WWrf 

tit 
Grunts (all varieties) 

o 1 

Easy/Normal flow 

Type of Enemy 
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• C A M P A I G N M I S S I O N S 

"he of C a m p a i g n M i s s i o n s 
led the basic tenets of Campaign mode, along with a labeled screenshot and basic 

movement and weapon functionality. The following introduces the structure of the Campaign Walkthrough, which provides 
-countless effective strategies for achieving impressive results in this main gameplay mode. 

PH Overview: Provides 
the mission name and 
_ quick overview of the 
flashback portion of the 

QD Squad Data: This gives verbal 
and visual representation of who 
you are playing as, where you 
are, and how long after the drop 
the mission takes place. 

GO Data Stream: The time, given as a 
percentage, you should expect to activate 
your VISR Enhanced Vision (aka "Target 
Acquisition") mode. Basically, this shows 
you how dark the mission is! 

.3 Comm Data Stream (not shown): 
There are two specific unlockable 
actions that occur only if you are playing 
Rookie sections; the location of 30 
COMM Terminals, which in turn open 
eight weapon caches throughout New 

[ IU Ut l!UL*IV /-«-,! IICUCI I 1CI IbO 

ii 1,1 ic JJI uu,ess). The "Tour of New 
Mombasa" section at the back of this 
walkthrough reveals more information 
regarding this. 

H Preferred Weapons: With the wide 
ity of ordnance you are given or can 

_ ;, you may be wondering which 
! is tailored to your current situation. 

This lists the top five, along with any othe 
nertinent data. Consult the "Weapons 

„pter for specific, in-game 
examples of weapon usage. 

BO Par Score: The expected "Par" (or 
average) score for each mission is noted 
here, after which you can consider 
yourself a true master of this map! 

QD Level-Specific Achievements: Each 
mission has some Achievements that 
' " i can complete only in that particular 

ion; these are duly noted so you 
..,.jr need worry about missing particular 

goals. Refer to the "Appendices" at the 
back of this book for specific advice for 

iievement, mission-
related or not 

HH Map: Each Campaign section 
receives its own highly detailed 
map, showing the location of 
major weapon drops, choke 
points, and goals to find. 

[§] Objectives: Your HOD periodically 
updates with new objectives. This list, 
which also appears as you are given a new 
objective, details the tasks you are given 
for this section of the mission. 



Campaign Missions 

-User Preview and Preamble 
There are nine Campaign missions and a tenth additional 
outing, once you've completed the Campaign for the first 
time. Aside from the first, eighth, and ninth mission, each 
mission is separated into two different sections: (1) the first 
is a flashback to a series of battles undertaken by various 
members of your ODST squad, with Buck, Dutch, Mickey, and 
Romeo on their general quest to locate Dare and complete 
her secretive sortie; and [2) after these "flashbacks," the 
action moves to the New Mombasa city streets at night, and 

. , . , , , ,- , , • , , ,• . . J ^ j t 

knocked him out for six hours. He must piece together what 
happened for the rest of the ODST team by finding a series of 
clues scattered throughout the city, which directly react to the 
flashback sections of the next mission. 

Choke Point 1: Pod Landing Point L U -

The "tenth" mission simply grants you access to all the 
New Mombasa streets and allows you to thoroughly explore 
the city, ideally to complete your collection of supersecret 
COMM Terminal data locations. A tour of New Mombasa is 
showcased after the walkthrough to help you navigate this 
sprawling metropolis. 

The flashback sections take place between 0 and 6 hours 
after drop, in a variety of locales (including New Mombasa 
streets). The Rookie sections take place six or more hours 
after drop. All missions have been thoroughly play-tested, and 
the optimal tactics have been recorded in the remainder of this 
chapter. As the Rookie sections allow you to access subsequt 
missions in different orders, the safest chronological path is 
shown. Here's how the information breaks down: 

ED Tactical Advice: Each choke point receives 
in-depth analysis and advice. There is copious 
general information, designed to help you 
regardless of your difficulty setting. In addition, 
there are specific callouts designed to help 
with particular issues. 

® Cautions, <§ Notes, and # Tips: These flag 
specific elements of a choke point that are 
dangerous (Cautions), interesting (Notes), or 
helpful (Tips). 

/ , Normal ) ' Heroic ) * Legendary 

Vou lose Stamina after falling or being wounded by 
enemy fire. 

• Your Stamina will rent 

ally found scattered * * ' • 
. M&jM _ ™ .„..-?. 

shield, and then fight. Or. rush the 

your way with two Plasma Grenades. 

it is all too easy to get i 
i Of desperation! 

ay and 
iShot, 

i after the fight, weigh up 
enging' 

Jrenade*. though! 

Certain choke points require information 
designed specifically for a particular difficulty 
level. Look for the Normal, Heroic, or 
Legendary icons; the associated tactical 
advice is written precisely for this difficulty 
level. For example, if you see a "Heroic" icon, 
the advice will help you the most if you are 
playing on this difficulty, although it is still 
helpful for other difficulties, too. 

Co-operative 

Generally, the advice shown can be applied when 
you play through with up to three other people 
on your team. However, there are certain 
tactics that you can attempt only with multiple 
squadmates, and these are duly revealed. 

R5] Entities: It is important to know the type of 
foes you're about to face before you engage 
them. This offers a quick view of UNSC and 
Covenant entities you should expect, so you 
can plan appropriate action. 

[JO Choke Points: Using a mixture of common sense, the NAV map data, and this guide's maps, you should be able to navigate 
through each of the missions without reading directional commands (although major routes are recommended). However, the 
main areas where you should expect problems, clusters of enemies, or specific and highly valuable advice are listed. 

Choke points appear on the in-guide map and are divided into lists (1A, 1B, 1C, etc.), all of which are related to areas 
on the map and your mission. Simply refer to the labeled screenshot for visual representation of each choke-point location. 
When you reach a location, it is flagged in the text (for example, [1A]]. 
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Mission 0 1 : Prepare to Drop 
:er • ROOKIE • 6 hours after drop 

After becoming separated from your ODST squad, you (as the Rookie) crash-land somewhere in one of 
the many districts of New Mombasa. After disembarking from your Pod, you are faced with exploring this 
massive hub and attempting to locate your team using different clues. You return to the city a number of 
times throughout the Campaign and are free to explore many of the districts. To do so, access the city 
map, located on some still-functioning COMM Terminals being run by a functioning Superintendent. Your 
first task is to find Tayari Plaza and seek evidence for your first ODST squadmate. 

New Mombasa District 5: Rookie drop location to Tayari Square building (interior) faM/^aaMmamratmimmmammaai 

DATA STREAM 
New Mombasa Visual Intelligence System Reconnaissance Class (VISR) Target Acquisition Mode Ratio: 95 percent 

New Mombasa Hidden COMM Data: 0 (Total: 0 / 3 0 ] * 

PREFERRED WEAPONS PAR SCORE 



Prepare to Drop 

• Choke Point 1 : Pod Landing Point 

To exit the Pod, ENTITIES ENCOUNTERED 

left, near the stationary police vehicle and buttress defenses 
your starting point'is a brightly lit dead end, complete with a 
here if you need additional health. 

( ' '*< 

Grunts Brute 

adjusting your camera yaw and t / v ? vfes* 
pitch- in the process. When you : 

[ . \ . „ , Grunts Brute 

have punched all four green I I I 
j bolts to arm [with <M>], you drop 

to the ground, armed with an M7S silenced Submachine 
Gun and MBS Magnum. The fall causes your 
reach low levels. Simply wait for the red edges of your HUI 
to recede, regaining your Stamina. To locate the Optican 
Medige! Dispensary Kiosk, turn right slightly and head to 
the dispenser [Waypoint 1A]. You automatically receive a 
Health Pack. Alternatively, you can inspect the ramp to the 

he ramp leads to a closed door, and the area straight ahead of 
UNSC graffiti and a second Optican kiosk. [ 

Some important lifesaving 
tenets to remember: 

You lose Stamina after falling or being wounded by 
enemy fire. 

Your Stamina will regenerate over time. 
Avoid combat to regain Stamina. 
Find an Optican Kiosk to restore Health. 
Health Packs are also occasionally found scattered 

on the ground. 

Your HUD's database isr 
no map or compass), bi 

jletely operable yet (you have 
an flick on your VISR's Target 
VISR is useful in low-light 

)s with target 
situations (such as now), so 
tently through this mission, e 

enemies—a Brute and a Grunt patrol farther down the right 
roadway, toward a sloping section of road just past a wrecked 
coach liner [1BJ. There are a variety of combat options to try: 

Sun immediately toward the foes as soon as the mission 
starts; they are farther down the ramp, giving you a 
height advantage. 

Switch to your Magnum and tag the foes with headshots. 

Tag the Brute first, frightening the Grunts. This allows you 
to pick them off as they flee. 

Attack at range using the SMG or Magnum, ideally aiming 
for your foes' heads. Use the wrecked coach liner on the 
road, the building pillars to your right, or the crates to 
your right as cover. 

Take this opportunity to throw a Grenade (using <n>) at the 
feet of the group, ideally before you are spotted; then cut 
them down with SMG fire as they flee. 

Charge in and engage the Brute with a mixture of rapid-fire 
attacks followed by a melee pistol whip (using O) to finish 

Afterward, you can return to the Optican Kiosk and grab the 
other Health Pack, or access the Optican Kiosk back at 
the dead-end side street. 

C A U T I O N 
Beware the Bubble Shield! If 

this domed-shaped protection is 
activated, seek cover, wait for foes to emerge from the 
shield, and then fight. Or, rush the shield and smack 
down the foes inside. 

C A U T I O N 
Watch for Suicide Grunts 
throughout this mission! If you spot 

a Grunt staggering your way with two Plasma Grenades, 
shoot it in the head and back away from the massive 
subsequent explosion; it is all too easy to get caught in 
this Grunt's final act of desperation! 

There are likely to be Sticky and 
T I P 

Plasma Grenades, a Brute Shot, 
and Plasma Pistols to claim after the fight. Weigh up 
the advantages of changing weapons, and take what you 
prefer. Always take Grenades, though! 
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Tactic: Pistol Packing 

N D T E 
Refer to the 
"Know Your 

Enemy" chapter to find more combat 
options when dealing with Brutes 
and Grunts. 

i t 2, too. 

Choke Point 2: Accessing the Superintendent 

If you're'quick enough, once you've nullified the initial Grunt and 
Phantoms pulling away from the roundabout and plaza at the ra 
(leading to a locked door) for a great overview of the next area, which has seen heavy fighting fror 
New Mombasa's civil defense forces. 
roundabout area [2AJ and a Brute an 
of the plaza. In addition to the previously listed tactics, try any of the following combat techniques 
when attempting to secure the area: 

Prior to entering the roundabout, stand on the upper rarnp 
at the top of the steps and use zoomed Magnum shots 
(press ©, then ®D repeatedly) to decapitate foes from 
extreme range. Let the enemies come to you! 

Enter the roundabout road, skirting the edges and usin< 
the building pillars (on the left) or the vehicle! 
defense shields (to the right) as cover, tagging foes on tli 
roundabout island. 

Flush foes on the roundabout isl; 
Grenades, but watch for returning projectiles from this 
location. 

Rush the island, using the low concrete walls and p 
trees as cover while constantly strafing so you aren't an 
easy target to hit. 

Brute Shots are great at; har 

ENTITIES ENCOUNTERED 

3asma Grenades are a 

types using 8® 

which make grei 
combat style. 

Jabout. exnecl; l.n 

live weapons, depending on your 

- ^ _ _ _ Certain weapons, 
such as the 

Needier, grant you special Achievements 
if you kill a certain number of foes with 
it. Consult the "Achievements" section 
of the appendix for more information. 
Note that particularly rare weapons 
must be used in specific missions to 
complete associated Achievements. 

Tactic: Ground Control 

a cluster of enemies, race to the I i n m u i i ui uppnU Ui< m 
Grenade at the ground where they drop to. You'll have to iym 
Choke Point 1 to reach this location in time, but this can severely damage 
multiple enemies with a single well-placed Grenade. 



When the final Covenant falls in this area, your HU 

vith the yellow outline [_B]. This is very difficult to spot 

is now accessible by pressing .9,. Follow the NAV menu instructions for moving and zooming in on your map and placing a 
lypoint, and notice that your compass has now appeared on your HUD, along with the location of Tayari Plaza—the last 

known location of an ODST squadmate. Check the Intel Data in your menu for your next objective. 

, This grants you the Tourist 
- n i p 

Achievement. After you've made 
contact, the Superintendent begins to subtly manipulate 
the signs in your general area, giving you a series of neon 
bread crumbs to follow: signs stating "Detour" or "Keep 
Left" or voices instructing you to "Please walk" are all 
from the Superintendent, who guides you in the correct 
direction. As your Enhanced Vision doesn't allow you to 
spot the images on the brightly lit signs, you may need to 
temporarily turn off your VISR. Covenant glyphs also hint 
at the direction you must take. 

M B M _ _ _ Although it isn't immediately 
obvious, you're in District 5 of 

New Mombasa. This becomes increasingly clear as you 
return to the city repeatedly throughout the Campaign. 
To quickly ascertain where you generally are, consult the 
"Mission Hub: Mombasa Streets" section at the back of 
this walkthrough, which has a district map. Notice the 
giant numbers on some of the walls? Those are clues as 
to the district you're in. 

Your HUD now has an Assistance capability. By pressing •pip * 
either O or 9 . you can reveal a cursor pointing in 

the general direction of your next objective point. This is extremely useful, 
although a direct route sometimes isn't accessible. 

___ This Data Terminal is an example of what 30 pieces 
of COMM Data look like, which are hidden in the city. 

Although this guide doesn't give precise locations to each piece of data, the 
number you can locate in each mission is listed at the start of the mission, 
along with the weapon caches they unlock. 

N O T E T a y a n P l a z a 

has appeared 
on your compass and is approxi­
mately 1 7 0 meters from the Data 
Terminal. Use the blue diamond 
on your compass to correct your 
direction when attempting to reach 
this and future objectives. 

Choke Point 3: Building Infiltration 

3 A | 

9 N 

• • • 

Aside from dead 
defense forces, the 
area is devoid of human 
life. Collect any dropped 

ENTITIES ENCOUNTERED 

d 1 

Grunts 

% 
Brutes 

^ 
Jackals 

Kiosk to the south before t; 
toward a side i 
Kiosk along the way. A side door is ncu. 
Down" signs in the middle of the road. Your VISR 
shows interesting Covenant hieroglyphs on the wall, 
hinting this is the correct way to go. Face southeast, 
and hold <• to open the security door [3AJ. 

_ _ _ _ _ _ Look left just before entering the door, and you'll see a wall with 
a horizontal line of illuminated orange lights. This is a Superin­

tendent Supply Cache, but it is currently sealed. If you find your way back here later, 
you can access the cache, which first opens once you begin a new game after fully 
unlocking Mission 10: Mombasa Streets. This one has two Mongoose vehicles, four 
Silenced SMGs, four Pistols, and four Frag Grenades. You can't access these items yet. 

• I T . ' I - - . . - - - . , - ; ^ . 
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The dark corridors ahead are difficult to explore without HUD aid, 
so flick on VISR before continuing into the building, past the "Glass 
This!" graffiti. Follow the corridor [and hieroglyphs) to a second 
security door to the northeast. Open this and enter a courtyard. A 

)on, after which 
you have around four more Grunts to defeat. Standing on the upper 
pavement and lobbing Grenades [3BJ is a better plan than wading 

i the Grunts like to fire their Plasma Pistols at 
i the grass in the way. 

ecurity 
door opposite the one you came from. 

Remember you can assassinate (melee 
T I P 

attack from behind) a sleeping Grunt 
without waking up his brethren. Or, simply sprint across to 
the door opposite to escape this grassy courtyard. 

* ' 1 A l 

Enter the next building, which was the scene of 
a recent massacre. Step over the Grunt and Brute 
bodies, although you may wish to check out the 
ground floor; there's an Assault Rifle if you want 
it. Then head west, under the pulsing light and up 
the stairs, brandishing a close-combat weapon. If 
you don't have a suitable one, stop at the top of 
the stairs and turn right [southwest), and step into 
the dead-end corridor. At this corridor's northwest 
end is a dead Marine. Grab the Shotgun from the 
corpse, and return to the main passage. Head 
up the stairs (marked "2" on the wall] to the next 
floor, and check the open door on the right (north). 
Execute the two Jackals lurking here [3CJ, using 
two quick Shotgun blasts from the main passage 
doorway. 

Alternatively, you can sidestep and face the 
doorway, lob in a Grenade, and back away. Or, fire 
a shot to attract a Jackal, then execute it (ideally 
with a headshot) as it ventures into the main 
passage. You can also step into the chamber and 
strafe the Jackals with Assault Rifle (or Covenant 
weapon) fire. 

Tactic: Strafe of Death 

<d^* 
For a truly professional Jackal 
takedown, look for the dead Marine 

p"^ 

being illuminated by the flashing light. 
Strafe past the door opposite, which 

auto-opens, and throw in a Grenade. The door 
closes, and the Jackals are ripped apart in the 
ensuing, contained explosion. 

There may be a Carbine and Beam Rifle to grab if 
you want them. Now continue up the stairs (marked 
"3" on the wall) to the upper floor, and maneuver 
straight along the passage; the rooms to each side 
are empty. You appear in a debris-strewn office 
with a window to your right (southeast) that offers 

'—sive views of Tayari Plaza. However, of greater 
interest is the Recon Helmet half-embedded in the 
flicking info screen to your left [3D]. Hold (HP to 

IUB**t>, j 11 M « 



Miss ion Q S : Tayar i Plaza 
BUCK • Tayari Plaza • Immediately after drop 

nd immediately launches an assault on the Covenant, 
int can reach it. Storming through a Phantom's dropped 

rutes; pushes farther northwest, engaging in 
street-by-street combat; acquires a Plasma Turret but forgoes it for some sharpshooting to tackle a Watchtower and 
numerous Covenant Snipers; and finally faces down a pair of Hunters. This mission must not be compromised. 

vVaNaNNNNaNNWNNNaNNaaNaNNS!*^^ ; Drop-Pod location to ' 

HI* 

dl mm 

DATA STREAM 

Tayari Plaza VISR Target Acquisition Mode Ratio: 10 percent* 
PAR SCORE 

PREFERRED WEAPONS 

> 
Carbine 

"pF* 
Magnum 

) 
V 

MISSION OBJECTIVES 

\ Beat the Covenant to Dare's crash site 
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• Choke Point 1 : Phantom Airdrop 

,n-Kn,,r,h >„-,,, a r e instructed to open your VISR Intel 
j J,}, which shows Tayari Plaza (and Dare's 

:rash site several city blocks to the northwest), it is 
J~ipping out of the hovering 

"as are easy pickings. 

ENTITIES ENCOUNTERED 

Tactic: Rooftop Camping 

A irM 
••••:b \: 

Grunts Brutes 

Tactic: Left-Flank Charge 

You have the Assault Rifle and Magnum and 
can easily shoot your foes' heads using either 
firearm (although single, zoomed Magnum shot 
are by far the best method]. Stay on the upj 

plateau, which has multiple Health Packs and sandbags [1AJ 
that provide excellent cover. Duck back behind the sandbags 
if you're struck by incoming fire, allowing your Stamina to 
recharge in a place where the Covenant cannot physically 

; lengthy, long-range sniping until the 
i building pillars to the 

I in the distance. 

throwing prowess and takes some practici 
Immediately jump down from the rooftop, < 
sprint down the stairs to your left (near the 

energy wall to the west that blocks your route). Move up along 
the road, closing in on the Phantom and watching its exit 
chute intently. As each Covenant squad disembarks, throw a 

kill the Grur 

Tactic: Additional Options 

gnum's ammunition, short bursts 
from the Assault Rifle can also work. If you've decided to 
wait, take any Health Packs you need from the plateau (as 
you can't return here), then drop down to the top of the 
road ramp, where a ruined Warthog is located. Check the 
ground for Grenades, and use the remains of the Warthog 
to gaze north, down the curved road ramp to some Covenant 
defenses and the beacon [1B]. If you're too slow, Grunts may 
try to outflank you on the left, especially if you remain in cover 
for too long. 

matiimwliimaih l«lil»iM=liliiMji TSSfiH As foei 
side of the street and the building. The cover itself is plentiful, 
with both concrete barriers and vehicles providing protection. 
You must advance carefully. Single Magnum shots or short 
Rifle bursts, along with optional Grenades lobbed at Brutes 
dug in behind the pillars, allow you to clear the right side. 
Move under the building, using the pillars as cover, then clear 
the left side of the street and the beacon. Keep strafing to 
avoid being targeted and struck by foes. There's likely to be a 
Brute Shot or two to optionally grab before you continue. 

/5R. The VISR Mode isn't advisable 
"TIF3 

during daylight operations, as 
the glare is too intense. However, it helps locate 
enemies and dropped weapons before and after 
combat; flick it on for a few seconds at a time if you 
need more precise target locating. 

Note the giant numbers 
"TIP 

painted on the walls near open 
and closed routes. For example, the zone you're 
currently in is "6." Familiarity with the numbering 
system across New Mombasa will help you during the 
Rookie's labyrinthine exploration missions. 



• Choke Point 2: Brute Force 

ENTITIES ENCOUNTERED Pass the S-27 sanitation truck and look northwest to the road barrier, and look northeast up a 
sloped road to a sealed tunnel. There is an Optican Kiosk up here. The only available route is to 

immeoiateiy, as tne two iviannes set orr down me side street to tne soutnwest. Heaay yourseir tor i ""••»> i 
combat as soon as possible. The main roadway to the northwest dead end has an Optican Kiosk, 
but come back to that later; the Marines need immediate backup against a quartet of Brutes heading into this area. 

© % 
iflpm i i 

f"* 
Tactic: Heeding the Marine 

The Marine mentioned exploring building interiors, and the 
door on the left (eastern) side of the side street [2BJ is 
unlocked. Head inside and move up the stairs, pausing to 
retrieve any dropped weapons you want and to gather all 

renades. Look closer at the bodies and you can see Brutes and Elites 
ien fighting each other; interspecies animosity is always helpful to 

your cause. Step out onto the exit overlooking the street below, and begir 
defeating Brutes using your preferred weaponry; your foes are unable 
to physically reach you. If their attacks are trained on this location, step 
back into cover. Continue this peekaboo takedown until the Brutes fall. 

Qfj. Did you notice the Spike Grenade and Mauler 
-' on the upper balcony? Grab both, or at least 

the Spike Grenade; there's a Watchtower later in your recon­
naissance that 's easily nullified with this projectile. 

Tactic: Stick It to Them 

Cycle through your available (and previously collected) 
Grenades, picking either Plasma or Spike Grenades as you 

E head around the corner [2C] at the end of the side street 
(assuming you didn't wait for the Marines to go on ahead). If 

you're fast enough, the Brutes are surprised that humans are still in this 
area, and you can use these few seconds of incredulity to expertly lob 
sticky projectiles onto them. Immediately fall back, switching to a favored 
firearm to finish the remaining Brutes. Utilize the two Marines now; they 
can draw fire away from you, allowing you to sneak up and melee or lob 
more Grenades at the remaining foes. 

Tactic: Other Antics 

Try staying behind the two Marines, using them 
to soak up damage while you pepper the Brutes 
with headshots, using the side-street pillar 
([2B]) as cover. Or, w; 
street and launch ordnance at the Brutes using, 
for example, the Brute Shot; this can damage 
Marines just as easily i 

concrete palm t 
pillars, and steps as cover, circling your foes 
while blasting them with your favored weapon. 
This ground-flanking maneuver is dangerous but 
allows x / n i ' £>nd \/nnr Mar inp hi iHHipQ tn r.rnqt; firp 

•
These two Marines 

are expendable and 
fall during this or subsequent battles, 
either by Covenant or your hands; it 
matters not. 

J If you stay up in the 

C A U T I O N . " , * , 
interior for too long 

during combat, the Brutes will chase after 
you and try to flank you. Keep an eye out for 
this! 

If you have a trio of Frag Grenades, use 
T I P 3 

them all against these Brutes, as there are 
numerous additional Grenades to gather farther along this street. 

Tayari Plaza • BUCK 
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• Choke Point 3: Plasma Turret Blockade 

r\ 
Brutes 

t ^ \ 

Grunts 

ENTITIES ENCOUNTERED 

' * * ^ j WS Optican Kiosks if necessary or investigating 
'' the steps to your left [west] for a Health 

Brutes Grunts „ . , „ „ • T-, 

I I I I Pack near a dead Marine. Then drop to 
the main street, heading north around the 

corner [3A]. Ready yourself for combat with four to six Grunts and a 
couple of Brutes stationed along the ground, using vehicles, concrete, 
and sandbag barricades as cover. The biggest problem, however, is a 
Grunt manning a Plasma Turret on the upper alcove to the right of the 
far stairs [3BJ. Use the trash bin or concrete bi 
out, plugging Grunts with your Pistol while lobbing Grenades at them. 
Continue this until the remaining foes retreat up the sloping road. Now 
turn your attention to the Turret. 

Tactic: Long-Range Lobbing 

Leaving the Turret until last enables you to use the right street wall and 
nearby scenery as cover as you tag Grunts and force any Brutes to 
retreat. Now step out into the street [3A] and carefully aim one Frag 
Grenade so it lands at the feet of the Grunt manning the Turret. Check 
the ground for additional dropped Grenades if you need another attempt. 
However, projectiles are needed in combat to come, so don't waste your 
Grenades. The Grunt usually dies, and the Turret falls to the ground on 
the corner of the alcove. If you fail in your lobbing, try the following tactic. 

Tactic: Close-Assault Charging 

With your foes in retreat, dart from cover to cover, then dive 
behind the pillar to the right of the sandbags, in front of the 
Turret. Recover your Stamina, then sprint to the low wall 
ahead, beneath the Turret. The Grunt can't aim at you from 

is low angle, allowing you to stroll up the steps [3B] and melee or shoot 

WT A fully loaded 
"TIP 

Plasma Turret 
is an effective instrument of death, 
especially against the Shield Jackals 
you are about to face. Pick up this 
heavy weapon and carry it with you. 

HUHE i stragglers near 
ie wrecked fuel truck as you secure the 

• Choke Point 4: Watchtower Assault 

jr 1 ' * ^ j j 
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ENTITIES ENCOUNTERED 

i 
î ai 

Advance in a westerly direction, using the left wall, street defenses, or walkway pillars as cover, and zoom in to scan the area 
ahead if you haven't been attacked yet. To the west is an enclosed street with several Grunts, Shield Jackals, and a few Jackal 
Snipers stationed on or near a Watchtower; there are also the bodies of fallen Brutes and Elites from a previous firefight. 
Before going any farther, stop before you pass the parked container truck [4A], across from the stairs that lead northeast, 
up to the pedestrian walkway directly opposite the Watchtower [4C]. Your optimal tactical choices change, depending on your 
difficulty level: 



Tayari Plaza 

Tactic: Beam Rifle Hunt 

/ j On Easy and Normal difficulty, you can obtain 
I , the devastating Beam Rifle by heading up the 

stairs and moving southeast along the pedestrian 
walkway. The Beam Rifle lies next to a dead Jackal 

I4B1 [the weapon is missing on higher difficulty levels). Now 
take a position behind any available cover (or back up to 
extreme range), ideally after you deal with the Shield Jackals 
and other nearby nuisances, and tag the Jackal Snipers 
on top and around the base of the Watchtower [4CJ; this 
makes a subsequent charge-in a little easier. Then search the 
remaining walkway area for Health Packs if you need them. 

Tactic: Magnum Decapitations 

On Heroic and Legendary difficulty, the only I 
being carried by Sniper Jackals on and around the Watchtower [4C], 
which is the biggest threat. Be sure nearer foes aren't targeting you, 
and use your trusty Magnum in place of the Beam Rifle, tagging usually 

three Sniper Jackals on or near the Watchtower. As soon as you've done this, 
immediately retreat to the road's right side to avoid incoming Grunt Grenades or 
ordnance. You can afford to lose a little Health; there's a Pack next to the stairs and 
two more (plus a Frag Grenade) at the walkway's northwest end. 

Take your 
" ^ Beam 

Rifle or Magnum shots from 
extreme distance, such as from 
underneath the road defenses 
near the pedestrian walkway. 

Tactic: A Sticky Situation Tactic: Shield Jackal and Grunt Takedowns 

Don't have a Magnum or an 
expert throwing arm? Then use 
a Spike Grenade you should 
have gathered from previously 

downed Brutes or the building exploration. 
Lob it down the street so it sticks to the 
Watchtower, watching as the en"" , ; 

explosion rocks the structure anu UBIBBLS 
foes standing on it. However, beware of 
other Sniper Jackals still prowling the 
ground level. 

and under the stairs, where you can expect to find a Pnitor a Plasma F 
and a Mauler. You can use any of these (ideally, an en^., 
Plasma Rifle) to shoot through the side gap in the Jackals' Shields, after which 
you should attempt headshots. Or, you can lay down fire with the Brute Shot. 
Remember, the vehicles offer good cover you can move around, and crouching 

ckals and Grunts from under the flatbed 
is Boomer opuuu. ruu can also saunter in using the heavy Plasma Turret 
you just appropriated; this is ideal for removing Jackal shields. As you move 
forward, stay on the right side as you close in on the Watchtower so you can 
use the building pillars as cover, allowing your Stamina to recharge. Execute 
Grunts with whatever weapons you have at hand, using the remaining charge 
of the Plasma Turret, Magnum headshots, or other violence. When the f" 
cleared, open the gate at the west end of the str 

Co-op Tactic: Shields Down 

With a wide road and numerous cover positions, you can easily split yo 
encroach along the street on both sides, giving you an advantage; the 
block fire from both directions, allowing for easier takedown: 

• The next area of heavy fighting can prove arduous if you 
haven't brought two ideal weapons with you: collect the 

Beam Rifle the Jackals drop for an advantage in the next locale. Conserving 
Grenades is a good idea, too. 



P R I M A Off ic ia l Game Guide 

• Choke Point 5: Snipers' Walkway (Hunter Patrol) 

wnnm 

1 % jm mm 

UNSC 
Marines 

Grunts Jackals 

T. , „ ENTITIES ENCOUNTERED 
The gate opens, allowing access 
into Zone B, a road sloping down / s f T A l I Z I 
and west into an open plaza 
with a long walkway bisecting it. J 
Ahead, you may see Marines M S B Grunts Jackals 

fighting valiantly against Covenant 
forces by a wrecked Warthog; pPV\ <'C\] 
you can't save them, and ( ,'\ (\\™ 
sprinting down into the plaza is ^ 
futile, as the area has numerous Brutes Hunters 
enemies. Instead, head along ' 
the left sidewalk, passing an Optican Kiosk (which is useful to 
return to, as a Carbine is lying near it that you can pick up 
if you don't have a long-range weapon), until you re; ' 
Marine crouching by the concrete planter [ 

ie advice: you should definitely cut through the buildin 
hit the forces from behind. The "forces" in question < 

Jackal Snipers on various upper balconies. 

A Grunt manning a Plasma Turret [5C1 directly opposite the 
Marine's position. 

Shield Jackals and Grunts milling around tfu 
plaza. 

Brutes on the central walkway [5BJ and lower plaza. 

This is the optimal order you should attempt to di 

Tactic: View from the Bridge Tactic: Ground Combat 

of attack. Head through the doorway left of the crouched Marine. This 
leads to a two-story building. At the entrance is a dead Marine, near 
a weapon cache of Assault Rifles, Shotguns, and some Pistol ammo. 

Armed with a Beam Rifle and a secondary weapon with ranged capabilities, enter 
the building. There's a dead Marine, a dead Brute, and steps leading down. No 
weapon (the Shotgun and Spiker) or location is strategically safe, as the ground 

:eming with foes; however, there are two Health Packs to grab. 

Instead, move to the doorway joining the central walkway [5B], and use it as 
cover. Scan and drop any foes at close range before poking your head out of the 
doorway cover just long enough to tag the three or four Jackal Snipers. These n 
around the walkway structure and are on balconies to your left and right. Make 
sure you nullify them all before aiming at the Grunt behind the Plasma Turret 
on the opposite balcony. Now edge out onto the bridge, and pick off the milling 

"*^ and Jackals below using your Carbine or Pistol. If you have the Carbine, 
at from this vantage point to dispatch the Brutes. Resist the temptation 

to lob Grenades; save them for the Hunter battle that occurs after you kill all 
Cnvpnant in the area. 

/ > On lesser difficulty settings, 
I : you can opt to head 

downstairs from the building 
or even down from the 

road (which isn't recommended when 
" " , lurking, as you have limited 

line of sight), and begin to engage foes 
at closer quarters. Naturally, the Brute 
Shot and Shotgun, coupled with circle-
strafing, are your techniques to master. 
However, do this only after the Snipers 
and Plasma Turret are down. 



Tactic: Exceptional Hunter Combat Hunter Tactic: Fight! 

A variation on the "View from the Bridge" tactic 
allows you to tackle foes at range and from cover 

J for longer. Utilize the Carbine at the building 
doorway, until you nullify all long-range enemies. 

Then head out onto the walkway and across to the balconies 
where a Jackal was; pick up its Beam Rifle to punish the 
majority of remaining enemies from the coven of a balcony or 
building. 

Hunter Tactic: Flight! 

. I Two lolloping Hunters appean from the north gate 
f and can seriously thwart your progress. Running 

away doesn't gain you any points or bravery 
medals, but it keeps you alive and with minimal 

damage from their devastating Fuel Rod Cannons. Follow 
this route: Move across the walkway, then jump along the 
platforms by the left wall, heading north toward the recently 
opened gate. The Hunters are circumvented, and your 
Stamina can easily recover. 

Facing the Hunters in the ground-level area [5D1 
f-- is a more thrilling tactic. Move in close but not 

' within their melee range. Produce either the 
Plasma or Spike Grenades you saved from earlier 

encounters, and precisely lob them onto each Hunter; this 
brings them down in moments. If you run out of Grenades or 
you're inaccurate, dash across the walkway to the Plasma 
Turret [5C1, wrenching it off its base so you aren't a prone 
target, and lay waste with it. 

W~ With speed (plus luck and using 
T | P 

planters and pillars as cover), you 
can sprint along the right side of this area, past the 
Plasma Turret [5C] toward the gate. Two Hunters come 
thundering out of the gate; simply pass them, as they 
won't follow you into Tayari Plaza. 

Choke Point 6: Tayari Plaza Crash Site 
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OBJECfiul 1 

or five Grunts [BA] are shooting Dares Pod [6B]I 
As soon as you spot the Pod, your intel objective 
updates. Tactically, there's little to worry about; ti 
their heads from this upper roadway overlooking 
the plaza, or wade in with closer-ranged weapons 
to stop the ones bombarding the Pod. Aside 
from the Pod itself [6B], the area is empty but is 
worth exploring {mainly because it's the setting for 
Firefight location Crater and Crater Night). When 
you're ready, pry open the Pod with 3®. 
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"Mission OS: Mombasa Streets 
Occupied city center • ROOKIE • 6 hours after drop 

Rookie sets Dare's helmet aside and attempts to locate a squadmate by journeying through New Mombasa's 
streets and plazas to the Uplift entrance. Along the way, you discover and tackle a new type of Covenant 
force—a floating, shield-deploying entity known as an Engineer. Facing numerous Covenant patrols, the Rookie 
pushes onward, encountering the first Brute Stalker and pondering whether to venture down numerous 
auxiliary streets en route to an initial weapons cache and a second clue to the ODST team' 

DATA STREAM 
New Mombasa VISR Target Acquisition Mode Ratio: 

95 percent 

PREFERRED WEAPONS 

Tayari Plaza to Uplift , ,*, 

PAR SCORE 

COMM DATA STREAM 

After "Mission 0 1 : Prepare to Drop": Hidden COMM 
Data—7 [Total: 7 / 3 0 ) * 

After 4 of 7 COMM Data Found: Supply Cache Set 1 
Opens (Total: 1 /3 Sets]** 

Total Caches Opened: 2 / 8 * * 

Set 1 Cache Contents: Sniper Rifle (2), Sniper Ammo [2], 
Magnum [4], Silenced SMG [4], Frag Grenade [4] 

UPLIFT RESERVE MONUMENT I 

to) 

-ll» 
£il 
^ J 

LEVEL-SPECIFIC ACHIEVEMENTS 

MISSION OBJECTIVES 



Mombasa Streets 

Choke Point 1 : Tayari Plaza Crash Site 

NEW MOMBASA Search Uplift Resen/e for DDST squadmate 

. ,___._. The enemies you encounter during the collective Rookie missions, known as 
i ^ N O T E * a 

"Mombasa Streets," arrive in random configurations of Grunts, Brutes, and 
Jackals. You may also chance upon patrols (usually of Brutes and Grunts) throughout this area. 
Therefore, you may encounter more or fevuer enemies compared to the optimal path detailed below. 
Also note this is a continuation of "Mission 0 1 : Prepare to Drop." 

N D T E F 0 r g e " e r a l 

combat infor­
mation, which is useful if you wish any of the objectives and therefore 
to wander off into optional street up to, but not including, "Mission I 
locations, consult the "Know Your on what enemies to expect, consul 
Enemy" and "Weapons Detail" section at the end of this chapter, 
chapters. 

The action switches to Rookie, back at the building where you found Dare's helmet 
embedded into the screen. With that oddity solved, you can retrace your steps back 
through the structure you're inside, ideally following the optimal path toward the 
Uplift Reserve, located to the southwest of your present location. Head back down 

"•"ips, blasting a few Grunts in the corridors of this building, preferably with a 
Shotgun [1A]. Reach the ground floor, taking what you need from near the fallen 
Marine. Exit via the door to the southeast, which leads into Tayari Plaza [ IB ] . Note 

The second and every subsequent time you access 
this part of the mission, you are able to travel to 

any of the objectives and therefore begin any of the subsequent missions 
up to, but not including, "Mission 08: Data Hive." For general knowledge 
on what enemies to expect, consult the "Mission Hub: Mombasa Streets" 
section at the end of this chapter. 

Search 
T I D 

the Grunt 
corpses for a dropped Plasma 
Pistol; depending on your 
preferences, this may come 
in very handy during the next 
combat fracas. and into Zone 8, where Buck fouqht hours ago. 

1A| 

1 ta_ W ' - • •. m ••••••• fi •' ' ^ 

"'iV 

• Choke Point 2: Snipers' Walkway (Brute Patrol) 

rhe gate opens, and you car ENTITIES ENCOUNTERED 

C) 
Engineer 

Q\ 
Brutes 

right ot the gate, 1 
cluster of foes (2i 
an explosive devic 
the Huragok, or E 

toward the walkway, and peer south to tr 
about placir 
"e known a 
ibout you, 

you realize this creature is probably an innocent slave to th 
Brutes, but enoaae the foes in combat, and vou'll discover 
engineer provides 
the ensuina battle 

troublesome additional shieldi 
much more frantic. , 

ig , making 

Occupied city center • ROOKIE 
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If you're going for the Good Samaritar 
Achievement, you cannot harm the 

Tactic: Naughty or Nice 

If you're attempting the N 
Naughty Achievement [you c 

Engineer. Concentrate entirely on killing both), you can kill any Covenant entity 
the Brute; 
afterward, taut t 
you can still access the Achievement. 

~r, as parts of 
lore Engineers 

are currently locked down, you cannot 
complete this Achievement and must 
begin it again in a future Rookie mission. 

:ngmeers in one 
ui LVVU vvaya. vvi i c n yuu uiaou U I C I I r IAJ 

death, or when you defeat the Brute 
Captain (clad in armor that gives off a 
golden hue of electrical discharge whe 
struck]. Eithr" 
short-lived existence! 

I . . — — ^ Two Achievements may be referenced during the 
following combat: Good Samaritan and IMaughty, 

IMaughty. For complete knowledge of the Achievements, refer to the 
"Achievements" section of the appendix. 

Tactic: Walkway Projectiles Tactic: Close-Quarter Mayhem 

Move onto the Walkway vantage point [2A] 
without being spotted. This gives you the height 
advantage, as you can easily spot the Brute 
Captain, which is underneath the Engineer before 

the enemies start moving. Now you can get in one or two free 
shots, either by firing a charged Plasma Pistol shot to shatter 
the Engineer or Brute's shields or by lobbing Plasma or Sticky 
Grenades onto your chosen foe before continuing with your 
favored other weapon (such as the Magnum, or the Shotgun 
at closer quarters on lower difficulty levels). Concentrate on 
the Brute Captain [2B], as he's tougher and usually armed 
with a more devastating weapon, such as the Brute Shot. 

Thanks to i 
I strafing, and scampering back to the Tayari Plaza 

f! for Health Packs, you can survive standing toe-to-
claw with the Brute Captain [2Bj. Punish each foe 

with a mixture of armor-sapping Grenades and peppering fire. 
Naturally, a safer alternative is to creep around to a balcony 
or doorway and snipe if you have the correct equipment. 

Whatever your choice, once combat is over, you must head 
either west (optimal) or southeast, into completely unexplored 
areas. Follow the debris-strewn road around to the left (south), 
ignoring the sloping road to your right. Enter a four-sided plaza 
with steps in the middle [2C], with planters on either side and a 
pedestrian crossing at the top (southwest). Maintain the critical 
path by heading down the left (southeast) road from here. 

• Choke Point 3: Optional Areas 

ENTITIES ENCOUNTERED 

W h y 
-ripa 

explore 
unnecessary areas? To increase 
your combat worthiness and 
collect additional points, to 
attack foes for weapons you'd 
rather use, and to continue 
your search for COMM Data 
Terminals and a Superintendent 
Supply Cache! 

7£^\ 

lantom 

o 
Grunts 

£k 
N) 

Jackals 

p\ 
VJ 
Brutes 
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There are two plazas on either side of your critical path and 
stepped area J2CJ. The circular plaza to the northwest [! 
features a random assortment of foes hopping down from a 
Phantom and a fierce ensuing firefight. Venture here if you 
dare. There's an Optican Kiosk here, as well as scattered 
Grenades and weapons from the fallen foes you slay. In 
addition, there is a passage back to your initial stomping 
grounds, which are completely optional to venture through. 

To the southeast [3BJ are two conni 

a compact plaza with a central, hexagonal stone pergola [3C1 
with a phone cluster in the middle of it. This area is usually 
devoid of life. You can scrounge a few UNSC weapons from 
ruined Warthogs if you're lucky. 

Choke Point 4: Brute Stalker Ambush 
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ENTITIES ENCOUNTERED 

i ollow the road from / - x 

the stepped plaza 2C v -% \ \ 
in a southerly direction, C ^ J Vg^ 
passing an Optican Kiosk Grunts Brutes 
(handy for later!), and 
head around a corner / 0 \ 
until you're facing west. V • 1 ^ " l 
Use the flickering low V P ^ N) 
video wall as cover, c

B™te Jackals 
Stalker 

and check for a small 
Covenant squad, usu; 

standing near a T-junction [4AJ. . . 
or any other favored combat technique easily rids you 
of these foes, allowing you to advance to the junction. 
The road up the slope to the south is open (leading to 
Chokepoint 5), but the optimal path is east, toward a 
partially covered plaza where you must tackle a sizable 
Covenant presence. 

The plaza features a protruding roof with numerous 
giant pillars supporting it to the southwest, under 
which there are various concrete planters and steps 
and an Optican Kiosk. Of considerably more interest 
is a Brute waiting near the kiosk; be sure your VISR's 
Enhanced Vision is on to easily spot him. He is your 
first Brute Stalker, and there are two takedown options 
for him and the Grunts milling about the stairs to the 
southwest. 

A } 
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Tactic: On Patrol 

'»' a*i 

Immediately seek cover near the sloping 
road near the barricades [4B] outside the 

v. ' ' ' 
following requires both skill and patience, 

and a good understanding of your Map menu. Flick over 
t-n i-hicj display, and note the red square showing the 

IUwis location. Now carefully and silently move toward 
the Brute, but continuously use your NAV to spot any 

1 "nemies in the vicinity of the Brute's patrol 
budiii. i_eam this pattern, then sneak up and melee the 

Brute Stalker to death without raising the alarm. 

If you blow your cover or 
1 fire a shot from a weapon 

that cannot completely kill 
the Brute (such as from 
the Carbine), the Brute 

immediately engages his Active Camo 
ability, making him difficult to pin down. 
Use your VISR's vision and carefully scan 
the area between where you last saw 
the Brute and your current location. 
Lay down some fire when you spot the 
Brute's faint yellow outline. Then finish 

Try to stay near the barricades [4BJ 
r.n avoid hoinn swarmed by additional 

Tactic: Failure Is an Option 

It is now worth maneuvering toward 
the central Optican Kiosk to take c 
any random Covenant patrols; there are 
likely to be two—one to the west and the 
other to the southwest, at the top of the 
stairs behind some defenses [4C]. Head 
up the left (south) road ramp, hugging 
the low concrete wall on your right to 
minimize Stamina damage, and attack 
while you're closer to the second Optican 
Kiosk. A mixture of Brutes, Grunts, and 
Jackals greet you in this area, so be 
prepared. Use the available cover to your 
advantage, wiping out all foes, then gather 
the weapons you wish. There are dead 

Once this an 
MftHflBifeMI 
northeast to check an underground, 
circular roadway complete with a variety 
of weapons and a terminal of interest. 
However, be aware that you might run 
into another small Covenant patrol in 
the plaza as you exit. There is a dead 
end to the west, close to the top of 
the steps [4C]. Check there. By now, 
you should be peering down every dark 
dead-end alley on either side of each 
gate for possible Grenades. Now you 
can continue to the Uplift Reserve 
entrance or optionally check a winding 
street to Dead-End Plaza. 

• Choke Point 5: Zone 9, Dead-End Plaza (Optional) 

If you're thoroughly scanning the area for COMM Terminals, enter the gate south of Waypoint ENTITIES ENCOUNTERED 
4A: Behind is a thin, winding road and a balcony on your left [5AJ that a Jackal is sometimes f^\ 
patrolling. Defeat him, and set up a camping spot here if you wish. The Grunts and Brutes you can C \ ( • \ ^ f ' \ 
tag from this recommended cover have erected an impenetrable energy wall, which doesn't allow CA^JT _J> 
you eastward; however, you can take the road that curves around to the northwest, eventually Grunts Brutes I I Jackals 
allowing you into the final area, or you can head south toward the open area itself. ' ' ' ' ' 

The second way of entering here is via Choke Point 6. From the weapons cache [BAJ, you can venture down the curved 
road to the east [5BJ, tagging a Shield Jackal, ideally using ordnance appropriated from the cache. There's also a balcony to 
your left (north) along the road, with a dead Marine near a weapon and a Health Pack. This allows you to enter the plaza itself 
[5CJ, which has Covenant defenses dotted around and low concrete walls for perfect cover. No matter from which direction 
you've entered this dead end, there's a Grunt manning a Plasma Turret that needs defeating. Use r ' 
sniped shot. Beware of armored Brutes roaming here, although the Plasma Turret is an excellent way to na yourseir or tnem. 



• Choke Point 6: Uplift Reserve Entrance 

# s »..-. 

/ , 

L-J V t ^ , , 

« 

r n n 

I 
* 

1" 
^~jt> 

^g 

1 

^^K^3 *»Si™ 

1 

ua 'mm m m 

— T B 

* • 

^v . . 

a-*.. ' ,« -. 

\ 

!«»««»»"• 

ccess this final area [also in 
late leading south from 

the top of the stepped defenses area [4C] or via the 
road you can access from the optional area [5A]. 

i side of a weapons 
cache (6A]. If you followed the COMM Terminal hints 
at the beginning of this section, this should be open, 
allowing you access to it; this is one of two in the 
general vicinity. The other cache is located near the 

i through during "Mission 0 1 : 
j available only from "Mission 

03: Uplift Reserve" and subsequent missions. Grab 
what you require. There are Sniper Rifles, ammunition, 
Magnums, Silenced SMGs, and Frag Grenades in each 
cache. These are all particularly helpf"1 f~" r , l»n™n n 

the optional e n " " 

Your HUD beacon 
has activated! A 

clue is in the vicinity! 

Now face southwest, checking the nearby upper 
Knlconies for Sniper Jackals. 

~ ranged weapon. Finish any 
e yuu work your way around the 

badly damaged Uplift monument [6BJ in the middle of 
the entrance plaza. Retrieve a Health Pack from the 
Optican Kiosk to the north before checking the foot of 
the curved stairs to the southwest [6C] f " 
of machinery that shows up yellow in VIS 
Vision: Drone Fighter Ootics. 

Tactic: On Patrol (Again) 
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Mission Q3: Uplift; Reserve 
DUTCH • Uplift Nature Reserve • 30 minutes after, drop 

elevator), you [as Dutch) begin with a Spartan Laser and several nearby UNSC Marines with whom to rendezvous. 
After locating a Warthog, you defeat several Covenant pockets of resistance as you drive acrosr •• 
terrain, attempting to locate a lost platoon of soldiers. Once you find the remains of these forces, yuu uu« auuiuui 
Covenant until you're able to head across a bridge; witness the epic destruction of the elevator; — 
edge of New Mombasa, where you face your toughest concentration of foes and find a way into en 

Dutch Drop-Pod Location to New Mombasa Perimeter /mmm^mmimamauHmmtmMmiimaa 
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DATA STREAM 
Uplift Reserve VISR Target Acquisition Mode Ratio: 5 percent* 

PAR SCORE 

PREFERRED WEAPONS 

Ej3vF 

LEVEL-SPECIFIC ACHIEVEMENTS 

MISSION OBJECTIVES 

r UPLIFT RESER 

UPLIFT RESER 

VE Link up wit 

VE Find Colon 

1 friendly forces 

1 across bridge 

V 

_^ 

UPLIFT RESERVE Fir 

N a T e *or cunning 
methods of 

completing these Achievements, 
consult the Appendices. 



• Choke Point 1 : Overturned Warthog 

ENTITIES ENCOUNTERED 

UPLIFT RESERVE Lir 

less detailed than your NAV map, which reveals a series of massive, outdoor 
bowl-shaped clearings linked with winding trails). Rendezvous with a squad of 
Marines as they locate an overturned Warthog [1A], and fire on a group of 
Grunts and an armored Brute. Look to the northwest to engage the enemy. 

UNSC Trooper armor 
CAU-rorsi . , „ . r , . 

isn t known for its 
buoyancy, as you'll discover if you wade 
too far out into the water; keep your feet 
or vehicle on dry land to avoid that sinking 
feeling. 

Tactic: A Short, Sharp Shock 

As you engage the Covenant squad on the slightly higher ground [1B], you should employ short, controlled Silenced SMG blasts 
to knock down the Grunts nearest to you and any about to throw Grenades; then tackle the armored Brute using the same 
weapon. You can use the Spartan Laser, but lining up the shot isn't the easiest plan, and dealing with suicide Grunts can be a 
pain. With the Marines backing you up (as long as you're attacking the Covenant near the UNSC forces), you can destroy them 
in seconds. Quickly flip the overturned Warthog and enter the driver's seat. Wait for two Marines to occupy the passenger and 
Turret locations; you'll need them both for the incoming mechanized enemies. 

C A U T I O N 
You can take the passenger or 
Turret positions in this Warthog, 

but these are far more problematic for your ongoing 
survival; you're just wasting ammunition if you take the 
passenger side. However, if you have control of your 
Warthog, you can drive out of dangerous situations, 
and Marines make more proficient Turret gunners than 
drivers. 

Tactic: Laser of Death 

Spartan Laser is a truly devastating weapon 

_. „an Laser to him while you drive; he has the 
luxury of unlimited ammunition while he holds this weapon, 
allowing him to destroy far more foes than you're able to. 

• Choke Point 2: Covenant Drop Zone 

ENTITIES ENCOUNTERED 

There s a violent confron­
tation playing out among 
the undulating scrubland. 
With the space elevator 
in the distance, head 
northeast. You must clear 
this expansive area of 
enemy vehicles. You'll almost 
immediately encounter a 
Wraith, a Ghost, a Chopper, 
and a group of Jackals |2A]. 

Phantom 

jff am 

Wraiths Brute 
Choppers 

Ghosts Jackals 
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Tactic: Laser Strikes 

If you're after the Wraith kill for personal reasons, 
you can opt to park the Warthog behind cover (this is 
especially important, as your Marines become prone if 
you don't), and quickly aim your Spartan Laser on the 
Wraith. The weapon takes a few seconds to warm up, 
so make sure you have a clear shot but aren't being fired 

E H 

Tactic: Warthog of Courage 

With no room for mistakes, it is imperative v/nu 
deal with the Wraith as early as possible. ',,„ 
easiest way to complete this is to drive as close 

instantly 
destroyed by its mortar, and then circle around the grav-tank 
until your Marine cohorts bombard it with enough firepower 

nt; if you 

Chopper and Ghost allow yoi 

damage than a Ghost or Chopper. There's no "wro 
here; choose your preferred method of transport! 

C A U T I O N 
You can leap from your vehicle, 

jump onto the Wraith, and melee 
attack it until it explodes. This is a last-ditch effort, 
as this plan is dangerous both to yourself and the 
squadmates you've left driverless. 

A few moments, later, a Phantom descends from the sky 
while a second Wraith enters the northwest corner of the 
initial scrubland clearing [2BJ The tactic for finishing this tank 
is the same as detailed previously. By now. your crew should 
have easily defeated any Jackals in the area (you can help 

i the grass). 
:Ost or Chopper, 

ui ui tvc Luvvcn u U I B H as u i« men tj ui i yuur vvai u lULj blast 

It might be wise to take a Chopper 
or a Ghost (if you want to vary your 

firepower or want a different handling vehicle), as the 
UIMSC Marines usually send a Warthog to accompany 
you anyway. If your Warthog was badly damaged in 
the attacks against the Wraiths, move to the clearing, 
where you can obtain an undamaged Warthog and any 
Health Packs you need. 

When there's more than one of you attacking 
the Covenant, it makes most sense to have one 
player in a Warthog with Marines, while other 
members take a second Warthog. Chopper, and 

Ghost (if you manage to hijack all the available vehicles instead 
of destroying them). 

Wraith Killer Achievement 

t^M 

• Choke Point 3: Endangered Species 

ENTITIES ENCOUNTERED 

y-v 

Jackals *~ i 1 
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Tactic: Angles of Attack Tactic: Cannon of Carnage 

Emerge from the short tunnel and let your gunner strafe the 
Jackals in front (northwest] of you, behind the hastily erected 
barricades I3A]. Of greater threat is a Grunt and a couple of 
Brutes on a ridge top slightly right (north) of you; one of the 
Grunts has a Fuel Rod Cannon, which can damage or destroy 
your vehicle very easily. Combat this by moving continuously 
and allowing your gunner a clear line of sight. Then drive west, 
over the hump by the dead zebra, to the shore. Move around 
a pond and head to the ridge, which has a Watchtower and 
a parked Ghost [3BJ. Keep driving and firing on the foes; pick 
off the Brutes in the Watchtower first, then the Ghost drivers, 
but watch for incoming Grenades. 

If you re driving the Warthog, it is wi 
after combat, collect the Fuel Rod Cannon from the 
Grunt your squadmate recently shot, and hand it off 
to the Marine in the passenger seat, i 

he has the Spartan Laser, as the Fuel Rod Cannon has a much 
faster rate of fire, and the Marines are more accurate with it, 
compared to the Laser. The Cannon has unlimited ammo in the 
hands of the Marine, making your vehicle a real threat to the 
Covenant squads operating in this theater of war. 

By now, you should have vehicles for each 
member of your squad; tackling foes from four 
different directions spreads out your enemy's fire, 
preventing them from concentrating on you and 

enabling you to assault the forthcoming choke points with ease. 

Choke Point 4: Banshee Bombardment 

bolts, YOU have two decisions to make: stand and | "u>"•""••• | 
fight, or flee to Choke Point 5. The former plan is 

rable, as it makes the subsequent encounter significantly less 
dangerous. Try not to flee, especially since you need to destroy 
only one Banshee: the rest flee once one of t 

Tactic: Plasma-Pistol Packing Tactic: Gunner Earning His Pay 

Taking down a Banshee effectively depends on the vehicle 
you're driving. The weapon systems on a Ghost or a Brute 
Chopper aren't designed to take down a swooping Banshee, 
and you'll need to face uphill to even stand a chance of hitting 
one. Don't waste time with this tactic; instead, grab a Plasma 
Pistol from a Grunt corpse back at Choke Point 3, and fire 
a charged shot at the Banshee; this knocks it out of the sky 
intact. You can't pilot it, though. If you don't have a Plasma 
Pistol, then a well-aimed Spartan Laser shot works, too, as 
does a rapid-fire weapon that hits instantly 

If you're using the UNSC Warthog, your Marine buddies 
short work of the nearest Banshep as snnn as thpv snr 
flying fiends. Simply let the Gunne. , 
then carry on to Choke Point 5. This is preferable to sti 
the Warthog and aiming the Turret yourself; you're sim| 

" Banshee's attacks a guaranteed success, a 
j stationary and prone. 

C A U T I D N 
You are driving a vehicle and not plodding through this 
massive terrain on foot, right?! 
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• Choke Point 5: Zone 3 Perimeter Bluff 

ENTITIES ENCOUNTERED 
Continue across the rocky terrain , . .—. ] r 

to a trail leading north. You s-^ 
encroach on a heavily defended fe'^b ^ N \ 
bluff with a variety of foes dug in, ^-CJ \ L — 
including three Shade Turrets and Grunts Jackals Brutes 

vehicles that intercept you as you 
near the curved slope that leads «̂ > -^-— 
left [southwest) to the top plateau. ,g2^ ••• • (--g— 
Although there's an overabundance 

r r , , Shade Brute _ . 
Of foes tO tack le at Once, t he re are Turrets Choppers Banshee 

two surefire ways of minimizing 
your chances of death: ranged warfare and getting up close 
and personal [see tactics below). 

Brute 
Choppers 

Banshees 

C A U T I O N 
Did you send the flying 

Banshees away at the previous 
choke point? If you didn't, they also attack you, 
severely impeding your chances of survival. It is 
imperative you strike down one or more before you 
reach this choke point. 

Tactic: Ranged Warfare Tactic: Up Close and Personal 

Better safe than sorry: The roc[ 
below the bluff, where you ; 
numerous boulders and tn 
cover, either in or out of a vehic! 

down and take it out [either h" 

ch from, has 

s 15A] Coax 
iting for it 

(e.g., the Shade Turrets can't move from their stationary 

Rocket Launcher, or Magnum) to tag the Turret user from 
distance. Then take pot shots at the infantry on the bluff; you 
can easily defeat the majority of the Covenant before you drive 
up and onto the bluff. 

, I Ur, you can use your vehicle and drive up and 
y around the ramped area to the bluff's top, 

! shooting (or watching your Marines shoot) as you 
go. Continuous movement is crucial to your safety. 

Quickly take down the Shade Turrets [5BJ, driving straight 
ind circle them at close range so they can't t: 

se first, then splatter, ram, and e-brake [or 
y through the remaining stragglers. 

, If you're not worried about the 
T I P 

Marines in your Warthog, or if 
you're driving a Covenant vehicle, park it near an empty 
Shade Turret, then man the Turret and lay waste to the 
remaining troops along the bluff, ideally from either end 
of the bluff so you aren't outflanked. 

Tactic: The Bypass Boost 

Hate extra points but love living? Then use a Brute you attempted either of the first two tactics, you can 
Chopper to head northeast, toward the sloped inspect the Covenant bodies for equipment, including a Fuel 
ground below the bluff, and then quickly Boost up Rod Cannon. Unfortunately, if you do this, you may miss the 
the otherwise-too-steep cliff wall and onto the end Brute on a Ghost that speeds away from this confrontation to 

of the bluff. Speed away to Choke Point 6. You'll bypass this warn the forces ahead. 
choke point entirely, which quickens your time and keeps you 



Choke Point 6: Shooting the Messenger 

wsE. 1533 

the Ghost 

If you're mopping up Covenant stragglers at the ENTITY 
hh iff as vnn hpnin taking control of this area, ENCOUNTERED 

imi-.p (toning the scene on a i 
,„^ntion of warning • -

the forces ahead. If you let this lone Brute 
"oint 7 are alerted ~ 

ind are ready for you. Tackle I 
the unost rider by driving alongside it using the 
Warthog and letting your Turret gunner do his rapid-fire job. If 
you're driving a Chopper or Ghost yourself, you need to both fire 
and drive to catch up to the Ghost. The trail through the rocky 
terrain to the platoon outpost branches left and right [6]. Both 
paths merge again before the large expansive platoon area, so 

your fleeing foe [who always takes the right path] and demolish 

him efficiently. 

• Choke Point 7: Lost Platoon Outpost 

Tactic: A Sniper Surprise 

It you destroyed the Ghost before it reached the 
roundabout plateau, then it's a great idea to 

J disembark from your vehicle and take the Sniper 
Rifle. Now peer northeast toward a rocky hill [7F1 

on the opposite side of this expansive location. On the hill are 
two Wraiths, but they are silent and not forewarned. The 
Covenant are slowly patrolling but are unaware of you; this 
makes headshots an excellent way to drop some otherwise-

irdened targets and makes the subsequent fight a lot easier. 
The enemy type you aim for is crucial here; tag a Chopper-
riding Brute in the head, then take down the Shade Turrets in 
this area. This galvanizes the Covenant into action! 

Phantoms Wraiths 

S - w 

Shade 
Turrets 

Choppers 

nter the Lost 
Platoon Outpost 

Enter a large 
roundabout and obser 
vation plateau J7AJ. 
Back up as a Phantorr 
is hovering overhead; 

few seconds, and you don't want to be struck by its 
Turret fire. The roundabout has an upturned Ghost, Health 
Pack, and Sniper Rifle near a small metal barrier to the right 
[east]. Your tactics in this area can vary wildly, but thi 
ones are shown below, based on whether the Covenant know: 

Tactic: An Incoming Mortar 

Did you leave the Ghost to warn the assembled 
} Covenant in this choke point? Then expect the 

* Ghost and a Chopper to be patrolling the general 
area and the Wraiths on the far hill to be active, 

launching volleys of plasma mortar that spells instant doom if 
it engulfs you. You can still grab the Sniper Rifle and try to get 
a few shots off, but nowhere near as many as you'd like; flee 
to the outpost building a few seconds later. 

_ . _ _ _ _ This section of Uplift Reserve is the 
N O T E r 

"Firefight Mission: Lost Platoon." 
You can drive around this Firefight Map at your leisure 
to pinpoint the topography. Of course, the weapon drops 
are completely different. 

II \ 1 
J, * > If1 

mmm !**wmr-m~&-mmmm.jw i 
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Assuming you have the time and accuracy, you should drive your vehicle down the ramp I 
the left (northwest), to the flat ground to the north. Drive toward the opening in the north 
wall of the building [7BJ, and rendezvous with the lost platoon in the process—a ragtag 

' Marines who have a variety of equipment to purloin! Your objective updates as you q i 
m undamaged Warthog, Health Packs, and ammunition, and on the ground there's a 

On the open-air roof mezzanine level of the building are Sniper Rifles, more Health I 
md a couple of Rocket Launchers. You can access these immediately, although it is b 
; as quickly as possible, and return here to grab these items. You now have multiple w 

best are detailed here. 

EEI 
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Tactic: Vehicular Bruteslaughter 

Ready to cause mass havoc and hopefully not 
destroy your vehicle in the process? Then run 
to the driver's seat of the undamaged Warthog 
[or, if you don't trust anyone but yourself, grab 

a Ghost), and wait for two Marines to join you. Furnish the 
passenger with a Spartan Laser, a Fuel Rod Cannon, or a 
Rocket Launcher if he doesn't have one. When you're tooled 
up, drive around either side of the building, heading for 
combat with several Brute Choppers and Ghosts patrolling 
the area [7CJ. Lay waste to both vehicle types, circling 
them. Do not leave a Brute Chopper open to line itself up 
with you, as it has a highly damaging ram and weapon 
attack! 

Your next focus should be on the two Wraiths that are 
floating down the slope from the hill to the rocky gully at 
this area's southern end. On higher difficulties, you must be 
much more cautious, but generally, you want to temporarily 
stop your vehicle on the flat roundabout, where it is hidden 
by the edge of the bluff of this plateau [7A]. Edge southeast, 
so you or your Marines have a clear view of the first Wraith 
at the bottom of the slope [7E] (this shows where the 
Wraith is; your Warthog should be parked on the plateau), 
and begin firing. When the Wraith launches its mortar, drive 
closer still, using the edge of the roundabout as cover, and 
continue to rake the Wraith with fire. Then do the same 
with the second Wraith to easily and quickly dispatch them. 
Of course, you could try circling them at |7E], but this is 
much more dangerous and is not recommended on higher 
difficulties. 

Once you've defeated both Wraiths, you can move toward 
their smoking husks and up the slope to the hill [7F1 to begin 
mopping up the Covenant stragglers. You did take care of the 
Shade Turret at the rear of the hill, didn't you? Or if you're 
playing it extra safe, you can let the Marines do this job. They 
should have dealt with the Jackals on the central building, too. 
Stop and grab any equipment you want, then head toward the 
tunnel to the bridge [7G]. 

Tactic: Bringing Out the Big Guns 

Move your vehicle to the north side of the outpost structure [7B], pausing to check the room behind the parked 
Warthnn fnr anv enuinment you may need; then bound up the stairs to the open second floor of this structure [7DJ. 

_ jarly enough, the open area isn't swarming with Jackals, so you can turn right (west) and 
take a Sniper Rifle. Then swing around and run toward the overhang section of the building with a Turret on it. Use 
cover before peering out at the enemies on the hill [7FJ and tagging the foe operating a Shade Turret. Aim for t h " 

K T fires back, you have a second or two to finish him off before 
=i ou yuu a i c i n struck. Your fighting attracts Jackals, and they head up to tins 

roof space from the side stairs. Mow them down quickly, and then continue to shoot all Shade Turret operators; these devices 
should all be empty. Follow this up with any other infantry foes on the hill. 



roof, and locate any patrolling Choppers or Ghosts. These must 
be destroyed, ideally when the vehicles are moving directly 
toward or away from you, to aid you in lining up the shot. You 
can tag the driver's head with your Sniper Rifle or try a less 
subtle approach—taking a Rocket Launcher, using a Fuel Rod 
Cannon you found earlier, or swapping weapons with a Marine 

uncherl arc their missiles, so 
fire at where you think your targeted vehicle will be, not where it 
is when you fire. When all the vehicles except the two Wraiths 
are neutralized, move toward the hill. Locate the bus stop 
and move up the metal steps embedded into the hillside; the 
Wraiths are usually behind the hill if you haven't attracted too 
much attention yet. Edge forward with your Rocket Launcher 
or Spartan Laser, and when you spot part of a Wraith near the 
bridge entrance [7G], blast the vehicle. With both destroyed, 
locate a favorite vehicle [and Marines armed with your favored 
weapons if you wish], and head to the bridge entrance. 

When executing Shade Turret 
operators from a distance, 

be mindful that other Brutes move into the Turret 
operator's chair. This makes them easy targets! Ignore 
the Brutes near the Shade Turrets, and tag the operator 
instead; it stops the Brutes berserking if you get a torso 
strike on one standing around. 

Enter the bridge tunnel entrance, passing a parked Ghost 
and an overturned but undamaged Warthog; as you try and 
locate the Colonel, the elevator collapses. During this time, 
the Colonel drops radio contact after the tether disengages, 
and he dies, Your objective updates. Cross the bridge, passing 
another parked Ghost at the eastern end. 

( OBJECTIVE 

• Choke Point 8: Forward Encampment 

ENTITIES ENCOUNTERED 

ats, detailed here 

Tactic: Circle-Strafing Tactic: Shade Turret Strafing 

Drive your vehicle around the clump of rocks and trees near 
the small hill in the encampment; keep moving so the Shade 
Turrets don't strike you. On each circular pass of the camp, 
cut down, ram, or otherwise dispose of more Covenant. Take 
out only a few enemies each time before retreating behind 
the rock clump to recharge your Stamina. When the foes 
at ground level have met their maker, drive up the cliff-side 
path to the right [south] and defeat the foes inside the Shade 
Turrets [8B], either by gunfire or by ramming them [the latter 
is recommended]. 

Turn the Covenant's own weaponry on the ground troops 
by immediately driving your vehicle along the right cliff-side 
wall and up around the cliff-side path to the Shade Turrets 
[8B1. Defeat the operator of one, then the other (or ram 
into the other one]. Next, park your vehicle so the foes belov 
can't damage it, step into the Shade Turret, and rake the 
encampment and all the infantry troops 
with Turret fire: Revenge is a dish best |jpi* 
served with rapid-fire Plasma Bolts. 
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• Choke Point 9: Covenant Landing Site 

ENTITIES ENCOUNTERED 

need more Health during or after this next choke point. Over the rise of the hill ahead 
(northeast] |9A1 is a heavily defended plateau. You'll immediately notice a Covenant 
Carrier grav lift [9B], with Grunts, Jackals, and Brutes milling on and around it. Left 
of the site is a Shade Turret, and there's a Wraith I9CJ on the right. Immediately 
formulate a safe tactic to defeat them all. 

311 

Jackals 

E3 

Tactic: Optimal Fallback Position Tactic: Pride of the UNSC 

This tactic provides a mana 
safe, but rather lengthy w; „ 
you immediately spot. Fall back to the top of the 
cliff-side path you just ascended [9A], remaining 

by the rise and using the protection of the ground; creep 
forward over the rise, firing at any nearby enemies, starting 
with the Shade Turret and the Ghost (which usually heads 
toward you on the cliff-side path). Next, pepper the infantry 
on the landing platform until all local hostiles are down. As 

soon as you need to recover Stamina, retreat so the ni 
protects you. Repeat this tactic as you cut down all the 
nearby foes. 

When only the Wraith remains, you can move into the 
plateau toward the landing site [9B] and begin firing at the 
Wraith [9C]. If you're worried about damage, creep forward 
on the rise instead, and dart back just as before when 
the Wraith fires on you. Quickly accelerate or Boost if the 
Wraith fires on you, and fire on the tank until it explodes. 
The area should be clear, allowing you to rendezvous with the 
Marines on the other side of the iandinc 
the available equipment if you want any. 

=» The Warthog is the preferred 
vehicle to use at the fallback 

position, mainly because you can park it just behind the 
lip of the hill. This enables your gunner to fire on the 
enemies, but the Covenant's aiming is off, as they are 
aiming for the Warthog's lower armor. As this armor 
is hidden by the rise of the hill, all their fire strikes 
the ground instead, effectively making you temporarily 
invincible! 

collected, including Frag Grenades, Health Packs, a Spartan 
Laser, and a Warthog. The Marine is carrying a Rocket 
Launcher, and this extra firepower soon becomes extremely 
useful. Exit your vehicle, and maneuver along the left wall until 
you spot some crates and a recently deceased Marine. If you 
don't have a Spartan Laser, there's one here. Quickly use it on 
the Wraith bearing down on you. Return to your Warthog, w; 
for a couple of Marines to join you, and clear the rest of the 
Covenant from this area, using the landinq site as partial cover. 

Tactic: Landing Site Massacre 

Constant vehicular movement is key to not being 

reach the top of the cliff-side path, straight onto 
and over the landing-site platform, splattering any Covenant in 
your way. Drive down the other side, skid around, and enter 
the landing site again; do this repeatedly until your Gunner 
delivers killing blows to everything not Wraith-shaped in the 
area. You can opt to ram the Shade Turret, too. The Wraith 
itself can't get an accurate shot on you if you're continuously 
moving. Now your Gunner turns his attention to the Wraith, 
which can be destroyed by circling it in your vehicle, waiting 
for your passenger Marine (who should be armed with a 
Spartan Laser or other heavy weapon) to score a direct hit, 
or employing either of the previous Wraith-takedown tactics. 

With the landing site cleared of all adversaries, locate the 
nearby Marines at the equipment cache, and dive into a new 
Warthog. On closer inspection, the dead Marine at the crates 
is the recently deceased Colonel mentioned in your objectives. 
Continue up the hill trail, but only after you've listened to an 
amusing conversation between a wounded Marine and a 
medic in this area. 



Uplift Reserve 

• Choke Point 10: Hilltop Attack 

isnu ENTITIES ENCOUNTERED 

IBE3 

|SE3 
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iderabiy as you near the crest of 
3st major choke point between 

the Uplift Reserve and New Mombasa's streets. 
Ahead, a giant section of the elevator has crushed 
much of a Covenant attack force, but the remaining 
enemies are still a considerable threat. As you clos 

ie crest of the hill, you may spot two re 
s you ascend. You 

soon reach the first line of defenses [10AJ.—several 
Grunts hidden behind a line of Covenant barriers. 
There's no rush; you don't need to drift to the side of 
the defenses to defeat them; simply drop any Grunts 

the barriers to flush out the rest. There's an empty Ghost here if you w 

Along the left side of the narrow opening to the crest of the hill are additional 
defenses: a row of barriers with more Grunt 
manning Plasma Turrets [10B] Employ the same tactics here, lobbing a Grenade 
in and tagging Grunts and Brutes with headshots. However, ignore the Brutes in 
favor of the real threat in this locale: the Chieftain wielding the Fuel Rod Cannon. 
You'll know which Brute he is; you can't quickly shake off his attack! Approach this 
cluster of foes and the incoming Wraith, using one of the following optimal tactics. 

Tactic: Pedestrian Pulverizing 

After tackling the Grunts at the first two sets of defenses. Dark vour vehicle out of 
ranae of enemy fire (basically, at I 

_ . 'hantom leaves the 

an Laser, or 

Wraith near the small rocky outcrop close to the Brutes. With the Wraith out of 
commission, lob a couple of well'"'" 
Turrets, then retreat to your vehicle, use it to mop up tne remaining tsru 
the body of the Chieftain and anything left sfe 

Tactic: Hitting and Running 

While remaining firmly planted on the ground, drive your vehicle forward sn that 
you or your gunner can get a shot off on the Chieftain I . _ 
retreating to avoid Fuel Rod fire and the Wraith's mortar. Depending on the 
vehicle you're using and the competence of the Marine Turret gunner, you may 
need to repeat the forward-and-back tactic numerous times. When the Chieftain 
finally falls, and you've edged b?"L 

you, focus on any remaining C' 
you don't wi—* 
narrow opr 
blasting it repeatedly as you strafe around its shots. Then escape heading north. 

Tactic: Less Hitting, More Running 

ne adeptness at c 

from the trail, without stopping or slowing. Skid around the corner, and drive straight through the middle 
of the camp [northwest), aiming for the small rocky bump to the right of the Wraith, flying across the fof 
skidding down the exit route, turning right, and heading for the opening in the wall [10E] and your escape 

Hit the rocky bump head-on, and try not to flip your vehicle, as you'll be the recipient of 
Covenant fire from all angles, including the Fuel Rod Cannon-wielding Chieftain and the Wraith. [uplift r-

ry medals of braven 
ng, you can push 

entrance har 
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1 Mission Q3: Mombasa Streets 
ROOKIE • After midnight • Occupied city center 
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UPLIFT RESERVE MONUMENT | 

4£KZ 

TETHER WRECKAGE 

DATA STREAM 

New Mombasa VISR Target Acquisition Mode Ratio: 95 percent 

PREFERRED WEAPONS 

. P*9 
Magnum 

; 
V 

I Q ;V 
Plasma Pistol 

PAR SCORE 

MISSION OBJECTIVES 

COMM DATA STREAM 

After "Mission 0 1 : Prepare to Drop": Hidden COMM 
Data—7 (Total: 7 / 3 0 ] * 

After any three completed missions: Hidden COMM 
Data—13 (Total: 2 0 / 3 0 ) * 

After any four completed missions: Hidden COMM Data—9 
(Total: 2 9 / 3 0 ] * 

After 4 of 7 COMM Data Found: Supply Cache Set 1 Opens 
(Total: 1 /3 Sets]** 

After 8 of 20 COMM Data Found: Supply Cache Set 2 
Opens (Total: 2 / 3 Sets)** 

After 16 of 29 COMM Data Found: Supply Cache Set 3 
Opens (Total: 3 / 3 Sets)** 

Total Caches Available: 8 / 8 * * 

Set 1 cache contents: Sniper Rifle (2), Sniper Ammo (2), 
Magnum (4), Silenced SMG (4), Frag Grenade [4] 

Set 2 cache contents: Magnum (4), Silenced SMG (4), Frag 
Grenade (4), Mongoose (2) 

Set 3 cache contents: Rocket Launcher (2), Rocket 
Launcher Ammo (2), Magnum (4), Silenced SMG (4), Frag 
Grenade(4) 



• Mombasa Streets 

N T F This mission takes place in Districts 9, 8, 6, 
and 4. However, depending on when you exit the 

Uplift Reserve, all accessible Districts of New Mombasa (Districts 0, 
3, 4, 5, 6, 8, 9, and 10) could be available to search through. You can 
optionally locate clues near Kizingo Boulevard, OIMI Alpha Site, IMMPD 
Headquarters, and Kikowani Station. The following walkthrough 
assumes you wish to play through this Campaign in chronological 
order, and the quickest ways to Kizingo Boulevard are shown. For a 
full tour of New Mombasa, check the end of this walkthrough. 

Trekking through this 
"TIF3 . » .. . 

maze of streets is 
much easier if you can locate a Mongoose; 
these small, fast vehicles are parked inside 
two of the eight available weapon caches. 
Their exact locations are shown on the guide 
map; unfortunately, both caches are on the 
other side of the city and open only after you 
discover eight COMM Terminals. 

• Choke Point 1 : Uplift Reserve Entrance into Plasma Turret Plaza 

Ik 

If you need to, stock up on UNSC weaponry from the nearby cache as you head out from the Uplift ENTITIES ENCOUNTERED 
Reserve Plaza (A], which is strangely silent. Take either the northern or eastern street from this I rfYjv, I I ~ I r 
plaza, moving around to either of the perimeter gates to the north, which allow you into District (V,I \ I I ( ^ 
8. Step into this district and move north (via either of the two streets) until the streets merge at MJ? 
a junction [ IB] . At the junction, head east, pausing only to visit an L-shaped dead-end alleyway, Bmtes Gmnls Jacka|S 

where you can collect an Assault Rifle and Grenades from a fallen Marine. ' ' '—- ' '——— 

The street continues to wind around to the northeast, and you pass an Optican Kiosk; head up the sloping roadway, but slow 
down as you reach a series of barricades and a possible Covenant patrol at the entrance to a plaza |1C1. Back up and snipe 
these foes; you don't want to attract the enemies inside the plaza, too. Beware of Suicide Grunts as you continue to blast away 
at a Brute, then finish his smaller friends. Enter the Plasma Turret plaza [1D], ideally hanging back and locating each Grunt 
manning a different Plasma Turret around the middle of a central gazebo, and plug them with a headshot so you don't face the 
terrifying prospect of Turret fire and Brute combat. When you have secured the Turrets, move farther into the pla; 
for a Jackal Sniper (use your NAV Menu map to locate enemy traces) and bringing him down. The rest of the plaza has dropped 
Covenant armaments to gather. When you're ready, move out of District 8, heading west (and possibly confronting a couple 
more Grunts) to the gate to District 6. 
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• Choke Point 2: Engineers' Courtyard to Wrecked Plaza to Lower Plaza 

_ 11 * 1 

8 ! 
Grunts Jackals 

ENTITIES ENCOUNTERED 
n II iQf 

make out the form of a Brute and pu 

some crackling debris from the fallen L \» , \ vV*7 >.. ^j x X 
elevator [SC]. Investigate that area in a V s » —-21— P-V? x) 
moment, but for now, head northeast, B ™ t e s Engineers Grunts Jackals 
to a weapons cache [2A] at the end of 
the street to your left. Aside from the goods you can grab from the cache 
[assuming it is unlocked), there's a doorway to your left, allowing you to pass 
through a building interior, where you can grab Grenades and a Shotgun. Go 
into an inner outdoor courtyard, where you'll discover two floating Engineers 
[SB]. Don't waste your non-Plasma weaponry on these creatures; their 

them almost invulnerable; besides, these 
lither knock both out with a charged Plasma Pistol 

limply ignore them, grabbing more Grenades and heading back to the 
ime from. 

Move west, plugging the patrolling Brute and his Grunt friends with 
headshots from your favored weapon, and clamber through the wreckage 
of this small, stepped plaza [SCI. There's some scattered Covenant gear to 
claim and more Grunts to tag from the stepped concrete planters, which are 
difficult to navigate, even with your VISR Enhanced Vision constantly active. 
Move southeast, into a lower plaza, which may have a Jackal to take down 
[2D]. Move northeast, across the stepped area, to a sloping street heading 
north [SE], where you have a choice of paths; you can optionally enter District 
10 via the gate to the east and head into the Rally Point, or you can skirt the 

rimeter of District 10, moving north along the sloping street. 

B»J>»^,, 

• Choke Point 3: Street Battles 

ENTITIES ENCOUNTERED 

jrea leading down to a sloping road with two hulking Hunters prowling this section [3A]. 
Astute navinatnrs mav rennnnize this as the starting area for Buck's previous mission ("Mission 02: Tayari Plaza"). A mixture 

i sniping allows you to drop these beasts. Remember you can then return to the 
previous weapons cache if you need more ordnance. From this point, you can move northeast, attacking a Brute and a Grunt 
group [3B], or open a district gate using this shortcut, heading straight into the lower portion of the Kizingo Boulevard plaza in 
District 4 (and Choke Point 4). 



Mombasa Streets • 

Assuming you moved 
down the side street, ^^ZZi' ' a f l ^P 
attacking the Brute 
and Grunts [3B1, 
continue to follow 
the path Buck took in 
the previous mission, 
heading north up a 
narrow street with foes 
at the far end. Attack 
the Brute, Jackals, and 

Grunts [3C], defeating them as you push up the sloped road or adjacent stairs, tagging a Jackal on the walkway ahead of you. 
Then pass through into District 4 at the gate just northeast of the walkway. Push east, ignoring the sunken plaza to the north; 
instead, move along the narrow street, looking for Jackal Snipers on low staircase balconies [3D]. Check the area for dropped 
Grenades and other items. This street leads to a sidewalk, which takes you to another district gate—the shortcut you could 
have taken earlier. Either pathway leads to the Kizingo Boulevard plaza. 

# Enter District 1 0 from this point, accessing the weapons cache, and ride a 

Mongoose out of there, back to the Kizingo Boulevard area. Use Mongoose 
vehicles for quicker exploration from this point on. 

• Choke Point 4: Kizingo Boulevard Plaza 

in CI iMHiaiBlIt •lilliT 1 S 1 ENTITIES ENCOUNTERED 

in Kiosk if you need it. Then push your Mongoose to the upper stepped plaza I4BJ, I I HTTj 
where a still-burning Banshee reminds you of previous battles. The area should be relatively quiet, ( ^ | | C>, 
although there's a Jackal Sniper to the southwest that tries to execute you as you reach your clue; (_••> .J ^ 5 
therefore, grab more Health Packs from the Optican Kiosk to the northeast before locating a door Gmnts Jacka|S 

that allows access into the building at the top of the stepped plaza, which holds the clue you're '——-—' '——— 
searching for. Follow the winding interior passage until you reach the open balcony overlooking both plazas [> 
that sniper! Gather any Grenades, and then inspect the Gauss Turret. The tale of your colleagues continues to be reve 

Grunts Jackals Brutes 
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'Mission Q4: Kizingo Boulevard 
MICKEY • 90 minutes after drop * Kizingo Boulevard 

After landing in New Mombasa's maze of streets, Mickey is fortunate enough to encounter a group of Marines. This 
fortune changes as a Covenant Wraith hovers into view. It is part of a mechanized division the Covenant has sent 
to shore up the city and wipe out any remaining defenses. You must locate one of two UNSC Scorpion Main Battle 
Tanks. Once you have it powered up (with optional Marines hitching a ride), you must carefully and methodically roll 
through the streets, engaging heavy Covenant forces at numerous plazas throughout Districts 3 and 4. You then 
meet up with Dutch, holding off two final waves of foes in DJE" 

Kizingo Boulevard: Sc 

DATA STREAM 
Data Hive VISR Target Acquisition Mode Ratio: 15 

percent* 

PREFERRED WEAPONS 
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Rocket Launcher 

Plasma Pistol 
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\ t Rocket Launcher or Fuel Rctf: 

PAR SCORE 

BE 

m 

•— L JB 

nl 
i ~rr> i 

* * 

LEVEL-SPECIFIC ACHIEVEMENTS 

Kizingo Boulevard: 

MISSION OBJECTIVES 

»rrH»rrH* 

KIZINGO BOULEVARD Save Marines and Scorpion Tan 

Affi 



• Choke Point 1 : Covered Plaza and Scorpion Acquisition 

-*!» Wl 

nc 
. . _ _ _ _ This mission takes place in New 
N O T E r 

Mombasa, beginning in District 3, 
moving into District 4, and ending at District 10. Refer 
to the New Mombasa Districts map at the end of this 
walkthrough to see how this area relates to the entire 
accessible city that Rookie is investigating. 

jncner. A smqn 

commended tactic to t r 

sr; it's a gift for a 
!'S one foolish and 

Tactic: On Foot and Outgunned Tactic: On Board and Awesome 

several Grunts, Jackals, and armored Brutes on 
foot. Of particular importance are Brutes with Brute Shot 
weapons. Expect Brutes to activate their bubble shields, 
further complicating your attacks. With a Ghost to face and 
a large population of foes milling about this area, confronting 
these enemies on foot is an unwise proposition. You can 
hijack and board the Ghost, but there's a much better vehicle 
to take command of.... 

There are two vehicles to take command of! 
:ck your NAV for guide) map for the locations 

Jis of two Scorpion Tanks [1CJ, both fueled and ready 
for you to take control. Both have a Marine driving 

it (he'll hop out once he knows you're going to control the 
vehicle). Choose either of the fc ' 
forces to move alongside your w^u. H 

on the tank's side to provide fire support, especially if you 

tanks machine-gun turret. Giving him the Rocket Launcher 
is important to an Achievement, while allowing him to man 
the turret allows you to shrug off any Brutes that attempt to 

ink physically. 

EE3 < * | 

I ^ H f f l h . ;.:JJ.;,„..'BB I I'"' 

• - * T ^ H H H f t t a f e , B j B s 

Tactic: Bringing Down Brutes 

mission; aside from Wraiths and other 
•rutes should be your 

primary focus. Not only do they tend 
to leap onto your Scorpion, but also they carry an 
antitank weapon, the Brute Shot. This damanfls 
your vehicle more than any other infantry w_ 
so react immediately if you see Brutes, whet, ,„ 
they're carrying Brute Shots or not! 

If a Brute leaps onto your Scorpion, you can hope your 
machine-gunner Marine deals with them, or you can 

physically stop the Scorpion and shoot the foes off yourself when you're in a safer 
location. 

I Kizinao Boudvand • M l 
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access first] and at the Rally Point. 
mine who sits on your tank and bli 

re added to your Achievement total, too! 

Now that you're controlling a deadly piece of UNSC 
hardware, it's time to use it effectively: Head west, watching 
a Phantom deposit a Wraith in the distance. Optionally blast 

Phantom out of the sky [1DJ, tracking it with your Turret 
~annon strikes or 

Srutes to your left (southwest) in the 

,. .,_,_,_,_ The Rocket Launcher, Assault 
N O T E 

Rifle, Silenced SMG Plasma Pistol, 
Plasma Rifle, Plasma Turret, Brute Shot, Spiker, and 
IMeedier are all available in this general area. There are 
also two Frag Grenades and a Health Pack in the small, 
open-air plaza to the east, at the top of the steps. 

Tactic: A Scorpion's Sting Operation 

• Choke Point 2: Stepped Plaza 

I r a 
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PHp 
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gm^m 
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k From this point on, 
J "T IP 

you might wish to 
flick on your VISR Enhanced Vision from 
time to time, despite the glare problems. 
Drive into a new area, ascertain the 
shapes and locations of the enemies, 
then attack them in normal daylight. 

Continue along the city street, blasting a pack 
of Jackals under a building overhang to your 
right (northwest) until the road bends to the \e 

" from you (next to the "355" on 

ENTITIES ENCOUNTERED 

^ | 

Jackals Brutes Gnost 

§f^2£v>> 

Phantom 

lfS>. 

Snade 
Turrets 

jth). Blast the open 

auncn a seconc inon strike on an incomi 
hit the Ghost, not the lampposts! Continue 
slopes up to a Y-junction [2B], keeping close to the left wall. Pivot your 
Cannon right, dropping a Brute on the rooftop next to a beacon; then edge 
into the Y-junction and fire on the open skywalk, where you must defeat 
some Brutes. Shrug off any Grenades that are thrown. Deal with a Ghost 
immediately afterward. An energy wall blocks the right fork, so head left 
(southeast). This-road leads to a stepped plaza and a cluster of enemii 
that threaten to destroy your vehicle if you don't employ caution. 



Kizingo Boulevard 
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1 C A U T I O N 

Shade Turrets spit 
purple-hued plasma 
at you; this is deadly. 
If your tank is being 
bombarded by this 
type of fire, locate its 
source and destroy it 
first, or risk Scorpion 
destruction! 

The stepped 
Watchtower, a 

you [2C] 

Leaving your vehicle is not recom­
mended, as you have much less 

protection and your weaponry has a finite amount of 
ammunition. Only disembark from a Scorpion if it is 
badly damaged and you've found a new vehicle, or you've 
cleared a choke point and want to pick up a few new 
weapons or search for a wayward Health Pack. 

M l ! 1111,(1 Kill; 

building balcony to the southwest [2E], a 
roof to attack you. Quick aiming is needei 
blast the Watchtower, fire at the sniper, ; 

iround. 

i so your ngnt tiank is exposed; 
ted area, the Shade Turret on the 
iiper on the southeast building 
Demolish the Shade Turret first, 

This area has taken a pounding from the fallen space elevator, and massive 
skeletal sections of it drape from the half-crushed building on which the second 
Shade Turret sat. Progress southeast in your tank. There are two exits: one at 
the bottom of the steps that lead to a secondary entrance to Choke Point 3, 
with a barrier with a Health Pack on the road before you reach the next plaza. 
However, it makes more tactical sense to stay in the Scorpion and head along 
ne road from the top of the steps to the nearer exit; you won't need to rumble 

through the wreckage of the Watchtower, which takes longer. 

There are 
TIPS . . 

Magnums, 
Shotguns, Assault Rifles, Plasma 
Pistols, IMeedlers, Brute Shots, 
Assault Rifles, and a Plasma 
Turret accessible in this choke 
point. There are also two Marines 
you can tool up with your favored 
armaments and have sitting 
on your tank to provide extra 
protection. 

Kizingo Boul' 
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• Choke Point 3: Roundabout Plaza 

following the road east and immediatelv haltina at the junction 
[3AJ. Swing your I . 
you reach the junction itself, or face bombardment from three 
Shade Turrets in the center of a roundabout piaza with a gazebo in 
the middle of it. These Turrets are extremely nasty; it is better to 
peek out and take down the one on the left, then the middle one, 
and finally the one on the right, edging farther out each time so 
only one Shade Turret can fire on you. The threats don't end there, 
however! 

Turn the corner so your Scorpion is facing the center of the 
plaza, and blast away at the Covenant's ground defenses and 
Brutes in front of you, to the right. Then pick off a Ghost before 
checking the skies for an incoming Phantom [3B]. Even if you 
destroy it (with three, well-placed shots to one of the Phantom's 
engines), it still has time to drop in a second Ghost. This isn't 
the biggest threat; there are a couple of Grunts on the balcony 
just right of the rooftop Watchtower, and they're armed with 
Fuel Rod Cannons [3CJ. There are also a couple of other foes on 
the skywalks up there. Back up from that highly damaging green 
plasma, and target them immediately. There are two more Jackal 
Snipers: One is sniping you from the northeast roof I3DJ just left 
of a parked Scorpion, and the other is on a rooftop on the west 
side. Make a circle, tagging any remaining foes, before parking. 
You may find the odd Grunt straggler as you inspect the area. 

@ T I P 

Your Scorpion 
can easily be 
destroyed 

in this next plaza, 
so stealthily peeking 
out and tagging foes 
from cower is almost 
imperative, especially at 
higher difficulty levels. 

ENTITIES ENCOUNTERED 

^ 1 1 MI 1 l/^H 

Shade 
Turrets 

Ghost 

Jackals 

Phantom 

Brutes 

Scorpion 

as you inspect the 

Tactic: Outflanked and Outgunned 

Even bette oad at the bas 

act) other 

order presented previou: 
confusion among the Co 

attack precisely. Aim at the force: 
two directit 

There are Plasma Pistols, IMeedlers, 
Brute Shots, Fuel Rod Cannons, Carbines 

(including one by the Jackal Sniper if you tagged him), Shade 
Turrets, and Plasma Turrets accessible in this choke point. 
But running over on foot and s i t t ing in a Shade Turret is the 
very definition of suicide; stay inside your armored tank for 
more pleasing results. 



• Kizingo Boulevard • 
v 

;uspiciously quiet but isn't secured yet: Investigate the undamaged Scorpion 13E], parked „ 
! a squad of Grunts behind some defenses between the Scorpion and the dead-enc 

has a Fuel Rod Cannon—the perfect gift to any surviving Marines ridini 
i or from the scattered bodies of Covenant in the , —-—. 

You're picking up Dutch's signal from the south. Exit the plaza, travelinq in this direction / * ' 
i- J L u L r-.- *. • Zn •. * w ' u - ' „ • i Z KIZINGO BOULEVARD Rescue Dutch 

ling through from District 3 to 4. Your objective updates. •> 

• Choke Point 4: Kizingo Plaza 

M _ _ ^ . If you've thoroughly inspected this choke point during Rookie's 
nocturnal investigations, you may recognize it as Kizingo Boulevard, 

where you found the inactive Gauss Turret, prior to starting this mission. 

ENTITIES ENCOUNTERED 

& 

Banshees 

Brutes 

Phantom Jackals 

Wraiths Ghost 

ED»«I • 

, 
m 

Trundle through the door, and turn your tank 
left (southeast) so it faces down the road. / v f * \ >»--• 
Ahead of you and out of sight, Dutch and a L'.i* A >..,,, ̂  ; - 1 - > 
squad of Marines are attempting to ambush a —— 
Covenant patrol consisting of two Wraiths and Brutes | | wraiths | | Ghost | 
a Ghost. Don't rush to help them; you h 
closer enemies to worry about. A Marine with Dutch prem; 
the patrol, and two Banshees swoop down to help their forces. 
your Scorpion, and track the two Banshees [4A] as they head your way. Blow 
them apart with your Cannon. Trundle down the street, firing at the infantry 
behind cover on your left as the road turns right; then immediately swing your 
Turret around to the right [southwest], A Phantom is about to deposit Jackals 
and Brutes on the raised concrete balconies 14B] near a Gauss Turret; target 
the Phantom as it swoops down, and blast the ship out of the sky before the 
foes can disembark. If you're too slow, stop and blast at the infantry before 
continuing to the base of the sloped road. 

Quickly move down to the junction and roundabout area, where two Wraiths 
approach you from the south J4CJ, and a Phantom drops off a Ghost. There's 
no need to blast the Phantom; concentrate your firepower on the Wraith that 
is moving toward you. In the distance to the south, you can make out Dutch's 
HUD insignia and a large "4"; the second Wraith is attacking Dutch and his 
Marines, but they can handle the attack. There's no need to rush to their aid. 
Instead, take out the Ghost and a possible second Ghost that another Phantom 
drops off at the junction. Then slowly take out any Jackals or Brutes lurking 
behind building pillars dotted around the perimeter of the roundabout. Move 
in and tag the second Wraith 14DJ with a cannon shot, coaxing it away from 
Dutch and into the roundabout area, where you should finish it off. This allows 
you to easily aim at a final Phantom that tries dropping infantry where you 
defeated the first one, by the concrete balconies. This concludes the portion of 
this battle that you'll fight in a Scorpion. 

Stop! Don't rendezvous with Dutch just yet; with 
all the enemies in this plaza defeated, head to the 

building with the raised concrete balconies and the inactive Gauss Turret 
on a balcony at the top [4E]. Enter this building and locate a Rocket 
Launcher inside; there is also a Sniper Rifle out by the balcony Turret. 
If he survived, there's also a Marine on the balcony, and he sometimes 
carries a Rocket Launcher, too. You can swap out your current weapon 
with this one and stock up on ammunition for it. Be sure to take the 
Rocket Launcher (and optionally, the Sniper Rifle) before heading to 
Dutch. 

Kizingo 

j * * 1 " " ' 

3ouldvard • MICKEY 
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Tactic: Superior Firepower 

When assaulting with a teammate, it is wise to approach along the road 
,. . rate Scorpion Tanks. When the Banshees swoop in, fire at 

them in tandem so they never reach you to execute a bombing run. With 
w dpfeated, have one player move their Scorpion into the 

M. aviously) to challenge the Wraiths and Ghosts while the 
•wui ,o. p.^y^r] stays in the tank, by the building with the Gauss Turret, to 

blast away at incoming Phantoms and any troops escaping. If your team has three 
or four members, make sure each teammate knows their role; the third player can 
bring in another Scorpion for additional firepower, while the fourth mans the Gauss 
Turret and gathers Rocket Launcher ammunition for combat in Choke Point 5. 

N O T E T h e r e a r e 

Assault Rifles, 
a Sniper Rifle, Plasma Pistols, 
Plasma Turrets, Brute Shots, 
IMeedlers, Rocket Launchers, a 
Gauss Turret, and a Silenced SMG in 
the ordnance scattered throughout 
this choke point. 

Choke Point 5: ONI Building Rally Point 

This section of the mission plays very similarly to the Firefight 
mission "Rally Point or Rally (Night)." You may wish to read up on 

various methods of repelling Covenant enemies during that gameplay mode and then apply 
it here. Or, follow any of the advice shown below. 

ENTITIES ENCOUNTERED 

OBJECTIVE The ramp on which Dutch is standing [5A1 leads to the 
Rally Point and cannot be accessed by vehicle. Head up 
the ramp to meet Dutch, but there's little time for pleas-

antries; as you reach the ONI facility entrance door, it opens and a group of Covenant infantry rush ^ ^ 
you. React with a single rocket attack before they disperse. You can take out most of them with 
this attack and hopefully complete the Both Tubes Achievement in the process. If not, a mixture Phantoms Wraith 

. _treet. Head south down the street, with 
n n t r h Pl i n n i n n \A/it-h un l l nr Plhpar! n f um I Qll ir-Hw cnr in t - ! in Mno c l n n o H rsamn t-n a n r m t n nf M a r i n o c h o h i n r l c n m o [ tMQf 

st of you] and the barricades for 

Wraiths are transported in by Phantoms, and you can see the Wraiths 
attached to the underside of the Phantoms. This means you know which 

Phantoms are dropping infantry and which have weightier cargo in addition to Covenant foot 
soldiers. 

A Phantom appears from the north, flying down to 
deposit a Wraith and a group of infantry (usually Jackals 
and Brutes) with quick efficiency. It lands in the center of 
the lower road [5C1, and the enemies stream out. Some 
foes begin attacking you by heading up the sloping road on 
either side of the central concrete stepped area, but others 
are more cunning and attempt to outflank you by heading 
up the stairs in the southwest and northeast corners of 
this locale and over the narrow footbridges. They try to tag 
you from the upper balcony above which the Marines are 
dug in. You can try the following tactics no matter where 
the enemies are. 

Tactic: Early Execution 

^ d move to a position [such as the top of the stepped 
J area or one of the footbridges overlooking the 

middle of the road) as the Phantom descends. 
You must be quick to react, or you don't have time to 
complete this mass execution. As the Phantom deploys its 
troops, throw Grenades (or fire Rockets) at the ground where 
the foes are landing; the ensuing explosion severely thins 
their numbers. Then finish off any stragglers with your Rocket 
Launcher, which can also take out multiple foes. Any other 
weapon is decent for picking off fleeing foes, too. 



Kizingo Boulevard 
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Tactic: Better Late Than Never Tactic: Sniping and Savagery 

If the Phantom arrives, deposits its infantry, and 
} then leaves, you have a more prolonged and 

tactical battle to plan. Stay on higher ground. You 
can retreat to the upper balconies on either side 

of the area and fire sniped shots at the Jackals and Brutes as 
they roam the streets. On higher difficulties, use a mixture of a 
Plasma Pistol [to wear down any shielded foe's protection) and 
a Magnum, a Carbine, or a Sniper Rifle [to finish the foe with a 
headshot) for most of your kills, or use any other weaponry you 
find lying about. This is a good time to pick up a Needier and 
attempt to complete the Pink and Deadly Achievement. 

Tactic: Rocket Wrath for the Wraith 

While you're grenading the ground under the 
Phantom's drop point, the Wraith is deposited 

J on the ground [5D]. However, assuming you've 
armed yourself with a Rocket Launcher, you 

can simply fire on it as soon as the Phantom drops it, so it 

Both Tubes Achievement. 

Tactic: Manual Hijacking 

stationed Marines. Have one of your team grab 
the Rifle and move to a covered area, such as 
the balconies above the action. Your teammate 

can access these via the sloped roads behind the Marine's 
barricades. This sniper can then tag enemies from afar and 
pick up any foes trying to outflank you by heading up onto 
these balconies or up the r'~ 
players, have a second sniper on the opposite balcony. The 
other player (or players, if you have four) should head straight 
for closer combat, leading with the enemies encroaching via 
the central steps and using Grenades to weaken them as 
these foes fall from their Phantoms. 

After the first Phantom has deposited its troops, heal 
up, grab ammunition and Grenades, and be ready for r 
second ship to hover into view. Just like before, don't waste 
time targeting the Phantom's hull; the problems lie with the 
Wraith, as well as a squad of Brutes [5EJ and the usual 
Jackals and Grunts. With this second wave, use the same 
techniques previously outlined, lobbing well-placed Grenades 

a t u IC u i UfJ u i I pun tt-o, ai iu IOUI IOI I a i IULI ICI on l y i n I uur\eu aL U ic 

Wraith. More importantly, a carefully fired rocket can destroy 
most, if not all, of the Brute squad as they exit the Phantom. 
Then finish off any stragglers before linking up with Dutch and 
gaining entry to the ONI Building. 

. ' * If you don't have Rockets or aren't fast enough 
} to quickly destroy the Wraith when it drops into 

" "tructure, 

ramming, and leap onto the Wraith, boarding it I5DJ and 
then wedging a Grenade into it, so it explodes. 

/Of. On higher difficulties, 
m C A U T I O N o n e o f t h e G r u n t s t h a t , ' 

disembarks from the second Phantom is 
carrying a Fuel Rod Cannon. Take additional cover oppor­
tunities, and be wary of the tremendous power of this 
weapon. 

. „_,_^_ There are Plasma Pistols, Plasma 
N O T E 

Turrets (if you knock them off the 
Phantoms), Magnums, Assault Rifles, Silenced SMGs, 
Brute Shots, nleedlers, Sniper Rifles, a Fuel Rod Cannon, 
and Carbines scattered throughout this choke point. 
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- Mission Q4: Mombasa Streets 
ROOKIE • 6 hours after drop 

DATA STREAM 
New Mombasa VISR Target Acquii 

Mode Ratio: 95 percent 

Kizingo Boulevard to ONI Alpha Site ///////*////////////////////////////////////////////*////////////, 

PREFERRED WEAPONS 

PAR SCORE 

MISSION OBJECTIVES 

srch ONI Alpha Site for ODST squadmate 

TETHER WRECKAGE S K ^ ) 1 

COMM DATA STREAM 

After "Mission 0 1 : Prepare to Drop": Hidden COMM 
Data—7 (Total: 7 / 3 0 } * 

After completing any three missions: Hidden COMM 
Data—13 (Total: 2 0 / 3 0 ) * 

After completing any four missions: Hidden COMM Data—9 
(Total: 2 9 / 3 0 ] * 

y Cache Set 1 Opens After 4 of 7 COMM Data Found: I 
(Total: 1 /3 Sets)** 

After 8 of 2 0 COMM Data Found: Supply Cache Set 2 
Opens (Total: 2 / 3 Sets)** 

After 16 of 29 COMM Data Found: Supply Cache Set 3 
Opens (Total: 3 / 3 Sets)** 

Total Caches Available: 8 / 8 * * 

Set 1 Cache Contents: Sniper Rifle [2], Sniper Ammo (2), 
Magnum [4], Silenced SMG (4), Frag Grenade (4) 

;: Magnum (4), Silenced SMG (4), Frag 
Grenade (4), Mongoose (2) 

Set 3 Cache Contents: Rocket Launcher (2), Rocket 
Launcher Ammo (2), Magnum (4), Silenced SMG (4), Frag 
Grenade (4) 

«..._——, This mission takes place within Districts 4 and 
N O T E r 

10 , in the eastern and southeastern areas of 
New Mombasa. All accessible districts of New Mombasa (Districts 
0, 3, 4, 5, 6, 8, 9, and 10) are available to search through. The 
following walkthrough details the quickest path to the ONI Alpha 
Site clue. 

ISiaXEE 
Remember! You can 
elect to head off 

across this city and locate any other clue 
you wish, in any order. If you do, consult the 
Tour of New Mombasa at the end of this 
chapter. 



Mombasa Streets 

• Choke Point 1 : Kizingo Boulevard Plaza 

As you finish examining the inactive Gauss Turret, a Phantom swoops down and deposits a group ENTITIES ENCOUNTERED 
of Jump-Pack Brutes to the southeast of you, on the ground near the roundabout plaza [1Aj. fTJvC—I \~~~ —i 
You can snipe them from this balcony, or exit via the building using the corridors you came in rx\Ck 
from or via dropping to the concrete stepped planter area below. Expect Brute attacks as you \ | T J ^ U ) 
emerge from the building. At this point, if you've found 16 COMM Terminals, you can access a jumrrfack 
weapons cache just northwest of this exit, which contains Set 3 equipment. Take what you need, I Brutes | | 
or scavenge the fallen foes for armaments, and then eliminate troublesome Jackals in the general 
area across the road from you, to the east [ IB ] . Behind the sniper is a building interior you can scavenge for more items. 
Should you need health, there's an Optican Kiosk to the northeast, near the exit into District 3 (which is the wrong direction to 
travel if you're completing the Campaign in chronological order). Now drive your Mongoose—which you should have kept from 
your previous expedition—up the steps to the gate [1C] leading into the Rally Point, to the south. 

Choke Point 2: Rally Point [Revisited) and OIMI Clue 

E M gp f j i mm 

PPHM ' f t if ~ 
i if 

jM • < ^** 

Disembark and c 
and some Grunts £ 

ip forward into a tun 

Jistnct IU Rally Homt, which, much like the previous 
choke point, you just tore through earlier in this mission when you 
were playing as Mickey. Sprint along the road and into the expansive 
stepped area. Be aware of Jackal snipers on the rooftops. Assuming 
the weapons cache is open [2A], retrieve any preferred equipment 
you need (this cache opens after you find eight COMM Terminals and 
contains Set 2 equipment). Take a new Mongoose and give this entire 
area a thorough inspection. When you're done, drive up the ramp on 
the right side, behind the UNSC barricades, and locate the large door 
marked with the UNSC logo [2B]. 

Disembark and creep forward into a tunnel, where a couple of Brutes 
and some Grunts are waiting behind cover [2C] Lob in Grenades, 
as there's little lateral room for enemies to dodge your incoming 
projectiles; then mop up the Brutes with headshots or your favored 
killing techniques. When the area is secure, drive to the door at the 
opposite (southeast) end of the tunnel, open it, and head to an outsit' 
platform. Ahead, a Phantom peels away in the distance, but there are 
no close threats, allowing you to inspect the area. Drive up to ground 
level, checking the doorway behind you (there are Health Packs) and 
the locked door to an inaccessible tunnel that leads back to Rally 
Point; there are two Frag Grenades there. Of greater importance are 
the remains of a large bridge, now completely 
destroyed. Edge forward and locate th~ ' 
Detonator [2D] to find the clue. 

[Occupied city center • ROOKIEI 
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Mission OS: ONI Alpha Site 
DUTCH • 2 Hours after drop • ONI Alpha Site 

With Covenant forces massing throughout the streets of New Mombasa, there is little point defending the 
location. Instead, a tactical withdrawal is called for, ideally with as many large explosions (that you're at least 
partially responsible for] as possible. Back up from the bridge after arming it with explosives, then detonate 
the structure from a Watchtower. Fall back to the ONI building courtyard, where you must repel a series of 
Covenant waves before you retreat farther into the ONI building lobby. After holding off more Covenant inside 
the building, the only wise option is escaping from the building rooftop, accessed via the elevator. 

ONI Facility: 
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Data Hive VISR Target Acquisition Mode Ratio: 10 percent* 

PAR SCORE 

PREFERRED WEAPONS 

LEVEL-SPECIFIC ACHIEVEMENTS 
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ONI Alpha S 

Choke Point 1 : OIMI Bridge (Demolition) 

charges on ENTITIES ENCOUNTERED 

• 

Failure to destroy the bridge 
results in your location being 
overrun. You also don't have 
enough firepower to repel the 

advancing ( 
ammunition. Instead, move to the terminal and immediat 
detonation program, and the Superintendent unlocks the keypad and sets off a massive 

Covenant by any other means. If explosion, completely devasl 
you take too long, the Super- t 0 t n e ground below the Wc 
intendent will detonate the t h e concrete overlooks on e 

. either of these. Follow Mick 
C " a r 9 e S - ., : u -_ , t r 

ie bridge and the Covenant ground forcei 
to the ground below the Watchtower. There are Health ( _. 
the concrete overlooks on either side of the Watchtower, but you shouldn't 
either of these. Follow Mickey's plan and tactically withdraw, heading southe 
the massive, cube-shaped ONI Building. 

i '\ Tactic: Culling the Covenant 

Tactic: Flee from the Covenant 
E 3 

" / i ' ~ 

have little to no chance of repelling the CovenP"* 
before they overrun and kill you, unless there a<a iu 
players on your team (even then, the challenge is almost 

~~r»t brings in yet another Wraith, additional 
lanshees. It is time to retreat.... 

There are numerous dropped or available 
weapons in this area; you begin with a 

Spartan Laser, which you should save for the next choke point; 
a Silenced SMG; a Sniper Rifle; an Assault Rifle; and a host of 
Covenant hardware, including the Brute Spiker, IMeedler, Plasma 
Pistol, and Brute Shot. 

While one of your team scales the Watchtower to 
detonate the explosives on the bridge, the others can 
access an impressive Gauss Turret on either side of the 
defenses [1C1, and cut down the Covenant prior to the 

detonation. This isn't mandatory but adds to your score. Unfortu­
nately, you can't detach the Gauss Cannon. 
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• Choke Point 2: ONI Courtyard—Security Zone 

ENTITIES ENCOUNTERED 

J R K P I 

This section of the mission 
- r i a 

plays very similarly to 
"Firefight Mission: Security Zone." You may wish to 
read up on various methods of repelling Covenant 
enemies during that gameplay mode and apply it 
here. Or, follow any of the advice shown below: 

After dashing into the courtyard, you are instantly 
set upon by a couple of Hunters, Brutes, and Grunts 
I2A] that a Phantom has dropped in. The open 
space and limited cover (unless you dive behind the 
large concrete platforms and planters on either side 
nf the stRnnfid area) means you are an easy target, 

_ more Covenant on the way. Stand 
firm and tackle these foes, or, if you're playing on a 
higher difficulty, flee to the top of the steps, toward 
the ONI Building. Retreating to this fallback position 
[2B] allows you to locate more cover, gain help from 
the local police who are holed up behind barriers in 
this area, and rearm yourself, as there's a variety 
of scattered weapons and Grenades around the 
defenses. You also gain a height advantage, shooting 
down on the enemy. Now plan for the incoming 
waves—around four or five Phantom drops, each 

Irutes, Grunts, and Jackals to face, 
a particular problem, as they feature 

prominently and can strike you from long range, 
react with sniping of your own, and move from cover 
to cover as the opportunity arises. There will be 
three Wraiths I2C] dropped at the open (northwest) 

rd, and these can decimate you 
caught by their plasma mortar. You can 

.. jve of foes arrives, as a Brute 
Chieftain [2D] appears. As soon as the next objective 
appears, follow Mickey's advice and descend into the 

ONI Building interior. 

Tactic: Close-Combat Engagement 

On lower difficulties, you can take the fight to the enemy, 
I heading down th~ -

drop off their cai 
While not subtle, this tactic allows you to quickly drop foes 

before they disperse and attack you from multiple angles. If you can 
arc a Grenade into the opening Phantom cargo doors from which the 
foes descend, or drop a Grenade on the ground where they all land, 
you can remove multiple threats with a single strike. 

Tactic: Cover-to-Cover Situations 

the top of the steps. This allows 
»IuH?T?!i3i5IT!i long range as t 

Durself open to attack; the cor 

incoming Phantoms; they drop foes in the central, left, or right sides 
of the base of the courtyard steps. Knowing where the enemies have 
dropped in allows you to pinpoint them as they run into view. 

Tactic: Turrets and Lookout Platforms 

Generally, the more difficult your tar' 
spend on the 
some have Turrets, you're i 
multiple angles and by multiple foes. The Turret, however, does have 
its uses if you wrench it off its stand. This stops the ammunition from 
being infinite but does allow you to avoid incoming mortar fire. Now 
move along the upper pavement, cutting down multiple foes until the 
ammo runs out, and secure another Turret you can run around with. 



ONI Alpha Site 

_ Remaining on the upper pavement 
' also allows you to spot more 

dangerous threats, such as armored Brutes or Hunters, 
as your allies are likely to be shouting for help or helping 
you defeat enemies. The more cross-fire opportunities 
you can create, the less chance you have of being hit. 

At the top of the courtyard, at the base of the steps that 

the Oni Building, yo 
secure a Rocket Launcher, which 

is an optional method of dealing with the Wraiths. Better 
yet, handing this weapon (or the spare Spartan Laser) over 
to Mickey helps your fight, as Mickey never runs out of 
ammunition. 

Tactic: The Laser Blaster 

Couple your Wraith takedowns with the Laser Blaster 
Achievement. Taking down all three Wraiths, one at a time 

Phantom drops them, nets you points and a quick 
jht. Because 

re's a chance you might miss if you fire at the Wraith from extreme 
range, it is better to head along either perimeter side of the courtyard to 
Wraith drop-off position before 
ishing it with a single strike. Don't wait and watch the pretty explosion; 
enemies will already be heading to intercept. Instead, retreat back to 
cover, continue the fighting against the Covenant infantry, and check for 
more Wraiths being deposited by Phantoms to repeat this t? 

C A U T I O N 
Do you spend a disproportionate amount 
of time sprawled on the ground in a death 

spasm? Then you're being too cavalier about the Covenant's 
deadly attacks; seek cover, keep moving, and retreat as soon as 
you're instructed. 

Each Wraith counts as 
v three of the ten kills you 

need, so defeat each of the three tanks during 
this battle, and then tag any final foe to claim 
this Achievement. If you used up your Spartan 
Laser ammunition too soon (in Choke Point 
1 , for example), there's a second Spartan 
Laser on a bench up at the higher (southeast) 
end of this courtyard. The other available 
weapons include UIMSC-issued hardware 
(Rocket Launcher, Silenced SMG, Assault Rifle, 
Magnum) and dropped Covenant ordnance 
(Brute Spiker, Needier, Plasma Pistol, and the 
Brute Shot). Also remember that if you don't 
want to risk taking down a Wraith, shooting 
a line of foes with a single shot is just as 
productive. 

Choke Point 3: ONI Interior: Lobby 

This section of the mission plays very similarly to 
"Firefight Mission: Alpha Site." You may wish to read up 

on various methods of repelling Covenant enemies during that gameplay mode 
and apply it here. Or, follow any of the advice shown below. 

ENTITIES ENCOUNTERED 

The Covenant continue to overwhelm the city defense forces, 
and you have no choice but to enter the ONI Building lobby. 
Follow Mickey, ideally giving him the Rocket Launcher so he 
can lay waste to the incoming Covenant and help you out with 
impressive kill counts. Move down the entrance corridor, ther 
go south into the stepped lobby area. Pass the large UNSC 
pillar to the central lobby area [3A], where minimal sandbag 

defenses are augmented with a Chaingun Turret, Grenades, 
and SMGs. The enemies, consisting of waves of Grunts, 
Jackals, and Brutes, are about to appear from either of the 
two doorways [3Bl, which have energy walls that don't allow 

corridor, then you to head back to Choke Point ° 
arge UNSC and the sides of the staircases i 
nal sandbag ambush positions to help your cause. 
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Tactic: Up Close and Personal Tactic: Up Close and Enraged 

/ j The Turret in the middle of this lobby is 
i the perfect piece of killing equipment; 

keep it on its stand so you have infinite 
ammunition and an easy, 90-degree 

turn when aiming at either of the enemy incursion 
points. Then let rip as soon as foes start to infiltrate 
the premises. This usually isn't an issue on lower 
difficulties, but if you're being struck by enemies, 
wrench the Turret off its stand and become mobile 
with it. Remember, you have Mickey and the police on 

incursion yourself. You can follow up combat with a 
Shotgun, stepping around corners to blast foes before 
heading around cover to blast again. 

Tactic: Far Away and Impersonal 

problematic to wield the Turret without 
being injured, as you're slow and almost 
always compromised if you keep the Turret 

attached to its stand. Instead of employing the Turret 
(which can still be effective), if you have a Sniper Rifle (or 
any ranged weapon), you can stay behind cover, even 
heading up the stairs to the southeast to gain extra 
defense from more sandbags and additional height. Tag 
foes with headshots as they appear, and move from 
cover-to-cover opportunities if you're in danger. 

' ! If you have a more aggressive attitude at higher diffi-
/ culties, correct positioning and aiming is crucial. When 

*' you hear Mickey mention an incoming enemy wave, 
run with your Gravity Hammer (sometimes secured 

toward the base of the energy walls blocking your path, and wait 
for the enemies to i 
it catches multiple foes, ambushing the 
together before they have an opportunity to spread out. Continue 

the Hammer or Shotgun. 

After a few waves of foes emerge from the doors, the action 
ceases, allowing you to regroup in the central area and rearm. 
There is the usual assortment of Covenant gear to take, too. Then 
be ready for a Phantom to drop off s 
the exterior platforms to the south. These foes usually infiltrate 
the upper lobby area I3C], but the numerous pillars provide many 
cover opportunities. Choose any of the previous tactics to nullify 
the threats. Remember that if you're fast enough, you can lob a 
Grenade at the ground where the foes drop to from the Phantom, 
on the outside platform, severely impeding the enemy forces. 

As soon as you've si 
the central lobby area becomes operational; access the door and you 
receive a new objective. Step into the elevator and activate the terminal 
inside. The elevator ascends to the ONI Building's roof access. 

OBJECTJMlO 

0L Stop! Before you start the elevator, check your available weapons; it is wise to carry your 
1' favored Drone-tagging hardware (such as the Carbine) and any of the other preferred 

weapons (or the Brute Shot) before engaging Choke Point 4. 

• Choke Point 4: ONI Interior—Elevator and Escape 

As you ascend in the elevator, flick on your VISR Enhanced Vision, and arm yourself for combat 
with Drones; a swarm heads up from underneath the rising elevator (4AJ and flits about, annoying 
you and your team. You can optionally tag each of them usinc 
the elevator door, crouching until you reach the top of the sh 
a threat. This saves ammunition, at the expense of points and pride. When you reach the roof 
iccess, follow the floor markint 

ENTITIES ENCOUNTERED 

I • ism [? !• 5/=T5i UPsTiTi •liTiTIiWtiiidTt \\ 

*r ex 

A Police Pelican will eventually meet the team on the pad outside, but the landing zone ("LZ" f?*H 
in-game) isn't safe yet; there are Jackals and Brutes to wipe off the rooftop before you can be {"-.'% 
extracted. Face off with Jump-Pack Brutes, Brutes, Grunts, and Jackals (4B). Remember that V 
you can duck back into the roof-access corridor if you need to rest and regain Stamina. Otherwise, jump-Packi i NMPO I 
a series of sniped takedowns is always appropriate. On lower difficulties, wading in with a close- '— ' '— ' 
assault weapon (like the Shotgun or Brute Shot) can quickly clear the area. There aren't enough enemies to make this a 
particularly harrowing escape, and you can always load Mickey up with your favorite weapon and watch him rarnpa' 
the foes. You can even take the Turret from Choke Point 3 with you if you wish. A few moments later, with the remnants of your 
foes still active, the Pelican hovers on the pad [4CJ; extricate yourself as soon as you wish. Your team has pr 
surprise for the Covenant forces still inside the ONI Building. 

aaaa 
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• M i s s i o n Q 5 : M o m b a s a S t r e e t s 
ROOKIE • 6 hours after drop • Occupied city center 

VVNNN«N^V\VNNNWN«SNNN»»N^NNN». ONI Alpha Site to NMPD Headquarters 
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N O T E 

This mission takes place 
in Districts 10 , 4, and 3. 
All accessible districts of 
New Mombasa (Districts 
0, 3, 4, 5, 6, 8, 9, and 
10) are available to search 
through. The following 
walkthrough details the 
quickest path from the 
ONI Alpha Site to the 
NMPD HQ; you can head 
to any of the mission 
objectives you haven't 
discovered yet, though. 

DATA STREAM 
cquisition Mode Ratio: 95 percent 

PREFERRED WEAPONS 

COMM DATA STREAM 

PAR SCORE 

After "Mission 0 1 : Prepare to Drop": Hidden COMM 
Data—7 (Total: 7 / 3 0 ] * 

After completing any three missions: Hidden COMM 
Data—13 [Total: 2 0 / 3 0 ) * 

Magnum [4], Silenced SMG [4), Frag Grenade (4) 

Set 2 Cache Contents: Magnum [4], Silenced SMG (4), Frag 
Grenade (4), Mongoose [2] 

After completing any four missions: Hidden COMM Data—9 Set 3 Cache Contents: Rocket Launcher (2), Rocket 

After 4 of 7 COMM Data Found: Supply Cache Set 1 Opens 
(Total: 1 /3 Sets)** 

After 8 of 20 COMM Data Found: Supply Cache Set 2 
Opens (Total: 2 / 3 Sets]** 

After 16 of 29 COMM Data Found: Supply Cache Set 3 
Opens (Total: 3 / 3 Sets]** 

Total Caches Available: 8 / 8 * * 

Launcher Ammo [2], Magnum [4], Silenced SMG [4], Frag 
Grenade (4) 

•ned suparsecret and can 

MISSION OBJECTIVES 
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• Choke Point 1 : Rally Point and Kizingo Boulevard Revisited 

close to [1A1, so prepare to fight them. However, stay close to cover opportunities, as there's a 
nasty Jackal Sniper on the rooftop to the east. Tag this annoyance when the coast is clear, but 
duck back into cover as you attempt to reach the northern exit heading out into District 4 ; the 
Rally Point has additional Jackals on the upper balconies to the southwest and northwest |1B| . 
When you've cleared the area or wish to flee, travel north to the gate leading to District 4. 

Q'M ._.___._ There's a weapons cache to the northwest, adjacent to the main 
road, opposite the base of the stepped area. You need to have 

located eight COMM Terminals for this to be accessible. Inside are Magnums (4), 
Silenced SMGs (4), Frag Grenades (4), and Mongoose vehicles (2). 

Engineer 

t \ j f 
Grunts 

Head down the ramp and go north, into the Kizingo 
Boulevard area where you drove the 
small plaza with the circular planter island in the middle of it 
[1C], pausing to grab a Health Pack from an Optican Kiosk to 
the south if necessary. There's likely to be a Covenant patrol 
in the area; watch for the extra protection an I 
offer your foes. You're following a path that's taking you north, 
toward the stepped concrete planters with the building you 
can enter. This is where you found the disabled Gauss Turret 
previously (if you're locating clues chronologically). Deal with 
a small group of Grunts and a Brute as you drive north (1DI, 
disembarking from your vehicle to grab Health Packs from an 
Optican Kiosk just to the right (east) of the gate to District 3. 

M _ _ ^ There's another weapons cache 
to the southwest, along the road 

running near the upper stepped concrete planters. You 
need to have located 16 COMM Terminals for this to 
be accessible. Inside are Rocket Launchers (2), Rocket 
Launcher Ammo (2), Magnums (4), Silenced SMGs (4), 
and Frag Grenades (4). 

- • ' - • • • r • \ 
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Choke Point 2: Roundabout and Stepped Plaza Revisited, 
to NMPD HQ Entrance 

ENTITIES ENCOUNTERED 
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Drive north to the gazebo area, where the signs 
of the Scorpion Tank battle are still noticeable. 

Assault Rifle you can take. Of greater importance is 
the likelihood of a Hunter prowling this zone [2A]; 
prepare your Grenades and sidestepping capabilities, 
and tackle (or flee from) this foe before you're struck 
by its Fuel Rod Cannon. Then check the dead-end 
street to the northeast for a special Optican Kiosk. 
You can also rummage through alleyway alcoves 
near sealed district gates for extra Grenades. 
From here, you should head northwest, toward the 
Speed Plaza, although you can take a small detour 
to the northeast, driving to another weapons cache 
(this is a Set 2 cache), now guarded by Jump-Pack 
Brutes and Jackals [2BJ, and head toward the 
Covered Plaza where you first found a Scorpion Tank. 
However, this area is guarded by Jackal Snipers on 
upper balconies and well-armed and armored Grunts, 
Brutes, and an Enqineer and is out of your way. 

Instead, head northeast into the stepped plaza 
[2C1, watching out for Jackal Snipers on the rooftop 
of the building to the northeast and a ground patrol of 
Brutes on the stepped area itself. Afterward, you can 
optionally head southwest, to the base of the steps, 
and check out an underground roundabout [2D], 
collecting Grenades, Health Packs, and ammunition, 
and scaring a group of sleeping Grunts as you go. 
Continue northwest, taking care not to miss the 
turn left (west) into the NMPD Plaza, which has a 

I2E]. Inspect the area closely; a bent Sniper Rifle 
hanging from a wire is the next clue to find. 

- . _____ Expect more Brute and 
Engineer patrols as you 

lollygag in this district. Unless you're looking for 
COMM Terminals, press on to the NMPD Plaza 
to the northwest. 
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• M i s s i o n O S : N M P D H Q 

ROMEO • NMPD Headquarters • 3 hours after drop 

Romeo and Buck are about to rendezvous with Dutch and Mickey, but an annoying Covenant Banshee ambus! 
splits up half the team as they fly out of view, crash-landing atop a nearby building. As Romeo, you must trek 
through the rooftop of the New Mombasa Police Department Headquarters, which has already seen heavy 
fighting, with numerous officers down. Tactically shuffling through several exterior tiered areas near the PelicE 
landing platforms and through lobbies, you eventually locate a crane spanning a chasm below, which leads to 
the rest of your team. An escape is possible only after repelling masses of Covenant aircraft. 

DATA STREAM 
New Mombasa Police Department Headquarters: 

i defenses //////////////////////s//////////////s////////////////////////// 

Data Hive VISR Target Acquisition 
Mode Ratio: 20 percent* 

PREFERRED WEAPONS 
•7*1., 

i 

" " m H2 

l ^ d n a 

PAR SCORE 

LEVEL-SPECIFIC ACHIEVEMENTS 

Dome Inspector: 

MISSION OBJECTIVES 

T\ •J 
• 

i i 

a,* a 



NMPD HQ 

• Choke Point 1 : Lobby and Tiered Exterior 1 (West) 

• These first two sections of the ( OBJECTIUE ) 
mission play very similarly tO ~ NMPD HQ Find Mickey and Dutch's Pelican 

"Firefight Mission: Windward." You may wish to read up 
on various methods of repelling Covenant enemies during that gameplay mode and apply it 
here. Or, follow any of the advice shown below. 

ENTITIES ENCOUNTERED 

With Mickey and Dutch fending off Covenant air attacks, you must move through the HQ building j v ' 
to find them from your current position, atop the HQ. Simply follow Buck into the lobby, up the (^ \ 
steps, and to the door he opens [1A]. This leads to a tiered exterior that drops down to empty x) c i 
Pelican platforms to the south. There are some Grunts and a Brute wanderinq this concourse. Jackals 5hadl; Phantoms 

r a Turret 

Bring out your Sniper Rifle for this series of takedowns, ensuring it is reloaded before you zoom in 
on the foes. Aim at the Brute's head, and get a couple of headshots off. Watch the Grunts panic before continuing to tag them 
with headshots from the cover of the low concrete walls as you advance to the steps. Switch to your Magnum (or your weapon 
of choice), popping more heads. There's a Shade Turret on the edge of this area I1B], to the left (southeast); use a Grenade 
or a Sniper Rifle (or other ranged weapon) to extricate the Grunt from inside the Turret, as this is a useful offensive weapon 
to sit in yourself. Now ready yourself for multiple threats, thanks to two Phantom drops taking place on the exterior platforms. 
Concentrate on the one in your specific area first, using any of the following tactics. 

Sniping foes in this area isn't 
T I F 3 

just recommended from a 
tactical standpoint; it also helps you complete the 
Dome Inspector Achievement that is available only 
to this mission. 

H3| ' i p | 
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the Grunt 

Tactic: Into the Shade 

During the time it takes to defeat the initial aroup 
of Grunts and a 
Phantom flying overhead and touching down on the 
platform ahead (south) of you. If you've expertly removed 

jn t from the Shade Turret, step into and man this device as 
possible, swinging it around to the right (southwest). This 

you to spot the foes disembarking from the Phantom and 
g into a connecting corridor [1C], which leads up a ramp to 
jrrent location. Fire at will, cutting down multiple foes with 

the Turret so 
Keep doing this until eve 

icroach up through the cc 
ot named "Buck" is dead. 

Tactic: Out Come the Grenades 

is to stand by the I 
J down the sloping corridor that L „ 

platform exterior, catching all the foes as they stumble 
out toward you. Then mop up with your favored weapon. If you're 
extremely quick, you can drop the Brute, then head to the top 
balcony overlooking the Phantom. Lob Grenades at the foes' landing 
spot when they disembark from the Phantom, which catches them 
before they can disperse. Finally, don't forget there's a door on the 
right (west) that connects to the interior corridor; this has a dead 
Marine with two Health Packs nearby. 

Tactic: Minimum Encroachment 

With additional firepower and warm bodies, you can 
really take control of this set of exterior platforms; while 
one player is on sniper duty [ensuring the Shade Turret 
is neutralized quickly, too), the second should rush the 

balcony and lob Grenades at the descending Phantom, dodging any 
Plasma Turret fire from the vessel. With additional players, you can 
catch more foes with Grenades or even knock Plasma Turrets off 
the Phantom, picking them up if they fall on the 
platform. Have another teammate patrol the '£&i ' 
interior corridor with a Brute Shot, pounding foes \Sf 
that try to outflank you via the western side door. / 

NMPD Headqu 
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If you're not impressed with Buck's weaponry, hand him a weapon you're 
"pirn 

sure will help you both out, such as a Carbine, a Beam Rifle, or any other 
powerful piece of killing ordnance. 

• Choke Point 2: Tiered Exterior 2 (East) 

ENTITIES ENCOUNTERED 

m Um, 

£ * - , , J -

f':~~4 

Buck 

( 
X 
Br 

S| 

utes Grunts 

Tactic: Taking out the Turret Tactic: Just Taking the Turret 

you risk being cut down or bu„. 
;,cir and tag them with your Sniper Rifle or other favorite 

h "ck the balconies on and above the tiered 
area 12CJ, and continue to punish any foes you see. 

Between the mission commencement and the inspection of the second lobby at the 
end of Choke Point 2, you can pick up Assault Rifles, a Plasma Turret, a Plasma 

Pistol, a Plasma Rifle, a Spiker, a IMeedler, a Brute Shot, a Carbine, a Sniper Rifle, and a Magnum, and you 
can use a Shade Turret. 
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NMPD HQ 

• Choke Point 3: Tiered Exteriors 3 and 4 (North) 
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ENTITIES ENCOUNTERED 
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Choose your favorite sniping weapon while you're in the second 
lobby, and then carefully creep northeast toward the exit, ever 
mindful that rushing out usually results in Jackal Snipers tagging 
you from the balconies of the building across from you. Stay to t 
shaded right side while you're in the lobby so you aren't spotted 
immediately, and then move to the lobby's edge, by the center 
pillar that offers protection when you sidestep behind it [3A]. Peer 
around the left side of the pillar to locate three or four Jackals 

trolling the balconies. Quickly pick off any Jackal you spot before 
tact, knowing the remaining Jackals are now actively lookinj 

ind continue spotting and 

hots. Then step 
out slightly, facing right (east) and tackling any remaining Jackals 01 
the skybridge above the tiered area. 

You may wish to return to the lobby 
T I P 

at this point and stock up on more 
wide-ranging weapons to augment your sniping ordnance. 
You should also be close to completing your Dome Inspector 
Achievement by now. 

The far balcony on the edge (east) of the tiered area has a Shi 
Turret and a few Jump-Pack Brutes to take care of [3B], and they 
are firing on your location. Remain armed with a sniping weapon, 
and attempt to drop the Grunt in the Shade Turret. If this fails or 

I A 

your favored Brute-c 

no longer a threat, move 
rutes, using any of 

j is a good example, 

and other weapons [such as the Brute Shot) less effective. Don't 
head ton close tn thesp Brutes, because thev frenuentlv attemnt 

to arm the Shade Turret if it is still functioning. Thi 
to solve this problem: blow up the Turret with a Gr^,, 
Brutes as they head for the turret. 

When you've defeated (or run past, although this isn't recom-
"•" toward another lobby door at 

r. There's an interior corridor 
pt for a Health 

lobby's 
connecting thoroughfare [3C1, where you can obtain additional 
Health Packs and scattered weaponry. 

__] to the north features several 
groups of Jackals, Grunts, a Brute, a Jackal Sniper, and an armed 
Plasma Turret. The majority of the more dangerous enemies are 
to your left (west), at the top of the tiered area. From the lobby 
doorway, kill any Grunts milling about nearby, but 
quickly dash across to the northeast, heading 
up the steps toward the search lights [3EJ, 

MdMlSr^'MLIILL.-V-ndBlflldall 
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and cut down a group of Jackals up „, ,o, ^. ._.oo „, lt> owe, .=. y 

as cover, and lob Grenades down at the remaining foes in the 
central tiered area to the west. The Plasma Turret [3F1 and 
Jackal Sniper now open up on you; either snipe or dash and 
lob Grenades or fire on the enemy manning this Turret before 
turning your attention to the sniper. Make sure you defeat all 

there's a side corridor that runs from the northern perimeter 
wall of the tiered area to a ramp under the searchlights. I- . „ 
in there for additional cover or Health Packs. 

When you reach 
a Plasma Turret an 

exiting via the 

;red floor, a Chieft 
'e Brutes exit fron 

Tactic: Maximum Coefficients 

If you have the luxury of teammate support, this 
choke point becomes much more straightforward, 
as you can each take out a Jackal Sniper. Pick 
teammates to take down the Shade Turret while 

;he others focus on the Jump-Pack Brutes. You can storm 
i tiered area using the stairs on either side, while 

y by the searchlights, tagging the Plasma 

f Choke Point 3 has a Silenced SMG, 
a Magnum, a Plasma Pistol, a 

Plasma Rifle, a Plasma Turret, a Beam Rifle, a Carbine, a 
Spiker, a Needier, a Shade Turret, a Mauler, and a Brute 
Shot to take. 

• Choke Point 4: Pelican Crash Site 

Enter the lobby [4A1, and rake 
the fleeing Grunts with the 

ima Turret or with a fast-fir 

ENTITIES ENCOUNTERED 

Own the Stairs, tO the Chambers Grunts Jackals Banshees Brutes 

main exit. Before you head back 
outside, inspect the dead police A 
officers. There are UNSC-rated (fer% 
SMGs and Health Packs to 
gather if you need them. Follow Mlckey , , Uutcn , |Knant0ms| 
Buck outside, peering down to a ' ' '— 
Pelican platform J4B], where a Grunt with a Fuel Hod (Jannon and two 

ils are patrolling. Bring them down with headshots before the foes 
see you, beginning with the Grunt (as his weapon is the most devas­
tating). Quickly deal with any Jackals, grab a Beam Rifle, and head north, 
carefully dropping down onto the makeshift crane bridge [4C1 that spans 
from the Pelican platform to the crash site where Mickey and Dutch an 
waiting for you. 

C A U T I O N 
Take more care than normal when crossing 

• D 9 

this bridge; when you're halfway across, two 
Banshees swoop in and shake the bridge with their fire. If you're 
carrying a Plasma or Spike Grenade, a superbly timed throw lodges 
the Grenade into one of them, destroying it as the Banshee passes. 

When you reach the lower of the crash site's two floors [4D1, you are 
met with moderate threats thanks to a group of Grunts and a couple 
Brutes. Help Mickey and Dutch kill these enemies first; by far, the most 
proficient way is to bring the Beam Rifle from one of the dead Jackals 
you found before you dropped onto the bridge. You can attack these 
foes as you finish crossing the bridge, thinning their number significantly 
before ascending via either set of steps to the upper platform, where 
your teammates are already repelling Covenant attacks. Your objective 
updates. 

( OBJECTIVE ) You must now defend the crash site 
[ NMPD HQ Defend Pelican crash site 1 against waves of Banshees [4E] and 

Phantoms [4FJ flying toward your position. 
, ^eposit Covenant infantry. There's a slight feeling 

of panic as you decide which weapons to use, where to stand, and who 
to target first. Her 



NMPD HQ 

j|£ C ~ * mm 

, There are two Spartan Lasers, several Rocket Launchers, Missile Pods, and two Missile 
Pod Turrets scattered around the upper platform near the parked Pelican. Obtain at 

least one of these weapons to aid you in forthcoming combat. In addition, Choke Point 3 has Assault Rifles, 
Plasma Pistols, Plasma Rifles, Beam Rifles, Needlers, a Fuel Rod Cannon, Silenced SMGs, and Spikers to take. 

Tactic: Mayhem with the Missile Pod Tactic: Incoming Infantry! 

od Turret, locate 
the one on the Pelican's right [northwest) side [if 
you're facing the Pelican). The Turret on this side 
has a much greater firing range than the one 

on the other side; choosing the latter can severely impede 

ched to its base so you have infinite 
ihees and Phantoms 

as soon as they appear. On harder difficulties, it is vital that 
ianshees do not move within their firing range, as their 

here's also the 
Sanshee wreckage 

when you destroy one near your position. When attacking a 
Phantom with a Missile Pod Turret, blast them before they 
can drop off their troops to contain the Covenant in the air 
only. Launch several [at least three) missiles at one of the 
Phantom's engines to destroy it quickly. 

Tactic: Other Favorable Options 

You should have the hardware, the team, and 

zero, or at least to a minimum. If Covenant foes 

the lower level, Buck, Mickey, and Dutch do an i 
at stopping them from reaching the Pelican, allowing you to 
continue firing on the airborne foes—which you should never 
stop attacking. The only time to ever ignore the Banshees 
and Phantoms is if the infantry are physically assaulting your 
specific location (you can leap in to help at any time, at your 
discretion, but there's one less teammate training weapons 
on the main airborne enemies). 

Tactic: Not Panicking at the Pelican 

With two or 
best, 

=rs, this tactic offers the 

. ' If both Missile Pods have been destroyed or 
f occupied, you can locate a Chaingun Turret. 

These inflict an excellent amount of damage 
on Banshees, dropping them easily' They are 

also good at strafing hostiles lingering in the area, including 
infantry dropped off by Phantom. However, if Banshees are 
getting through and bombarding you, take a Rocket Launcher 
or a Spartan Laser and aim either one at a Banshee; it takes 
only one strike to destroy one. You have six scattered Missile 
Pods you can use to take down a couple of Phantoms or 
" mshees too. 

Tactic: If All Else Fails... 

If you've run out of the larger weapons, there's 
f always a charged Plasma Pistol shot to try; this 

J disables Banshees after a single strike, after 

y firing a couple 
Plasma Pistol shots at or near the Banshee. The pilot usually 

"aight at you, allowing you to easily hit it with the 
'lasma Pistol shot. 

Keep in radio contact, and team up on the Phantoms, each 
firing at the same engine at the same time to down these 
ships as fast as possible. Dutch, Mickey, and Buck take care 
of foes that manage to leave these Phantoms, so concentrate 
only on airborne foes. With more than two players, the 
remaining teammates should arm themselves with antivehicle 
weapons (such as the Rocket Launcher or the Spartan Laser) 
and should destroy the Banshees, pausing occasionally to help 
Dutch, Mickey, and Buck with any infantry incursions. 

The waves of Banshees and Phantoms keep coming until 
a group of Jump-Pack Brutes eventually manages to land on 
the platform. Detach the Missile Pod Turret or launch any 

pons you may have been saving (Sticky Grenades offer 
lirborne Brute deaths!). Finish them off to 

complete the mission. 

ars • ROMr P 
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Mission 06: Mombasa Streets 
ROOKIE • 6 hours after drop • Occupied city center 

MMPD HQ Plaza to Kikowani Station Plaza /#/////////////////////////////////#/////////////////////////, 

DATA STREAM 

New Mombasa VISR Target Acquisition 
Mode Ratio: 95 percent 

PREFERRED WEAPONS 

PAR SCORE 

MISSION OBJECTIVES 

MOMBASA Search Kiknwani Station for 
ODST sooadmate 

CURVED SCULPTURE 

• n m H 
LSJLCJ 

r •[{:•) 
| TETHER WRECKAGE 
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COMM DATA STREAM 

After "Mission 0 1 : Prepare to Drop": Hidden COMM 
Data—7 (Total: 7 / 3 0 ] * 

After completing any three missions: Hidden COMM 
Data—13 (Total: 2 0 / 3 0 ) * 

After completing any four missions: Hidden COMM Data—9 
(Total: 2 9 / 3 0 ) * 

After 4 of 7 COMM Data Found: Supply Cache Set 1 Opens 
(Total: 1 /3 Sets]** 

After 8 of 20 COMM Data Found: Supply Cache Set 2 
Opens (Total: 2 / 3 Sets)** 

After 16 of 29 COMM Data Found: Supply Cache Set 3 
Opens (Total: 3 / 3 Sets]** 

Total Caches Available: 7 / 7 * * 

Set 1 Cache Contents: Sniper Rifle (2), Sniper Ammo (2), 
Magnum [4], Silenced SMG (4), Frag Grenade (4) 

Set 2 Cache Contents: Magnum (4), Silenced SMG [4], Frag 
Grenade (4), Mongoose (2) 

Set 3 Cache Contents: Rocket Launcher (2), Rocket 
Launcher Ammo [2], Magnum (4), Silenced SMG (4), Frag 
Grenade [4] 

l your in-game map 



M o m b a s a 

NOTE T h i s m ' s s ' o n t a l < e s place within Districts 3 and 0, in the northwestern 
zones of New Mombasa. All accessible districts of New Mombasa (Districts 

0, 3, 4, 5, 6, 8, 9, and 10) are available to search through. The following walkthrough details 
the quickest path to Kikowani Station. 

• Choke Point 1 : IMMPD Plaza to Covered Plaza (Revisited) 

ENTITIES ENCOUNTERED 
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Jackals 

meeting the 

react to an incoming x) ^^2 
P h a n t o m , W h i c h u s u a l l y Phantom Jackals Ju^p-Pai-n i 

1 Brutes | 

deposits a group of 
Jackals and Jump-Pack (~/^\~l I / C \ I 
Irutes into the NMPI 

Plaza [1AJ. Use your I V Q 
best snipinq weapon Brutes I I Brute I 

, . , . : • ' Stalkers 

to deal with these ' ' ' ' 
airborne menaces, and use your favored Jack 
culling equipment before returning to your Mongoose 
and heading east out of this plaza. There's a road 
to the north and west, but these are blocked. The 
road to the south leads away from where you should 
be headed, so ignore that unless you're off to locate 
more COMM Terminals or you're playing through 
Rookie's missions out of order. 

Immediately east of the NMPD plaza, you can elect 

left route takes you east along a narrow road, with 
a gate to a western road in District 0 [2Cl and a 
possible Covenant patrol. Head right to return to the 
Stepped Plaza, and continue around to a junction, 
where a Covenant patrol is likely (this could include 
Brute Stalkers, so be sure your VISR Enhanced 
Vision is active). Head north at the junction, driving 
around to the Covered Plaza (where you began the 
Kizingo Boulevard mission by locating a Scorpion] 
and the cache here. The cache contains Set 1 
equipment and opens when you've found eight 
COMM Terminals. This area [1BJ is guarded by 
Brutes and Brute Stalkers, so remain alert. Cross 
the western side of the Covered Plaza. Both routes 
meet up, allowing you to drive north up a ramped 
road, past an overturned truck [1C]. This road leads 
to a gate you must open, accessing District 0 at the 
very northern edge of New Mombasa city. 
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• Choke Point 2: Optican Roundabout and Exit Roads 
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This ,s likely to be an ENTITIES ENCOUNTERED 

unexplored ar 
press north into a n 
plaza [2AJ with an 
Optican Kio 
middle of it. Grab the 
Health Packs you need, mcica cst̂ u a wccjjjut tt> uaunt; 
that opens after you've found 16 COMM Terminals 
and contains Set 3 equipment. The plaza is quiet, 
except for a small Brute and Grunt patrol near or on 
the steps leading to the inaccessible WST Building 
to the northeast [2BJ. Beat down these opponents 
(those Grunts can be suicidal, so long-range sniping 
is a good option) before tooling up at the cache if it's 
accessible. Drive out of the plaza via the northern or 
western road. 

The road to the west [2C1 is a sniper's alley: check 
your in-game NAV to locate Jackals on the rooftops. 
There are two or three to tackle, and there's a 
Covenant patrol as you round the corner, with Brut 
Jackals, and Grunts to dispose of. Move to the 
junction and optionally take the road heading south to 
a gate leading back into District 3. Or, continue nor 
around to Kikowani Plaza [3AJ. 

I c m ^ ^ ^ A 

ir^*-JLl 

C A U T I D N 
Watch out! If you leave a plaza 
location and then return, expect 

an enemy Covenant patrol (usually accompanied by an 
Engineer or a Phantom drop) to be in this area. For 
example, if you leave the Optican Roundabout to explore, 
then return, expect snipers on balconies and a host of 
armored Brutes with an Engineer. You'll need ordnance 
from the weapons cache to fend off these entities. 



Mombasa Streets 

• Choke Point 3: Kikowani Plaza and Bus Terminal 

Accessed easily via the western route from the Optican Plaza or from the western gate 
in District 3, the plaza [3A] has a building interior entrance that le< 
[3B1. This offers excellent sniping views across the central concrt 
pedestrian area, where there's likely to be Covenant activity. You can exit down some 
steps and gather a few Grenades along the way, too. Return to your Mongoose i 
fend off an attack [3C] by Jackals, Grunts, Brutes, and Brute Stalkers. Th< 
Jackal Snipers on rooftops in this area. From here, you can exit to the north and 
you can head east. 

ENTITIES ENCOUNTERED 
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Mission 07: Kikowani Station 
BUCK • Kikowani Station • 5 hours after drop 

After stabilizing Romeo as much as possible, the ODSTs venture into the Kikowani Station complex, a series of gigantic 
hangars and buildings connected by giant hallways. After advancing on a group of Covenant near some parked vehicles, your 
crew manages to steal a Phantom, which picks up the other two squadmates while you appropriate a Banshee. Weaving 
through the heavily defended station complex, you encounter multiple Wraiths and Engineer Housing Pods; destroying these 
is paramount. The battle continues to a final chamber, where you must face a massive, four-legged Scarab. After fleeing the 
station, the Rookie must locate a nearby entrance to an Underground Hive, en route to a possible rendezvous with Dare. 

S////////S//S////////////////////////////////////////////S///////////, 
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DATA STREAM 
Uplift Reserve VISR Target Acquisition Mode Ratio: 100 percent" 

PAR SCORE 

PREFERRED WEAPONS 

<• ^ T ' - r -

Beam Rifle 

} 
V 

SfjLS* 

Magnum 

MISSION OBJECTIVES 

LEVEL-SPECIFIC ACHIEVEMENTS 

: ^ 
Kikowani Station: Complete Kikowani Station on 

Normal, Heroic, or Legendary 

NOTE F 0 P c u n n i " 9 
methods of 

completing these Achievements, 
consult the Appendices. 

KIKOWANI STATIOI 



Kikowani Station 

• Choke Point 1 : Kikowani Tramway 
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While Romeo continues his wheezing, ignore the right-side concourse 
and empty tramway, and head down the stairs, following Mickey's 
lead. You almost immediately run into a small group of Grunts 
[1A]. Switch to your Magnum, and tag their heads easily, or lob in 
a Grenade, which is less subtle but gets the job done. When the 
immediate threats have abated, drop onto the tramway line and 
head west, past the first stationary carriage [1B1. Look southwest to 
check out a plaza |1CJ and Phantom landing area with several Brutes 
and Jackals milling about. There are two optimal plans to try here. 

COBJECTIME ) 

This mission requires you to flick 
' on your VISR Enhanced Vision. It is 

advisable you keep this vision mode active for the entire 
mission, as flying in low light without being able to see the 
outlines of enemies is a grim proposition. 

Tactic: Up Close and Personal 

If you're confident of your circle-strafing abilities, load 
} up your Assault Rifle and continue along the tramway. 

" Turn left when you spot the sloped entrance to the 
plaza. Mickey provides covering fire while you either 

remain at the top of the ramp [for height superiority) or dash 
into the plaza [1C|. The plaza is dotted with Grunts, Jackals, 
and a couple nasty Brutes, and an Engineer is helping your 
foes maintain their shields. Optionally tag the Engineer from the 
dnninn entrance, then locate the Plasma Turret on the plaza 

,,u; use it to lay waste to all the Covenant forces you want. 
You need to cut a route west, toward the Phantom hovering on 

" ; lh t side, which Mickey runs toward. Any foes on the plaza's 
icib aide are optional targets. 

Tactic: A Long Way Away and Hidden 

in the plaza, which you need to continue your 
mission. Stop after the first tn 
check the Covenant weapon caches in this 

location. There are Plasma Pistols and, more importantly, 
Beam Rifles to take. Grab a Beam Rifle and begin to rapidly 
headshot all the Grunts; then tag the Jackals through the 
gap in their shields and headshot them. Deal with the Brutes 
next. If the Engineer floating about is causing you problems, 
fire a charged Plasma Pistol shot at it. If the shot hits, the 
Engineer explodes, removing all Covenant shields on the 
infantry below. Once you've defeated the majority of the plaza 
foes, sprint toward the Phantom on the right side. 

Mickey boards the vessel; your orders are to appro­
priate a Banshee; there are four of these parked on the 
upper plaza section. Board one of these craft immediately. 
As soon as you take to the skies, your objective updates. 

• Choke Point 2: Raised Platforms and Roadway 

Mickey swings his Phantom around to pick up Dutch and Romeo, and then 
slowly makes his way north in the Phantom. Although you can follow him and 

hantom, this isn't wise, as you must try and clear the northern 
is quickly as possible. For this to occur, there's only 

one real attack strategy: methodically cull the most threatening Covenant 
forces first, before the Phantom arrives and can help you mop up the 
remaining forces. 

ENTITIES ENCOUNTERED 

(X 
Grunts Jackals 
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side of this gigantic hangar, toward a closed hangar door. Ahead 
should be a Shade Turret. It isn't likely to be manned yet, allowing 
you to quickly destroy it, then strafe from left to right, blasting the 
Covenant infantry on this raised roadway [2AJ. Take out a second 
Shade Turret before turning east, flying down to the small "island" 
with three circular generators and two Shade Turrets guarding the 
roadway nearby. Take down these Shade Turrets, too. This should 
leave only the foes on the upper balconies overlooking the road. 
You can ascend and blast the Brutes here before quickly flying 
northwest, toward the hangar door I2CJ that is opening. 
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Qfo Maintain a low-level flight path. You don't 
-"' need to be much higher than the raised 

roadway. If you do this, the Covenant on the upper balconies 
can't effectively aim at your craft. 

The hangar door opens [2C], and two Banshees fly out. Behind 
them in the next area is a Watchtower. Ignore that for the moment, 
and make sure you're hovering to the side and slightly above the 
opening hangar door. That way, when the two Banshees fly out, they 
don't ram or shoot you, which can spell instant doom for your craft. 
Instead, angle yourself so you're firing accurate shots at their sides, 
and then follow one Banshee, blasting it out of the sky. Mickey and 
company usually deal with the other one. 

/OS You can simply leave the Banshees to fly 
V0 C A U T I O N . . " * -..._-.. ., u . , 
— around and investigate the area behind 

the open hangar door, although your points total (and pride) 
may suffer. 

Qfo Remember, your Banshee's Boost 
— capabilities are critical for maintaining an 

evasive (and constantly moving) posture. 

11 Before leaving this area, especially on higher diffi-
, ~r*|r~' 

<• culties, return your craft to the group of parked 
Banshees, and choose another, undamaged one. You should also collect a fully 
loaded Beam Rifle before continuing. 

• Choke Point 3: Engineer Hangar 

i \ 
ENTITIES ENCOUNTERED 

Head into the hallway [3A1 behind the hangar door and swing right (northeast), quickly blasting the foes off the Watchtower. 
Mickey is en route here as well, so expect a little additional firepower as you head northeast to the hallway's opposite end 
and the exit hangar door. There are a few Grunt infantry to easily strafe, as well as an Engineer that slowly floats up, near a 
Wraith that begins firing at you. You can circle-strafe around the Wraith, bombarding it with fire until it explodes, or ignore 
it and fly through the opening hangar door. The optimal plan is to speed toward and blast the Engineer, then deal with the 
Wraith. 



C A U T I O N 
You can 

also 
land and attack the Covenant 
on foot, but this causes you 
to waste time and leaves 
Mickey's Phantom to deal 
with Covenant incursions in 
the next giant hangar area. 
If you do drop to the ground, 
run outside the second 
hangar door to procure a 
new Banshee; there's one 
parked on either side of the 
door. 

Head into a second, giant hangar [3B], and catch up to Mickey's Phantom if you wish; 
they are bombarding an Engineer Housing Pod atop the largest tower in the middle of thfe. 
huge chamber. This is an easy target; your task is to avoid a head-on attack with up to 
five Banshees flying about this location, and engage them in a spot of dogfighting so they 
don't overwhelm the Phantom with your brethren aboard. Meanwhile, the Phantom fires on 
remaining clusters of Engineers, which you can target, too. However, as the 
aggressive, take care of them first. 

As soon as Mickey's Phantom has finished destroying the Engineer housing area, he 
requests your presence to open a hangar door on this chamber's northwest wall [3C]. The 
door hasn't opened and must be manually operated. Unless you're aiming for a phenom-

and secure an undamaged Banshee for yourself, before heading to the closed hangar door. 
Don't open the door yet if you require health; there's an Optican Kiosk to the left (west), on 
the pedestrian balcony you're on. Then return to the door, open it, and choose one of two 
options for clearing out the hallway behind the door with f nHJECTiul—1 
the enemy Phantom and Engineer Housing Pod [3D]. f KIKOWANI STATION open ail bl^^T] 

Can't find this pesky hangar door? Remember, 
you can use your HUD's Assistance capability to 

ascertain the exact location of the door switch. 

Tactic: The Dashing Banshee Tactic: Mickey's Got Your Back 

. jn't your concern, simply fly quickly into the 
hallway and turn right (southwest). Boost quickly toward the 
enemy Phantom, ignoring its Turret fire before turning right 
[northwest) and escaping out into the next gigantic area. 

Tactic: On-Foot Antics 

f the hallway on foot. You don't need to be cautious, as Mickey's 
Phantom executes Grunts for you. Instead of heading back to 
your Banshee, ignore it and keep to the left as you head down 

the hallway ramp, tagging Grunts as you go. Turn left (southwest), and avoid 
any incoming fire from the enemy Phantom at the Engineer Housing. Wait 
for it to depart, then launch an attack on the power coupling with Mickey. 
Next, hit the Ghost patrolling the exit area. You can snipe the Brute driver 

with additional help from Mickey 
J l is the safest way to maneuver 

through this second hallway 
structure. Head back to your Banshee, and 
stay close to the left (southwest) interior 
hallway wall as you strafe the running Grunt 
Mickey soon shows up, flying his Phantom 
f l nvn fn t-Kci K •"! Hi n i l / TH-irJ i i n i i r-mr-\ l-in-hl-i i-inc*i"r<r~i\ i 

the Engineer Housing together. Afterward, 
circle-strafe around the Ghost, or simply 
ignore it, as it can't follow you into this next 

A better plan is to secure one of the parked (and undamaged) Banshees, 
and finish the vehicle with Banshee fire before heading into the following 
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• Choke Point 4: Kikowani Towers 

ENTITIES ENCOUNTERED 

A 
MM 
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You enter an open-air area of the station complex with three separate Engineer Housing Pods [4A, 4B, 4C] that you must take 
care of; Mickey's Phantom is doing this job, and it's wise to help him out. There are a couple ways to ensure your attacks aren't 
doomed, prior to escaping this massive firefight zone. 

Tactic: Wrath of the Wraiths Tactic: Engineer Housing Demolition 

are no enemy Bans : to strike from the sky. With this in 

the balcony to your right (northeast) as you enter 
i, and another along the curved roadway on the 

opposite (northwest) side of this area, near the exit hangar 
door [4DJ. These Wraiths are notoriously difficult to damage, 
as you must have pinpoint accuracy in taking down the Brute 
drivers or must circle-strafe to hit the Wraiths from behind. 

For the first Wraith, you can disembark (ideally using the 
hangar door as cover) and then launch long-range attacks, 
sniping the Brutes to power down the Wraith. Or make a 

'—s charge and melee the Wraith by leaping on it. However, 
. usually ends in death by Fuel Rod Cannons, which are 

mounted on the Wraiths. After you defeat the first Wraith, help 
Mickey destroy the three Engineer Housing Pods, which are 
easily taken out. Park on the buildings that have undamaged 
Banshees; take one if you need it. Then continue toward the 
northwest Wraith on the road, circling around it and peppering 
it with accurate gunfire until it explodes. By this time, Mickey 
and the team should have cleared the Covenant infantry on the 
lalconies to the left (southwest) and right (northeast). 

main targets, and he eventually takes them all 
in help him destroy them in order, as 

shown on the map. If you help, you can escape 
this zone much more quickly, which is excellent if you're 
choosing to ignore the incoming Wraith fire. Basically, the 
projectile green bolts of Fuel Rod Cannons, plus the sniping 
and attacks from the balconies, should be avoided at all 
costs. You can easily see the arcing Fuel Rod shots and can 
Boost past or strafe around them. Stay low to avoid balcony 
fire. Then optionally help Mickey take down the Wraith on the 
roadway. 

Your squadmates request your presence along the 
northwest wall of this zone J4D]. The hangar door is shut 
completely, and the door cannot fully open. This means you 
must use either of the pedestrian doorways and investigate 
the hallway beyond to locate a method of opening the main 
hangar door properly. Enter this area when you're prepared 
for a frantic fight. 

-* _._ ' On higher difficulties, you may wish to re t reat back to 
secure previous Health Packs, or land on the balconies 

where the Covenant infantry were sniping at you and pick up any of their dropped 
weapons for the upcoming hallway combat. This isn't imperative, as there's ordnance and 
health in there, too. 
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• Choke Point 5: Chieftain's Halfway 

ENTITIES ENCOUNTERED 

Tactic: Ruthless Aggression 

stead, back down the steps I5B], forcing Brutes do' 
om, When you 
area [5A], lob 
jrret is rendered 

Grenades up. Watch them damage Brutes even if tl 
attempt to dodge. Move into the central area J5AJ, in a Grenade so the Plasma Turret is rendered attempt to dodge. Move into the central area [5A], quickl 

inoperable, and the set of batteries explode in a writhing ball grabbing health from an Optican Kiosk on your right if 
of plasma. This should take out some of the Brutes, Jackals, necessary. You now have Brute Stalkers and the Chieftain 
and Grunts. Wade in, lobbing Grenades and use a Plasma [5CJ to deal with, and all are likely to be using overshields 
Pistol or Rifle; (grabbed from a Brute's corpse) to reduce thanks to the Engineer. If the Engineer is dead, attack thei 
the Stalker E3rut.es' shields. If you can charge a Plasma where they stand. If the Engineer is still floating about, bai 

30 and the lowe 
ssiDie oecause you II need to wade "te concrete entrance. Circle around this area, continuously 

c in moving and firing, grabbing dropped weapons if you need 
a good choice to whittle down 

shields, followed by Grenades or Brute Shots. 

Don't forget there's a Plasma Turret in the central area, as well as another 
T I P 

Covenant crate with a Fuel Rod Cannon in it. Grab either of these, and laying 
waste to the Engineer or Brute Chieftain becomes a little easier. 

Tactic: Measured Mayhem 

It is simply too dangerous to wade into the 
courtyard at higher difficulty levels, so you need a 

isured approach. This involves remaining 

ir the entrance, then 
line up a shot to explode several Plasma Barricades and 
perform headshots on the Brutes you can see. Remain where 

you are, with the understanding that foes are likely to swarr 
you by heading down the stairs and around the right side of 
the courtyard. Keep up your 

my headshots as possible. When foes b 
back them up with C 
about to be overrun, sprint into the controller's room, when 
you'll be somewhat safe if you c [=i=j»»r 

http://E3rut.es'
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the Brute Chieftain, removing their shields hpfnre finishinn 
them with a Beam Rifle headshot and ( 
only one or two Brutes remain, you can sprint to this hi.,,. 
center, grabbing a Fuel Rod Cannon, health, or the Plasma 
Turret, and dealing final blows to your foes, including that 
troublesome Engineer. 

•~ip moving forward. Head left out of t 
,, „ake your first right to find it. 

Pick up the Fuel Rod Cannon and 
"TIF3 

Gravity Hammer before continuing; you 
may need these fearsome weapons when you engage the final 
main obstacle in this mission. 

• Choke Point 6: Scarab Sentry 

Tactic: Immobilization Tactic: Doing the Legwork Yourself 

• — 

Wf^i 
- f *& k 



• Mombasa Street 

•Mission 0 7 : M o m b a s a S t r e e t s 
ROOKIE • After midnight • Occupied city center 
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SMALL BALCONY 

DATA STREAM 

New Mombasa VISR Target Acquisition Mode Ratio: 95 percent 

PREFERRED WEAPONS PAR SCORE 

MISSION OBJECTIVES 

COMM DATA STREAM 

After "Mission 0 1 : Prepare to Drop": Hidden COMM 
Data—7 (Total: 7 / 3 0 ] * 

After completing any three missions complete: Hidden 
COMM Data—13 [Total: 2 0 / 3 0 ] * 

After completing any four missions: Hidden COMM Data—9 
(Total: 2 9 / 3 0 ] * 

After 4 of 7 COMM Data Found: Supply Cache Set 1 Opens 
[Total: 1 /3 Sets]** 

After 8 of 20 COMM Data Found: Supply Cache Set 2 
Opens (Total: 2 / 3 Sets)** 

"COMM Data Terminals are available only during Rookie missioi 

After 16 of 29 COMM Data Found: Supply Cache Set 3 
Opens (Total: 3 / 3 Sets)** 

Total Caches Available: 7 / 7 * * 

Set 1 Cache Contents: Sniper Rifle [2], Sniper Ammo (2), 
Magnum (4), Silenced SMG (4), Frag Grenade [4] 

Set 2 Cache Contents: Magnum (4), Silenced SMG [4], Frag 
Grenade (4), Mongoose (2) 

Set 3 Cache Contents: Rocket Launcher (2), Rocket 
Launcher Ammo (2), Magnum (4), Silenced SMG (4), Frag 
Grenade [4] 

;e terminals have been deemed "supersecret" and cannot be shown on the Mombasa Streets map. 

ninals you have found between 0 and 7 caches are now available and appear on your in-qame map. 
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. , II.II.IMI_ This mission takes 
N O T E 

place entirely within 
District 0, at the far northern edge of New 
Mombasa. All accessible districts of New 
Mombasa (Districts 0, 3, 4, 5, 6, 8, 9, and 
10) are available to search through. The 
following walkthrough details the quickest 
path to the underground entrance. 

. . ._.___. This walkthrough assumes you ve collected 
clues in chronological order. If you haven't, 

the underground entrance to "Mission 08: Data Hive" will be about 
one block away from where you picked up your last clue, regardless 
of which district you are in: There are multiple elevator shafts that 
lead to Mission 08's starting point of Sublevel 7. For the locations 
of the five other underground entrances, consult the "Tour of 
Mombasa Streets" section at the end of this walkthrough. 

OBJECTIVE 

earch for Captain Dai 

Choke Point 1 : Kikowani Bus Terminal and Plaza 

You appear at the bus terminal streets [1A1, where you last found evidence of your squadmatei 
xpect a few Grunts; they shouldn't cause you any trouble. Return to the Mongoose you used 

to get here (if you opened up a Cache earlier in your expedition, and used one for swift access 

ENTITIES ENCOUNTERED 

through the city streets], and drive to the ramped road heading southeast, into a small plaza 
littered with debris. There's a dead Marine near two Health Packs, some empty buses, and twc 
fearsome Hunters [ IB] ! Use your speed and the Mongoose to get some distance between you 

nd these beasts, optionally checking an open building to the southeast; inside are some steps 
nd a small balcony allowing views across the plaza. Opt for sniping from here, or use the usua 
round near their lumbering forms. Or, you can flee the area, although this isn't a wise plan; th 
nough to secure without Hunters rampaging up from behind! 

Grunts Hunters 

;ics on the 

• Choke Point 2: Brutal Plaza 

N O T E This next section 
is unfortunately 

covered on your in-game NAV map. It is a 
well-guarded entrance to an Underground 
Hive. 

It might be wise to 
T IP" a 

access a weapons 
cache; there's one in this district if you've 
accessed enough COMM Terminals: You 
need a sizable arsenal for this choke point. 

ENTITIES ENCOUNTERED 

Brutes 
Jump Par;k 

Brutes 
Brute 

Chieftain'' 

Drive your Mongoose to the sloping road heading northeast I2AJ, away from Choke P 
the U-shaped road to the bus roundabout area [2B], which is usually empty of foes. The roundabout gives you a height 

I road compared to [2A1, which has a road you must ascend. Take the exit road 
to the northwest. From either of these locations, you reach a small plaza area [2CJ with around six Brutes waiting to 
demolish you. To add to the problems, there's also a Fuel Rod Cannon-wielding Brute Chieftain! Try one of the two following 

http://ii.ii.imi_


Tactic: War of Attrit ion 

Wading in with your guns blazing or attempting to 
drive into the Brutes on your Mongoose almost 
always results in an embarrassingly messy death 
for you. Therefore, it is wise to approach this 

heavily defended area with extreme caution. From either 
"ccess street, concentrate on dropping the Jump-Pack 

~", lobbing in Sticky Grenades before they take flight, 
•*"m down with a quick sidestepped headshot, and 

men quicKiy returning to cover (such as overturned vehicles or 
the corners of buildings). 

Jrute comes to investigate whether you're dead or 
not, quickly prove you're very much alive, and grab the Brute's 
weapon if you're low on your own ordnance. Keep this up until 
you've slain all the Brutes. Then concentrate on the Chieftain; 
he loves to dodge your thrown Grenades, but he's susceptible 
to Plasma Rifle fire that whittles down his shields. Grab Rifles 
from slain Brutes, and take extra care to avoid that Fuel 
Rod Cannon's blasts! Keep a concrete planter between you 
and the Chieftain, and strafe around it, lobbing in Brute Shot 
Grenades or Plasma fire, or tag his head with a Carbine or 
Magnum. If you're wounded, quickly retreat to cover; the foe 
usually doesn't follow you. There's an Optican Kiosk back at 
Choke Point 1 (the entrance to the road leading southwest, 
away from the plaza). 
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Tactic: Battle Omission 

Fiqhtinq Brutes that are both excitable and led 

close to the southwest wall and search for the 
glass door just to the right of a long, yellow-illuminated panel 
rhis is the entrance to the Underground Hive, and scramblir 

. J avoids combat with the Brutes entirely. Sacrificing 
3ry for cunning can be a worthwhile strategy. Now enter 

t ie elevator shaft and explore Sublevel 07. 

Although you can return to 
Mombasa Streets to fully explore 

this location after you've completed each level, if you 
are searching for COMM Terminal information, be sure 
you've found 29 of the 3 0 entries before you enter the 
elevator shaft so you can fully access the Data Hive's 
hidden secret. 
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• M i s s i o n O S : D a t a H i v e 
ROOKIE • After Midnight • Superintendent Data Center 

After a thorough inspection of the New Mombasa Streets, you finally locate the Superintendent Data Center and descend to 
Sublevel 7. Working your way through the corridors, you soon reach a series of octagonal chambers known as data stacks. 
You can activate one of these stacks, allowing you and your new police buddy down to Sublevel 8. Investigate this area and 
locate the data stacks to gain entrance to Sublevel 9, where the temperature drops, but the enemies become much more 
ferocious. Heat them up with a Flamethrower, then rendezvous with Dare, who leads you through the Data Hive, now home to 
swarms of Drones. Battle through to the Data Center, then escort Vergil back to the surface. 

ve and Vergil Location Poi /////////////////////////////////////////////////////////////////////, 
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DATA STREAM 

Data Hive VISR Target Acguisition Mode Ratio: 95 percent 

After "Mission 07: Kikowani Station": Hidden COMM Data—1 (Total: 3 0 / 3 0 ) * 
'This terminal is only accessible after you have located the previous 29 in New Mombasa Street: 

PREFERRED WEAPONS 

% 

i _^jsrr^l 

Gravity Hammer 

PAR SCORE 

LEVEL-SPECIFIC ACHIEVEMENTS 

qht Mission: Chasm Ten." 

I Like Fire: Kilt 10 enemies wil 
Flamethrower on Data Hiv 

Audiophile: Find all Audio 
with another C 

MISSION OBJECTIVES 

• Choke Point 1 : Sublevel 7 Corridors 

ENTITIES ENCOUNTERED 

\ _ I n 
(gjl 

to locate and meet up with Dare on Sublevel 9. Descending two 

wL 
I^^BII 

storage rooms with access to lower-level locations, 
you can look for weaponry (such as a Shotgun or a Plasma Pistol) before 
heading northeast, through the sliding doors to a sloping corridor [1AJ. 

""'s evidence of a recent battle between Grunts and Marines, and more 
uns are available. Turn the corner, heading southeast; continue down 

the corridor toward a Grunt you can melee from 
behind, then turn right (southwest) again. This , (, OBJECTIVE ) 
leads to a corridor full of Grunts { IB] . I DA 

with headshots from the Magnum; snip 
'istol to back up your Magnum 

By far the best way to deal with these Grunts is to bring out your 
Silenced SMG or Magnum that you began this mission with. If you're 
playing this mission for the first time and have weapons from the previous 
mission, use a ranged weapon. A mixture of headshots and quick bursts 
of SMG fire on panicked Grunts does the trick. Use the data processors 
(large computer units in this corridor section); 

cover. You'll reach a dead end if you continue forward, so turn southeast, 
r„ and choose any of the three side doors. They lead down to a subsequent 

_J corridor [1C] that looks similar to the one where you fought the Grunts. 
This corridor has both Grunts and Jackals to take out; take them down 

snipe from cover. Head northeast down this corridor, passing the Needier, and take a 
ium if you wish. 

The corridor turns to the right (southeast) and slopes down. Be ready to headshot more Grunts, charging in to melee them 
when there's only one or two left. The corridor turns right (southwest) again, sloping down to a center terminal and a doorway 
ahead [ ID] , There are likely to be Grunts trotting out of here; shoot them in the head, and tool up with any ammo or Grenades 
you find on their corpses. Enter the narrow passage the Grunts were guarding, stepping into the first in a 
series of octagonal stack-shaft chambers. i— 

iHaena LHSSrjl 
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• Choke Point 2: Sublevel 7 Stack-Shaft Chambers 

CUM 

MlM!'"' 

' j l 

'•pPf • ~ 

d 

, , -

A 
. 1 

|i 

J £ 

. 

""*"*? 

Step into the first stack- EHTITIES EHCOUHTEREP 
shaft chamber, and make f l 

a quick inspection. There ( f c t %f\ I I C \ ! 
is an unusable computer ( y \ 
terminal in the central Gmnts I I jackals I I Brutes I H * ! 
;haft, and the sockets ' ' ' ' ' ' '— 

around the perimeter are designed to hold Health Packs (but these are 
empty). Remember this for later. Head down the connecting passage to the 
next shaft chamber [2A], where a Brute and a group of Jackals accosts 
you. You should have saved your Grenades up until this point, as tackling the 
Brutes in these chambers involves either or both of the following tactics. 

nnn 
\\3 
Brutes 

£\~\ 

Police 
Officer 

im 

Tactic: Guns for Show, Plasma for a Pro 

Although the shotgun makes a pleasing spray of damage, a more 
proficient way of removing armor from any of the Brutes in this 

J series of corridors is to step in brandishing the Plasma Pistol, 
charging a shot so you can release it just before the Brute takes 

vasive action. The bolt knocks the Brutes' shields down. Then finish them 
with a headshot from your other weapon (ideally your Magnum) or with thrown 
Grenades. Employ headshots or Grenades (or both) on the two other enemy 
types in this series of rooms: Grunts and Jackals. 

Tactic: Fusion Coils for a Killing Blow 

This tactic is a little more dangerous if you're too close to the ensuing 
explosion, but be mindful of the fusion coils that are lying around these 
chambers; shoot at them instead of the enemies as your foes close 
in and are close to the coils. The coil explodes, severely damaging or 

killing multiple enemies in the process. 

There is a group of Jackals with a Brute bodyguard [2A], and there is a group of 
Grunts with a Brute I2B] in this quartet of stack shafts. After you've neutralized all 
foes, move to the last shaft chamber [2C] to the northeast, and rendezvous with 
a highly agitated New Mombasa police officer. Before continuing, you may scour 
the previous chambers for Shotguns, Plasma Pistols, Plasma Rifles, and Needlers. 
The shaft with the police officer has a Health Pack on one of the walls. The officer 
is having difficulty raising the stack in this room, but you have the necessary 
expertise. Locate the Data Stack Terminal [2D] on the central structure in this 
room, and raise the stack. Then prepare to repel a Drone attack {2D]I 

Tactic: Raining Spiky Death 

TiT*£lfi=Tr* is|5iM>i iTiMkRTiT< 

As soon as you open the data stack, have a Sticky Grenade chosen 
i menu, and then throw the Grenade at the 

. The Grenade's spikes then rain 
down on the Drones ascending from the floor below, killing them all 

;imed the throw right and positioned the Grenade correctly. Use this 
3 on all future stacks for immediate and safe Drone disposal. 

Tactic: Manually Acquiring Targets 

y swarm of Drones the old-fashioned way: by manually targeting and 
defeating them. Use any and all cover, such as the wall alcoves or 
central pillars, and then pop out for a well-aimed headshot or burst of 

Rifle fire, and return to cover. You can even retreat to previous stack chambers if 
you're part-ODST, part-coward. 

When you've minimized the Drone threat, or as soon as the data stack is released 
"' S. The police officer will follow 

you. The Drones follow you, too, so it's better to deal with them on this sublevel. 

Your police 
escort is a battle-

hardened sort and does not yield to 
the Covenant. You can use this to 
your advantage, leaving the officer in 
a chamber that you're having difficulty 
with and letting him conquer your foes. 
Only your points and pride suffer. 

C A U T I O N 
If you require more 
of a challenge, 

make sure the Catch Skull is active. 
This makes the narrow corridors of the 
Data Hive much more difficult, as there 
is little room to dodge any incoming 
Grenades thrown by the Covenant. 



• Choke Point 3: Sublevel 8 Dark Corridor 
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ENTITIES ENCOUNTERED 
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Tactic; Optimal Equipment 

'admq throuah this corr lossible on areater 

a weapon for the Carbine. Stay at the corridor entrance or edge forward 
to the server units on either side of the corridor, remaining near the walls and slowly 
progressing, sniping foes expertly in the head. When you reach Brute Stalkers, bring 

,es with your 

There's no 
T IP" J .. 

need to 
worry about your new friend; 
the police officer can simply 
work as an entity to draw your 
opponents' fire away from 
you. Concentrate on your own 

• Choke Point 4: Sublevel 8 Stack-Shaft Chambers 

I 

i/el 9, either before 

Check the Plasma Pistols and Needlers they DmnG5 Jacka|S Brutes 
drop if you wish; there's also a Health Pack ' ' ' ' ' 
on one of the alcove walls. Head southwest, where you and your police 
officer colleague can make short work of the Jackals roaming the room. 
The third chamber is empty save for a Health I 

ing up toward you from the corridor to the southeast [4AJ. In this 
corridor and the stack room beyond [4B], expect close combat with I 

s so thev stick to these Brutes, especially when they are in the narrow corridors, makes takedowns 
ime Grenades, you can lob other Grenade types down the corridors, or use vour USUE 

3 you progress to the final stack chamber on this sublevel [ . . 
. .5acks, and then trigger the console to raise the data stack. Drop down into r_, 

or after you coax a group of Drones up from below. Dare has to be around here 

Superintendent Data Center • ROOKIE 
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Tactic: Throw and Blow 

Navigating this area with a partner means making 
critical decisions that don't involve burning your 
friend to death. As the corridors are narrow and 
dangerous, make sure one of you loads up with 

Grenades during Choke Point 2. Have your Grenade carrier 
prime their favored Grenades and lob them at enemies 
coming at you both through the corridors. The other player 
can stand to the side, with a good view of the corridor, and 
finish off any foes "lucky" enough to survive the Grenade blast. 

~ N a T . e Throughout Choke Points 2, 3, and 
4, there are Carbines, Shotguns, 

IMeedlers, Maulers, Plasma Pistols, Brute Shots, and 
Plasma Rifles to pick up. 

k Once you jump down the stack 
T I C 3 

shaft, the police officer remains 
on Sublevel 8. Well, until his screams subside; then you 
suppose he's "resting." If, however, you've collected 29 
COMM Terminal data entries, the officer jumps down 
with you. It is up to you at this point to work out why! 

Whoa, there! Before you drop 
"TIF3 

— down to Sublevel 9 , inspect your 
weaponry. There's a whole clan of Brutes waiting to rip 
you apart, and the correct (and fully loaded) weaponry 
is a key requirement. You should also be at full health 
before dropping down the stack hole. 

• Choke Point 5: Sublevel 9—Cold Storage Brutes 
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ENTITIES ENCOUNTERED 

Drones Grunts 

As the corridors begin to crystallize with ice p 
stack shaft if you haven't already, and note the Health 
to return here to take it during the subsequent Brute battle. Head out the corridor, going southea: 
down the sloping hall [5A] to a small group of Grunts and an armored Brute. From this point, there are a few ways to emerge 
victorious from the battle with the incoming Brutes. 

Tactic: Shields Down, Head Off 

The preferred way to tackle all the Brutes in this corner corridor choke point [5B] is to arm yourself with the 
preferred weapon combination for this encounter: pair up a Plasma Pistol with a Magnum or a Carbine. Tag the 
Grunts in the head with the Carbine, then use a charged Plasma Pistol shot to remove the Brute's shields before 
switching back again to the Carbine or Magnum to finish the Brute with a headshot. Do all of this before you ac 

turn the corner, and then slowly edge around the corner, coaxing as few Brutes into combat with you as possible. Repeat this 
ting to the cover of the pillars, side servers, or sloping ground while you charge your Plasma Pistol. 



Tactic: Charge Down, Head in 

If you've mistakenly arrived at this section of 
corridor without the proper weapon combo, 
your available arsenal will hav/o t-n rin w™.in. 

other weapon (such ™ 
but conserve ammuruuun uy i 
stripping Brute shields. Grens 
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Tactic: Watch Out, Chieftain Here! 

it! The takedown tactics here depend on you 
sma Pistol/Carbine combination is 

. jround this fearsome foe 
lis corridor section [5CJ as cover. 

I the serve 

Weed Health Packs? They 
"TIP 

appear periodically on the 
walls of this corridor (especially the far end near 
the Flamethrower), and on the central platform 

P near Choke Point 5A. Brutes also drop Spikers 
and Brute Shots, so take these if you need them. 

Tactic: Chieftain Down, Flame On Tactic: A Little Help Here? 

only to return sn 
slips by him and 
j finish off the 

out in no time 

• Choke Point 6: Sublevel 9—Captain Dare Rendezvous 

ENTITIES ENCOUNTERED 
— * D — rfta • T B caff* 
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Brutes 

9g5 *i 

tea 

Capta-n 

The I Like Fire Achievement (killing 10 enemies with the Flame­
thrower on Data Hive) is now available. This is the only oppor-

.———| tunity to claim it, as this is the only available Flamethrower. Make sure 
\ the next ten enemies you defeat burn to death; complete this Achievement 

\ > - ' immediately in the enclosed corridors, where foes are easy and near enough 
to hit. 
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s soon as you clear Choke Point 5, return to the corridor in 
i/hich you faced the Brutes, and collect any and all weapons 

you want. Be sure to take the Flamethrower if you want the 
Achievement, or take the Plasma Turret the Brute Chieftain was 

*- the I Like Fire Achievement 
u ii uuyi IUUU u us ui IUKB pun m ui up the empty Flamethrower, 
then return for the Plasma Turret), and head down the sloping 
corridor to the southeast. There are dead Drones scattered 

walls for cover. Another rennrnmenrleri nlan is tn instead i ISP 
the Carh'np n n P" ^ * thp 

the Covenant any way you want in this reasonably enclosed 
space. Afterward, optionally pick up the Plasma Turret, and 
walk southwest to a connecting corridor. At the end of this 
well-lit corridor is a locked door. Knock on it, and Dare lets 
you through {SB]. Your objective updates. 

through the doors, around another bend, and through two mon 
doors, into a darkened corridor section (6AJ. 

This area has Drones, Jackals, and a Brute or two to drop. 
Your optimal tactic is to engulf them all in flame, and complete 
the Achievement while using the server structures and glass 

For extra points, you can turn on the Tilt and Mythic Skulls; 
Choke Paints 5 and 6 aren't really affected, as long as you 
always have the Plasma Pistol for troublesome shield removal. 

• Choke Point 7: Sublevei 9—Lower Hallways 

A Few Words About a Woman 
of Few Words: Captain Dare /////////////////;////// 

Dare meets you carrying a Magnum, 
which is an excellent weapon when you 
wield it, but Dare's strengths lie in her 
using either the Carbine or (better yet) I 
the Beam Rifle. Stumble upon either 
armament, and give it to her [or use it 
yourself). She drops Drones amazingly 
well with her new long-range ordnance. 

Let Dare attract the enemies' at­
tention. She doesn't die from enemy 
fire, allowing you to let her soak up the 

damage in many, but not all, 
situations. However, this 
comes at the expense of 

1 both points and profes­
sional pride. 

ENTITIES ENCOUNTERED After meeting Dare, follow her through 
the winding narrow passage and into a 
dark, wider corridor. Turn southeast and 
head down a sloping path 17AJ, where a 
group of Grunts and a Brute are no mate 

along by the wall servers, using them as tp1; 
cover and attempting headshots on th< 
Grunts and Brutes if any remain. Round I V^ ; 
the corner, and face several Drones, Brutes I I Drones I 
Grunts, and a Brute. Again, the Carbine is ' ' ' ' 

ly useful for one-shot kills. 

At this point, it is worth breaking convention and arming yourself with 
a Brute Shot [or Needier if you haven't acguired that Achievement yet], 
which is a no-nonsense foe-disposal device that works well on this slope. 
There's also Magnums, Plasma Pistols, Plasma Rifles, Carbines, Brute 
Shots, Spikers, and Needlers s c r " 
foes along this sloping path, pausing at any micioii 
a Health Pack. When you reach the Jackals and the Brutes down this 
corridor [7B], and finally some Drones, employ any of the previous 
tactics. Soon afterward, Dare leads you past some Health Packs to an 
airlift down to the Drone Hive. 

I i A good way for you to easily 
j dispatch Brutes along this 

stretch of corridor is to let Dare go on ahead and attract the 
attention of a Brute; then sidle up and assassinate (melee attack 
from behind) it when it has its back to you. 

- «• 



Drop down the hole and continue southwest, through the narrow corridor hatch doors and out into a wider corridor. After 
passing four Health Packs, choose the Brute Shot from the Covenant crate and methodically destroy the Jackals and Grunts 
you see near or behind the cover. As you progress along this curved corridor I7C], continue to pummel Brutes with the Shot. 
You don't need to save the ammunition; let it rip! Soon afterward, you'll reach an opening to the east, leading into the Data Hive 
itself. There are four more Health Packs on the doorway here; return to these if combat goes awry in Choke Point 8. Stop and 
swap out your weaponry. 

• Choke Point 8: Data Hive 

ffl* The biggest threat is being 
--' surrounded by Drones while 

advancing through this area. A slow methodical 
approach is key. 

ENTITY 
ENCOUNTERED 

E3M 
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"*"| N a T E This section of the map is also Drones I 
"Firefight Mission: Chasm Ten," ' ' 

which unlocks once you finish this mission on any 
difficulty level. 

t into the Data Hive, grabbing a Plasma Pistol and a Beam Rifle from 
the nearby Covenant crates I8A]; these are by far the best weapons to 
utilize here. Stop Dare and hand her a Beam Rifle if you haven't already. It 
helps if she can use this to tag the incoming Drones, as she's an impressive 
shot, and the attacks are one-hit kills. Follow Dare up the ramp to the 
southeast (the remainder of this lower level has little to take except a couple 
Carbines). Quicken the pace and keep up with Dare as she reaches an 
elevator, and activate it to ride to the upper walkways. Follow Dare out onto 
the catwalks. As soon as she nears the center of the catwalk [8B], you are 
flooded with Drones from a massive hive they've built inside this Data Center! 
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Tactic: Bugger Off 

with your culling. Don't wait around for your friend to begin 
firing; train your Beam Rifle on the hive holes the Drones 

begin streaming out of. When the Drones are clustered together as they 
leave their holes, let rip with your ranged weapon, and stay at a distance 

' no need to follow Dare; 

iq the hive for further 
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The Drones appear from the giant, 
-^ir"i 

pendulous hives hanging from the 
chamber's ceiling. There's more than one, so look for these 
growths when aiming at Drones yet to appear. 

Of course, you could simply 
/, C A U T I O N _ , _. " , 

• - flee through here once you ve 
memorized the path, but this cowardly act only 
works on lower difficulties. 

Follow Dare around to the northwest, to a Covenant crate with Carbines in it; these provide additional ammunition you may 
need if you're running low on Beam Rifle shots. Turn right (northeast), avoiding dropping down to the floor below, and stay 
on the catwalk, tagging more Drones as they appear from another Hive [8CJ; then continue north to the exit door that lies 
between and behind two large hives [8D], where the most ferocious fighting occurs. Remember, you can retreat to claim more 
ammunition for your Carbine or Beam Rifle. Stay at a distance, although Drones drop Plasma Rifles and Needlers, and there 
are more crates with Plasma Pistols. Your weapons of choice are the Carbine and Beam Rifle. Exit ( OBJECTIVE ) 
into the narrow corridor, and your objective updates. Follow Dare and drop down another shaft. f n*™ uw 

• Choke Point 9: Data Center (Entrance) 

Dare lives up to her name as you exit into a 
large underground chamber [9A]. She drops 
down in front (northwest) of you, racing toward 
the nearest threat: two Brute Captains [9BJ 
and a Chieftain armed with a frightening Gravity 
Hammer [9C]. Survey your tactics below. 

Tactic: A Brutal Shot 

ENTITIES ENCOUNTERED 

c\ ^p 
Brutes 
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While Dare makes a decision to tactically hide, turn right 
(northeast] from your balcony and drop down. Turn right 
(southeast) again, and secure a Beam Rifle and Brute Shot 
from the Covenant crates in the dead-end corridor here. Then 

spin around and advance on the trio of Brutes. Throw caution to the wind 
and advance up the right side of the sloping platform toward the door the 
three Brutes are guarding. Lob in a Grenade (Sticky or otherwise) of your 

the Grenade falls right in the middle of the trio, ripping shields apart. 
The Brutes shouldn't have time to react, though. You should have almost 
depleted your Brute Shot's ammunition, laying multiple slugs into the 
Chieftain. Then finish off the Brute stragglers with more Brute Shots. This 
is simple, violent, and your enemies don't usually even get a shot off 

Tactic: A Sniper's Lot 

There's no need to drop down and have the Brutes on tht 
same level as you, especially if you've enough ammunition in 

J your Carbine or Beam Rifle. Instead, stay on the balcony and 
carefully aim at the enemies with zoomed-in targeting before 

beginning a series of sniped headshots. If the Brutes are pummeling your 
balcony, simply step back out of danger. 

Tactic: Giving It Everything You've Got Tactic: A Multiplayer Plot 

The ground floor is wide enough for you to dodge 
most of the Hammer Chieftain's swipes. If you're 
not careful, you'll fly off the sides into the water 
below after a hammer strike. As the Chieftain's 

bodyguards are armed only with Spikers, these aren't as 
much of a threat. Using a Carbine or Beam Rifle, head to the 
Chieftain, and lure him into single combat. When he charges, 
use a Carbine, a Beam Rifle, or a Plasma Pistol to remove 

dodge his lunges. When the invulnerability web, t 
Chieftain in the head. Then pick up his Hammer and bludgeor 
the remaininq foes to death with it. 

Approach this area with a similar plan to the 
one executed when you encountered the Plasma 
Turret-wielding Chieftain early in this mission: One 
player maneuvers slightly ahead of the team and 

draws the Brutes' fire. The remaining team should stay back, 
draining Brutes with charged Plasma Pistol shots or sniping 
at them with the Carbine. 

Once the Brute threats are nullified, head northwest, 
through the door the Brutes were guarding, and through 
a narrow corridor and into the Data Center itself. The 
rendezvous with the Superin- f OBJECTIVE ) 
tendent occurs here. ( - „ . U.L c. ,..,* . 7. 1 



• Data Hive • 

• Choke Point 10: Data Center (Escape) 

With Vergil and Dare behind you, take point and retrace your steps back to the slopir 
platform Data Center entrance, where a trio of Jump-Pack Brutes [10A] land and 
attempt to slaughter the Engineer. Get rid of them with swift, well-timed bludgeoni 
your Gravity Hammer. Prepare for further combat as two Phantoms drop off Covenat 
squads on each side of the platform; there are Grunts, Jackals, and a couple of 
Brutes [10B] Introduce them all to your Hammer. If you're quick enough, you can 
slaughter them all at the Phantom's drop-off point, although you will need to watch fo 
the Phantom's turret fire, which can really rip through your Stamina. When you have 
fewer enemies to take down, switch to your Beam Rifle and plug their heads. 

ENTITIES ENCOUNTERED 

/ \ 
o f t 

'-'Vergil the 
Superintendent 

fM\ 

I \ 

Jump-Pack 
Brutes 

f f W j 

( \ 

Brutes 

* ~ik 
C A U T I O N 

Pay attention to the Engineer! He 
is of paramount importance, and 

unlike Dare, he can die. Prevent this by killing first any 
enemy firing at the Engineer. 

Tactic: On Point 

j _ •••!/ 

••••"•• :aj} *gfi fHw^t rx 
& 1 V. 

Buck finally makes an appearance, so move to the exit 
door he's just created, and head southwest down it. Make 
sure you're the first one to drop down the shaft; you don't 
want the Engineer to head down there before you, as there 
are sleeping Drones on the dark corridor's ceiling ahead 
[northeast] of you [10C] You can handle these in one of four 
ways [listed in order of preference]: 

1. Take a weapon and as 
attack each one. 

sinate them; jump up and melee 

2. Bring out your Brute Shot and blast clusters of them, 
continuing the bombardment until all are dead. Rapid 
fire and accurate shelling yields quick Drone deaths in 
seconds. 

3. Run up and bludgeon them with your Gravity Hammer; this 
wakes them up earlier. 

4. You can leave the Drones undisturbed, and slip past 
without engaging them at all. 

/7#. When using the Hammer, don't 
V£) C A U T I O N . J*. , 
mm' confuse bludgeoning [your main 

attack) with a melee attack; the melee attack doesn't 
take up any power and can be used with any weapon. 

i n n • 

You can take Health Packs at the end of this corridor. 
Now wait for the Engineer to open the locked side door (to 
the southeast). Head through first, waiting for your crew to 
appear behind you, then head southwest, to a second door 
that the Engineer must open. Once through there, quicken 
your pace as you reach a corner [10DJ with more sleeping 
Drones. Perform executions using any of the previous three 
tactics, securing the area before the Engineer arrives. Then 
follow the corridor to the exterior elevator. 

»','.l,r',IJl = i»,» iaH| 
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• M i s s i o n 0 9 : C o a s t a l H i g h w a y 
ROOKIE • New Mombasa Streets • After Data Hive Extraction 

With the Superintendent's data now safe in Dare's new floating friend, the time has come to rendezvous with the rest 
of your team and flee New Mombasa as the Covenant's overwhelming presence decimates this conurbation. Fleeing out 
onto the city streets, you must clear a path for Dare and the Engineer, locating an elevator that takes you to the city's 
coastal highway. After obtaining appropriate transportation, you have to drive more than 12 exits along the highway, 
nullifying threats to Dare's Olifant before holding up at the Uplift Reserve entrance. There, you must fend off final waves 
of the Covenant's shock troops before the rest of the team finally locat"" 
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LEVEL-SPECIFIC ACHIEVEMENTS 

L^ f f c ' Coastal Highway: Complete this mission to unlock 

Campaign Complete [Normal): Complete t 
Normal, Heroic, or Legs 

p ^ ? Campaign Complete (Heroic): Complete the 

MISSION OBJECTIVES 



Coastal Highway 

• Choke Point 1 : Watchtower Courtyard 

As the Engineer continues to bath you in semiprotective shielding when you're close to the 
creature, exit the Data Hive structure and head out onto the New Mombasa Streets, turning left 
and heading east, toward the building marked with the " 1 . " Other streets are sealed by energy 
walls. Pass by sandbags on your left, pausing to claim any equipment you deem useful [there's a 
Shotgun, three Silenced SMGs, four Frag Grenades, and two Health Packs here), or return here 
if you need these items before you exit the city. Ahead (northeast) of you is 8 wrecked truck and a 
heavily defended courtyard with a Watchtower manned by Grunts with Plasma Turrets. Precision 
planning is called for. 

( OBJECTIVE ) 
I COASTAL HIGHWAY Find elevator to h i g h w a y ! 

ENTITIES ENCOUNTERED 

Jackals 

i 

Brutes 

Tactic: Sniping Support 

The safest, most proficient use of your skills 
involves turning left [northwest) just before you 

v reach the ruined truck and stepping into the 
covered corridor that also leads to the courtyard 

and has a door you can enter. There are yet more items 
just right of the door (a Shotgun, three Assault. Rifles, and 
three Health Packs). Move quickly into the building, up the 
staircase, and out to a balcony overlooking the courtyard 
[1AJ. There's a Sniper Rifle near a dead Marine here. 
Appropriate it and aim southeast, tagging as many enemies 
in the head as possible. Pay particular attention to foes 
that are near to Dare and the Engineer, as it is vital to keep 
them healthy. As soon as you tackle the ground enemies 
below, bring your weapon up and aim at the four Grunts on 
the Watchtower |1B]; they must be nullified, because their 

*" Turrets are incredibly damaging against your team. 

When you kill a Brute with your 
-pica 

sniper fire, he drops a Spike 
Grenade; save your Rifle ammo and utilize the Grenade to 
destroy the Watchtower with a single, well-aimed lob. 

With the Watchtower empty, drop down and work your 
way around the left side of the low-walled planters in the 
courtyard; there are some Covenant foes behind defenses 
near a parked flatbed truck [1CJ to finish off. Behind the 
sandbags under the building, close to the Covenant Brutes, 
is a cache with two Rocket Launchers, two Rocket Ammo 
Packs, a Health Pack, and three Assault Rifles. The Launcher 
is particularly useful at carving a path out of the courtyard; 
use it to demolish the assembled Brutes and the Chieftain 
behind these defenses. 

Tactic: Turret Takedowns 

Although somewhat dangerous, if you have a solid spatial knowledge 
} of the courtyard, you can sprint straight o\ier to the Watchtower 

. [1B1 before the Covenant patrols react, and rise up to tag the 
Grunts manning the Plasma Turrets with quick headshots. Before 

you're shot at, wrench a Plasma Turret off its base, and drop to the ground. 
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Sniper Rifle is located I1A], and finish off the Brutes behind their defenses I1C]. 

With a team behind you, there's room to apply both tactics here, 
as well as splitting your forces and easily catching the two groups of 
Covenant on the ground from two different directions: Have a pair 
of your tearrvtackle those Covenant you initially encounter, while the 

others storm the Watchtower and attack the Brutes from opposite angles. 

With the Covenant temporarily 
defeated, Dare and the Engineer 
venture down the road to the 

lrt"heast. This leads to a second, 
empty courtyard and the e!ev< 
building to the northeast. Wait for 
Dare, and move to the elevator j 
inside [use your VISR Enhanced 
Vision to spot the darkened 
corridor). Moments after arriving, the Engineer grants you access. You 

i on a highway exterior, with major ( 
heated discussion, your objective updates: r-

( DlFJECTIwi ) i 

New Momb Streets • ROOKIE 
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• Highway Drive: Preparation 

, • to you and Buck to ensure their safety as you progress along the Coastal 
Highway. The highway consists of sections of road that are separated by 
two sets of large blast doors. The first set of doors do not open until the 
Olifant reaches it. The second set, which allows access to the next section 
of highway, doesn't open until both your vehicle and the Olifant approach 
the door. Use this knowledge to your advantage; you may wish to park your 
Warthog away from the second door so you can hop out and acquire health 
or weapons without the Olifant setting off into the next section of highway 
without you guarding it. 

When driving the Warthog, pay close attention to the Olifant's location. Keep it close to your current location, as the Olifant 
i s sizable shield generators. However, these can be depleted and the Olifant destroyed, sending you back to the previous 

i s the Olifant doesn't stop for anything—even for you if you cut in front of it! 
Lay away irum UIB central jitsuian ui uit; nignway unless you want to use the sloped ground for ramps and impromptu stunts 

sually flip your Warthog and waste your time. 

If you have additional colleagues, it is 
worth having them position themselves 
atop the Olifant, in the passenger seat 
of your Warthog, or in other drivable 

i you may come across, 

C A U T I O N 
Your role is specific: You are to drive, and 

—^ ~' Buck is the gunner. If you ignore this and 
set off on foot or grab the Warthog Turret, the Olifant will set 
off without you, eventually succumbing to enemy fire if you don't 
catch up. 

. ,___,_,_ The "section" numbers reflect those on the blast 
N D T E 

doorways, which you can see on the right exterior 
wall of the structure at the section's end. 

• Choke Point 2: Highway Section 99 

=?re's Health here, too, and an overti 
sir hetween the two doors. 

\ As soon as you sit on the driver's seat of the Warthog, ' 
wait for Buck to join you and begin racing along the ^NCl 
highway's left side, dodging strewn wreckage and passing ~~ 

\ '• ""v. the entrance to an off-ramp in the middle of the road. If , 
\ * you need to replenish your shields, you can retreat back to , 

\ this entrance and drive into a lower dead end. Otherwise 
ram a swarm of Grunts milling around the latter half of 
this section. Use your e-brake for quick turns that shunt cluster 
at a time, and make sure Buck has clear shots of all his targi 
Olifant reaches the first set of blast doors, slow down and pick up t 
Launcher by the dead Marine in the middle of the road, in front nf r 

led Warthog to flip back over if your current one is damaged. There's „, 

ENTITY 

ENCOUNTERED 

• Choke Point 3: Highway Section 98 

ENTITIES ENCOUNTERED 

T..J9- 9-

. no off-ramp to head di 
if your Stamina needs recharging; this mear 
you must use the wrecked and abandoned 

splatter technique, usinn the R-brake tn skid 
into any stragglers while .. 
Want to risk t~hp ntifant-'^ QhiolHc; al\A/aw 

H e a l t h ; i t o , , w v « ^ y ^ u ^ <^^^ m . , ^ U ^ U W U M U i_,j 

to retreat back to it when you encounter Hie 

Grunts 

% 
Jackals 

ection for 
iyou need 

! lOSt 

leavily damaged, there is another one on the long left 
grabbing Health from another Optican Kiosk. 



Coastal Highway 

• Choke Point 4: Highway Section 97 

I E D I ENTITIES ENCOUNTERED 

a ^r 

Tactic: Watchtower Takedowns 

Use wreckage as cover, and replenish your Stamini 
/ dangerous due to the number of Grunts equipped with Fuel f._. 

Watchtowers I4A}. Which Watchtower the Cannon-equipped Grunts stand on is randomly determined, so quickly 
drive to the first, and if you're not fired upon with the green-hued shots, drive to the second, third, or fourth and 

tackle the Fuel Rod Cannon Grunts there; they are your primary target, becai'00 t h o " rar> °̂»=<=+o«-o <-i->° n i i f a ^ t otii«w. A 
better plan is to disembark from your Warthog as you enter this stretch of hiyuway, a u w w w ui 
Rocket Launcher you just picked up. Try this at subsequent Watchtowers, too, if you wish, then sw< 
dropped Fuel Rod Cannon; this becomes advantageous as you progress. 

i With death possible at any moment, equip the 
Rocket Launcher before the second blast door 

J slides open, and use your Warthoi 
cover. As the doors open, take out the first 

Watchtower with a Rocket. If you simply wait to see whether 
you're attacked with Fuel Rod ordnance, it will be too late to 
save the Olifant. With the first Watchtower exploding, drive to 
he next Watchtower and repeat the plan. 

With more than one player, you have separate 
vehicles to drive 

op 
and progre; 

Tactic: Engaging Drone Swarm 

. J the last Watchtower and can see the exit blast doors at the end of this section of highway, stay at 
J some distance away from the door; a large swarm of Drones flies out toward you as the doors open [4BJ. With 

adept driving, give Buck some excellent shooting angles so he always has Drones targeted; he can demolish this 
wave of foes. Or, you can exit the Warthog, grab more Rocket Launcher ammunition or an Assault Rifle [both are 

in a UNSC supply crate positioned between you and the door), and help defeat them. Once the area is free from foes, head 
Jptican Kiosk if you require healing. 

Dealing with Drones becomes problematic unless you reach the 
blast doors before the Olifant. Park the Warthog on the raised centre 

n section just prior to the doors, and exit the vehicle. Grab the 
Assault Rifle and Rocket Launcher from the supply crate and retreat 

back behind your vehicle. When the Olifant activates the door, Buck begins to rain 
death on the Drones, while you back him up with Assault Rifle or Rocket fire. The 

;ed median, wrecked vehicles, and your Warthog make good cover. 

•
With supreme 

- T I Q 
skill, you can 

actually take out all the Drones with a 
single, phenomenally timed Rocket blast 
as soon as the doors open, before the 
Drones expand their swarm. Nice work, 
Killionaire! 

New Mombasa 



O D S T PRIMA Offioie 

• Choke Point 5: Highway Section 96 
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ihway does not feature an ENTITIES ENCOUNTERED 

• Choke Point 6: Highway Section 95 

Ghosts 

As you enter this section, you'll see a Covenant ENTITIES ENCOUNTERED 
cruiser and a Phantom maneuvering about the i i i— 1 i 

v "~~,.~zz skies. However, focus on the ground, as there's ("^h L*, 
| " ~jj • a group of five Ghosts ready to attack in the {. ,' ^ v \ 

r ! & _ middle of this section, close to a fallen Phantom „ 
I Grunts Jackals Ghosts 

f -- ' and an empty and fully functional Warthog, I I I , I 
^ along with a dropped Fuel Rod Cannon. Since there is no off-ramp in thio 

section, you must regain Stamina behind cover. Accelerate quickly so you're 
well in front of the Olifant, and the Ghosts attack you instead of the F' 
When you reach the destroyed Phantom, drive behind and then to the front 
of it, so Buck has a good aiming arc, and grab the dropped Fuel Rod Cannon 

(if you didn't collect one earlier]. Return and let Buck tag Ghosts from the cover of the Phantom. Quicken this by disembarking, 
and fire your Cannon at the Ghosts. Once the battle is over, search the area a little in front (southwest] of the empty Warthog 
for Health Packs. When you reach the next set of blast doors, disembark and enter the Gauss Warthog, a vehicle with a more 
powerful turret for Buck to use. There's an adjacent Optican Kiosk too. 

• Choke Point 7: Highway Section 94 

There is an off-ramp that you can drive down to ENTITIES ENCOUNTERED 
ranlenish shields, but only after you've dealt with I I I 

+"" ground and in the air. ^ S S - ^ 
~~ Wanting s Gauss ff~ 

IU ITBU, yuu Udll biuwiy IMUVB l u r w a r d a long t h e Ghosts BanshE 

highway, allowing Buck to blast Banshees out of I———I I——-—i 
the sky. When the Banshees begin to head your way, you can increase your speed, 

i but not into it: use it as cover driving in and out while 

• Choke Point 8: Highway Section 93 

Ignore the Scarab in the distance; it is too far 
away to attack. Instead, speed forward, giving 
Buck some excellent angles [usually straight and 
lessen your more erratic or sharp turning) so 
he can quickly destroy the Banshees swooping 
about. Drive to the midway point of this highway 

ENTITIES ENCOUNTERED 

"-,.:, about. Drive to the midway point of this highway I 1 I 1 
section, and watch as Buck focuses his attention on targeting the Wraith. 
This is important, as the Wraith is a primary target th ' 
Olifant's shields with its Plasma Mortar. Keep movin 
so the Gauss Warthog isn't struck. Or park the vehicle, then leap onto the 
Wraith and attack it yourself. After the Wraith battle, there's likely to be some 

the overturned bus toward the end of this highway section as cover, and wait for Buck 
h from the Optican Kiosk if you need it, and then enter the iTiUW 



Coastal Highway 

• Choke Point 9: Highway Section 92 

v Quickly emerge from the blast doors, and storm ENTITIES ENCOUNTERED 
" ' — " — | ahead of the Olifant in your Scorpion: Your i " 1 i 1 i 

foes' pow 
can easily destroy the Olifant's shields. You £ 
have control over the Scorpion's main cannon shade 
and should use it to aim at and destroy Shade I Turrets I 1 """ I I Wraith 

Turrets as early as possible. Blast them from a distance, then move toward 
the off-ramp entrance, but don't enter the unc 
using the off-ramp as cover, and shoot the Wraith before it can target the 
Qlifant. You cannot board this type of Wraith, so destroy it from ran_ 
your patrol at the far end of the highway section with another Shade Turret 

takedown. Between Shade Turret and Wraith takedowns, Buck deals with the Banshees, so concentrate on the other enemy 
types yourself. You'll reach the next blast-door set, and another Optican Kiosk, but it is wise to ignore the Health Packs and 
accelerate into Highway Section 91 well ahead of the Olifant. 

• Choke Point 10: Highway Section 91 

Head out of the blast doors first, immediately turning your ENTITY 
Scorpion's cannon 90 degrees to the right (north), and track ENCOUNTERED 
the first of four Phantoms hoving into view above you. As i 1 
soon as you have a red target reticle, begin to fire on them, 
maintaining the same speed as the Phantoms; slowing down ^~ 
or stopping allows them to escape or drift behind the curved 
overhang of the highway section you're on. Maintain speed | phantoms 

and pepper the Phantom's structure until it explodes, then 
move to the next one. Any you miss will disappear over the blast doors and 
land, depositing two Ghosts at Choke Point 11 . At the blast doors, take the 
Health from the Optican Kiosk if you need it. 

It takes four shots to destroy each 
"TIP 

Phantom; don't wait around to 
see it explode. Target and blow apart the next one now! 
Also, in the middle of this section of highway is a Gauss 
Warthog. This offers far less protection and weaponry 
than the Scorpion, so ignore it. However, you can retreat 
to use it if your Scorpion suffers catastrophic damage on 
a highway section to come. 

While one plav°n '"" "°',rL''in 

damage on the l - imnu iB « 
main cannon, thr -
quickly race to r 

use its Turret to assist in Pnanturn aesin 
a tactical advantage for the next choke pc 

• Choke Point 1 1 : Highway Section 90 (Unmarked) 

itf 

a® 

gfc_~. 
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Ready your Scorpion's cannon as the 
blast doors open, and tackle the Shade 
Turret you can immediately spot. Prevent 
damage to your vehicle by checking 
the road ahead; there are more Shade 

ENTITIES ENCOUNTERED 

Shade 
Ghosts 

lecween cwo ana-eignt Ghosts as well. Buck helps blast 
re secondary targets compared to the Shade 

ver, blast anything that moves, that isn't an Olifant, and 
enant manning it! Near the blast doors is a regular 
Optican Kiosk. Ignore the Warthog unless you have no 

Streets • HOOKIE 



• Choke Point 12: Highway Sections 89 and 88 (Unmarked) 

ntire city using its earners gargantuan excavation ENTITIES ENCOUNTERED 
beam, you should be looking ahead. Ignore the Scarab pacing about in the distance. The first of . , i— 1 
two straight sections [12AJ has a large number of infantry units to run over, usually without any A ~ X ) 

lod Cannon midway through this first V a ^ ^ 
nnon on it. Then turn your attention to the ——**- — 

Jump-Pack Brutes. These Brutes enjoy landing on your vehicle and bashing it, so hop off when ^ Grunts jackals 
you're near the blast doors, and tag them with your weapon, or let Buck do his job. Then grab the r 

Health Packs from the Optican Kiosk if you wish. Kvl 

The last section of highway is completely devoid of enemies, aside from empty Watchtowers \ l l » T ^ ^ T 
and a giant Scarab that you don't have the firepower to destroy [12B] The latter stands atop the _ ~ "~ 
opposite blast doors and drains the Olifant's remaining shields before continuing north into the I _ I I __ 
city. Fortunately, the Olifant survives this attack and enters the last blast doors. Catch up, head inside, and secure Health one 
last time from the Optican Kiosk. Venture through into a third highway section, with an off-ramp immediately visible. Drive your 
vehicle down this off-ramp [12C] and park, following ODST instructions to get out. 

at the rendezvous 
point, the 
entrance to the 
Uplift Reserve, 
which consists 
of two upper 
parking lots and 
the entrance 
itself up ahead 

(north). This entrance is an excellent defensive position, since 
the Engineer shields any nearby players. With Buck (or your 

k icross the 
roundabout with the bus stop gazebo in the middle of it. There's 
a suspiciously low amount of enemy activity. Check the gazebo for 
two Frag Grenades; you can take them now or grab them during 
combat later. There's also a nearby Covenant supply crate with two 
Carbine Rifles. Grab one if you are lacking a sniping weapon, and 
quickly execute the two sleeping Grunts at the entrance. 

"*' ^ , _ _ _ _ The entrance area has a wealth 
N O T E 

of supplies for you to grab if 
and when you need them; near the front doors is a 
UIMSC supply crate with four Assault Rifles and a 
Shotgun in it. On the ground floor of the entrance 
building are a few more crates with Silenced SMGs, 
Shotguns, a Rocket Launcher, Rocket Launcher 
Ammo, and numerous Health Packs. On the upper 
mezzanine, there are two Sniper Rifles, eight Frag 
Grenades, and two supply crates with SMGs and 
Shotguns. Nestled on the upper planters on either 
side of the entrance, overlooking the parking lot, is a 
Turret. This is a not-so-subtle hint at the final round 
of carnage to come! 

( OBJECTIVE ) 

I COASTAL HIGHWAY Defend Engineer until friendly Phantom arrives j 

• Choke Point 13: Uplift Reserve Entrance—Extraction Point 

s as Dare and the Engineer follow you into the safety of the Uplift Reserve 
entrance, which is an excellent place to hold out, as the Covenant is now sending several waves 
of enemies to attempt to kill the Engineer. This is your last stand at the Last Exit, and you must 
survive the following waves of foes! 

Although the waves have different enemies and many weapons are 
positioned differently, perfecting your knowledge of the "Firefight 

Mission: Last Exit" can help with this final fracas on subsequent playthroughs. 

The following five waves of enemies now attack your fortified entrance position: 

ENTITI 

Phantoms 

Brutes 

iS ENCOUh 

Grunts 

( • >J?-.~-

Wraiths 

TERED 

Jackals 

Hunters 

Wave 1 : Phantom dropping Grunts and Brutes [13A]. 

Wave 2: Phantom dropping Jackals [13BJ 

Wave 3: Phantom dropping Hunters [13C]. 

Wave 4: Wraiths on the upper highway. 

Wave 5: Phantom dropping Brutes and 
Gravity Hammer [13D} 



Coastal Highway 

Tactic: Surviving the Waves 

With each wave, a Phantom flies above the centn 
f south side of th_ . 

into the building entrance before attacking the Engineer. You must destroy them before they make contact with 
the Engineer. Spend some of your time checking that no foes have entered the building (listen for calls from your 

teammates if this occurs]. 

Wave 1 [13A] 

Your optimal tactical plan is to utilize the high ground above 
the entrance or around the inner perimeter wall of either 
parking lot to peer over and blast away at foes. A truly 
proficient trooper uses the Turrets to rake enemies as they 
emerge from the Phantoms, or fires a well-aimed Rocket at 
the cluster of enemies as they first reach the ground under 
the Phantom to deliver multiple kills; mop up the rest with a 

Wave 2 [13B] 

A clan of Jackals drops out of a Phantom, and some of them 
are real trouble, as they're armed with Beam Rifles. They land 
in the same area as Wave 1, so you can thin them out easily 
with a well-placed Grenade thrown just before they scatter. 
Then employ the same long-range sniping as before. Between 
Waves 2 and 3, search the area for a Beam Rifle, and make 
sure you're in full health. 

Wave 3 [13C] 

A few Hunters roaming the area aren't as problematic as 
you'd expect, since they can't chase you down easily due to 
the large amount of low-walled, stepped scenery. Rake the 

Hunters with Turret fire (either fixed or after you take the 
Turret from its base], and attempt cross-fire opportunities 
with Buck. Naturally, staying on the high ground and employing 
Wave 1 tactics is also recommended, as the Hunters' attacks 
are easily avoided at height. 

Wave 4 

When the two Wraiths appear on the upper highway, raining 
down mortar shots on you and your team, the higher parking 
lot area becomes more of a hindrance than an advantage, so 

Wave 5 [13D] 

The final group of foes includes Jump-Pack Brutes and a 
dreaded Chieftain armed with a Gravity Hammer. The upper 
ground isn't as defensible this time, due to the Jump-Pack 
Brutes, but it still means the Chieftain has to navigate up to 
that location to face you. Choose your favored weapon, and 
make sure there's a pillar, staircase, planter, ticket counter, 
or other structure between you and the Chieftain to minimize 
being bludgeoned by his Hammer. 

| l i 

• H T . I W 
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Tactic: Cluster Bombing 

This battle is arguably the toughest challenge in your expedition, 
but there are ways to improve your survival chances on 
Legendary difficulty. 71 

i or removes the 

save these two ranged weapons for the Hunters and the final wave with 
the Brute Chiefl 
Position yourself on either i 
Rockets, or Fuel I 
from the Phantom. This won't kill off everything, but it wounds or removes t 
shields of many foes, which is extremely useful under these circumstances. 

After Wave 5, Mickey, Romeo, and Dutch finally make an appearance to 
destroy the two Wraiths that have been lobbing mortar shots at you since 
Wave 4. Move southwest through the parking lot, toward the Phantom— 
don't fire on it!—and finally rende, 
mission and the Campaign. 
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"Mission 10: Mombasa Streets 
ROOKIE • Occupied City Center • 6 hours after drop 

This special mission unlocks once you finish "Mission 09: Coast 
New Mombasa Streets, accessible by you playing as Rookie. You begin in your Pod after you crash-land, just as you did dur 
"Mission 0 1 : Prepare to Drop." You are then free to maneuver about New Mombasa, defeating enemies and finding clue 
as you did previously. 

-What to Do. and W/hv You Do It 

«miP" (p • 
This mission allows you to attempt 
any or all of the following: You can 

p) UVVI bl IC DU C C i O , CNGLiUVCiiy UGdlH ILj 

with Covenant threats [ 1 | . You 
" i n find out-of-the-way alleyways or 
building interiors, gathering scavenged 
items you may find in these locations 
[21. You can trek to Tayari Plaza, 
Uplift Reserve, Kizingo Boulevard, ONI 
Alpha Site, NMPD Headquarters, or 
Kikowani Station, and find the clue 
there [3]. Most importantly, you 
can continue your search for the 29 
available COMM Terminals with hidden 
data on them [4J, before retrying 
"Mission 09: Data Hive" to locate 
the 30th terminal and complete this 
collectible hunt. 

„ ... r . ,. - As you begin Mission 10 , all of the 
previously found COMM Terminals 

and caches are added and appear in your inventory. 
This mission is simply the easiest way to finish up your 
collection. Find and activate any clue objects and the 
appropriate mission replays. 

The following Tour of New Mombasa Streets can be helpful 
at any point in the Campaign, as you have the freedom to 
ignore the previous walkthrough tactics [which showed the 
optimal paths to clue locations in the order you are supposed 
to unlock them), and go off on your own, exploring plazas and 
roadways you haven't seen yet. 

Think of New Mombasa as a hub, where you can 
access the majority of your other missions. 

ombasa Streets: District Si Seacons 
ap on next page 

One of the i 
where you i 
way to ascertain where you are is by locating landmarks. Aside from the main 
locations shown in the Tour, Mombasa Streets are separated into different 
districts, as shown on the nearby map. Fortunately, the numbers of these 
districts are shown in massive digits on the walls of the area you're in [5]. In 
addition, each perimeter gate [6] always takes you from one district to another. 
Once you know your general district, you are better suited at predicting what 
areas are in your general vicinity. 

- . _____ There are eight districts in New Mombasa Streets: 
0, 3, 4, 5, 6, 8, 9, and 10 . However, you don't visit 

them in this order. You start in District 5, for example. The entrance to 
"Mission 08: Data Hive" is in District 0. The area of New Mombasa where 
you chaperone the Superintendent in "Mission 09: Coastal Highway" is 
District 1 , which is only accessible on that mission. 



• Mombasa Strei 

USTRICT 0 

DISTRICT 2 

\ 

m 
J— 
i 

DISTRICT 3 

DISTRICT 5 

DISTRICT 7 DISTRICT S fgj4] 

DISTRICT 4 

fiiil ' 
DISTRICT 6 DISTRICT 1D 

DISTRICT 9 
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up-

Tayari Plaza Clue: 
Dare's Helmet 

cn 
Uplift Reserve Clue: 
Drone Fighter Optics 

Cs] 
Kizingo Boulevard Clue: 

Gauss Turret 

CE1 
ONI Alpha Site Clue: 

Remote Detonator 

en 
NMPD Headquarters Clue: 

Bent Sniper Rifle 

m 
Kikowani Station Clue: 

Bio-Foam Canister 

N O T E 

The location of these 
Clues are shown on the 
District and Beacons 
Map, on the previous 

• Access Denied? 

Initial Playthrough 
(First Time Playing the Campaign) 

Mission 02 Playthrough Anomaly 

; the flashb-

Complete f 
When thi 
reach the Upli 

Mission 10 Playthrough 

TOUT possioie entrances to "Mission 08: Data Htve," 
depending on where you found your last clue. 

N _ _ r ^ The only reason to complete the 
missions in the order presented in 

the walkthrough is that the distance traveled is less. 

oiing you to una an six beacon ciues i lay 
aoesn't need to be collected first}. "Mi 
becomes accessible when you've found ; 

The exact location of the six 
T I P 3 

different entrances to "Mission 
08: Data Hive" are shown in the Tour at the end of this 
Chapter. 



Mombasa Streets: Hostiles 

wandering around, ready to attack. Most of these attackers 
fall into the categories you expect, so carry armaments [or 
the preferred weapons) that allow for general combat. The 
Tour doesn't specify which enemies appear, as Covenant 

itrols are mostly random or change during the course of th 
Campaign. In fact, if you leave an area and return again (even 
during the same expedition), expect different adversaries. 
These can be, but aren't limited to, the following: 

A Phantom dropping out foes 

Grunts and a Brute [7] 

Grunts and a Brute, with Jackals 

Jackal snipers on accessible or 
inaccessible balconies or rooftops 

Ghosts 

A pair of Hunters 

• Stalker Brutes or Jump-Pack Brutes 

• Occasional Chieftains, sometimes 
with Engineers accompanying them 

• Engineers offering patrols extra 
protection 

Consult the "Know Your Enemy" chapter (or the 
walkthrough) for takedown tactics. 

Mombasa Streets: C O M M Data Stream 

H i Pfpp 

C A U T I O N 
Warning! This information has been 
deemed "Most Classified," and the 

COMM Terminal Data locations can only be obliquely 
referenced. This guide hints at the districts in which you 
can find terminals, but not their specific location. 

By now, you should have some knowledge that somebody has 
left a series of clues that provide information about the events 
leading up to the Covenant's attack on this city. The following 
provides specific information on how these terminals [8] 
unlock and how many of them (and the caches [9] they open) 
are available in each district. 
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• CO M M Terminals Overview 

HB 

tican Kiosks, and other scenery. However, when your VISR Enhanced Vision 
1. Go up to each one and access them to download the information to your HUD 

;ach terminal once. The following table shows 
and hints to their locations. 

C Q M M T e r m i n a l A c c e s s i b i l i t y 

Completed Missions 

02: Tayari Plaza 

03: Uplift Reserve 

04: (any third mission) 

08: Data Hive 

.., _ _ _ _ 
New Mombasa Total 

Unlocked Hidden COMM Data 

7/29 

^W^JSIKIKB^^ 
9/29 

1/1 

29/29 ' 

Districts (and number of COMM Terminals available) 

0 (0), 3 (0), 4(0), 5 (1), 6 (0), 8 (5), 9 (1), 10 (0) 

_ a t 4), 8 (2), 9(1), 1010) 

j 
; 

j 
0 (1), 3 (3), 4 (3), 5 (0), 6 (0), 8 (0), 9 (0), 10 (2)* 

During Mission 08, only after previous 29 collected 

v 0(2), 3(B), 4 (5), 5(1), 6(4), 8(71,9(2), 10(2) 

N O T E 
The first terminal you access during "Mission 0 1 : Prepare to Drop," when you 
download your city map, is not counted toward this total of 30 . 

Weapons Cache Overview 

C a c h e A v a i l a b i l i t y 

Number of COMM Terminals Found/ 
Available COMM Terminals 

4/7 

•MMMHMHMMie^ 

^^5!ff?r^n 

Weapon Caches Set 

1 8f3 

5;;;!;̂ :,,̂  

3 of 3 

•: • :• " •• ••• •• • ••• • ••••'• •• ..̂^ ••• • -• ••• •• 

Number of Caches/ 

Number of Items 

2/B 

n M B B a a a B B B a a 
4/8 

2/8 

B ! ^ ^ _ I J 

6,9 | 

0,3,4,10 
!:••••.'. . 

5 

Tour of Mombasa Streets: Maior Landmarks 
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• D i s t r i c t 4 

Number of COMM Terminals: 5 Mirror Image of: District B 

TETHER WRECKAGE 

• D i s t r i c t 5 

Number of COMM Terminals: 1 Mirror Image of: None 

+ „, + § 

[Mil \ J 
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• D i s t r i c t 9 

Number of COMM Terminals: 2 Mirror Image of: District 0 

l i . ' j < ^a; 

y center • ROOKIE 

• D i s t r i c t 1 0 

Number of COMM Terminals: 2 Mirror Image of: None 

J l *J' 



Mombasa St 

• D i s t r i c t 0 0 . 0 4 Optican Roundabout 

0 . 0 1 Kikowani Station: 
Bus Terminal Clue 

The northern tip of Mombasa Streets is 
comprised of a small bus terminal zone 
with two roads linked to it. The clue is 
under the metal awning: the Bio-Foam 
Canister. 

0 . 0 2 Brutal Plaza 

a | ^ T ^ 9 ^ ^ 

offers access to this district's only 
weapons cache and to the rest of the 
district, including the northeastern 
section, which is half covered on your 
in-game NAV map. 

0 . 0 5 Weapon Cache [Set 3] 

—^ 

^ H p - —B^» 
^r | 

m&. f . ^_ g y j M 

0* j0P n Ŝ" 

Named after the concentration of 
Brutes that sometimes roam this area 
later in your expedition, this links you to 
nt-hor nia^as in the district and offers 

This opens up once you find 16 
COMM Terminals. It contains Rocket 
Launchers (2), Rocket Launcher 
A m m o (2), Magnums (4), Silenced 
SMGs [4 ] , and Frag Grenades (4). 

3 . 0 2 Scorpion Protruding 
Roof Plaza 

Although no Scorpion Tanks are 
available in Campaign Mission 10, this 
is where you boarded a tank during 
Campaign Mission 04. A stepped and 
partially covered plaza, complete with 
access to an underground circular road 
to the southwest, this offers access to 
District 0 and a weapons cache. It is a 
mirror image of location 8.05. 

3 . 0 3 Weapon Cache (Set 2) 

This opens up once you find 
COMM Terminals. It cont 

0 . 0 3 Kikowani Plaza 
District 3 

3 . 0 1 N M P D Headquarters Clue 

3 . 0 4 Stepped Plaza 

* * : - • -

A stepped central area of planters 
with a road surrounding it is the most 
direct route to the bus terminal. There's 
an internal set of steps to a balcony 
overlooking this plaza for the sniper 
professional. 

Offering several dead-end and linking 
roads, this plaza is easily remembered 
because of its unique, curved sculpture 
in the middle and numerous cable wires. 

the scene of a vicious tank fight c 
Camp; 
the southwest has sections of 1 

in the middle and numerous cable wires, elevator on it and may still be burning, 
with the clue hanging from one of them: 
Romeo's Bent Sniper Rifle. 
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3 . 0 5 Roundabout Plaza 4 . 0 2 Weapon Cache (Set 3} B O l S t P i C t 5 

5 . 0 1 Rookie Landing Pod 

Except when accessing District 4, this 
area isn't heavily trafficked, although it 
features building interiors and a main 
walkway, just like location 8.02. Beware 
of Snipers here, and don't confuse the 
two landmark areas. 

3 . 0 6 Sniper's Walkway II 

Offering access around and north to 
the protruding roof plaza and weapons' 
cache, this also allows you to head we 
into a small maze of side streets, on 

There are multiple exits here 

• D i s t r i c t 4 

4 . 0 1 Sunken Plaza 

This opens up once you find 16 COMM 
Terminals. It contains Rocket Launchers 
(2), Rocket Launcher Ammo (2), 
Magnums (4), Silenced SMGs (4), and 
Frag Grenades (4). 

4 . 0 3 Kizingo Boulevard Clue 

V •••• : 

" j B 
'rm 

* • 

re are two main plazas 

alternate access from the south to the 
northwest areas of this district. The 
main area is this multistepped concrete 
plaza with a Gauss Turret guarding the 
lower roundabout. Enter the building 
to the northwest, and move through it 
to reach an upper balcony, where the 
clue—another Gauss Turret—is located. 

4 . 0 4 Kizingo Boulevard 
Lower Roundabout 

You investigate the first six of these 
locations throughout Mission 0 1 . This 
landing spot, when viewed as part of 
Mombasa Streets as a whole, allows 
you to spatially understand how this 
district relates to all the others. Near 
here, you interact with your first Optican 
Kiosk, and you can check the pedestrian 
dead-end side street that's southeast of 
here. 

5 . 0 2 Roundabout Plaza 

». j f l C ^ ,^M 

Between the Rookie Landing Pod and 
here, you encounter your first foes. 
There are more in this roundabout 

plaza, which features numerous 
locations to use as cover. 

5 . 0 3 Superintendent Plaza 

Aside from the hidden COMM Terminals, 
there's little to attract you to this area, 
which is on the route to District 0 but 
isn't as well traversed as the eastern 
part of this area. 

You'll fight Wraiths here during Mission 
04 , but during the night, there are 
fewer enemies to worry about. Note 
the building you can enter just north of 
here, and there is access to District 
10' 

6. There is also a side street access 
toward the Sunken Plaza. 

Between the Roundabout Plaza and 
this stepped location, you'll fine 

toward the 30 you're attempting to find. 
Don't forget the nearby weapons cache, 
which doesn't open until well into your 



5 . 0 4 Weapon Cache (Set 2} 5 . 0 7 Tayari Plaza 6 . 0 3 Weapon Cache (Set 1] 

This opens up once you find eight 
COMM Terminals. It contains Magnums 
(4), Silenced SMGs (4), Frag Grenades 
(4), and Mongooses (2). 

5 . 0 5 Grunts' Dozing Courtyard 

I 
Lightly guarded by Grunts on your first 
visit, this features a lower "crater" area 
with Dare's Pod and a covered area to 
the northwest. This is the location of 
"Mission 0 1 : Crater" and "Mission 09: 
Crater (Night)" in Firefight mode. This 
is also the final objective for Buck in 
Campaign Mission 02. 

This opens up once you find four 
COMM Terminals. It contains Sniper 
Rifles (2), Sniper Ammo (2), Magnums 
(4), Silenced SMGs (4), and Frag 
Grenades (4). 

6 . 0 4 Narrow Road Blockade 

as sleeping 

After accessing a building interior 
the weapons cache, you can entei 
enclosed courtyard, which has sle 
Grunts, Wake them up with violen 
tiptoe toward the Tayari Plaza clut 

5 . 0 6 Tayari Plaza Clue 

This is a side street where Buck meets 
the two Marines and Brute squad 

" 'mpaign Mission 02 . This area 
offers narrow access north, toward the 
pedestrian walkway bridge. 

6 . 0 5 Wrecked and Lower Plaza 

Engineers floating about above you. 
Attack with charged Plasma Pistols or 
leave them be. 

6 . 0 2 Walkway and Thoroughfare 

Located inside the building access""1 

via location 5.05, there are numerous 
weapons to scavenge on your way to 
this room, which overlooks the Tayari 
Plaza. The clue is Dare's Combat 
Helmet, embedded in the wall-mounted 
TV screen. Locate this clue last during 
Mission 10 (only), and the entrance to 
"Mission 08: Data Hive" appears on the 
perimeter of Tayari Plaza. 

rV€'l£ 

Allowing you to easily head from or 
to District 8 or 4, this is where you 
attacked the Jackal Watchtower during 
Campaign Mission 02. The pedestrian 
walkway spans the area above the 
District 4 gate. 

elevator, much of these two connected 
plazas have giant pieces of wreckage 
everywhere and are in complete 
darkness. Navigate around here for 
quick access to Districts 4 and 10. 
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6.06 Stepped Roadway 8.03 Stepped Plaza 

""lis and Located in the middle of thir ^ 
IL urupt> uuwn uu a ruad this plazr -

and a gate into District 4, this is where all other landmarks close by. Don't 
Buck begins his search for Dare's Pod in confuse this stepped plaza with the 
Campaign Mission 02. Head north from identical one in District 3, where 
here to access the side street (6.04). you drove the Scorpion Tank during 

Campaign Misi 

• D i s t r i c t 8 

• D i s t r i c t 9 

8 . 0 4 Stone Pergola Plaza 

This large, circular plaza is one of the 
entrances to the Uplift Reserve and has 
a weapons cache on the northeastern 
sid 
a central monument with a crashed 

Pelican embedded in it, the entrance 

8 . 0 1 Circular Plaza 

u.fci,... 
9.02 Weapon Cache (Set 1) 

Mission 10. this circular plaz; 
sections to sean 

and quick acce: 

8 . 0 2 Sniper's Walkway 

'eets and to This opens up once you find four 
two gates to District 9. COMM Terminals. It contains Sniper-

Rifles [2], Sniper Ammo (2), Magnumi 
, (4), Silenced SMGs (4), and Frag 

8 . 0 5 Protruding Roof Plaza Grenades [4] 

9 . 0 3 Southern Plaza 

A crossroads that allows easy access 
to both Districts 5 and 6, you fight 
through this location twice—on your 
way to locating Dare's crashed Pod 
in Campaign Mission 02 and later in 
Mission 02 when playing as Rookie, en 
route to the Uplift Reserve in District 
9. You'll face Hunters, Engineers, and 
Brutes, but the biggest problems when 
you return here are likely to be Jackal 

covered stepped planters and steps up 
along the southwestern side. There is 
also an entrance to an underground, 
circular road (to the northeast], where 
additional supplies are likely. 

This area is never visited due to energy 
wall barriers blocking your path. To the 
northeast is a small pedestrian area at 
the junction of the road, but this zone is 
mainly linking roads. Seek other means 
of accessing roads to the north when 
you wish to leave District 9. 



• Mombasa 

9 . 0 4 Southern Terminal • D i s t r i c t 1 0 1 0 . 0 2 Weapon Cache (Set 2 ) 

1 0 . 0 1 Rally Point 

This dead-end is the southern tip of 
•*"i streets in New Mombasa, and 
energy wall barriers to the north 
prevent you from accessing this locale. 

V . J 

i j f 

§ ^ 
k - • 

it, * \ 

wBi' 

itepped plaza with 
id running around it. The lower 

central area houses a w! , 
and there are balconies and walkway 
bridges around the perimeter, with 
covered upper balconies leading to a 
building interior (complete with items} 
to the southeast. This is the location 
of "Mission 03: Rally Point," and 
"Mission 10: Rally (Night)" in Fire 
mode. Locate this clue last during the 
Campaign, and the entrance to "Mission 
08: Data Hive" appears above the 

COMM Terminals. It contains Magnums 
(4), Silenced SMGs (4], Frag Grenades 
(4), and Mongooses (2). 

1 0 . 0 3 ONI Alpha Site Clue 

• '-

This platform overlooks the smoking 
remains of a bridge that led to the ONI 
Building. The clue is a Remote Detonati 

raHHH 



Firefight Guide Lobby 

• The Basics of Firefight Missions 
Setting up Firefight games from the appropriate menu is easy and is covered in your instruction manual, but we will cover the 
fundamentals of this epic (and ultimately hopeless) struggle against the forces of the Covenant. For this, we'll study the following 
labeled screenshot and will reveal the basic tenets of Firefight mode in the process. 

"Basic Tenets 

I •:;" * ?Jfi# -ft 

t 
_ — 1.4» 

AJL - 941,: 

Press # t i 

S ,• 

•• • WQ 

Out of ar i 
switch ti 

i 

This example snapshot was taken during the Firefight Mission: Chasm Ten. Only information pertinent to Firefight has been 
labeled. Here's how all the information breaks down: 

ED Compass and VISR Readout: 
This stores pertinent directional 
information and allows you to yell to 
your teammates when, for example, 
a new influx of foes appears and 
you need to give compass directions 
your team can easily follow. The 
periodic readouts (not shown) under 
your Health bar indicate when a 
wave has only a few enemies left 
or how many total points you get 
during a bonus round. 

Up Match Data: This provides 
extremely helpful knowledge on how 
the match is progressing. The top 
section shows the number of lives 
your team has (in this case, seven). 
The middle section, comprised 
of a number and three dots that 
gradually fill up, indicates how far 
through a set you are. The bottom 
section, comprised of five yellow 
bars that gradually fill up, indicates 
how far through a round you are. 
Each of the yellow bars comprises 

' , the 

player is three waves through his 
first round of his first set. 

OH Skulls: In every Firefight, the 
same seven skulls become active at 
different times during a match, and 
the number and type of skulls varies 
from round to round. However, the 
same skulls are always active during 
the same rounds and sets. In this 
example, only Tough Luck is active. 
The more skulls that are active, the 
more difficult the round becomes, 
and this can lead to a change 
in tactics. The first three skulls 
(Tough Luck, Catch, and Black Eye) 
are activated during consecutive 
rounds. The second three (Tilt, 
Famine, Mythic) are activated 
during consecutive sets. The last 
skull (Iron) is activated only during 
bonus rounds. 
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There are other, secondary skulls that you can set as active from the Firefight menu. These 
don't affect the gameplay and are purely optional, with two exceptions: 

Blind: This removes your player HUD, so you must rely 
on the announcer's voice to tell you when you've 
cleared a set, round, and wave. 

No secondary skull impacts the points you earn, though. 

Cowbell: This increases the effects of physics, making 
detonations much bigger. Couple this with Catch for a 
pretty explosive combination! 

S Primary and Reserve Weapon 
("Weapon Combo"): The two 
weapons you can constantly pick 
up, use, reload, or swap for new 
weapons are shown here. However, 
throughout this chapter, we refer 
to "weapon combinations." These 
are preferred pairs of weapons 
you should carry under particular 
circumstances—tactical occasions 
designed for you to perform a 
particular task more effectively than 
simply rushing about without a plan. 

© Enemy (RIP): A number of 
Grunts have been blown off a high 
catwalk thanks to a well-placed 
Plasma Grenade. This foe has 
been labeled because it's the 
ugliest and is heading toward the 
player. Enemies leave weapons and 
Grenades behind, and scavenging 
certain ordnance can be the key to 
surviving longer. 

© Kill Points: This shows how 
many points the player received 
for this kill [+143]. As the object of 
Firefight is to accrue as many points 
as possible, the key to scoring a 
massive amount stems from killing 
everything in sight and doing so 
proficiently enough to be awarded 
additional points in the form of 
multipliers and other statistical 
elements. The different ways to 
augment your score are listed 
below, in the "Accrue More Points" 
section. 

ED Medal: During your Firefight 
battles, you are awarded medals for 
particularly satisfying or amusing 
takedowns. These range from 
sprees [culling multiple foes in quick 
succession) to enemy deaths with 
a specific weapon, and they are an 
easy way to instantly see that you're 
doing well. In this case, we won 

the Grenade Stick Medal for killing 
the Grunts with a thrown Plasma 
Grenade. 

© Match Data (Additional): The 
time spent on this Firefight match 
is shown [in this case, four minutes 
and 15 seconds), as are the 
current points or score multiplier 
(in this case, 1 Ax), which varies 
depending on several factors, listed 
in the "Accrue More Points" section. 
Finally, there's your score (along 
with the insignia and base color 
you chose when you outfitted your 
character). As this ODST trooper 
was playing a Solo Firefight, the 
team score isn't shown but appears 
here during two-, three-, or four-
player matches. 

What to Do 

After emerging from your spawning corridor (which can be one of two adjacent locations and is the place where you respawn 
after dying), your task is to get into a tactically advantageous position in readiness for a Covenant incursion. These take place 
from one of two locations: 

Phantom drop © : At least one Phantom dropship comes 
into view and descends to a drop-point location. Covenant 
spill out, either via side hatchways or a hole in the base 
of the Phantom's superstructure. As this is going on, the 
Phantom's Plasma Turrets provide a constant barrage. 
You can knock these turrets out of commission with 
explosive ordnance, and your team can then use them. 

Monster closets © : Nicknamed by the ODSTs, "monster 
closets" are sealed doorways you cannot enter; however, 
they periodically open to reveal an energy wall, through 
which you cannot pass but the Covenant can. Expect one 
or more doorways [or "closets") to open at a time. 

•
M _ _ _ _ Some screenshots in this section appear in third-person perspective. You cannot access this view 

during matches, but it is available using the "Save Film" playback feature. With this innovative and 
highly entertaining mode, you can save film playback, creating your own videos, and you can take your own screenshots. 
All of this content can be shared on Bungie.net. Consult your instruction manual for further information. 

http://Bungie.net
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• Attack! 

• Weapons Detail 

weapons you pick up from fallen foes, which can be very potent, although 
scavenging for ammunition can be problematic; with weapons positioned on 
the map, like the Rocket Launcher or Sniper Rifle (only one team member 
should attempt to use this due to the lack of weapons and ammo); or with 
ifTCSiSHvii 

as the Turret is still attached to its base (if you take the Turret off 
id). 

„ ______ All non-Covenant 
N O T E 

weaponry and health 
is restored at the beginning of each 
subsequent round thanks to an instant 
and automatic weapons drop. All Covenant 
weaponry and vehicles disappear at the 
beginning of each round, unless a player is 
using it. 

-How/ to Do It 

An example of combat during a four-player match. With everyone knowing their role, weapon locations, and enemy 
incursion points, expect to pile on the points. With everyone milling around like Grunts without a Brute leader, expect an 
embarrassment of deaths. 

• Accrue Points 

• Accrue More Points 

Dlan, but you she it how to make every s 
than just basic points, 
ferocious a foe you slay 

loints. To this end, you need to consider how to maximize your score 
/ou slay, the more points vou qain. But there are other ways to pile o 

otential. Naturally, the bigger and more 
the points, too: 

3ur points 
s. For exf len Black 

value is 1.5x. When Mythic is on, 
the value is 2x. 

Difficulty: Choose a difficulty, and t 

your points by .25x, Legendary 
increases it by 4x. However, actually 
surviving on Legendary is insanely 
improbable, so Normal or Heroic 
are the better bets for an overall 

igher score. 

Quick kills: Tagging foe: 

ips with a Gravity 

sters of foes that are disem-

"te more you 

Sets: Expect your si 

you reach. Complete three rounds 
and the bonus, and your next set 
rewards you with a +0.5x overall 

Stylish kills: Many of the more 
esoteric weapons have their own 
points multiplier if you choosi 
destroy the Covenant using them. 

Multiple kills (sprees): Killing sprees 
or kill chains entail defeating a 
larqe number of foes without pause 

as you can keep your spree going 
over time) and result in a large 
points boost. Try different weapon 
or vehicles, too. 
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Enemy threat: Take down a Grunt, 
and your basic points reward is 
only 1G. Take down a Brute Captain 
in armor and your basic points 
reward is 150. It seems like the 
Brute Captain is your takedown 
choice (especially if he's carrying 
a Fuel Rod Cannon!], but can you 
kill 15 Grunts in the same time as 
facing a Brute Captain in dangerous 
combat? 

Achievements: There are nine 
Achievements specific to thii 

Friendly fire: 

expect you to score 200,000 
points during a match on a RTO 
map. A tenth, Virimaster: 
Achievement [ 
Of i 

is also available. 

kill one of your tec 
dentally or otherwise), as 

taking down a teammate whos be 
reckless and trying to incn 
own score at the expense of others. 

NO-TEE T h e A P P e n d i c e s a t t h e b a c k ° f t h i s 3 " i d e P ™ i d e c ° P i o u s d e t a i l s 

on the bonuses and multipliers you receive for specific ways of 
taking down enemies. They also cover all the Firefight medals you can obtain and how 
best to complete the specific Achievements. Make sure you check the Appendices to 
improve your matches. 

• Team Etiquette 

are many ways 

Getting into the zone: Prior to the 
match, designate team members to 

"ol each area of the map. If your 
squad can handle enemy types in a 
specific part of a map, and the rest 
of the team are flexible enough to 
provide support when needed, you'll 
go far. 

Nomenclature: Develop a series 
of nicknames for the scenery, 
buildings, and other structures 
that exist on the map, and provide 
periodic safety updates. Be careful 
using numbers that appear on 
barricades, though; some of those 
numbers are repeated. Yelling 
"Covenant Wraith, north courtyard! 
I got it!" should provide all the 
information the rest of your team 
needs to know (i.e., what the enemy 
is, where it is, and whether it is a 
threat). Compare this to "Oh crap, 
there's a big purple thing, and I'm 
scared!" which is far less informa­
tional, except to showcase your 
ineptitude. 

Flanking fire: Enemies love being 
able to shoot or lob Grenades at a 
group of ODSTs bunched together; 
therefore, spread out across the 
map so you can cut down enemy 
incursions from two or more 
angles. 

Flexibility: Working in unison and 
learning the map layouts allows you 
to develop a kind of sixth sense so 
you know when a friend is in trouble 
(or when they are likely to be in 
trouble) and when the more horrific 
Covenant entities are going to show 
up during a round. 

Prediction: Although Covenant forces 
and entity types appear semirandomly, 
there's some degree of prediction 
involved. For example, if you've just 
tackled foes from a Phantom to the 

choose a role related to that weapon. 
For example, the squarimate with 
the Plasma Pistol should take down 

again. Being aware of enemies by sight 
or sound (e.g., seeing Phantoms on 
the horizon and energy walls activating 
in preparation for Covenant release 
and hearing the noise Phantoms and 
energy walls make) and waiting to 
strike is better than spotting a mass of 
foes spreading out before acting. 

Preparation: There's just enough 
time between waves and rounds to 
tool up with your preferred killing 
ordnance; always stay on the move, 
and with a purpose. 

Fighting style: Some team members 
love camping out and sniping. Others 
enjoy tearing through masses of foes 
with a Gravity Hammer. Play to your 
particular strengths, although you'll 
get further (especially on higher diffi­
culties) if the majority of your team 
tackles foes from range. 

Weapon specialists: With the optimal 
weapon combinations available, you 
should choose the exact weapon 
types to wield ahead of a match, 
and ensure your team members 
do the same. Due to the lack of 
ammunition for some weapons (such 
as the Rnnket Launcher, and Plasma 

r Sets), having everyone 
use the same weapon is a terrible 
idea; you'll all end up with limited 
ammunition and being overrun. 
Instead, pick squadmates with a 
particular weapon and have them 

Pairing up: Taking a friend with you 
can prevent you from patrolling a 
zone effectively, as you're concen­
trating on each other as well as 
the enemy, but it has other benefits 
instead; you have double the 
firepower, you're able to shoot from 
two directions, and you're less likely 
to be outflanked or overrun. 

A healthy outlook: Each map has 
only four Health Packs available, 
which are replenished after every 
round. Use only one per round so 
your friends have a chance to heal, 
too. Also, it is always better to wait 
for your Stamina to recharge than 
grabbing a Health Pack; use th" 
nnk/ \A/hp»n \;nl i're> a h n i it f n Hip 

have a pitiful amount of health left. 

Stockpiling: Each map's weapon 
caches (featuring Silenced SMGs, 
Magnums, and Grenades), harder-
hitting weapons (such as the Rocket 
Launcher), and Turrets that have 
been removed from their stands 
are replenished after every round. 
Increase your available offense by 
grabbing these items (especially the 
Turret) and carrying them. Once the 
next round starts, place them in a 
designated area so your teammates 
can utilize them, effectively doubling 
your ordnance. This works with 
vehicles, too—although, you must 
be holding a weapon or "" 
enemy vehicle at the eno u 
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The Postgame Carnage Report 

ifficulty 

After every match is over [whether you died or quit), you can review all 

yuui Mi ia, n i c u a i o , lavu i c u w c a ^ j u i i a , u u i i t u c i u i otan I c u c i t u c o , pt c i c i i c u 

" • " " ' " ' -' -*-' '••-' —tion in the Postgame Carnage 
i-itjpuix. isiis snuwa yuu nuw eauu ueam member played, and you can 
hone their combat effectiveness in the future by playing on the strengths 
they display in this report. For example, if one of your team had a massive 
Headshot Medal count, you know they're the best choice for sniping and 
using their preferred ranged weapon. 

Playing Firefight on Legendary tests the mettle of the very best players, and simply ramping up the difficulty 
and expecting to last more than ten minutes is naive and reckless. Legendary Firefights require you to stay 
hidden much more frequently and usually result in your team staying close to their spawning positions and 
holding them. Unless your squad is comprised of truly unstoppable players, consider Normal or Heroic 
difficulty to garner the most enjoyment from Firefight. However, there is one map (Windward] on which 
surviving on Legendary for an obscenely long time is possible. 

Patterns in Randomness 
of the basics, it is worth remembering the following information: 

No end in sight: There is no upper 
limit to Firefight. You can keep going 

IBinilStjlTOiliwwSlli 
your hands haven't cramped up. 

Enemy waves: There isn't really 
a pattern to how enemy waves 
appear, but there are some 

~' int: The 
first wave of any round always has 
Grunts and/or Jackals in it. The 
three middle waves always consist 
of different enemy types that 
randomly rush you. The final wave 
of a round always has a Chieftain in 
it—sometimes more than one! 

Middle three waves: Between the 
first and last waves of a round, 
there are three "middle" waves. 
These escalate in difficulty and 

enemy type as you progress further 
into a set or during subsequent 
sets. For example, the middle 
three waves of the first round are 
relatively easy. But by the third 
round, the enemies and weapons 
they carry become much more 
problematic. For example, take 
Jackals: In the first round of any 

Beam Rifle. However, by Round 
3, they will probably be using this 
powerful sniping tool. You can apply 
this rule to all the different enemy 
waves, with one exception: Hunters' 
weapons never change; they're 
always crazy enough! 

Back f rom the dead: Look for 
certain milestones during a match 

for which you are awarded after the 
completion of a wave: If you are out 
of lives and everyone is dead except 
one player and that person remains 
alive long enough to see the 
"Reinforcements" sign appear on 
their HUD, they bring the others to 
life. Once this resurrection happens, 
the player is awarded with a special 
Hero medal for their bravery. 

Ready for the next round: You 
gain lives for your team each 
time a round is passed. Between 
rounds, listen for the announcer to 
acknowledge the replenishment of 
your health and the respawning of 
all your weapons (including Turrets). 
Take advantage of this restock by 
"stockpiling" at the correct time. 

General Tactical Advice 

Pinging: This is the art of shooting 
a single bullet into a troublesome 
foe [who is almost always far away, 
partially hidden, or invisible), such 
as firing on a Brute Stalker so you 
can ascertain their location, to let 
your team know where a foe is. 
Refer to each specific mission tactic 
for more information. 

Know your enemy: For every enemy 
type, there is a weapon proficient in 
killing them. For general strategies 
on taking out the various Covenant 
scum, consult the chapter "Know 
Your Enemy." 

Plasma plans: Weapons using this 
type of energy (such as the Pistol 01 
Rifle) are excellent at deteriorating 

enemy shields and should be saved 
for Brutes, certain Drones, and 
Engineers. 

Problem Skulls I: Be wary when 
certain skulls are active. In category 
one, Black Eye (which prevents your 
stamina from regenerating unless 
you melee enemies or use a Health 
Pack) is a real problem, so make 
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sure you know when it is active and 

you haven t recovered; then pistol-
whip a foe as soon as it is safe. 

Problem Skulls II: In Category 2, Tilt 
and Mythic are troublesome. Tilt 
reduces the effectiveness bullet-based 
weapons have on enemies with shields 
(Brutes, Shielded Drones, Engineers), 
making them more difficult to hit; use 

Plasma rounds instead or sidestep 

behind. Mythic doubles t' 
all enemies; this makes headshot 
necessity. With Tilt and Mythic both 
< 

Random predictions: Although w 
appear randomly, the first wave 
of a round usually has Jackals to 
defeat. The last wave in each round 

always contains Brute unieitains. 
Chieftains are always dropped off via 

Turret plan: Generally, you i 
keep any Turre' 

mmunition they use is infinite. 
sver, this isn't the case when 

you wrench the Turret off its stand. 
Stockpiling at the end of each round 
fnnt- lA/av/oii ic recommended. 

• General Weapon Combinations 

ALL MISSIONS AIL MISSIONS ALL MISSIONS 

User Preview and Preamble 

lissions and have recorded the optimal tactics in the remainder of this chapter. Here's how the information breaks dc 

PTl Overview: The missior 
name (and Night variant 

pal Expected enemies: fal Special enemies: Almost ever 

explaining the general layc 
of the map. 
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Mission 0 1 : Crater & Crater CNight) 
Irash Site 

From one of two side corridors, 
you emerge in New Mombasa, 
overlooking a large sunken plaza 
known as the "crater." On either 
side is an alcove from which foes 
periodically stream in, and there is 
an alcove on the lower level to the 
north, where the Rocket Launcher 
is housed. Expect incoming attacks 
from doorways here and from the 
upper street to the north. This is 
also where Phantoms drop their 
payload of foes. Nighttime sorties 
on this mission result in a lack 
of Jackal Snipers, but Engineers 
arrive intermittently. 

Firelight: Crater //S////////////////////////////////////W///////////////////////////J 

m US 

N O T E Campaign 
Reference 

OS: Tayari Plaza. This is where 
Dare's Pod crashed. 

N O T E 
Except 

noted, all tactical data applies to 
both the Day and Wight versions 
of this mission. 

y 

EXPECTED ENEMIES 

DATA STREAM 

ickals Brutes 

SPECIAL ENEMIES 

^ 
Jackal 

Snipers 
(Crater only] 

1) 
Engineers 

(Crater 
Night only] 

EXPECTED VEHICLES 

OPTIMAL WEAPON COMBINATIONS 

'After Set 3, on Heroic and Legendary difficulty 

PREFERRED WEAPON COMBINATIONS 

i9lH 

r---, J,r 
^ 3 . - • ; 1 • i i i 

Carbine & Rocket Launcher 

. - - ri tr 
Fuel Rod Cannon & Magnum 

• n i l l i f e 

PAR SCORE 



Crater & Crater (Night] 

Notable Offense 

Weapon: Fuel Rod Cannon Advantages Weapon: Hammer and Magnum Sprees 

\ Usually, 
players race 
for the Rocket 
Launcher—an 
undeniably 
devastating 
weapon—in the 
northwest alcove 
under the upper 
street. However, 

the Fuel Rod Cannon (scavenged from Brutes, Chieftains, or 
even Grunts] is arguably a better weapon. Although it isn't as 
damaging, it has greater and more accessible ammunition. 
For every round, you're given only six rockets to use: four in 
the Launcher and two more in a Rocket Pack behind the Turret 
on the entrance wall. Compare this to the numerous enemies 
dropping this weapon, and you'll see the Fuel Rod is a fine alter­
native. In four-player games, have one player use the Rocket 
Launcher constantly while others use the Fuel Rod. 

JtKHWH 
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Your personal 
choice may 
vary, but ODST 
Troopers have 
had excellent 
luck with the 
Gravity Hammer 

1 combination due 
to a very specific 

3nt points. Maximize your 
points potential by dashing about with the Hammer, culling 
multiple Covenant at their spawning points; you're awarded 
large kill chains and Hammer sprees in the process. While 
you're running to Hammer the next group, bring out the 
Magnum and headshot a Grunt or Jackal to keep the kill chain 
continuous. When executed adeptly, performing kill chains 
through multiple enemy waves is difficult but possible. 

Need the most points? The Hammer is preferred over 
the Rocket Launcher or Fuel Rod, as it gives you an extra 

multiplier to your score compared to the other two weapons. 

• General Plans 

Tactic: Incursion Points—Phantom Drops 

As the guide map indicates, 
there are three Phantom drop-off 
locations: two on the upper 
street and one within the Crater 
plaza. The upper-left [south] drop 
point deposits Covenant down 
through a hole in the Phantom's 
superstructure. The north and 
Crater Phantoms have hatches 

descend from both locations; 
these include Grunts, Jackals, 

nd wallop with a Gravity Hammei 

Lobbing 
Grenades 

into the Phantoms' open side 
hatches damages many foes, 
too. Aiming area-effect weapons 
or raking the Grunt with the 
Plasma Turret on the Phantoms' 
structure enables you to nullify 
this attack. The Turret can fall 
from the craft, so your team can 
pick it up and lay waste with it 
(on lower difficulties]! 

:ket or Grenades. This adds serioi 1 team total 

Tactic: Incursion Points—"Monster Closets" 

are eight doorways you 

known as monster closets. 
There are two on the upper 
street level; two on each side 
alcove, near the steps down 
from the starting location; and 
a final two to the northwest, 
under the upper street in the a! vhere the Rocket Launcher is located. 

There's no need to 
T I P 

let these monsters 
out of their closets; just before they 
spawn, a carefully placed Grenade, Rocket, 
or Hammer swing in front of the doorway 
just as the enemies pour out can grant 
you massive points and keep the Covenant 
from spreading out. You can also snipe 
foes behind the energy walls who haven't 
stepped out yet! 
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Tactic: Near and Far 

If you're attempting to keep 
your team's deaths down, it is 
imperative you equip yourself m'"' 
with one of the recom- .<*> J ' ' \ 
mended weapon pairings 
listed previously. However, 
it is preferable to keep one 
weapon for "heavy-hitting," 
such as a Gravity Hammer or 
Rocket Launcher, while the 
other is scoped and excellent' 
for headshots. The Covenant congregate in the lower plaza, as they stream out of doors, or as they drop down from Phantoms; 
this means a weapon with a large splash-damage radius is handy [1]. When playing Crater during daylight hours, at least two of 
your group should keep a lookout for Jackal Snipers appearing along the tops of the buildings [2], along the left (southwest] and 
far (northwest) sides of this map. They can wreak real havoc if they aren't decapitated quickly, ( 
one or two sniper shots is enough to kill a squadmate. For Crater [Night], make sure one or two of your team respond early 
and promptly to the periodic entrance of an Engineer or two. 

Tactic: Turret s Syndrome 

The Turret on the fern planter outside your spawn point 
is exceptionally useful. During initial waves, you can 
simply operate the Turret and rake fire on the squads 
of Grunts and Jackals staggering out or dropping down 
from their entrance points. But it is wise to learn when 
and when not to operate the Turret: 

• The best time to use a Turret is during a wave of 
Drones; the Turret's infinite ammo and quick kills 
[only two or three shots per Drone] allow good 
kill-chain possibilities. 

• The more dangerous time is when the Catch Skull 
is enabled; you won't have time to dodge any 
incoming Grenades, especially if multiple ones are 
incoming at once. 

• The Turret's turning radius is about 180 degrees 
left and right and 1 BO degrees up and down. This 
means you can't hit foes directly below you in the 
plaza or those advancing from the tops of the 
stairs to the left and right. 

Couple a Turret with another player's attacks 
on the same toughened target to take out 
troublesome targets, such as Phantom Turret 
Gunners, Snipers (Day only), Engineers [Night 
only], and Brute Chieftains. 

Hunters cannot melee attack you when you're 
operating a Turret attached to its base. This allows 
you to pepper the Hunter with bullets while a friend 
occupies the beast. 

Tactic: Staying Put 

The initial balcony near the starting chambers is an excellent place to 
hang out (at least one of you should remain here during four-player 
matches), as it gives you tactical advantages: You have easy access 
to the available Health Packs (there are four, two on either side of 
each starting door); additional ammunition, which is handy for those 
wanting continuous Magnum headshots; and the Turret for rapid-fire 
multikills. There are also plenty of crates and pillars to use as cover 
when you come under fire, and the Covenant can only physically reach 
you by ascending the steps at either side, meaning you aren't likely to 
be overrun. The only exception are Drones or Jump-Pack Brutes who 
ignore the stairs, so kill them early to avoid being swarmed. 

/2& If you're having a horrendous time or 
T-|C3 

need to make it through a final round to 
start a new set, retreat inside the spawning corridors; the 
enemies do not follow you in here, and you have time to rest 
and increase your Stamina. 

Tactic: From Pillar to Post 

>$> 
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The alcoves, 
central 
crater plaza, 
and Rocket 
Launcher 
alcoves all 
have numerous 
pillars, planters, 
and posts to 

use as cover. 
This is highly 

recommended, ide; 
foes and you don't have 
which can peel through 
foes and you don't have multiple players firing on the nose Turret, 
which can peel through your armor and Stamina in seconds. Most 
enemy projectiles will hit pillars you're lurking behind, so you'll need 
to tactically move from pillar to pillar. The abundance of cover 
makes tactically moving from pillar to pillar an excellent plan. 



• Crater & Crater (Night) • 

Tactic: Exit the Engineer (Night Only) 

Instead of Jackal Snipers, the Crater (Night) variant of this mission has two Engineers that periodically fly over the map, coming in from the 
far upper left and right sides. Engineers are troublesome, as toey grant all enemies in a moderate radius below them an overshield, including 
other Engineers if they are close enough. Overshields give enemies much more resilience, and Engineers have one small advantage: Their 
power reveals any Brute Stalkers in the vicinity. Resilient against many Covenant and UNSC weaponry, they can be difficult to take down and 
should be a priority; otherwise, all other combat is harder. By far the best way to take down an Engineer is with a fully charged Plasma Pistol 
blast; the Engineer panics and explodes after a few seconds, after which the Covenants' overshields are depleted. If you don't have a Plasma 
Pistol, tag it with your Turret, Sniper Rifle, or a weapon without a "projectile arc," as these foes float quite a distance away from you. 

Cooperative Plans 

Tactic: Four-Player Foresight 

Competent team tactics should include 
variations on the following: One team 
member should stay at the Turret and 
be responsible for raking multiple foes, 
dealing with Drones, and tagging Snipers 
(Day) or Engineers (Night). Players two 
and three should choose a side and 

_ l patrol the stairs down from the start, to 
the alcove where the two enemy doors 

are located. They can easily move to back up other teammates when their side is 
"quiet." The fourth player, who is likely the most experienced, should be responsible 
for patrolling the upper street and the Rocket Launcher alcove underneath, calling 
on players two and three when a deluge of foes threaten to overwhelm. 

Tactic: Other Plans 

Typically, another good plan is to execute a roving patrol with two players 
responsible for each other and for the enemies they encounter along the way. 
However, in Crater, if you have less than four players or if you're working in two 
teams of two, have one player tackle the right staircase side and stay there until 
called on for assistance. This usually prevents the Covenant from outflanking you. 

Health is a precious commodity, cherished almost as much as Rocket ammunition. 
Be mindful of Health Packs and how 
many are left. If you're taking a pack, ,__( , ... \ 
tell your team which one and how many ' -u','* '" ;! 

are left; they are only replenished at the •<* |~" 
> instructed 

otherwise, take only one pack per round so 
your team can access health as well. And 
don't take the Rocket ammunition if you're 
not using the weapon in question! I 

Tactic: Cooperative Engineer 
Culling (Night Only) 

During nighttime excure 
it is wise to desiqnal 

i into Crater; 

armed with the Plasma Pistol. This is 
preferable to having multiple teammates 
using this weapon and not being properly 
equipped—and therefore being susceptible 
to getting overrun or dying quickly. Pairing 
your Plasma Pistol with a Carbine or 
Magnum still allows this teammate to 
tackle Grunts, Shield Jackals, Brutes, and 
Drones without taking themselves out of 
the action between Engineer takedowns. 
Naturally, they won't be adding much to 
the team score, but this isn't an individual 
tournament. Picking a single team membei 

permanently on, as ammunition for it. can 

that time. You can also dispatch Engineers 
by using the Turret. 

You can annoy the Plasma Pistol wielder by waiting for them to send the Engineer into its death-
cycle spasm, then shoot it before it explodes and claim the Kill Points! 

• Bonus Round Plans 

Tactic: Headshot Kill Chains 

Assuming you make it to the first and subsequent bonus rounds, your weapons of 
choice are the Magnum or Carbine [or both), plus enough ammunition for plenty of 
headshot kill chains. All foes are Grunts, but because all Skull: 
large number of enemy Plasma Grenades and Suicide Grunts. Keep moving so the 
enemies' Grenades are less likely to hit. Run around the map and attempt as many 
headshots as possible, but don't enter the central plaza area, as Grunts converge 
on this location from all directions. Instead, most of your team should stay near the 
Turret (but don't operate it or you'll be showered with Grenades; pick it up if you 
must); the height and cover allows for the largest score and survival time. 
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Mission OS: Lost Platoon 
Fiqht in the Dead Center of the Park 

A lone building in the middles 
of the Uplift Reserve is the 
setting for an all-out, and 
mainly vehicular battle, against 
the Covenant, who are always 
dropped in by Phantoms. To 
the north and west, there's 
an area of flat ground; beware 
Phantoms carrying Wraiths 
here. To the south is a shallow 

Firefight: Lost Platoon /////////////////////////////////////////////////////////////////////v 

ravine witn a path curving 
around to the eastern hill, 

periodically. Use the cover of 
the central building and the 
Covenant's Choppers to your 
advantage here. 

N O T E 

Campaign Reference 03: 
Uplift Reserve. UIUSC 
rendezvous point prior to 
locating the colonel on the 
bridge. 
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Lost Platoon 

Notable Offense 

Weapons: Spartan Laser and Magnum 

x Unfortunately, not all of your team can 
utilize this weapon combo, but for one 
or two team members, this combination 
[when you aren't utilizing the Brute 
Chopper) is incredibly effective at disposing 
of foes and, more importantly, accumu­
lating points. Use the Spartan Laser, which 
you find at the central building, to deliver 
a single, devastating shot at a Wraith. 
Each Wraith kill gives you three kills for 
an instant kill chain and large points. You 
also gain the Spartan Laser medal for 

further points. Switch to your Magnum between Wraith drops and during the bonus round. A single 
Phantom deposits numerous Grunts in a single spot, allowing for easy headshot chaining. Place 
yourself on the upper, open-air floor of the central UNSC building during the Wraith-defeating and 
bonus periods; from here, you have easy access to ammunition for these weapons. 

Over-relying on the 
Spartan Laser for 
Wraith takedowns? This 
is normal, and if your 
Spartan Laser wielder 
is less than competent, 
remember you can take 
down a Wraith the 
old-fashioned way: by 
destroying the exhaust 
port to the rear of the 
vehicle. 

Weapon: Brute Chopper 

When you aren't attacking Wraiths or Bonus Grunts, ride the Brute Chopper 
for the rest of the battle (make sure to tell your teammates the parked 
Chopper is yours). Using the Chopper, mop up the Covenant infantry after a 
Wraith explosion. This weapon easily runs enemies over, allowing for additional 
points for Splatter Medals. Even better, the powerful, front-mounted guns 
have infinite ammunition. Tear into groups of foes, and don't worry about being 
struck on the front of the vehicle; it is specially reinforced, reducing damage 
you take when enemies fire at the front of the Chopper. This extra protection 
isn't afforded at the back of the vehicle, so always charge your foes head-on, 
hoping for a ramming death or for the Chopper's dual cannons to do their jol 
Then hop off and bring out the Laser when you spot Phantoms. 

C A U T I O N 
Don't bother searching for a Rocket Launcher; this is the only Firefight mission in which the 
UNSC have removed the weapon from your available arsenal. 

• General Plans 

Tactic: Incursion Points—Breaking NEWS 

Ag mission; the Covenant arrive from one 
of four locations: north, east, west, or 

^ south of the central building. It helps 
to have a teammate on the building's 
upper level, acting as a spotter. As 
a Phantom descends onto each of 

| __ these "corner" locations, you should 
" ^ be able to thoroughly prepare for the 

i incursions, which usually happen two 
—J Phantoms at a time. Phantom drops 

to the north and south may deposit 
a Covenant Brute Chopper, which you should hijack and use as the optimal killing machine for 
t-hic miccinn Phanfnq] drops to the east and west may deposit a Covenant Wraith; you cannot 

n destroy it with ordnance or with a Grenade deposited into the vehicle 
after a teammate clambers onto the craft at melee range. 

'"*WP^wWa...." ,n- ,--.'M*.' 

With a spotter and 
quick-moving squadmates 
on Choppers, you can 
easily spot an incoming 
Phantom from a distance, 
then move into flanking 
camping spots to easily 
cull enemies that are 
being dropped off, blasting 
them from multiple 
directions. 
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Tactic: Vehicular Gruntslaughter 

A critical advantage for your 
team, vehicles are incredibly 
helpful in this mission 
and should be utilized, 

i t . As an added technique, if two 

lave everyone patrol tne map in tne same Direction so you dont run ir 

^ Although the UIMSC Warthog is an adept 
fighting vehicle that you should use initially, 

once you slay Brute Choppers, switch to these. The reason 
is simple: It takes two of your squadmates to effectively man 
the Warthog, and they are both better employed each riding a 
Chopper. This effectively doubles your firepower and ramming 
potential. 

3am are on a vehicle, 

Trying to last as long as 
- r i p 

possible? Then make sure 
one squadmate is in charge of building up a 
"parking lot" of Choppers, parking them in or 
around the central building so that players who 
die can instantly get back on the vehicle and into 
the fray. 

Tactic: Holding the UNSC Hub 

1 

u 

St 

» «J^Br &- _..: 1 excellent defens 
—ntage point ' 
or firing the Spartan Laser) • 
at foes dropping in from the 

Phantoms f1l However, this structure is easily overrun if you aren't proficient in holding it. It is also susceptible to devastating 
ie sure you study the guide map closely, noting 

le locations of the Health Packs and the specific weapons {including the Spartan Laser] held in racks in and atop the structure. 

\Afart-h™ ie n=nî QH ot n-,e northwest ground entrance, near the stairs and a chamber with a Spartan Laser on a wall 

acks behind the tree, to the right of the stairs; these are usually the ones that are grabbed 
immo cache (Submachine Guns, Magnums, and 

cks against the walls on the east and wei 
nd Fraq Gren; 

w wall) is to the ~ 
i/atch for foes ascending the adjacent outer steps here and 

Keep a Spartan Laser and Sniper teammate patrolling 
-pir**1 

the building's top floor, and make sure they know if 
any foes have broken through from the rest of the team's vehicular slaugh­
tering. You benefit from enemies not being able to reach you if you're on the 
roof; only worry about flying foes like Drones, Jump-Pack Brutes, and Wraith 
ordnance. 

file:///Afart-h�


Lost Platoon 

• Cooperative Plans 

Tactic: Four-Player Foresight 

squadmate should deem 
themselves the "caller" and 

building's roof. They shout the 
compass directions for incoming 
Phantoms, then deliver a quick 
and certain Spartan Laser shot 

swapping to a Sniper Rifle on 
Magnum to tag Jackals and 

Grunts. The remaining teammates use preferred weapon combos to drop all other 
ground troops. However, ensure Chopper Brutes are taken out without the Chopper 
exploding, after which all other teammates should attack constantly with the Choppers 

t C A U T I O N 

The Warthog is initially an 
amusing method of Covenant 
destruction but becomes 
increasingly ineffective as combat 
progresses; in addition to it 
needing at least two teammates 
to operate, the more Skulls that 
are active, the more problematic 
the Warthog becomes. Ditch it 
after Set 2, when the Tilt Skull 
becomes permanently active. 

Tactic: Shields Down 

accumulated. If your pride can handle that, try this t ' 
more important once the Famine Skull activates, which limits the ammo you 
can gather. If everyone shares the same weapon type, you're asking for trouble. 
Instead, for example, have one squadmate collect only Plasma-powered guns 

se of your team doing this. 

Health Packs are a luxury; be mindful of how many are remaining, and 
remember they are replenished only at the start of every round. Use 

only one per round so your friends have access to one, too. Also, let your team know where 
remaining Health Packs are located. 

turret is the one on the Phantom's nose. Attack the tu 
from different directions so it can't hit all of you. Then 
a distance, using a Magnum or Ca i"h inn •"" Mi-r-hain mi 
Grunts with headshots until you ru™ 
Score. The farther away you are from the n 

point, the better; you have more t imr * 
fire and Grenades and to line up headshots. 

ts spots, the Chopper rider rapidly fires the P.f 
y at to keep the Grunts from throwinq Grenade-

nt and attacks so your snipers qet more kills, and try 

Grenade; that requires perfect driving and dodginc 
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Fight with Your Back Against the Wall 

You begin inside a two-level building that the Covenant can easily overrun, so head outside to the top of a ramped road, where 
Covenant defenses are positioned. From here, you can survey a catwalk and bridges along each side, where Phantoms drop 
their Covenant cargo; a series of steps and planters in the middle of the map; and a road that travels in a long semicircle 
from one side to the other, behind which monsters emerge. Beware of a Wraith being dropped onto the street, too. During 
nighttime battles, be on your guard for the arrival of Engineers. 

N D T E 

Campaign Reference 04: 
Kizingo Blvd. The rally point 
in New Mombasa. 

N O T E 

Except where noted, all 
tactical data applies to both 
the Day and Wight versions 
of this mission. 
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Rally Point S. Rally [Night] 

Notable Offense 

Weapons: Fuel Rod Cannon and Magnum 

(^ 
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The Fuel Rod Cannon is dropped by an enemy Brute, Chieft 
Grunt. When you get it, use it with your trusty Magnum if you want to 
obtain the largest score in the fastest time with the least amount of 
danger. During battles with clusters of enemies, the Fuel Rod Cannon 
delivers pleasing—and devastating—damage, with the potential of 
killing large groups of foes, after which you can extend your killing 
sprees by popping the heads of any remaining stragglers. Both 
weapons are effective at longer ranges, too, meaning you can remain 
active but away from the focus of the Covenant's attacks. 

A fast time isn't a relevant factor when determining your scores, so take 
your time, using cover and letting enemies come to you. 

Weapon: The Two Turrets 

a 90-degree arc. Enemies can easily break in behini 

There are two Turrets available on this 
map, and both are easily reached from the 
ODST spawning building. However, unlike 
the Turret in Crater, they offer only limited 
help; use them only under certain circum­
stances, such as when you're low on other 
ammunition or you're detaching the Turret 
before the next round begins and want a 
more mobile method of strafing foes coming 
up the road. The Turrets' main drawback is 
their limited fire radius; the ODST defenses 
prevent you from shooting in more than 

you, too, so employ Turrets to take down 

Phantom Plasma Turrets and groups of foes during initial confrontations. 

Turrets have their 
uses: those that are 
fastened to their 
mountings give you 
infinite ammunition 
and allow you to 
decimate the Drone 
waves and, to a lesser 
extent, Jump-Pack 
Brutes. 

• General Plans 

Tactic: Incursion Points—Phantom Drops 

As shown on this guide's map, there are three drop points at which 
Phantoms can descend before dropping off enemy troops. Phantoms 
tend to descend one at a time, but reinforcements arrive from additional 
Phantoms at a quicker rate than Crater, for example. Of the three 
positions, two involve the Phantom hovering above the narrow bridges at 

uie; I I l ap a la i I I U I uu a u u W C O L C I i i bu i MCI a , u|_iGimtu o i u c uay u u u i o , a n u 

letting Covenant pour out from either side. A Phantom that descends to 
the middle (northwest] of the main street opposite the UNSC spawn point 
and defenses always drops a Wraith; if you see such a Phantom, you 
know you have a qrav-tank to deal with. 

Team spawn-camping diminishes the problems Phantom drops pose: 
Make sure your team seeks cover, attacks from multiple angles, 

devastates enemies with headshots and Grenades, and destroys Plasma Turrets (allowing 
them to be picked up) before Covenant units even land. 
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Tactic: Incursion Points—Closets Large and Small 

In addition to Phantom drop 
points, there are seven 
monster closets along the 
opposite [northwest] wall. 
Some of these entrances 
are a lot wider than others. 
Due to the large number of 
openings, it is often difficult 

'., to stop the Covenant from 

I spreading out, although 
training your team to guard 

certain areas (see "Tactic: Four-Player Foresight" below) helps you raise the alarm. There are three narrow doorways on the 
ground and upper levels near the two bridges on each side of the map [1], as well as a large central "cache" garage door that 
opens periodically [2], behind where the Wraith is deposited. As expected, preventing the Covenant from exiting these locations 
is almost impossible. 

Although almost impossible, containment is still an excellent way to diminish 
continuous attacks from multiple angles. Lob in Grenades as foes are about to exit, 

or snipe them while they are bunched together, or behind the energy wall. 

Tactic: Wraith Killing 

Your number-one goal for 
surviving this mission is to „ 
appoint a "Wraith killer," " ' " " 
an adept player whose ;*• 
primary job is to destroy the 
Wraith tank that periodically 
drops from a Phantom into 
the middle of the map's 
northwest area. Failure to 
eliminate the Wraith means 
you will be continuously 
overrun by other Covenant forces, as other team members become more concerned with tackling other incursions and don't 
see an incoming Plasma mortar until it is too late. There are two main ways to take care of a Wraith. The first is to circle-strafe 
behind the vehicle, then unleash a Fuel Rod or Rocket ordnance into its lightly protected exhaust port [1J. The second is to risk 
being run over and leap onto the vehicle, wrestling with the driver and dropping in a Grenade to deliver the killing blow [21. Both 
these plans take skill, so you might want to appoint a backup Wraith killer among your team! 

—, Wait under the central Phantom drop point and board 
"TIF3 

the Wraith immediately for an easier kill. 

Tactic: Spawning Grounds 

i mrr^m mm. , %y9mmm%. 
* • • • m TPBPMfcr • A \ 

i , / * 

m 
as-*.,.,.. 

"^ 

# » ' -

* • M ^ 

1 , '• 1 

The sloping roadway and ODST 
^wning building entrance is arguably 

the safest and optimal position to stay 
at. You are close to the additional 
ammunition and health inside the 
spawning building and to the ODST wall 
defenses and both Turrets. Head up 

""*' and around to the rear perimeter, near 

the hub gates (which don't open): From 
; can only approach from 

the road ahead [northwest] or via the 
catwalks to the left and right, which are 

easily defended. You also have excellent views of the steps and concrete planters down to the 
road. Your only worry are Drones and Jump-Pack Brutes, but you can always retreat into the 
spawning building via the upper entrance, giving you the advantage of cover and equipment. 

Unlike some other 
Firefight missions, 
enemies enter your 
spawning building, which 
is problematic when 
you're retreating to find 
health. Learn to retreat 
backward, training 
your weapon on the 
entrances. 



Rally Point & Rally (Night) 

Tactic: Cornering Your Foes 

Another great tactical position is in front of the door in the left 
(southwest) or right (northeast) corners of the map, with the 
back wall behind you. From this location, every enemy attacks 
you from the front, so you don't need to worry about being 
ambushed from behind or the sides. You're above the road 
and can see across the bridges toward the map's center; this 
extra height lets you easily spot and snipe foes. In addition, 
enemies are usually funneled along the streets below, making 
for an easy shooting gallery (when the enemies aren't heading 
out of the doors near your location, of course). The only 
shortcoming of this location is the lack of additional ammo 
and Health Packs. You'll be tagging foes in the street below 
and will have to dash down to grab any ammo, and you must 
return to your spawning area to get Health Packs. For these 

reasons, it's a good idea to warn your friends when you're 
retreating to locate health or ammo. 

There are places that are tactically disadvantageous, such 
as the inner bridges spanning the road, which are narrow and 
are a favorite place for Grunts to throw Grenades at. You can 
strafe, but not freely, which hinders your progress, so stay 
only on this bridge if you're under a Phantom, tagging foes 
before they have chance to group together. Other dangerous 
locations include the steps and concrete planters in the 
middle of the map and the lower road. The lack of height puts 
you at a disadvantage, and foes can converge on you from 
all directions. Mill around at the defenses near the Turrets, 
unless you're on a kill-crazy rampage with a Gravity Hammer. 

• Cooperative Plans 

Tactic: Four-Player Foresight 

Team positions obviously vary 
from round to round, but 
general patrol patterns can 
help you finish the fight: Have 
one of your team take each 
corner on the far southwest " -
and northeast corners of -llT3** * f ••' 
the map [11. Here, they can 
cover Phantom drops by the 
bridge, can tear through foes 
appearing from any monster 
closet, and can tackle any flying foes landing on the catwalks above your entrance. They can venture to the map's center to 
provide supporting fire. The third and fourth teammates should stay at the ODST entrance IS] to do the following: quickly react 
to incoming Wraiths by sprinting down to the road, to face Drone attacks by manning the Turrets, or to confront Brutes by 
outflanking these foes and blasting them from each side. This also allows flexibility; you can move to the corners or back to the 
base along the upper catwalks and maintain the height advantage. 

Stay healthy and well equipped: Remember how many Health Packs are remaining. 
Shout to your team if you're taking one, and tell them where the Pack is. Use only one 

Pack per round so everyone has access. Also, if you love the Fuel Rod Cannon, but your friend is exceptional 
with it, give it up for the sake of the team. Weapons with limited ammunition (the Rocket Launcher) should 
be accessed by a single player only. 

Tactic: Ending the Engineer (Night Only) Bonus Round Plans 

;r killer and arm Tactic: Perpetual Motion 

Although other weapons, such 
as Turrets, do a reasonable 

^. / m~ job of taking out Engineers, 

I I—I make an Engineer fall from the 
sky in a death spasm. If all your 

team carries this weapon, you're ill-equipped as a unit to deal with the 
other foes, especially once the Famine Skull has activated. The Engineer 

lasma Pistol with a Carbine or Magnum so they 
can still take down Grunts, Shield Jackals, Brutes, and Drones. Another 
way to dispatch Engineers involves using the Turret. As Engineers 
provide overshield protection to your enemies, this can reveal the 
location of Brute Stalkers. You can also annoy the Plasma Pistol wielder 
by waiting for them to send the Engineer into its death cycle spasm, 
then shoot it before it explodes and claim the Kill Points! 

The tried and true method of killing everything 
in sight involves the Gravity Hammer, which you 
can use to swing at Grunts just as they start 
swarming onto the map; the Rocket Launcher, 
which can inflict horrendous carnage on the 
Grunts before they disperse; and the Magnum 
for kill-chain headshots after the initial carnage. 
It is imperative you keep moving or you'll be 
deluged with Grenades. 
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Mission Q4: Security Zone 
Fight in the Wide-Open ONI Exterior 

A long and sprawling downhill 

series of steps, concrete 

walls, p lanters, and scenic 

viewpoints is the stage for 

this Covenant invasion. Af ter 

emerging f r o m one of two 

spawning corr idors , cl imb 

the steps to the top of the 

hill, peering down toward 

the base of the map, where 

the majori ty of the enemies 

come f rom and where 

Phantoms drop dozens of 

infantry. In addit ion, Wra i t h 

tanks mean tha t taking cover 

is a must . A rarely grabbed 

Sniper Rifle is located on the 

map's nor thwest edge. 

Campaign Reference 0 5 : 

OIMI Alpha Si te . The exter ior 

s teps t o t h e OIMI building. 
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• Notable Offense 

Weapons: Spartan Laser and Magnum 

C A U T I O N 
There is 

move too close to yo 
rutes, it is wise to i 

the Rnartan I aser flnr.ated on the 
._jr platform) 

and the Magnum (available 
from the start) are excellent to 
employ throughout Firefights 
in this mission. A steady aim 
from long distance allows you 
to completely nullify the Wraiths 
that are dropped in at the bottom 
(northwest) end of the hill, and 

in adept backup weapon that allows you to tag Grunts and Jackals that 
o you. This single-shot Magnum tagging is less effective on all varieties of 
to provide Grenade support to a fellow teammate who is paired with you 

rutes overrunning your area. Or, simply drop the Laser 
Dick up a Carbine or the Plasma Pistol. 

a Sniper 
Rifle at the far end of this map, 
down the steps behind where 
the Wraiths are dropped, 
but getting there takes too 
long, keeps you from taking a 
defensive position and shooting 
incoming foes, and risks your 
team being overrun. You would 
then have to sprint back again; 
getting this weapon is not wise 
when Carbines and Magnums do 
the job just as well. 

Weapons: Plasma Pistol and Carbine 

This combination or 
ordnance, or variants 
thereof (which include the 
Plasma Pistol), is incredibly 
useful for dealing with 

nation have trouble with, 

and well-timed strike from 
tol can nullify 

any Brute armor; follow 
this up with Carbine headshots until the Brute falls. For best results 
laptains and Chieftains as they close, and make sure you're contini 

, employ this on 
ously moving. 

C A U x i a i s i 
You may be 

tempted to 
employ the Gravity Hammer against 
foes, especially after the first set 
of Chieftains storm your defenses. 
Although this is a great weapon to 
use, tagging swarms of foes at a 
distance from the top of the map 
prevents you from being overrun, and 
a maniac with a hammer stops you 
from lobbing in Grenades or launching 
Rockets. 

• General Plans 

Tactic: Incursion Points—Phantom Drops 

Covenant Wraith and enemy troops always appear at the drop points at the fa 
are closer to the hill's bottom or farther up the hill, near the Turrets [2J. 

There are five Phantom drop 
points in this mission and no 
monster closets; this means 
death from above is an ever-
present danger. However, 
this also means that spotters 
on high ground can inform 
teammates about the type 
of enemy about to scale the 
hill. For all rounds except the 
bonus, two Phantoms drop 

m descends above a central platform. A 
and right [1]. The middle-level drop points 

, Learning these locations enables you to predict where the Phantoms 
T I P 

will arrive, allowing you to attack the ships and troops from various 
angles and kill Covenant before they hit the ground. 
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Tactic: Wraith Takedowns 

ri two nlavRrs fr your team ck the Wraith. Although 
i, while the other circl 

easily maneuve 

Wraiths pose little threat 
to your team, although you 
should destroy them with an 
accurate strike as early as 
possible [1J; you don't need 
plasma mortar shots raining 
down as you're trying to snipe 
Grunts! If the Spartan Laser • 
has not respawned yet or is 
being kept by an incompetent 

y dangerous, it is possible for one 
hind it to board and destroy it 
icoming missiles. 

Tactic: Playing Defense 

• [ 

Hi 

m 

r 
TRF-. 

your team makes full use of 
this is not the usi 

rones with an abundance of cover that works in your favor. Also, stay on one side of I 
or you'll be struck by incoming fire from all directions instead of from certain angles, nch you can 

For the ultimate in defensive posturing, retreat back into the spawning 
corridor, which is close to the Rocket Launcher, weapon caches, and your 

Health Packs. Standing in the corridor allows you to step in and out, tagging foes on the steps 
with ease, as the Covenant doesn't enter these areas. 

• Cooperative Plans 

Tactic: Two-Player Plans 



The Turrets atop the protruding vantage points aren't as devastating as those 
at Crater, simply because you can't easily dodge an incoming plasma mortar 

from a Wraith, and you're easily swarmed from behind. You can, and should, detach and stockpile 
Turrets for Drone and any other attacks, though. 

Tactic: Four-Player Foresight 

iia'ijiula d, and defensive cover is difficult to maintain, the best four-player tactic is to 
break off into two teams of two [1]. Aside from the previously mentioned tactics, there are additional measures you can take. 
Each pair should be responsible for one side of the hill [left and right). Stay close to the "safe" zone for as long as possible, 
and always retreat to the hilltop after you venture downhill, or you're likely to be overrun. There's no need to encroach on the 

'ing trouble tackling a Wraith and don't have access to the Spartan Laser; then employ the 
id previously. As with two-player plans, during Drone fights, slay them with SMGs or detached 

Turrets as quickly as possible [2], 

C A U T I O N 
If one member of your two-man or four-man squad succumbs to Covenant 
fire, all members should retreat to the entrance steps and link back after the 

respawn occurs. Lone wolves are usually cut down in seconds. 

• Bonus Round Plans 

Tactic: Snipe or Slaughter 

A single Phantom drops off a huge number of Grunts 
at the central platform. Your first priority is to have 

/ your team train multiple weapons on" the Plasma Turrr*" 
located on the Phantom's nose to prevent it from 
ripping through your health and staminr 
yourselves on the hir'~ 
Grunts with the Magnum on uarome. IT you re some 
distance away, you can remain in partial cover until the 
Grunts close in before con 
headshots to maximize your longevity. Another, usually 
fatal but point-accruing, plan is to stand on the central 
platform, just above the Phantom drop point. Arm 
yourself with a Rocket Launcher and a Fuel Rod Cannon 

J and lay waste to the Grunts as they disembark. Of 
course, you're usually tagged with a Sticky Grenade, so 

make this suicide maneuver count! For even more danger but similar points, employ the Gravity Hammer until you're inevitably 
struck by a Plasma Grenade. 
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Mission Q5: Alpha Site 
qht in the Close-Quarters ONI Interior 

After emerging from one 
_,.iawning corridor_, 

you have moments to race 
northeast toward a centra' 
elevator lobby, passing a 
^niper Rifle and a dark 

ir either set of 
se house your 

health and caches. From 
the elevator shafts, there 
are two narrow sets of 

Firefight: Alpha Sit /////////////////////////////////S///////////S//S///////////////////// 

ding to an open-air 
balcony with dotted pillars, 
and there are exterior steps 
leading to two different 
platforms. Except during 
bonus rounds, all foes are 
dropped onto either platform 
by Phantoms. 

N O T E 

Campaign Reference 
05: ONI Alpha Site. ONI 
building interior (prior to 
exit). 
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Alpha Site 

Notable Offense 

Weapons: Plasma Pistol and Carbine (or Magnum) 

before following that up witf 
combos, including ones nev 

- for kill chains and other bonuses, there an 
only two weapon combinations that make 
sense: the Plasma Pistol and Carbine, or 

: the Plasma Pistol and Magnum. These 
weapons are preferred because of the 

' ice in this mission. There 
„ . J S to worry about, and the 

•JS" I infantry-only foes allow you to charge a 
-\,';'A—sJ Plasma Pistol shot to remove any armor 

ckals and Brutes) 
old favorite: the headshot. Although you may favor other weapon 

i this guide, mar 

advice on wl 

lay-testing have proved that 
lumber of points in most cir 
ere to stand. 

N O T E 

Unlike other Firefight 
missions, there are 
no special enemies to 
worry about—there 
is just the usual 
deluge of Grunts, 
Jackals, Brutes, and 
Drones! 

Weapon: Grabbing the Gravity Hammer 

v « # r 

arc 

but your sniper squadmates are limitt 
way around this is to have your sniper 
Although the Gravity Hammer has its 

weapons, especially the Fuel Rod Cannon 
and Gravity Hammer, some of your team 
may develop a reckless streak, abandoning 
nnnd tactical planning for adrenaline-fueled 

„aes. This area is much narrower 
than Crater, and the risks of standing on 
a Grenade while bludgeoning a foe with 
your Hammer outweigh the fun you'll 
have. Storming up to the Phantoms with a 
Hammer and laying waste to foes as they 
fall to the balconies can gain you points, 

:d in their aiming while you're leaping about like a madman. A 
•s train on the other Phantom drop point to avoid friendly fire, 
place, 'Tunneling" foes gains more score and less team deaths. 

C A U T I O N 

There are four Health 
Packs: two are 
shrouded in darkness 
on either side of the 
entrance stairs (near 
the weapon caches), 
and two are at the 
end of each spawning 
corridor. 

General Plans 

The locations of your incoming foes are much easier to learn on this map, as there are only two e 
along the southeast side of the map, accessed via one of two short sets of steps. These platform: 
drop one side 
suitable attack. When the Phantoms releas 
the side doors. The only time foes appear inside the Alpha Site building is during the bonus round. 

[1 and 2 ] 
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If you're not planning on funneling foes, the best way to continuously slaughter the 
Covenant is to camp the Phantom drop points with heavy weapons, such as the Rocket 

Launcher, Fuel Rod Cannon, and Grenades. Then lob a Grenade at the ground the foes are landing on, or launch 
Rockets or other ordnance at the holes on the Phantom's underside chassis. The more manic teammate can 
try Gravity Hammer strikes here, too. 

Tactic: Funneling Foes 

Learning the two mirrored 
choke points and using them 
to your advantage is the key 
to a long-lasting, high-point 

• I 

-•"T=TJIi»ti .,..., ;*% 

either side of the elevators in 
the center of the lobby area 

;;« *1 [1]. The tall walls and narrow 
thoroughfares allow you to 
try an exceptionally useful 

"funneling" tactic. Basically, enemies landing outside are forced to head down these steps, allowing well-positioned ODST squads 
to launch all manner of attacks at them, such as sniped headshots and Grenades. The latter are especially lethal, as your foes 
can't dodge in the narrow confines of the stairs and corridor. Stay near the spawning location staircase and tag foes from 

:] and can fly into the lobby, they still must navigate the narrow opening above 

If you're a fan of the hard-hitting Sniper Rifle, you'll be pleased to find one on this map, at 
the bottom of the first set of stairs attached to the large central pillar marked "admin­

istration." Apply any of the sniping and headshot tactics while using this armament; lining up multiple funneled 
foes for a single takedown is always a joy! 

• Cooperative Plans 

Tactic: Crate Camping 

J - l 

crates in the center. These are excellent obst" 
in a couple of ways: First, two of your team should leap 
atop these crates, gaining a height and view advantage in 
the process. You can now shoot over the glass walls that 

le elevator corridors, allowing you to snipe foi 
from the moment they descend from the Phantoms' drop 
points. If the enemies close, simply fall from the crate and 
use it as cover, especially during the funneling tactic. 

Second, 

such as the Mauler or Gravity Hammer. These teammates 
are responsible for listening and watching the crate guards 
and for attacking any foes that manage to break through the 
crate duo's sniper fire, keeping all of your team safe. 



Tactic: Shields Down 

• i^<-'«m • 

\ Split into two teams of two. One 
...... u . ... "' ... \ _.. , L _ r _._ (-!.__ 

iponry, while the other 
'3. Now lay 

te to foes in double time as the 
Plasma-weapon teammate removes 
enemy shields, and the other finishes 
off the foes. Although the Plasma-
weapon wielder sacrifices their score 

;y only remove shields and don't 
receive points for kills or assists), the 
total you're aiming for is accumulated. 

If your pride can handle that, try this tactic. This becomes even more important once the 
Famine Skull activates, limiting the ammo you can gather. At this point, specify a squadmate to, 

alien foes, instead of devoting two or three of your 
team to the task so you don't collectively run out of ammunition. 

» C A U T I O N 

Whether there are two or 
four players holding back 
the Covenant waves, the 
biggest threat is being 
outflanked by foes heading 
down through an unguarded 
funnel-stair corridor. Have 
half your team responsible 
for the left side of the map 
and half for the right. 

*M$ _ — 

Tactic: Four-Player Foresight 

The optimal way to spread 
out your four-player team is „ 
to position two squadmates ^ ' ^ 
in the lobby, one on each . * 
crate and each aiming at a 
different funnel-corridor stair 
I I I . Behind them should 
lurk your other two friends, 
each with long-range sniping 
armaments, so you're all 
ready to start the funnel 
tactic [2J. When different weapons are accessed or when teammates request closer assaults, you should move the two "era 
squadmates behind pillars that have excellent visibility to incoming Phantoms; this allows them to lob Grenades, launch Rocke 
or fire Fuel Rod Cannons. The remaining two friends move up to the funnel stairs, ready to continue sniping; they can also 
retreat to the previous position if a friendly death or a large influx of enemies can't be contained outside. 

•
The Sniper Rifle and the Magnum caches by the spawning stairs allow your rear guards a 

good amount of ordnance to use for long-range tagging. 

• Bonus Round Plans 

Tactic: Exterior Grunt Hunt 

you use both balcony exits, 

The only time enemies don't appear from one of two 
Phantoms dropping in on the exterior balconies is during 
the bonus round. In the bonus round, masses of Grunts 
leap down from the upper elevator doors in the middle 
of this map, landing in the central lobby. Although the 
usual back-off-and-get-a-headshot tactic is worth trying 
for the additional points you accrue, you'll find yourself 
and your team quickly overwhelmed. Wading in with a 
close-assault weapon like the Gravity Hammer is another 
tactic, but one that usually results in a Grenade-based 
death. Instead, in the moments prior to the bonus round 
starting, split up and dash east or south, up the stairs 
and onto the outside balconies to where the Phantoms 
arrived. Switch to a Carbine or Magnum, and headshot 
every Grunt that falls into the lobby. Continue the 

iteps to reach you; clusters of these foes are easily tagged in the head. Be sure 
lough, as the Grunts throw a deluge of Grenades at you. 
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Mission OS: Windward 
Fight High Above the City Streets 

In this mission, you fight 
in a two-sided structure 
with an interior, two-levt' 
spawning building in the 
middle with three exits 
outside. The northern 
edge of the map exterior 
is a sheer drop to your 
death, so concentrate on 
remaining on the groun 
There are two Pelican 
platforms, and a tiered 
open-air area on each 
side of the map. A winding 
corridor links the platform 
to the tiered areas. A sky 
bridge link; 
west but is ini 
Use the unique Missile 
Pod Turrets, as 
attacks and 
infantry squads are 
expected. 

N O T E 

Campaign Reference 
06: IMMPD HQ. Police 
HQ Building (Pelican 
drop platforms). 
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• Windward 

Notable Offense 

Weapon: Fuel Rod Cannon or Rocket Launcher? Weapons: Gravity Hammer and Magnum Mayhem 

Although the 
Fuel Rod Cannon 
and the Rocket 
Launcher are 
excellent and 

the Fuel Rod 

—I more proficient 
at getting the job 

done. It may not be as powerful, but it has much more available 
ammunition; foes drop this weapon somewhat frequently, so «r»i 
can pick it up from the ground after combat with them. Fuel I , „ 
ammunition is abundant compared to the Rocket Launcher's 
missiles; you are only given six in total to fire [four from the 
1 -iuncher and two from a Rocket Pack close to your spawning 
location). The Rocket Launcher is on the wall on the map's 
southeastern edge, overlooking a Pelican platform, and the Fuel 
Rod Cannon is dropped by some Brutes, Chieftains, and Grunts. 

I P ' 

Highly enter­
taining and 
thoroughly 
recommended, 
the Gravity 
Hammer and 
Magnum 

accumulating 
masses of points in the easiest possible way. Dash about 
with the Rravitv Hammer killinn lame groups of enemies for 

„ J S before swapping to 
the Magnum and running to the next group of foes, plugging 
Grunts and Jackals in the head to keep the kill chain going. 
With practice, you can continue this kill chain through multiple 
waves of foes. Choose the Hammer over the Rocket Launcher 
or Fuel Rod Cannon, as it gives you an additional multiplier to 
your score. 

Weapon: Pistol Packing in the Later Rounds 

* * 

•ft . * ., 
•OS 

•r*> -. iimi- " • *3ft. 

*%"" 

S T * 

' \ 

1 

i 

A 

1 

•r 

r difficulty levels, tl 
ig and accurate weapon 

employ 

;ma Pistol, coupled with a quick-firing and accurate weapon such 
as the Carbine or Magnum, is the optim 
kill the Covenant. For enemies without shield! 
or Carbine. For Jackals, "ping" their shield with a single Carbine or 
Magnum shot, then immediately follow up with a headshot execution 
For foes with shields, such as Brutes, charge your Plasma Pistol 
and fire it to deplete their shields, then quickly swap weapons for a 
headshot to finish them off. 

Quick bursts of SMG fire can easily drop countless Drones from the skies, while a charged 
•J "TIP 

Plasma Pistol can circumvent Drones' shields before SMG fire finishes them off. Brute Stalkers 
are even more troublesome because of the narrow environment, the chokepoints and because they are so difficult to 
see. As they use Active Camo, Firebomb Grenades, and Maulers to take you down, flick on your VISR Enhanced Vision 
so you can make them out. Also try pinging them with a Magnum shot so their shields flicker, giving you or your team 
a position to launch ordnance into. 

• General Plans 

Tactic: Incursion Points—Phantom Drops 

Brace yourself for four possible disembarking spots where Covenant 
Phantoms hover before depositing their brood: both Pelican landing 
platforms at the front of the map and above the stepped exterior tiers 
to the sides of your team's spawning interior building. Using Rockets or 
the Missile Pod Turrets, deal with the incoming Phantoms at the Pelican 
landing platforms by wiping out as many foes as possible prior to them 
spilling out of the craft. When foes drop onto the platform, have a Gravity 
Hammer-wielding ODST lunatic waiting for them or a well-placed Rocket or 
Grenade that kills multiple foes. Have snipers on the platform above ner--
the Missile Turrets backing up these attacks. When Phantoms encro~-
exterior tiered area, retreat to higher ground, using the doors to the middlE 
spawning building as partial cover and culling as many foes as you can as tf 
foes [usually Brutes) with your favored weapon combinations. 

ey drop from the craft. Then, mop up remaining 
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Camp at the four Phantom drop points with a Gravity Hammer. As foes drop in, 
swing wildly; hammer sprees and kill chains are commonplace. Or, cause impressive 

hurting with Grenades, Fuel Rod Cannons, or Rockets. Removing a Phantom's Plasma Turret also yields 
dividends: Launch Rockets, Missiles from the Turret Pods, Fuel Cannon shots, or Grenades, and try 
to knock the Plasma Turrets off the Phantoms. Then quickly grab the Turret and mow down enemies, 
especially Drones. 

Tactic: Incursion Points—Monster Closets 

doors leading to your spawning building, two inside the room atop the landing pi 
lead to the sky bridges | 
of foes, post two teammates to scan the sky for Phantoms or intrusions on the 
chambers linking the landing platforms and the sky-bridge. 

"5K There are i 
,-,;, ( • ") closets foi Covenant foes to 

am out of, making the 
location of each wave much 
more harrowing than on 
other missions. There are 
two doorways in the chamber 
leading to the landing 
.platforms [11, two outside 
on the upper tiered area on 
the same level as the upper 

m walkway, and two on the rooftops that 

id areas, while the other two check the 

k| If you spot the crackling energy wall of a doorway that's about to spill 
out enemies, launch a Grenade or Rocket just as the enemies appear. The 

Firebomb Grenade sets multiple foes ablaze for extra damage. 

Tactic: Inside or Out? 

11 i s 

1 

4 On. 

m 

-

: 

*J 
r 

with the three doors in the map's center, allowing a quick retreat to 
the spawning building or to the map's other side; on top of walkways; 
and behind support pillars. If you aren't interested in taking out the 
Phantom's Turret, then dive behind cover when Phantoms head in to 
drop their enemies. With multiple cover opportunities, you can avoid 
most projectiles if you keep your distance and try staying at a higher 
vantage point than your foes. 

Tactic: Correct Weapon Pairing 

""•"' 

mission is not having thr 
Mitigate this problem by complementing a heavy-hitting weapon with 
a quick-firing, accurate piece of ordnance. The Pelican platforms, 

platforms, and the stepped exterior platforms 
are locations where the enemy tends to congregate. In these hii 

las, employ the Rocket Launcher, the Fuel Rod Cannon, o 
renades to blow multiple foes to smithereens in a single shot before 

finishing stragglers with a slightly more focused weapon. 

Don't forget the two Missile Pod Turrets located on either side of the map's front edge. Remove 
these Turrets just before a round ends so you can "stockpile" them (along with any weapons left 

inside the spawning building). Use them to destroy incoming Banshees, Turrets, or Phantoms. You can also destroy 
Banshees with a charged Plasma Pistol shot. Hunters cannot attack you using melee weapons if you are operating a 
Missile Pod Turret still attached to its base. This is useful, as you can have a friend coax the Hunter into attacking while 
you rake them with Missiles. 



Windward 

• Cooperative Plans 

Tactic: Two-Player Takedowns 

If you have only two players against the Covenant, it is usually better to 
have each person stay on one side of the map (one on the left, one on the 
right). Stay there unless called upon to help; this helps prevent you both 
being outflanked. Or you can try the following tactic, which is usually utilized 
when playing on a four-person team; however, you should each partner 
into two pairs of two and stay together while patrolling one side of the map 
while the other takes the opposite side. This reduces the number of foes 
that you'll face in a single encounter. If you experience heavy enemy fire, 

' ir-used area is the corridor from the outer side building that 
winds around to the lower Pelican platform door and back up to the central 
structure's entrance. These places come in handy during Drone takedown 

^^S—___^*l5jjjt F^^^^"^"^^B ^^P^ ^v 

„ -'"-•acsaaHBSM^' 
• <p̂ « s: - • .... 

* 
••••• m -* Spi •** 

- r-
: o' 

7 l • 

&' ••• 

liJ^P 

Tactic: Four-Player Foresight 

of foes, and having the flexibility to aid teammates, four-player tactics 
involve positioning yourselves to quickly sort out any potential threats. 
First, split the team into two pairs, each responsible for one side of the 
map. Second, launch shots from Missile Pods or Rockets at incoming 
Banshees and Phantoms. If Phantoms arrive, have one or both 
members lob ordnance at foes before they depart, with one teammate 
optionally mopping up with sniper fire. For doorway incursions, quickly 

Legendary TacCics 

seek higher ground and begin methodical sniping takedowns of the 

/ / / / / / / / / / ^ / / / / / / / / / / / / / / / / / / i / ^ ^ ^ ^ 

Obtain the highest possible Firefight score by staying within the spawning building interior. Keep 
two team members on the upper balcony watching each door and keep two on the lower floor 
watching the large door. Lure enemies toward while one teammate triggers the door opening, 
allowing visible enemies to be tagged with sniper or Grenade attacks. Expect more enemies to 
charge you from the lower door. During Brute Chieftain battles, be sure to have a squadmate fire 

on the foe with a Fuel Rod Cannon, especially if they enter the spawning building. This prevents the Brute 
from firing its weapon, which usually kills you with one shot (on Legendary difficulty). 

• Bonus Round Plans 

Tactic: Heads-up 

I68'*""' M.'ffl^' 
rtdHMtHt 

Prepare for the bonus round by obtaining a Carbine or Magnum [or 
both] with large ammunition reserves, and begin the infamous headshot 
UH ~ h „ l „ <.„„•.,„ T h „ D U „ O ~A„~ A ^ „ „ ^ l u o j d c o m g t n i c k 

jying your Gruntr 
iiu Keep moving so you 

. iry co cause chain reactions by 
lobbinq in Plasma Grenades at Grunts. 



O D S T P R I M A Off ic ial 

Mission 07: Chasm Ten 
Fight in the Infested Underground 

The ODST "safe zone" is 
along the map's south side; 
this area consists of a long 
east-west corridor with two 
air lifts that allow access to 
an identical upper corridor 
and to the chasm area itself. 
The "danger zone" is a series 
of interlocking catwalks with a 
deadly chasm below and a line 
of additional air lifts that allow 
access to an upper floor; 
there, more catwalks and an 
impenetrable energy wall to 
a Drone hive are available. 
Expect incursions from both 
floors, along the north and 
east or west walls. 

Firefight: Ch ////////////S////M////////////////////////S////////////////////////J 
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N O T E 

Campaign Reference 08: 
Data Hive. Hive Chasm 
prior to Vergil extraction. 
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Chasm Ten 

Notable Offense 

Weapon: Plasma Pistol Packing 

\ Periodically, Engineers float into the fray 
i | and are a perfect target for a Turret, 

(such as the Beam Rifle shown) on the 
upper level. Otherwise, Engineers should 
be tackled by a specific team member 
(and optionally a second in four-player 
matches) whose job is to secure a 
Plasma Pistol and ammunition while the 

' others stay away from this weapon or 

—_—I give up that ammo. The Plasma Pistol-
wielding teammate should take down 

the Engineers as rapidly as possible, using the charged Plasma Pistol blast, which is vital if you're 
playing solo and thoroughly recommended when there is only one or two players. As Engineers 
enhance the strength of nearby Covenant overshields, their deaths are of primary importance. 

Steal points from your 
teammate—which isn't 
really necessary unless 
you're engaged in a 
good-natured rivalry—by 
pinging an Engineer once 
it enters its death cycle 
but before it explodes; 
you then receive the Kill 
Points. 

Weapon: Top Floor Turrets 

. he "safe zone" is much safer on the upper ledge running the length of 
the southern wall outside the main corridor, as there are two Turrets 
you can man. These are much preferred over the Turrets on the lower 
level; those are dangerous to man, as they are too far north of the 
safe zone, and you can be outflanked easily. Grab those Turrets and 
stockpile them instead. However, the upper Turrets are excellent and 
defensible, as you have your back to the southern wall and can't be 

~i easily outflanked (although it is possible, as your turning circle can't 
reach to the extreme sides). Keep the Turret locked onto its tripod, 
and strafe Drones, Jackals, and Grunts from any distance, racking up 
sizable points in the process. The infinite ammo is the main advantagi 
here (remember, the ammo is infinite only if the Turret is on its base). 

aren't the victim of a Grenade attack. Leave the Turret only when facing Brutes and 
duces the effectiveness of Turrets against this foe. 

Detach the Turret or bring a Turret up from the lower level; just before the Drones 
arrive, carry the Turret to the long catwalk near to where the Drones fly out from, 

then lay waste to them with a perfectly straight line of sight. Rack up the points and cut down a wave of 
otherwise-troublesome foes in seconds. 

Weapon: The Shortfalls (and Long Falls) of Using a Hammer 

During later sets, enemies drop enough Fuel Rod Cannons for at least 
a four-person team to use as part of an effective weapon combo. The 
tactical advice is straightforward but really effective: Keep your distance 
at all times, and use the Fuel Rod to destroy groups of enemies efficiently, 
ideally as they emerge from their doorways. Conversely, the Gravity 
Hammer is a highly effective, but highly dangerous, weapon to wield in 
this mission. A mixture of bravery and madness is needed to sprint into 
the middle of the Covenant forces and try to begin large-scale kill chains 
to increase your team's score substantially. The drawback of the Hammer 
is the safety aspect; you can strike a foe and be knocked backward, into 
the chasm below, and there's almost no room to dodge Grenades. For 
this reason, ranged combat is favored more than normal. 

/Of> The Rocket Launcher can also be a devastating weapon, and one of your team 
is likely to utilize it (as the Rocket Launcher is accessed in the lower spawning 

corridor), but it is more dangerous to use in the narrow corridors and catwalks, and user error is an 
all-too-common occurrence. 
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• General Plans 

Tactic: Incursion Points—Monster Closets 

^%^ 

catwalks; there are no guar 

t£ Jx I encroachment from one of seven different locations. There are four 
' _ side doors (two on the east wall (with one on the lower level, one on the 

* ^ * ^ upper level), and two more on the west wall in identical locations). There 
" are also two larger doors that open beneath the massive horizontal 

• red pipe embedded in the north wall, on the lower level. Finally, there': 
a central opening on the upper floor that leads to a Drone hive, which 
you cannot access. Expect all Covenant enemy types to appear from 
any of these locations. When you've learned the locations of these 
monster closet doorways, you'll migrate to the upper-level catwalks 

1 for the majority of this mission, as you have the height—and therefore 
the aiming—advantage no matter where foes appear from. Survey the 

larticular incursion. The only problem is watching your footing on the 
nd you risk falling into the chasm if you're overzealous, foolish, or unwary. 

The side doors positioned at the end of the catwalks are particularly easy to defend against. 
Your foes have limited maneuverable space as they exit the closet, so exploit this by lobbing in 

Grenades to nullify an attack wave before it even begins. Bring out a long-range sniping weapon of choice, and camp 
across from the airlifts throughout the central part of this map. When enemies utilize the airlifts, they do not engage 
your team with their weapons, allowing you to tag weaker foes as they rise through the air or to diminish Brute shields 
with charged Plasma Pistol strikes. 

Tactic: The Melee Flee 

* 

When the more terrifying of 
the Covenant's forces begin 
to cut a swath through your 
defenses, you need to secure 
a safe location from which 
you can face them without 
being smacked into the 
chasm. As Hunters [1] or 

I with Hammers arrive, and 
melee combat becomes a 

possibility, retreat to the safe zone's lower level. While your fellow teammates weaken them with ranged fire from Turrets or 

^awning corridor, 

likely to fall scr ~ito the chasm—and you 
tcks with ordnance, and if you're 
about when facing these foes at close quartei 

• Cooperative Plans 

Tactic: Four-Player Foresight 

catwalks as soon as possible; k-a. 
you should be raining death 
on the Covenant from above, t 

not blindly looking for foes 
encroaching on you from 
above! With all four friends 
on the upper level, which you 
can access via the airlifts 
within or outside the "safe zone," appoin nets and rake all the sma 
only to wrench their Turret off its stand before the next round so others can USE 



two players should be armed with Plasma Pistols to drop Engineers out of the air but are usually in position to lob Grenades at 
the opening monster closets before any foes can appear and swarm the catwalks. When enemies break through this mesh of 
ODST ordnance, have the mobile teammates fall back to snipe foes on airlifts, and protect the Turret gunners from becoming 
surrounded. 

Tactic: Two-player Turrets 

If your team consists of only two members, your tactics are somewhat 
different, although you can try this plan during four-player matches if 
you've each paired with a friend. During waves where the majority of 
foes are Grunts, Jackals, or Drones, each of you should man an upper 
Turret. One should switch and take down both Engineers with charged 
Plasma Pistol shots when these foes intermittently appear. When Brutes 
or Hunters arrive, leave the Turrets and choose any Brute-takedown 
plan you've previously had success with [such as the Plasma Pistol 
tactic below). At all other times, use the Turret: If your partner needs to 

Health Packs are a key commodity, and the four available Packs are split between 
the lower spawning room and the ledge near each upper Turret. Aim to use only one 

Health Pack per round, unless your team is fine with your health-hogging! 

Tactic: Your Plasma Pistol Pal 

This is another mission in which 
pairing into one team of two [with two 
players] or two teams of two (with four 
players) is advantageous, as long as 
each member of the pair focuses on a 
specific task. The first team member 
should be armed with a Plasma 
weapon, such as the Plasma Rifle or 
Pistol, while the other should employ 

r bullets. The Plasma-weapon 
is down an opponent's 

other finishes them 

off with a headshot or two. ia specialist won't accumulate 
la-based 

Skull is active. 

• Bonus Round Plans 

Tactic: Range, not Rampage 

The Plasma Pistol is the 
go-to weapon for taking 
down enemy shields, but 
the Plasma Rifle is also 
great at cutting down a 
Brute's shields; use the 
Rifle if the Pistol isn't 
accessible. 

* * # • 

multiple Grunts with a 
;hould be available. 

- ,4S* ] bonus round are much more of a threat on this mission, 
, . as their constant stream of thrown Grenades is difficult to 

dodge on the upper catwalks. Those armed with Gravity 
Hammers are faced with similar problems; you're more 
likely to be stuck with a deadly Plasma Grenade on your 
arm than reach a cluster of Grunts to use your Hammer 
effectively. Grenades are deadly because of their stickiness 
and explosion and because their force can knock you into 
the chasm. Lob a few Grenades at the two side doorways 
adjacent to the catwalks to destroy the initial waves and to 
gain some early points. Then stay at a distance, bringing 
out a Magnum or a scoped weapon of choice, and start kill 
chains. The Fuel Rod Cannon or the Sniper Rifle is great 

shot, if you have the line of sight. Some Grunts carry the Fuel Rod Cannon, so 
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Mission OS: Last: Exit 
Fight at the End of the Road 

The entrance to the Uplift 
Reserve national park is 
closed. The ticket office 
building is now a place where 
you can grab weapons and 
health before venturing 
outside to the main steps. On 
either side of the main steps, 
there is access to an upper 
parking lot and an upper 
stone balcony above the 
ground entrance. A central 
lower courtyard allows access 
down to the coastal highway 
entrance (now sealed by an 
energy wall), while the upper 
parking lot provides helpful 
views and low wall cover. 

Firefight: last Exit 

N D T E 

ampaign Reference 09: 
Coastal Highway. ODST 
team rendezvous point 
prior to escape.. 

DATA STREAM 

EXPECTED ENEMIES OPTIMAL WEAPON COMBINATIONS 

Grunts Jackals Brutes 

kl^JI 
Brute 

Stalkers 
Drones 

IfijC^j 
• 

SPECIAL ENEMIES 

EXPECTED VEHICLES 

*For early sets; f for later sets. 

PREFERRED WEAPON COMBINATIONS 

PAR SCORE 



Notable Offense 

Weapons: Rockets and Sniper Slugs 

combination pays dividends incredibly successfully during the early sets. The 

easily reach you. The only time you're ineffective with this weapon combo is 
during Drone swarms, so move to either of the Turrets or wrench a Turret off 5fi>- , 
its base and place it where you're camping, and use this weapon. During later I 
sets, when more skulls are active and there are foes with harder overshields 
to shoot through, try replacing either the Rocket Launcher or the Sniper Rifle with a Plasma weapon to remove the shields first, then follow 
up with either original weapon to finish the foe. This allows you to focus on collecting only the specific ammunition you need. 

Weapon: A Ghost of a Chance 

' » I- • - . . -

of the middle gazebo, while you wait for the perfect ramming opportunity. Afterward, you 

teammates to mop up after your charg 

^ » The Ghost is more than just a pair of cannons with 
fi T I F 3 

unlimited ammo and a great charging vehicle; it can be 
an annoying obstacle for the Covenant, too! At the choke points, such as the 
entrance to the spawn building or the steps up to the parking lot, you can park 
a Ghost in a narrow thoroughfare, impeding your foes' progress, forcing them 
around, and slowing them down, allowing easy slaughtering! Make sure you 
mount the Ghost at the end of each round so it doesn't disappear at the start of 
the next round. 

This mission offers a unique piece of equipment to those ready to defeat 
the Covenant riders manning Ghosts. The most adept way to part a 
Brute from his vehicle is to charge your Plasma Pistol and fire it at the 
Ghost's rider. Then hop on, easily hijacking the craft. Once you're driving 
the Ghost, your top priority is running over foes; this leads to fast round 
completion. However, careful driving is necessary, as you have confined 
spaces, such as stairs up to the parking lots, to navigate; failure to 
smoothly scrape through here leaves you a sitting target. Ghosts 
become very useful just after a Phantom drop; as soon as a group of 
foes lands on the ground, Boost straight through them, punishing them 
all in a single burst of acceleration. This tactic depends on you having 
good cover, such as low walls, concrete planters, or the opposite side 

"iming opportunity. Afterward, you must retreat quickly, relying on other 

C A U T I O N 
The only 

you shouldn't Boost a Ghost 
is against the energy wall of 
a monster closet. This ends 
in violent damage and instant 
enemy retaliation. 

Weapon: Turret Techniques 

are half-hidden on a grassy concrete planter 
npar stairs up to the main spawning building, 

.rinnUnn oarh narking lot. The Turrets are easih 

nsmak, imn r , , ^ , - , ^ a n C ) j j jg wjge 

LU I I lai i u ICI M vvi lei i yuu I lave I IUI OeiDUS Smal ler 

enemies [Grunts, Jackals, and Drones) to deal 
with, especially as it's very difficult to outflank you 

,,.„,,XL„,,, ' on this planter. The only problem is you can't see 
much of the lower courtyard area, which nullifies 
the Turrets' use during certain waves. Negate 
this shortfall by making every weapon drop count; 

before the end of each round, wrench each Turret off its base, and drop them near cover points that your team 
'd or behind the spawning building's entrance doors. 

When the next round starts, the two Turrets respawn, effectively doubling your Turret total. Now all four of you 
skedowns, which can be extremely difficult the longer your Firefight lasts. 

C A U T I O N 

Drones are a real 

weapon. 
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• General Plans 

Tactic: Incursion Points—Phantom Drops 

v There are three Phantom 
jfe- ] drop points in this mission; 

: ""• one is on the lower-level 
courtyard near the central 
gazebo bus-stop structure 
[11, and there are two above 
the parking lot [2], one on 
~ich side of the map. Pay 
particular attention to the 
incoming flight paths of the 
Phantoms, as those that 

deposit their troops on the parking lots fly in at a low level, passing you at slow speeds and delivering heavy damage to anyone 
standing in the open, thanks to the ships' Plasma Turrets. Stay in cover for best results, or face extreme stamina damage and 
possible death. If you're in cover (either full or partial), you can race close to the Phantom's drop point and lob in a Grenade at 
the Plasma Turret, the bay doors, or the ground where the enemies fall to; as always, taking care of as many foes as early as 
possible during a round helps your entire team. 

Tactic: Incursion Points—Monster Closets 

There are nine monster 
closets from which entities 
appear on this map. On the 
lower level, the energy wall 
leading to the inaccessible 
coastal highway is one such 
location, as are the garage 
doorways on either side of 
the gazebo, under the parking 
lot wall [1J. The remaining 
six are two garage doors 

on each perimeter side of either parking lot, and a ramped, covered area leading into the parking lot interior [21, which is 
inaccessible. Both the Phantoms and the energy walls that prevent you entering the closets have an associated "hum" to them. 
Listen for this hum to predict where your attackers will be coming from. Then get in position to view the closets and strike 
immediately as the foes emerge; a Rocket, Fuel Rod shot, sniper fire, or Grenades are all excellent for hitting bunches of foes 
as they emerge. 

/2& The central Phantom drop point is a good location for camping with a power weapon 
like the Rocket Launcher or Ghost, as you can blast (or Boost) into enemies as 

they contact the ground or exit the lower garages. The compromise is being out in the open, so pay close 
attention where the rest of the wave is so you aren't attacked from the sides or from behind. 

aw 

Tactic: Multitiered Strategy 

To survive and thrive, utilize the high ground around the edge of the 
parking lot and the multilevel platforms of concrete planters surrounding 
the golden zebra statues near and above the spawning building. 
Positioning yourselves on the platforms forces your foes to cover a large 
amount of ground from any of their entry points in order to reach you, 
thus giving you more opportunities to cut down their numbers or their 
shields. As the interior of the spawning building is useful only for racing 
back for health or caches, there's limited interior cover; for instance, 
the two-floored building has an airlift that prevents you from being 
cornered and allows quick access between floors. The airlift is easily 
missed, so watch for it. As for cover, try the ticket counters, concrete 
huts, planters, zebra statues, and pillars as you navigate this open 
space, especially when Phantoms are dropping in new waves. 



This close series of stepped areas is also a minefield—literally . 
to Grenades dropped by foes, as they may detonate in a chain reaction, 

especially if other explosions are occurring nearby. 

• Cooperative Plans 

Tactic: Your Plasma Pal Is Back! 

v/i 
off into one team of two (with „, 
or two teams of two (with four players) is 
advantageous: The first team member needs T h e p l a s m a P l s t o 1 l s t h e 

to be armed with a Plasma weapon (such as B * * 0 w e a P o n f o r taking 
the Plasma Rifle or Pistol), while the other down enemy shields, but 
should employ regular bullets. The Plasma- the Plasma Rifle is also 
weapon wielder whittles down an opponent's great at cutting down a 
shields, while the other finishes them off with Brute's shields; use the 
a headshot or two. The Plasma specialist Rifle if the Pistol isn't j a headshot or two. The Plasma specialist 
won't accumulate many points, but their 

assists are just as important. Remember to specify a team member to grab all Plasma-based 
accessible. 

Tactic: Four-Player Foresight 

When working well with 
others, a major part of your 
tactics involve figuring out a 

a 
- 1 iMM^^jj j^ ^ • 

• • f l U 

1 9 W/m 

its more of a slog for the lower-zone players to reach the parking lot, which is why the fallback positions on either side of this 
courtyard allow the closer two players to head up to help a friend on the parking lot. 

sTfj Make sure the weapons at each of these zones is utilized by the player in that zone, although flexibility 
- is the key here; the Rocket Launcher ammo is in the gazebo, so one of the lower-level players may opt 

for this, as well as riding a Ghost. Meanwhile, the upper parking lot players should race to the Turrets, which are in their 
zones, in time to confront a Drone wave, for example. 

• Bonus Round Plans 

Tactic: Preventing a Sticky Situation 
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• H A L O 3 M U L T I P L A Y E R M A P S 

Welcome to the Halo 3 multiplayer maps section of this guide, showcasing all 24 Halo 3 multiplayer maps; three maps (Citadel, 
Heretic, and Longshore] are brand-new with the release of Halo 3: ODST. All the multiplayer strategies in this section were 
provided by tournament-level players from the PMS clan. For each level, there are labeled maps, location information and 
tactics, ideal sniping spots, and more. 

lT i l = 
h to conquest; even with its head severed, it is still dangerous. 
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Assembly 

Recommended Game Variants: Slayer, 
Team Slayer, Capture the Flag (CTF) 

Weapons 

DATA STREAM 

Recommended/Maximum Number of 
Players: 2 - 8 / 8 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

9 = siow 9 9 9 9 9 = Fast 

Weapons 

.' I Magnum 

Advantageous Equipment: 

Mauler, Active Camouflage, Gravity 

H a m m e r 

Gravity Hammer 

Grenade, Frag 

Grenade, Plasma 

Plasma Pistol 

Plasma Rifle 

Rocket Launcher 

999 
9999 

Weapons 

Equipment 

.ubble Shield 

Topographical Overview 
The setting is that of an assembly line, contained within a Covenant 

Scarab factory. Assembly's tunnels and corridors make it easy to hide 

from your enemy and take cover. 

Weapons within the maps containment area are of Human, Covenant, 

irute origin—a broad range of weapons to suit anyone's fancy. 

m~p is great for Slayer and Team Slayer play. 

metrical (from base to base: Assembly is two-way symmetrical (from 

four-way (all four corners being the sam 

• The map can be split into four quadrants. From each section, a road 

leads to the center of the map, where you'll find a brilliant stream 

rising into the sky. This powers the Scarab machines and houses the 

Active Camo. This area is known as "Camouflage (Camo) Tower." 

Call-out Locations 

Camo Tower Middle Camo 

Other names: N/A 

w 
T^-
|£tafc 

fejf'-.j 

I ! 

o 

* <» 
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X/-:"' 
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\ 
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Placed within 
the center 
of the map, 
Camouflage 
Tower is 
a pivotal 
structure of 

\ Assembly. 
The structure 
possesses two 

inri is not: Racily captured. 

Bottom Camo 

Other names: N/A 

Bottom Camo 
is located on 
the lower, 
ground level 
of Camouflage 
Tower and 
has two entry 
points. Each 

the Oranqe 

Other names: N/A 

3J 

fc,, 

• I " 

fti , , v 

j - 'J 
1 mi i 

i 

Middle Camo 
Tower is on 
the main level 
of the playing 
field. There 
are four entry 

/ A points—off the 
i hi light and dark 

;• I runways—to 

Middle Camo. 
A center energy stream rises into the air to the Scarab 
Assembly line. Middle Camo houses the Active Camo within its 
central beam, rendering you invisible for a brief period of time. 

Light Side Camo Shelf 

Other names: N/A 

the interior 
walls of the 
Camouflage 

Camo Shelf 
often goes 
unnoticed. 
However, pr" 

a sharp, quick 
on the shelf, ready 

to pounce on your opponent w 
sure to bring about a quick kill 
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Dark Side Camo Shelf 

Other names: N/A 

m g < 

close-range fighting, the Needier 
cross-map game warfare. 

/ ' Light Side 
y / Shelf contains 

the Mauler, 
the Dark i 
Shelf contains 
a weapon just 

1 as deadly—the 
I Needier. While 

not meant for 
a deadly object meant for 

Orange Base Light Ramp 

Other names: N/A 

Allowing 
access from 
the base 
doorway to the 
Regenerator 
Platform, the 
Orange Base 
Light Ramp 
extends the 
length of 

Assembly's light side. It is designated by the base side that it's 
located on. 

Orange Base 

Other names: Blue or Red Base [depending on the spawn 
points) 

Like most of 
Bungie's maps, 
Assembly 

bases: Yellow 
Base and 
Orange Base. 
While most 
bases usually 
are restricted 

to their internal areas, Assembly's bases extend beyond their 
exterior walls to the surrounding areas. These locations 
are designated by name and the weapons they keep and by 

Orange Base Light Runway 

Other names: N/A 

• , ~ \ As you exit 
either doorway 
of the team 
base, you 
are met with 
runways 
leading to the 
Camouflage 
Tower. These 
runways 

provide access to the Active Camo, and Light Runways 
contain a Mohawk protruding from their bases. You will find a 
Covenant Carbine alongside here. 

Willi _ —« 

walls of the Scarab Factory, while the dark side is shrouded by — 
the assembly line above. ( 

Orange Base Dark Court 

Orange Base Light Court 

Other names: N/A 

E»m% 
J ^ ; j f » ^ ^ ^ ^ 

WJ m wm M 

Orange Base, 
Light Court 
is an obvious 
place for 
taking cover 

Other names: N/A 

~ \ Beyond the 
side of the 
dark side of 

i Orange Base 
is the perfect 

11 ambush point. 
This area is 

| known as the 
I Orange Base 

Dark Court. 
This area contains only three weapon types: two Plasma 
Grenades, one Maqnum Pistol, and one Plasma Pistol. 

•t 

Located on 
the light side 

of the map, 
directly next to 

, ^ - U , . J! Z3*&^**S^B5t?*w1^^J 

WT'\ . 
p \j 

the Light Court, direct 
find the Brute Shot. 

ctly behind the court Mohawk, you wil 



Orange Base Cut Top Base 

Other names: N/A 

One of 
the most 
important yet 

1 - I overlooked 
areas on the 
map is the 
Base Cut. This 

I arya lb luuaueu 

on the dark 
side of the map. It contains a Battle Rifle and leads you to the 
coveted Rocket Launcher tower. While you can scoop up the 
BR and be on the move, from this location, you can see the 
majority of the map, allowing you to shoot across it and take 
out your opponents. Also from this location, you can throw 
a Grenade into the pit below and then finish off your foe with 
one BR shot. 

Other names: N/A 

\ Entering 
the base 

| from either 
doorway, you 
are now in Top 
Base. This is 
the landing 
point for the 
Grav Lift from 
Bottom Base; 

you will find two weapons here—the Brute Spiker and the 
Plasma Rifle. 

Back Base 

Other names: N/A 

Orange Base Dark Runway 

Other names: N/A 

As with the 
light side, the 
dark side of 

the base to 
Camouflage 
Tower. As you 
head across, 

Mohawk. 

Bottom Orange Base 

Other names: N/A 

of the bases 
are just as 

l |pgp] ; j j | r - . important to 
control as the 
top. Bottom 
Orange Base 
has two 

j hallway entry 
points, with a 

Grav Lift hallway streaming through the middle that takes you 
to Top Base. This Grav Lift has a front side and a back side, 

he lift's back side, you can snatch up the Power Drain to 
weaken your opponent. The two entry points to the front side 
house one Plasma Pistol and one Brute Spiker. Holding down 
this area will prevent your opponent from entering your base 
unchecked from the basement! 

leading down 
j to Bottom 

Base. Watch 
™ se are divided by 

solid walls that can provide cover for your enemy. 

Yellow Base 

Other names: Blue or Red Base [depending on the spawn 
points) 

5 X Like most of 

- V j * \ -»- I, - *"' two bases: 
' \ j | \ \ **ftV Yellow Base 

\ . , and Orange 
f , ,, Base. Most 

_ _ _ _ 1 ' ,1.":.'''I bases are 
restricted to 

their internal areas, but Assembly's bases extend beyond 
their exterior walls to the surrounding areas. These locations 
are designated by name and the weapons they keep and by 
another one of Bungie's usual features—a light side and a 
dark side. The light side of Assembly is illuminated by the 
outer walls of the Scarab Factory, while the dark side is 
shrouded by the assembly line above. 



Yellow Base Light Court Yellow Base Dark Court 

Other names: N/A Other names: N/A 

taking cover 
and ambushing your enemies as they attempt to invade 
your territory. Within Light Court, directly behind the court 
Mohawk, you will find the Brute Shot. 

Yellow Base Light Ramp 

Located on 
the light side 
of the map, 
directly next 
to the Yellow 
Base, Light 
Court is 
an obvious 
place for 

• * L Ml I f 

b 

Other names: N/A 

.-sit ^ t 
Allowing 
access from 
the base 
doorway to the 

Yellow Base 
Light Ramp 
extends the 
length of 

Assembly's 
located on. 

; side. It is designat 

Yellow Base Light Runway 

Other names: N/A 

As you exit 
either doorway 
of the team 
base, you 
encounter 
runways 
leading to the 
Camouflage 
Tower. These 

provide access to the Active Camo and contain a Mohawk 
protruding from their base. You will find the Covenant Carl 
alongside here. 

Extending 
beyond 
the side of 
Yellow Base's 
dark side, 
you will find 
the perfect 
ambush point. 
This area is 

Yellow Base Dark Court. This area contains only three weapon 
types: two Plasma Grenades, one Magnum Pistol, and one 
Plasma Pistol. 

[211 Yellow Base Cut 

Other names: N/A 

\ One of 
i the most 

/ : important yet 
sometimes 
overlooked 
areas on the 
map is P' 
Cut. This area 

Ji ' s located on 
the dark side 

of the map. It contains a Battle Rifle and leads to the coveted 
Rocket Launcher tower. While you can scoop up the BR and 
be on the move, from this location, you can see the majority 
of the map, allowing you to shoot across it and take out your 
opponents. Also from this location, you can throw a Grenade 
into the pit below and finish off your foe with one BR shot. 

Yellow Base Dark Runway 

Other names: N/A 

side, the dark 
side also 
contains a 
runway from 
the base to 
Camouflage 
Tower. As you 
head across, 

notice the Battle Rifle resting alongside the Dark Runway 
Mohawk. 



Bottom Yellow Base Rocket Launcher Tower 

Other names: N/A 

\ The bottom 
of the bases 
are just as 
important 
to control 
as the top. 
Bottom Yellow 
" ise has two 
hallway entry 

3, with a 
akes you 

to Top Base. This Grav Lift has a front side and a back side. 
On the lift's back side, you can snatch up the Power Drain to 
weaken your opponent. The two entry points to the front side 
house one Plasma Pistol and one Brute Spiker. Holding down 
this area will prevent your opponent from entering your base 
unchecked from the basement! 

Top Base 

Other names: N/A 

the base 
from either 
doorway, you 
are now in Top 
Base. Here 
is the landing 
point for the 
Grav Lift from 
Bottom Base. 

You will find two weapons here—the 
Plasma Rifle. 

Back Base 

Other names: N/A 

the rear of 
Yellow Base 
is Back Base. 
Here you'll find 
the entrance 
to the ramp 
leading down 
to Bottom 
Base. Watch 

this area closely, as Top Base and Back Base are divided by 
solid walls that can provide easy cover for your enemy. 

Other names: N/A 

Located on the IEB| 
dark side of the 
map, Rocket 
Launcher Tower 
is a place of 
power in any 
game type. 
There are three 
levels to this 

"flub 

Bottom Rockets Lift: Located on Assembly's ground level, 
the Bottom Rockets Lift takes you to the third level of 
Rockets. On the ground directly in front of the lift are two 
Plasma Grenades and one Needier. Throw the Plasma 
Grenades up the Grav Lift while your opponent is on the 
Rockets Platform to weaken their defenses. 

Mid-Rockets: Between the dark cuts of either base, with 
a ramp leading to the lower ground level, you will find the 
pass-through of Mid-Rockets. The Bubble Shield is on the 
platform. 

Top Rockets: Access this location either by jumping 
from the dark cuts of either base to the back of Rocket 
Launcher Tower or by using the Rockets Lift. Top Rockets 
contains a platform where the Rockets spawn. This area 
gives an advantageous viewpoint, as you are perched high 
above the rest of the playable areas on the map. 

Regenerator Platform 

Other names: N/A 
_ _ _ _ _ s t a n d .n g 

O i - alone on the 
light side of 

:A .. . Assembly, in 
the center of 
two bases, 
you will 
experience the 
Regenerator 
Platform. Also 

called "Regen Plat," this area has two levels. The lower level 
contains no weapons, but resting atop the upper level is the 
Regenerator, which brings health and shields to the player 
who utilizes it. 

Batteries 

Other names: N/A 
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Powering 
the Scarab 
assembly 
line with its 
energy, the 
Batteries are 
located directly 
between the 

and the Car, ,„ 
Tower. These midlevel playing obstacles are great for ducking 
around as opponents try taking you out. 
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-Tactical Knowledge 

• Utilizing the Four Quadrants and Camo Tower 

Rockets Tower Active Camouflage Tower 

Regenerator Platform 

• Professional Planning 

Base Control 

• Weapon Tactics 

Priority 1 Weapons 

...jhmaking realm, it's best to know w' 

dominate your opponent from almost anywhere on the map. Assembly contains thi 

Rockets: These are placed strategically in a tower, allowing 
you to look down upon your adv 
of gameplay and pick up kills. 

Active Camo: This allows you to sneak up on your opponent 
and use stealth to gain entry to the opponent's base, 
and it gives you the opportunity to attain additional power 
weapons while going unnoticed. 

Gravity Hammer: This weapon is definitely a force to be 

you can take out multiple opponents. One trick, however, 
is doing this in a sneak attc 
short-ranae weapon, so wieldina it oui 

corneal means your oeatn is sure. 
Mauler: This is another short-range weapon that packs 

a punch. While a Battle Rifle or Carbine is great for 
long-range gameplay, the Mauler will take out your 
opponent at close range. A Mauler shot combined with a 
beatdown will always give you a quick kill. 
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-Enhanced Knowledge 

• Advanced Tactics 

Sniping 

General 

Top Rockets 

I" 
ll'l^fe 

This area provides an advantageous 
view over the entire map, except for the 
Regen Platform. 

Base Courts Bottom Regen 

Hidden within the shadows of the bases, With cover from the Batter 
the Dark Court sides will allow you to the shadow of the I._ 

Mauler while going undetected, 
use the Mohawks as a shield r 
their bullets; you won't be an et 
target. Base side), you car 

bullets as they com 
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• A V A L A N C H E 

Freezing winds scour blasted terrain, and ancient battle scars are a grim reminder that this is a precious prize. 

//////////S/W///////////////S////////S///S////////S////M/////////J 

DATA STREAM 

Recommended Game Variants: BTB CTF, One Flag, Neutral Assault, One Bomb, BTB Slayer, Team Snipers, Avalanche Heavy, 
Splockets, and Two Flag Heavy 

Recommended/Maximum Number of Players: 6 - 1 6 / 1 6 

Advantageous Equipment: Hornet, Tank, Wraith, Ghost, Laser, Sniper, Power Drain, Active Camo, Overshield, Brute Shot 



• Avalanche 

Weapons 

Battle Rifle 

Grenade, Frag 

Srenade, Plasma 

AILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

$ ^ * J § ! = Slow ^ ^ ^ ^ ^ = Fast 

,™""™: 

,WvwW 

Weapons 

Spartan Laser 

Vehicles 

Monqoose 

Choppers 

Www, 

Vehicles 

Equipment 

N O T E 
The Scorpion Tank is available only to the assaulting team in one-sided Objective-based games; 
during Team Slayer, Neutral, and Multi-objective games, both sides will have the Wraith Tank. 

Topographical Overview 
Avalanche is a symmetrical map featuring two bases separated by a middle forerunner cave. This creates a U-shaped 
battlefield. If the Matchmaking is one-sided (One Bomb, One CTF), the attacking team has UNSC vehicles, and the defending 
team has Covenant vehicles and Warthogs. See the "Zone Knowledge" section for locations of primary weapons and vehicles 

In addition, call-outs consist of "their side" and "our side"; for example, "Their Teleport," or "Our Sniper." 

Call-out Locations 

Light Base 

Other names: Blue Base 

There are 

the base. The 
first, upper 

The second 
level has the 

teleporter and 
a ramp that takes you to the base's lower level. This level also 
contains two Battle Rifles, up against the walls, one on each 
side. In addition, you will capture the flag on the second level. The 
third, lower level of the base is where you'll find a Needier, Frag 
Grenades, and a Regenerator. The outside part of the base has 
an upper ledge, which will take you to either cliff side or Keyhole. 

Dark Base 

Other names: Red Base 

There are 

the base. The 
first, upper 
level has a flag 

Man Cannon. 
The second 
level has the 

This level also contains two Battle Rifles, up against the walls, 
one on each side. In addition, you will capture the flag on 
the second level. The third, lower level of the base is where 
you'll find a Needier, Frag Grenades, and a Regenerator. The 
outside part of the base has an upper ledge, which will take 
you to either cliff side or Keyhole. 

Blue Base 2 

Other names: Blue Turret, Light Base Turret, Blue Rockets, 
Light Base Rockets, Rocket Spawn 

On this 
side, there 
is a bridge 
connecting 
two rocks. 
The Turret 
is located on 
the ledge, 
allowing you to 
see vehicles/ 

players who will come around the "U" to your side. You can 
also watch people going into Laser spawn. Located here is 
a Rocket Launcher, a Battle Rifle, and a Bubble Shield, right 
outside the teleporter door. There is also a Man Cannon that 
will launch you toward Ghost spawn; this vehicle allows you to 
quickly travel across the map. 
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Red Base 2 

Other names: Red Turret, Dark Turret, Red Rockets, Dark 
Base Rockets, Rocket Spawn 

The Turret 
is located on 
the ledge, 
allowing you to 

will come 
around the 
"U" to your 
side. You can 

also watch people going into Laser spawn. Located here is 
a Rocket Launcher, a Battle Rifle, and a Bubble Shield, right 
outside the teleporter door. There is also a Man Cannon that 
will launch you toward Ghost spawn; this vehicle allows you to 
quickly travel across the map. 

Dark Sniper 

Blue Teleporter 

Other names: N/A 

Other names: Red Sniper 

Light Sniper 

Other names: Blue Sniper 

Keyhole. Here 
you'll find the 
Overshield, a 
Battle Rifle, 

Grenades, 
and a pair of 
Spikers. 

Dark Sniper is 
located outside 
Keyhole. Here • 
you'll find the 
Overshield, a 
Battle Rifle, 
two Plasma 

The Teleporter 
links you 
between vour 
base and 
Turret. 

Red Teleporter 

Other names: N/A 

[sj ••' JSSp 
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Using the 
Teleporter 
allows you 

:e 
on vour foes 

Keyhole 

Other names: Shotgun Spawn, Shotty, Top Mid 

Ik, Keyhole is 
located at 
the map's 
center. It is a 
heated spot 
for battles. 
The Shotgun is 
located here, 
as is the Man 
Cannon, which 

will take you over the Center Pit to Laser spawn. The Middle 
Corridor between the two sides separates the base. 

Vehicle Pit 

Other names: N/A 

Blue Camo 

Other names: N/A 

and a pair of 
Spikers. 

Each base 
has a Vehicle 
Pit, where 
the vehicles 
spawn. The 
pit is located 

base's two 
Man Cannons 

This is located 
next to the 
tree on Light 
Side. Here 

Brute Shot 
and a Bubble 
Shield. 



Avalanche 

Red Camo 

Other names: N/A 

next to the 
rock on Dark 

you'll find 
Brute Shot 
and a Bubble 
Shield. 

Blue Man Cannon 

Other names: N/A 

This is the big 
Man Cannon 
on the ground 
that will lead 
you into the 
base. A Power 
Drain is also 
located here. 

Red Man Cannon 

Other names: N/A 

This is the big 
Man Cannon 
on the ground 

d 
you into the 
base. A Power 

HBSTIIM^WSIE 

located here. 

Center Pit 

Other names: N/A 

Center Pit i s 
is located in 
the middle 
of the map 
and connec 
Keyhole to 
Laser spawn. 

travel from one 
end of the map 
to the other. 

Laser Spawn 

Other names: Laser 

This is located i e 
in the middle 
of the map, on 
the back side 
near Ghost 
spawn. Located 
on each side 
of the Laser 

'% 

I 
Grenades 

Ghost Spawn 

Other names: Back Mid, Back U 

both Turret 
Man Cannons 
land players. It 
is also a heated 
spot for battles. 
Next to the 
door leading you 
to the Laser is 
a Battle Rifle 
and a Trip Mine. 

EKL 

Tactical Knowledge 
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" Enhanced! Knowledge 
Due to the abundance of vehicles on the map, every team's primary goal is acquiring the Spartan Laser and the Rocket 
Launchers. Holding these items will greatly increase your chances of keeping the enemy team immobile while keeping your team 
highly mobile. Significant effort should be made to secure the Spartan Laser, as it is the most effective way to knock the enemy 
Hornets out of the sky and destroy enemy Wraiths and other vehicles. Try to limit yourself on single-player shots. Controlling the 
Laser will determine if you will have vehicle control over the map. 

• One Bomb, One Flag, and Capture-the-Flag Tactics 

Turret spawn provides a great vantage point for a sniper to scan the 

map for enemies. Pair the sniper with another player (preferably a 

strong BR shooter) who can provide backup and protection. Also, 

this player has quick access to the base via teleporter if the opposing 

team enters the base and teammates need help. 

Have two players watching Keyhole and grabbing Custom Power-ups 

during a heated battle, because this makes you invincible for three 

seconds. 

1 Try not to abandon all positions unless necessary. 

1 Don't go alone into the opponent's base. 

i Have more than one person protecting your flag and watching for the 

opposing team approaching the base to plant the bomb. 

• When planting the bomb, have a Warthog, Hornet, or Wraith distract 

the players while your team sneaks in with the bomb via teleporter. 

• Have a person at Turret spawn watching for incoming vehicles to 

notify your team so that they are prepared with a Power Drain and/ 

or Rockets. 

• Crouch-walking on the base's outer ledge can give you a sneaky entry 

to grab the opponent's flag or plant your bomb. 

• Don't send all vehicles to the opposing side; try to leave a Warthog 

and the Wraith to protect your base from incoming enemies. 

• Using Camo allows you to remain unseen (except by radar); if you use 

this wisely, you can sneak into the opposing base via teleporter. You 

can also flank the opposing team on their side of Keyhole. 

It someone is exiting or entering your base via front Man Cannon, 

throw Plasma or Frag Grenades and simply use you BR to finish them 

off. This tactic will also work with the Center Pit cannons. 

If the opposing team is going to grab the flag, throw a Plasma 

Grenade at the flag so it weakens the foe as they try picking it up. 

When in Keyhole, have a Shotgun and stand up on the slanted ledge 

near the opposing team's entrance. This allows for surprise kills. 

If your sniper is in Keyhole, look down at the Laser spawn for 
approaching attackers. 

The Ghost is a great tool for splattering anyone who dares walk on the 

ground alone and in the open. 

Good Laser spots include the down side of Sniper spawn, Turret 

spawn, Base Platform, and Keyhole. Use the Laser more for vehicles 

than for a single opponent. 

Trip Mines are tricky. Place them safely away from your team; 

however, you can place the Trip Mine over Flag spawn or where the 

opponent will plant the bomb. Also place the Trip Mine around corners 

that vehicles would turn from. Sometimes throwing the Trip Mine 

into the Keyhole during a heated battle will lower opponents' shields, 

whereupon you can take them out with one shot. 

Blocking teleporters with a Mongoose inside your base will keep 

opponents from entering. Also, placing a Mongoose over the flag will 

keep your foes from grabbing the flag (they will get on the. Mongoose 

instead), or you can place it over the area where they will plant the 

bomb, hindering them from planting the bomb quickly. 

Offense 

an attack witn your teammates. Have a team member or two attempt 

to take control of the defending team and use the Spartan Laser 

effectively. Make sure to take down your foe's air support and tanks. 

Using the teleporter is great for stealing the flag and escaping the 

base quickly; however, when you first go through the teleporter, turn 

and wait to see if anyone is following you. As your opponent comes 

out of the teleporter, you can get easy flag-carrier kills. 

The Hornet is good for air support and for dropping and picking up 

players at the bases or teleporters. Try not to hover with the Hornet; 

continuously move so that you are not a sitting duck for a Wraith or 

ocket Launcher Sometimes if you are low enough, and with the Man 

annons allowing people to be high in the air, the Hornet becomes an 

easy target for Plasma Grenades. 

passenger seat is the best strategy. It done right, the Warthog and 

Mongoose can get your team into the base, capture or plant the flag 

or bomb, and get out within minutes. All three seats in the Warthog 

should be full—a driver, a Turret operator, and a footman to plant or 

capture the bomb or flag. 

After you pick up Active Camo, check to see if the enemy's Active 

Camo has been taken; if it hasn't, pick it up and just run or hop 

through their Mid Pit to the middle Man Cannon, which can launch VOL through their Mid Pit to the middle I 

into your opponent's base unnoticed 



Avalanche • 

Defense 

Sniping 

Turret Cliff Side 

. rom the Turret ledge, you have a 
great view of approaching enemies and 
vehicles. 

This spot is in the center of the map, 
with lots of available weapons. 

Base 
Underpass 

IEI 
| Q 

Snipe from Cliff Side by the Man Cannon 
facing Keyhole. 

Ambush Points 

weapons for sniping. 

This sniping spot is in the back of the 
map, near the edge in the shadows 
under the underpass. 

Gannon from the Center Pit. Attack from 
;here, helping your team. You can also go 
;hrough Keyhole, take the cannon over to 
;he Laser, and help out. 
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- BLACKOUT 
Bathed in frozen moonlight, this abandoned drilling platform is now-a monument to human frailty. 
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DATA STREAM 

Recommended Game Variants: Team Slayer, CTF, Krazy King, Slayer, Oddball, One Bomb 

Recommended/Maximum Number of Players: 2-8 

Advantageous Equipment: Sniper, Sword, Shotgun 



Weapons 

Battle Rifle 

Energy Sword 

Grenade, Frag 

Grenade, Plasma 

9999 
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AILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

9999 = s'o,w 9 9 9 9 9 = Fast 

Weapons 

istoi ! 9 9 9 9 w 

t | Plasma Rifle '• 9 9 9 # i 

Shotgun 

Weapons 

Equipment 

Sniper Rifle 

Topographical Overview 

• Call-out Locations 

Snipe Tower 

Other names: 

This tower is 
marked with 
blue painted 

nut? 
The 

side. 
sniper 

spawns at 
the 
S2, 
nnn 

top* leve 
which 
nects to 

Elbow and Bottom Mid. 

Red Platform/Snotty Underneath 

Other names: Red Plat, Front Red 

This is the 
gray area with 

Rifle in front 
of Top Red, 
located directly 
above Shotgun 

accessible only from Bottom Mid or Bottom Red. This small 

Elbow 

Other names: N/A 

J^k ^» 

Red Lift 

Other names: Top Red, Bottom Red 

Located 
across the 
map from 
Library, this 
building has 
a Red Lift 
(marked by red 
painted lines) 
that carries 
you to the 

i start 
of the map. On Top Red, the gray area outside the lift near 
Top Mid is referred to as Red Platform (Red Plat). 

ilRgraisTiTi g:Mtmmi=lfc*»Jl*l;F 

Middle 

Other names: Top Mid, Bottom Mid 

>. In the middle 
of the map, 
the square 

;: figure that 
connects BR 
Tower, Library, 

p»£r u Snipe Tower, 
and Red Lift is 

» known as Mid. 
The second 

; known as Top Mid, and the lower level is 
Bottom Mid. Bottom Mid has a hole in the ground that drops 
you on top of Shotgun Spawn and leads to 

This is the 
_-shaped 
walkway that 
connects 
Bottom Red 
andS1. 

"7-8? 

Wv 

* 
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Sword 

Other names: N/A 

Located 
directly below 
Library, this 
confined area 
houses the 
Sword and 
connects to 
BR 1 and 
Lower Mid. 

Battle Rifle Tower 

Other names: BR Tower, BR 1 (first level), BR 2 (second 
level), BR 3 (third level], Back BR 

• Back BR A Third level 

Library 

Other names: N/A 

Library is a 
primary spawn 
point at the 
start of the 

located across 
from Red Lift 
and contains 
two Plasma 
Grenades and a 
hole in the room's center that leads to Sword Spawn. 

Zone Knowledge 

A Second level 

Battle Rifle Tower is the 
tallest tower on the map 
and is made of three levels 
with yellow painted lines on 
the outside. Access this 
tower via the connector 
(Back BR) from Library, BR 
Ramp that runs along the 
entire building, Top M i d / 
Lower Mid, and Sword Room. 

A First level 

A BR Ram 

There are three main towers within Blackout: Snipe Tower, 
BR Tower, and Red Lift. BR Tower and Snipe Tower consist of 
three levels. The BR Tower's bottom level, commonly referred 
to as BR 1, connects to Bottom Middle and to the small 
section housing the Sword. The second level of BR Tower, BR 
2, connects to the Library (where you can drop down and pick 
up the Sword). It also has a ramp leading up to BR 3, the top 
and final level of the BR Tower. Positioning your team at the BR 
Tower allows the players to have a wide view of the entire map. 

atile spot on the map, 
as it houses three levels, similar to the BR Tower. The bottom 
level is Snipe One and connects to Bottom Mid, where you 
can drop down and pick up the Shotgun. You can also easily 
reach Red Lift by qoinq through Elbow. The second level of 

which is always useful. You can also see Top Middle, top of 
Red Lift, BR 2 and 3, and some of Library. Snipe Three, the 

Be careful in Snipe Threi there is an exploding crate 
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sides of the lift, there are two platforms th 
by dropping down from the top of the lift. In the beginning of a 
Team Slayer match, one team usually spawns at the bottom 
of Red Lift, but it is not an advisable spot to set up in. Red Lift 
has a wide view of the open top middle, Snipe Tower, and BR 
Tower; however, you are very vulnerable here, as it is in perfect 
view of both main towers. But having one player at this spot 
can be very advantageous to a team, because they a 
weaken any enemies who do not see Red Lift as a true threat. 

Weapon Tactics 
Sniper Rifle: Use a Sniper Rifle at BR 

3 to help support your teammates 
throughout the map. There are not 
many power weapons on this map, 
so even if your team does not use 
a Sniper Rifle, it is wise to at least 
toss it over the ledge. This prevents 
your foes from using it. 

Sword: Because Blackout has many 
small areas and levels stacked 
on top of one another, the Sword 
is great for dropping down on 
opponents or hiding in corners to 
surprise your enemy. Keep in mind 
that you must be very close to your 
teammate in order to attack with 
the Sword, so do not run across the 
map with your Sword out. 

Shotgun: If you have to choose 
between the Shotgun and the 
Sword, take the Shotgun. Like the 
Sword, the Shotgun is most effective 
when used at close range. For a 
quick kill, add a beatdown after you 
take your shot—that is, use the 
Shotgun to shoot your enemy, then 
hit them with it to finish them off. 
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-Enhanced Knowledge 
In Blackout, whether you are on offense or defense, make sure your team has control over a crucial spot on the map. The most 
crucial spots are the Snipe Tower and the BR Tower. 

Offense Professional Planning 

• D e f e n s e 

team set up at Snipe Tower; if you are unsuccessful in obtaining the 

Objective Plotting 

1 teammates runs out and tries to kill four a Shotgun or Sword i 

The Bubble Shield (located at the BR Ramp leading up to BR 3! and the 

Regenerator (located at the Snipe Ramp leading up to S3) are very useful 

in a defensive setup. If the enemy team attempts to rush your team, 

throwing down a Bubble Shield to regain your health can be lifesaving. 

them and return the flag. 

Sniping 

Sniper Three Top Lift BR 3 

The sniper spawns at this level of I 
Tower. You can see Elbow, Top Lift, all 
of Top Mid, BR 2 and 3, and Library 
Entrance. If enemies come up the lift, 
you can snipe them as they rise. B 
open and makes it easy to kill enemies 
Before you set up, blow up the fusion 
coils on S3. 

see most of the map. Anyone rushing 
Top Mid or running on Elbow is an easy 
target. You can also see Snipe Three, 
Snipe Two, BR 3, the ramps leading to 
BR 3, and the inside of the Library. 

from here. This position is good for 
killing opponents on Sniper Two, Sniper 
Three, and Top Lift and for killing anyone 
who is rushing Top Mid. Watch for the 
opposing team coming up behind you 
and trying to kill you. Also, don't stand 
directly next to the fusion coils on BR 3. 
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DATA STREAM 

Recommended Game Variants: Infection, Juggernaut, King of the Hill, Slayer, Team Slayer, VIP 

Recommended Number of Players: 2-6 

Advantageous Equipment: Battle Rifle, Sniper Rifle, Rocket Launcher, Power Drain, Overshield, Bubble Shield 



• Citadel • 

Weapons 

Battle Rifle 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 
£ = Slow ^ ^ ^ ^ 5 = Fast 

Weapons 

Plasma Pistol 

Plasma Rifle 

Rocket Launcher 

Shotgun 
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Weapons 

Sniper Rifle 

Equipment 

Power Drair 

-Topographical Overview 

• Call-Out Locations 

Base Ramp Archway and Raised Area 

Other names: loft, deck, upper base, yellow/red base, blue Other names: arch, ramp, (with "yellow/red" or "blue" prefix) 

The red and 
blue bases 

17 >V 
set apart on 
opposite sides 
of the map. 
The"base" 
in question 

is comprised of an upper platform with a slightly raised rear 
section. To the rear are SMGs and a ramp down to the raised 
area 3 that allows for quick ambushes from behind. Otherwise, 
there's a second ramp to the raised area, open areas from the 
platform down to ground level and the Overshield corridor 2, and 
the Rocket Launcher area 4. Note that you can see all the way 
across to the opposite base, making this map somewhat hectic. 

Overshield Corridors 

Other names: OS, shield spawn, shield corridor, corridor 
[with "yellow/red" or "blue" prefix) 

" >. > . : \ Running paralle 
i | on either side 

of the Rocket 
Launcher 
area 4 are 

I two identical 
i Overshield 

the other mair 
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With weaponry at one end and an Overshield toward the middle, 
this is one of the first locations where players normally head but 
one that is likely to be heavily sniped, too. At either end of the 
corridor is a raised area 3 and a side ramp leading up to one of 
the bases. You can drop down from (or Grenade-jump up to) the 
base area from here, too. The sloped pillar 
make excellent ambush points. The corridor is open along the 
inside wall, allowing access into the Rocket Launcher area 4. 
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end of the map 
is a raised area 
with a total of 
three ramps. 
There is also 
an open area 
where you can 

easily drop down to access either Overshield corridor 2 or the 
Rocket Launcher area 4. Locating yourself here usually means 
you wish to lurk in the shadows or crouch on the sloping roof 
supports or the light above the archway so you can ambush 
or snipe foes; from here, you have extremely good line of sight 
to one of the bases, both Overshield corridors, and the Rocket 
Launcher area. You can easily escape, too. There are two 
ramps, both leading to the same base. 

Rocket Launcher Area 

Other names: platform, platty 

HI 

The location 
where the 
most deaths 
usually take 

middle of the 
map and is th 

image (as it is centrally located). A platform with ramps on 
nd with a Rocket Launcher resting on it can 

be accessed from the entrance at either end of this open 
corridor [which offers great sniping opportunities from the 
raised area 3), from either Overshield corridor 2, or from 
the platform at either base 1 . Basically, this is a heavily 
trafficked and highly dangerous area, complete with an equally 
dangerous prize. 
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Zone Knowledge 

i • Base and Raised Platform Vicinity 

w . 9 | sJ» 

This is a symmetrical map 
with even weapon distri- | ( g \ \ 
bution. There are balconie 
on each base that overlook 1 * ' 
the central chamber. These 
balconies are often used to 
snipe opposing bases, which 
is encouraged. As there are 
two ramps accessing each 
base, players can also jump 
from the central chamber Ik. The base and raised platform vicinity, Jk. The Overshield corridor and rocket 
to enter either base. The whe re professional players tend to hide launcher vicinity, where the foolhardy player 
Overshield corridor simply and snipe from. attempts to arab powerful items and fails. 
has too many exits to make ' 
it safe for longer than a second or i 
down from an ambush point before you reach it. The central platform with the Rocket Launcher 
although you can flee into either base or Overshield corridor from this position. An early rush to t 
than a late one, as opponents have less time to set up ambush points. 

In an elongated L-shape that only reaches ground level at the archway door, the raised platform and base area run around 
this map's perimeter. This area is perfect for two teams of two to secure and patrol, cutting down enemies as they try to 
locate the Power Drain, Overshield, or Rocket Launcher. If you have one of your team roaming the area—don't get close to 
the Overshields, which are a great lure to leave available for a hapless foe, before cutting them down prior to them reaching 
the power-up—the other can locate a favorite sniping or ambush point and provide covering fire for the other. There are many 
ambush points; we've shown all the best ones, which you should use to cut down enemies, firing on them while they're still 
trying to figure out where the damage is coming from. 

Jk. The Overshield corridor and rocket 
launcher vicinity, where the foolhardy player 
attempts to grab powerful items and fails. 

Enhanced Knowledge 

• Offensive and Defensive Posturing Professional Planning 

' ie preferred places to be. Your battle plan should 
le Rocket Launcher immediately so you can achieve some multikills at the 

arbine to snipe 
foes, but also make good use of Grenades to weaken players as they attempt to usurp you from 

ie explosive Power 
e used against you if you're standing too close to them, 

ly detonate them; instead, keep away from the Cores, and blast them 
3r the base, turning them into traps. 

J The Overshields beneath both bases are extremely useful; grab them to prevent others picking 
them up and when you're low on shields. Naturally, you're likely to be walking into an ambush, so 
prepare yourself! 

You can snipe from base to base using Battle Rifles or Carbines that are available without you 
needing to find them; they are available at the beginning of the match. There are also multiple 
alcoves on either side of each base (many of which are detailed in the "Sniping/Ambush Positions" 
section] that should be utilized and jumped on, so you have firing opportunities on base entrances. 

• Although scattered about, the compact nature of this map means that every weapon is useful. 
Consult the "Arms and Equipment" chapter for specific advice on using each armament. Aside 
from sniping down an entire corridor, there's not many long-range takedown opportunities, 
meaning usually overlooked weapons work well, too. 

• There's no Active Camo on this map, but the dark shadows work almost as well; holing up in an 
alcove with a sniper with a great view and no blind spots can really help your cause. 

• Are enemies consistently staying in bases and annoying you? Utilize the Power Drain to weaken 
these foes, and eventually take the base's advantageous positions yourself. 

You don't need to dash up ramps to reach a base; you can jump from your base to the Rocket 
Launcher platform, and across to the opposite base with a swift series of leaps. This may be 
dangerous, so check for foes, first! 

In team games, the most important-strategy 
is to keep together and avoid heading into the 
central chamber with the Rocket Launcher, 
unless you are grabbing the weapon or an 
Overshield; then retreat back to the base or 
raised platform area. Staying in the center 
leaves you or your team extremely vulnerable 
to multiple incoming Grenades, Carbine 
sniping from foes, or Battle Rifle takedowns 
from your enemies. 

In all game types, it helps to learn the 
respawn times of the power-ups and power 
weapons on the map. Learn when you should 
run for that Rocket Launcher and when to 
drop from your base to grab an Overshield— 
on your side or your enemies'. 

The Overshield makes an electronic sound 
when it respawns. Listen for this to help time 
visits to the Overshield hall. 



Objective Planning 

Sniping/Ambush Positions 

Archway Perimeter Wall Archway Light Power Drain Ramp 

Easily accessed via a jump from the 
ramp, this offers particularly good 
coverage of the Rocket Launcher 
platform, although you can't see the 
right side of the level. Periodically look 
left for enemies accessing this area 
from the perimeter ramps or jumping 
from the Overshield corridor to the 
raised floor you're close to. 

Perimeter Sloped Roof Edge 

Accessed via a Grenade Jump or Brute 
Shot, this offers many of the advantages 
of sniping location A but with the added 
benefit that your opponents may not be 
expecting you to be crouched above any 
of the windows in the raised area. With 
horizontal pivoting, you can cover both 
ramps and the ground level below, but 
views across the interior of the Rocket 
Launcher area are limited. 

A difficult Brute Shot Jump, using a 
teammate, is the better way of reaching 
this cunning hiding spot. Although 
there's not much room to move, 
there's a whole lot of time to catch a 
foe running through the archway and 
ambush t h — 
right and take down foes on the raised 
area as well, since they won't initially 
know where you're hidden. 

In the Shadows « 

This is one example of taking up a 
defensive position in some of the more 
shadowy locations of this map. Place 
yourself by the ramp leading up to the 
rear of the base, and you have a great 
view across one entire end of the map 
You can tag anyone leaping up to the 
raised area without them spotting you, 
or even those taking either ramp dowr 
from the bast 

Edging forward from sniping point D, 
you can guard the Power Drain and 
ambush enemies who are drawn to 
this item. You need to watch your 
back and the enemies heading down 
the ramp from the rear of the base, 
but otherwise, this raised area and 
the nearby columns allow you to prowl 
and quickly reach cover while your foe 
flounders attempting to reach the raised 

Perimeter Ramp 
Overlooking Overshield 

At the edge of the perimeter ramp that 
leads up to the base and the Overshield 
corridor, this offers great views of the 
Overshield and provides access and 
views of the ramp to your right, so 

location. However, watch for attacks 
from the left. 
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Rocket Launcher Platform 

ww: 

frantic lite, but it you re armed with 
the Rocket Launcher, you can quickly 
take down any foe with a single, well-
placed shot. The trick is to grab the 
Rocket Launcher and leave the area 
immediately, as there are too many 
locations from which you can be struck. 

Sloped Pillar 
(Main Entrance) 

Using the Brute Shot or Grenades, 
blast yourself up to the top of this 
sloping pillar or any identical pillar that 
surrounds the main central chamber. 
I I Ma u m a i 10 a y u u u U H U I L J G , a o y u u u a n 

snipe the raised area, the ground, and 
the Rocket Launcher area from this 
spot, or the pillar to the right on the 
other side of the main entrance. 

Overshield Side Column 
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Above the Overshield corridor is the 
column and others like it. If you're 
spotted, you can quickly escape to the 

Overshield Sloped 
Pillar (Window) 

. i j | ~ 
I* "*~ J 

Squeezing in just under the ceiling, access 
this sloping area (there is an identical 
point on each side of the base] above the 
Overshield corridor by carefully jumping 
from the gap by the window. You can 
maneuver around this entire sloped area, 
from the windows to the pillars. From 
here, watch foes dropping down from the 
base or heading along the corridor below 
before you ambush or snipe them. 

Base: Platform Upper Deck 

Expect heavy combat on this upper deck, 
which is the main part of your and your 
foe's base. It is always under contention 
no matter what mode of play you choose. 
When holding this prized location in team 

a — . , j — o - . ~ a— I j — 

an important role in both offensive and 
defensive activities. Players generally pass 
through the base's upper deck before 
combat begins over the Rocket Launcher. 
This location then becomes a critical 
defensive or ambush point: Watch for 
attacks from the ramps to the side and 
behind you by standing atop the ramps; 
you have the advantage over adversaries 
running up the side ramps, jumping 
from the Rocket Launcher platform, or 
running under the Overshield corridor. 
The importance of this location cannot be 
overstated! 

Base: Back Wall and Corner 
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Shotgun waiting nearby. A sniper can fire 
shots across the map into the other base 
from here, using both the crates in the 
middle of the base and the nearby pillars 
for cover. Grabbing the nearby Shotgun 
offers some protection from an ambush 
coming from the ramps on the sides. 

If you move to the corners and sneak 
back here, you can also tag foes heading 
up from the side ramps and those milling 
about in the middle Rocket Launcher area 
or opposite base. Watch for foes moving 
toward you from the right side, heading up 
from the raised area. 

Base: Sloped Pillar 

This is a strong position for midranged 
combat, but mind the ledges: Standing 
on the glass floors exposes you to 
several lines of sight. Stand back from 
the ledge and control the center of the 
map with a Battle Rifle or a Carbine. 
Climb up the inside of the sloped pillar 
to protect yourself if you're getting 
overwhelmed by opposing fire and 
Grenades. Approach the ledge only if 
you plan to jump down for the Overshield 
or Rocket Launcher or plan to escape 
from opponents inside the base. The 

VVH IUUVV IAJ U IG ICIb UNCI o a 3 U Ul ILJ DIL)I 10 

line and another opportunity to escape if 
necessary. 

Base: Crates 

The back wall is a decent sniping position, 
with rear access to the sniper ramp and a 

These moveable objects can quickly be 
positioned as cover if you're ambushed 
from the ramps leading to the upper 
deck. If you have snipers hanging out 
against the back wall, they can briefly 
crouch behind the crates and use 
them as cover. Similarly, a player can 
throw a Grenade at one side of a crate 
before ducking around the other side, 
creating a trap for would-be ambushers. 
Plan these types of tactics around the 
base crates, as a lot of combat occurs 
around them. 



Deep in the bowels of Installation 05, things have gotten a little out of hand. I hope you packed extra underwear. 
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DATA STREAM 

Recommended Game Variants: Team Slayer, Team Swat, King of the Hill 

Recommended/Maximum Number of Players: 4 / 1 0 

Advantageous Equipment: Rocket Launcher, Sniper Rifle, Shotgun, Power Drain 



ial Game Gui 

Weapons 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 
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Weapons 

Rocket Launcher 

Sniper Rifle 

-Topographical Overview 

4 

— 1 
Equipment 

i. Active Camo 

if) Bubble Shield 

• Overshield 

X Power Drain 

it: Regenerator 

99999\ 
9 
fftff 

Cold Storage is a largs by ramps, corridors, and teleporters. 

• Call-out Locations 

Main Room 

Other names: N/A 

I Sits 

biggest room, 

protruding 
ledges, two 
standing 
pillars, and a 
teleporter. 

High Ledge 

Other names: N/A 

' 1 * * L d k i 
You can 
walk on this 
wall, which 
separates 
Main Room 
and Rocket 
Room. 

Yellow Hallway 

Other names: N/A 

The walkway 
on the floor 
from Main 
Room to 
Yellow Room. 

Camo Teleporter 

Other names: 

FTf 
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N/A 
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This teleporter 
is located in 
Main Room 
and takes 
you to Camo 
Room. 

OS Hallway 

Other names: N/A 

w the Main 
Room to OS. 

Rocket Room 

Other names: N/A 

This is 
across from 
Main Room, 
separated by 
High Ledge. 
Contains one 
elevating ramp 
and two pillars 
holding up a 
ledqe. 



Rocket Ramp Camo Ledge 

Other names: N/A Other names: N/A 

i 
-

* 
The only ramp 
in Rocket 
Room that 
leads to Pink 
Hallway. 

protruding 
balcony-like 
structure 
connected to 
Camo Room. It 
hangs into the 
Main Room. 

Rocket Ledge 

Other names: Rockets 

Pink Hallway 

Other names: Window 
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Camo Room 

Other names: Sniper 

This ledge is 
being held up 
by two pillars. 
Rockets are 
located here. 

This is the 
walkway leading 
from Rocket 
Ramp to Camo 
Room. Also 
called the 
Window due 
to the opening 
that drops to 
Yellow Room. 

upper-level 
room that you 
can access 
by Camo 
Teleporter or 
Pink Hall. 

Yellow Room 

Other names: Pink Room 

This is a small 
lower-level ^ \- :•>,•>, 
room that is *» I 
gold in color '*** f . 
and houses 
a teleporter *'/ 
to Needier 
Hallway. 
Accessible | |^J 
through Yellow 
Hall, Pink Hall Drop, and Rocket Hall. 

Rocket Hall 

Other names: N/A 
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This is a lows 

leading to 
Yellow Room 
from Rocket 
Room. 

Shotgun Room 

Other names: Shotty, Shotty Room 

flood pod, and a receive! 

level room 
located on 
the oppositi 
side of 
Yellow Room. 
P n n t o i n c 

glass flood 
pod, remnants 
of another 

leport node. You can access this 
dler Hallway, and OS Hallway. 
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Needier Hallway 

Other names: N/A 

Needle Ledge 

Other names: N/A 

This is the 
wrapping 
walkway from 
Shotty Room 
to Needle 
Ledge. 

Shotty Teleporter 

Other names: N/A 
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Needier Teleporter 

Other names: N/A 

This balcony­
like structure 
is directly 
connected to 
Needle Hall 

and hangs 
over the Main 
Room. BHBBHHHN ** 

i N 

.... '" •-

is located in 
Pink Hall which 
takes you to 
Shotty Room. 

This teleporter 
is located in 
Yellow Room 
and takes you 
to Needle Hall. 

• As with any Halo 3 map, controlling the power weapons will assist you in clearing any 
groups of players coming to attack. Rockets can damage larger groups of opponents 

in one round. Try to acquire the Shotgun for use when running through the corridors and hallways. 

Enhanced Knowledge 
• Team Slayer 

Staying in the top rooms makes it harder for enemies to 
attack. With your team controlling the upper levels, your 
focus of attack is narrowed to corridors and teleporters. A 
group favorite is the Camo Room. The Camo Room contains 
a Sniper Rifle, and you can easily control the only two entry 
points: through the Pink Hall or via the teleporter from Main 
Room. Someone can situate themselves against the wall of 
the teleporter and clean up any foe with a single melee. The 
Pink Hall's drop into Yellow Room can assist in any heavy 
attacks and pushes by the opposing team. 

If the other team is already camped in Camo Room, equip 
one player with the Power Drain and jump from Net " 
to C 
You can also do this with any Grenades to dish out damage to 
the camping team. Once you've dealt some damage remotely, 
send two people through the teleporter and one through the 
hall to attack. Coordination is key. 

Professional Planning 

• Keep an eve as players can be 

Advanced Tactics 

Objective Plotting 

King of the Hill 

Bubble Shield 

Post your team in Camo Room. With easy access to major power weapons and few entry points, you can easily rush down to 
grab Rockets and head back to support your team. Have one person set up with a Sniper Rifle and focus on the Needle Ledge, 
as this is a popular jump site due to the teleporter access. 



Sniping 

Camo Camp 

cm 

Rocket Camp 

' 7M 
Stand behind the teleporter exit in the 
Camo Room to easily melee and assas 
sinate any players traveling through. 

Pink Hall 

In between the two pillars making up 
the Rocket Ledge is a doorway leading 
to Camo Hall. The doorway's entrance 

'udes just enough for you to stand 
on. Just look down and wait for players 
to walk through, or stay put for surprise 

Ledge Jumping 

There are many ledges that you can L 
for a high attack or a melee ambush. 
These include the Rocket Ledge , 
Needle Ledge, Camo Ledge, and Higf 
Ledge. 

There's a small crack in the wall of 
Pink Hallway through which you can 
drop down into Yellow Room. Squeeze 
through and jump down onto unaware 
players. 

Ramp Camp 

You can hide under any of the ramps 
that lead into a room. This is another 
easy way to score quick assassinations. 

High Ledge Camp 
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High Ledge i 
the map and high above any poss 
attacks by foes with Frag Grenad 
This location makes for a unique 
ambush point when equipped 
with any mid- to long-ranqt 
weapons, such as thi 
Battle Rifle, Sniper, 
Rockets. 
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• C O N S T R U C T 

Vast quantities of water and other raw materials are consumed in creating even the smallest orbital installations. 
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DATA STREAM 

Recommended Game Variants: Team Slayer, King of the Hill, Team Snipers 

Recommended/Maximum Number of Players: 4 / 1 0 

Advantageous Equipment: Sniper Rifle, Mauler, Laser, Sword 



Weapons 

Brute Shot 

Energy Sword 

Flamethrower 

Grenade, Frag 
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AVAILABLE EQUIPMENT AND GEAR RESPA 

Weapons 
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Grenade, Plasma 

Mauler 

Missile Pod 

Plasma Pistol 

Sniper Rifle 

Spartan Laser 
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" Topographical Overview 

Weapons 

Equipment 

• Call-out Locations 

Open Mid 

Other names: Mid Map, Open Floor, Floor 

spawn point 
for all Slayer 
games. This 
is the largest 
open area in 
Construct and 
makes up the 

floor. This area 
contains a hole that drops 
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Basement 

Other names: Bottom 

_l— This is 
accessible 
from the drop 
at Open Mid. 

and Open ar 
second floor 

via Gold Lift 
There is a single entrance to the 

Other names: Closed Floor 
C1/01 

EM 1 , -Jf" "̂  
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Located on 
Open Mid, C 

the lift to 
Closed Side 

Other names: N/A 

pf; r-..-

i I 

This is the 
bottom area 
surrounding 
each of the 
lifts. C1 is the 
closed side, 
and 01 is the 

Other names: Open Floo 
Gold 1 
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•Jtâ ,̂ ,....• •-•••• •••" """". 

. w k * jM 

k 

_ocated at 
Dpen Mid, 
opposite 
:rf C2. This 
ocation 
consists of the 

Other names: Bo 
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Sword Room 

Other names: Mid Gold, Mid Yellow, Yellow 2 
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Patio 

Other names: Back Porch, Sniper 

Upstream 

Other names: N/A 

walkway and 
entrance to 
Gold from 
Open Mid. It 
is an elevated 

The Patio is a 
large flattened 
structure 
directly 
connecting 
the River and 
Upstream as 
well as the 
Ramp to the 
Basement. 

This is the 

curves around 
C2 from the 
Patio up to 
Back Gold. 

Other names: N/A 

Sword Room is R E 
located on the 
third level and 
hangs directly 
above the Patio. 
You can access 
the Sword here, 
which has an 
entrance from 

Lobby 

Other names: Glass Room 

lines structure 
directly across 
from the Gold 
Lift. The Lobby 
has entrances 
to C3, 03, and 

Sniper 

Other names: N/A 

This is a 

River 

hanging 
elongated 

It contains an 
upper and lower 
level—S1 is the 
bottom, and 
S2 is the top, 
where you actually cover Sniper. 

Other names: N/A 

Other names: Shortci 

This is the 
walkway th 
curves under 
02 from the 
Patio. 

the two large 
pillarlike beams 
that begin on 
Open Mid near 
the lifts that 
stretch into the 
third floor in 
Sword Room. 

Other names: Open 

Jfc m * 

Open Street 

Other names: N/A 

This is the 
topmost leve 
which you can 
reach from 
Open Lift. 03 

i i a a c;i ibi a i i i j c a 

to the Lobby 
and Open 

the Gold Lift 
from 03. 
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Open Ramp 

Other names: N/A 

This ramp 

Gold to Open 

Back Gold 

Other names: Gold Ramp 

Other names: Closed Purple 

; ^ '> ! 
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Other names: 
_—. 

Closed Street 
N/A 

» s. 

Missile Ramp 

C3 is a small 
upper-level 
room you can 
reach from the 
Closed Side 
Lift. Accessible 
from Lobby 
and Closed 

irge walkway 
wrapping from 
C3 to Gold Lift. 
Closed Street 
contains one 
small drop 
hole that you 
can use to 
escape fire. 

Gold 3 

Other names: Top Gold, Top Yellow, Yellow 3, Y3, G3 

'> 
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J ^ ^ 

Missile Hall 

Other names: Closed Hall 

Laser Hall 

The topmost 
area of Gold 
Lift. Top Gold. 
is accessible 
from Closed 
and Open 
Street and 
from Gold Lift. 

This corridor 
begins at the 
missile pod 
that stretches 
to the bottom 
of Main Ramp. 

Other names: "Down" to Missile Other names: Op: 

Laser Ramp 

Other names: "Down" to Laser 

leads from 
Open Mid to 

with a missile 
pod at the 
bottom/ 
Basement side. 

This ramp 
leads to 
Basement fron 
Open Mid. 
Located on 
the Open Side 
of the map, it 
has a laser at 
the bottom/ 
Basement side 

i . ] r 

Main Ramp 

Other names: Ramp 

• P M 

\ 1 * 

This corridor 
begins at the 
base of Laser 
Ramp and 
stretches to 
the bottom of 
Main Ramp. 

This centrally 
located 
ramp in the 
Basement 
takes you 
directly to the 
Patio. 



Tactical Knowledge 
Try to quickly move your team to the map's top level to gain and keep control. In any map, hanging around below gives your 
opponent easy attacks. In some locations, the opponent doesn't even have to drop down to begin attacking you. There are 
plenty of Battle Rifles scattered around, which make it easy to attack from across the map; for example, you can fire from Open 
to Closed Side, down each street, and from Open or Closed Street to Open Mid. 

Enhanced! Knowledge 

Professional Planning 

Always team-shoot opponents, whether they're doubled up in streets 

or in C3/03. 

Throw Grenades at the back edges of the streets to bounce into C3/ 

ack Gold. 
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Objective Plotting 

King of the Hill 

Keep an eye on the game clock. During Krazy King, the hill will 
move every 30 seconds, and it will do so randomly. The same 
goes for Team King, except the hill will move every minute. 

Advanced Tactics 

Keep a teammate in every lift, with one rotating the street from Top Gold to C 3 / 0 3 (whichever side you choose to post up on). 

By camping the lifts, you give your team the advantage in applying quick combat. Riding lifts leaves you slightly blinded until you 
get firmly situated back on the ground. Since every lift has the same drop zone, a planted Grenade or Power Drain (on Top Gold) 
can damage larger groups of players rushing the lifts. 

Sniping 

Lift Camper Gold Camping Nade Toss 

easily kill any approaching players from 
the lift. 

Sniper Spawn 

be shot at approximately two times. Ti 
a melee to make an easy kill afterwarc 

Battery Lift 

cause damage ar 

Since the sniper is centrally located on 
the map, it makes shooting into Open 
and Closed Street easy, with plenty of 
room to drop down and avoid fire. 

batteries up the lift into the third level. 
When followed by a Frag Grenade, the 
battery will explode and damage any 
players in tlr1" 

Window Walk 

^ A 

jp here and attack 
I up and down the r 
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"7. Others suggest that few other sites survived the Flood. 
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DATA STREAM 

Recommended Game Variants: Slayer, Team Slayer, Oddball, King of the Hill 

Recommended/Maximum Number of Players: 2-8 

Advantageous Equipment: Rocket Launcher, Gravity Hammer, Shotgun 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

Weapons 

Battle Rifle 

siow 9 9 9 9 9 = Fast 

Weapons 

Gravity Hammer 

Grenade, Spike 

Weapons 

^9 W WW 

Topographical Overview 

With its interior structure similar to that of great European 

cathedrals, it's thought to be a former 

ages ago, possibly a tomb or a cathedral. 

While at first glance the structure appears symmetrical, it is anything 

but. Looking at the overhead and outside views of Epitaph, one can 

see that with its exterior ramps and internal hiding places, Epitaph is 

a complex and challenging map. 

This map is great for Slayer, Team Slayer, Swat, and Oddball games. 

If you want to play in Matchmaking mode, you're more likely to see 

the Epilogue variant of the Epitaph map.. The Epilogue variant of the 

map has no shield doors, and there are some differences in weapon 

availability and placement. 

nam corridor an 

Like a cathedral, there is a Choir, a Court, and a Nave. The area with 

the Forerunner Structure is the Choir and cont 

Lift that will take you to the second-level platform. I he Uhoir contains 

two levels: To 

similar Gold Gravity Lift; however, this lift takes you to the center of the 

crossing, on a platform containing the Rocket Launcher. The Transepts 

cross the Nave and Choir in the middle and contain elevated structures 

that are akin to flying buttresses; we call these "ribs." 

• Call-out Locations 

Court Center Court 

Other names: N/A Other names: N/A 

The Court is 

the center of 

the Nave and 

Choir, and 

that extend 

out from it in 

either directior 

Center Court 

consists of two 

areas—Top 

Court and 

Bottom Court. 

Court and 

Dark Side Court. . This is the meeting place, the central heart 

of the map. During games such as King of the Hill or Slayer, 

you'll often find many players passing through. 
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Top Court 

Other names: N/A 

Top Court 
is a floating 
platform on 
which rests 
the Rocket 
Launcher. 
When 
standing on 

make sure you 
or a teammate possess the Rocket Launcher, as the platform 
will sway if shot with a Rocket, knocking you off to your 
opponents below. Access Top Court via the Gold Nave Lift or 
via the runways on either side of Light Court and Dark Court. 

Bottom Court 

Other names: N/A 

Bottom 
Court is the 
very heart 
of Epitaph. 
Located 
at ground 
level below 
the Rocket 
Platform, 

houses a fierce weapon—the Gravity Hammer. This area is 

r standing within it c 
enade or long-range weapon. 

Dark Side Court 

aasily be 

Other names: N/A 

\ The Dark Side 
Court has two 
ribs—great 
columns that 

'J attach to the 
building and 

exterior—and 
two doorways. 
Against the 

first rib, on the bottom back side, you'll find the Covenant Carbine. 
"l is leads to the only 

doorway on Dark Side Nave and to Dark Side Choir walkway. 

Light Side Court 

Other names: N/A 

columns that 
attach to the 
building and 
extend to the 
exterior—and 
two doorways. 

Against the first rib, on the bottom back side, you'll find the 
Battle Rifle. There is one runway in Light Side Court, which 
leads to the only doorway on Light Side Nave and Light Side 
Choir walkway. This runway connects the various sides of the 
map without making the player walk on Bottom Court, and it 
allows the player access to the Rocket Platform. This runway in 
the Court is the connection between both the Choir and Nave. 

Choir 
Other names: N/A 
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The Choir 
is easily 
recognized 
by the relic 

I Ul CI Ul II ICI 

statue looming 
above it. This 
area of the 
map contains 

and doorways and a center battle arena. These areas are 
named as to where they are located; for example, Top Choir 
is the second level of the Choir, and Bottom Choir is the first 
level of the Choir. 

Top Choir Platform 

Other names: N/A 
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\ Choir Platform 
is located 
directly in front 

11 of the Choir 
' Top Gold Lift, 

on Top Choir. 
When you 
take the Choir 
Gold Lift to the 
Platform, you'll 

immediately see the Bubble Shield on the floor in front of you. 
On either side of Choir Gold Lift are two alcoves. You can drop 
down these to Bottom Choir if an enemy is coming your way. 

Light Choir Runway 

Other names: N/A 

as the map'E 

Court on Top 
Choir Platform, 
to your left is 
Light Side. Here 
you'll find three 

all without 
shield doors, 

does not contain these. Door 1 of Light 
•—s one weapon, the 

i. uunur IUU ig on, yuun IUIIUW mis r 
"amp and then to the Lower Light 

i Camo along the way. Door 2 of Liqht C 

awn to the 
passing the 

the Light Side Walkway; then you can he. 
Platform. As you enter Door 2, you'll see the Brute Shot. Door 3 
of Light Choir Runway is another avenue you can take to escap. 
your enemies; it leads to the same area as Door 2 and is the 
farthest door available on this runway. 



Epitaph 

Dark Choir Runway 
Other names: N/A 

Dark Choir 

located on the 
Choir's second 
level and is on 
the right side 
of Gold Choir 
Lift Platform if 
you are facing 
the Center 

Court. This area contains three doorways, all with shield 
doors. Door 1 is the closest to Choir Lift and contains one 
weapon, the Plasma Rifle. Door 2 leads to the Dark Side Top 
Walkway. Door 3 also leads to the Dark Side Top Walkway; 
there is an exploding barrel as you pass by this door—so don't 
let your opponent easily kill you with one shot to the barrel! 

Bottom Choir 

Other names: N/A 

Bottom Choir 
contains an 

for gameplay; 
multiple 

doorways, and 
aisles; and the 
base of Gold 
Lift, where 

'enades and two Frag Grenades. On 
either side of the bottom area of the Choir are aisles, under 
the Top Choir Runways. These are great locations to fool your 
opponent as you pass back and forth between them, shielding 
yourself from gunfire. There are two sides to this area: the 
Bottom Choir Light Side Aisle, which contains one doorway 
(no shield) and leads to the Bottom Choir Ramp. Here you'll 
find one power-up, the Active Camo, and the Bottom Choir 
Dark Side Aisle, which contains one doorway [with shield] and 
leads to the Dark Side Bottom Court. This aisle also leads to 
the back of Choir Lift. 

Nave 

Other names: N/A 

The Nave is 
located on the 
opposite side 
of the map 
from Choir; it 
is the bottom 
of Epitaph's 
"cross." Here 
you have Top 
Nave and 

Bottom Nave, with weapons, runways, and aisles similar to 
that of Choir. In front of Gold Lift is the top nave platform, 
where you'll find one weapon, the Needier. This area is 
usually a pass-through from Light Side doorways to Dark Side 
doorways. The Gold Lift here will also elevate a player to the 
Rocket Platform. On either side of the Nave are runways that 
lead to the outside walkways on both Light Side and Dark 
Side. 

Bottom Nave Gold Lift will catapult you to the Central 
Court, where you'll land on the Rocket Platform. In front 
of the Gold Lift, at its base, you'll find two Frag Grenades. 
Hidden from view and unknown to amateur players, Back Gold 
Lift is a great place to hide from your opponents, whether 
youVL _ . 
recharge. Here you'll find one piece of equipment, the Power 
Drain. You can also jump from Back Gold Lift to the Top Nave 
Platform if you carefully jump at its sides. This area also leads 
to the Dark Side Nave Runway and the Light Side Nave Aisles. 

Top Nave Light Side Runway 

Other names: N/A 

On the Light R a ] ~~" 
Side, the inside ' 
runway leads 
through the 
unshielded 
Light Side door 

to tl . 
walkways of 
Epitaph, There , 
is only one 
doorway on this side of the upper runway. 

Top Nave Dark Side Runway 

Other names: N/A 

Taking the 
insidi 
to the outside 
walkway leads 
you through 
a shield door. 
There is only 
one door on 
this upper 
runway. Here 
you'll find a Mauler as well. 
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Nave Aisles 

Other names: N/A 

IT you re 

Nave Gold 
Lift, you'll S L „ 
the aisles on 
either side of 
the playing 
arena. There 
are also 

hidden areas behind columns, as well as a light side and a 
dark side. These are differentiated by unshielded and shielded 
doors, respectively. Passing through Light Side Nave Aisle, 
you'll find the SMG. Passing through the Dark Side Nave Aisle, 
you will find the Spiker and the Overshield, a valuable tool in 
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-Tactical Knowledge 

• O f f e n s e 

On Epitaph, the key is staying out of the Center Court and finding a place to perch and take out the enemy below. If you're in a 
battle during Team Slayer, placement is key. Have teammates in all four major areas of the map so you can shoot "team BR" 
style across the playing field. Also, if your teammates are within view of one another, you can let each other know if someone is 
trying to sneak up behind you. 

-Enhanced Knowledge 

• Advanced Tactics 

Jumping 

Window-Ledge Jumping 

You can jump from the Nave Ramps to the ribs and then to 
the window ledges. This gives you an overhead advantage 
against your opponent. Also, you can use a Brute Shot to 
catapult to the window's upper ledge. Having a sniper at this 
location? is ideal, as you can pick off your opponents down 

Slide Jumping 

In the transept area, just below the walkway, you can jump 
onto the wall grates and slide-jump to the upper walkway. This 
enables you to quickly jump out of harm's way as the fight 
gets lethal on the ground. Quickly jump against the wall grate, 
slide your analog stick over, and jump again. You now have the 
advantage of using your Battle Rifle or other weapon of choice 
to take out your adversary below. 

Walkway Jumps 

A First jump Jk Second jump 

There are several locations on Epitaph's outside walkways 
where you can jump up or down to another walkway. Use 
this technique to quickly attack your opponent from above or 
below. Epitaph is open to your imagination, as the entire map 
I,- f u l l n f , . , - J U . , ^ . , , - n „ J n , l n , . , n , r n n r J n r f f ^ r . n,lintrk. r t i ir>lsli-.n i r . 

and out of sight. 

Sniping 

Light Side and Dark Side 
Court Hidden Doorways 

On the Light Side of the Court, find your 
way up to the Rocket Platform and jump 
to the first rib on either Light Side or Dark 
Side Court. Here you'll find a doorway. You 
can tuck yourself back into the shadows 
of the doorway, making this an excellent 
spot from which to snipe. If you're being 
shot at from this position, quickly duck 
back, drop to the floor, and go through 
the door and out of harm's way. The 
unknowing opponent won't know where 

you went. Also, you can balance yourself from anyone who heard the shot—just 
on the edge of the doorway and look down rush up the back door of Choir Gold Lift! 
below; your unsuspecting prey will come 
along as you drop down to take them out! 

Shotgun Ledge 

Just on the other side of the outside 
walkway railing, by the Shotgun, there 
is a ledge known as the Shotgun Ledge. 
You can crouch and take cover here, 
then pounce on your opponent as t 
unknowingly pass by on their way to 
Back Gold Lift. Then, after you take out 
your opponent, you can quickly escape 

Court Corner Ledges 

In the Court's upper corners are ledges 
that you can use to keep yourself out of 
sight. While your opponents are looking 
in the obvious places on the map, you'll 
be lurking above them, poised and ready 
to take them out. 



FOUNDRY 
After the orbital elevator fell, supply warehouses munitions to space were soon abandoned. 
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DATA STREAM 

Recommended Game Variants: Forge, Team Slayer, Multiflag, King of the Hill, VIP 

Recommended/Maximum Number of Players: 4 - 8 / 1 6 

Advantageous Equipment: Rocket Launcher, Sniper Rifle, Bubble Shield, Power Drain, Portable Grav Lift 
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Weapons 
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Battle Rifle 

Brute Shot 

Grenade, Frag 

Grenade, Plasma 

Plasma Pistol 

P.VX 

AVAILABLE EQUIPMENT AND GEAR RESPAW 
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Weapons 
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Plasma Rif 
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Sniper Rifle 

• 

Equipment 

± 
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Bubble Shield 

Grav Lift 

Power Drain 

-Topographical Overview 

• Call-out Locations 

A-Base 

Other names: A-Side Spe 

_ 

SHI starting spawn 
point for one 
of the two 
teams. It is 
sometimes 
called "Yellow 
Base" because 
of the 
yellow signs 

these areas, because there is only one way out and you c 
be cornered very easily. 

B-Base 

Other names: B-Side Spav 

point ror one 
of the two 
f nams. It is 

called "Red 
Base" 

""use of 
the red signs 

indicating the B side of the map. Although each team spawns 
at their own base, it is a bad idea to stay back and camp in 
these areas, because there is only one way out and you can 

be cornered ve 

Power Drain 

Other names: Mid 

nower Drain, the first available advantac 
after spawning in either base. 

This platform 
is in the middle 
of the map 
and is the first 
point where 
the two teams 
can meet 
after the initial 
spawn. On this 
platform is a 

item on the map 

A-Sign 
Other names: A-Side Stickies, A-Stair_, 

\ The A-Sign is 
the easiest 
way to tell that 
you're on the 
map's A-Side. 
In front of 
this indicator 
sign are 
two Plasma 
Grenades and 

a Spiker. This is the fastest route to take when 
A-Base to either A-Side Sniper Rifle or the back of the map. 

B-Sign 

Other names: B-Side Stickies, B-Stairs, B-Ramp 

The B-Sign is 

way to tell that 
you're on the 
map's B-Side. 
In front of 
this indicator 
sign are 
two Plasma 
Grenades and 

a Spiker. This is the fastest route to take when going from 
B-Base to either B-Side Sniper Rifle or the back of the map. 



Foundry 

Other names: Back A Corner 

#v This is where 
one of the 
two Sniper 
Rifles on the 
map spawns. 
It is called 
"A-Snipe" 
because it is 
located on the 
A-Side of the 

Wle for the team that spawns 
on A-Side. This is a very important area of the map to control, 
because one of the most powerful weapons spawns here. 

B-Snipe 

Other names: Back B Comer 

one of the 
two Sniper 
Rifles on the 

"B-Snipe" 

located on the 
B-Side of the 

map and is the primary I 
on B-Side. This is a very important area of the map to cor 
because one of the most powerful weapons spawns here. 

Top A-Snipe 

Other names: 
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This is the 
area above 
where the 
A-Side snioe 

location to 

Sniper Rifle, 
because you 

because you can see if the other team is sps 

Top B-Snipe 

Other names: N/A 

This is the 

A-Side Pit 

Other names: A-Side Fence, A-Fence 

"""V This is a 
;*" | good place 

to sit if you 
J ^„„ ...̂ (-^Uir,,-, 

for people 
»~ I cnaufninn in 

j A-Base. When 
standing here, 
you can also 
look through 

the fence in the middle of the map to see if anyone is sitting in 
B-Side Pit. 

B-Side Pit 
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Other names: B-Side Fence, B-Fence 

- ^ - . This is a 
- T good place 

to sit if you 
are watching 
for people 
spawning in 
B-Base. When 
tanding here, 

you can also 
look through 

the fence in the middle of the map to see if anyone is sitting 
in A-Side Pit. However, be careful, as there are fusion coils in 
the middle of B-Side Pit that will explode if shot. 

Truck 

Other names: Car, Semi 

path to Rocket 
Tunnel. You 
can also use 

from A-Pit or from 
B-Side Snipe. 

Rockets 

Other names: Rocket Tunnel, Racket Hall 

This is the 
home to what 
is possibly the 
most powerfu 
weapon on 
the map, 
the Rocket 

Sniper Rifle 
because you 
are high on 
the map which gi> 2S you the advantage over other player 

uuuu ui tuyc^ uu ui11 UUUM lup *-\-unipe and Top B-Snipe 

Many players like to sit on top of Rocket Tunnel with a Snipe 
Rifle, since it is the highest point on the map. 
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• T a c t i c a l K n o w l e d g e 
A/B Base Vicinity: The bases are 

closed off and provide good cover; 
however, you don't want to be there 
longer than needed or else your team 
will get spawn-killed. 

Sniper Vicinity: Immediately after 
spawning, your team must gain 
control of the Sniper Rifle and take out 
the other team's sniper. This will make 
it easier to get the Rockets. The two 
platforms above where each sniper 
spawns provide an excellent view of 
the opposing team's half of the map. 

Rocket Vicinity: In addition to immediately 
going for the Sniper Rifle after 
spawning, your team needs to make a 
push for Rockets. Obtaining this weapon 
is a team effort. After picking up the 
Rockets, head for the back of the 
map. The bases provide a good view of 
Rocket Spawn, and if you linger too long 

- Enhanced Knowledge 

• Offensive and Defensive Posturing 

Right from the start, have your best sniper head straight for the Sniper Rifle. The other teammates will follow, battling for 
Rocket control. After you gain control of the half of the map that contains Rockets and Sniper Rifles, simply wait for the other 

team to come to vou. 

• Professional Planning 

If the other team has map control, try to send two teammates to the map's left side while the other two flank the opposite side. 
Your goal is to try surprising the opposing team before the new Rockets come up; this gives you a chance to claim the better 
half of the map just in time for Rockets. 

• Objective Plotting 

Few objective game types are played on Foundry; the main one is Oddball. With Oddball, your team will want to get control of 
the Sniper Rifle and Rockets. Having these weapons will make it easy for your team to dominate the opposing team, while the 
ball carrier gathers time sitting in the safety of your team's base. 

Sniping 

A Snipe 

~ \ After picking up 
the Sniper Rifle, 
position yourself 

i ; ' i on the platform in 
front of you. From 
there, you have a 
good view of the 
other team's side of 
the map, where you 

can easily pick off opponents your teammates have weakened, 
or weaken opponents for your teammates to pick off. 

B Snipe 

~ \ Similar to if you 
were picking up the 
A-Side Sniper Rifle, 
position yourself on 
the platform above 
you. From here, you 
have a good view 
of the opposing 
team's side of the 

map. You can easily pick people off or weaken them for your 
teammates to kill. 

A Side Back Room 

\ This back room has 
only one entrance, 
which is the hall 

Bubble Shield. This 
room has open 
windows that allow 
you to view the 
Back B Side of the 

map, which is essential for taking down the B sniper. This 
room is also very safe, because it has only one entrance, and 
you can see when people try and rush in to kill you. 

B Side Back Room 

\ ^ This room is the 
i mirror image of A 

Side Back Room 
but instead has 
a window view of 
Back A Side Snipe. 
Similar to A Side 
Back Room, this 
room has only one 

entrance, which is accessed from the Bubble Shield hall. This 
makes it very easy to see if an opponent is trying to rush in 
and ambush you. 



Ghost Town 

GHOST TOWN 
These fractured remains near Voi remind us that brave souls died h, 
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Recommended/Maximum Number of Players: 4 - 1 2 / 1 6 

Advantageous Equipment: Rocket Launcher, Sniper Rifle, Active Camo, Overshield 

AVAILABLE EQUIPMENT AND GEAR RESPAVUN TIMES 
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Weapons 

Brute Shot 

Grenade, Frag 

Grenade, Plasma \ ^ ^ ^ ' 

Plasma Pistol 

Plasma Rifle 

Weapons 
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Topographical Overview 

• Call-out Locations 

Snipe Green 

Other names: Snipe Tower, Snipe, Green House, Greer r This is where 

1 P» \* i 

' 1 1 m 

i 
S 1 ! M 

^ 

, | right across 
from the 
tunnels/Red 
Base. Have a 

J teammate with 
you while in 

re that you don't get assassinated; there 
he walls that your 

Top Snipe Green 

Other names: Top Snipe 

."he top level 

Sniper Rifle, 
which is 
located next 

commonly 
called Sniper 
Window. The 
ramp and door 

"ly below Sniper Window are referred to as Sniper R~-

Bottom Snipe Green 

Other names: Bottom Sr 

1 0 

I ,/ 
4HpFsi-*«|fe.., 

This area is 
directly below 
Top Snipe. 
nl—~ -ten 
the two large 
holes blown 
into the wall; 
intruders could 
be lurking here. 

Hideout 
Other names: 

The tunnel 
leading out of 
Snipe Green is 
called Hideout 
and is another 
great area 
from which 
to snipe. You 

%' '. • 

•iaP^-ftfcr 

Red Street 

Other names: N/A 

Blue Street 

Other names: 
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Corner 

Other names: N/A 

Corner. You'll 
find two pipes 

tnat nouse the 
Camo and the 
Grav Lift. 

extends from 
Red Base to 
Snipe Green. 

Blue Street 

i c o u 3 11 u n i 
Snipe Green 
to the 
Warehouse. 

Scaffold and Scaffold Cubby 

Other names: N/A 

This is the 
multilevel 
scaffolding 
that allows to 
you reach the 
Attic. In the 
back of the 
scaffolding is 

from this point. 



Ghost Town 

Attic 

Other names: N/A 

platform 
directly above 
Hideout (the 
area where 
two of the 
four walls are 
blown off). 

The Hole 

Other names: N/A 

I JPP 

Located in the 
Warehouse 
next to the 
large doorway. 

Stairwell Shotgun, Shotgun Bridge 

Other names: N/A 

There are 

the Stairwell 
(Bottom 
Stairwell, Mid 
Stairwell, 
Top Stairwell) 
that will lead 
you to the 
Warehouse. 

Warehouse 

Other names: tin 

This is where 
the blue team 

m/nc In 

this area you 

Mongoose, 
two Battle 
Rifles, and a 
Needier. 

Needier, Above Needier 

Other names: Needier Level, Needier Hallway, Above 
Needier Level, Above Needier Hallway 

There are 
two levels 
or hallways 
above the 
Warehouse's 
large doorway 

bottom level; thus, this area is called Needier, 
called Above Needier. 

scaffolds. The 
Needier is 
located on the 

The top level is 

Other names: Bubble Bridge 
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In this green, 
junglelike area, 

Shotgun and 
the Shotgun 
Bridge with a 
Bubble Shield 
resting on it. 

Hallway 

Other names: 

Hallway Street 
will lead you to 
the Warehouse, 
Hideout, Camo, 
nd Overshield. 

Hallway is a 
high-traffic area 
in which you'll 
find a Battle 
Rifle. 

Archway and Above Archway 

Other names: N/A 

This archwav 

Jungle. I he 
area above 
the archway is 
simply known 
as Above 
Archway. 

Jungle 

Other names: Overshield Spawn, Oversf 

This area is so | -• -»i " 
named because 
of its junnioiii/o 

appearance, in 
the Jungle is 
the Overshield. 
In addition, the 
Rocket Spawn 
is across from 
the Jungle. 
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Tunnels Needier Bridge and Needier Ramp 

Other names: N/A 

\ Red team 
, spawns 

outside of the 
Tunnels. Inside 
the Tunnels is 
a good spot 
to hide, and 
they lead to 

I ; ^ ^ the Overshield. 
If blue team 

U T careful when you exit the 
luniieia. MISU, UIIB iviunyuuse aiid two Battle Rifles are outside 
of the Tunnels, lying next to the large holes blown into Snipe 
Green. 

Brute Shot Ramp 

Other names: N/A 

I *-

This ramp 
leads from the 
Tunnels up to 
the House, 
where the 
Brute Shot lies 
at the top of 
the ramp. . 

Other names: N/A 

WnJ? I 

The door to 
the ramp's left 
will lead you 
to the Needier 
Bridge and 
Needier Ramp, 

House, H1 /H2 
Other names: N/A 

The hallway in 
front of Brute 
Shot Ramp 
takes you 

u ' 
deeper inside 
the House. 

& A Brute Shot 
and the Power 
Drain are in 
the hallways. 

House is a high-traffic area and has multiple entry points 
and two levels, H1 and H2. H1 is the little room with a ramp 
leading up to H2. H2 leads outside to the Catwalk or to the 
door (Jungle Door) leading to the Jungle. 

* 
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Rocket Spawn 

Other names: Rockets-

The door 
(Rocket Door) 
to the ramp's 
right will lead 
you to Rocket 
Spawn and to 
two Plasma 

Catwalk 

«"* 

Other names: Bridge 

•fwy 
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The Catwalk 
connects the 
Warehouse 
and the 
House. You 
can find a 
Plasma Rifle 
and a Brute 
Shot in this 

-Tactical Knowledge 



Offense 

• D e f e n s e 

Getting control of the middle structure can be valuable, as you will have access to all points of the map and can view other 
player movements; however, it can also be your downfall if you do not keep track of your enemies. 

Enhanced Knowledge 

• Sniping and Ambush Locations 

Sniper Window 

: sj*. -

• • •" 

I ' 

Ambush Tree 

Rocket Launch 

0 

u 
i 
c 

a 
a 

< 
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• 

m 
Ira 

a sight line to 
both the bridge 
that connects t f 

and the bridge that 
connects the Waret 
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Millennia of tending has produced trees as ancient as the Forerunner structures they have grown around. 

H—JL—n^^»^ IwFS .̂ ^H 

S I 
J7 

-BB-Ql^. 

V I 

ICE 

CE 

El 
V p T 

EE3 

DATA STREAM 

Recommended Game Variants: Free for All, Team Slayer, Oddball, Crazy King 

Recommended/Maximum Number of Players: 2 - 8 / 8 

Advantageous Equipment: Sniper, Shotgun, Active Camo, Overshield 

AVAILABLE EQUIPMENT AND GEAR RESPAUUN TIMES 

. i f f »f = Slow f f f f f = Fast 

Weapons Weapons Weapons 
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IBB 
Battle Rifle y-T-
Brute Shot § * * 

Carbine i ® ® ¥ 

Grenade, Frag 999 

Grenade, Plasma j $ $ • ? ' 

Gravity Hammer 

IEIM! 

Plasma Pistol 

Plasma Rifle 

f 

Weapons 

Equipment 



Guardian • 

-Topographical Overview 

• Call-out Locations 

Sniper Tower 

Other names: S (Snipe 1st Floor), S2 (Snipe 2nd Floor) 

Active Camo 

Other names: Camo 

home to the 
Sniper Rifle 
and connect 
to Elbow, 
Top Mid, and 
Bottom Mid. It 
is accessible 
from the lift in 

Sniper Tower also serves as a primary spawn point. In u u » 
Slayer, the Sniper Rifle spawns on S1 (Snipe 1, the tower's 
first level] and the Overshield spawns on S2. In MLG, the 
Sniper Rifle spawns on S3. 

7 

* 

H 

I' 

Elbow 

Other names: N/ 

a 

' • V 
v .:: Jfe H 

Forest 

Other names: Bottom Greei 

=orest is a 
secondary 
spawn location 
and connects 
to Elbow and 
Bottom Mid. It 
also contains 

;or access to 

§ 

: 
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I 
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Top Mid, along 
with a lift to A<-' 

Other names: N/t 

Camo Lift 

This L-shaped 
walkway 
connects 
Sniper Tower 

Active Camo. 

Gold Lift 

Other names: Bottom Gold, Top Gold 

opposite 
Sniper Tower 
and is split 
into two levels: 
Top Gold and 
Bottom Gold. 
Top Gold 
connects to 
Blue Hall and 
the Active Camo spa\ 

Other names: 

LJH 
/ 
( ',i 

i 

\ 

. 
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mm Ml 
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Shotgun 

Blue Hall 

Other names: Blue Bar 

Home of the 
Camouflage 
and two 
Plasma 
Grenades near 
the blue lift to 
Top Mid. 

This section 
serves as the 

Top Gold and 
Blue Room. 
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Shortcut 

Other names: N/A 

This area 
serves as a 
quick escape 
from Gold 
Room to _. 
Room or vice 
versa; just 
jump and 
crouch. 

Sniper Lift 

Other names: Snipe Lift 

™T IBF"""^ 
A V directly below 

Blue Window, 
this lift will 
take you to 
S3. 

Blue Room Top Middle 
Other names: N/A 

Blue Room is R a 

considered 
a secondary 
spawn and is 
located across 
the map from 

Room lies on 
the left of Blue 
Room and 
Sniper Tower is i 

Blue Window 

Other names: Blue Glass 

Covered by | 1 3 | 
glass from 
Sniper Tower, 
this area offers 
some protection 
and allows easy 

3nd Top Mid. 

Other names: Top Mid 

Located in the i r, 
dead center 
of the map, 
this circular 
area offers no 
protection but 
allows you to 
connect to any 
section of the 
map through its 
outlets 

Bottom Middle 

Other names: Hammer Spawn, Mauler Spav 

home to the 
Gravity Hammei 
in Social games 
or to the 
Mauler in MLG 

Bottom Greer 

'VK; • * , 

Tactical Knowledge 

• O f f e n s e 



Take advantage of the strong power-ups on this map—Camo and 

be deadly to any unsuspecting enemies. 

After your team has control of the power weapons, push to wherever 

the opposing team is setting up. Have your team's sniper stay at 

Sniper Tower, always checking behind him to make sure that he is in 

the clear to snipe, 

Make sure the player with the Shotgun can sneak around the 

y crouch-walking or hiding in ambush spots—-and kill 

unsuspecting enemies. 

lil^fflsffilSffiHHSftl • Another importar 

at Bottom Middle. Have a player who is skilled with this weapon (as 

it is sometimes tricky to use) mimic the player with the Shotgun by 

sneaking around the enemy's setup and taking them by surprise. 

• No matter where your enemies spawn, i ' 

organized fashion. Make sure your entire team is witn you wnne you 

rush your enemies, but do not stand directly next to each other, as 

this is an easy triple kill for the opposing team. 

I • D e f e n s e 

Even though there are a variety of weapons on Guardian that make f ' 

it tougher to set up a defense, gaining control of these weapons and c 

taking advantage of the power-ups can make for a healthy defensive s 

setup. t 

Have two teammates go for the Sniper Rifle and two teammates := 

sneak for the Shotgun; these are the power weapons, and an enemy r 

with a Shotgun can absolutely destroy a defensive setup. • II 

' It is important to make sure that your team has the power-ups on the n 

map, as an enemy with an Overshield is twice as hard to kill. ,: 

r 
• Pick the Gold Room, the Blue Room, or the Sniper Tower to be the 

home for your team. You want your team to control all possible * v 

entrances to your base so that whenever an enemy approaches, your ' 

team knows where they are coming from, c 

Enhanced Knowledge 

rab it, wait until he is fully invisible, and then crouch-walk or 

sneaK around and assassinate foes. Do not have your team push with ' 

the invisible player, as it will give away his position. The invisible player 

should always try to assassinate an enemy, as this is the easiest and 

most effective way to use the Camo to your advantage. 

• If an enemy with the Overshield approaches yoi 

majority of your teammates attempt to kill him 

enemy takes, the quicker his Overshield will go 

he will be eliminated. 

d will go down and the quicker 

Wait for the opposing team to push/rush your team; do not rush out 

on your own, and make sure that your team knows they will be holding 

a defensive position. 

however, you should "bait the ball" at the start of the game. This 

means that you allow your opponent to run after the ball, then your 

team opens fire on them. After you kill three or four of them, try to 

Blue Room provides a little bit more cover if your team is uncomfortable at 

Sniper Tower. If you hold the ball at Blue Room, have a teammate across at 

iold Room. This allows your team to 

i they reach 

, is with the ball in Blue Room. 

If you have the oddball and are about to die, try and "play ball"—throw 

the ball over the edge so it respawns on Top Mid. This allows your 

team to set up and respawn if necessary while the opponent gains 

little to no time with the ball. 

Crazy King is a free-for-all variant of King of the Hill. Familiarize 

yourself with the rotation of the hill in order to succeed. When 

playing, leave the hill a few seconds early as you run to the next 

location for the new hill. You will be surprised at how much extra time 

this gives you for each game! 

Sniping 

Snipe 1 Green Top Gold 

The Sniper Rifle spawns at this level of 

Sniper Tower. You can see all of Bottom 

Middle and Top Gold. This position is 

great for killing approaching enemies. 

Opponents who drop down to Bottom 

Gold or rush Bottom Middle from Green 

or Top Middle make easy targets to kill. 

This is a great spot for sniping. You can 

see the entrance to Blue Room, all of Top 

Middle, the entrance to Top Gold, Camo 

Spawn, Bottom Middle, Elbow, and Sniper 

Tower. Being able to see all of these areas 

allows you to call out enemy locations to your 

teammates and even get a few kills in the 

process. Watch Elbow closely so enemies 

don't sneak up t 

Sniping from Top Gold is always a good 

choice. From Top Gold, you can see 

all of Top Middle, Top Green, Bottom 

Middle, Blue Room, Snipr- ' ' 

Barrels Hallway. Have the oniycr un mp 

Gold, whr— •'' 

Snipe 2 and Snipe 3. 
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Because of its speed and luxury, the Pious Inquisitor has become an irresistible prize during these dark times. 
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DATA STREAM 

Recommended Game Variants: Assault, Capture the Flag, Infection, 
Juggernaut, Oddball, Slayer, Team Slayer 

Recommended Number of Players: 2-8 

Advantageous Equipment: Battle Rifle, Carbine, Bubble Shield, Energy 
Sword, Grenades, Plasma Pistol, Shotgun 

- . _ _ _ _ Those of you with 
previous Halo S 

multiplayer experience may recognize 
this as a remake of the map Midship. 
Aside from the addition of a Bubble 
Shield on the lower ground of the tower 
4, this map is identical to the original. 



Heretic • 

Weapons 

Battle Rifle 

Energy Sword 

Grenade, Frag 

AVAILABLE EQUIPMENT AND GEAR RESPAUVN TIMES 

$9^9 = s,ow 9 9 9 9 9 = |:ast 

Weapons 

Plasma Rifle ™"™"™ 

Equipment 

Topographical Overview 

Call-Out Locations 

Base 

Other names: flag, flag spawn, deck 

.._/•?- ' base at either 
' * i t '//*• side of a long, 

central bridge 
platform 2. 

are simple 
Grav Lift linking the lower and • story structures 

the top floor has three. The top entrance faces the bridge 
and offers wide views of the entire map. 

Bridge and Lower Grav Lifts 

Other names: sword, plateau, middle 

of the mac 
^WJIi - 7""* "" r \ 

"4 

» 1 - ' i 1 

Carbine and Needier Pod 

Other names: carbine, cart), pink, purple 

* \ With the two 
bases facing 
each other 
on opposite 

„ v walls, the 
Carbine Pod 
(aka "purple"] 
and tower 

_ _ _ _ ] ("pink") face 
each other 

on the other opposing walls and are linked by the bridge 2. 
The Carbine Pod, named after the weapon you find inside the 
structure, offers quick access to either base and to ambush 
opportunities. There are curved walkways linking the two 
floors of this structure. 

Tower 
Other names: Pink, Bubble Shield 

balcony 
pathways that 
link the bases 
1 , Carbine 
Pod 3, and 

The pink and 

structure at 
the map's 
opposite 
end to the 
Carbine Pod 
3 is known 
as the tower 

the central bridge area is wide open and feature 

:oncave zone 
and there's a platform holding a prized bnergy bwoi 
up-the strength of these weapons with your ability t 
them before being gunned down in the open. 

ie open and features a lower, l a k a P lnk J 
slier Grav Lifts and a Shotgun, a r ,d features a small chamber containing a Plasma Pistol 
g a prized Energy Sword. Weigh a n c ' Bubble Shield. It also has a covered upper chamber that 
ipons with your ability to reach affords protection and easy access onto the bridge. Snipers 
3wn in the open. enjoy the shadows on the curved roof of this building, too. 

N _ _ _ The color-coded names of Locations 3 and 4 (purple and pink) were used 
by professional players after the release of Halo 2, when it was known 

as Midship. The color differences of the walls were the reasons for the names, because it was 
easier to shout "Purple Two!" than "above the Carbine!" Try this out during your matches, too. 

j 
i 
a 
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£ •: 
1 
b 
0 
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Zone Knowledqe 
Heretic is a small, 
symmetrical map with 
impressive weapon diversity 
and distribution. Upon 
inspecting either base, you'll 
find several openings that 
overlook the map's central 
bridge area. Ramps connect 
the area under the bridge, 
the corridors that run 

A . The compact nature of this map allows 
you to see the bridge, tower, and Red 
Base in a single panorama. 

A The lower level features three Grav 
Lifts that are more for show than help; but 
there's a powerful Shotgun down here, too. 

and the two main floors of you to see the bridge, tower, and Red Lifts that are more for show than help; but 
the structure, including both Base in a single panorama. there's a powerful Shotgun down here, too. I 
floors of the bases, with ' 
openings on both levels facing the center and sides of the map. Gravity Lifts allow players in the lower part of the base to quickly 
ascend to the upper part. Players can also jump from the upper-central bridge, with its Energy Sword platform above, and enter 
either base. Regardless of game type, this map rewards those who are fast, aggressive, and are accurate with Grenades. 

• E n h a n c e d K n o w l e d q e 

• Offensive and Defensive Posturing 
• In single-player matches, the upper areas on either side of the central 

platform are the best places to be; try to obtain the Shotgun or Energy 
Sword first, so you can get multikills early on. This weapon combo is 
particularly deadly. 

• Use the Battle Rifle or Carbine to strike enemies from a distance. 
• The explosive Power Cores (or "fusion coils") have good offensive 

potential, but they can also be dangerous; use them to damage foes 
that run near them, but don't get caught near an exploding one yourself. 

• Don't overlook the Needier; on this small map, it's easy to target players 
not seeking cover, which is where the Needler's strengths come into play. 
Low on shields? Then use the Bubble Shield, or flee to cover (or any 
room) and allow your shields to recharge. 
There are ample supplies of Grenades, and lobbing them at 
expected enemy locations can yield unexpected—but required—kills. 
"Grenadespamming" is a fine plan that infuriates your foes. 
The lack of Sniper Rifles on this map shouldn't dissuade a camper; the 
Carbine or Battle Rifle can be just as effective at lonq-distance kills. 

Professional Planning 

In team games, keep close together and cover each other's backs. Don't 
move too near your teammates, though, as there's the danger of being 
struck by a Grenade that hits or sticks to a colleague. 

,,. •„,„.,., ,.„.,, .,,! .„,,» , istol to use in a 
combo with another weapon. A fourth player can snag the Shotgun. 

• Learn this map's numerous levels and cover points, so you're 
constantly aware of what is above, below, and surrounding you. 

• You'll often be struck by a foe you can't immediately see, from an odd 
angle, so check all locations—there are many ledges or cover points 
foes could be shooting from. 

The central bridge anJ ' 

" Don't forget the Plasma Pistol located near the Bubble Shield at the 
base of the tower. Use it to remove your opponent's shields, then 
quickly switch to any preferred sidearm to finish them off. 

" The advantage of height is key on this map: you can easily see foes below 
you, and they'll have trouble moving and firing up at you. Finish the job by 
using upper levels to drop down on foes and assassinate them. 

" The best camping spots are atop the structure: hide in the dark 
shadows there. The corners of balconies, corridors, or covered areas 
are also great places for ambushing adversaries. 

• Aside from the ambush points, the base columns and base archway 
(accessed via grenade-jumping or player stacking] are the main favorite 
camping locations where you can fire down on foes, confusing them. 

• Prior to a professional match, learn how Frag Grenades bounce; 
they're propelled varying distances depending on the type of ground or 
structure they first hit. 

Use this "odd angle" plan when ascending onto the upper base floor; 
step on the corner of the lift so you spend less time hovering and can 
avoid any incoming fire when you reach the floor above. 
Keep moving, stopping only to hide as your shields recharge. There is a 
lot of motion in this map, and lots of explosions. Keeping on the move will 
help you avoid Plasma Grenades or getting pinned by enemy fire. 
This map has several less-than-obvious shortcuts. For example, you 
can use the crates in the map's center to jump to the second level of 
a base. Keep an eye out for other such alternate paths. 

Objective Plotting 



Sniping/Ambush Positions 

Corridor Archway Top of Tower 
(Second Location) 

Base Grav Lift 

Many of the perimeter balcony corridors 

them. A sniper can utilize these, as they 
t of the 

map and provide drop-down opportunities 
to the two lower levels. In this example, 

i base 
and can watch items respawn before 
dropping to collect them. 

Top of Base Conduit 

\ fiVfl 

Access this art 
jump from the t 
which has a Power Core on the top 
balcony. This offers cunning sniping fun 
when you're armed with the Carbine or 
Battle Rifle. Your foes won't immediately 
know where you are, and you can even 
continue vertically upward. Remember 
to check this location if you're being 
fired on! 

Top of Tower 
(First Location) 

Moving to the middle of the tower roof 
allows you commanding views of the 
entire map, at the expense of being 
prone. However, you can quickly return 
to the first location if you want side 
cover; this is particularly useful if your 
team commands one side of the map, 
and your job is to cut down age"' 

Energy Sword 
Platform Support 

The lower chamber of either base is 
a great pi 
Grenade trick! This is an ambush for 
which you don't need to see to be 
effective; simply lob a Grenade at the 
Grav Lift, then watch it disappear 
upward. A second later, there's an 
explosion. Then follow the Grenade up 
and finish any wounded foes caught in 
that explosion. Remember to use your 
radar to spot a foe. 

Top of Carbine Pod 

With a mixture of determination and 
dashing, you can ascend the narrow 
support structure that holds either side 
of the Energy Sword platform in place. 
It is difficult to spot a player when you're 
dashing toward the Energy Sword from 
the opposite direction. Then you can 
rain down Grenades or drop down to 
ambush foes. 

Base Archway 

Ambush points dont have to be in 
hidden, dark corners. The numerous 
balcony corridors allow great overviews 
of this map, and guarding certain 
weapons (in this case, the Needier and 
Carbine down below) allows you to tag 
foes coming in from any direction with 
the intention of grabbing a high-power 
weapon. 

At the Bubble Shield 

The pink-hued tower has a swooping 
roofline that descends to the bridge, 
which is where you can access the roof 
md charge up the slope to a darkened 

crouch spot where the tower and ceiling 
meet. From here, you have reasonable 
protection from one side and good 

You can easily escape, too. 

With a friend to stand on or a Grenade-
jump, you can leap and remain on the lip 
of the archway above the central exit to 
either base. This allows you to remain 
safe from Grav-Lift Grenade throws 
(see below) or from enemies tagging 
you from openings all across the level. 
When foes infiltrate your base, you'll be 
waitinq for them. You sacrifice mobility 

The same plan is true on the opposite 
side of the map, where you can keep 
an eye on the Bubble Shield from the 
chamber or from an area where you 
have full view of a foe attempting to 
rush for the power-up. Make sure they 
never reach it or the Plasma Pistol. 
Sometimes, it is better to leave these 
weapons as bait. 
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• H I G H G R O U N D 

jated after the New Mombasa Slipspace Event. 
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DATA STREAM 

Recommended Game Variants: Slayer, One Flag, One 

Recommended/Maximum Number of Players: 4 -12 

Spartan Laser, Sniper Rifle, Rocket Launcher, Machinegun Turret, Ghost 

AVAILABLE EQUIPMENT AND GEAR RESPAUUN TIMES 

f£r = siow 9 9 9 9 9 = Fast 

UUeapons 

Brute Shot 

arb.ne f f f f I 

Grenade, Spike I 9 9 . 9 9 9 ' 

Machinegun Turret 

Plasma Pistol 
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Weapons 

3- ^^"..lli-

»•»!— Sniper Rifle mate. 
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Vehicles 
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• Equipment 

Bubble Shield ::••••:•:••' I • ••••• • 
Grav Lift 

Overshield 

X Power Drain 



High Ground 

Topographical Overview 

• Call-out Locations 

Garage 

Other names: Hangar 

The Mongoose 
and Ghost 
spawn in this 
open area. 
This is one of 
the primary 
spawns when 

the game. 

Computer Room 

Other names: Flag Room 

This room 
has three 
openings, 
where the flag 
spawns and 
where you arm 
the bomb. You 
are vulnerable 
in this spot, 
as there is 
nowhere to take cover. 

Back Bridge 

Other names: Small Bridge 

ElWtt 9 • \ . r f • - --

IJPpSKL-,, ~:,M" J 

short bridge 
is one way to 
get from the 
Computer 
Room to the 

ipe Room. 

Laser Tower 
Other names: Laser Spawn, Crow's Nest 

This is where 3 1 
the Laser 
spawns. You 
are vulnerable 
here, but this 
position is the 
highest area 

great view of 
the entire map. 

Turret Bridge 

Other names: Base Bridge 

This is where 
the Turret 
is located, 
right above 
the gate. 
A walkway 
connects 
Laser Tower to 
Camo Cave. 

Other names: Main Gate, Main Door 

This gate 
is located 

the Turret. 
Depending on 
the game type 
you choose, 

~"~i may 
be closed or 
open. If the 

gate is closed, open it with the lever or switch located on your 
right at the top of a small flight of stairs. You cannot close the 
gate once it is open. 

Pipe Room 

Other names: Tunnel Room 

A small room 
with a pipe 
inside that 
gives you 
easy but slow 

outside the 
base. 

Bottom Base 

Other names: Under Laser 

Located 
right below 

yjjj»jjj^jj^ 
Tower, the 
3ottom Base 
nas many 
entrances. 
There are 
fusion coils 

Wy. ' >sS§ljj 

. ^ J ' . 

placed inside 
the base, so beware. 
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Bunker Sniper Cave 

Other names: N/A 

The Bunker 
has windows 
and multiple 
entrances. 
Usually the 
majority of 
fighting takes 
place here. 
The Bunker 
has a flat 

surface above it known as Top Bunker; there's a small hatch 
up here that allows stealthy entry to the Bunker. 

Grav Lift Cave 

Other names: N/A 

This cave is 
where the 
Grav Lift is 
located. It is 
open and has 

Other names: N/A 

Sniper Cave is I13 
usually the most 
popular cave, 
as it is on high 
ground and the 
Sniper Rifle— 
which is one 
of the power 
weapons— 
spawns here. 

Other names: N/A 

The Beach is F M 
an open area 
that is one of 
the primary 
spawning 
locations in 
the beginning 
of the game. 
The Ghost and 
Mongoose 
spawn in this area as well 

Beach 

Camo Cave 

Other names: Invis Cave 

Rocket Spawn 
Other names: N/A 

Rockets spawn 
in this broken 
wall located out 
in the open. 

game, Decause 
Rockets are one 
of the primary 
power weapons. 

Camo, or 

OS Spawn 

Other names: Cliff Side, Mountain Path 

; . - . r* 
** < filMKIMHi — ™ a . 

OS Spawn is 
one of the 
most elevated 
areas. The 

the power 
weapons— 

this area. 
Also, this location is one of the primary spawn points in the 
beginning of the game. 

Tactical Knowledge 

are also some fusion acked on one side of it. 
Once you take control of the Laser Tower, you have 

There are two Ghosts on the map that you can eas 

location, and you have a great view of the entire mi 

great advantage: 

laser from this 



High Ground 

1 In team play, spawning at the beach gives your team the advantage of a 

the Sniper Rifle. Have one person acquire the Sniper Rifle and move d 

up through Sniper Cave, attempting to take out your enemy in the a 

crow's nest. No doubt they'll be trying to counter your attack with the . ,« 

Laser. 

1 Have another team member follow the sniper and acquire the tl 

Rockets, then push toward the Active Camo. Take out the opposition . j 

positioned on the bridge—Rockets allow you to kill multiple opponents r 

Enhanced Knowledge 

and destroy the 

distraction to enter through the i 

and eliminate the other team. 

If spawning in the base, two teammates should head to the crow's 

nest and acquire the Spartan Laser to take out any enemy vehicles 

that might attempt to rush for Active Camo and Rockets. 

The other team should hold down the base at Mauler and Bottom 

Bunker, with another guarding the bridge. 

One Bomb/One Flag Advanced Tactics 

• Sniping & Ambush Locations 

Sniper Position 1 Sniper Position 3 

Facing the base from the beach, this 
darkened ledge is on your immediate 
left. You have a great view of the map 
from here. Snipers love to grab the 
nearby Overshield and pick off players 
throughout the map. 

Sniper Position 2 

once you grab the Sniper Rifle, which 
is located right in front of Sniper Cave. 
Also, look for snipers behind the small 
wall and in the tree. 

The pipe is a good position for the 
sniper. It is easy to hide here, where 
players cannot spot you, and you have 
an open view of the map. Be careful, 
though, as someone can easily Grenade 
you out or come from behind and melee 
you. 

Ambush Position 1 : 
Laser Tower 

When the opposing team has control 
over Laser Tower, it is very important to 
work as a team to gain control of this 
location. Coming from the beach side, 
two teammates can head directly to 
Bunker side and come up from under 
the opponent, while the others get the 
Grav Lift and Camo. Once all players are 

in position, they should attack to break 
this setup. Killing two or more enemies 
is a success, because this makes them 
lose control of Laser Tower. 

Ambush Position 2 

While playing One Bomb or One Flag, 
it is key to get the Camo and Rockets 
before pushing in for the objective. One 
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the team [in twos] through Bunker side 
and Pipe Room. Sending one player 
through the Pipe Tunnel c 
a sneaky attack. Once the player has 
successfully made it through the Pipe 

push together. You must eliminate the 
other team before planting the bomb or 
grabbing the flag. 
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ns. What could possibly go wrong? 
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DATA STREAM 

Recommended Game Variants: Slayer, Team Slayer, Team Swat, and Symmetrical Objective game types [Capture the Flag, One Bomb) 

Recommended/Maximum Number of Players: 4 / 1 0 

Advantageous Equipment: Sniper, Rocket Launcher, Shotgun, Ghost, Regenerator 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

9 = slow 9 9 9 9 9 = Fast 

Weapons 
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Assault Rifle 

Battle Rifle 

Brute Shot 

Grenade, Frag 

Grenade, Spike 

9999 
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9999 
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Weapons 

99991-
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Rocket Launcher 

Sniper Rifle 

9 9 9 9 , 

Topographical Overview 

• Call-out Locations 

Top Mid 

Other names: Hill 

ni|f ip«4fef 's | | | 

Blue Base 

Other names: Blu" 

^ If standing on 

Shotgun, 
Blue Base is 

left side of the 

Shotgun 

Other names: Snotty, Bottom Concrete 

Centrally 
positioned 

between the l*J y ^m blue ana Hea v nil" wg 

^ 1 
I 1 1 
m. •tbi. 

Shotgun is 
located in 
the concrete 
standing 
structure 
against the 
back wall of 
Top Mid. 

Top Shotgun 

Other names: Top Snotty, Top Concrete 

This is the 
top level of 
Shotgun. 

Red Base Wormhole 

Other names: Red 

* It 

If standing on 
Sniper Bridge 
and facing 
Shotgun, 
Red Base is 
located on the 
right side of 

Other names: Chute, Tunnel 

On Top F B T " 

opening in the 
floor against 
the wall. This 
takes you into 
the Wormhole, 

the lower lev 
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Sniper Bridge 

Other names: Bridge 

Splitting the T J T ~ 
map in two, \ 
there is a 
large muddy 
bridge that 
stretches from 
the middle 
area of the 

map and [ 
hangs over, 
with views of the map's bottom level. 

Dugout 
Other names: Needles, Snipe Bunker 
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Bottom Bridge 

Other names: Ghost, Bottom Snipe, Bottom Bridge 

Red Bunker 

Other names: Red Flag, Red Objective 

of the Sniper 
Bridge, where 
you can locate 

shaped like an 
octagon cut in 
half. It marks 
the beginning 
of Sniper 
Bridge and 

is where you can find the Sniper Rifle and Needier. Like Top 
Shotgun, there is an opening in the back of the Dugout that 
drops you to Bottom Mid. 

Top Dugout 

Other names: Top Snipe, Top Needier 

This is the 
topside of the 
Dugout. 

Bottom Mid 

Other names: Rockets 

This location 
consists of 
the open area 
of the map's 
bottom level. 
in front of 
Wormhole. 
There are 
Rockets 

Blue Bunker 

Other names: Blue Flag, Blue Objective 

^ . $ J Tl » uf§[ 
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Blue/Red Window 

Other names: N/A 

vhere your 

This bottom-
level room 
located in the 

in Objective 

each Bunkc 



• Isolation 

Rocket Drop 

Other names: Rocket Hole 

in the back of 
the Dugout 
drops you to 
Bottom Mid, 
right on top of 
Rockets. 

Blue/Red Pit 

Other names: (not advised call-outs) 

Each base 
has an area 
located 
between the 
topside and 
Sniper Bridge. 
It gradually 
declines 
toward Bottom 
Bridge and 

Bottom Mid. You can access it by jumping from Top Mid or 
the Dugout on down or by using the path behind each base 
and walking down. 

Blue/Red Tunnel 

Other names: N/A 

m ! 
entrance to 
the bases 
located on 

Shotgun/Top 
Mid, toward 
the rear of the 

Blue/Red Top Base 

Other names: Top Red, Top Blue 

Blue/Red Drop-in 

Other names: N/A 

Blue/Red Base Ramp 
Other names: Ramp 

This is the 
topside level of 
each base. 

shaped 
structure is 
ocated on 
each Top 
3ase. Use it to 
ump down into 
the bottom 
evels of the 
base. 

This ramp is 
located on 
each Top Base 
and descends 
into the 
bottom level 
toward the 
Bunker. 

General Tactics 

• Weapon and Vehicle Tactics 

• Offense and Defense 

You can rush for the Sniper Rifle or the Rockets at the beginning of 

the game; however, you can also camp beside the two weapons and 

wait to ambush your opponent as they attempt to pick them up. This 

way you know they are down a teammate or two, and you can acquire 

ick. 

If sniping is your best or preferred tactic, grab the Sniper 

stay on the outermost edges of this map. This will help prevent your 

enemy teaming up on you. A good backup tactic is having a teammate 

with the Assault Rifle get the Regenerator. But if you're going to work 

with the Sniper Rifle, try keeping your kills to a minimum unless you 

prefer to be hunted down. 
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A teammate who holds position atop a structure can easily spot 

enemies and call out their position so the whole team can find them 

quickly and score easily. 

• You can also join a teammate and get on a Mongoose with a Brute 

Shot. This can be very useful in getting quick kills and damaging the 

opposing team. Watch out, though—you are an easy target for the 

Battle Rifle and can be flipped easy with a well-planted Grenade. 

Enhanced Knowledge 

• Game Variant Tactics 

In Infection Spree games such as Mmmm Brains, if you start out as a 

human, communicate with your team as much as possible. Get your te; 

to go down into the Bunker. The fled Bunker is the best one to be in, 

• Advanced Tactics 

Holding Top Mid with your team can be a good tactic, because you can 

watch where the enemy is spawning and get a good target on them. 

Have one by Shotgun, one by Sniper Bridge, and two holding out the hill 

If your teammates can control thp man with all 

power weapons, and the I . .̂  

to get this weapon. It can be quite easy to 

• Sniping & Ambush Locations 

Tree Camper Goose Jump Window-Shopping 

^W W 

,. '&j 
a Mongoose that is located Another good way to surprise the enemy is 

good ambush spots. If you go to the end near the base to jump onto a ledge 
branches and crouch with your preferred on top of the bases. Use it to snipe or 
weapon, you can sometimes score easy ambush unsuspecting foes trying to 
kills, because inattentive opponents sneak into your base, 
who don't survey their surroundings will 

Cover Sniping 

Ledge Camping 

going down into your base to the window. 

You can see the other base and the 

Rockets on the floor there. A good tactic 

is to pick up Spike Grenades [in front of the 

window) and throw them at the floor or the 

enemy to score an easy kill. 

Cubbyhole 

^.:1RL BIHBIHI 

iT**f- /^ 

The best environment for a sniper is 
hphinH rnrkc; nn f.rppc: or in a heavily 

., .,~s a "chute." 

Another great spot to hide is in the 
Wormhole located atop the Shotgun 
Base. If you walk off there slowly, you In the back of each base, there is a 
can land on a small ledge, where you will small cubby that you can jump into. Use 
be well hidden. It provides enough room this for camouflaged sniping. 
for two players to hide and ambush. 
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DATA STREAM 

Recommended Game Variants: Team Slayer, One Flag, One Bomb, Territories 

Recommended/Maximum Number of Players: 4 - 1 2 / 1 2 

Advantageous Equipment: Spartan Laser, Sniper Rifle, Machinegun Turret (Objective], Warthog (Slayer and Objective), Active 
Camo (Slayer and Objective) 



Last Reso r t 

AVAILABLE EQUIPMENT AND GEAR RESPAUUN TIMES 

Weapons 

Assault Rifle 

Battle Rifle 

Brute Shot 

Grenade, Frag 

Grenade, Spike 

Machinegun Turret 

Plasma Pistol 

9999 
999 

IHPfT I 

= siow 9 9 9 9 9 ~ F a s t 

Weapons 

Spiker 

Vehicles 

Sniper Rifle J 

Spartan Laser i 9 f f koi D 

Vehicles 

Mongoose 

Warthog 

Equipment 

™ W 9 W 

Power Drain 

9991 

Topographical Overview 

• Call-Out Locations 

Beach 

Other names: N/A 

The Beach is 
the offensive 
spawn for 
Capture the 
Flag and 
Bomb games. 
One end of 
the beach 
contains a 
Warthog, two 

Mongooses, a Ghost, and the Bomb spawn for One Bomb. 
Near these vehicles are two staircases leading up to the 
seawall (the large wall separating the beach from the interior 
of the map). You can take the vehicles to the other side of the 
beach through the archway, which leads you into the map's 
interior. You can also scale the bottom of the seawall to find a 
little walkway or tunnel leading to the archway. 

Seawall 

Other names: Territory 1 
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The seawall 
divides the 

the map. Atop 
the staircases 
on the seawall 
are two 
pathways. 
One leads to 

your left and the other to your right. Near these pathways 
lie two Battle Rifles, an Assault Rifle, a Spiker, and two Frag 
Grenades. 

Seawall Windows 

Other names: N/A 

• ; "̂ r̂s..;;™ 

^ ^ * L:::.^.,,. 

*-•<> 
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•«B • \ Just above 
the Battle 
Rifles, you will 

A _ see a rocky 
path leading 
to the seawall 

The windows 
provide a 
good sniping 

position into the interior of the map. There are also two Spike 
Grenades lying at the foot of the window. 

Seawall Cubby and BR Window 

Other names: N/A 

• ^ r H 

Taking the left 
pathway from 
the seawall, 
you will find 
the pathway 
splits in two. 

i i ic c L a i u c 

leads to the 
seawall cubby, 

a Bubble Shield and a Magnum. The right path leads to BR 
Window and BR staircase. BR Window has a little window 
with a Battle Rifle resting below it and a staircase. Looking 
through the window, you can see a large open expanse with 
a huge rotating wheel. The stairway leads out to this open 
expanse. 

Jumping out of the seawall cubby, you will land in Froman Jumping out of the seawall cubby, you will land ir 
Rocks and a small structure called Camp Froman. 
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Camp Froman 

Other names: Froman, Top Froman, Bottom Froman, 
Territory 3 

v Camp Froman 
| um^uamumi is a Small, 

' t a r - I i P | a t f o r m w i t h 

"tl**"' f j f stairs running 
up both sides. 
There is a hole 
in the rear of 
the top level; 
this allows you 

to drop into the bottom level. This platform is called Camp 
Froman because of the small plaque with the words "Froman" 
mounted on the wall on the top level. The top and bottom 
levels are called Top Froman and Bottom Froman. 

Froman Rocks 

Other names: N/A 

p. '•"'•'"•" • •• •' ••".S.:'".."r M"MM 
1 S f^ t | 

Mr * 
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Catwalk 

Other names: Catwalk Stairs 

This is the small 
group of rocks 
outside Camp 
Froman. Two 
Frag Grenades 
spawn next to 
the door leading 
into Bottom 
Froman. 

The set of 

Top Froman 

Other names: Froman 2, Territory 3 

At the top of 
the staircases 
on the seawall 
side lies a 
Battle Rifle. 
Inside Top 
Froman you 
will find a 
Sniper Rifle, | 
four fusion 
coils, and two Frag Grenades. 

Bottom Froman 

Other names: Froman 1 

If you fall down 
the hole in 
the rear of 
Top Froman, 
you will land 
inside Bottom 
Froman, 
where you 
will find three 
doors. One 

to your left, which leads to the generators; one to your right, 
which leads to Froman Rock; and one straight in front of you, 

-_Js to the wheel. Below your feet lie Brute Shot and 
the Gravity Lift (which you can use to return to Top Froman by 
placing it beneath the hole). To the right you will find a Spiker 
and two Spike Grenades. To the left lies a Plasma Pistol. The 
door directly in front of you has another fusion coil, which you 

ipproaching enemies [but do not stand 
in be used against you). 

the base 
side [catwalk 
stairs) on Top 
Froman leads 
to a catwalk 
that traverses 
the side of 
the map. 

The catwalk contains seven fusion coils and an SMG. From 
the catwalk, you can see down into the generators and 
can view a large part of the map. This is a good spot from 
which to snipe, but it has little to no cover. At the end of the 
catwalk, there is a hole in the grating that leads down to the 

irators. 

Generators 

Other names: Pillars 

pillarlike 
structures 

Camp Froman. 
There are two 

sets: a set of three and a set of two. Behind the generators 
below the catwalk on the small cemented area lie two Frag 
Grenades. Only pass through this area to reach the base or 
escape with a flag; the low ground here makes it very easy for 
enemies to pick you off. 



Bottom Side Froman and Bottom Side Bubble 

Other names: N/A Other names: N/A 

ED 1 

; 1 

If you are 
standing in the 

there are two 
large openings 
into the base 
area. The 

" . one to your 
left leads to 
the garage. 

Just at the opening are several barriers or gates that you 
can open by using the gate control in the base. This room is 
referred to as the "garage," which contains one Brute Shot 

Above Garage 

Other names: 

f you are on i a 

generators, you r J * S M 
are in the area ' " W i £ 
called "Above 
Garage." This 

v W * * ™ ^ ^ ! ^ ^ * \ . 

^ j f c ^mmil^ 

rea will lead 
ou into the top level of the base. 

Base 

Other names: Base, Bottom Side Froman, Bottom Side 
Bubble, gate control, loading bay, Froman Side Turret, 
Bubble Side Turret, Territory 5 

the defensive 
spawn for 
Capture the 

The base is a 
multilevel area 
with multiple 
stairways and 

entrances leading in and out. It is your defensive stronghold 
to protect your flag from thieves or to protect your base 
from enemy bombs. The bottom level of the base is heavily 
equipped for defense with two Assault Rifles, two Battle 

v Mnwni •ii \ 

Jfr ''" 
-

oHH ;;i:
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Pistol, a Magnum, and three fu 
small doorwavs leadino outside 

iiker, a Hlasma 
There are two 

Fhe two bottom doors 
ottom Side Bubble. There lead to Bottom L.v-

the staircase nearest to the garage has a Battle Rifle and 
an ontrvflwaij tn Ahnwo f^ararto anrl fhca h^co'c ^00 level. The 

.ao ,,uo u ,'ower Drain and 
breaks off to the second level of the base and a miniature 
catwalk above your head. 

The two 
doorways from 
the base's 
bottom lev! 
lead to thesi 

Camp Froman 
is Bottom 

Side Froman, and the side nearest Bubble Tower is Bottom 
Side Bubble. Offensive teams will use these doorways a lot; 
oftentimes, in Objective games, enemies will camp in there 
while waiting for their team. So check them periodically to 
make sure there aren't any lurkers! 

BE '-'̂ iv 

m 

Base 2 

Other names: N/A 

1 5 ] ^ifFX 
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\ The third 
staircase 
between the 
doors leading 
to Bottom Side 
Froman and 
Bottom Side 
Bubble will 
lead you to the 
base's second 

floor. This staircase has two Spike Grenades and a Brute Shot 
and will lead you to Base 2. At the top of the staircase, you 
can take one of the two doorways to your right or left; both 
go to the gate controls. Holding the right bumper at the gate 
controls opens the gates sitting at the bottom of the loading 
bay and garage. The two doors behind you to your right and 
left, which contain a Spiker on both sides, lead to Froman 
Side Turret and Bubble Side Turret. The hole blown into the 
wall at the far side of Base 2 leads outside to the Bubble 
Tower. Directly behind you, you can continue to follow the 

'.aser Spawn. 

Froman Turret and Bubble Turret 

Other names: Froman Side Turret, Bubble Side Turret 

two platforms 
from the 
doorways in 
Base 2. One 
leads to Camp 
Froman and 
the other to 
Bubble Tower. 

nd two Assault 
Rifles (one on each side of the platforms). Use these Turrets 
for defense in an Objective game and as backup to take out 
vehicles. However, if the other team has a sniper, you are an 
easy target sitting still on a Turret. 
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Bubble Tower Shotgun Spawn 

Other names: N /A 

The Bubble 

seawall and the 
base. It has 
two levels— 
Top Bubble 
and Bottom 
Bubble—and a 
small group of rocks next to it. 
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Top Bubble 

Other names: Bubble 2 

This is the 

Bubble from Shotgun Spav 

— upper level 
of the Bubble 
Tower. It 
contains the 
Bubble Shield 
and leads to 
the Wheel 

H j Bridge. On the 
way up to Top 

Bubble from Shotgun Spawn, you will find a Battle Rifle lying 
mtage point to watch for 

people trying to rush your base. Grab the Shotgun from the 
wheel end and take it to Top Bubble; easily kill people walking 
through to the base. 

Bottom Bubble 

Other names: Bubble 1 

The lower pfi 
level of Bubble 
Tower contains 
a Brute Shot 
and leads to 
Bottom Wheel. 
Directly outside 
the door leading 
to the wheel 
are two Spike 
Grenades and a fusion coil 
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Bubble Rocks 
Other names: N/A 

The small 
group of rocks 
next to Bubble 
Tower leading 
to the base is 
Bubble Rocks. 
People mi 
crouch behind 

Other names: Territory 2 

| E ? g l « l 
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The small 

Sniper Spawn 
and Bubble 
Tower is 
called Shotgun 
Spawn, which 
over looks 
the Wheel 

Courtyard. This is the spawn point for Red Team. The Shotgun 
is at the top of the stairs, coming from the archway. Near 
the bottom of the r'~ 
Needier. A Spiker rests against the column in the middle of 
Shotgun Spawn. Leaning up against Bottom Bubble is an 
Assault Rifle and two Frag Grenades. 

Sniper Spawn 
Other names: N/A 

This pathway 
is between 

hotgun 
Spawn and the 
seawall and is 
directly above 
the archway. 

iniper Spawn 
contains one 
of the two 

and Bubble Turret. The sniper stairs take you back to the 
„eawall. 

Wheel 

Other names: N/A 

tan set in the 
center of the 
map. It has 
two levels and 
contains Wheel 
Bridge and r ill 

is you to 
see down into 
the Wheel Courtyard 

jr^" 
always make 

clear if you're defending. 



Top Wheel Wheel Bridge 

Other names: Wheel 2, Terr Other names: N/A 

You can reac 

l_-C! IbCt Ul t h e 

large wheel) 
from Top 
Bubble. To gr 
to Top Whee 

Bubble, you must release the bridge by performing a melee attack make a lot of noise, so it's not the stea 
on the small box on the gate. This will lower the gate leading to _ ' 
Top Wheel. You can also reach Top Bubble from Laser Spawn . , , ... ,, 
and can drop in one of the holes in the axis of the wheel to reach 
the Active Camo. You also have a vantage point on enemies in the Other names: N/A 
Wheel Courtyard trying to make their way into the base. fSSTT V I 

Wu Br r 
down the 

reach Top 
Wheel; to 
release it, 
melee it or 

bridge will 

Laser Spawn 

Bottom Wheel 

Other names: N/A 

spawns at the 
wheel's bottom 
section, near 

Wheel End].. 
" Wheel End. It is a good 

iwest point of the map, 

making yc 

Wheel Courtyard 

Other names: N/A 
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The Laser 
platform is 
between To| 
Wheel and 

Under Laser 

Other names: N/A 

i/enicies ana 
uch cover, so 
y-

The area 
underneath 
_aser Spawn 

uui il-cin lb bwu 
fusion coils. 
3eople will 
walk through 
nere to get 
nto Bottom 
Side Bubble 
aeople walking 

There are two 
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ractical Knowledge 
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'Enhanced Knowledge 

• Team Slayer Tactics 

• One Flag/One Bomb Tactics 

Defense 

Offense 

• Territory Tactics 

Defense 
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srritory 1 on the seawall (take a Mongoose, as they 

are faster and more discreet). Players often capture Territory 1 and 

become complacent, because they don't think anyone is going to stop 

them. If you can fight them off for the first minute or two of the game 

it can be quite discouraging for them and gives them less time to 

capture the other territories before the round ends. 

As always, communication is key. If you see a territory flashing, 

immediately announce it to the entire team; the more people that 

storm that territory with Grenades and shots, the less chance the 

other team has of capturing it. 

Territory 1 will probably be taken eventually. After this, you can 

have easy visibility of most territories from Territory 4. Someone 

else should be protecting Territory 2. If you see an X (indicating a 

teammate's death) and have positioned yourself with a midrange 

weapon, you should be able to run over to Wheel Bridge to take ou 

the foe. Having the higher ground will give you the advantage, and 

your foe's shields should be down from the battle with your teamm 

If you are seizing a territory and it's almost captured but you see a 

group of opponents rushing you, throw down a Bubble Shield tif you 

have one) to get the last few seconds to capture the territory. 

Offense 

Sniping 

Above Camp Froman Top Seawall Top Bubble Tower 

w 

Summon the Grav Lift at the top of the 
catwalk stairs. Step on the Grav Lift 
and land on the steel hracket sticking 
out of the wall. Walk up it and step 
on the copper pipe. Follow the pipe 
against the wall until you reach the little 
nook above Camp Froman. This area 
is almost directly underneath the area 
that says "Section K2433." This spot 
has an excellent view and is great to 
snipe from. However, there is not a lot 
of cover, so yau may have to leave if you 
are discovered. 

The walkway in between the seawall 
and Sniper Spawn has P" arracc u™ 

stairs section. The wall next to the 
Sniper Rifle is crumbled away. You can 
step on this wall and follow it up to the 

and gives you a good view of the map. 
Players commonly call this place "top 
of seawall." You can also jump onto the 
right palm tree (nearest Sniper Spawn] 

the seawall from Seawall Side. There is 
another crumbled wall to the left of the 
Battle Rifles. Get on this wall and scale 
the top of Sniper Windows, then jump 
onto the top of the seawall. If you n 
to recharge your shields while snipi 
you can run to the back of the roof. 

Ride the wheel spoke to the top of 
Bubble Tower. Stand inside the button 
of the wheel and ride the spoke or 
fan upward. Once the wheel spoke is 

Run forward get some running 

square metal railing to the wires on top 
of Bubble Tower. Do not move off the 
wires or you will slide off the roof. 

Another way to get atop Bubble Tower 
that, is easier and requires less time 
than the previous method is to throw a 
Grav Lift on the cement handrail on the 
stairs that go from Bottom Bubble to 
Ton Bubble. Jump on the Grav Lift and 

let it. iiTt you up once. At the cop t 
lift, move a little to the right or le 
get a slightly larger lift. Allow you 
to lower back down. Let yourself 
lifted up a second time. At the he 
of the second lift, jump again ant: 
yourself over onto the wires. 
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Abandoned during the invasion of Earth, the Mombasa Quays are now bereft of commerce, but rife with danger. 
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DATA STREAM 

Recommended Game Variants: Assault, Capture the Flag, Infection, King of the Hill, Oddball, Slayer [Free-for-AII], Team Slayer 

Recommended Number of Players: 4 -12 

Advantageous Equipment: Battle Rifle, Cloaking, Energy Sword, Ghost, Grav Lift, Overshield, Rocket Launcher, Shotgun 

Weapons 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

§ § § § § = Slow § § § § § = Fast 

Weapons 

Plasma Pistol 

. . . Rocket Launcher 

" T T T i 

Grenade, Plasma 

Machinegun Turret 

A 

Bj 

k 

) 

. *. 
^ 
t 

X 

•*• 

Equipment 

Active Camo 

Bubble Shield 

Grav Lift 

Overshield 

Power Drain 



Longshore 

Topographical Overview 

• Call-Out Locations 

Building K Broiler 

Other names: Base, Controls, Sword, Turret, K 

~~X The defenders' 
base, this 

^ multilevel 
« ^ location has 

an interior you 
• « ^ ^ 1 ^ ^ " ~ can enter from 

numerous 
openings, and 
a rusting ramp 
offers excellent 

views of the container yard. Atop the building is a Turret, and 
the building offers excellent views into the hopper and across 
the inlet courtyard, too. The control room in the building also 
activates the hopper bridge. 

Other names: orange, cones 

The most 
direct access 
to and from 
the adjacent 

two bases is 
through this 

chamber. 
Open garage 

of ambush or sniping points. The inside corners of this room 
provide cover; there's even a Grav Lift surprise or two, as well 
as the power-up to take in here. 

Inlet Plant Courtyard 

Other names: Courtyard 

arge area 
with several 
crates and 
an accessible 
Dalcony leading 
to the hopper 
room. There's 
an Energy 
Sword on this 

rammm • • • ^^H Las RP*H ^ 

" ^ B f c ^ 

m m 

balcony and a forklift truck underneath. There's free access 
around to the container yard and broiler areas, and the rear 
of the chamber offers access to the L-shaped room. There's 
an Overshield near here and a parked Ghost. 

L-Corridor 

Other names: L, corner, Overshield 

Hidden in the 
far corner of 

courtyard is 
an L-shaped 

defensive 
cover and 
sniping oppor­

tunities across the previous two locations and through the 
broiler itself. Just outside the L-corridor is the Overshield. 

Broiler/Freezer Exterior 
Other names: metal bridge, two-tier zone, freezer 

entrance, docks 

On the 
quayside area 
of the map, 
located next 
to the main 
quaysidi 
thoroughfare, 
are two raised 
areas, both 
of which 

can be easily accessed. The top one leads directly into the 
hopper room and to a balcony that leads to the area above 
the freezer entrance. It also leads to Building M via a narrow 
metal bridge. The lower area leads down to the quayside 
exterior, the broiler, or up to the other area. This is a" 
dangerous zone to remain in. 

Building M 

Other names: base, dock base, M, Ghost, Turret 

Although it 
doesn't have 
as many floors 
and is lower 
to the ground 
than Building 
K, the other 
(offensive) 

I base is 
located on 

the docks themselves and features a roof access to and 
from the metal bridge 5, a Turret on the roof, and entrances 
into the building. To the side is parked a Ghost. You can run 
completely around this building. 
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Quayside Exterior Freezer and Hopper 

Other names: docks, pier 

The main, 

lower 
thoroughfare 
stretches 
along the 
exterior side of 
this map from 
the container 
yard, all the 
way to the 

Ghost in the corner near Building M. From here, you can 
ler, and broiler 

...jre this side's 
team races in from. 

Taco Hut 
Other names: Fish Taco Hut 

Offering 
some of the 
best cover 
and sniping 
opportunities, 
the Fish 
Taco Hut is a 

I building on the 
corner of the 

map, offering views across the container yard and covered 
quay. Step around the back of the building for protection, 
dashing in for the Energy Sword, Active Camo, or Rocket 

it is clear. You can even snipe from 
the roof, too, if you use the Grav Lift. 

Container Yard and Covered Quay 

Other names: boxes, lamppost, dinghies, lower dock, 
Franks sign 

of foes milling 

Other names: bridge entrance, hoppi 
Rocket, Sword 

freezer, barrels, 

T O 

Is 
7.7 

The two 
separate 
rooms inside 
the middle 
building offer 
views straight 
through from 
Building K to 
the exterior 
docks. They 

also house two of the most important and powerful weapons: 
the Energy Sword and Rocket Launcher. A key choke point, 
the Hopper is multifloored and allows access up toward a 
gate and the hopper bridge. There are several ambush points 

t courtyard, the 
quayside, or the hopper exterior. 

Hopper Bridge Extension 

Other names: nest, sniper, overlook 

— V This is thf 
most cunning 
of locations. 
Once you 
unlock the 
gate and 
extend the 
bridge (which 
is done at 

me rap or tne 
hopper room or inside Building K, depending on the game 
mode), this offers some of the best sniping or ambushing 
points of all. With two t 
down onto Building K. You can even access the extended 
bridge from Building K using a Grav Lift. 

Ghost Riders 

There are 
two Ghosts 
on this map, 
one parked in 
the inlet plant 

Building K 

and Active Camo. There's a rar 
the containers for cover and at stepping stones up to some 

Building M. 
Once you're 
driving a 
Ghost, it is 
relatively easy 
to maneuver 
the map 
perimeter, 
driving the 
quayside 

ird, and arounc 
i good number of kills by using the 
ihnet-.'R rannnns nr hy Boosting into 



-Zone Knowledge 

r K, the freezer and 
rd that leads to the 

A Building K, freezer access, and inlet 
plant: the "interior" side of this map and 
slightly easier to defend 

They are darker, making sniping mor 
the perimeter to the Energy f 
floor is larger, and there's no wat 
(which can be destroyed] and balcony i 
word before wading in to slay those trying to t< 

backing up to the Overshield and heading ; 
rampage. Building K is a multilevel hideout; with a couplf 
easily defended from all sides. Drop into the courtyard, and you have quick 
access to the Ghost and numerous crates to hide behind. The L-corridor is 
built for sniping and can stop almost all rushes from the outside. 

Built lower to the ground, the exterior base may have a smaller maneuvering 
quayside to run about in, but there are still numerous places to stop foes 
from entering. The broiler room can be targeted from the base, and the 
cover the base provides can easily stop an attack from the right. The Turret 
can doubly make sure of this, but always be on the lookout for foes heading 
out of the upper hopper chamber—an alternative route to the Energy Sword 
and Rocket Launcher your team should try to use. The usual route into this 
cluster of buildings is up the ramp on the ground or the other ramp under 
the "Franks" sign, which is dangerous, but with backup or distractions in 
other areas, you should be able to claim one of these mighty weapons. Jk. Building M, freezer access, and 

broiler: the "exterior" side of this map, 
offering easier access to the freezer 

At Container yard, hopper access, and 
taco hut: The "exterior" thoroughfare 
between bases, with two levels of access 

silent place to prowl and snipe from, as it offers views of many entrances 
DSS the exterior side of the map. Be aware of flank attacks from the 
ncit-p cirip pcnecially as Ghosts are available. There's also a lower quay to 

«j sure your team has already claimed the Active Camo and 
tgun down here, which can help repel attackers immeasurably. Access 

h " "Franks" sign usually results in a battle, so you might 
a*, aruuiiu coward the rusting ramp left of Building K if you're 

points all the way up the .. 
affair with only two entrance. 
the more shadowy locations! The hopper L « 
entrances everywhere, so you may wish to retreat to the top of the chamber, 
or at least the upper level, and rain death on those down below who think the 
coast is clear. Finally, there's a bridge you can half extend, which allow 
leap onto Building K—a real problem if you're trying to defend it! The bridge, 
which is accessed only via the top of the hopper room, offers great protection 
and views of the interior side of the map. Remember to check where that 
wayward fire is coming from; it might be a foe on this bridge. 

-Tactical Knowledge 

ie bridge, A Freezer interior and bridge extension 
access: the interior, offering access out­
side and in, and the bridge where you can 
rain down death from above 

Longshore is an asymmetrical map that is built for objective game styles. There are two bases, Building K and Building M, 
ire three ways to reach each of them: via the container yard, the freezer (with 
i the two bases segmenting the two bases are the upper and lower quayside 

opper (the room adjacent to the freezer), the bridge [which is accessed from the top of the hopper or 
iuilding K], and the broiler. The defending team's map is Building K, while the attackers use Building M as 

rations. Each base has a Ghost parked next to it and a Turret to utilize. The majority of combat occurs inside 
the hopper, the lower quayside, the top of Building K, and inside the broiler. 
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1 Enhanced Knowledge 

• Offensive and Defensive Posturing ] • Professional Planning 

ammunition is limitless while mounted, but you re an easy target for being picked off 

from long range with a Sniper or Battle Rifle. 

• Objective Plotting 
King of the Hill (KOTH): There are several advantageous King-of-the-

Hill tactics to try on Longshore. The first is the hopper room; grab 

locket Launcher and move to freezer and hopper interior S 1 , ! 

Blast the barrels with the Rocket Launcher to push them slightly awa 

from the wall so you're only visible from one angle approaching the 

Hill. Remember, in King of the Hill, out of sight means out of mind! 

King of the Hill: In the inlet courtyard 2 , maintain a position close to 

the forklift truck, under the hopper bridge. You won't need to worry 

about attacks from behind, and the position can be enhanced by 

~'~ining the adjacent Overshield and Energy Sword. 

ecome King of the Container Hill by obtaining the 

position inside the small Traxus crate; it allows for cover, gives you a 

shaded position, and allows you to rack up the points during the time 

you're out of sight. 

uayside under the container yard with the 

D E U B W W E J 

atween the roof beam 

imo. Use the corner and nearby 

column as cover. 

"roiler; Set up shop completely within the broiler, deploying the Grav 

ift (as shown under "I Broiler: Surprise" in the "Sniping/Ambush 

Positions" section] in one corner and riding it up against the ceiling. You 

ive the upper hand when 

on the lower quayside under the .container yard. You can also use the 

entertaining match possibilities of any type. Although it is difficult tt 

build upon this fantastic layout, you can try to make the map more 

"sniper" friendly. Add more long-range weaponry, as there 

long lines of sight and a large amount of cover, making this map mo 

adaptable than most to sni " 

VZ9 r-Mnl'l 

navigated by vehicles, a "rocket race" or "Mongoose V 

There are a large number of sniper positions to try, but the b—- — 

on the tops and sides of 

the stand (accessed via I 

The following sniping or ambush positions have been play-tested anA 

chosen as the best places to camp or launch a surprise attack from. 

Many of these positions keep you unharmed during Infection games, 

and most offer fantastic vantage points you can exploit during team 

matches. 



Sniping/Ambush Positions 

Building K and Inlet Plant 

Building K: 
Overlooking the Inlet Plant 

Inlet Plant Lighting 
Broiler 

Broiler: Inlet Side 

SB 
••"V -

MS 
requires you to 

m i l 

... • * 

1r 

« • * • ™ 

^ 

^ ^ ^ ^ 

Daicony or 

staying at the 

ig ramp, iviove aoout 
, training your 

Droller and periodically 

rusting ramp 

Building K: Rusting Ramp 

You can quickly sidestep left, into the 
cover afforded by the height and the 
concrete points of Building K, while 
using this to snipe at foes all the way to 
the taco hut. You can easily fall back, 
and (in team games) assume you he" -

friends guarding your left side, which is 
the only area you can't scan effectively. 
Check for foes heading up from the 
Energy Sword hopper balcony, container 
yard, or lower quayside. 

Building K: Interior 

T5Jif?i?]iTITT|'cWr7!TritT 

to stand, close to the L-corridor); you 
then take a Grav Lift and jump up to the 

you'll drop down if you're not car 

L-Corridor Ambush 

, o s t Watch the longer weapons you wield, 
1 such as the Sniper Rifle, as the tip of 

p» 

ftfc. ^ 

• 3k • iif̂  

E3 • '•"•••"'igM 

B^™^I 

the barrel sticks out, giving away your 
position. Choose either side of this 
corner wall, depending on whether 
you're planning to head out toward the 
quayside or not. Snipe the entire inlet 
plant courtyard, much of Building K, and 
foes entering the courtyard from the 
hopper or container yard ramp. 

Broiler: 

Q | re 

._ l BE * 

Quayside 

* • 
"**. ij 

"' " 

1 v 

TUMHHSSB 

T 1 
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Broiler: Surprise Behind the Taco Hut 

The broiler surprise tactic involves you 
using a Grav Lift in either of the two 
larger corners inside the broiler; remain 
floating, scraping your head on the 
metal lattice ceiling—when foes enter 
the broiler, you'll be floating a few feet 
up from their weapon's sight, giving you 
an advantage to rain down Grenades 
or cut them down a split second before 
they can react. This is a great strategy 
during King-of-the-Hill matches. 

Building M and Taco Hut 

Building M: Turret Defenses 

the quayside u u ^ ,u , o . , „ . y 

s e s f , ; „ „ n™ ,,„™ nr n™ • „ „ „ h,,.- Ir­

an excellent spot to stay. You have a 
hi inca m i m h p r n f c n i n l n n n b f o c IT! hit" 

inciuoing tne ramp up rrom cm 
quayside, the containers, the freezer 
and hopper entrances, and most of 
Building M. 

Taco Hut Roof 

than the container ya 
and support columns 

Container Yard Freezer Pipe 

This one takes a little time and a lot of 
skill to master; grab the Grav Lift from 
the broiler, and run to the container 
yard, placing the Grav Lift on the corner 
of the container shown here. Then leap 

"UT rusting pipe just left 
or the "hronks' sign. It is possible to . 
stand up at this position and tag foes in 
the yard, the quayside, or coming out 
or into the hopper. They all die with a 
confused expression on their faces.... 

Container Yard Lamppost 

Turret, and the sheer power of the 
. _« enough to counteract 

the impact on speed and maneuver­
ability you incur if you pick one up. 

problem! 

Building M: Interior 

C I 

. • 
1 -a --""^fl 

This area offers fewer floors than 
Building K and has different aiming 
opportunities, as you can target the 
broiler exit, the hopper and freezer 
exits, and all along the quayside. P° 
wary of the rear entrance, though, 
you're easily able to be outflanked by a 
rear attack. Keep moving around here, 
and use those walls as cover, popping 
in and out to inspect the thoroughfares 
you're guarding. 

Container Yard 

Dinghy Patrol 

These tv 

allow you to easily protect Building K or 

of additional exposure, you can try to 
use a Grav Lift and land atop any of the 
lampposts. In this example, we placed a 
Grav Lift on the container shown here, 
and landed on the lamppost, but it's 

From here, you can snipe away at 
Building K, the yard, and the quayside. 

Traxus Container 

All the other containers (or the msides 
of them) can be accessed, too. 



Longshore 

Freezer and Hopper Access 

Freezer and Hopper Interior 

These two areas are both on the lowest 
h"pper and show the area 
j energy Sword and the 

quayside access R1 and the Freezer 
itself R2; the Rocket Launcher is lying 
inside, coaxing enemies (usually into a 
firefight). Expect this to be a cluster of 
foes and fighting, and take refuge near 
the barrel pallet close to R 1 , as you're 
afforded extra protection. 

Freezer and Hopper Interior 

The remaining locations, all technically 
inside the hopper chamber that 

"""en the quayside and plant 
î uui uyaru, is filled with sniping and 
ambush positions. The first one R3 is 
behind the valves, next to the "Do Not 
Block" sign. This allows you to tag foes 
in the busy thoroughfare below. The 
next one R4 is only accessible via 
Grav Lift [as shown] and allows you to 
perch above the Energy Sword, ready to 
pounce or attack from a strange angle. 
The next location R5 is in the upper 
hopper connecting room and allows 
you to exit onto the exterior areas, with 
views of Building M and the broiler. 
Expect heavy fire from here, and thus 
sniping opportunities. The last location 
R6 is atop the second room and leads 
to the bridge extension. Unless your 
foes are using a Grav Lift, there's 
no way they can attack you from the 
bridge, making this sniping spot very 
beneficial. 

Bridge Extension 

-
•••'• • ,. ""•*•-..• : ' 

ss 

™ W 
Mtf 

| 

•••« • 

s ^ T J E ^ V ^ V H T I • 

ft 

These two sniping positions on the 
bridge half span the inlet plant courtyard 
and Building K, directly above the Energy 
Sword. These positions are close to 
each other but require completely 
different maneuvers to reach. Stand at 
the first location by accessing the gate 
atop the hopper. Access the bridge 
support S2 by using a Grav Lift from 
Building K. Both locations offer fantastic 
ambush and sniping positions and quick 
and easy retreating or fleeing. The 
first position allows you to pull back, 
using the underside of the bridge as 
protection. 

I A 

^ft^ ' :«•« ' 

f fP 
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terns such as these, excess heat from the Ark's forges would render the construct uninhabitable. 
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DATA STREAM 

Recommended Game Variants: Team Slayer, Team Swat, Team Sniper, Capture the Flag, Assault, King of the Hill 

Recommended/Maximum Number of Players: 4 - 8 / 1 0 

Advantageous Equipment: Sniper Rifle, Rocket Launcher, Mauler, Shotgun, Bubble Shield, Power Drain 



Narrows • 

AILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

Weapons 

Battle Rifle 

Brute Shot 

Grenade, Frag 

Grenade, Plasma 

siow 9 9 9 9 9 =Fast 

Weapons 

9999 
999 

Plasma Rifle 

Rocket Launcher 

SMG 

Shotgun 

99999 
9?f99 
9999 
99**1 

Sniper Rifle 

Equipment 

Active Camo 

Bubble Shield 

Overshield 

999: 

m 
• 

Power Drain \ 9 9 9 1 

Radar Jammer ; 999 • 

Topographical Overview 

• Call-out Locations 

Narrows is a long series of two bridges connecting a blue base to a golden red base. Besides the two bridges, there are two 
Man Cannons, one on each side. Bright blue jet streams will launch your Spartan into the air into your enemies' base. Narrows 
is a symmetrical map with only a few variations on each side. The Red Base has a golden beam of light shooting out from it, 
and the Blue Base has a flowing waterfall. 

Narrows has become popular simply because of its mathematically smooth layout. When spawning in the Red Base, all 
call-outs are opposite those of the Blue Base. Instead of flowing right from Stage into Man Cannon, you'll take the ramp left. The 
only other variation is the Active Camo present (making this nicknamed "Invis Tunnel") instead of an OS Tunnel wrapping around 
the bottom of Man Cannon to the flag spawn. 

Red Stage/Blue Stage 

Other names: N/A 

Landing Zone 

Other names: Needles 

Man Cannon 

Other names: N/A 

The Stags 
is a lighted 
step up onto 
a platform on 
the very back 
of each base. 

Going right 
from Blue 
Stage, there 
is a ramp 
heading to the 
double-paned 
glassy floors 
where you will 
find the Man 
Cannon. 

Power-up Tunnel 

Past the Man 
Cannon, on 
the small 
avenue to the 
right, hang left 
as you drop 
down and pass 
through the 
Landing Zone/ 
Needles. 

Other names: Overshield Tunnel, OV Tunnel, OS, Camo 
Tunnel 

\ Follow through 
| the glassy 

, % path to a 
small tunnel 
with open 

t beams, and 

the Power-up Tunnel. One base has an Overs 
Active Camo. 

an Overshield. 
This is 
known as 

eld, the other 
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Flag Spawn Mohawk 

Other names: N/A 

1 
i > 

Continue until 
the tunnel 
opens up onto 
another ramp. 
This leads you 
to the area 

flag will spawn. 

Spawn. In all 
flag Objective 
games, this is 

jass a small ledge on 

Flag Attic 

Other names: N/A 

To your right 

base that 
has a small, 
climbable 
ledge. This 
ledge is known 
as Flag Attic. 

Base 
Other names: N/A 

paths from 
flag to base 
separated by 
a large chunky 
pillar. Take 
either path 
into Blue Base. 
"Base" is 

Stage, the completely flat place between 
1 is the darker-colored base and Red is the 

colored base. 

Other names: N/A 

Lobby 

As you head 
forward out of 

j the base, the 
incline leads 
you into Lobby. 
Immediately 
after the 
horizontal 
structure, to 
the left and 

right of you, there are two smaller wedges on the floor. This is 
known as "L3" on the left side and "R3" on the right. 

=!j 

4T 
« V 

'™ ' S ::M:' 

mm 

W/fmi 

Other names: N/A 

Moving 
forward from 
Lobby, you 
pass a large, 
pyramid-

•:. shaped 
structure 
known as 
Mohawk. 
Standing 

at Mohawk, you'll see two small curbs that open up to a 
pocketlike drop into the bottom level. Being pocketlike, these 
areas are nicknamed Pockets. The right-side pocket close; ' 
to you is R1, followed by R2, which heads into 

Top Mid 

Other names: N/A 

V Since Narrows 
is symmetrical, 
the call-outs 
for both sides 

en c e a s e l (Liany 

the same. 
Heading 
forward out 
of the Lobby 
from eith' 

base, you'll see a horizontal structure in front a fusion coil. 
This marks the exact middle of Narrows, commonly called Top 
Mid. From your base, the short platform between L1 and L2 
on the top level is Left Mid. R1 and R2 is Right Mid. 

Pockets 
Other names: R1/R2 and L1 /L2 

m 

they are nicknamed Pockets. The right-side pocket closest t 
you is R1, followed by R2, which heads into Red Base. The 
left side is known as L1 and L2. 



Bottom Mid 

Other names: N/A 

• n ^ B 

» w 

v 

' 1 ^ ? 
^HHHUIH 

\ . * 
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Take the ramp 
down (L1) to 
the bottom 
level. Facinq 

you'll see 
another pair 
of wedges to 
your right and 
left known 

as Bumpers. Throughout the game, keep in mind that all 
call-outs concerning right and left are made when you spawn 
and look toward Top Mid, even as you come down L1 into 
Bottom Mid and turn back toward Blue Base. The Bumper to 

goes for the one on your 
left. This may seem confus in n a1" &>«*• fho mini- i = rmtu r o m o m . 

bering where you initially spi 
L1 and approach Left Bumper. If you move left from L1, you 
will head into Bottom Mid. 

;ly remem-

Other names: N/A 

bridge that 

the Red Base 
to the Blue 
Base. Turning 

Sniper Room 

Other names: Sniper 

\r. sized room 
is nicknamed 
Sniper, 
because the 
only feature 
in the room 
is the Sniper 
Rifle, which ii 

leaning against the back wall. Facing the Sniper Rifle, move 
left and you'll approach a small walkway leading back into the 
room with the Man Cannon. 

m 

Enhanced Knowledge 
Narrows is one of the most versatile ma. 
Narrows is fair game for any objective. Here are the 

lasSYBsniTsEwSUsTnsiBirEKISPlll /er, Team Swat, One Flag CTF, 
One Bomb, Neutral Assault, Team 

Oddball, Team King, and Team Snipers 

iroach to each: FFA, Team, One Side 
Objective, Neutral Objective, and Classic Objectives. 

• FFA: Slayer, Juggernaut, Oddball, Krazy King 
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• Team: Team Slayer, Team Swat, Team Sniper 

• One Side Objective: One Flag, One Bomb 

Jaired in team 
ush to kill the opposing team to obtain the flag or bomb. The sniper 

and your teammates have 30 seconds to pick it back up before it 

respawns to the enemy base. 

Neutral Objectives: Neutral Assault, Oddball, Team King, King of the Hill 

three teammates rush Top Mid, with one player grabbing the ball 

bomb while the other two support him with BRs. 

irr»iiVi[»itii MlnHllmtl 

and one into the hill. The three power-weapon players then position 

themselves around the hill to kill opponents attempting to enter it. 

The hill moves every 60 seconds, rotating from Top Mid to Red Sniper 

and Blue Sniper randomly. Always keep an eye on the clock. 

• Classic Objectives: Multiflag, Assault 



• General Tactics 

Advanced Tactics 

• Sniper/Ambush Locations 

Left/Right Attic Behind Man Cannon 

k ;j$ 1 B r 

^S***™' 

Attic provides great 
' . vantage | 

There is a horizontal 
and verticf' 
structure built into 
the Lobby that you 
can use for cover. 

On each side of the vertical structure, there are ledges that 
you can climb on. The ledges are tilted at a 45-degree angle, 

without skilled iumpinc 

Flag Attic 

base that has a 
small, climbable 
ledge. This is Flag 

waiting tor your 
team to grab the flag. 

Ti|; ••••• • % 
% ^ '-'-^l 1 

J iimi 

',, 
j 1 

:••':; 

Grab the Sniper 
Rifle and line up 
behind the Man 
Cannon. The 

Man Cannon gives, 
you cover. 

Behind Bumpers 

Use the Bumpers 
for surprise attacks 
in Bottom Mid 
and as a hideout 
to let your shields 
recharge in cover. 
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• O R B I T A L 
With a lot of situational awarene 

i i i] 

EE3 

L J 
• Q 

J i ^n«*rp 



DATA STREAM 

Recommended Game Variants: Team Slayer, One Flag, Multiflag, Assault, One Bomb 

Recommended/Maximum Number of Players: 4 - 1 0 / 1 6 

Advantageous Equipment*: Rocket Launcher, Sniper Rifle, Ghost (for Objective only) 
"Using these weapons will definitely give you the upper hand in any game type on this map. However, tht 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

9 = Slow ®?^55 ~ Fast 

Weapons Weapons Vehicles 

Equipment 

Power Drain [- 9 9 9 

nr ; 9 9 9 ! 

-Topographical Overview 
Orbital is a small map, featuring two bases linked in a horseshoe shape with overlapping hallways that create a sort of loop. 
The Red Base is located in the upper level, and the Blue Base is located in the lower level. From Red Base, you can reach Blue 
Base by taking a staircase that leads down to Sniper Hall or by taking the upper corridor to Rocket Spawn. From Blue Base, you 
can reach Red Base by going up the staircase to Rocket Spawn or by taking Bottom Corridor tc 
the middle and are separated by a drop-off. Falling here will kill you. You can jump from Rocket I 
Hall (the lower level); however, if you want to go from the lower level to the upper level, you must take a Grav Lift. 

• Call-out Locations 

Blue Base/Blue Flag 

Other names: N/A 

exits. One 
leads to 
the Lobby's 
doorway, and 
the other 
leads to 

„ j door, in biayer 
games, this gate remains open. In Objective games, the g ' 
is closed but can be opened. 

Blue Lobby 
Other names: N/A 

Blue Gate Door 

Other names: N/A 

:' 

This is located 
in Dark 

Blue Maintenance Hallway/Secret Hall 

Other names: N/A 

This connects 
the Lobby with 
Lower Corridor 
and Gate Door. 
Secret Hall 
is a small, 
single-player 
pathway; try 

and the i 
are blue. 

here, because you are cloi 
tosses Grenades here. 

probably die if a foe 
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Blue Sniper Hall 

Other names: N/A 

Blue Gate 
Door to the 
Sniper Hall. 

Red Rocket Hall 

Other names: N/A 

This connects 
Red Gate Door 
to the Sniper 
Hall. 

Red Base/Red Flag 

Other names: N/A 

| entrances/ 
exits. One 
leads to 

I the Lobby's 
i doorway, and 

' _̂_ the other 
leads to 

• T Hallway (Dark Hallway) through the gate door. In Slayer 
games, this gate remains open. In Objective games, the gate 
is closed but can be opened. 

Red Lobby 

Other names: N/A 

Red Gate Door 

The layout of 
Red Lobby is 
the same as 
Blue Lobby; 
however, the 
staircase leads 
downward, 
and the walls 
are red. 

Red Maintenance Hallway/Secret Hall 

Other names: N/A 

\ This connects 
the Lobby with 

\ Upper Corridor 
and Gate 
Door. Red 
Maintenance 
Hall is a small, 
single-player 
pathway; try 
not to have 

a lot of people in here, because you are closed in and will 
probably die if a foe tosses Grenades here. 

Rocket Spawn/Rocket Hall 

Rocket Hall 
has three 
elevator doors 
(numbered 
1, 2, and 3) 
and links with 
Rocket Stairs 
£inrl I I n n o r 

Corridor. 

Sniper Spawn/Snipe Spawn/Sniper Hall 
Other names: N/A 

Other names: N/A 

jtU'l i 

S 
» \ 

E 

f "?- 1 

l 

Other names: N/A 

This is located 
in Upper 
Corridor/ 
Crate Hall. 

This is located 
on the lower 
level. 



Rocket Stairs/Escalators 

Other names: N/A 

-= ^ ^ ^ -4™ • • 

•; 1 'ME-' ~T 

i 

•# n 

y i . 

These lead up 
to the Rocket 
Launcher 
and Upper 
Corridor. 

Other names: N/A 

-__ Jpijjti 

i " 
m . . . 

• E n h a n c e d K n o w l e d g e 

These lead 
down to Sniper 
Hall and Lower 
Corridor. 

On the gate side of Red Base, there are two Mongooses 
and a one Ghost (which spawns only in Objective games for 
the attacking team). In Red Base, you can go through the 
left door, which leads to Red Lobby, the gate door, or the 
secret walk at the top. In the secret walk is a Regenerator. 
Go through the gate door and locate the Mauler and some 
Plasma Grenades, then head straight and get the Rockets 
around the corner by the elevator shaft. If you go through 
the left door, you will find two Battle Rifles and a pair of Brute 
Spikes. After grabbing these items, run down the escalators 
at the bottom of the steps, where you find a Plasma Pistol. A 
little farther around the corner to the right is the Sniper Rifle. 
Then on your left is a Power Drain. In Sniper Hall, grab the 
pair of Plasma Rifles, and take the Plasma Grenades located 
by the crates in front of the railing. Continue on to Blue Base. 

In Blue Base, go through the gate door, where there are 
two Mongooses. Straight ahead are two Plasma Grenades 
in the loading area. To your right is the Mauler and Bubble 
Shield and a secret path back into Blue Base. If you run down 
the hallway near where you picked up the Mauler, it will take 
you back to where you found the Sniper Rifle. This hall will 
lead you back to Red Base. Through the right door are two 
Battle Rifles; beyond that, to your left and right, are two Brute 
Spikers. At the base of the escalators is a Plasma Pistol, and 
up the stairs, in the doorway on the right, is another Battle 
Rifle. Outside the gate room to the left, next to railing by the 
drop-off, are Rockets. On the right, next to door number 3, 
are two Frag Grenades. A bit farther down are two Plasma 
Rifles beside the window. Around the corner, down the 
hallway, you will run into Red Base. There is also a Battle Rifle 
right around this corner, perched up against a window. 

• One Flag, Multiflag, One Bomb, Assault 

Defense 

Offense 

hallways without being attacked. The lower corridor has fewer 

3y can aamage your 
foe, as you w 

rouch-walking makes you invisible to enemy radar. While storming 

the base, use this technique to sneak in undetected with the bomb or 

to grab the flag when the other team is not looking. Crouch-walking 

ige when going around corners. 

Once you obtain the flag, have your team tell you the location of the 

enemy team to determine which way is best to walk the flag. 

In Assault, when you plant the bomb, do not desert the area. Stay 

around and protect the ticking bomb so the other team does not 

disarm it. Throw Grenades or Power Drains on the bomb when the 

other team attempts to disarm it. You may leave the base or take 

cover when the time reaches five seconds, which is the time it will 

take the enemy to disarm; if they have less than five seconds, they 

cannot disarm the bomb. 
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• Advanced Tactics 

Sniper/Ambush Locations 

Crate Snipe 1 Crate Snipe 2 Rocket Snipe 2 

i 1 

am,,i I, J^gjI 

1,' j5 i 

Use crates for cover do 
hallway (upper corridor] 

Use crates for cover, this 
Lower Base looking into Lc 
Hall. 

e from Lower Corridor to Rocket 
vn, using the crates as cover. 

Rocket Snipe 
Stair Snipe 

mt ^miBSBBfffgj^fliatii^Z 

ft 

Snipe from the Rocket Launcher down 
the long hall. Looking down the escalators provides a 

great advantage. 



Bubble Shield f §f; 

RepnlratoT [ i f f 

Trip Mines j 999 ' 
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Topographical Overview 

• Call-out Locations 

Hangars 

Other names: Red Base, Blue Base, Red Spawn, Blue Spawn 

Garage 

Other names: N/A 

In most game 
variants, your 
main spawn is 
in one of the 
Hangars. You 
can tell which 

spawn at by 
H „_j t n e r e c i o r blue 

markings on 
the walls inside your base. Include these in your call-outs (e.g., 
Blue Hangar). Two Warthogs, two Mongooses, a Trip Mine, 
and two Frag Grenades spawn in each Hangar. 

Objective 

Other names: Flag, 1st BR, Home 

* ~ \ When you 

straight from 
Hangar and 
you will enter 
Objective. This 
location is 
comprised of 

... I two different 
levels. Lower 

Objective serves as the home for your flag in Capture the 
Flag (CTF) and for your bomb in Neutral Assault, Assault, and 
One Bomb. A Battle Rifle spawns on the right wall [aka, 1st 
BR), a Needier spawns alongside the left wall, and an Assault 
Rifle spawns on the floor when you enter. Upper Objective is 
horseshoe-shaped and is accessible by the stairs that run 
along the inside of the room. Two SMGs spawn in Upper 
Objective. 

Brick 

Other names: N/A 

3W If you continue 
walking 
straight 
through 
Objective 
to the next 
room, you will 
"nter Brick. 
This area 

got its nam< 
because the section is made of bricks. On the left side in 

"rick, you will find 2nd BR. Two Spikers spawn to the 
right. Connected to Upper Objective is Upper Brick, where a 
BR spawns. 

4 

S'WlSfJSi 

i 

comprises a 
small section 
of the Garage, 
which is made 
of two levels 
(Upper and 
Lower). Upper 
^Tage has 
three doors 

(Middle Bridge, Ops Center, Halls), and Lower Garage has 
one main/large door that connects to Mid (middle of map). 
The stairs on the left lead to Upper Garage; the Brute Shot 
spawns on the stair landing. If you continue up the stairs, 
you will find a Regenerator. Down the stairs, the Shotgun 
spawns on the left and a Bubble Shield on the right. This door 
connects to Mid. 

Ops Center/Turret 
Other names: N/A 

Through the [ i f f 
left door in 
Upper Garage 
is Ops Center. 
Here you'll find 

walking across 
Turret, you will enter the enemy's Upper Garage. 

Halls 

Other names: N/A 

across from' 
the Ops 
Center is 
known as the 
Hall Entrance. 

enter a hall 
that contains 

blue or red streaks of paint on the wall, depending on which 
base you are in. If you exit the hall through the first door you 

et, which circles the entin 
with two Frag 

Grenades. If you continue down the hall, you will end at thi 
Upper Hangar of the Red or Blue Base. Each hall contains 
two Maulers and two 



Middle Red Street 

Other names: Mid, Connector, Gravity Hammer Stree 

Mid is the area 
that connects 
both bases and 
has multiple 
sections. 
These include 
Turret, 

Bridge, Gravity 
Hammer, and 
Camo. 

Other names: Red Track 

This street 
runs outside of 
Red Base and 
connects to 
Sniper Street 
and Main 
Street. You may 
enter Red Hall 
through the f 
entrance on 

Bridge 

Other names: N/A 

Upper Blue 
i r—» _ i . 1 

the bridge on 
Mid Street, the 
Warhammer 
and two Plasma Grenades sps 

Camo 

Other names: Cloak 

On the 
opposite side 
of Turret, the 
Camo spawns 
in the middle 
of the area 
with a Grav Lift 
on each side. 
On one side of 
Camo is a set 

Sniper Street 

Other names: Sniper Spawn, Ghost Spawn 

This is the 
street on 
which the 
Sniper Rifle 
and Ghost 
spawn. It is 
accessible 
from Camo 
or Blue/Red 

Main Street 

Other names: Rocket Street, Rocket Spawn, Open Street 

on this street, \ »c l ' . 
along with a BR 
and two Frag h 
Grenades at n < \ ' 

This street 
is connected 
to the large 
entrance to 
Lower Mid, bi 

BR Ramp and Platform 

Blue Street 

Other names: Blue Track 

to Sniper Street 
and Main 

also connects 
to an entrance 

_ _ J — - _ \ 

_ _ *•*" 
B> | HH 

• \\ ;t 

Blue Street 
and Red Street 

Other names: N/A 

a platform 

~ f base's Hangar 
and Main 
Street. This 
platform is 
made of two 

sets of stairs and spawns one BR and two Plasma Grenades. 
This is also considered a secondary spawn. 
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-Tactical Knowledge 
Rat's Nest is basically a giant circle, consisting of an outer 
street surrounding the entire map, two main bases, and a 
large open area in the map's middle, where Gravity Hammer 
and Camo are located. The map is symmetric in that both 
bases contain the same weapons and structure. Because 
the map is basically streets and bases, players must choose 
whether to risk playing in the open streets or to use the levels 
and terrain of their respective bases to their advantage. 

Both bases are also equipped with an adequate set of 
vehicles, while the middle of the map (Middle/Sniper Street) 
houses a neutral Ghost, given to whoever reaches it first. This 
vehicle allows for fast and efficient maneuvering around the map. 

The Middle is a highly traveled spot on the map, as it has 
both Camo and the Gravity Hammer, with a detachable Turret 
above the Hammer. With no place for cover, traveling in this 
section is dangerous but is necessary, as it houses power 
spots and weapons. 

As the map is symmetrical, both team's bases are identical. 

ramps and stairs housing many different weapons. The most 
important weapons in the bases include the Shotgun and the 
BR. Both bases also include a Hangar with two Mongooses 
and two Warthogs, giving you more than enough opportunity 
to get your fill of vehicular manslaughter. 

Along with a bottom level, the bases have a separate 
top level, which is the preferable vantage point, as you can 
see enemies below and ahead. You can use the top level to 
reach various places on the map that the bottom level does 
not have access to (i.e., Turret and Bridge) and to reach a 
Regenerator (located on the route to Turret) that can be very 

Shotgun and Bubble Shield. 

• General Tactics 

IT your team nas HOCKec 

use the "high ground" on 

iize tne venicies arouna tne map 

-Game Variant Strategies 

• General Slaver Tips 

• General Assault Tips 

• Neutral Assault Tips 



"l 

• 

• 

If you are the first team to arrive and the opposing team is nowhere • An enemy bomb takes four seconds to disarm, so once your tearr 

to be found, have one player get Rockets while the rest of the team successfully planted the bomb, and it reaches that four-second m 

escorts the bomb carrier to the opposing base. Camp in the upper have your team return to your base and escort the new bomb car 

levels of Middle, as the opposing team might arrive on the scene late (your teammate who should already have the new bomb) back to t 

and will be blown to bits by the deadly Rockets. enemy base for a quick second cap. Doing this in sync can win yo 

Camo is very important in Neutral Assault, as a single player with 9 a m e i n a ridiculously short amount of time. 

both Camo and the bomb can annihilate the opposing team's chance 

at a defense. 

• General Multiflag CTF Tips 

has 

ark, 

rier 

he 

j the 

1 
• Multiflag is a lot like Assault except it is faster paced. Once your flag • Instead of going directly through the Middle, as one might in Assault, 

hits the opposing team's flag point, you score, so it is quite possible have your team utilize either the Mongoose or the Warthog and drive to 

• to win the game in less than two minutes. the map's opposite side. Because these vehicles are fast, the opposing 

team will have a harder time both finding and killing your team. 

• Offensive Plays 

• In an offensive setup, the entire team (or at least three of the four this player will throw the Bubble Shield on top of the bomb and camp 

teammates] will escort the bomb carrier or flag holder. The strategy inside it with the Shotgun. This can be a deadly combination. Also, if 

is to take the fastest route to the opposing team's base—which possible, have another player attempt to steal the opposing team's 

means going straight through Middle—with teammates gathering the Shotgun and Bubble Shield; controlling these weapons is crucial, 

power weapons and equipment (i.e., Rockets, Bubble Shields, Camo, . A f t e r g c o r i n g t h e fim t ime_ h a v e a p | a y e r ( p r e f e r a b | y o n e w i t h the 

Shotguns) in the shortest amount of time and helping to ambush the S h o t g u n ) C 8 m p i n s i d e t n e D p p o s i n g t e a m . s b a s 6 | B | i m i n a t j n g t h B 

opposing teams Obiective. opposing team's chances of establishing a defense. 

• In Assault or Neutral Assault, have a single player get the Shotgun 

and the Bubble Shield; they will be the one to camp in the opposing 

team's Objective while the bomb is being armed. When attacked, 

• Defensive Plays 

• In some ways, defensive play is closely related to offensive play. Have • if your team is successful in thwarting the opposing team's attempt 

two players rush Rockets, while one player grabs the Shotgun, Bubble to arm their bomb or capture the flag, have one player stay inside 

Shield, and Camo. All players should return to Objective. the Objective (preferably with a Shotgun and Bubble Shield) while the 

. Instead of rushing out to find enemies, wait until the opposing team D t h e r P|aVers e s c o r t t h e b o m b c a l T i e r t h r a u 9 h t h e m i d d l e o f t h e m a P ' 

makes the mistake of entering the base, where they will be ambushed. • Be sure to switch up the ways your team delivers the bomb or tries 

. The player in possession of Rockets should crouch above a doorway or t 0 c a D t u r e t h e f l a 9 ' a s *>">" °PP°n e n t w i l 1 9u>ck|V catch on to your 
somewhere on the upper level of their team's Objective. s t r a t e a i e s if V°" u s e t h e m t D e x c e s s ' A n e x a m P l e o f t h i s l s lf ^ 

team has carried the bomb directly through the Middle for two out of 

• Have all players rotate between positions, making sure to cover all t h r e e s u c c e s s y b o m b p | a n t s a n d i s g e t t i n g k i||ed b e f o r e e v e n e x i t i n g 

openings and doors into the base; this ensure no one can sneak in y o u r b a s 6 | t r y g e t t ; j n g [ m a M o n g o o s e a nd driving through the back 

undetected. streets and tagging the opposing team from an unexpected position. 

• If your team is not able to grab Camo, be on the lookout for an enemy 

player sneaking in with the bomb or the flag, as they can do this easily. 

1 
1 

J 

! 

-——• '••• ] 

| 

•o 

Advanced Tactics 
As this map has a lot of edges that stick out and random pieces of 

architecture, it allows for multiple hiding spots, which you can access 

via jumping. 

You can access the green tubes that run along the top edges of the 

streets by jumping on the red tubes (located to the left and right of 

Sniper Spawn), and then crouch-jumping onto the green tubes. You 

can walk along these tubes as far as the beginning of Rocket Street. 

This can be very helpful to your team, as you have the higher vantage 

point and can detect any unsuspecting walking enemies. 

Crouching atop the multiple doorways and entrances to the 

can be very helpful in a sneak attack. Not many players look on top 

of doorways or even think of the possibility of an aerial attack. You 

can jump onto nearly every doorway or entrance on the map. Take 

advantage of this, and you c 

recommended if you cannot accom 

time, as it will reveal the position of those who can manage to reach 

it. Only do this jump if your team has control of the Turret, as getting 

shot from behind is never pleasant. Jump from the bridge to the pillar 

located to the left or right. You can stand on this pillar to escape an 

oncoming enemy or to ambush any unsuspecting foes crossing the 

bridge. Also, this spot is invisible to any enemies located at Camo or 

Sniper Spawn. 

to remain unseen Dy an enemy at bniper bpawn. uamping nere wicn 

Rockets is both valuable and dangerous. Be sure that your team has 

control of Turret and Bridge before trying to sneak attack an enemy 
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• Sniper/Ambush Locations 

Brick Sniper Spawn Bottom and Top Objective 

I 
Be cautious of camping in this spot, These spots are great for any player 

of the Sniper Rifle. You can see any 
player coming in from both the bottom 
and top of Middle, and if you turn 
around, you can see any players coming 
from inside the Objective. 

Turret 

With Camo located directly on the 
ground in front of you, as well as access 
to the Ghost and Sniper Rifle, sitting 
atop this location with Rockets can be 
deadly for your opponent. You have a 
wide view of any enemies beneath and 
in front of you who try to grab the Ghost 
or Camo. Securing this position is very 
useful. This is also a great place for any 
player in possession of the Sniper Rifle. 

With a teammate camping out on 
Sniper Spawn, this is an extremely 
advantageous position. With access 
to both bases, you can easily enter 
the enemy's base unseen, as enemies 
frequently ignore the Turret area. In 
addition, any foes coming through 
Middle will frequently ignore the Turret, 
leaving them open to an attack. These 
strategies will allow you to defend the 
sniper and take a great deal of pressure 
off him or her. As the sniper is in a 
safer position and must defend only 
themselves from two directions instead 
of three, your team will get more 
kills. If your position is compromised, 
remember that the Turret is detachable. 
You will be able to obtain easy kills on 
approaching enemies who underes­
timate the power of the Turret. Happy 
killing! 

with Grenades and Rockets and can 
be targeted from five different spots. 
While at this spot, grab the Camo, the 
Shotgun, and the Bubble Shield to allow 
for both close- and long-range combat. 

While vulnerable in this location, you 
are given a slight chance at cover, as 
the Sniper Rifle rests on two me 
crates, which can be vital to your 
survival in an enemy attack. This section 
of the map receives a lot of traffic, 
because it houses the Sniper Rifle and 
looks straight toward the Rockets, 
Gravity Hammer, Camo, and Turret. You 
also have a view of both sides of the 
streets (Red Street and Blue Street] and 
of Middle. You will have an advantage 
over any unsuspecting player rushing 
for the Ghost, Camo, Turret, Gravity 
Hammer, and Rockets. 

This spot is a great location from 
which to establish map control. Also, 
because this area is so vulnerable, have 
a teammate watch your back while you 
are sniping. While you're scoped in, it is 
impossible to see an enemy approaching 
from your blind spots (anywhere not in 
your scope]; a teammate can warn you 
and help you attack the approaching 
enemy, and you can still hold down the 
position. 

/2T» If you have low 
T TIC3 

1 _ shields or if 
the other team has discovered you 
but you do not want to lose sight of 
possible approaching enemies, try 
some jumping techniques. Facing 
the wall, jump onto the metal crates 
that the Sniper Rifle rests on, then 
crouch-jump onto the doorway's 
ledge. From this point, you can either 
crouch here to recover your shields 
or turn toward the green metal tube 
in front of you and crouch-jump atop 
that. 

these areas are small, the player will 
encounter close-quarter combat, and 
the player with the Shotgun is sure 
to beat out a surprised defenseless 
Assault Rifle wielder. 

BR Ramp and Platform 

* " xUutuIiih 

With the ability to see Main Street and 
Red Street or Blue Street, sitting atop 
this platform perched with a Sniper 
Rifle is a great way to gain control over 
weapons. You can see any approaching 
vehicles and the spawn of Rockets. This 
is also a dangerous position, as you 
have zero cover to protect you from 
oncoming enemies. 

Shotgun Spawn 

With a Shotgun in hand, crouching in 
this spot gives you the gift of cover. 
Players rushing for Ghost, Shotgun, 
Rockets, Camo, or Gravity Hammer will 
get an unpleasant surprise if you come 
at them when they pass you. Be wary, 
though, as this spot does not provide 
full cover. 



DATA STREAM 

Recommended Game Variants: Team Slayer, Capture the Flag, One Flag, Assault, Neutral Assault, VIP 

Recommended/lvlaximum Number of Players: 4 - 1 2 / 1 6 

Advantageous Equipment: Rockets, Overshield, Regenerator, Warthog 

AVAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

• = siow 9 9 9 9 9= Fast 

Weapons 

Grenade, Plasma 

Missile Pod 

• • • • • 

w T T T : 

• • • • 

41ml 

Weapons 

•"W i Rocket Launcher : 9 5 

Uehicles 
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Brute Chopper Q f 

Mongoose f f f 
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Equipment 

Gravity Lift 

Overshield 

Power Drain 

Regenerator 

fit* 
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-Topographical Overview/ 

• Call-out Locations 

Blue Base 

Other names: N /A 

Blue Base is 
identified by 
the glowing 
blue orb 
located 

Red Base 

Other names: N/A 

atiht *•-*>-A ? 
m 

V I 

"•L 

Red Base is 
identified by 
the glowing 
red orb 
located 
above it. 

Grav Lift Spawn 

Other names: N/A 

The Grav Lift 
spawns in 
the bottom 
middle of map. 
Here a player 
can access a 
semienclosed 
enclave to 
locate the 
Grav Lift. This 

area has four entrances: two facing the Red and Blue bases 
and the other two facing the sides of the map. 

Ant Hill 

Other names: N/A 

' \ J, I *»' 

Located on 
the right side 
of each base 
are low-rising, 
sand-buried 

known as Ant 
Hills. These 
are great 
from which 

to defend against an enemy attack. Resting alongside these 
areas, facing the base, is a Battle Rifle. 

Obelisks 

Other names: N/A 

Rising from 
the sand to 

"edge' of 
Sandbox's 
playing field 
are several 
areas knowr 

Several 
weapons rest against and in front of these pillars. Depending 

ire located, you'll find a I 
Rifle or a Brute Shot. 

Rocket Block 

Other names: N/A 

,o ensure ste< 

Always a 
coveted 
location, the 
Rocket Block 
contains 
the Rocket 
Launcher, 
which is 
a power 
weapon. Rusf 

attacks on the opponent's 

Bubble Shield Block 

Other names: N/A 

The Bubble [ > j 
Shield Block 
is located on 
the front side 
of each base. 
Here, the 
Bubble Shield 
stands ready 
to protect the 
masterchief 
from harmful gunfire ai 



Corners 

Other names: N/A 

provide ample 
cover for ducking in and out of gunfire. 

• Sandbox • 

Other names: N/A 

Sandbox is RT~ 

surrounded 

by sand. On 

the outskirts 

of the map, 

the players 

will see the 

Dunes, fortified 

by forerunner 

structures of 

years past. 

Dunes 

-Enhanced Knowledge 

ne opposing team has an Overs 

lestroy this vehicle. 

jse the Needier to take them 

• Use the Grav Lift located in front of the base to quickly reach the top 

of the base, where you can confront opponents. 

When playing Capture the Flag, have one person stay in the base 

to toss the flag off the base and help keep the opposing team from 

returning it. 

• A quick way to get into a base is by using the jump block that is 

located on the base's left side. 

• You can use the Power Drain to keep your opponent off the objective, 

such as the flag or bomb. 

• Utilize vehicles for faster travel across the map when you're trying to 

capture the flag or plant the bomb. 

• When nUUCClb Ul u iv iu j i iu i KJU wi on u nuiiuy, yuu uui i uou wiu ui uwi 

Shot to flip a Warthog. 

• While driving the Warthog, it is best to stay toward the outside of 

the map and kill off the spawn, because there are a lot of obstacles to 

avoid on the main part of the map. 

IUDOII ly u IG ruvvci L" air i uvci w ic uaoc D uu[j ai iu tuvwai u una u lap o 
other side can bring down many players' shields. 

your foe doesn't stand a chance with the respawns. 1 

or a Warthog to the back of the enemy base to steal their Warthog. 

• If the other team is using a Regenerator, the Needier is a quick and 

easy solution. The Needier quickly kills even full-health players and 

reloads very fast. 

• Advanced Tactics 



• Sniper/Ambush Locations 

Grav Lift Spawn Ambush Sand Dunes 

As you rush for the Grav Lift, hide 
within the small corridors of the Grav 
Lift Spawn so you can melee your 
opponents as they rush in. Also, while 
in a gunfight, you can easily duck and 
cover within the four entrances to thi 

Back/Top Base 

and center of the map to attack their 
opponents. Knowing this, rush the 
outskirts of the map—either on foot or 

' " out the opposing 
am as uicy i usu. i iiey won't notice 

you until it's too late! 

This area is often the best place from 
which to snipe at your opponents. In 
doing so, you have the back of your 
base to take cover in. Starting from 
the top, if you are fired upon, you can 
drop back, take cover, and snipe off the 

• •• 



SANDTRAP 
Although the Brute occupiers have been dr 

oNmN»SN^NS^»^NNN^^^NC*NSNNNN^^^^NNS^^^^ 

ancient structut 

HSBj," PMSDarklvory 

3̂ 

3̂ 

»y 

Data Stream 



O D S T P R I M A Off ic ia l Game Guide 

/S/////S/////////////////////////////////A 

AVAILABLE EOUIPMENT AND GEAR RESPAUVN TIMES 
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Weapons 

Brute Shot 

Gravity Hammer 

Grenade, Frag 

le, Plasma 

Machinegun Turret 

Missile Pod 

Weapons 
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Vehicles 
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Equipment 

GravLift 
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Power Drain 
Regenerator 
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Sandtrap 

-Topographical Overview 
Call-out Locations 

Red Base 

Other names: N/A 

You start out 
in the back 
of Red Base, 
standing 
near/under a 

"" golden 
archway. In 
front of the 

smaller broken 
pillars. There are two Warthogs, a Chopper, and a Mongoose 
in Red Base. The edges of the base are surrounded with 
barricades and sandbags you can use as cover. 

Elephant 

Other names: Red Elephant, Behemoth 

also known 
as the Red 
Elephant. 
The Elephant 
is a large 
mobile base 
that can hold 
vehicles and 

teammates. Its sloped ramp allows any vehicle to board. One 
Elephant can house every vehicle spawned at each base, plus 
your entire team. In Capture the Flag, each Elephant acts as 
a base, and your flag will spawn here. 

Pelican 

Other names: N/A 

Red Drive 

Other names: N/A 

The path that 
stretches 
across Red 
Rase to the 
, 'elican is 
known as Red 
Drive. The Red 
Drive begins at 
Long Base and 
ends where 
Rocket Street begins (at Pelican). 

Long Base 
Other names: N/A 

o m ^ ^ ^ ^ 

_ _ * - w _ s _ . 
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In front of Red 
Base are a few 
broken rocks; 
one is buried 
in the sand, 
and one is 
leaning against 

Climb the leaning rock to access the top of Lt 
you'll find an entry point to the area known as 

Long Hall 

Other names: N/A 

To the left of 
the Red Base 
is the downed 
Pelican. Here 
you will find a | 
Missile Pod 
and a Regen­
erator. 

_ong Hall 
contains three 
corridors to 
he right or 
eft that you 
:an take to 
sxlt. All exits 
eft lead you 
,o Underpass; 
any exits right 
,ake you to Long 

Other names: 

*^m 

^ 

• • M i 

n 
n 

Walk. 

N/A 
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Hi 
Underpass 
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^d^SEs^Bfl 
bridges connecting Long Base and Rocket E 
Bridge and Red Bridge. Red Bridge is close 
while Bubble Bridge is closer to Open Stree 

1 5' 
^ H ^ J B ^ 
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Underpass 
is the open 
path between 
Long Base and 
a series of 
bridges. The 
parallel bridge 
is known as 
Rocket Bridge. 
The two 

bridge are Bubble 
st to Red Base, 
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Red Jet and Mid Jet Elephant 

Other names: N/A 

Blue Base 

Other names: N/7 

Small Base 

Other names: N/A 

Standing on Re 

Bunker with 
your back to 

you'll face Small 
Base, which is 
also connected 
to Blue Base. _ _ 
Much like Red 
Base, Blue Base is marked by 

Side Door 

Other names: N/A 

Moving toward FTi 
the end of 

If you move 

the bottom 
side of Rocket 
Bridge, you'll 
notice two air 
shafts. You 
can take either 
to access the 
Base is Red 

Blue Base is 
marked by the 
vast archways 
much like Red 
Base. It is 
located behind 
Small Base. 

This is a side 
entrance to 
Blue Base anc 

Side Door 

At the rear 
of Blue Base 

of three 
underground 
doorways. All 
lead you to 
Blue Base. 
Also in front of 
you will be the 

Leviathan, or the Blue Elephant. The small mound in the Blue 

Blue Driveway 

Other names: N/A 

Along the top 
of Blue Base • 
is a barricade. 
If you look 
down to your 
right, you'll 
see Plasma 
Bunker. To 
your left is 
another spawn 

point for vehicles. This area is known as Blue Driveway. Red 
Base and Blue Base have the same amount of spawning 
vehicles. 

Shortcut 

Other names: N/A 

Looking down -m 

toward Blue 
Driveway from 
Blue Base, 
you'll see a 
small patch 

sand next to 
) Warthog. 

This marks an 
additional entrance to the Blue Base knov 

Front Door 

Other names: N /A 

as Shortcut. 

When entering 
Shortcut, you'll 
see a small 
room with a 

Small Base. 
On your left 
is a walkway 

ss Front Door. 



Sandtrap 

Mid Street 

Other names: Open Mid, Mid Map, Dpen or Mid 

Missile Street 

Mid Street 
is the large 

separating the 
Small Base 
from the Long 
Base and 

Rocket Street 
to Missile 

Long Walk 

Other names: N/A 

E H 
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time-consuminq without a vehicle. 

Banshee 

Other names: N/A 

From 
Banshee, you'll 
see Missile 
Street wrap 
around to 
Red Drive 
and a plateau 
of sand that 
has covered 
a bunker. The 

the Phantom, 
running along 
Missile Street, 
is a small 
ledge with 
two supply 
cases and 

perched around it. To the ledges left is the Banshee. This 
small area has only one feature—the Banshee—and is very 
active. 

Other names: N/A 

Taking 
Shortcut 
back toward 
Blue Drive, 
you'll pass 
the Missile 
Bunker and 
see another 
pathway that 
stretches back 

around to Red Base. This is known as Missile Street, because 
it begins at Missile Bunker. 

Shotty Bunker 

Other names: N/A 

Blue Driveway 
are two more 
bunkers. The 
first is known 
as Missile 
Bunker; 
the second 

J [across 
Open Street) 

is Shotty Bunker. Both are named for the main spawning 
weapons on each. 

Missile Bunker 

Other names: N/A 

To the left of 
Blue Driveway 

bunkers. The 
first is known 
as Missile 
Bunker; 
the second 
[across 
Open Street) 

is Shotty Bunker. Both are named for the main spawning 
weapons on each. 

Phantom 
Other names: N 

Cross Missile 
Street into 
a purple, 
destroyed craft. 
This mangled 
siece of metal 
was once a 
Phantom. It still 

/ A 

CD 
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The Dune 

has its uses as 
one of the few 
carney holes in Sandtrap. 

Other names: N/A 

sand running 
along the left 
of Rocket 
Street. You 
can climb up 
the wall from 
an entrance 
point in front 

of Open Street. This top area is known as the Dune, as it's 
simply a large sand dune. 
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Plasma Bunker Rocket Street 

Other names: N/A Otl 

Rocket Street 
stretches 
across the 
middle of the 
map (Mid 
Street) to Blue 
Base. After 
crossing the 
Open, you'll 
approach a 

single bunker. The bunkers resemble smaller pyramids with 
entries on all sides and from the top. This bunker is known as 
the Plasma Bunker. Every bunker, including this one, has a Brute 
Shot on top, but Plasma Bunker also has Plasma Grenades. 

-Enhanced Knowledge 

Other names: N/A 

The vast area 
to the left of 
Rocket Bridge 
is known as 
Rocket Street 
and is a very 
active path for 
vehicles. 

• Big Team Slayer and Objective 

a sniper in position to put up the big kills. While equipped with the 

Sniper Rifle, take a Mongoose and try to reach the Dune. This are. 

is high on the map, giving the sniper a vast view of the battle. You'll 

also remain practically unnoticed as long as you don't create a ruckus 

getting up there. From the Red Base, you can walk up from the 

beginning of the Dune and creep all the way across. 

The team spawning at Blue Base doesn't have this advantage, 

because the only other entrance to the top of the Dune is in the 

middle of the map at Rocket Street. They'll have to avoid many 

vehicular attacks before reaching the Dune. 

You do have the option of posting your sniper on top of Long Base/ 

Small Base, but their view will be limited. Vehicles can drive to the 

top of both and easily splatter a sniper who is stuck in their scope, 

unaware of the enemy's approach. 

Although it seems the Warthog would be first to achieve quick kills, 

your opponents are securing the same items as well. Grabbing the 

Missile Pod and blasting away at their Warthog can clear the field for 

your team to push an assault through. 

You can also set up with the Spartan Laser on any of the bunkers. 

Make sure you have a Battle Rifle equipped along with laser; that way 

if you're fired upon, you can drop into the bunker and let your shields 

regenerate. When setting up, keep in mind the Missile Bunker has a 

Regenerator. 

Many players will want to pilot the Banshee. Consider one or two 

players only when using the Banshee to your advantage. A skilled 

pilot can easily maneuver around missiles and bombarding rockets. 

They can also support any teammates on foot who need cover fire. In 

extreme situations, the Banshee can hover low enough to the ground 

and Boost to splatter an opponent. 

kills without requiring much skill, The mounted Turrets are easy point-

out of ammunition. This saves time and leaves opponents frantic to 

escape your path. Having a skilled driver will achieve more kills, as 

they can smoothly operate the Hog and keep it from rolling out of 

control while driving rugged terrain. The less time you spend flipping 

an overturned Warthog the better When flipping a Warthog, you are 

blind to rushing attacks, as you are focusing your attention on getting 

it back to its feet and on the road. 

carry an extra person in uie passenger seat, vvneu piaying uuiecuve 

games, this vehicle is crucial. Although it isn't the fastest passenger 

craft, it's hard to take down and supplies endless cover fire. Throwing 

your flag carrier in and heading back to your base is the ultimate 

push a few teammates forward to the opposing team's Eleph 

These are considered moving bases during flag games. Have two 

players drive their Elephant back around your base and push it into 
wm ire Tn \A/in fhp namp f rnm hprp nn nut \/nnr tpi-im cimnlw nrnwiHpc 

the cover fire needed to keep rushing opponents from taking back 

their Elephant while your team grabs their flag and scores easily. 

The Elephant isn't often used in attack, because it's slow and awkwa 

to operate. It's also easy to board, since you can walk faster than 

it moves. Keep that in mind when sneaking to your opponent's base 

to steal it. You'll succeed more easily if you send a small group, 

as the nondriving teammates can use the Turrets to wipe out the 



• Team Snipers 

• Weapons Tactics 

• Sniper/Ambush Locations 

In 

Dune 

I i t III) 

Pillars 

wa 

PES*'*6 

Junkers, the Phantom, the 
Banshee, and Missile Street. From f ' 

lasma Bunker, i 
il view of Open Street, and Rocket 

Street. You can also see the topside 
partial view of th 
>'i'•'"=! >1: 

< v . ..'"̂ Ŝfc, 

The Ridge 

I O 

Phantom 
Small Base 

_...... -• 

move in and out of it as needed withoi. 
much effort. The Phantom has many 
nooks and hiding spaces to snipe from Shortcut, you car 

partial view of Open Street, Shotgun and 
Missile Bunkers, Shortcut, and the rear 
of Blue Base. Use the ridge separating 
Long Walk and Missile Street as cover. 
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• S N O W B O U N D 

Hostile conditions did not prevent the Covenant from seeking salvage on this buried Forerunner construct. 



DATA STREAM 

Recommended Game Variants: Team Slayer, Team Snipers, Oddball, King of the Hill, Te 

Recommended/Maximum Number of Players: 4 - 1 0 / 1 0 

Advantageous Equipment: Mauler, Beam Rifle, Spartan Laser, Ghost, Shotgun 

AVAILABLE EQUIPMENT AND GEAR RESPAVUN TIMES 

$ = Slow £ £ £ £ fl = Fast 

Weapons 

•a the Flag 

Topographical Overview 

• Call-out Locations 

Vehicle 

Equipment 

fftff 
j f f f f 

Power Drain •ljMj| 

Blue Base 

Other names: N, 

The Blue Base 
is identified by 
two horned 
structures 
atop glowing 
blue. The 

p r — — — 
•HHHIw .»•• 

' ' a f t * i, ' ., *%* 
• F ^ : c A l t 

Other names: N / 

has a similar 

exception that 
the horns arer 

Other names: N/A 

Back Door 

right into a 
Spartan Laser 

Stage 

Vloving 
:orward into 
3lue Base, 
you'll see a 

door. This is 
3ack Door. Go 
through here 
and you'll walk 

^WHffl 

^g1- • 

^^&BB 

On your right 
is the Stage, 
noted by a 
stepped, 
lighted barrier 
and a pane of 
honeycombed 
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Blue Pass Glass 

Other names: 

If 
Js 

Stepping off 
the mound, 
you cross over 

Purple Stack (Blue Base} 

Other names: Blue Stack, Blue 

To your left are [ 
two cylinders 
piercing the 
ground. These 

. 'urple Stack, 
but when 

"eferred to 

Back Ramp 

Other names: l\l/ 

Rabbit Hole 

Other names: Power-up Tunnel, Camo 

see a small 

Tundra 

Other names: N/A 

The area to 
your left has 

placed Spiker 
and is lined 
with Turrets 
This is Tundra. 

beaten path 
you can follow back to B 

cm jvj 

%'iiin mil 

, ^ jM 
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This slight 
ncline dow 

located on 
each base is 
known as Back 

Purple Stack (Red Base) 

Other names: Red Stack, batteries, Urates, Uylmders 

Two cylinders 
pierce the 
ground and 
are nicknamed 
3urple Stack. 

The stack 
located near 

" ' •••**, 

3d Stack. 

Red Pass 

left and Blue 
Pass will be 
on your right 
while facing 
the Main 



OS Rock Mid Pass 

Other names: OV Rock Other names: N/A 

IKES 
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Red Rocks 

Other names: N/A 

To the right of 
Red Base is 
an Overshield 
sitting atop 
a smaller, 
flattened rock 
known P<= ni 
Rock. 

Moving 
forward from 
OS Rock, you 

Plasma Rifle 
that marks 

of rocks. Thi! 

located behind 
the Red Base, is known as Red Rocks. The first rock, which 
is set with a Plasma Rifle, is known as Plasma Side. The next 
rock is known as BR Side, because a Battle Rifle spawns 
against the back of it. 

The Flat 

T 7 | ! | • i . \ • i ^ 
\ 

4^& *• . • —» 

; t | '. 9&t *k 

Mid, i 
forms. At the 
beginning of 
this ridge is 
an entrance 
into the Cave. 
Since this is at 
Top Mid, this 

tunnel is known as Mid Pass. If you take Mid Pass down, you'll 
have Red Pass directly to your left and Blue Pass on your 
right while facing the Main Entrance. 

Cave 

Other names: Basement, Snotty Room, Bat Cave 

you enter the 
main lobby 
of the Cave. 
Staying along 
the right side 

~ i of Cave, you'll 
j notice a larger 

sized shield 
otgun. This is the Main 

Entrance 

Other names: N/A 

~\ Entering from 
... .. , J BR Side, 

you'll see a 
flattened area 
of the map. 
This is the 
flattest area 
of Snowbound 
and is divided 
by a beaten 

iath from Red Stack. This area, due to its geography, is 

lat, you'll make your 
vay to the Main Entrance of the Cave. 

Main Entrance 

iw J L1 
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Back Door[Red Base) 
Other names: N/A 

IEE Moving 

larger shield 
door into Red 
Base, you will 
inter what's 

known as the 

Other names: Big Door 

Walking through 
Main Entrance 

notice a single 
pillar followed 
by a radio towe 
and two P1" 

known as Main 
Entrance. 

Other names: N/A 

The entirety 
of the hill 
forming the 
tunnel known 
as Rabbit Hole 
is named the 
Mound. Once 
you're standing 
on the Mound, 
you will have the 

Mound 
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Other names: N/A 

The middle 
path from the 
Basement 

Mid, which 
is located in 
the middle of 

area stretches from the beginning of each base, to the Ghost, 
and back to the Cave. 

Ghost Hangar 

Other names: The Ghost, Top Ghost 

Moving 
forward over 
the Ghost, you 
will approach 
a radio tower 
with two empty 
crates. 

Rockside 

Other names: Rocks 

" " ^ \ Jumping 
I, down from 

the Plasma 
Batteries 
located atop 
each base, 
you'll spot 
a series of 
rocks. These 
stretch from 

the edge of Blue Base to behind Red Base. The series that 
starts here and extends into the top of the Ghost Hangar is 
known as Rockside. 

P_ In Snowbound, as in all symmetrical 
Halo maps, your base is the one 

in which you spawn at the beginning of the match. With 
this in mind, you can use your base's landmarks as your 
call-outs, rather than specifying their color; for example, if 
you spawn in Blue Base and two enemies are approaching 
from the Mound toward Blue Glass, instead of saying, 
"Two coming from Mound running up toward Blue Glass," 
try, "Two rushing our Glass from Mound." This makes 
calling out locations on a difficult map more efficient 
and will allow your teammates to respond to you quickly 
rather than wasting time trying to decode your call-out. 

- Enhanced Know/ledge 
With Snowbound being a smaller map, you won't play one-sided objectives very often. Although the map is very symmetrical, it 
doesn't have the proper space for all game types. Here are some game types you may run into playing on Snowbound: 

FFA Game Types: Slayer, Oddball, and Krazy King 

On this map, the game variants can be further separated int 
Neutral Objective, and Classic Objectives. 

Team Games: Team Slayer, Team Swat, Multiflag CTF, Team 
Oddball, Team King, Team Snipers, and Territories 

agories for an in-depth ap o each: FFA, Team, 

• FFA: Slayer, Oddball, Krazy King 

For all FFA games, the basic strategy is load up on power-ups, power 

weapons, and equipment. Make every attempt to rush for these 

items. You must maintain a very aggressive play style to win in FFAs. 

easier if they have the hill/ball by lowering their shields first with 

Grenades. While carrying the ball, back yourself into the Cave and use 

the Bubble Shield and shield doors to your advantage. Remember that 

the ball gives you a one-hit melee kill. You can also keep moving for a 

more aggressive approach to point scoring. 

The hill in Krazy King moves every 30 seconds, so always keep an eye 

on the clock. The hill's new location is random, so people generally 

don't know which way to run when that 30 seconds is winding down. 

• Team: Team Slayer, Team Swat, Team Sniper 

Players often mistake a smaller map as being easier than bigger maps. Spawning and running out into the open are beginners' 
mistakes that should be avoided. The key to this map is defense. With very little cover to choose from, running around with 
lowered shields can be costly. 

There are two ways to approach team games on Snowbound. We'll discuss a general strategy and a strategy used by more 
seasoned players. 



• Snowbound • 

General Approach 

When playing Slayer, each of the players will rush for power weapons and power-ups. If you spawn in Red Base, one player 
should run to pick up OV, then the Ghost. The other three players should rush Cave via Red Pass. On the way to Cave, there 
are three weapons that you should grab: the Beam Rifle, Carbine, and Shotty. The three players then hold down the Cave while 
your Ghost runs perimeters around the map, easily killing any freshly spawned opponents. Your Ghost can also call out which 
direction your opponents are fleeing to ready you in the Cave. This should consistently push players down into the bases and 
Cave to escape. 

If you spawn in Blue Base, then the player rushing for Ghost will not pick up equipment right away. Instead, you'll have one 
person run out from Back Door to Rabbit Hole, picking up Camo on the way. That player then heads to Shotgun and holes up 
in the Cave. The other two players will take Blue Pass to Cave; one will pick up a BR and the other will grab the Spartan Laser. 
Both will help hold down the Cave. 

Seasoned-Player Approach 

Another strategy is to acquire and control the Blue Side of the map. This is a more seasoned approach because you need only 
a BR or Carbine to succeed. There should be one player each positioned in these locations: at Rockside, behind Blue Stack, at 
Tundra/Mound, and at Back Ramp (Blue Base)/Top Mid. The level of importance for these positions is equal, as they all play a 
main role in survival. 

Assign your main slayer—your strongest player—to Tundra/Mound. This is an active rush point for the opposing team, 
meaning this player may often be approached my multiple opponents at a time. Your slayer can seize the Rabbit Hole as a route 
to escape damage while teammates offer cover fire. 

The player positioned at Rockside is the main communicator for the team. Use Rockside as a vantage point from which to see 
most of the map, and you can begin firing on rushing opponents from here. Patrolling from front to back, Rockside can fire onto 
Mound, Tundra, Blue Base, Top of Red Base, back of Red Base, Red Stack, and parts of Cave. 

The two players at Blue Stack and Back Ramp provide supporting fire. They will be able to complete, assist, and clean up 
any kills called out to them. If all four players remain at their posts, the opposing team will always spawn on the map's opposite 
side. The key here is to stay defensive at all times. Use the same defensive style of play with Team Slayer, Team Swat, and Team 
Snipers. 

• Neutral Objectives: Oddball, Team King/King of the Hill, Land Grab 

While playing Oddball, two players should defend the player running 

for the ball. The fourth player should rush for the Shotgun. After the 

ball and Shotgun are obtained, all teammates should return back to 

their base. Use the base as a retreat from enemy attacks, because 

shield doors protect every entrance. 

Two players without the ball or Shotgun act as scouting and 

supporting fire for each other They work together to obtain kills via 

team-shooting, and the Shotgun can clean up any stragglers who 

make it through. During King of the Hill, use the same strategy to 

clear out the hill as you would playing FFA. Leave one person on the 

hill, with three supporting players positioned outside. The player 

getting time on the hill should have a Bubble Shield to protect them 

from launched C 

Blue Base, and Top Red Base. It moves randomly every 

so keep an eye on the clock. 

The five Land Grab positions are as follows: behind I 

Blue Base, in Rockside, in front of Rabbit Hole, and in Lave at the 

bottom of Mid Pass. Leave the territory closest to your base for 

last, as this is the easiest to capture. Have the main slayer equip 

Grenades and power-ups, then head to the enemy's base. The other 

three players then rush Rabbit Hole, Rockside, and Mid Pass indeper 

dently. There should be only one opponent on each, if that, because 

some are attempting to capture their base while your slayer is busy 

distracting them. If they figure out your approach and double up on 

territories, then send two at a time to each area. 

Classic Objectives: Multiflag 

The team should advance as three, with one person defending your team's flag at Red Rock/Blue Stack (depending on which 
side you spawn). Your flag carrier can run one of two routes, depending on which is clear. If your team is successful in removing 
the opponents, they can run Rockside back to your base seemingly unnoticed. If your team is cut short, you may run the flag 
over the base and onto Top Mid as an emergency. This leaves you open for all fire, but you can jump off the base and toss the 
flag, launching it close to your base. Spawning teammates can grab the flag and return through the base, where shield doors 
will protect them from long-range Grenades and enemy fire. Whoever is covering your flag should never move from their post. 
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• General Tactics 

• Sniper/Ambush Locations 

Ball Camper Shotty Ledge 

While carrying the 
ball in Objective 
games, you can 
jump atop the ball 
in each base for an 
optimal hideout. 

Ledge Camper 

While carrying the 
ball in Objective 
games, you can 
jump atop the Stage 
in each base for an 
optimal hideout. 
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Climb on the 
Fntrpinnp IpHnp in 

Cave. Post up here 
and drop down for 
a surprise attack. 

Turret Hideout 

You can squat next 
to the Turrets and 
remain unnoticed. 



DATA STREAM 

Recommended Game Variants: Team Slayer, Big Team Slayer, One Flag, Multiflag, Assault, One Bomb, Snipers, Standoff Heavy (BTB) 

Recommended/Maximum Number of Players: 8 - 1 6 / 1 6 

Advantageous Equipment: Spartan Laser, Rocket Launcher, Machinegun Turret, Active Camo, Warthog 
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Grenade, Frag 

Grenade, Plasma 

Machinegun Turret 
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AUAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

£ = Slow ^ ^ ^ ^ ^ = Fast 

Weapons 

Spartan Laser 

Topographical Overview 

Call-out Locations 

Equipment 

Power Drain 

int. To determine which base you are in, look at the 
nn spawn point in all game types. Your base will also house your flag in 

ib in the enemy's base in Assault. Each base can be broken up into categories 
reas, simply add "red" or "blue" to the location (e.g., Top Blue, Blue Turret). 

Main Room/Flag Room 

Other names: Red Flag/ 

Red/Blue Camo/lnvis Door 

Other names: Red Camo Door/Blue Camo Door 

here, and you'll 
find an Assault 
Rifle and 
two Plasma 
Grenades in 

J the corner of 
the room. This 

'aom also houses your flag in CTF and is where you will arm 
;he bomb in Assault. There are four ways to exit the base 
ram here. 

Red/Blue Control Room 

Other names: Red Control/Blue Control 

you will find 
O B 

• ! « P * i * * J ™ " 2 j j 

Iml ' i 
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»e that opens the windows 
doorway (known by Side Door) that leads you 

and a Mauler. 
There is a 
switch inside 
the Control 

id an automatic 

This door 
leads into a 
hallway where 
you can locate 
a Magnum. 
Follow the 
hall to Camo 

Red/Blue Back Entrance/Back Door 

Other names: Red Back Door/Blue Back i 

If you take the 
Back Door to 
each base, 
you will find a 
Battle Rifle up 

outside waft, 



• Standoff • 

Red/Blue Top Base 

Other names: Top Red/Top Blue 

Grenades. The Blue Camo 

Missile Silo 1 

Other names: Launch Pad 1, Silo 1, Tei 

level of the 
base. The 
Machinegun 
Turret is 
located by 
sandbags and 
fusion coils. 

here, too. 

Rocket Launcher Spawn 

Other names: Rocket Spawn, Rockets, Territory 4 

fhe Rocket 

located on 
the outer left 
of the rock 
formation that 
protects the 
base, nearest 
Camo Spawn. 

side door of 
Red Base, 
near the 
Missile Silo, 

you will find a 
Bubble Shield 
and a Ner-" 

Red/Blue Warthog/Shotgun Spawn 

Other names: N/A 

Middle Rocks 

Other names: Mid Rocks 

You have 
access to a 
Warthog out 

is outside the 
base, propped 
against the left 

Red/Blue First BR 

Other names: N/A 

Red/Blue Battle Rifle Rock 

Other names: 

large boulder 
located on 
the right 
of the rock 
formation that 
protects the 
base, nearest 
Missile Silo 1. 

The first 
Battle Rifle is 
located next 

Missile Silo 3 

Other names: N/A 

Red Camo 

Other names: N/A 

'••:': • ';••••£&& W. ' _^Vfî | 

-" • :• . »U: 
I he Red 
Active Camo 
is located 
between a 
tree and a 
rock, which 
also has a 
BR leaning up 
against it and 

Upper Back 
Blue, Missile 
Silo 3 is where 

spawn. A 
Mongoose is 
located here. 
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Mid Map/Laser Spawn 

Other names: N/A 

Missile Silo 2 
Other names: Launch Pad 2, Silo 2 

The Spartan 
Laser spawns 
in Mid Map, 
which is also a 
good pathway 
for vehicles. 

m m n 
— " ; ^S^^^T" ' ; , f ^> 
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• E n h a n c e d K n o w l e d g e 

• Advanced Tactics for Team Slayer 

In f ront of the 

ide door to 

Blue Base, 

you will find a 

Bubble Shield 

and a Needier. 

some major damage; however, try to take the outside paths to steer 

clear of Power Drains and Plasma Grenades. 

Work with your team to hold a base or position wherever you may 

)o not run out in the middle of the map with no cover. You will 

probably get team-killed. 

• Generally, do not rush into the middle of the map. You will die. Hold 

Controlling the map on the opposing team's boulders is extremely 

advantageous for Team Slayer and Objective games. Also, using the 

boulders for cover allows you to see almost every spot on the map, 

very vehicle driving by, and every person on either team. Use the 

Spartan Laser or Machinegun Turret to support your team. 

• Have no more than two people in the Warthog at one time. Unless 

you are using the Warthog as transportation, do not use that third 

seat. You are unable to fire accurately from that seat, and if the 

Warthog is destroyed, you give the opponent a triple kill! Use the 

Power Slide ability for quick turns without rolling. 

• As soon as the match begins, Grenade where you think the enemy 

Warthog is. This will flip their Warthog and possibly destroy it. 

rab the Power Drain to take out Warthogs whenever you have the 

ince. Also work as a team—you won't win on this map by yourself. 

• If you are on one side of the ample rocks on this map and your enemy 

is on the other side, throw a Grenade to take out their shields, then 

run in the opposite direction of your throw and kill your opponent when 

you meet them coming around the rock.' 

• Tactics for One Flag, Multiflag, One Bomb, and Assault 

Defense 

nave your team grao cne anocgun, iviauiers, ana rawer urain to 

protect your flag or base from bombing groups hiding near doorways. 
Watch out for Mongooses and Warthogs coming from the map's 

outer edges; use the Spartan Laser, Power Drain, and Plasma Pistols 



Offense 

) by yourself. Coordinate 

an attack with your teammates. Have a team member or two attempt 

to take control of the defending team and use the Spartan Laser 
bomb. Stay around and protect it so the other team does not disarm 

it. If necessary, stay until the bomb detonates. Throw Grenades or 

• Drive the Warthog or Mongoose with the flag or bomb in the 

passenger seat. If driven correctly, the Warthog and Mongoose can 

get your team into the opponent's base, capture the flag or plant the 

bomb, and get out within minutes. All three seats in the Warthog 

should be full (a driver, a Turret operator, and a footman to plant the 

bomb or capture the flag). 

• Depending on your team's size, you may also want to take a fully loaded 

i your Warthog so you may overwhelm the other team, 

• Crouch-walking makes you invisible to enemy radar. When storming 

the base, use crouch-walking to sneak in undetected with the bomb or 

to grab the flag when the other team is not looking. 

If you have possession of the bomb or flag, do not hang on to it for dear life 

when someone is trying to kill you. You can get an instant kill with a bomb 

or flag melee, but sometimes it is best to drop your load and fight off the 

other team with your weapons on hand. You can pick up your load after. 

Whether yuu win pi uuccu UI I HJUI, ui uarvc u ic vv 

has control of the Spartan Laser, consider taking ute wdruiuy. u uw 

other team controls the Laser, you may want to go on foot. Send a 

vehicle as a decoy. 

• If you are going on foot, try to "hop" from cover to cover. Take the 

outside path, going from Side 

from place to place. 

• Camo is great for sneaking with the bomb into bases and taking out 

enemy Rockets. Camo is also useful for defense if the opposing team 

has control of the Spartan Laser. 

• Sniper/Ambush Locations 

Boxes Red Invis Mongoose 

On top of Red Base is a series of cratei 
and boxes. This makes a great sniping 
position, as it gives a complete view 
across the map and hosts enough roon 
for a few players to snipe from. Strafe i 
and out of sight between the crates. 

Blue Silo 

The Invis located on the Red Side is 
planted between a rock and a tree. 
Strafe in between the rock and tree 
while sniping and waiting for Invisibility 
to spawn. The tree is located on a small 
hill, which you can also use to your 
advantage as cover. 

Side Walls 

On the right side of each base is a 
Mongoose spawn. There is also a tunnel 
that leads back into the base. If you 
stand in the tunnel exit, you can peek 
your head out next to the Mongoose and 
snipe across the map. Strafe behind the 
Mongoose to protect yourself. 

On top of Blue Base is an elevated silo. ' 
It gives no cover as a sniping position, The sides of the map are very shaded 
but you can evade very easily by and dark. Use this path to snipe from 
dropping off and hiding behind the arms while traveling from base to base. With 
of the silo or dodging into the base. The your back against the wall, you will be 
elevation gives you the ability to snipe slightly camouflaged in the environment, 
anyone trying to gain position on your It's best to use this area only while 
base. travelinq and for short durations, 

ie can easily s 
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un these training facilities. 
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• The Pit 

DATA STREAM 

Recommended Game Variants: Team Slayer, Capture the Flag, One Flag, Assault, Neutral Assault, Free-for-AII, Land Grab, Territoriei 

Recommended/Maximum Number of Players: 4 - 1 0 / 1 B 

Advantageous Equipment: Rockets, Overshield, Active Camo, Sniper, Energy Sword, Shotgun 

AVAILABLE EQUIPMENT AND GEAR RESPAVUN TIMES 

: Slouu ^ ^ ^ ^ ^ = Fast 

Weapons 

Battle Rifle 

Brute Shot 

Energy Sword i $©§» : . 

Grenade, Frag j $ ( f $ 9 ® ! I ~** Rocket Launcher 

Grenade, Plasma ^ ^ ^ ^ ^ j " ' - ' - -

Machinegun Turret 

i Magnum 

Topographical Overview 

Weapons 

Equipment 

• Call-out Locations 

Other names: 

Sniper Tower 

De 1 and Snipe 2 

Sword Spawn 

On each side 
of the map, 
across from 
one another 
at Blue Base 
and Red Base, 
is the Sniper 

_J tower consists 
of several 

areas. On the bottom is where the Sniper Rifle spawns. To the 
side, facing the open air outside, is the Grav Lift, which takes 
you to the second level, known as Snipe 2. Snipe 2 contains the 
Regenerator, along with a cornered barricade behind which you 
can take cover. Leading from Top Snipe or Snipe 2 toward the 
back of the tower is the Snipe Ramp. This ramp leads to the area 
known as "the Cut." Also leading from Top Snipe or Snipe 2 is thf 
Snipe Bridge. This bridge takes you to the Platform, or "Plat." 

Platform 

Other names: Plat 

\¥Ws located in the 
open spawn 
area on either 
side of the map. 
From here, you 
can move in any 
direction and v •*. 
can also easily [,--• __Z 
access the 
Snipe 2 area of Sniper Tower by way of the Snipe Bridge. 

Other names: Sword 

\ Hidden within 
this area's 
bunker is a 

^ Covenant 
Sword. 
Accessing 
this area 
from either 
Red Base 
Courtyard or 

Blue Base Courtyard (the area directly in front and to the side 
of the Sniper Tower) via the Sword Ramp will allow entrance 
to the Side Sword areas. One can also access the Sword 
via Sword Bridge. This area is shrouded by low light and is a 
secured stronghold against enemies. 

Training 
Other names: N/A 

Positioned 

Sword Bridge 
and the base, 
Training is 
designated by 
the training 
poster that 
appears on 
the side wall 

when a player is near. This area contains two ramps: the Pit 
Training ramp and the customer ramp. Each is identified in 
gameplay based on the color of your base. 
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OS Tunnel 

Other names: Runway 

Spawn is a 
tunnel that 
connects the 

at both bases. 
This area is 
also accessible 
via the area 

Other names: N/A 
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The Pit is 
located 
between the 
back of Green 
Box and the 
base Platform. 
You will be 

warfare as you 
duck and cover 

Green Box 

Other names: N/A 
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The Green Box 
of either base 
is positioned 
directly in front 
of the area 
known as the 
Green Hall. This 
is centered 

Needles 
Hallway and the Training area and is shielded on one side (the side 
acing the platform) by a tall, green, sheet-metal wall. 

Green Hall 

Other names: 

Green Hall is 
located directly 

center and is 

either side to 

Rocket Hall 

Other names: Dark Hall, Long Hall, Black Hall 

to the Sniper Tower courtyard, the Pit is a dangerous place 
to get caught, as your opponent will have the high-ground 
advantage. 

Shotgun Tunnel 

Shotgun 
Tunnel is 
located in the 
back corner 
of the base 
and is where 
the Shotgun 
spawns. 
Shrouded by 
low light " r 

Other names: Snotty Tunnel 

\ 
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Flag Spawn 

Other names: Objective 

Hidden behind 
the platform 
and enclosed 
on two sides, 
Flag Spawn 
is the heart 
of each base. 
This low-lying 
area is directly 
between the 

Shotgun Tur 

Other names: O 

Sniper lower 

Shortcut 

Shortcut is 
a small area 
positioned 
between the 
Flag Spawn 
and Sniper 
Tower. 



Courtyard Needles 

Other names: N/A 
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Sniper 
Courtyard is 
an open, flat 
area located 
in front of and 
on the side of 
Sniper Tower. 

Sword Bridge 

Other names: N/A 

t 
iUBWi ElSiifi 

Connecting 
the Sword 
Room and the 
Training areas 
of the bases, 
the Sword 
Bridge w 

located directly 
in the middle 
of the bases, 

qe is known as "Under Sword 

/ 

Other names: N/A 

>& 

Z. 
i trap your opponent. 

The Apartment 

Other names: The Attic, Upstairs 

toward the Platform. Getting into the Apr "* 
To access the Apartment, you can team-jump 
use the Brute Shot to propel yourself up ther 

Aptly named 

corridor, 
Needles is 
located on the 

the Shotgun 
Tunnel and 
Long Hall. Thii 

and Shotgun 
Tunnel. It also 
has a window 
looking out 

Enhanced Knowledge 
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• Advanced Tactics 

Sniper/Ambush Locations 

The Apartment Snipe 2 Long Hall Sniping 
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This provides an excellent sniping 

begin throwing Grenades up at you or 
launching Rockets. Don't stand on the 
floor grating, or you'll be seen—and 
shot at—from the base below. From 
the Apartment, you have sight of Long 
Hall, Green Hall, Training, Sword Bridg 
Sniper Tower, and parts of your Pit. 

Snotty Snipe 

The upper Turret location has aluminum Just as with sniping from Snotty Snipe, 
L-walls to hide behind, while the walls you can stand at the beginning of Long 
underneath are excellent for darting Hall and strafe between the wall and 
in and out of. There are excellent Rocket Spawn; however, from this 
views across to the opposite Sniper location, you can also snipe any players 
Rifle location. This can also be used to entering through your Training area 
protect players running into your flag and Green Hall and from their Shotgun 
area and can assist in killing any enemy Tunnel, 
flag carriers. 

Yellow Ledge 
Sword Snipe 

Shotgun Tunnel provides a great sniping 
location, because it looks down your 
Needles, into Long Hall, and into your 

lecause of the 
narrow openir j nere, you can strafe 

un with 
enough cover to dodge approaching 
snipers. 

With direct views of both side's Green 
Box, partial views of Long Hall and 
Training, the Sword Room provides 
plenty of cover for ample sniping. 
You can also perch out on the ramps 
to assist teammates who are being 
swarmed. 

In front of Sword Bridge is a yellow 
ledge called "Top Yellow." This area of 
the map is often overlooked by players 
in Matchmaking games. Positioning 
yourself atop the yellow protruding wall 
will give you the-height advantage to 
take our your enemy below. You can 
also perch on the yellow ledge next to 
Long Hall to attack any players entering 
through Long Hall and Green Hall. 



• Valhalla 

• V A L H A L L A 

The crew of V-398 barely survived the unplanned landing on this gorge... this curious gorge 
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DATA STREAM 

Recommended Game Variants Team Slayer, One Flag, Multi-Flag, One Bomb, Assault, Territories, VIP 

Recommended/Maximum Number of Players: 6 - 1 6 / 1 6 

Advantageous Equipment: Spartan Laser, Sniper Rifle, Missile Pod, Machinegun Turret, Banshee, Warthog 
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Brute Shot 

Gcenade, Frag 

Grenade, Plasma 

Machinegun Turret 

Missile Pod 
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AUAILABLE EQUIPMENT AND GEAR RESPAWN TIMES 

— = Slow ^ ^ ^ ^ ^ = Fast 

Weapons 

Sniper Rifle 

Spartan Laser 

Vehicles 

-Topographical Overview 

• Call-out Locations 
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Warthog 

Wraith (Forge only) 

WW 

•*»ffl 
Equipment 

OlUllIb'' 
A Power Dram ™ ™ ™ ™ 1? 

!+! Regenerator ; § 9991 

Red Base 

Other names: Top Base, Bottom Base, Top Red, Bottom 
Red, Red Flag, Flag Spawn, Territory 5 

Red Base is 

Bottom Red 

2H' 
•UK"*;.***-- •:: ........ -

1H 
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Red and Blue 

Top Red and Bottom Red. Behind 

. ad. A Banshee is resting on this pad, and there's a small 
beach behind the pad called Back Red. To the side of the 
Banshee sits a Warthog. Red Base also is the Territory 5 for 
Territory games. 

Top Red 

Other names: N/A 

J / , - — , ^ ^ - " \ Top Red 
j~ 9 *-̂ _ .! features two 

Man Cannons. 
Steppinc 
on the Man 
Cannon 
positioned i 
an angle will 

_£* J take you to a 
group of rocks 

esting next to the Man Cannon are two Battle 
Rifles, two Plasma Grenades, and two SMGs. Stepping on the 
center Man Cannon will push you forward to the midpoint of 
the creek flowing before you. There is a fusion coil sitting atop 
the center Man Cannon. Top Red also has two Mongooses, 
one Spiker, one Power Drain, one Missile Pod, and one 
exploding barrel, and it houses the flag in Capture the Flag 
[CTF] games. 

Other names: N/A 

Bottom Red. 
One entrance 

There is one Sniper Rifle and two F 
entrance. The other two entrances 
side of the back entrance. A Battle 
w^pear next to each of these ent, a 

the location for planting th~ L 

Red Cliff Side Spawn 

Other names: Side Sp 

If you step on 
the angled 
Man Cannon, 

you next to a 
group of trees 
and rocks. 
Searching 
around this 

find a Battle Rifle and a Spiker. The 
these t r e r -

they contain two Plasma Grenades. 

3 to the far right of 
d Cliff Side Spawn, and 



Turret Cave 

Other names: Territory 3 

Next to those 
trees and 
rocks, you 

through the 
mountain 
known as 
Turret Cave. 

Battle Rifle inside the pathway. On the path's left side, next to 
the river, is an opened Drop Pod with an SMG and two Frag 
Grenades. Turret Cave also is the Territory 5 for Territory 
games. 

Mid Creek 

Other names: Mid River, Red Man Cannon Landing 

Mid Creek is 
the area to 
the left of the 
opened Drop 
Pod in the 
middle of the 
creek. If you 
step onto the 
center Man 
Cannon back 

in Red Base, it will take you to Mid Creek and land you almost 
exactly on top of a Battle Rifle. 

Sniper Rock 

Other names: N/A 

the creek back 
to Red Base 
and move to 

other side (to 
your right), you 
will find a large 
flat rock called 
Sniper Rock. 

Other names: Territory 2 

Travel through 
the cave to 
approach 
a downed 
Pelican. 
This area is 
simply known 
as Pelican 
and provides 
excellent cover 

during battles. Near the cockpit of the Pelican is a Regen­
erator lying on the ground. The area next to the Regenerator 

Top Mid 

Other names: Laser Spawn, Mid Map 

X Next to the 
Pelican is a 

.«», large hill with 
the many t; 
trees; this is 
called Top Mid. 
Controlling Top 
Mid is essential 
in Team 
Slayer and in 

most Objective games. Top Mid provides the best vantage point 
for the entire map; you can see almost every section on the 
map from here. Mid Map also has the only Laser and contains 
a Battle Rifle and two Frag Grenades. The Battle Rifle is located 
just below the large rock on the lower side of Top Mid, facing 
the other base. This rock is known as BR Rock. 

Mid Cliff Side 

Other names: Mid Cliff 

Located to the pFi l 
side of Top Mid, ' 
just above the 
creek, is a little 

called Mid Cliff 

Frag Grenades 

Pelican Cave 

Other names: Territory 

one Battle Rifle. This cave is knov 
Territory 4 for Territory games. 

Shotgun Cave 

Scaling the 
side of the cliff 
next to Sniper 
^ock, you will 
approach a 
small cave 
lousing a 
Shotgun, 
two Plasma 

Grenades, and 
2a\/e and is 

Other names: 

To the left of 
Top Mid and in 
front of Pelican 
is a little cave 
called Shotgun 
Cave. It houses 
a Battle Rifle, 
two Sticky 

Grenades, and 
one Shotgun. 

N/A 

Ti 
\ 
' 
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1 
1 
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Snow Side Water Rocks 

Other names: 

On the other 
side of Shotgun 
Cave is a snowy 
area hidden 
by landscape 
called Snow 

ide. From 
now Side, you 

can see the 
waterfall and 

Other names: N/A 

The other b 
is known as 

to Red Base 
in structure, 
weapons, and 
eguipment. Thu 
n i 

1 

is called Blue 
Banshee Pad and the area behini 

Blue Base 

it is Back Blue. 

Mid Cannon Landing 

Other names: N/l 

The center pu 
Man Cannon 1 < 
on Blue Base 
will take you to 
a bald patch 
or flat rock 
surface in front 
of BR Rock. 
This surface is 
known as Man 

Blue Spawn 

Other names: Blue Rocks, Blue Cliff Side 

The rocks i 
the far left 
side of Blue 
Base (oppositi 
the waterfall) 
are called 
Blue Rocks. 

Other names: 

T ~ ^ H H P f ~ H | H M ^ v Following the 
'* ^ » y ' m ' creek away 

from the 
.*• v waterfall, you 

will approach 
a passage 
situated 
between a 
large rock 
and the cliff 

side. There is a smaller rock leaning against the larger rock, 
splitting the passage in two. This area is known as Water 
Rocks. Alongside the large rock is a Battle Rifle, two Frag 
Grenades, and a Spiker. The area next to these weapons 
is Territory 1 for Territory games. On the other side of the 
passage to the right is an SMG lying against a small rock. To 
the left of the passageway against the Forerunner Wall [large 

Radio Antenna 

Other names: Turret Side, Antenna 

The radio 
antenna has 
a Mongoose 
and one 
Bubble Shield. 
Just beyond 

Forerunner 

Turret 

Other names: Turret Rock 

From the Turre 
of Turret Cave. 

The area 
where the 
Turret is 
positioned is 

on I ijjiy M IUVVI I 

as Turret. To 

ia, you will see the other side 



• Valhalla 

Enhanced Knowledge 

• Team Slaver Tactics 

you are using the Warthog as transportation, do not use that 

third seat. You are unable to fire accurately in that seat, and if t 

Warthog is destroyed, you give the opposing team a triple kill! Use 

the Power Slide ability to execute quick turns without rolling. 

• One Flag, Multiflag, One Bomb, and Assault Tactics 

Defense 

Offense 

Base) instead of running down the middle of the map [such as running 

Ireek to Top Mid to Man Cannon Landing to Blue Base). 
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• Territories 

There are two main tactics you- can use for Territory game type: 

First Tactic: Try sending a couple of small groups (in sizes of 2 or 
3) to take two territories at the same time. This will hopefully 
confuse the other team and cause disarray. In addition, the 
other team will probably split up into small groups and defend 
each territory at once, giving you even chances of surviving 
an encounter. The Regenerator will be an effective tool for 
maintaining your shields while capturing territories. 

Second Tactic: Instead of sending out two small teams, 
consider going as one large unit and taking each territory 
one at a time. If your teammates are better marksmen 
than the other team, then you may outshoot them. Also, 
your larger numbers may overwhelm the other team. 

• V I P 

Gaining control of Top Mid is not as important for VIP games. Usually the 

VIP is hidden inside bases, and it is useless to use long-range weapons 

such as the Spartan Laser or Sniper Rifle. However, just because your 

target is hidden does not mean you want to sacrifice map control as well. 

attack the other VII 

Use short-range power weapons such as the Shotgun or dua 

weapons. 

Attacking and Defending the VIP 

protected area such as Red Base or Blue Base. Since the VIP is 

" powerful short-range weapons to kill or protect the 

" "hotguns, or dual wield weapons. 

lich to protect himself, such 

as the Shotgun. 

Sniping 

I Ise the Banshee to reach the top of 
. ,ed or Blue Base. Stand on top of the 
base or on a ledge near the top and 
snipe from there. The vantage point is 
great! 

Turret Wall 

uij|ju=<"a " i r 's probably should not hunt each other down. Remember, 

the target for both teams is the other VIP. Placing the two VIPs 

together will cause both teams to converge in one large catastrophe. 

le VIP a constant 

moving target. Have the VIP get on the back of a Mongoose and ride 

like crazy, never stopping. This may work, depending on which team 

has the Missile Pod, Spartan Laser, or Sniper Rifle. 

Red Base/Blue Base Red Base Ledge Sniper Rock 

To reach a ledge midway up the base, Sniper Rock is far enough away from 
use Grenade-jumping or team-jumping enemy fire and allows a quick re,'r°='," 
up the back of Red Base on the slanted, into the rocks for cover from Gr,=,, 
smooth side (while continuously jumping or long-range weapons, 
up the smooth side). However, vision ir 
limited. 

Territory 1 

Try sniping in the small nook at the bad 
of the Turret Wall/Forerunner Wall. The Pelican and Territory 

optioni 



Scoring and Multipliers 

-this section, yo 
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Scoring is automatically awarded during Campaign, Firelight, and Halo 3 multiplayer modes. The following tables show exactly 
what actions constitute paints or multiplication of points. Points involving the defeat of Covenant enemies are not applicable to 
Halo 3 multiplayer. You can also refer to the "Know Your Enemies" chapter for additional enemy information. 

General Mult ipl iers 

4 
4 

S k u l l M u l t i p l i e r s S k u l l M u l t i p l i e r s . D i f f i c u l t y M u l t i p l i e r s 

i Multiplier Value Icon Name Multiplier Value Icon Mode Multiplier Value 

Time Multipl iers (Campaign Only) 

M u l t i k i l l M u l t i p l i e r s 
H i p d 

K 

•„-¥• »i 

m 

Name Consecutive Kills 

""''!•". 

Trp.eK,,, 3 

Ova*,, 

* ' : " : ' « : • < : : : 5 H « » / t S f i i K j v l S ^ 

Killtrocity 6 

1 

Multipl ier Value 

2,0 

3.0 

4.0 

6.0 | 

Multikill Mult ipl ier 
Name Consecutive 

S e t M u l t i p l i e r s 
C F i r e f i g h t OrtSyJ 

MBHRBB^RI 
Multiplier Value 

S e t M u l t i p l i e r s 
C F i r e f i g h t O n l y J 

S e t M u l t i p l i e r s 
C F i r e f i g h t O n l y ] 

Multiplier Value Multiplier Value 



" " SB I PRISVSA Of f ic ia l Game Guide 

Sty le Mul t ip l iers 

Headshot 

[ How to Achieue 

Kill enemy with headshot with 
Carbine/Sniper Rifle/Me"""™ 

Multiplier 

Value 

IfirSup*! Kill enemy with f 
onat.ion rhey die from the e/plr 

Kil an enemy who tost his shields 
EMP to a Plasma Pistol overcharge 

with melee attack 

Assassination N ^emy with melee from 

Sty le Mul t ip l iers 

Incineration 

Splatter 

[ How to Achieve 

Kill enemy with Flame 
Grenade/Flamethrower 

Kill enemy with Spartan 

I Kill any enemy by running 
them over with vehicle 

Jeath from the j Kill any enemy a short time 

Grave after you are killed 

I 
Vehicle Jack Steal an enemy vehicle 

Multiple Kills (Spree) Point Awards 

R e g u l a r S p r e e 

Kill Streak Scripted Points Value 

C u s t o m S p r e e s 

Kill Scripted 
Icon I Name Weapon Used Streak Pts. Value 

Sticky/Spike 
Grenades 

R e g u l a r S p r e e s 

Kill Streak Scripted Points Value 

C u s t o m S p r e e s 

Kill Scripted 

Weapon Used^ | Streak j Pts. Value 

ny vehicle collision I . „ I . 

Hammer/Hammer 
Melee , 

Sniper Spree • •:• . tWB ••••. . 

10 f 1.0C 

• Point Values 

P l a y e r E v e n t s 

Event Name Point Value 

E n e m i e s 

Classification Point Value 

E n e m i e s 

i^BgrabiBfl«9B 

Brute Bodyguard 

Brute Captain 

Classification j Point Value | 

i ! 

e Jump Pack Maio, 

Jump Pack Ultra 

Heavy 
infantry 

Specialist 



I Marine Sgt 
——-~~—• 

Marine Sgt Hero 

| Marine Wounded 

Naval Offin 

Worker 

Worker Wounde 

Classification Point Value 

Engineer 

Mgai r\ 211 cs 'SmS IWH tK3| • TSMIF 

,ht and in Halo 3 multiplayer, ana now 
to obtain each one. Medals are simply worth more points than 
normal actions and are shown in the Postgame Carnage Repor 

. . _ _ _ _ Medals are listed in rank order. 
N O T E 

"Rank" simply indicates how 
difficult it is to obtain a specific medal consistently; 
for example, a Rank 5 medal is generally more difficult 
to obtain than a Rank 1 , 2, 3, or 4 medal. 

ODST Firelight Medals 

H a n k F 1 : R o l e S p r e e s 

Icon I Medal Blame 1 Description 

1 c . c Kill 5 opponents in a row with a sni 

Rank F 3 ; Mult iki l ls 

•harpshooter 

weapon without dying. 

! Kill 10 opponents in a row with . 
i weapon without dying. I 

„, . „ Kill 5 opponents in a row with the Shotgun 
Shotgun Spree .„, r\. \ 

i without dying. 

„ ! Kill 10 opponents in a row with the Shotgur 
nSeason - ... • \ \ " , } 

'. without dying. ? 

Splatter Spree Sp 'a t fe r 5 ° P P ° " e * s « « row using a 
vehicle without dying. 

Vehicular j Splatter 1 0 nnnnn 

Rank F 2 ; S t a n d a r d S p r e e s 
Icon 

;i£>> 

r ; 

t 

W M 
<3>' 

Medal Name 

Killing Spree 

Killing Frenzy 

Running Riot 

Rampage 

Untouchable 

Description 

Kill 1D opponents in a row without dying. 

;••.-•• • v 

Kill 30 opponents in a row without dying. 

Kill 40 opponents in a row without dying 

i 

Kill 50 opponents in a row without dying. 
• :••••• ••'••-:• .-.•:.:•:•.•.; •., .-..'.} ̂ r: • • • :--: ;; , ;;«:~r.r;;" : •••;••..••/•:..'• :£• ••: 

Icon Medal Name Description 

louble Kill Get 2 kills in the blink of an eye, 

Triple Kill j Get a third kill moments after your i 

Overkill j Get a fourth kill moments after your third. 

R a n k F 4 ; H e r o i c s o f C i r c u m s t a n c e 

Icon Medal Name Description 

. , „ , . , . . Board a vehicle by removing and then v Vehicle Jack . . . . . . . . . . . a 

1 quickly killing its driver. 

I As the last player alive, single-handedly 
1 your team into the next w 
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R a n k 1=5: Ki l l F i n e s s e 

Icon 

•̂ PJ"' 
Medal Name 1 

Sniper Kill 

Splatter j 

Beatdown 

Grenade Stick 

1 

Description 

Get a headshot with the Sniper Rifle or the 
' Beam Rifle. 

Hit and kill an opponent with your vehicle. 

Hit and kill an opponent with a melee 
attack. 

« , » P . « « - * « 

Kill an opponent by sticking it with a Plasma | 

Rank F 5 : Kill Finesse 1 

Id 

*•> 

jl 

I=EEI 

Incineration 

:-:H;ip::;:p;;;:;;i-:i;:i::';;:^;Ji;;^ 

EMP Kill 

-••- :••"••• ... .' .• • 

g w w w e j 

MII an opponent oy using the bpartan Laser. 

••. ••:••'• • ' "' • • ''.:..' •• . . • \ Kill an opponent with a flame-based 

Kill an opponent with a headshot. 

Kill a shielded opponent shortly after using 
an overcharged Plasma Pistol blast to 
neutralize their shields. 

• Halo 3 Multiplayer Medals 

Rank M P O : Spec ia l 

Icon Medal Name Description 

Extermination ^ i p e o u t a n e n e m y t e a m w i t h a t l e a s t Bn 

R a n k M P S : S t a n d a r d S p r e e s 

Icon Medal Name Description 

":"ing Spree Kill 5 opponents in a row without dyir 

R a n k M P I s R o l e S p r e e 

Icon Medal Name Description 

1 Sniper Spree Ki" 5 DPP°nents in a m w w i t n a sn iPer 

[weapon without dying. 

shooter I K i" 1 ° aPPonents <n a r o w wiI;h B s 

weapon without dying. 

otgun Spree K i" 5 °PPQnents in a r o w w ' t n t h e Sl 

I without dying. -

n o Kill 10 opponents in a row with 

shooter 

otgun Spree 

Open Season 
without dying. 

i opponents in a row using a 

Vehicular j Sptatt 
Manslaughter i vehicle without d 

Sword Spree Ki" 5 o p p o n e n t s in a m w w i t n t n e Er 

j Sword without dying. 

i Kill 10 opponents in a row with ttt, 
: Sword without dying. 

,. I Kill 5 opponents in a row from inside 
J before it moves. 

- •„ , Kill 5 opponents in a rov, m „,,„ „, 
Sores I without dying, 

j Kill 10 opponents in a row as the 
Juggernaut without dvina. 

I Kii flu 
1 •: I • 

Untouchable Kill 25 opponents in a row without dying. 

Invincible Kill 30 opponents in a row withoi 

R a n k M P 3 : M u l t i k i l l s 

Icon Medal Name Description 

Double Kill Ki" 2 °PPonerlts w i t n i n 4 seconds of eac 
J other. 

Triple Kill Ki" 3 °PPonent;s w i t h i n 4 seconds of 
other. 

Overkill Ki" 4 °PP°nents w i t n i n 4 seconds of each 
other. 

flMWWMIi: ' imsm&SBBm 

\ 

l 

Hail to the King 

Juggernaut j 
Spree j 

| Kill 5 opponents in a row from inside the hill 
before it moves. 

Kill 5 opponents in a row as the Juggernaut 
Killamanjaro Ki" 7 °PP0™nts within 4 seconds 

i other 

- * 

* 

± 

- Infection Spree 

Mmmm Brains 

Zombi^ling ; 

Kill 5 humans in a row as the Zombie 
without dying. > j 

Kill 10 humans in a row as the Zombie 
without dying. 

Kill 5 Zombies in a row-as the human 
without dying. 

• 
! 

:,8 

Killtastrophe 

Killapocalypse 

T 

I Kill 9 opponents within 4 seconds o' 

without dyi 



R a n k M P 4 : O b j e c t i v e H e r o i c s 

Icon Medal Name Description 

i in an Assault 

Killed Bomb Kill an opponent bomb cai nei in an / 

_. _ Complete a scoring flag capture in a 
Hag bcore I _ , „ 

I Capture the Flag gz~ -

Killed Flag ? Kill an oppr 
Carrier \ the Flag g* 

_, ,-„ Kill an opponer 

Killed VIP Kill an opponent's 

uggernaut 
] Kill the Juggernai 

Oddball Kill Get a melee kill while swinging the i 

R a n k M P S ; H e r o i c s o f C i r c u m s t a n c e 

Icon Medal Name Description 
; Board an aircraft by forcibly removing the 

Icon Medal Name Description 

Without using a sword, kill an opponent 
that is in the act of a sword lunge. 

R a n k M P S ; Ki l l F i n e s s e 

Icon Medal Name Description 

{ Get a headshot with the Sniper Rifle or the 
Beam Rifle. 

I Hit and kill an opponent with a melee 
attack. 

Board a land-based vehicle by It 
removing the • 

nlockaoles 
is shows the unlori 

Firefight Character: 
UNSC Sergeant 
Avery Johnson 

How to Obtain: I 
Preorder Halo—ODST to receive 
token to unlock this character. 

Firefight Character: I ~ 
. Buck ; ** 

How to Obtain: 
Complete "Mission * 
02: Tayari Plaza" on Normal diffic 

Firefight Character: 
Romeo 

How to Obtain: 
Complete "Mission 
06: NMPQ Headquart 
Normal difficulty or hai 

Firefight Character: 
Dare 

How to Obtain: 

,. 

>fe 
>® 

yttj. 
'"' 

s~ î U^\ 
4 !B^'w ' 

% 

fc ' '' x 

on Legendar 

Firefight Mission: Chasm Ten 

How to Obtain: Complete "Mission 
08: Data Hive Site" on Normal 
difficulty or harder. 

Firefight Character: r~ 3 
Dutch " 

How to Obtain: 
A i 

Complete "Mission 
03: Uplift Reserve" on Norme 
difficulty or harder. 

Firefight Character: 
Mickey 

How to Obtain: 
Complete "Mission 
04: Kizingo Boulevar 
difficulty or harder. 

Firefight Mission: Alpha Sit 

How to Obtain: Complete "I 
05: ONI Alpha Site" on Nc 

Firefight Mission: Last Exit 

How to Obtain: Complete "Mission 
09: Coastal Highway" on Normal 
difficulty or harder. S 

ti 

3 \ 
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#•%*«# I H I S V C S I I I I .„„„„_,„_ 

There's a wide variety of Achievements available, ranging from the easily obtainable to the downright improbable. Use the 
following information to help you achieve some of these antics. Every Achievement is divided into categories based on how you 
unlock them. Within each category, the following information is provided: the Achievement's name, the points it is worth, the 
difficulty of obtaining the Achievement (out of ten), the Achievement's description, and notes on how to obtain it. 

Campaign Achievements {24 Achievements/675 Pts.) 

The following are directly related to missions in the 01 

Name: Campaign 
Complete—Normal 

Points: 100 # » 

Difficulty: 5 / 1 0 

Description: Completed the Campaign 
on Normal difficulty. 

"' " " ' "irouah the entire 
. .. the 

walkthrough for details on each 

Notes: I his unlocks the character 
Buck in Firefiqht missions. You'll 

Campaign 
• ^ U K 

Points: 100 x ' 

Difficulty: 7 / 1 0 

Description: Complete the Campaign 
on Heroic difficulty. 

t. O U I I tp iCUC bl MO H U l t l C V n i H C M i i , 

CM iu you automatically receive 
the Campaign Complete: Normal 

' " ' ly through 
' ;roic. See 

the walkthrough tor details on each 

gett l 
Camnai 

'±w IiIs7ZsIiiTiJil»li 

Name: Uplift Reserve 

Points: 30 

Difficulty: 5 / 1 0 

Description: Complete 
"Mission 03: Uplift Reserve" on 
Normal, Heroic, or Legendary to 
unlock a new Firefight character. 

Notes: This unlocks the character 
Dutch in Firefight missions. You'll 
get this Achievement during the 
Campaign. You will not receive this 
Achievement on Easy. 

Name: Kizingo Boulev 

Points: 30 | 

Difficulty: 5 / 1 0 ' 

Description: Complete 
Kizinqo Boulevard on Normal 

Name: NMPD HQ 

Points: 30 I 

Difficulty: 5 /10 V 
Description: Complete 

NMPD HQ on Normal, Heroic, or 
Legendary to unlock a new Firefight 

Notes: This unlocks the charact 
Romeo in Firefight missions. You'll 
get this Achievement during the 
Campaign, You will not receive this 

Name: Kikov 

Difficulty: 5 / 1 0 

Description: Complete 
"Mission 09: Coastal 

Notes: You'll get this Achievement during 
the Campaign. You will not receive 
this Achievement on Easy. There are 
no characters or Firefight missions to 
unlock when this is completed. 

Name: Campaign 

Points: 100 " * z " 

Difficulty: 9 / 1 0 

Description: Complete the Campaigr 
on Legendary difficulty. 

Notes: This unlocks the character 

Complete this Achievement and yo> 

,ampaign 

campaign on Legendary. See the 

Name: Tayari Plaza 

Points: 30 

Difficulty: 5 / 1 0 * 

Description: Complete 
Tayari Plaza on Normal, Heroic, or 
Legendary to unlock a new Firefight 
character. 

Notes: This unlocks the ch 
Mickey in Firefight missions. You'll 
get this Achievement during the 
Campaign. You will not receive this 
Achievement on Easy, 

Name: ONI Alpha Site 

Points: 30 j 

Difficulty: 5 / 1 0 >. 

Description: Complete ONI 
Alpha Site on Normal, Heroic, or 
Legendary to unlock a new Firefight 

Notes: This unlocks the Firefight 
Mission "Alpha Site." You'll get this 
Achievement during the Campaign. 

W W V 

Name: Data Hive 

Points: 50 

Difficulty: 5 / 1 0 

Description: Complete 
"Mission OS: Data Hiv 
Heroic, or Legendary 

Notes: This unlocks the Firefight 
mission "Chasm Ten," You'll get this 
Achievement during the Campaign. 
You will not receive this Achievement 

Name: Coastal Highway - * 

Points: 50 i 

Difficulty: ! 

Description: Complete 
"Mission 09: Coastal Highway" on 
Normal, Heroic, or Legendary to 
unlock a new Firefight mission. 

Notes: This unlocks the Firefight mission 
"Last Exit." You'll get this Achievement 
during the Campaign, You will not 
receive this Achievement on Easy 



Achievements 

ame: Wraith Killer 

Points: 5 

Difficulty: 4 / 1 0 

Description: Kill all 
Wraiths in Uplift Reserve. 

Notes: During "Mission 03: Uplift 
Reserve," you must destroy (at least 
partially] all six Wraiths instead of 
running past each one. If Marines 
are firing on the Wraiths, you must 

!,,.,,-- !-,. ,-,,.,, + „ Wraith for the 
Marine's kill to be counted toward 
this Achievement. The same is true 
if playing on Cooperative mode; each 
player interested in this Achievement 
needs to hit the Wraith. 

Name: Laser Blaster 

Points: 5 f « * 

Difficulty: 4 / 1 0 

Description: Get 10 
Spartan Laser kills on ONI Alpha I 

Notes: In Campaign "Mission 05: ONI 
Alpha Site," you begin with five shots 
with your starting Spartan Laser. An 
easy way to complete this is to aim 
at several enemies lined up behind 
each other on the bridge at the 
start of the mission. Each Wraith 
you hit (which takes only one direct 
shot) counts ss three kills. If you 
run out of ammunition, a second 
Spartan Laser is available on a 
bench at the raised top end of the 
stepped courtyard. 

Name: Both Tubes 

Points: 5 

Difficulty: 4 / 1 0 

Description: Get 10 
Rocket kills on Kizingo Boulevard. 

Notes: In Campaign "Mission 04: 
Kizingo Boulevard," you have a 
limited number of Rockets, so 

ui BiiBiiiiBts. cRju*sr yet, give your 
Rocket Launcher to a UNSC Marine, 
and make sure he's sitting on your 
Scorpion. Any kills he makes (with 
a Rocket Launcher that has infinite 
ammunition as long as the Marine 
..olds it) are added to your total. 

Name: Dome Inspector i 

Notes: During Campaign "Mission OB: 
NMPD HQ," tagging any foe in the 
head with a Sniper Rifle, Beam Rifle, 
Magnum, or Carbine counts toward 

when picking targets with the Sniper 
Rifle. With the Magnum or Carbine, 

> the obvious and easy 
lemember to work on the 

uuum, Headshotl Achievement at 
the same time. 

Points: 5 ^_/ 

Difficulty: 4 / 1 0 

Description: Kill 10 
enemies with the Flamethrower on 
Data Hive. 

Notes: During "Mission 08 : Data 
Hive," look for the Fl 

the Brute Chieftain with the Plasma 
Turret but before you find Di 

i only mission in which you find 
the Flamethrower. Immediately use 
it on the next ten enemies, frying 
them in short, controlled bursts 
to conserve your ammunition, as 
there's no other Flamethrowers or 
ammunition available. 

Points: 5 

Difficulty: 1 / 1 0 

Description: Access and 
download the city map to your VISR. 

: you open your 
irefight, you 

this Achievement. You have 
the opportunity to do this during 
"Mission 0 1 : Prepare to Drop." 

Name: Headcase 

Difficulty: 1 / 1 0 

Description: Finish 

Difficulty: 4 / 1 0 

Description: Get 15 
headshot kills on NMPD 

Notes: Unlike Halt 

the Main m 

unlock this Achievement very quickly. 
The Skull you switch on doesn't need 
to be Gold; you can turn on a "fun" 
skull (such as the always-enter­
taining Grunt Birthday Party) instead 

Points: 10 

Difficulty: 2 / 

Description: 
clue unrave 

Motes: These 
ically as the 
progresses 

10 
=inc 
ing 

ar 
Ca 
ev asy difficulty. 

Name: Gumshoe 

Difficulty: 3 / 1 0 

Description: Find the third 
clue unraveling the mystery, alone 
with another pncT 

Notes: These are awarded automat­
ically as the Campaign story line 
progresses,, even on Easy difficulty. 

Name: Super Sleuth 

Points: 1i 

Difficulty: 4 / 1 0 

Description: Find the final 
clue unraveling the mystery, alone or 
with another ODST. 

Notes: These are awarded automat­
ically as the Campaign story line 
progresses, even on Easy difficulty. 

Name: Trading Down ' — 

Points: I 

Difficulty: 1 /10 

Description: Trade 
weapons with a fellow character. 

Notes: During any Campaign mission, 
go up to a UNSC Marine or ODC" 
squadmate and swap weapons '__._ 
them. The first time you can try this 
is during "Mission 02: Tayari Plaza." 

Name: Good Samaritan ,-' 

Points: 20 

Difficulty: 6 / 1 0 

Description: Killing things 
that are new and different is bad, 

Notes: During Rookie's missions, 
do not kill any Engineers in the city 
at night, throughout HIP pnHrp 
campaign. How0"o r 

found on Kikowa... U ™ U M U U . 
count against this Achievement. 
Aside from simply ignoring 
Engineers, there are times when 
their protection mak__ 

Brutes much more difficult, so use 
the Plasma Pistol overcharge on 
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the Brute controlling the Engineer; 
it won't affect this Achievement. In 
Cooperative games, you can shoot 
an Engineer, as long as a teammate 
finishes them. If they don't or if you 
kill an Engineer, you need to play 
through the entire Campaign again, 
so work on the Naughty Naughty 
Achievement instead. 

Name: Naughty Naughty 

Points: 5 

Difficulty: 4 / 1 0 * 

Description: Killing things 
that are new and different is good, 
alone or with another ODST. 

Notes: During Rookie's missions, kill 
ten Engineers in the city throughout 
the entire Campaign. Engineers 
found on Kikowani Station do not 
count toward this Achievement. 

in the city, but they appear randomly, 
so this Achievement takes a while: 
Simply wander around the city 
until one appears. Note that any 
progress toward this Achievement 
prevents you from obtaining the 
Good Samaritan Achievement on 
this play-through. However, this 
doesn't cross over in Cooperative 
games, so one player can obtain 
Naughty Naughty while the other 
attempts Good Samaritan. 

COMM Terminal Audio Log Achievements (4 Achievements/125 Pts.) 

The following can be completed only during Rookie's Campaign missions. Tactics for completing them are shown, where 
applicable. 

Name: Listener 

Points: 5 

Difficulty: 2 / 1 0 

Description: Find the first Audio Log. 

Notes: Access the first of the 29 terminals found 
throughout Mombasa Streets. 

Name: Tuned In 

Points: 15 

Difficulty: 2 / 1 0 

Description: Find 3 Audio Logs, alone or with 
another ODST. 

Notes: Access any three of the 29 terminals found 
throughout Mombasa Streets. 

Name: All Ears 

Points: 30 

Difficulty: 4 /10 It 

Description: Find 15 Audio Logs, alone or with 
another ODST. 

Notes: Access any 15 of the 29 terminals found 
throughout Mombasa Streets. 

Name: Audiophile i i i ^ k , ' 

Points: 75 

Difficulty: 6/10 (OIF 
Description: Find all Audio Logs, alone or with 

another ODST. 

Notes: Access all 29 terminals found throughout Mombasa 
Streets (this can be done before or after you finish the 
Campaign the first time), plus the one extra terminal you 
can find in "Mission 08: Data Hive" after accessing all the 
others. 

• Firefight Achievements (9 Achievements/90 Pts.) 

applicable. 

Name: Be Like Marty 

Points: 10 

Difficulty: 4 / 1 0 

Description: In Firefight, 
finish a full round without killing a 
single enemy. 

Motes: This Achievement is impossible 
unless you are playing a Cooper-^ 
game. Simply sit back, away from 
combat and let your teammates 
handle all; 
No friends? The 
Firefight game; keep one player 
inside the spawning room, and use 
only one controller to get the job 

jponsibiiities. 

Name: Firefight—Crater 

Points: 10 

Difficulty: 6 / 1 0 

Description: Score over 
200,000 points in Firefight missic 
"Crater." 

Notes: Simply continue to play 
Firefight on this mission map until 
you have accumulated 200,000 
points. Use combo-kill bonuses (th 
points and multipliers are listed 
earlier in this chapter) for rapid 
point gains. This is a to 
it is much easier in a Coop 
four-player game. 

Name: Firefight—Lost 
Platoon 

Points: 10 

Difficulty: 6 / 1 0 

Description: Score over 200,000 
points in Firefight mission "Lost 
Platoon." 

''''"'*•"••• Simply continue to play 
i-irengnt on this mission map until 
you have accumulated 200.000 
points. Use combo-kill bonuses (the' 
points and multiplii 

earlier in this chaph 
point gains. This is a team : 
it is much easier in a Cooperative, 
four-player game. 



Name: Firefight—Rally 
Point J 

Points: 10 * 

Difficulty: 6 / 1 0 

Description: Score over 200.000 
points in Firefight mission "Rally 
Point." 

Notes: Simply continue to play 
"' iht on this mission map until 
..ave accumulated 200,000 

points. Use combo-kill bonuses (the 
points and multipliers are listed 
earlier in this chapter] for rapid 
point gains. This is a team score; 

• Achievements • 

Name: Firefight-—Alpha "~ 
Site 

I 
Points: 10 
Difficulty: 6 / 1 0 

Description: Score over 200,000 
points in Firefight mission "Alpha 
Site." 

Notes: Simply continue to play 
Firefight on this mission map until 
you have accumulated 200,000 
points. Use combo-kill bonuses (the 
points and multipliers are listed 
earlier in this chapter] for rapid 
point gains. This is a team score; 

Difficulty: 6 / 1 0 

Description: Score over 200,000 
points in Firefight mission "Chasm 
Ten." 

Notes: Simply continue to play 
Firefight on this mission map until 
you have accumulated 200,000 
points. Use combo-kill bonuses (the 
points and multipliers are listed 
earlier in this chapter) for rapid 
point gains. This is a team score; 

Name: Firefight—Security , •-" 
Zone i 

Points: 10 \ . 

Difficulty: 6 / 1 0 

Description: Score over 200,000 
points in Firefight mission "Security 
Zone." 

Notes: Simply continue to play 

i accumulated 200,000 
points. Use combo-kill bonuses (the 
•"•""•*•$ and multipliers are listed 

r in this chapter] for rapid 

Name: Firefight— 
Windward 

Points: 10 

Difficulty: 6 / 1 0 

Description: Score over 200,000 
points in Firefight mission 
"Windward." 

Notes: Simply continue to play 
Firefight on this mission map until 
you have accumulated 200,000 
points. Use combo-kill bonuses (the 
points and multipliers are listed 
oariier in this chapter) for rapid 
point gains. This is a team score; 

Name: Firefight—Last Exit 

Points: 10 

Difficulty: 6 / 1 0 * , 

Description: Score over 
200 ,000 points in Firefight mission 
"Last Exit." 

Notes: Simply continue to play 
Firefight on this mission map until 
you have accumulated 200,0( 
points. Use combo-kill bonuses v....... 
points and multipliers are listed 
earlier in this chapter) for rapid 
point gains. This is a team score; 
it is much easier in a Cooperative, 
four-player game. 

• Campaign or Firefight Achievements (7 Achievements/35 Pts.) 

The following can be completed in either ( 
applicable. 

Name: Boom, Headshot 

Points: 5 

Difficulty: 3 / 1 0 < • * 

Description: Get 11 
Magnum headshot kills in any level. 

Notes: Despite the description, you 
can gain this Achievement using the 
Sniper Rifle, Beam Rifle, or Carbine. 
Bullets to the head are mandatory, so 
target Grunts, as they are slow-moving 
and don't have shields. If Campaign 
mode is presenting a-challenge to you, 
switch to Firefight instead, where you'll 
have more time and an infinite number 
of foes to target. 

Name: Stunning! 

Points: 5 

Difficulty: 3 / 1 0 

Description: Stun a vehicle 
with an overcharged Plasma Pistol 
and quickly kill the driver. 

istol near the 
corpse of a fallen Covenant, are 
in either Campaign or Firefight, 
approach a vehicle and shoot it wil 
an overcharged Plasma Pistol shot. 
There's no need to fiddle with small 
arms afterward; simply lob a Grenade 
(or a highly damaging weapon shot) 
at it immediately afterward. Try this 
out in "Mission 02: Uplift Reserve"; kill 
the Grunts at the start of the mission, 
picking up a Plasma Pistol, then shoot 
the nearby Wraith before quickly 
destroying it with your Spartan Laser. 

Name: Dark Times s. 

Points: 5 j 

Difficulty: 2 / 1 0 

Description: Kill 5 enemies 
while using VISR mode. 

Notes: Press © to activate your VISR in 
'a dark area (or a light one, although 
the glare causes problems with your 

vision] and kill any five enemies in 
either Campaign or Firefight. This 
is almost always obtained during 
"Mission 0 1 : Prepare to Drop." 

Points: 5 

Difficulty: 3 / 1 0 r< 

Description: Get five Sticky 
Grenade kills in any level. 

Notes: Use either Plasma or Spike 
Grenades to do the job; if you're havir 
problems with enemies dodging your 
Grenades, locate a Plasma Pistol; 
Shoot Brutes with an overcharged 
Plasma shot to bring down their 
shields, and stun them for a few 
moments. This gives you the perfect 
opportunity to lob a Sticky Grenade. 
Not enough Grenades? Then switch 
from Campaign to Firefight, where 
there's an almost infinite number of-
Grenades to scavenge. 
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Name: My Clothes! 

Points: 5 

Difficulty: 4 / 1 0 

Description: Plasma 
Pistol overcharge and quickly kill 10 
Brutes. 

Notes: By now, you should be consistently 
using the combination of the Plasma 
Pistol and Magnum; hit a Brute with 
an overcharged Plasma shot before 
switching to the Magnum to tag it with 
a headshot while it is stunned. This is 
the way to complete this Achievement, 
although you can have a friend assist 
you; let them strike the Brute with the 
overcharged Plasma shot, then take 
the headshot yourself [this still counts!). 
Also make sure you complete the 
Boom, Headshot! Achievement while 
working on this one. 

Name: Pink and Deadly v> 

Points: 5 f 

Difficulty: 3 / 1 0 

Description: Get 10 
Needier supercombine kills on any 
Covenant. 

Notes: This attack simply means 
you arm yourself with a Needier 
and rapidly unload it on a single 
enemy until the needles explode. 
Preferred targets are Brutes, as 
they are tougher than Grunts or 
Jackals, who can die before you can 
supercombine them. If you're having 
problems locating ammunition in 
Campaign, switch to Firefight, as 
there are far more enemies that 
drop Needlers. 

Name: Heal Up 

Points: 5 

Difficulty: 1 / 1 0 

Description: Find the first 
Optican Kiosk and heal yourself. 

Notes: Simply pick up any Health Pack 
in Campaign or Firefight. There's 

0 1 : Prepare to Drop." If you start 
Firefight, you'll need to take some 
damage first, but the Health Packs 
are usually in the spawning area. 

• Vidmaster Achievements (3 Achievements/75 Pts.J 

The following are extremely difficult Achievements for 
are shown. 

TI*fiSTi»5ll*JS!>fi]lWs'«] 

Name: Vidmaster — 

Points: 25 

Difficulty: 6 / 1 0 

Description: Finish any level solo on 
Legendary, on LIVE, with no shots 
fired or Grenades thrown. 

Notes: You can attempt this on any 
Campaign mission, but "Mission 
03: Uplift Reserve" is the easiest 
by far. Simply obtain a Warthog at 
the start of the mission, and allow 
the UNSC Marines to board your 
vehicle and do the fighting for you. 
Retreat whenever your Stamina is 
compromised; this allows you to 
rest until it is restored. Note that 
"shots fired" also includes e-braking 
(whether into foes or not) and 
honking your horn, so refrain from 
these actions, too. 

Name: Vidmaster j^ 

Challenge—Endure 

Points: 25 . 

Difficulty: 9 / 1 0 

Description: In any Firefight 
pass the fourth set on foui -Fioyoi 
Heroic LIVE co-op. 

Notes: Even Heroic difficulty is a 
real challenge, and surviving to 
the fifth set can be a problem. It 
is wise to choose either "Mission 
02: Lost Platoon" or "Mission 06: 
Windward," which are the two 
Firefight maps you can most easily 
accomplish this Achievement on. 

For "Lost Platoon," the wide-open 
spaces can be initially difficult 
to master, which leaves players 
exposed to fire from multiple 
directions. Two players should stay 
in or on the central building, using 
the Spartan Laser to eliminate 
Wraiths quickly and using Sniper 
Rifles to tag all other foes. The other 
two teammates should man vehicles 
(ideally Brute Choppers), and use 
this machine's superior firepower 

and ramming ability to cut down or 
splatter any remaining foes. 

For "Windward," you should stay 
inside the spawning lobby building 
as often as possible throughout the 

team cover the doors. This forces 
the enemies to enter from one of 
only three locations and lessens the 
chance of your team being outflanked 
or hit from a direction they aren't 
aware enemies are in. Conserve your 
ammunition by picking up Plasma 
Pistols and comboing them with 
Magnums. Conserving lives is far 
more important than gaining points, 
so abandon reckless tactics and 
pull back, getting assistance from 
teammates if the action heats up. 

Name: Vidmaster x ^ 

Difficulty: 9 / 1 0 

Description: Complete "Mission 09: 
Coastal Highway" on four-player 
Legendary LIVE co-op, with Iron Skull 
active, and no Warthog or Scorpion. 

• ODST Achievement Totals 

Campaign Achievements: 24 Achievements/? 

COMM Terminal Audio Log Achievements: 4 
Achievements/125 points 

vements/90 pc Firefight Achievements: 9 /> 

Campaign or Firefight Achievements: 7 Achievements 

Vidmaster Achievements: 3 Achievements/75 points 

Grand Total: 47 Achievements/1,000 points 
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