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The year: 2020. Joanna Dark, a young and ambitious would-be 
secret agent, tumbles into the fi rst of many conspiracies that are 
to cast a long shadow across her future. In this life-changing 
episode, Joanna and her father Jack fi nd themselves swept up in 
the wake of circumstances which, if left unchecked, could set in 
motion a worldwide power struggle of devastating proportions. 
As Joanna faces up to impossible situations, grim revelations, and 
motives as cold and black as death, her life rapidly boils down 
to a single question: can fate erase two generations of the Dark 
clan from history overnight, or can the Darks stay alive long 
enough to help save a world that may not be worth saving?

Welcome to 
the World of 
Perfect Dark Zero
Congratulations on the purchase of Prima’s Offi cial Perfect Dark Zero strategy 
guide. This book is the result of months of preparation and playtesting by 
Microsoft game testers and authors, and it presents everything you need to 
know about surviving and thriving in the world of Joanna Dark. 

How to 
Read This Book
This guide is divided into a number of sections, each allowing you quick 
access to exhaustive advice on various portions of the game. Here’s how 
the chapters break down:

Chapter 01. Introduction

This is the chapter you’re 
currently perusing; it offers an 
introduction to the game and a 
biography of the main operative, 
Joanna Dark.
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Chapter 02. Perfect Training

Once you’ve read the instruction manual, head to this section for a complete overview 
of how to maneuver, shoot, tactically attack, and impress in the world of Perfect Dark 
Zero’s single (and cooperative) player mode. Included are notes on gaining the best 
rating after each mission, and how to maximize your Xbox Live gamerscore.

This section provides a thorough look through all of the operational equipment you 
have access to during your single-player and arena combat experiences. Included 
are specialized unlocking and scanner devices, vehicles, and every single weapon in 
the game, including tactics on how to use them in every combat situation.

Operative Ordnance and Equipment Chapter 03.

Chapter 04. Single & Cooperative Player Walkthrough

Joanna Dark’s adventure takes place over 14 separate missions, and this section 
covers them all. In addition, every single alternate route, method of entering an area, 
and combat technique is covered for both single-player mode and the dual-player 
cooperative variant.

This gigantic section offers every single piece of pertinent information for the online 
Combat Arena mode, including a breakdown of every weapons set and game type, 
and overview strategies for winning every time!

Combat Arena Training Chapter 05.

Chapter 06. Multiplayer Arena Information

The online arenas are revealed in minute detail in this fi nal section, showing 
shortcuts, weakened areas to destroy, sniping points, choke points, bases, 
and every other tactical piece of information no matter what size map and 
variation you choose.
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Secret Agent Woman: 
Introducing Joanna Dark

Background/History
Joanna Dark is an eager bounty hunter, a raw talent with laser-sharp 
refl exes, a reckless streak a mile wide, and a fl air for sniffi ng out 
trouble. Her father, Jack, still can’t help thinking of her as “daddy’s little 
girl” and she often bristles at his overprotective tendencies.

  Joanna is capable of deep, destructive anger, and she often lacks the 
discipline to keep her temper in check, which leads her to undertake 
reckless, ill-advised actions. Despite this, she is also extremely gifted 
and adaptable, and this frequently gets her out of dangerous situations.

  Growing up in the shadow of her father, Joanna was trained from 
birth to be self-reliant. This makes it nearly impossible for her to easily 
trust someone, particularly because her youth was spent helping her 
father chase crooks, hoodlums, liars, and thieves from one end of the 
globe to the other.

  Despite a childhood that could best be termed “eccentric” (most 
adolescents don’t catch crooks with their fathers), she is remarkably 
well-adjusted and content to live each day as it comes. Trained by Jack 
but untested outside of HoloMan-VR, Jo is desperate to demonstrate her 
talents, as much to herself as to her father.

Additional Information: Place of Birth
Joanna Dark was born in Atlanta, GA, while her parents were on holiday. The family moved 
to England shortly afterward.

Additional Information: Education
Home-schooled, if it could be called that. Joanna followed her father and Chandra across the 
globe as they tracked down the most elusive criminals. She spent a short time in an American 
school in Beijing but never quite managed to fi t into such an ordered environment. Joanna was 
invited to leave after hospitalizing a bullying quarterback.

  As a result, her education is patchy, consisting of online and remote teaching, plus some tutoring by 
stuffy AI lecturers. Joanna’s practical nature means she’d much rather be refi tting a bike’s hydrogen fuel 
plant or fi eld stripping a gun than fi nd herself stuck at a keyboard. Jack and Chandra have taught her many 
combat and technical skills, with her innate curiosity fi lling in the gaps.

Additional Information: Preferences
Jo is an avid supporter and nonprofessional player of DeathMatch (“Hey, if things had turned out a little 
different I coulda tried out for the Seattle Slayers”). She is intensely competitive; so as far as she’s 
concerned, DeathMatch is all about winning.

  Jo also enjoys a variety of adventure sports—rock-climbing, Le Parkour (free running), dirt-biking, and 
grav boarding (a mixture of surfi ng, skateboarding, and skitching). As a result Jo has managed to have 
more than her fair share of bone-shattering accidents. As Jo likes to say, “What’s life without a little 
excitement?”

  Jo’s experiences with big business have led her to be naturally distrustful of men in suits. 
“What do I dislike? The Hypercorporations. I mean, sure there are some good guys out there, the 
ones that face up to their responsibilities, but in my line of work you get to see how lethal some 
of these companies can be. Not every cost of modern business shows up on the balance sheet. 
Those guys are interested in one thing, the bottom line. The law says they have to deliver for 
the shareholders, and if someone else gets their head stamped on in the chase for profi ts, well, 
that’s business.”

Additional Information: Skill Sets
Joanna is a naturally skilled marksman, a lethal fi ghter, and a mean pilot and driver.

  Her technical skills stretch as far as wiring up a charge, picking a lock, or hacking a basic 
system: all pretty practical stuff. Jo’s not big on theory—like the rest of us, she still has to 
concentrate when some researcher starts rattling off facts.
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Full Name: Joanna Dark

Date of Birth: 03/18/2000

Blood Type: O

Height: 5’ 9”

Appearance: Red shoulder-
length hair with distinctive blonde 
streak, blue eyes, pale complexion, 
slender athletic build.

Distinguishing Features: 
Star tattoo on neck (left side).

Occupation: Bounty hunter and bail enforcement agent. 
Certifi ed for international operations.

Known Relatives: Jack Dark, father and professional 
bounty hunter.

Associates: Chandra Sekhar, a young hacker who runs 
mission assist for Dark Bail Bonds.
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Getting Started
The following section gives you all the basic techniques you’ll 
need to navigate the game’s menus and learn general tactics 
for maneuvering and fi ghting through the game’s single-
player and cooperative missions. There’s also information on 
how to receive the best rating after each mission, and how to 
accumulate the maximum number of Creds for your Xbox Live 
presence. 

Part #1: 
Menu Navigation
Once you load up your 
game, you’re presented 
with the Start menu 
(screen to right), where 
you can wait for the 
Attract mode to appear 
after a two-minute wait, 
or enter the main menu 
(9). This allows you to 
select from Missions, 
Combat Arena, and 
Options. Missions and 
Options are detailed here; 
Combat Arena is detailed in a later section.

Missions
This leads to the Mission 
mode screen. Here you 
can choose to play a 
game in Solo Agent 
mode (one player) or 
Cooperative mode (two 
players, either split-
screen, System Link, or 
online over Xbox Live). 
You can also view the 
Leaderboards, showing 
the best operatives from 
around the world who’ve 
posted their best scores.

Select “Solo Agent,” 
and you reach the 
Mission Select menu, 
where your fi rst mission 
awaits. If you’ve already 
completed some 
missions, any of those 
are available to replay, in 
any order you like.

Select “Cooperative,” and 
you can choose a “Local” 
setup, where you both 
take up a portion of the 
game screen, or “System 
Link,” which allows you 
to link two Xbox 360 
consoles together via 
a crossover cable or  a 
Local Area Network. 
If your console is 
connected to the Internet 
and you are signed into 
an Xbox Live–enabled gamer profi le, you will also be able to 
select “Xbox Live” from this menu. Consult the game manual 
for further information. In “System Link,” you can choose to 
“Join” or “Create” your own game.

  Whether you’re playing with or without a friend, the next 
screen is Diffi culty Select. Choose from Agent, Secret Agent, or 
Perfect Agent. Once you’ve beaten the game on Perfect Agent 
diffi culty, you will be able to select Dark Agent.

Agent is the easiest mode, and removes some of the objectives. 

Secret Agent is “medium” diffi culty, but lacks some 
objectives too.

Perfect Agent is “hard” diffi culty, has every objective, and 
tougher opponents.

Dark Agent is “very hard” diffi culty, offers the same objectives, 
but stronger opponents, and you do not recover shock 
damage when hit.

Although basic movement and fi ghting applies 
to both single and multiplayer games, those 
seeking online domination should turn to 
the separate section detailing the different 
aspects of Arena Combat.

Aside from the additional objectives you fi nish, 
and the score multiplier on your ending screen to 
showcase your legendary prowess to the online 
world, completing Perfect Agent unlocks Dark 
Agent and the achievement for Perfect Agent 
completion. Completing Dark Agent unlocks the 
achievement for Dark Agent completion.
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Other Options

Choose “Options” from 
the main menu, and 
you’re presented with 
fi ve different sets of 
choices. 

Player Setup
The first is “Player Setup.” This allows you to change 
options associated with a specific profile, such as game 
character, controls, or save location. You can also change 
your game character for Combat Arena mode. Choose from 
Joanna Dark, Mai Hem, Jonathan Steinberg, Jack Dark, 
Killian, and Chandra Sekhar.

Controls
“Controls” allows you to tweak various aspects of your 
controller set-up:

Control Style: Select 
from “Standard” or 
“Classic PD.” Play the game 
with both styles to select 
the one you like best.

Autoaim Style: On/Off. 
This allows you to more 
easily target foes with the 
style switched on, but some 
operatives prefer complete 
freedom over their aiming 
(for long-range headshots, for example).

Sensitivity: 5–100. The higher the number, the more quickly 
your view moves when you use the g and k controls. Fiddle 
with this until you can quickly target a foe, but not overshoot 
your mark.

Invert Y: On/Off. Switch this on if you want your operative to 
look down when you press t. Switch it off if you want your 
operative to look down when you press b.

Swap Sticks: Normal/Swapped. This swaps the controls for 
the g and k sticks, transferring the movement associated 
with each of them. This is usually done for the benefi t of left-
handed players.

Cover Mode: Toggle/Hold. This allows you to hold the 1 
button when you seek cover, or toggle the 1 button from 
cover to a regular view. Although your experiences may 
vary, it is recommended you choose Toggle so you aren’t 
constantly holding yourself in a hiding spot.

Crouch Mode: Toggle/Hold. This allows you to hold the 
1 button when you crouch, or toggle the 1 button from a 

crouch to a stand. Although your experiences may vary, it is 
recommended you choose Toggle so you aren’t constantly 
holding yourself on your haunches.

Autocenter Aim: On/Off. This helps you automatically 
center a target’s head or torso, and is useful to switch on if 
you’re having trouble hitting enemies.

X/Y Sensitivity: On/Off. Toggle to adjust the sensitivity of 
the X or Y axis separately.

Y Sensitivity: 5–100. Raise or lower the Y-axis sensitivity 
separately. 

Fast Look: On/Off. Enables faster turns when holding the 
control stick fully left or right.

Aim Sensitivity: 5–100. Lower the sensitivity of the 
crosshair during aim mode. 

Game Setup
Game Setup allows you to fi ddle with various additional options:

Cutscene Subtitles: On/Off. This removes or keeps the 
subtitles from all noninteractive story elements.

Ingame Subtitles: On/Off. This removes or keeps the 
subtitles from all interactive story elements.

Camera Bob: On/Off. This keeps or eliminates the sway 
during movement; switch this off if you suffer from motion 
sickness.

Static Crosshair: On/Off. This freezes the crosshairs when 
on, but doesn’t show the accuracy of the weapon. It is recom-
mended you keep this off.

Waypoints: On/Off. This turns the ground arrows showing you 
the direction of your next area of interest on or off. Leave it on 
if you’re having trouble locating objectives. 

Blood Effects: On/Off. Show or remove the trails and 
bursts of red stuff that oozes from foes.

Color Adjustment: Green/Red, Alt Green/Red, Blue/Red, 
and White/Red. This changes the color of all troops. Choose 
from Green, Alt-Green, Blue, and White based on your 
preference, or for color-blind players.

Video
Enter this screen to tweak 
visuals.

Display Device: Choose 
from “Standard TV,” “LCD TV,” 
“Plasma TV,” or “DLP TV.”  The 
game adjusts the brightness 
accordingly.

Brightness: Tweak the 
brightness from very dark 
(-10) to verybright (+10) depending on your room’s lighting 
conditions.

Controller Vibration: Switching your controller’s 
vibration feature on is recommended, as the 
Locktopus, a gadget in the game, requires the 
rumble to be enabled. Locate the appropriate Blade 
Menu on your Xbox 360 and switch it to “on.”
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Audio
“Audio” allows you to change the Sound FX and Music levels, 
from 0 (silence) to 100 (maximum). Advanced features, such 
as Dolby™ Surround and other set-ups, are available from the 
Xbox 360 Dashboard.

Mission Status Menu
When you launch a 
game and press 9, 
this brings up a Mission 
Status menu, which 
allows you to check the 
objectives you’re under-
taking. In-game options 
include Controls, Game 
Setup, Visual Options, 
Audio, Save Location (all 
identical to the menus in 
the Options section of the 
main menu). You can also 
select “Abandon Game”, which removes you from the mission, 
leaving you in the main menu.

Part #2: In-Game 
Maneuvering 
The HUD 
(Heads-Up Display)

When you begin a single-player game, a HUD continuously 
keeps track of your progress. Above are marked the seven most 
important parts of this screen to look at:

 Armor: The white surrounding your health bar (2) shows 
how much Armor you have. This soaks up damage that 
would normally damage you. Replenish this by collecting 
Armor.

 Health Bar: The green line at the top of the screen, 
which appears only when you are hit by enemies, 
shows your health. It changes to orange and red before 

 disappearing completely if you are slain. Your mission 
is over if this occurs. Any damage “grayed out” is 
known as shock damage, which is replenished if you 
aren’t struck again.

 Enemy: In this case, a dataDyne guard. Make sure all 
enemies you are shooting with direct projectiles (not 
grenades) are within your target (4).

 Target: This is colored white. It turns red when an enemy 
is targeted, and green when a friendly is targeted. The 
reticle (the circle in the middle of the crosshairs) constantly 
expands and contracts. This determines where a bullet can 
go; so the wider the circle, the less precise the shot. The 
farther away the enemy is, the smaller you want the reticle 
to be, or you’ll miss every time. Each weapon has its own 
reticle size, and they usually expand after constant fi ring, so 
burst fi ring is recommended (see below). 

 Weapon: This is also the area of the screen where 
objectives are displayed, when you are given them, 
complete them, or fail them. In this screen, we see the 
Laptop weapon being fi red. This Laptop is being aimed, 
so the shots are slightly more accurate. All weapons are 
covered in chapter 3.

 d-PAL Update: Press 9 to access the d-PAL and read 
the new message (messages appear on the d-PAL’s Status 
screen). This is usually a new objective.

 Weapon information: This shows the number of 
bullets in the chamber (the top number), icons of these 
bullets, and the total bullets you have (bottom number). The 
green bar on the right of the ammo display shows the total 
amount of ammo remaining.

Using Cover
When you reach a wall, 
a low balcony, a crate, 
or some other piece 
of scenery (ideally the 
corner of a wall), you 
see a sign that reads “1 
Cover.” Press 1 and you’ll 
sidle up to the cover and 
hug it, while still seeing 
the area you were facing 
before you took cover.

  Why use cover? Some operatives don’t, and it is purely 
optional. However, the main benefi t is that you can maneuver 
the g stick until you target an enemy (or where an enemy will 
appear), and shoot them without being struck by fi re yourself. 
Naturally, there is a shortfall, too: Because you’re “hugging” 
the wall until you press 8, you are stuck in one spot and can 
be attacked from behind the camera or if enemies rush your 
location. So don’t use cover when enemies can overwhelm 
your location.
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Dodging
Dodging takes the form 
of impressive-looking 
combat rolls while 
steering with g and 
pressing P. Again, this 
is a purely optional 
battle plan that some 
operatives never use, 
but it does make it 
diffi cult for enemies to 
aim at you. Usually, it 
is better to lay down 
suppressing fi re and 
move to cover, but you can maneuver under laser wire, and 
quickly maneuver under enemy fi re too.

Sidestepping 
and Circle-Strafi ng

Strafi ng is also called sidestepping because you face the same 
direction but move left or right. This allows you to continuously 
look (or fi re at) the same target. Circle-strafi ng is the technique 
of moving around your target (or foe) rather than from side to 
side. Strafi ng is vital for taking evasive maneuvers, continuing 
to watch an area you’re interested in securing, or dodging a 
foe’s fi re or projectile attacks such as grenades or rockets.

Aiming
Shooting a weapon 
requires you to place the 
target in your crosshairs 
and pull the trigger. 
Aiming with the L-trigger 
maneuvers your weapon 
in front of you and allows 
you to land marginally 
more precise shots, and 
it sometimes gives you 
a short-range zoom. You 
move a little slower while 

aiming, so take your shot quickly unless you’re safely covered. 
If a scope is fi tted to your weapon, you can use a sniper zoom.

Sniper Zoom

Only available on certain weapons (revealed in the next 
section), this zoom function allows you to use 7 to increase the 
zoom of your scope (press fully down for maximum zoom). This 
is essential when attacking enemies at extreme range, usually 
in heavy cover or behind a turret. Take careful aim at the head 
and drop entire squads without them knowing, but remember 
that you’re completely blind peripherally.

Dual-Wielding
Two guns are better than 
one, and many of the 
available weapons can 
be wielded “dual” style. 
This takes the form of 
two of the same weapons 
(only those that can be 
reloaded with one hand), 
or one weapon and a 
grenade, or one weapon 
and a combat shield. This 
effectively doubles your 
offensive fi repower, but 
doesn’t allow scoped combat; 
therefore, it is most suitable to 
use with SMGs.

Burst Firing
Burst-fi ring is the simple 
plan of shooting off 
a few rounds of your 
(usually automatic) 
weapon, pausing so the 
target reticle shrinks 
back down to a size 
where you can easily 
aim at the enemy, 
and shoot again. This 
way you don’t waste 
ammunition fi ring at a 
target when your reticle 
is too big for an accurate shot.
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Picking Up and 
Dropping Weapons
Pick up weapons with 4, and manually discard weapons with x. 
Discard weapons when you have no further use for them (you’re 
out of ammunition or don’t wish to employ the weapon), or when 
you’re leaving the weapon for a friend in cooperative missions. 
Pick up a weapon to use it over an existing one. It’s important to 
pick up every new weapon you see and carry it through to the 
completion of each mission, as it then becomes available in every 
successive mission, and previous missions when you replay them. 
This adds tremendously to the replay value of the single-player 
game. However, the walkthrough discusses only the weapons you 
can use the initial time you complete each mission.

Concealing Weapons 
and Sprinting
Concealing a weapon 
by pressing w allows 
you to wander around 
areas looking unarmed. 
Usually, this isn’t a good 
idea, but there are some 
instances (detailed in 
the walkthrough) where 
enemies aren’t sure 
whether you’re a friend 
or foe, and you can 
get away with moving 
around unarmed to 
save ammunition and gain information that would otherwise 
be impossible to get. Being unarmed also allows you to move 
faster. When you’re unarmed you sprint, which enables you 
to run to areas quicker than if you were weighed down with a 
weapon in your hands.

Disarming
Pressing + while unarmed and near an armed foe steals their 
weapon, which is excellent when you’re out of ammo, in a fi x, 
and you’re near a foe with a weapon you want. Remember 
to position yourself in front of the weapon-carrier to steal the 
piece. If you’re behind a foe and unarmed, you can attack with 
much more power, punching a foe with a single strike instead of 
grabbing his weapon. Friendly troops can be disarmed without 
dealing any damage to them.

Turrets
Turrets can have either 
an M60, a Rocket 
Launcher, or a Plasma 
Rifl e attached to them, 
and are great for strafi ng 
large numbers of foes. 
You can interchange 
some weapons on 
turrets, and each has 
unlimited ammunition, 
as long as they are 
mounted. The Hovercraft 
has a turret.

Ladders

Ladders are dangerous, 
not because you can fall 
from them (you can’t), but 
because you cannot fi re on 
enemies as you climb or 
descend. Hold 1 to slide 
down a ladder; there’s never 
a need to move slowly 
down one!

Doors
Most doors open when 
you press the 1 nearby, 
and an onscreen command 
tells you this. However, 
some doors are sealed 
completely, or they are 
locked and require inputting 
a keycode or using a 
gadget. All this information 
is contained within the 
walkthrough.

Ziplines
Ziplines are simply lengths 
of pre-tensed steel rope 
strung between two points 
(one upper and one lower). 
Press 1 to access a zipline, 
but be sure you wish to 
leave the area as it’s usually 
impossible to return. Also 
be sure all enemies in 
the surrounding area are 
dispatched, as you can be 
shot during the zipline descent.

Waypoints
Useful ground markers in the 
easier diffi culty modes, or 
during Cooperative play (as 
shown on the screen), your 
HUD shows you a series of 
fl ashing arrows along the 
ground. These are blue in 
single-player missions, and 
show you the route to take 
to the next point of interest 
or objective. In Cooperative 
play, they are yellow and 

show your teammate’s location, or red if your friend is engaged in 
combat. Make use of Waypoints so you don’t get lost!
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Vaulting and 
Controlled Falls
You automatically vault over 
low walls when moving with 
g, and you can sometimes 
fall from a height that would 
kill you, so watch your step. 
However, you can take 
damage when you fall, so 
negate this by rolling (P) as 
you drop off the side. This 
makes you diffi cult to hit and 
allows you to land with nary 
a scratch.

Conversations 
and Taunts

In some areas, verbal 
interaction is called for, 
and the response you give 
can mean the difference 
between life and death. 
Choose a response with 
s, but don’t worry about 
saying the wrong thing; 
the walkthrough has all the 
correct chatter. In general, 
bluff someone who seems 

confused, threaten someone who acts nervous, and charm 
someone who is friendly.

Gadgets
During your missions, you 
are given an increasing 
number of esoteric and 
interesting gadgets with 
which to unlock doors, 
create explosions, or gain 
information. All the possible 
uses are shown in the 
walkthrough, and general 
tactics are available in the 
next section.

Cooperative Operations
The Cooperative mode, 
where two agents complete a 
mission instead of one, is one 
of the game’s most enjoyable 
features. Try it often (ideally 
after you learn the single-
player routes). All single-player 
tactics apply when you have 
a friend, although you can 
share weapons or radio each 

other to keep informed about 
a choke point or tactic you’re 
both trying. You can also attack 
from one direction while your 
friend attacks from the other, 
creating crossfi re and confusing 
enemies about who to target. 
Specifi c Cooperative tactics are 
detailed in the walkthrough.

Crates and Barrels
As well as serving as cover, crates can usually be smashed 
(ideally with the butt of your gun so you don’t waste 
ammunition). Barrels come in two types. Red ones, which 
explode when you fire at them (but you can hit them with 
the butt of your gun), and blue or green ones, which act as 
cover. Don’t forget to tag explosive barrels; you’ll lose the 
element of surprise, but you’ll probably take out more than 
one foe at once!

Part #3: Improving 
your Game
Replaying Missions and 
Weapon Collecting
Whenever you fi nish a mission, the weapons you were holding 
at the end of the mission are available in any subsequent game. 
The exception to this is Mission 04 and Mission 0. In Mission 04, 
weapons held upon entering the boss battle will be unlocked, but 
those used during the battle will not. So, for example, once you 
fi nd the Viblade in Mission 04: Mansion Infi ltration, you can use 
it when you replay any earlier mission. This allows almost infi nite 
replayability and gun-toting fun! Also remember that you have 
one more objective to complete on Perfect and Dark diffi culties, 
and one less on Agent diffi culty. Not only that, but there are 
numerous ways to complete the various sections of each level, 
and the very best plans are revealed in the walkthrough. Mission 
0 is a training mission, so no weapons collected are kept.

Game Completion
Whenever you complete a mission, you are awarded a 
series of points that can be uploaded to an online ranking 
chart. Obviously, with your combat prowess and stealth 
sensibilities, you want your score to be the best it can be. 
To the right is a table showing how the total scores are 
worked out. Check each “Type” of score, and improve on it to 
increase your results.
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Earning Achievements (and Cred!)
The main reason for perfection in Perfect Dark Zero is the bounty of 
online Creds you’ll earn toward your Profi le’s gamerscore. Creds can 
be earned online and off. Here’s how you go about earning all of them:

MULTIPLAYER ACHIEVEMENTS

Achievement Reward
DeathMatch: played [10/100/1,000] games online 10/20/30 Cred 
DarkOps: played [10/100/1,000] games online 10/20/30 Cred
Total: 6 120 Cred

SINGLE-PLAYER WEAPON UNLOCK CHART

Mission #   Weapons to Collect
Level 0 N/A 
Level 1 Falcon 17, Fragmentation Grenade, UGL Liberator
Level 2 DEF-12 Shotgun, DW-P5
Level 3 Jackal Sniper Rifl e, DY357
Level 4 M60, Viblade
Level 5 Magsec 4, KSI-74
Level 6 Rocket Launcher, Flashbang Grenade
Level 7 Combat Shield, Psychosis Gun, Hawk Boomerang
Level 8 CMP-150, Laptop
Level 9 RCP-90
Level 10 Multimine, Plasma
Level 11 FAC-16, SuperDragon
Level 12 Shockwave
Level 13 N/A

MULTIPLAYER ACHIEVEMENTS (CONT’D)

SCENARIO-SPECIFIC AWARDS:
Killcount: [10/100/1,000] kills 10/20/30 Cred
Team Killcount: [10/100/1,000] kills 10/20/30 Cred
Capture The Flag: captured [10/100] fl ag points 10/20 Cred
Territorial Gains: [10/100] hill points 10/20 Cred
Total: 10 180 Cred
Eradication: survived [10/100/1,000] rounds 10/20/30 Cred
Sabotage: destroyed [Cr10k/Cr100k] property 10/20 Cred
Onslaught: survived for [10/100] minutes 10/20 Cred
Infection: infected [10/100/1,000] players 10/20/30 Cred
Total: 10 180 Cred

EXPERT KILL AWARDS—INCREMENTAL:
Explosive Kills [10/100/1,000] 10/20/30 Cred
Headshot Kills [10/100/1,000] 10/20/30 Cred
Sniper Kills [10/100/1,000] 10/20/30 Cred
Melée Kills [10/100/1,000] (armed or unarmed) 10/20/30 Cred
Total: 12 240 Cred

MULTIPLAYER ACHIEVEMENTS TOTAL: 38

MISSION COMPLETION CHART

Type Defi nition Points awarded 
COMBAT

Kills Non-headshot kills 5
Headshot Kills Shot to the head resulting in a kill 10
Unarmed Kills Weapon bash and punches 5

STEALTH
Stealth Kills Kill when enemy is unaware of you 20
Unarmed Stealth Kills Weapon bash, punches enemy is unaware of 25

SPEED
Time Taken Time to complete the level Varies (quicker, the better)
Target Time Set target time for the level Predefi ned
Additional 200 points if level completed/500 if fi nal level 200 or 0
 completed (Zhang-Li)/0 if not completed  

MARKSMANSHIP
Shots Fired Total shots fi red in mission by player Varies
Shots Hit Total shots that hit enemies Sum of 3 types below
Headshots Heads Varies
Body Shots Body mass (torso) Varies
Limb Shots Legs and arms Varies
Accuracy Hit/Fired Varies 
Marksmanship total 1 point per % accuracy Max 100

SAFETY
Health Bonus How much health player has left at end of level Varies
Safety Total 1 point per health left Max 100

EXPLORATION
Number of Areas Target number areas in the level Predefi ned
Areas Explored 1 Room = 1 area Varies
Exploration Total Explored / # of Areas = % then 1 point per %  Varies

OBJECTIVES
Objective Primary 100
Objective Secondary 50

OVERALL
Combat Total 235 (is the average score) 
Stealth Total 105 (is the average score) 
Speed Total Varies 
Marksmanship Total 32 (is the average score) 
Safety Total 92 (is the average score) 
Exploration Total 60 (is the average score) 
Objectives Total 200 (is the average score) 
Diffi culty Bonus Bonus depending on diffi culty level 1x score: Agent
Diffi culty Bonus Bonus depending on diffi culty level 1.5x score: Secret
Diffi culty Bonus Bonus depending on diffi culty level 3x score: Perfect
Diffi culty Bonus Bonus depending on diffi culty level 5x score: Dark

Achievement Reward
COMPLETION OF GAME IN SINGLE PLAYER

Agent 10 Cred
Secret Agent 15 Cred
Perfect Agent 25 Cred
Dark Agent (any 1 mission) 15 Cred
Dark Agent (any 5 missions) 25 Cred
Dark Agent (completion) 50 Cred
Total: 6 140 Cred

Achievement Reward
COMPLETION OF GAME (CO-OP) 

SPLIT-SCREEN OR OVER LIVE
Agent 10 Cred
Secret Agent 15 Cred
Perfect Agent 25 Cred
Dark Agent (any 1 mission) 15 Cred
Dark Agent (any 5 missions) 25 Cred
Dark Agent (completion) 50 Cred
Total: 6 140 Cred

STORY MODE ACHIEVEMENTS TOTAL: 12
Total:  50 achievements 1,000 Cred

SINGLE-PLAYER ACHIEVEMENTS
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Welcome to 
the Armory
Within the Carrington Institute’s weapons department exists 
detailed analysis regarding all of dataDyne’s specialized 
equipment, vehicles, and most importantly, its weaponry. The 
following section records this information for agents in the fi eld. 
Assimilate this material prior to single or multi-operative missions. 

Devices 
and Vehicles
Devices
DataThief

A portable hacking device designed to unlock cases, maneuver 
through security, and access a number of control terminals, the 
DataThief is an invaluable piece. It works by presenting the user 
with a series of circles, each with a section of differently colored 
sections. Beginning with the outer circle, the user must press 
the button when the DataThief’s cursor is over the blue light, 
not the red or white lights. Pressing a button on a blue light 
turns it white, and once all blue lights in the outer circle are 
white, the puzzle continues to the middle, then the inner circle. 
The hack is complete when the inner circle’s blue sections are 
removed. Press incorrectly, and the space turns red. If you fail 
three times, you go back to the previous ring to try again.

Locktopus

    The Locktopus is 
a quirky lock-picker for 
those doors still made in 

the old-fashioned way.  No spring or tumbler is a match for this 
mechanical marvel. Using the left stick, search for each tumbler’s 
sweet spot.  When you fi nd it your controller will vibrate and the 
light in the center of the Locktopus turns bright green and begins 
to close.  Once it’s completely shut, you’ll move on to the next 
tumbler in the lock.  Do this until the lock pops open.

    You can also lock doors, switches, valves, and other objects to 
inhibit enemies.  Use 1 to select one of the lock’s eight tumblers. 
Hold the left stick in any direction, and hold down 1 until the circle 
expands to fi ll the center of the Locktopus.  Release the left stick 
and 1, and move on to the next tumbler in the lock.  Do this until 
the door is locked.

DemoKit

Whenever you notice a section of wall with a crack or other weakened 
area, this is a likely spot to retrieve your DemoKit from your 
inventory. Once you’ve completed an elementary puzzle, and linked 
one detonator (yellow box) to the other via a series of lines, you place 
a limpet device containing high explosives. Back away and watch the 
detonation. You’ll wake up any nearby foes, but you usually can pass 
through the hole the blast causes, once the smoke clears.

CamSpy

This small, remote-controlled 
device is easily pocketed 
and has a ground and air 
variant. When the route 
forward is too narrow to pass 
through or blocked, release 
the CamSpy (also known as 
the CamBot and BugSpy). 
You control its movement, 
and it displays what’s ahead 
via a HUD on the CamSpy’s 
forward-facing bodywork. 
Use the CamSpy primarily to 
view inaccessible areas.
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AudioScope

You automatically receive the 
AudioScope during missions 
that require it. This visual and 
audio pair of binoculars can 

catch and relay both sound and vision from an impressively 
long distance. Scan the area with the right stick, using the left 
trigger to zoom in and the right trigger to lock onto targets. The 
reticle covering the target changes color once the information 
needed has been acquired. It’s delightfully simple to operate.

Threat Detector 
Goggles 

This allows the wearer to 
view enemies in a highlighted 
orange effect. Tactical 
advantages for this item are 
discussed later, in the RCP-90 
weapon section.

X-Ray Goggles

This allows the wearer to 
view enemies behind cover, 
no matter how solid it is. 
Tactical advantages for this 

item are discussed later, in the Shockwave weapon section.

Armor

Armor suits, found scattered 
throughout the missions, are 

an important part of staying healthy. These encase your body 
in a protective sheen, signifi ed by the white around your health 
bar at the top of your HUD. This is depleted when you receive 
damage.

Revive
Only available 
in cooperative 
missions and 
Dark Ops 
multiplayer 
missions, this addition to the 
DataThief allows one operative 
to reach the body of a fallen 
comrade, and revive him or her 
by pressing a button on this 

device. Press the button immediately, and the victim is revived after 
a period that doesn’t usually exceed one and a half seconds.

Vehicles
Jetpacs

The Jetpac is a personal transport that thumbs its nose at 
gravity. The single engine on the back of the unit propels the 
pilot into the air for an unlimited time. When airborne, the 
Jetpac can move in any direction—forward and back, side to 
side, and any combination of the four. In addition, Jetpacs 
can also “walk” across the ground like armored exoskeletons. 
However, walking is much, much slower than fl ying. Use the 
right bumper to activate fl ight mode.

Jetpacs are equipped 
with dual machine guns, 
each with unlimited 
ammunition. (These 
weapons do not have 
alternate fi re modes.) The 
weapons are tilted inward 
so they both fi re at a 
single target, dictated 
by the on-screen reticle. 
The power of the 
weapons is comparable to dual CMP-150s.

Jetpacs are extremely useful for accessing hard-to-reach 
locations, such as high-rise sniper points, or for crossing a map 
quickly. Unfortunately, due to the noise of the Jetpac thruster, 
Jetpac riders are always visible on radar when in fl ight (not in 
walking mode). The Jetpac’s extra bulk also makes you a larger 
target. Through a sniper scope or even the dead-eye aim of a 
regular shooter, the Jetpac’s increased profi le is easier to hit 
than the slender outline of a normal player.
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  The Jetpac offsets this 
shortcoming with greater 
armor. The transport 
can actually take quite 
a beating, but if it’s 
destroyed with you in 
the pilot’s seat, there’s 
an eight-second window 
to escape the vehicle 
before it goes critical 
and explodes, taking you 
down with the ship.

Hovercraft

The Hovercraft is a 
high-speed personnel 
transport, granting 
fast access to any 
corner of the map. The 
ground-based vehicle 
becomes mobile when 
a player jumps into the 
cockpit—the airbags 
infl ate and the vehicle 
is ready to lunge 
across the landscape. 

Each Hovercraft is equipped with 
a mounted weapon, directly 
above the cockpit. The weapon 
is either a Rocket Launcher or 
M60. Even better, this impressive 
hardware comes factory installed 
with unlimited ammunition. 
Although each Hovercraft turret 
comes pre-loaded with an 
M60, you can swap in a Rocket 

Launcher or Plasma Rifl e if you so choose. Sitting up in this high-
profi le position is dangerous, though. With no armor, the gunner 
is vulnerable to snipers. At full speed, it may be diffi cult for an 
enemy to draw a bead on you, but a crack shot sniper can do it.

The Hovercraft can be controlled by only one player, but 
comfortably seats several. To hitch a ride, simply step onto the 
Hovercraft’s runners; there is no need to “hold on” to anything. 
In fact, both hands are left free for weapon use, such as 
peppering the arena with grenades or blazing a trail of death and 
lead with the M60.

The one drawback to the 
Hovercraft is its lack of 
protection to the driver. The 
only protection the driver 
has is a thick piece of 
bullet-resistant glass in the 
front. The driver’s sides are 
exposed and can be easily 
incapacitated.

Ordnance

Jetpacs and Hovercraft are not available on 
every map. Only the Desert and Urban maps 
host vehicles.

The information for each weapon is as follows:

Icon: The icon shown during play, along with 
the size of the slot/s the weapon takes up.

Damage: The amount of damage the primary/
secondary fi re of the weapon infl icts.

R.O.F.: The rate of fi re, or how fast the weapon 
fi res, compared to an average rate of around 
10 rounds per second.

Chamber: How many bullets the weapon holds 
in the chamber before reload.

Max Rounds: The maximum number of bullets 
you can carry for that weapon.

Clip Size: How large the clip size is compared 
to all other weapons.

Accuracy: How accurate the weapon is after 
extended fi re (when the reticle enlarges), 
based on the general spread of the bullets’ 
trajectory.

Direct: Whether the weapon can strike a target 
directly or indirectly.

Pistol Whip: How many strikes it takes to bring 
down a foe using the gun as a “clubbing” 
device without bullets.

Tertiary Function: Whether the weapon has 
tertiary fi re functionality.

Specials: What specifi c advantages or accou-
trements the weapon offers.

Each weapon uses a specifi c type of ammunition, with 
some types using the same types. This allows you to 
pick up ammunition you know will work with your gun; 
a boon for multiplay. The P9P, Magsec, and Falcon use 
pistol ammo. The DY357 Magnum uses its own “Magnum 
ammo (but uses any pistol rounds in multiplayer 
mode).” All SMGs use SMG ammo. All Assault weapons 
use Rifl e ammo. The Jackal and M60 use Heavy Gun 
ammo. All other weapons use unique ammunition.
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Pistols
P9P Sniper Pistol

Notes: The P9P is a highly 
customizable pistol that 
comes standard with a scope. 
Activating the secondary 
function attaches a silencer for 
stealth kills, while the tertiary 
function adds a fl ashlight that’s 
useful in low-light conditions. 

Tactics: The P9P is a good, 
standard pistol. The primary 
fi re function offers a basic 
takedown potential with fairly 
good damage to victims. 
However, the sniping potential 
of this weapon is much more 
impressive, and how you 
should be fi ring this pistol. 
Affi x the silencer, which makes 
the target reticle smaller and 
the weapon infi nitely more 
accurate, and attempt reserved, 
accurate shots from range, with 
a good rate of fi re. 

  The tertiary fi re function is an incredibly noticeable fl ashlight, 
which basically sets you up as a beacon. Use this in multiplayer 
matches to coax enemies to your location (then have your team 
maneuver away from the threat, or ambush).

  Stay as far away as you can from the intended target, crouch 
and fi re (you’re less of a target), and ignore the weapon’s dual-
wielding ability. This weapon is built for accuracy, and two of 
these pistols fi ring throws the accuracy off. You have nine shots 
before a reload.

Falcon 17

Notes: Despite being relatively 
underpowered, the Falcon is a 
highly accurate pistol, favored by 
professionals capable of making 
best use of its high rate of fi re. The 
Falcon’s secondary function allows 
a full clip to be thrown down, fi ring 
each round in sequence to distract 
enemies.

Damage: 25/17

R.O.F.: Fast

Chamber: 9

Max Rounds: 200

Clip Size: Small

Accuracy: High

Direct: Direct

Pistol Whip: 3

Tertiary Function: Yes

Specials: Zoom or dual wield

Primary Fire: 
Manual shooting

Secondary Fire: 
Attach silencer on/off

Zoom Capabilities: Normal/Zoomed vision

Damage: 17

R.O.F.: Fast

Chamber: 18

Max Rounds: 200

Clip Size: Large

Accuracy: High

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: Dual wield

Primary Fire: 
Manual shooting

Secondary Fire: 
Firecracker

Primary Fire Advantage: 
Long-range accuracy

Zoom Capabilities: None; 
just an aimed shot

Tertiary Fire: Attach  
fl ashlight

Dual Wield: Available
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Tactics: A standard starting 
pistol, this fi res bullets that are 
plentiful but not very powerful. 
It has a large clip compared 
to other pistols, and you 
empty it fast if you’re quick on 
the trigger. Against armored 
opponents, for example, use 
three to four shots to shred 
the Armor, then aim the rest 
of your clip at the head. This is 
standard takedown procedure 
with the Falcon.

  Secondary fi re is a Firecracker. Throw a clip down with 
the same trajectory as a grenade (but not the distance), and 
it explodes, fi ring in all directions. This isn’t for one-on-one 
confrontations, but it’s great for crowd control; throw it into 
an area where people are defending or hiding, and they 
won’t be able to fi gure out who is fi ring at them. This attack 
does reasonable damage but cannot defeat an enemy. Also 
remember that you don’t appear on the radar, but your clip 
does, so it can give your position away.

  Aimed shots aren’t really benefi cial compared to regular 
shots; the pistol’s main advantage is its tiny reticle, making 
takedowns from distance a lot easier as the bullets are 
much more accurate. The lack of zooming means you should 
defi nitely dual wield these pistols. The potential for headshots is 
tremendous with 36 possible strikes before a reload. As pistols 
go, this is the best at every aspect of taking an enemy down 
except long-range zoomed sniping.

DY357 Magnum

Notes: Favored by old-
timers who understand the 
importance of stopping 
power, this intimidating 
six-shooter teaches a painful 
lesson in muzzle velocity to 
the unluckiest punks. Quick 
fi ring allows the user to fan 
the trigger and increase the 
rate of fi re. The secondary 
function fi res a silenced shot 
with delayed detonation that 
makes an effective decoy.

Tactics: This pistol is 
mainly used at closer ranges, 
and it’s most useful for 
attempting headshots. This is 
the only non-heavy weapon 
capable of making a one-
shot kill to an unarmored 
head. The secondary fi re 
Decoy function is mainly for 
multiplayer confrontations, 
as it creates a radar blip that 
looks like an opponent. Use 
it to confuse your foes as to which is the decoy and which 
is a member of your team. For example, fi re the decoy so 
enemies intercept the “blip” while your team prepares an 
attack. Another trick is to fi re multiple shots (especially 
with dual fi ring) so enemies believe a number of foes are 
approaching from a specifi c direction. This can especially 
confuse a rival during a one-on-one confrontation! Finally, 
fi re on a moving target (such as an enemy) and the decoy 
moves with it—another way to confuse foes.

  Players with incredible skill never put the DY357 Magnum 
down. They roam the battlefi eld, plugging headshots into 
foes with extreme accuracy. Although there are only six 
shots in this pistol’s chamber, dual wield it for devastating 
takedown opportunities, especially during Infection or 
Onslaught games where attackers (Onslaught) or Infected 
players (Infection) have no armor. Alas, there’s signifi cant 
fall-off damage (meaning this weapon is very diffi cult to 
shoot at range), but an accurate practitioner makes up for 
this by staggering fi ring to get into a rhythm of shooting, 
or by fast-fi ring for quicker takedowns. Each shot that hits 
throws off a foe’s accuracy, so always get the fi rst shot in!

Dual Wield: Available 
and impressive

Damage: 50

R.O.F.: Slow

Chamber: 6

Max Rounds: 200

Clip Size: Small

Accuracy: Low

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: Fast fi re, dual wield

Primary Fire: 
Manual shooting

Secondary Fire: Decoy

Zoom Capabilities: None; 
just an aimed shot

Fast Firing: For quicker 
kills and reloads

Dual Wielding: Available and deadly
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Magsec 4

Notes: A state-of-the-art military 
pistol, the Magsec 4 is ideal for 
engaging targets at a distance. 
Switching to secondary fi re magnetizes the rounds, allowing 
them to ricochet. This allows skilled users to effectively fi re 
around corners.

Tactics: This weapon’s main strength is its extremely 
impressive armor-piercing capability. It takes around three 
shots to take out an armored foe’s head. Drawbacks include 
low ammunition per clip and a less-than-satisfactory rate of 
fi re. However, you can zoom in, sacrifi cing accuracy in favor 
of long-range sniping. Practitioners are split into two camps: 
those who prefer the Magsec 4 over the Falcon 17, and Falcon 
17 owners who prefer their weapon’s faster fi ring. Use both 
and judge for yourself. The Magsec 4 has the same size clip 
as the P9P, but without the accuracy. It can pierce armor at a 
better rate than the P9P, but is nowhere near as accurate; a key 
problem. This weapon’s scoped fi ring has a larger reticle than 
the P9P’s.

  The secondary fi re function’s ricochet shot allows a user to 
fi re around corners or off obstacles. Each shot has an initial 
trajectory, then can bounce up to three times before striking a 
target (although it can pierce fl esh at any moment). This trick is 
especially rewarding if you can manage a headshot, and this is 

easier than you might imagine. The secondary fi re shot has a 
slight “magnetic” nature, and it tends to home in on a foe. Plus, 
it has a large hit radius to make up for the fact you’re blind-
fi ring. This shot really packs a punch, and it’s armor-piercing. 
The foe you’re damaging can’t even see you. If you’re dual-
wielding, be sure you try out the ricochet, as the multiple blasts 
can be exceedingly vicious! However, don’t get too trigger-
happy in enclosed spaces with the ricochet; headshotting 
yourself is embarrassing! 

Psychosis Gun

Damage: 25

R.O.F.: Fast

Chamber: 9

Max Rounds: 200

Clip Size: Small

Accuracy: Medium

Direct: Direct/Indirect Secondary

Pistol Whip: 3

Tertiary Function: No

Specials: Zoom or dual wield

Primary Fire: Damaging 
shots with armor-
piercing tendencies

Secondary Fire: 
Ricochet shots for 

hitting targets 
around corners

Secondary Fire Advantage: 
Not only hits foes around 
corners, but on lower or 

upper levels, too

Dual Wield: Better and 
more vicious than one

The scoped shot allows for highly damaging sniping.

Damage: 12

R.O.F.: Fast

Chamber: 6

Max Rounds: 200

Clip Size: Small

Accuracy: Medium

Direct: Direct

Pistol Whip: 2

Tertiary Function: No

Specials: Blur, radar switch, 
dual wield

Primary Fire: The 
enemy fi res the gun at 
you (fi rst picture); the 
effect of the gun on a 
victim (second picture)

Secondary Fire: Radar confusion
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Notes: A compact non-
lethal pistol originally used 
by bail enforcement agents 
to tranquilize targets, the 
Psychosis Gun earned its 
name when it was adapted 
to fi re a concentrated dose 
that causes the target to 
confuse friends and enemies, 
resulting in considerable 
collateral damage. 

Tactics: Although used 
primarily in single-player missions to bewilder a guard and 
have him spout amusing banter, the Psychosis isn’t really 
a weapon for a lone agent to take on a sortie. It’s more 
useful in conjunction with another player or team, and other 
weaponry. The weapon’s primary fi re is lightly damaging, 
but it offers intoxication as a side-effect, turning the victim’s 
vision blurry for around seven seconds. It ignores armor, 
meaning it’s effective on any enemy type. When the victim’s 
vision suffers, the usual choice is to engage in melee combat 
(especially as the pistol whip defeats foes in two strikes), 
or run. Shooting new players is especially advantageous to 
cause confusion, because rookies have a harder time fi guring 
out who is friend or foe. (Veterans have learned to scrutinize 
character models to distinguish teammates from enemies.)

  Secondary attacks from the Psychosis Gun are useful 
during multiplayer confrontations because the blast confuses 
the in-game radar, showing everyone as an enemy. This is 
especially useful if you are working well via radio contact 
with your own team; blast enemies in their own base and 
hope for friendly fi re to take out some of your foes. If you’re 
hit by one of these blasts, radio your own team and let them 
know you’re really on their side (or double-bluff enemies, 
telling them you haven’t been shot! This only works on those 
who haven’t fi gured out what character models are available 
to which team). This weapon defeats foes reasonably quickly, 
but its main purpose is always team disorientation; it is a 
team weapon. Dual-wielding allows you to make more shots, 
but doesn’t allow sniping. As it takes six shots in the head to 
down a foe, and even more if you’re aiming at the torso, it is 
quite diffi cult to dispatch a foe on your own, so get in close, 
drug your foe, and back up.

Sub-Machine Guns
CMP-150

Notes: Accurate and fast-
fi ring, the CMP can shred 
enemies at close quarters. Its 
highly advanced secondary 
function fi res a hovering 
hologram projector that you 
can use to lure and confuse 
enemies or recon dangerous 
territory.

Tactics: Known in veteran 
operative circles as “the 
hummingbird of death,” 
this is arguably one of the 
fi nest weapons available. Its 
nickname derives from the fact that you can’t hear it, but it’s 
incredibly quick. It’s also extremely vicious. Dual-wielding 
two of these SMGs is one of the best set-ups for dominance 
at medium and short ranges. With primary fi re, open up on a 
foe at medium range, or defi nitely close range. Long-range 
combat isn’t advised unless you’re incredibly talented or 
have no sniping ordnance. This weapon also dishes out a 

Zoom Capabilities: None; 
just an aimed shot Damage: 17

R.O.F.: Fast

Chamber: 24

Max Rounds: 200

Clip Size: Medium

Accuracy: High

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: Hologram, dual wield

Primary Fire: Rapid 
and devastating

Dual Wield: Even 
more devastating

Dual Wield Alternate 
Shooting: Just as 

devastating

Hologram: From the enemy’s view (fi rst picture), and 
the fi rer’s (second picture)

The Psychosis Gun reduces enemy accuracy with 
its primary fi re and causes enemies to fi re on 
each other with its secondary in single-player. 
However, the secondary takes an entire clip of 
darts in single-player mode, and only one shot in 
multiplayer.
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whole load of damage—
it’s powerful enough to 
conserve ammunition and 
burst-fi re at foes—so gun 
down foes with straight 
body shots. Burst-fi ring 
also stops the reticle, which 
otherwise widens as you 
continuously fi re. Your 
accuracy improves once 
you master this art. This 
weapon isn’t designed for 
headshots. It is the fastest 
fi ring weapon in the game, 
but has a small clip; it 
only takes three and a half 
seconds to empty it. Even 
armored opponents must 
fear this weapon; it chews 
through armor with deadly 
profi ciency. 

  The difference between 
single and dual-wielding 
is large. A single weapon 
drops a foe around a third 
of the way through a clip, 
and you can even try for a 
snipe. With two of these, you can hold down the trigger on 
both to cause unbelievable damage in a single burst (use 
this for assaulting an entire base of foes). Or, alternate with 
two CMPs and become an almost unstoppable force: empty 
a clip with one weapon, then empty the other while the fi rst 
is reloading. This creates a constant stream of damage that’s 
obscenely vicious!

  This is the weapon to pair with the Combat Shield; it’s 
the highest class you can use with it. The CMP also causes 
problems against enemies with other automatic weapons, as 
the CMP has a higher rate of fi re, and can throw your foe’s 
aim off. Defending against this beast is very diffi cult; the only 
real tactics to try are rolling out of the way and running, or 
facing the foe down with a shotgun. If you’re aiming with 
a CMP, the only real advantage is for headshots, so focus 
damage on that region. Shock damage is also low—yet 
another advantage. This limited recovery leads to a feeling of 
hopelessness you can capitalize on as you dominate 
your victims.

  The secondary fi re creates a hologram of your character 
model. It also slows down your movement slightly, and your 
accuracy diminishes a little. The hologram has problems 
navigating walls and water, so don’t maneuver too close to 
these areas or an enemy will realize which fi gure is faked. 
Lead the hologram around a corner, wait for foes to fi re on 
it (it even reacts to shots!), and then come bursting through 
with dual CMPs blazing. It only takes a second for a foe to 
realize they are fi ring at a hologram, so be quick with your 
reactions. Remember you can dual-fi re with a hologram 
functioning too!

DW-P5

Notes: An accurate and 
reasonably powerful sub-
machine gun, the DW-P5 
comes with a built-in scope 
and is easily modifi ed. 
Activating the secondary 
function attaches as silencer 
for recon missions, while 
the tertiary function adds 
a fl ashlight for low-light 
conditions.

Tactics: This is an 
all-around versatile sub-
machine gun; the automatic 
version of the P9P. It shares many aspects of that pistol and 
all functions are the same. The main advantage it has over 
similarly specced weapons is its secondary fi re silencer. Affi x 
it to the end of your DW-P5, and the weapon is silent and 
incredibly accurate. The damage is the same as the P9P, but it 
doesn’t penetrate armor as impressively. However, the range 
of the zoom is gigantic for a sub-machine gun. Try zooming 
in fast while scoped, then manual-fi re instead of pressing 
in the trigger and waiting for the slower auto-fi re to kick in. 
Pepper a foe quickly for better damage, as headshots aren’t 
this weapon’s strong point. Try a trio of torso blasts and quick 
blasting for the best takedowns. The tertiary fi re function is 
the fl ashlight. Use the P9P tactics when using this feature as 
the function is identical.

Dual Wield with 
Hologram: Confusing 

and deadly

Zoom Capabilities: None; 
just an aimed shot

Damage: 25

R.O.F.: Fast

Chamber: 24

Max Rounds: 200

Clip Size: Medium

Accuracy: Medium

Direct: Direct

Pistol Whip: 3

Tertiary Function: Yes

Specials: Silencer, zoom

Primary Fire: Quick, 
sharp shots

Secondary Fire: Silent, 
but deadly, and without 

a muzzle fl ash

Tertiary Fire: 
Flashlight
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  The silencer allows you to keep the same-size reticle either close 
up or at range, which allows for an exceptional aim. The silencer 
also gets rid of muzzle fl ash, allowing you shots in darkness or 
shadows without giving your location away. The silencer does 
have one drawback though: it decreases damage slightly. This is 
a cheap weapon to purchase, too. You cannot dual wield the DW-
P5, so don’t charge in and attack from short range. Stay at range 
instead. Conversely, if you’re defending against someone with this 
weapon, get in close. If you ignore the RCP and CMP, this is a great 
weapon to use if you really want to wreak havoc. This weapon is 
very dangerous in the hands of an experienced player.

RCP-90

Notes: Although it has a 
stunning rate of fi re, the RCP-90 
really comes into its own when 
using its extra functions. The RCP’s secondary use pinpoints and 
enhances enemy threats, while its tertiary function reprograms 
electronic threats such as sentry guns, rendering them useless.

Tactics: Another monstrous weapon that you should perfect 
early on in your adventuring, the RCP’s primary fi re capabilities 
allow for huge damage and an incredibly fast rate of fi re; it is 
among the top fi ve weapons in the entire game in terms of power. 
With a 40-round clip, you can keep fi ring longer than you can 

with other weapons and still 
be accurate. If you burst-fi re 
at range, this is just as good 
as a rifl e. The weapon is still 
fairly accurate with the zoom 
function, so you could use this 
as a sniper rifl e in a pinch. The 
weapon is just as versatile at 
close range, too. It is still fairly 
accurate and the reticle takes 
a while to increase; it rivals 
the CMP in terms of accuracy. 
The RCP’s rate of fi re is slower 
than the CMP’s though. This is a weapon to use at medium range, 
burst-fi ring at the heads of foes, without using the scope.

  The weapon’s secondary function is phenomenal. The threat 
detector changes your HUD to show enemies as orange, and 
friends as green. It also locates human shapes no matter the 
lighting—much better than waving the P9P fl ashlight around! 
The threat detector also shows mines, grenades, and any other 
sort of explosive, and all threats can be seen at any range, unlike 
the limited distance of the fl ashlight. The threat detector cannot 
shake off the effects of the Psychosis Gun though, and accuracy 
is lessened when the threat detector is on, and the device does 
not highlight players cloaked with the Plasma Rifl e (but cloaked 
enemies stand out slightly, they look like a smudge). There are 
other minor diffi culties too; the Psychosis Gun throws the Threat 
Detector off, and a CMP’s hologram still appears as a threat. 

  The RCP’s tertiary function allows you to reprogram any sort 
of explosive on the ground, including mines, dropped UGLs, 
and Laptop sentries. Once reprogrammed, these mines no 
longer damage you or your teammates just the enemy (usually, 
mines damage both friend and foe). You can even reprogram 
any mine type at range, making this even more useful.

  This weapon is designed for headshots. There’s no dual-wielding 
(the armament is vicious enough when you’re holding one!), but 
you can burst-fi re while scoped (this is one of only two weapons 

Scoped Shot: A good range, and accurate

Damage: 25

R.O.F.: Fast

Chamber: 40

Max Rounds: 200

Clip Size: Big

Accuracy: High

Direct: Direct/Indirect Secondary

Pistol Whip: 3

Tertiary Function: Yes

Specials: Threat detector, zoom

Primary Fire: Good and 
accurate in bursts

Secondary Fire: Threat 
detector—enemies in 
orange and friendlies 

in green

Secondary Fire: Visible 
grenades, too

Tertiary Fire: An enemy’s mine (fi rst picture), defused 
and used against him (second picture)

Scoped Fire: Good range and excellent accuracy
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that allow this), meaning you can use the fully automatic abilities 
at a greater range. Try this without the threat detector though; the 
accuracy is horrendous! The RCP is excellent against foes with 
another SMG, as it has a great range and a huge clip, allowing 
you to outlast in the fi ring department. However, it is a very noisy 
weapon, so you appear on radar for much longer. If a foe is using 
a silenced weapon, it’s likely to be weaker than your RCP, so get a 
jump on your enemy. Stay out of range until he’s reloading, then 
move in for the slaughter. Of course, as rifl es are better in these 
circumstances, stay as far as you can; your own reload isn’t the 
fastest! However, when you can lay out a room of enemies with 
one clip, you’ll understand the devastating power of the RCP.

UGL Liberator

Notes: A powerful but 
inaccurate weapon, the UGL 
Liberator is favored by the 
“spray-and-pray” school 
of close-quarters combat. 
Secondary fi re throws the 
weapon down, activating 
an internal explosive device 
that detonates when enemies 
get close.

Tactics: Comprehensive 
combat evaluation has 
deemed the UGL to be a less 
than satisfactory choice. The 
weapon has a high rate of fi re, but it is incredibly inaccurate. 
The reticle is ridiculously large most of the time, meaning 
enemy takedowns are sporadic. This is defi nitely a close-
range weapon, but the lack of accuracy and damage make this 
problematic even at close quarters. This isn’t worth using unless 
you’re dual-wielding. The few fans of this SMG point to the fact 
that the UGL infl icts more damage than the CMP. However, it 
isn’t as fast, and the reticle expands too quickly. About the only 
comparison you can make is that it is similar to the CMP at only 
the closest of ranges (within 10 feet of a foe or nearer).

  This lackluster weapon isn’t even good for headshots, so 
those purchasing or using this are usually convinced of the 
weapon’s additional capabilities. The secondary fi re allows you 
to create a mine that looks exactly like the UGL. In fact, the 
only way to tell this is a mine (until you step on it, naturally) is 
that when you point your reticle toward it, the reticle turns red. 
Because no one usually does this (they are usually running to 
pick up a weapon while glancing around for human threats), 
this is an amusing ambush weapon to use. Always check your 
reticle when you see a UGL that’s available to pick up. It has 
another weakness: the RCP-90’s tertiary fi re can deactivate (and 
make friendly) the mine. If a victim steps on the mine, it is a 
proximity device that burns and keeps on infl icting damage. 
Running over the mine allows an escape with minimal burns, 
but standing in one spot results in death after half a second. 

  Don’t use this weapon, especially in multiplay. It is good 
for protecting fl ags, and that’s about it. Take any other weapon 
for combat. Swap this for another weapon at the earliest 
possible juncture.

Rifl es
FAC-16

Damage: 25

R.O.F.: Medium-fast

Chamber: 24

Max Rounds: 200

Clip Size: Medium

Accuracy: Low

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: Land mine, dual wield

Primary Fire: Rapid-fi re 
stream of bullets with 

burst-fi re option

Dual Wield: A good 
knockback effect

Zoom Capabilities: None; 
just an aimed shot

Secondary Fire: Throw a UGL down and 
watch the “mine” explode

Damage: 25

R.O.F.: Medium-fast

Chamber: 30/1

Max Rounds: 200/6

Clip Size: Medium

Accuracy: Medium

Direct: Direct/Indirect Secondary

Pistol Whip: 3

Tertiary Function: Yes

Specials: Slow grenade

Primary Fire: Vicious, 
quick, and noisy

Silenced Fire: Vicious, 
quick, and deadly, with 

less muzzle fl ash
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Notes: The FAC-16 is a highly adaptable and accurate military 
assault rifl e with a standard-issue scope for ranged attack. It 
packs an explosive punch with its secondary fi re grenades, 
which detonate on impact with any surface. The tertiary function 
adds a silencer for stealth kills.

Tactics: This is it! Behold the most versatile and well-
rounded weapon in the game! With vicious and rapid fi ring, 
and amazing sniping capabilities, the FAC-16 offers an answer 
for every type of combat situation. For example, its secondary 
fi re grenades are preferred over the SuperDragon sniper rifl e’s 
grenades as the FAC’s explode on contact, and can therefore 
be fi red accurately, making this the best weapon for close-
range grenades. The sniper fi re function, thanks to the scope, is 
similar to the P9P, but much more accurate and quick, and the 
zoom function is greater. This is the most impressive silenced 
weapon around. It can even be shot in fully automatic mode, 
without additional sounds (although the silencer gives greater 
accuracy, it lessens damage slightly). This is the weapon to pick 
if your plan is to shoot heads at range. Note the difference in 
reticle sizes between a scoped and non-scoped FAC-16.

  In closer combat, remove the silencer for better damage, 
especially as the foe usually knows where you are, and a quiet 
weapon is less effective than a damaging one. Break out the 
grenades for close-range crowd control. The grenade doesn’t 
arc very far (and has a worse arc than the SuperDragon’s), so 
aim at the feet of the enemy you wish to burn. The grenade 
explodes into a fi restorm that’s more damaging than the 
initial hit, although it doesn’t quite have the fi ery power of a 
dropped UGL.

  There are no discernible disadvantages to this weapon. The 
grenade takes three seconds to reload, but the primary weapon 
reload is a little faster. More veteran operatives pick this 
weapon than any other!

KSI-74

Notes: This rugged and 
powerful assault rifl e is highly 
effective when fi red in short 
bursts. The secondary function 
fi res a harpoon for silent 
takedowns.

Tactics: The least accurate 
but most damaging rifl e in the 
game, the KSI-74 has the dubious 
honor of infl icting the most pain 
with a single shot of any weapon, 
excluding explosives, 357 shots, 
and sniper fi re. Out of all the 
automatic weapons, this is the most 
powerful. Of course, this power 
comes at a price: a lack of accuracy at even medium range. If 
the enemy simply dodges from side to side, you’ll miss most 
of the time. If you’re facing a KSI, stay as far away as you can 
because dodging effectively cancels out the weapon. Think of 
the KSI as a close-range rifl e with high damage and a one-shot 
secondary sniper option. At range, burst fi re no more than one 
or two shots so your target reticle doesn’t expand to completely 
inaccurate proportions. This is good for headshots but not much 
more. The weapon isn’t armor-piercing either, so an enemy with 
torso armor is diffi cult to put down. Go for the deadly headshot 
every time.

Scoped Fire: Impressive distance and accuracy, 
unless your target dodges

Secondary Fire: Grenades cause victims to fl y off in 
all directions. Don’t get caught in the blast!

Damage: 33

R.O.F.: Medium-fast

Chamber: 30/1

Max Rounds: 200/1

Clip Size: Medium

Accuracy: Low

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: Bayonet

Primary Fire: Damaging, 
but inaccurate

Secondary Fire: 
Diffi cult, but 

entertaining. Note 
the bolt, which can 
be reclaimed, stuck 
in the victim’s head 
(second picture).

Secondary Fire: Use cover to line up the 
head of your victim (fi rst picture), and strike 

(second picture)!
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  Think of the KSI’s projectile 
bayonet as a secondary fi re 
dart gun with a single shot. 
This is a good one-shot 
takedown method, but the 
shortcomings are obvious. If 
you miss, you cannot reload 
until you fi nd another bolt 
on the ground. If you’re 
struck by a bayonet, you’re 
slowed down immensely, 
allowing the fi rer to fi nish 
you off with other bullet 
types. The projectile sticks out of you and can be picked up 
after your death. Also note this weapon without the bayonet 
allows formuch faster melee “pistol whip” style attacks than if a 
bayonet is attached. 

  The scope cuts down on recoil, so use it if you’re burst-
fi ring at range. There’s no tertiary fi re, but the pistol whip is 
often used with this weapon compared to other rifl es, simply 
because you’re usually fi ring at close range due to accuracy 
problems. If you run out of ammo, simply dash in and fi nish 
with a coup-de-grace rifl e butt to the enemy’s head. If you’re 
not at close range, don’t despair; one lucky bayonet shot is 
all it takes!

Laptop

Notes: The Laptop is a compact 
and deadly assault rifl e with a 
fearsome rate of fi re. Its secondary 
function allows it to transform from 
an assault rifl e to an autonomous sentry gun. This ability to 
change shape makes it an ideal weapon for covert operatives 
who need a laptop PC in the fi eld. Runs Windows 2020.

Tactics: Although the novel secondary fi re technique is 
useful in many circumstances, the Laptop is still considered 
one of the weaker rifl es. It has a fairly small clip size, and 
although it’s accurate and reasonably damaging, it takes 
a really long time to reload. Furthermore, it cannot zoom, 
so it is bad at ranged takedowns. However, it’s the most 

armor-piercing weapon; two 
shots to the head negates 
any armor, and a third one 
dispatches the enemy easily. 
Despite its shortcomings, try 
it out. It’s one of the more 
underused rifl es; especially 
when you realize it fi res 
more than just bullets!

  The Laptop is mainly used 
(in multiplayer outings and 
defi nitely during Infection 
matches) for its secondary 
fi re function: the sentry 
gun. Release the sentry gun 
in a cramped location or 
high place (such as a ceiling 
directly over a doorway or a 
hallway roof) so it’s out of 
view. Then step back and 
watch the sentry blast an 
enemy while you tackle 
them as well; twice the 
fi repower equals double 
the number of casualties! 
Be warned, however, that 
sentry guns can hit you if 
you’re in the weapon’s line 
of fi re as it spots a foe, so 
be aware of where your 
foes are at all times. 

  Another bonus of the 
sentry gun is that its bullets 
knock a foe about; you can 
suppress foes, pushing them backward. Clamp a sentry gun 
to a wall, quickly locate a better weapon such as the FAC-
16 or CMP, and camp by your sentry. Then deliver double 
punishment to foes encroaching your territory! Another trick 
if you’re facing a foe behind a wall is to throw a sentry gun 
around a corner so it starts fi ring at an enemy, then follow 
it or head in from the opposite direction and demolish an 
enemy in seconds.

Zoom Capabilities: None; 
just an aimed shot

Damage: 25

R.O.F.: Fast

Chamber: 30

Max Rounds: 200

Clip Size: Medium

Accuracy: High

Direct: Both

Pistol Whip: 3

Tertiary Function: No

Specials: Turret

Primary Fire: Hard-
hitting, rapid-fi re 

ordnance

Zoom Capabilities: 
None; just an 

aimed shot

Secondary Fire: The 
Laptop is thrown onto a 
wall, becoming a sentry 

gun. Note the user 
carrying a Falcon after 

the throw (third picture).

It is relatively easy for 
an enemy to destroy a 

sentry gun he can see…

…so create situations 
where the enemy is 

preoccupied, such as the 
crossfi re in this scene 

(watch you aren’t shot by 
your own sentry gun!).
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  Once you plant a sentry gun, you can pick it up again or 
reload it into your Laptop. You can have only one sentry gun 
at once. With no dual-wielding, no tertiary functions, and no 
scope, the Laptop is only marginally better than a pistol if 
the sentry gun isn’t used, so remember to bring a second, 
powerful weapon once the sentry is deployed to back it (and 
you) up! If you’re facing a sentry gun yourself, simply shoot it 
until it explodes; the RCP is a sentry gun’s worst nightmare.

SuperDragon

Notes: This versatile infantry 
weapon comes equipped with a 
built-in scope for long-range fi re. 

Secondary fi re switches to its underslung grenade launcher, 
which well-trained operatives can use to bounce grenades off 
walls and ceilings to devastating effect.

Tactics: Offering impressive sniping capabilities thanks to 
a reasonably long scoped zoom, with tactics that are similar 
to any zoomed weapon (such as the P9P), this is the rifl e to 
use at long ranges if you want something different from (and 
unfortunately, not as potent as) the FAC-16. The primary fi re, 
for example, is very damaging, but it’s not quite as accurate 
and has a smaller clip than the FAC’s. However, it is useful and 
powerful for ranged headshots, and body shots as well, thanks 
to its armor-piercing nature.

  One of the advantages it has is the distance the weapon can 
lob grenades; you have six grenades per clip, so you can provide 
fi re support, lobbing grenades from cover as you assault an 
enemy base. These grenades bounce once before detonation, 
meaning they aren’t effective in close combat but excellent for 
bouncing on or around corners to fi nish wounded foes (it takes 
a couple to infl ict pain on a healthy opponent). As with the FAC’s 
grenades, the best place for a grenade to explode is at the feet 
of a foe, so learn to predict where a foe will end up, and shoot 
a grenade for that position. Learn when a grenade will explode 
at range to maximize your effectiveness with this weapon; if the 
arc of the grenade’s fl ight hasn’t reached its apex, it will bounce. 
Note that close grenade lobs automatically bounce.

Use your remaining weapon to fl ush foes 
out from behind cover, and let the sentry gun 

take them down.

Damage: 25

R.O.F.: Low-medium

Chamber: 20/6

Max Rounds: 200/12

Clip Size: Small

Accuracy: Medium

Direct: Both

Pistol Whip: 3

Tertiary Function: Yes

Specials: Fast grenade

Primary Fire: Rapid 
and deadly, burst-
fi ring is preferable

Secondary Fire: Close 
combat with grenades 
is a great plan, but 
don’t get too close.

Secondary Fire: The range of your 
grenades is phenomenal.

Try bouncing grenades off walls and optionally 
into enemies (second picture).

Scoped Fire: The zoom lens on this weapon is 
excellent, you can burst fi re, and it is capable of 

fully automatic zoomed fi re.

Tertiary Fire: Night vision off (fi rst picture) 
and on (second picture)
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  The tertiary function of the SuperDragon is night vision. 
However, this isn’t as spectacular as it sounds, as the vision 
you see is very bright unless you’re confi ned to the most 
shadowy of zones, and enemy fi re can disorientate and blind 
you, so learn what an exploding grenade is like, and look away 
if you can. Better yet, use the RCP’s threat detector; it’s better 
in all aspects except accuracy. Although a fi ne weapon to 
carry, the SuperDragon can’t be dual-wielded. Defend against 
it by rushing the user and weaving, while watching out for the 
grenade. Still, the SuperDragon is a powerful and versatile 
weapon in most situations.

Heavy Weapons 
and Sniper Rifl es
Jackal Sniper Rifl e

Notes: The Jackal is a world-
class sniper rifl e with dead point 
accuracy. It chambers a single, 
large-caliber round with enough 
stopping power to take down 
targets with a single shot. A 
built-in cornea tracking zoom 
aids targeting. Its secondary 
function fi res an EMP marker 
that scrambles the enemy’s radar 
while highlighting the enemy on 
ally radars.

Tactics: The effectiveness of 
the Jackal Sniper Rifl e is almost 
purely dependent on the user’s 
competence. There is no “clip” 
as such; each shot is a single 
slug, with a bolt-action reload that 
takes a little while to complete. 
A single headshot can even take 
down a well-armored enemy, but 
be prepared to fi re up to four shots 
depending on range and your accuracy. At extreme distances, 
use the Jackal to strike stationary targets, as moving targets are 

notoriously diffi cult to line 
up. (Run in a snaking pattern 
or duck if you’re being 
attacked by a Jackal-wielding 
sniper.) There is no auto-aim, 
meaning you must excel at 
manual aiming to use this. 
If you feel this weapon isn’t 
impressive, it’s due to your 
lack of skill rather than the 
weapon’s shortcomings.

  If a foe executes a roll, wait 
for it to fi nish, and aim at the 
place where the foe stops 
the roll for an easier dispatch. Sidestepping is also better than 
turning around, as it allows you to keep a better aim on a foe. 
If a foe is sidestepping, move the crosshairs to where they will 
appear, wait, and blast him as he moves into your aim. Also 
auto-aim when you’re not zoomed. It’s surprisingly easy to wing 
an enemy with a shot like this, although you’re very vulnerable 
after every shot. Conversely, to defend against a Jackal, trigger 
a burst of covering fi re and run, and try to be accurate to throw 
off a sniper’s aim. Also learn where a sniper is thanks to the 
loud noise each shot makes.

  The Jackal’s secondary 
fi re is an EMP (electro-
magnetic pulse) that distorts 
and temporarily tweaks the 
radar, showing everyone 
in the radar’s radius to you 
and your team while the 
enemy radar is disabled for 
40 seconds. This is a lifetime 
(more than one, usually) 
in multiplayer battles. It 
allows you to “paint” a 
troublesome enemy in a 
match, allowing the rest of 
your team to close in and take 
him out. Otherwise, set up 
camp, make a kill, camp, then 
kill again. The Desert map is the preferred environment for this 
one-shot beast.

Damage: 125 approx

R.O.F.: Slow

Chamber: 1

Max Rounds: 30/1

Clip Size: Tiny

Accuracy: High

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: Radar jam

Primary Fire and 
Scope: Showing non-
zoomed, zoom level 1, 
2, and 3. This sniper 
rifl e has the best 

sight of any weapon.

Reloading takes time, and 
occurs after every shot. 
Beware of foes during 

this time!

Line up a sniped shot while in cover, 
then shoot to kill.

Secondary Fire: Usually 
the player would be in 
cover, but this shows 

how to “paint” a foe for 
your team to home in on 

and dispatch.
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M60

Notes: This belt-fed beauty 
lays down an awesome fi eld of 
suppressive fi re that sends most 
enemies running for cover despite 
its relative inaccuracy. Secondary 
fi re dispenses caltrops, which, 
although relatively ineffective to 
personnel, are enough to stop most 
vehicles in their tracks.

Tactics: When you consistently 
want to dispatch seven or eight 
enemies in a single maelstrom of 
death, simply expend one 80-round 
clip from the M60. This is incredibly 
damaging and fairly inaccurate, 
although the latter problem doesn’t 
matter due to the massive amounts 
of damage you’ll cause in the eight 
full seconds of constant fi re it takes 
to empty a clip! Unfortunately, it 
takes almost as long to reload! With 
the reload a constant problem, try 
triggering off burst shots until you 
hit, then fi nish the job. Most 
of the time though, the M60 
is for players expecting havoc 
or creating it, and for those 
fi ghting multiple opponents, 
usually at once. Oddly 
enough, this weapon cannot 
be dual-wielded.

  The quick tap of the primary 
fi re produces a vicious blast 
and the aim is excellent as 
well. Despite a lack of scope, 
you can fi re it at medium or 

close range, and it only takes two bullets to drop a foe. The gun 
is fairly well-balanced too, considering its size, and as a bonus, it 
immobilizes the enemy, a great point to consider when defending 
a base. If you’re staring down the barrel of an M60, run—they are 
horribly powerful. If you’re the one fi ring the weapon, keep it up, 
as melee combat is signifi cantly slower if you’re pistol-whipping 
someone with this! Of course, you won’t see M60s that often; 
only in combat with similarly balanced weapons. Also, the cost is 
prohibitive (a couple of good matches worth of money).

  There’s no tertiary fi re to worry about, so try the secondary 
fi re instead, dropping caltrops. Movement is diffi cult when the 
ground is covered with them, and impossible when you’re being 
fi red on. Without gunfi re, a foe is slowed to a crawl and suffers 
slight damage. This is a key defensive attack at base entrances 
(with covering from a sniper to fi nish the job once a victim is 
stuck). Fire them on your foe, but be warned: The range is around 
30 feet max in front of you, and each caltrop takes four rounds 
of primary ammo off your total. Also be aware that only eight 
caltraps can be functioning at a time. Throw a ninth, and the fi rst 
one disappears, and so on.This doesn’t seem like much, but 
you’ll need to gauge which fi ring function is preferable in each 
specifi c circumstance. 

Plasma Rifl e

Notes: A powerful and accurate 
rifl e, the Plasma fi res bolts of 
super-heated plasma, which are 
slower than conventional rounds 
but explode on impact. These 
slow-moving, explosive projectiles 
fi re much like rockets, not instant-
hit bullets. Secondary function 
diverts energy to cloak the fi rer, 
making you practically invisible. The 
self-recharging power core gives 
this weapon limitless ammunition 
but the clip is quickly exhausted, 
especially in cloaked mode.

Tactics: This is the armament for those wanting a slightly 
more sneaky method to their foe disposal. The Plasma is a 

Damage: 25

R.O.F.: Medium

Chamber: 80

Max Rounds: 200

Clip Size: Huge

Accuracy: Low

Direct: Both

Pistol Whip: 3

Tertiary Function: No

Specials: Caltrop mine

Primary Fire: Massive 
carnage, on a grand 
scale. Burst fi re to 

avoid inaccuracy.

Secondary Fire: Fire 
the caltrops to slow 
down a foe, and once 

trapped, fi nish her off 
with primary fi re.

Zoomed Capabilities: It’s 
just as loud and deadly 

as regular fi re, but 
slightly more accurate.

Damage: N/A 

R.O.F.: Fast

Chamber: N/A

Max Rounds: 200

Clip Size: Huge

Accuracy: Medium-low

Direct: Indirect

Pistol Whip: 1–3

Tertiary Function: No

Specials: Cloak

Primary Fire: 
Although the plasma 
storm is extremely 

impressive, each shot 
only badly harms a 

stationary foe.
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powerful weapon in both 
single-player and multi-
player modes, offering a 
respectable rate of fi re and 
impressive damage. The 
strength of this weapon is in 
its ability to disappear. When 
using the primary fi re, make 
sure to pepper your enemies 
near the legs and feet if 
you’re not confi dent in your 
ability to get a direct hit. This 
weapon works best when 
taking advantage of its small 
blast-radius capabilities.
They do infl ict minor area (or 
“splash”) damage, and the 
area of effect is small, but 
the damage is good. To get 
the most out of this attack, aim at the feet or kneecaps of the 
victim, as this allows for the widest area of effect. The scoped 
aim doesn’t really help or hinder performance.

  Without a tertiary fi re or dual-wielding, the sole advantage 
of this is that it’s devestating in single- and multiplayer games. 
Cloak function is less useful than the primary fi re. Its real 
weakness is how much inventory space it takes and its poor 
long-range abilities.

Rocket Launcher

Notes: It’s destructive 
enough with a standard 
warhead, but its secondary 
fi re mode reveals the 
Rocket Launcher’s true 
power. Fly-by-wire rockets 
can be controlled directly 

from the fl ip-out target fi nder and guided straight to their 
target. However fl y-by-wire control can be lost at long range.

Secondary Fire: The 
invisibility is exceptional, 

but you can be seen if 
you’re standing near 

cover or an object. Note 
the shimmering gun of the 
player in the refl ection 

of the enemy (bottom 
right corner).

Attacking an invisible foe allows you to see them 
again. Make sure you turn off the player names 

before using this weapon!

Damage: 250+

R.O.F.: Low

Chamber: 2

Max Rounds: 4

Clip Size: Tiny

Accuracy: N/A

Direct: Indirect

Pistol Whip: 3

Tertiary Function: No

Specials: Guided missile

Primary Fire: The missile 
has almost limitless 

range and exceptional 
splash damage.

Primary Fire: This 
sequence shows the 
rocket launcher’s 

strength. The enemy is 
blown clear across the 

snowbank!
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Tactics: For those wanting four chances to deliver a massive 
payload of pain, the Rocket Launcher is a fi ne choice. It has two 
fi re modes. The primary shot is a single missile with a fantastic 
range, and a huge amount of splash damage when it detonates. 
It travels reasonably quickly; aim it at a foe and expect an 
instant kill if it hits. Aim at the torso or feet for the best chance 
of connecting. This “dumb fi re” doesn’t account for enemies 
moving out of the missile’s trajectory (which is the obvious plan 
if you spot a missile heading your way), but if the shot is taken 
from a hiding spot, or at medium range, then the chances are 
high for a one-shot kill or group death. From long distances, a 
rocket attack might just strip all the armor off a foe, but you’re 
more likely to score a killing blow.

  The Rocket Launcher’s secondary fi re is a remote rocket 
controlled by the fi rer through a nose camera on the missile 
itself. This (for example) allows you to hide behind corners and 
fi re it. The best plan is to stay within cover (as you’re prone while 
steering the rocket), and maneuver the missile into a clump of 
foes or at a vehicle. The rocket’s movement is excellent. It has a 
high sensitivity and good turning mechanism, but it automat-
ically explodes after 25 seconds. It is so maneuverable it can 

intercept enemy rockets in the air. The rocket still travels and 
detonates if you’re defeated while piloting it; so if you’re shot at, 
point the missile at the foe, and hope for the best! Remember, 
you can even attempt suicide with this weapon, curving the fi red 
rocket back at your own person. Why attempt such a mad plan? 
The splash damage can defeat any enemies nearby, so attempt 
this if you’re being swamped by foes.

  The scope allows for slightly more accurate fi ring, but this 
isn’t really necessary, and although there’s no tertiary fi re (and 
obviously, no dual-wielding), the main disadvantage with 
the Rocket Launcher is the limited number of rockets you can 
fi re: four. If you’re aiming at groups of foes and can catch two 
or three per blast, then the launcher is the most devastating 
weapon in the game. Defending against rockets is simple; run 
as quickly as possible, or move over a slight undulation in a 
hill, making the rockets more diffi cult to aim. This is a support 
weapon, designed to defend or aid others in raids. However, 
the Rocket Launcher fi rer must be accurate because the friendly 
fi re takedown potential is huge. 

Shockwave

Notes: A classifi ed experi-
mental sniper rifl e, the shockwave 
fi res a stream of highly charged 
particles that blasts enemies clean 
off their feet. Its built-in scope 
offers accurate target tracking, 
aided by the secondary function 
that allows you to see enemies 
through walls. It’s prone to 
overheating.  

Tactics: A prototype nuclear 
weapon with some amazingly 
impressive aspects and 
problematic drawbacks, the 
Shockwave is a novelty that 
is soon shelved except under 
specifi c circumstances. The 
weapon’s main advantage is a 
secondary fi re function that lets 
you see enemies through walls. 

Secondary Fire: The guided missile is exceptional. 
From behind a corner (fi rst picture), the user 

fi res, steers the missile around to the correct 
trajectory (second picture), maneuvers it toward 
the victim (third picture), then closes in for the 

kill (fourth picture).

Scoped Fire: A minor zoom function allows 
for more precise takedowns.

Damage: 100 (approx)

R.O.F.: Slow

Chamber: 30

Max Rounds: 30

Clip Size: Tiny

Accuracy: High

Direct: Direct

Pistol Whip: 3

Tertiary Function: No

Specials: X-Ray

Primary Fire and 
Scope: This works 
like a sniper rifl e, 

but with three less-
effective bullets.
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All foes between the user 
and six obstructions can 
be viewed, allowing you 
to essentially know where 
everyone is in a 100-foot 
radius. This provides an 
incredible advantage in 
team battles, where a 
Shockwave user can provide 
coordinates to snipers or 
other guards based on 
enemy troop movements. The 
weapon has a zoom function 
that works just like a P9P’s or 
a sniper rifl e, and this can be 
used in X-Ray mode as well. 
The downside isn’t the lack of 
a tertiary fi re or dual-wielding, 
but the overheating and a 
pitiful primary fi re.

  The weapon is based 
on fusion reaction, so it 
overheats quickly. After 
three consecutive shots it 
overheats, with a huge reload 
time (defenders can simply 
dodge one or two bullets and 
the weapon is next to useless 
until it cools). The primary 
fi re starts with 30 rounds, and 
there are no more to pick up. 
Although the shots fi red are 
powerful, around 40–50 points 
are shock damage, which 
can be recovered. With this 
shock damage, the weapon 
takes more than one blast to 
kill with a headshot, which is 
very problematic given the trio 
of shots you can take before 
the cool down period. Partner this weapon 
with a Falcon or P9P; using the primary 
or secondary fi re until it overheats, 
then switching to a pistol while the 
Shockwave cools; which it thankfully 
does even when not in use.

Thrown and Close-
Assault Weapons
Combat Shield

Notes: Guarantees 100 percent 
safety from melee attacks and 
limited protection from small 
arms fi re. Hold the left trigger 
to raise it to head height. Clear 
panels allow combat awareness 
to be maintained when equipped 
alongside a weapon.

Tactics: Only available in the 
sniper weapons set, the combat 
shield adds an extra layer of 
protection, which is preferred 
when you’re charging an enemy or 
his base. Carry the shield and your 
weapon of choice. The primary fi re 
function of the combat shield is 
simply the weapon you’re actually 
holding. The secondary fi re swaps 
out your held weapon for another, 
without dropping the combat 
shield, making you invulnerable 
until the shield is shot through. 
The shield is reasonably sturdy; 
it takes a sniper rifl e two to three 
shots to smash through a shield. 
Pulling the left trigger pulls the 
combat shield in front of you to 
provide better protection.

  If you use the shield without a weapon (which isn’t recom-
mended), then the melee attack becomes a bash instead of a 
pistol whip from your weapon, but only when the shield is in 
use. Break a shield by ignoring it and strafi ng around the side 
of the shield carrier, bypassing the defense entirely; of course, 
you’ll be under fi re as you do. For a shield carrier, however, try 
partnering the shield with the CMP-150 or DY357 for exceptional 
offense and defense.

The reload time is the 
longest of any weapon 
in the game. Change to 

a pistol while the 
recharge occurs.

Secondary Fire: A 
foe fi res, then hides. 
However, the X-Ray 
vision soon spots 

him behind two walls 
(second picture).

Damage: N/A

R.O.F.: N/A

Chamber: N/A

Max Rounds: N/A

Clip Size: N/A

Accuracy: N/A

Direct: N/A

Pistol Whip: 3

Tertiary Function: No

Specials: Blocks bullets

Cover yourself with 
the shield, shown 

fully intact, damaged, 
and severely damaged. 

You can be struck 
through the gaps.

The shield and a 
CMP—a winning 

combination!
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DEF-12 Shotgun

Notes: Packing an awesome 
punch at close range, the 
DEF-12 Assault Shotgun is 
the weapon of choice for tight 
urban environments. Its built-in 
electronics include a secondary 
radar sweep that highlights all 
local targets at the expense 
of revealing the carrier, 
and a tertiary mode where 
enemies see you as an ally 
on their radar. As standard, 
its electronics protect the 
carrier and nearby allies from 
enemy radar sweeps.

Tactics: This is an 
incredible close-quarters 
weapon, and the reason 
is simple: it infl icts enough 
damage to kill at close range. 
Skilled players hug corners, 
then ambush foes by sharply turning the corner and running at 
their intended foe. This tactic has just as much to do with timing 
as with the weapon’s power. Pull the trigger when the enemy 
is close and directly in front of you, and aim for the head and 
upper shoulders. Keep your distance and shoot for the head to 
bring down a charging maniac with a shotgun. Also remember 
that medium-range is horrendous for shotgun damage. Make 
sure you’re close enough for all 10 bullets from each shotgun 
blast to connect; this brings down anyone regardless of Armor.

  Getting in close means speed, and some shotgun practi-
tioners empty their hands to gain extra speed (and to appear 
less of a threat than they are), before breaking out the shotgun 
at the last possible moment and fi ring. To use the shotgun, you 
must know not only where every enemy is, but where they 
are likely to run to. Strafi ng and surprise are the fi nal keys to 

shotgun domination. Don’t use 
pistol-whipping unless you’re 
completely out of ammo, as the 
main reason for the weapon is 
its close-assault shooting, not 
clubbing. There isn’t a dual-
wielding option, either.

  The secondary fi re function is 
a scanner, pinging the radar and 
showing the placement of all 
enemies. This is obviously advan-
tageous as you can instantly spot 
your next victim, but you appear on 
the radar too. Use it with one or more teammates close by. Enemies 
think you’re on your own and rush you, only to fi nd three or more 
of your squad with shotguns at the ready. The tertiary fi re is a radar 
mimic; you appear as a friendly blip on enemy radar, allowing you 
to confuse and destroy a foe and move into their base before they 
realize they’re under attack. You don’t blink red while fi ring either, 
so it’s tempting to use this all the time. But don’t, as seasoned foes 
will realize what you’re doing and make a beeline for your location. 
Even better, you still appear as green on allied radar, so let your 
team know your plans to really fl ummox your foes! Enemies will 
see you as red in person. You only appear as friendly on radar. Also 
note that only the primary (radar pinging) requires recharging. 
Radar mimic can be done as often and as quickly as you desire. 
Finally, note that wielding a shotgun blocks enemy shotgun radar 
scans (shotgun primary) from picking you up.

Fists

Tactics: Don’t underestimate the 
weapons your character has to begin 
with: two fi sts. At any time during 
a mission or battle, pressing W on 
the D-pad brings up your fi sts (and 
W again cycles between them and 
the last weapon you had). Then use 
these two hams in melee combat 
when you’re reloading a weapon. 
Remember that each fi st attack 
is delayed (there’s the swing and 
strike), so time it, especially if you’re 
“dual-wielding”—also known as 
boxing! The secondary function is 
a sneaky disarm attack (also known 
as the “anti-camp”) that allows you 
to steal an opponent’s weapon. Walk 

Damage: 250+

R.O.F.: Slow

Chamber: 6/load chamber

Max Rounds: 80

Clip Size: Small

Accuracy: Low

Direct: Direct

Pistol Whip: 3

Tertiary Function: Yes

Specials: Scanner, radar mimic

Primary Fire: A blast 
of 10 shards of lead 

is devastating at close 
quarters.

Secondary Fire: 
A radar sweep, 

showing foes on 
the radar. Note the 

gray radar wave.

Tertiary Fire: A radar 
mimic; you’re on the same 

team, until execution 
occurs!

Zoomed Capabilities: 
A little closer with the 
aim, and the shotgun is 

just as deadly.

Damage: 40

R.O.F.: N/A

Chamber: N/A

Max Rounds: N/A

Clip Size: N/A

Accuracy: N/A

Direct: Direct

Pistol Whip: N/A

Tertiary Function: N/A

Specials: N/A

Tertiary Attack: 
The left hook

Primary Attack: 
The right hook

Secondary Attack: 
Steal weapon
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into an area, run to a foe with a 
weapon you wish to steal, time 
your attack perfectly, and grab 
the armament. Then destroy it 
or use it against its erstwhile 
owner! You can’t fi ght with 
both fi sts if you’re carrying 
a fl ag, but the fl ag itself is a 
really fast unarmed attack, and 
it’s useful to learn the timing 
of the strikes with the fl agpole. 
Of course, punching a foe isn’t 
wise if they have a weapon; 
when facing an unarmed 
opponent, stay at range unless 
you have a shotgun, then weave so it doesn’t get grabbed.

Flashbang Grenade

Notes: Explodes with a blinding 
light and deafening noise that 
temporarily confuses and disori-
entates enemies, allowing for quick 
follow-up attacks. Look away from 
deployed Flashbangs to avoid 
being blinded yourself. The Flash-
bang’s secondary function allows it to be equipped together 
with any of the pistols.

Tactics: Although it offers similar trajectory tactics as 
other grenade weapons (see below), this weapon is unique 
because a detonating Flashbang grenade blinds a foe for a 
few seconds. Jump around a corner, throw the grenade, then 
duck back away from the explosion. Then charge in and mop up 
the disorientated foes. Thrown at choke points, this grenade is 

great for stopping advancing foes when used with team tactics 
(one grenade-thrower is backed up by snipers or a “mop-up” 
crew). Use any close-range weapon with this grenade. The only 
problem is getting close enough to a foe to use it, so carry this 
mainly in confi ned spaces, and keep a few friends nearby; it 
takes quite a few people to instigate a Flashbang rampage.

Fragmentation Grenade

Notes: A small high-explosive 
fragmentation device with a four-
second fuse that allows it to be 
bounced around corners. Like the 
Flashbang, the grenade’s secondary 
function allows it to be carried 
together with any of the pistols.

Tactics: Don’t ignore the Frag Grenade. It’s one of the game’s 
most impressive and powerful weapons, simply because each 
one is a one-shot (or in this case, one-lob) kill. It can also be 
dual-wielded with another weapon. The DY357 is a favored pistol 
to combine with a grenade: Arc a grenade into a foe, then pick 
him off with the pistol. Try fi ring the DY357’s decoy attack so a 
foe comes into grenade range, and lob the device at the foe with 
covering pistol fi re.

  Grenades can be thrown instantly, as they have a four-second 
fuse and usually bounce after landing. Or, you can hold for three 
seconds and throw a grenade so it instantly explodes on a target. 
If you’re profi cient with Frag Grenades, you can lob a single one 
into a room, clearing it of foes, or throw it at the fl oor to roll it. 
This is especially handy if you can’t reach or enter the room for 
some reason (due to it being above you, for example). In multi-

Only left hooks are 
available when you’re 

carrying a fl ag. Drop it 
and defend!

Damage: N/A

R.O.F.: Slow

Chamber: N/A

Max Rounds: N/A

Clip Size: Tiny

Accuracy: Low

Direct: Indirect

Pistol Whip: N/A

Tertiary Function: No

Specials: Blinds

Whiteout! This is what 
a victim sees on the 
receiving end of a 

Flashbang.

Throw the grenade, ideally around a corner, 
then charge in after the explosion and shoot 

blinded foes.

Damage: 250+

R.O.F.: Slow

Chamber: N/A

Max Rounds: N/A

Clip Size: Tiny

Accuracy: Low

Direct: Indirect

Pistol Whip: N/A

Tertiary Function: No

Specials: Explosive

The instant explosion: 
Unhook the grenade, 
wait for the counter 

to reach zero, 
and throw.

The timed explosion: Throw the grenade immediately, 
and watch for the counter to reach zero.
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player modes such as Dark 
Ops, you’re guaranteed six 
kills (the number of grenades 
you can carry), effectively 
making grenades more 
powerful and useful than a 
Rocket Launcher. However, 
the grenades are just as 
powerful when they detonate 
on friendly teammates, so 
be aware that they don’t 
discriminate!

  Defending against grenades 
is trickier the more confi ned 
the space is. Back up and dodge the rolling grenade; impact 
grenades are obviously much more diffi cult to weave around, 
as they explode on contact. The secondary fi re function switches 
out a pistol or SMG, allowing quick fl icks between weaponry. A 
CMP-150 and a grenade is a lethal combination and nightmare 
for enemies. Or, you can use all your grenades, then drop a UGL 
as your enemy closes in, covering your tail after running out of 
grenades; it’s something lethal your foes won’t be expecting. 

Hawk Boomerang

Notes: This experimental oddity 
allows the user to lock on to 
multiple enemies and target them 
with a single shot of its tungsten 
alloy blade. The Hawk uses minia-
turized anti-grav to extend its 
fl ight time and to power 
its secondary function, a 
projected force fi eld that 
protects against explosives 
such as grenades, rockets, 
mines, barrels, and Plasma.

Tactics: This nasty-looking 
blade is thrown, ideally slices 
through one or more foes, 
then returns to the user’s 
control shortly afterward. This 
is a powerful piece of killing 

equipment, as it defeats any 
unarmored foe no matter 
where it hits them. It takes 
an additional strike if the 
foe is wearing Armor. As the 
Hawk appears on your hand 
automatically, you can never 
run out of ammunition. It 
also locks onto targets, and 
continues to attack them as 
they (and it) moves forward 
and strikes again on the return 
journey back to you, effectively 
enabling a double strike. A 
takedown would occur, for example, in a room full of unarmored 
foes, where the Hawk is released, slices through multiple victims, 
homing in on them automatically, and hitting farther foes after the 
fi rst victim falls, and also on the return journey.

  The Hawk’s main drawback is that each throw takes a long 
time to complete. Make every throw count. Use the aim to 
lock onto an enemy (he or she is outlined in yellow) to ensure 
evisceration! Employ the exceptional secondary function, the 
shield that defl ects explosives, rockets, and grenades! Use the 
shield to charge in, and then attempt melee combat with the 
Hawk; two hits takes a foe down, and the shield can be active, 
meaning you’re invulnerable to explosives as well! 

  Defending the Hawk’s ranged attack is diffi cult as the blade 
cannot be shot out of the air. Stay away once it passes, as you 
are vulnerable until it comes back to its user (and it can rip 
through you on the return path). If the Hawk gets stuck around 
a corner, it teleports back to the user after six seconds (the best 
time to retaliate). The Hawk is insanely powerful for what it is; a 
fairly cheap blade with unlimited ammunition. In Infection and 
Onslaught modes, where opponents have no armor, it can mow 
down entire teams in choke points and bounce down hallways 
slicing multiple foes. Unlike a Rocket Launcher, it never runs out!

Multimine

Notes: A powerful deterrent 
to prevent tailing enemies, the 
mine can be deployed to detonate 
when enemies approach it. Or use 
its secondary function, planting 
trails of mines to detonate when 
triggered.

Instant grenades 
with a pistol or SMG 
back-up creates an 
incredible threat.

Damage: 250+

R.O.F.: Slow

Chamber: N/A

Max Rounds: N/A

Clip Size: N/A

Accuracy: High

Direct: Indirect

Pistol Whip: 2

Tertiary Function: No

Specials: Shield

Primary Fire: The 
throw and strike is 

impressive and deadly.

Secondary Fire: A 
protected shield to 
fend off attackers.

Primary fi re at range is 
just as devastating if you 

line it up correctly.

Damage: 250+

R.O.F.: Slow

Chamber: N/A

Max Rounds: N/A

Clip Size: Tiny

Accuracy: Low

Direct: Indirect

Pistol Whip: N/A

Tertiary Function: No

Specials: Remote explosive

Deposit a mine in an 
inconspicuous place, 
ideally at the corner 
of a doorway that’s 

diffi cult to see.
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Tactics: This simple device is a proximity mine that 
explodes when a friend or foe comes within its trigger radius. 
Eight mines can be thrown, either for proximity purposes 
(the primary fi re function) or to be detonated via remote 
(secondary fi re). You can mix up the number of proximity 
or remote mines in any combination to the maximum of 
eight. As you’d expect, Multimines are mainly used at choke 
points to defend bases, fl ags, and preferred weapon pick-up 
points. If you’re struck by one of these mines, move back! The 
explosion also pushes you, so running toward the center of the 
explosion will essentially keep you standing still (and kill you).

Viblade

Notes: A resonating-
edge blade of unknown 
origin, the Viblade is 
a fearsome weapon 
in trained hands. Its 
secondary function creates 
an impenetrable wall that 
defl ects bullets straight 
back at the fi rer.

Tactics: The vibration 
blade, a stunningly 
sharp piece of killing 
equipment, allows 
melee combatants to 

swing into a foe at reasonably fast speeds. You can whip 
three strikes into one fl uid combo attack. Get in close and 
chop. The damage is permanent, not shocked, meaning 
foes smart from your hacking sooner rather than later. 
Another benefi t is that you don’t show up on radar 
when you’re attacking, making this an excellent 
sneaking weapon; tiptoe up to a foe, and slice away!

  The Viblade’s secondary 
function is a shield. It refl ects 
bullets away from the user, 
but cannot do the same for 
explosives. The shield effects 
last only a few seconds, and 
the shield is mainly used offen-
sively. Run at a foe with your 
shields raised, then switch 
off the shield as you reach 
melee combat range (you 
can’t attack with your shield 
up!), and begin to hack with 
full health, rather than being 
cut down en route. If you 
spot a foe charging you with 
a shield up, simply back up 
until the shield runs out, and 

blast from afar (anywhere 
farther than melee 
distance). Take 
advantage of 
this and a second 
weapon to make 

a devastating 
“pair” that 
you alternate 
between. The 
ultimate stealth 
assassins tend 
to go with a 
Viblade and 

Plasma, using 
the cloak 

as extra protection, and creating a power 
fi ghting machine that relies on bladed 
takedowns, not ranged ordnance.

Automatically detonating 
mines blow up when the 

victim walks nearby.

Or, use the detonator in 
your left hand, if you’re 

quick enough!

Throwing mines in melee combat is madness, but 
worth considering if you’re without other armament!

Damage: 250+

R.O.F.: Slow

Chamber: N/A

Max Rounds: N/A

Clip Size: N/A

Accuracy: N/A

Direct: Direct

Pistol Whip: N/A

Tertiary Function: No

Specials: Block

Primary Attack: 
Slashing quickly 
produces a three-

hit combo.

Secondary Attack: 
Defl ect incoming fi re 

with this shield.

Viblade and Plasma: a 
winning combination!

You are given a worthy gadget automatically as 
you begin each mission and diffi culty. As you 
complete each diffi culty, you can explore the 
level again, trying a new gadget as they become 
unlocked. 
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14

11

00.01 
Offi ce: Laser Doorway

1  Laser Doorway

00.02 
Crate Room

2  Crates to smash 
through

3  Blue lasers to roll 
under

00.03 
Offi ces

4  Entrance

 Camera

00.04 
Computer Room

5  Locked door

00.05 
Core Room

6  CamSpy detonation 
point

7  Joanna Dark 
commencement point

00.06 
Bio Lab Room #1

8  Rescue scientist from 
this point

00.07 
Bio Lab Room #2

9  Spiderbot on exit 
lock

00.08–00.09 
Submersible Hangar 
(two views)

10  Entrance and 
command room

11  Exit to elevator and 
interior platform

00.10 
Facility Launch Pad

12  Entrance from 
elevator and facility 
interior

13  Elevator to rocket 
platform

14  Exit

LEGEND

AREAS OF INTEREST
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 Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Pacifi c Ocean

This mission is a true test of your 
capabilities as a fully trained operative. 
After learning basic combat and control 
techniques, you must make your way 
through a maze of dataDyne corridors, 
shooting enemies, equipment, 
unlocking doors, before unleashing 
a CamSpy Bot to destroy the main 
DataCore. This causes a major 
malfunction in all the SpiderBots, 
and chaos reigns. 

You can help or ignore a group 
of scientists struggling to escape 
as you head through the main 
facility hangar to an elevator 

leading out of this ocean base. Once you reach the launch pad, 
a vicious fi refi ght breaks out, and after you’ve defeated the 
enemies, you commence a fi nal ascent of the main launch pad 
elevator. Afterward, you realize this was just a test of your skills. 
The real operation hasn’t even started yet!

Battle Tactics

After you step out of 
the elevator, Chandra 
lets you know that the 
entrance ahead is being 
sealed by a SpiderBot 
on a repair sequence. 
Simply look up and aim 
at the body of the bot, 
and shoot it once (use 8) 
with your P9P. It explodes 
and drops to the ground 
with a clank. 

DATATHIEF (EQUIPPED)* CAMSPY (EQUIPPED)* P9P (EQUIPPED)*

MAGSEC 4* LAPTOP* SUPERDRAGON*

FALCON* UGL*

“No time to hang about; shoot it and get out!”
—Chandra

Primary Objective: Evade 
dataDyne Security (All)

Primary Objective: Destroy 
CPU (All)

Primary Objective: Escape 
Trinity Platform (All)

Secondary Objective: Escort 
Scientists to Elevator (All)

Secondary Objective: Deploy 
Sentry Gun (Secret and 
Perfect/Dark only)

PRIMARY OBJECTIVE
DESTROY CPU BEGINS!

You can’t move! Don’t fret; you are learning 
the various aiming techniques right now, and 
full movement will be restored once you 
destroy the SpiderBots sealing this door.

FAC-16*

                   Player 1 is Joanna Dark. Player 2 is Chandra Sekhar. 
                  Cooperative mode begins with both players inside the elevator
      shaft, shooting at SpiderBots.

Cooperative Operatives

*These are all virtual weapons (you don’t unlock them on Level 0).
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“What is it with those 
things?!” Chandra 
instructs you to destroy 
two more SpiderBots 
scuttling in from the 
left and right sides of 
the door. Look j and 
l using k, and fi re on 
them both. The door’s 
light changes from locked 
(red) to unlocked (green).

“Get going!” instructs 
Chandra. It’s best not 
keep the lady waiting, 
so maneuver through 
the door using g (click 
to crouch), and make 
an immediate left turn. 
An unlocked, but closed 
door awaits you. Use 1 to 
open the door. After the 
door sections part, step 
through to the next room.

You enter a small 
offi ce. Inspect the desk 
immediately to the 
left as you walked in. 
Take the additional P9P 
ammunition resting 
on it. Chandra lets you 
know about a single-
laser trip wire on the exit 
doorway ahead and left 
of you. Simply crouch 
by pressing down on b 
(click to crouch), and move under the wire. Standing up causes 
you much pain! 

Head up the ramp, and 
make a right turn (the 
door ahead is fi rmly 
sealed). Move up the 
second ramp and 
through the doorway 
to a small warehouse 
with crates scattered 
about. Sidestep right as 
you enter, up one more 
small ramp on the right. 
Chandra chimes in again.

After Chandra comments 
about the extra security 
to guard a room of 
crates, she instructs you 
to head for the exit door. 
The quickest method is 
to turn left immediately 
after the small ramp, and 
smash the two crates on 
the left using 2.

Head down the short 
steps, turn right, and 
move to a doorway 
guarded by a triple laser 
defense grid with sentry 
guns on the other side! 
Don’t get winged by 
these automated turrets! 
Chandra wants you to 
dash through the grid 
(the lasers are blue, and 
won’t harm you).

Once you maneuver under the laser trip wire, 
press g (click to crouch) once again to stand 
up; you don’t want to continue through this 
mission shuffl ing along in a crouch!

You can destroy as many crates as you like, 
but you can’t climb over them. You can shoot 
them, but this simply wastes ammunition, 
as Chandra will sternly inform you.  There 
is nothing of value in these crates. When 
items are hidden, they are mentioned in this 
Walkthrough in missions to come.

PRIMARY OBJECTIVE
EVADE DATADYNE SECURITY BEGINS!

Although Chandra tells you to dive through, 
on harder diffi culties you must be stealthy and 
shoot the sentry guns out. There is no Armor to 
restore you, and the sentry guns infl ict massive 
damage to your Armor. Shoot them out fi rst and 
you will not be harmed when diving through.
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Once through the door, 
turn right, enter a small 
offi ce, and head left. 
Stop as you reach the 
end of the wall on your 
right. Step and take 
cover (using 1), pressing 
yourself against the wall 
end. Aim at the security 
camera with your target 
reticle, wait for it to turn 
red, then fi re.

With the camera 
destroyed, you can enter 
a server room that’s 
serviced by two guards. 
You can choose from two 
methods of securing this 
room: either hiding and 
shooting, or a stairwell 
assault.

Guard Takedown 
Method #1: View 
from the Bridge

Use 1 to take cover 
behind the low balcony 
wall in front of you (or, 
simply stand and look 
down; the guards aren’t 
that impressive with their 
weapons). Line up your 
P9P reticle with the head 
of each guard, and drop 
them both.

Guard Takedown 
Method #2: Slaughter 
from the Stairs

The second, slightly 
more hazardous (but 
quicker) option is to jog 
down the stairs to the 
left, sidestepping while 
facing right and dropping 
both guards as you reach 
the base. If they hide 
behind the servers, dash 
directly to them and aim 
for the head.

When maneuvering through the trip wires in cooperative mode, one or 
both players must shoot out the automated turrets.

Cooperative Operatives

Let P1 take cover and blast the camera while P2 hangs back and waits 
for the explosion. Then P2 should move fi rst through the doors to engage 
the guards in the subsequent room.

Cooperative Operatives

These two guards drop more P9P ammunition. 
Be sure you pick up all the clips!

Have one player remain at the top of the steps, or near the bottom of 
them to begin a fi refi ght and aim at one guard, while the second player 
sneaks around behind the servers and polishes off the second guard. 
With teamwork you can neutralize these guards in half the time!

Cooperative Operatives



38 PRIMA OFFICIAL GAME GUIDE

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

Gadget Time
DataDyne is getting wise to 
your little infi ltration and has 
locked the exit door. It must 
be hacked. Move to the door’s 
controls (to the left of the 
doorway itself), and press a 
on the D-pad to bring up your 
DataThief. Now unlock the door.

Step through the door, and 
Joanna moves into, and then 
studies, a laboratory and a 
giant maintenance hangar. 
Moving to peer over an upper 
gantry point, she spies a giant 
pulsating power plant. This 
must be the DataCore! She 
produces a CamSpy. You begin to control it.

Using the relayed and grainy 
CamSpy footage, steer your 
fl oating drone forward (using 
the left stick), and then turn 
left. You’re looking for this 
maintenance duct (right) at 
the end of the right wall. Enter 
it carefully, but don’t worry 
about hitting the duct walls; 
the device is sturdy.

The duct is blocked by a small laser mesh. Look left and right 
(using the right stick), and you’ll see two circuits that power 
the mesh. Use your CamSpy’s primary weapon to discharge 
electricity into the circuits, shorting them both. Continue through 
the duct, and then drop into a cylindrical pipe. The CamSpy lands 
on the fl oor below. Look around until you spot a duct connecting 
to a second pipe, this one with steam rising from it.

Fall to the base of the steaming vertical pipe, and press onward 
to another small duct. This leads to another small laser mesh. A 
single circuit powers this, but it is cunningly placed above you. 
Look up and blast it! Then maneuver through and drop down 
to your fi nal duct. Turn left and look for the exit duct with the 
DataCore hologram circles. Push through here, then use the 
CamSpy’s secondary fi re function (+) to detonate when you’re 
right next to the core.

A massive chain reaction rips through the core, shaking the 
facility to its very foundation. SpiderBots begin to malfunction, 
attacking dataDyne employees at random! Joanna, hearing the 
successful detonation, begins her escape, and heads for the 
landing platform with Jack.

Although the camera has a fi sh-eye lens and 
is somewhat confusing, the path is straight-
forward—literally! You don’t need to turn and 
look around; just move in a straight line to 
the next vertical pipe, and drop into it.

PRIMARY OBJECTIVE
EVADE DATADYNE SECURITY COMPLETE!

Note that in Cooperative mode, both P1 and P2 each need to hack the 
door locks (there are two) on either side of this door. Most locked doors 
are activated in this manner in Cooperative play.

Cooperative Operatives

Notes on how the DataThief works can be 
found in the Equipment section of this guide.
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SpiderBot Sabotage

Move forward and 
through the doorway. 
Turn left to the only 
available exit—an 
unlocked door—and 
open it. Once through 
into a laboratory of 
some kind, turn right. 
Listen for the shouts 
coming from up ahead. A 
dataDyne scientist needs 
assistance.

When you reach the glass 
casement at the far end of 
the laboratory, look for a 
scientist clad in breathing 
apparatus hiding inside, 
while seven SpiderBots 
scamper around the outside, 
attempting to corner him. 
Saving the scientist’s life 
is necessary to proceed, 
as only he can open the 
blast doors blocking your 
progress. Begin to system-
atically shoot all seven 
SpiderBots off the casement. 
Use one bullet to tag each 
SpiderBot. Expect a yellow 
SpiderBot in the hallway, 
two in the room with the 
scientists, a few at the 
bridge in the hangar, and 
some near the elevator. 
Once all are destroyed, the scientist exits, exclaiming, “Those 
SpiderBots were going to have me for lunch!”

The scientist heads to a computer terminal near the exit door, 
and programs it to unlock. He then grabs a gun and attempts 
to fl ee the facility. Follow him through the door, or simply 
match his route by moving right, into a circular inspection pod 
chamber. The middle of this chamber has plant life behind a 
sealed glass panel. Ignore this and move quickly around in a 
clockwise fashion. Look left along the outer wall to the next 
doorway. Head through it.

This is the easiest way to 
reach the next laboratory 
room, in which a couple 
of scientists are waging 
war against malfunc-
tioning SpiderBots. 
Although you can turn 
right and blast these 
mechanical arachnids, 
it’s better to head 
left, around the blue 
hologram readouts, to 
a locked door. On closer 
inspection, it appears a 
SpiderBot is “mating” 
with the door switch! 
Blast it immediately, then 
activate the door.

PRIMARY OBJECTIVE
DESTROY CPU COMPLETE!

PRIMARY OBJECTIVE
ESCAPE TRINITY PLATFORM BEGINS!

Rescue the scientist at the earliest possible moment by sweeping 
the SpiderBots from opposite sides of the structure. Have one player 
responsible for two walls, and the other for the remaining two. Quickness 
and accuracy are then ensured.

Cooperative Operatives

Make sure you take careful aim at the 
SpiderBots with yellow eyes; they’ll explode 
like land mines when shot, doing massive 
damage to all surrounding SpiderBots, 
guards, scientists, and players.
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Head through the door 
you just activated, and 
ignore the path to the 
left and the door ahead; 
these lead nowhere. 
Instead, turn right and 
move down the corridor.  
Just before you reach a 
second inspection pod 
chamber, look to the left 
wall. There’s a weapon 
rack holding FAC-16s. 
Upgrade your weapon if you like, then turn around.

A short corridor ends at 
a door. Go through the 
door and you emerge 
in a small connecting 
chamber where a facility 
guard is fi ghting more 
scuttling SpiderBots. You 
have a choice, depending 
on your thirst for combat.

Plan #1: Pacifi st
Upon entering the 
connecting chamber, you 
can opt to ignore every 
single SpiderBot and 
guard you see. SpiderBots 
will still attack you, while 
guards will not. The 
benefi t of this peaceful 
plan is that you save 
ammunition. However, 
you don’t pick up the 
Magsec 4 (an excellent 
new pistol).

Plan #2: P9P 
Punishment
Or, you can blast the 
SpiderBots with your P9P, 
and optionally any guards 
that get in your way. After 
this, run through the 
hangar area, pausing only 
to destroy more robot 
arachnids. You won’t be 
targeted by the guards 
(they’re preoccupied by 
the SpiderBot problem), 
but you won’t pick up a 
new weapon, either.

Plan #3: Packing Fists
The most bloodthirsty 
(and entertaining!) of the 
three plans is to employ 
your fi sts for the fi rst 
time. When you enter the 
connecting chamber, or 
any time after this point 
when you see a guard, 
switch to your fi sts using 
w (D-pad: up for unarmed 
mode, down to drop 
weapon). Then simply 
walk, unarmed, into a guard and grab his weapon, the Magsec 
4, with +. This, however, alerts all the other guards in the 
immediate area, so begin a methodic takedown of each. Or run!

With two operatives in this area, exiting this laboratory becomes much 
easier. Have one player head left to destroy the SpiderBot on the exit 
door control, while the other heads right, around to the opposite side of 
the room to destroy all the SpiderBots. Then meet up at the exit. Both 
players must each hack a lock to the next door.

Cooperative Operatives

Although the secondary objective is to escort 
the scientists to the elevator leading out of 
this facility, this doesn’t become taxing until 
you reach an elevator later in the mission. 
Simply maneuver into the next chambers and the 
scientists follow, grouping at the elevator itself.

The guards of this facility are reoccupied with the 
SpiderBot threat, and they won’t attack you if you ignore 
them. However, once you attack any of the guards, expect 
a retaliation from every one of them. Only the Yellow 
Spiderbots are a deadly threat, as it is imperative you keep 
away from them on higher diffi culties due to the damage to 
armor they infl ict (there is no armor to pick up).

Secondary Objective
Escort Scientists to Elevator Begins!
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Hangar Shenanigans
Whatever your plan, head 
straight through the doors to 
the continuation of the corridor, 
through another set of doors, 
and into a command chamber, 
where guards are fi ghting for 
their lives against a swarm of 
SpiderBots. Guards are milling 
about here. Either ignore 
everyone and shoot only the 
SpiderBots, or deal with the SpiderBots and the guards. 

Head left, down the ramp via the 
opening on the left wall. Chaos 
reigns throughout this massive 
hangar. Watch out for SpiderBots, 
as they’re everywhere, and 
optionally defeat any nearby 
guards. Then turn right, and head 
down the ramp to the hangar 
fl oor below.

By now, you should have 
noticed one or more scientists 
armed with pistols who are 
following your plan of escape. 
Turn around to check that one 
is following you, then move 
across the hangar, maneu-
vering left through stacks of 
equipment, along the left side 
of some large energy coils, 
until you spot an opening leading down this ramp.

This leads to a lower platform 
with stacks of canisters and a 
load-lifter in one corner. Ignore 
these and head through the 
door at the platform’s left side, 
into an undersea corridor with 
a waiting scientist. Follow the 
corridor around until you reach 
an elevator.

Elevator Engagement
After you enter the 
elevator shaft, you must 
hold off the SpiderBots 
while a scientist tries to 
summon the elevator. 
It’ll take longer for the 
elevator to arrive as the 
diffi culty level increases 
from Agent to Perfect 
Agent. Instead, turn so 
you’re facing the corridor 
you came from, and as 
the scientists arrive, look 
along the wall. There’s a rack with a Laptop inside. Grab it, then 
train your pistol on the SpiderBots in this area.

The next couple of 
minutes are frantic, and 
require precise aiming 
at a limitless supply of 
incoming SpiderBots 
running down from 
the elevator shaft 
above you. Take aim 
at the oncoming rush 
of enemy SpiderBots. 
Specifi cally aim for the 
ones with yellow eyes. 
Taking out one of those will cause it to explode, destroying 
the surrounding SpiderBots as well. Don’t allow them to reach 
either the elevator or any waiting scientists. Keep precisely 
aiming and blasting!

You can, of course, head up to a balcony along 
the left side of the hangar. This is only useful 
for dealing with guards and seeking cover 
(hide behind the railing wall and shoot out at 
incoming guards if you’re prone to violence). 
Make sure the scientists are following you and 
get through to the elevator before you do. 
Otherwise the door may seal them in the hangar 
and you’ll fail the Escort Scientists objective.

If you do shoot a guard, make sure all of them are 
slain before you reach the elevator. In addition, 
pick up an additional Magsec 4 from a fallen 
guard prior to the undersea corridor so you can 
dual-wield against SpiderBots in the area to come.

Do not use the Laptop in this zone until you 
have exhausted all the bullets from your 
pistol. You need the heavier fi repower for the 
fi nal part of this escape.

Secondary Objective
Deploy Sentry Guns Begins!

Pick up the FAC-16 from the weapon locker on 
your left. Use the grenades and scope to take 
out SpiderBots. Remember, you can only have 
fi ve grenades, so use them wisely.
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After around 12 
SpiderBots have been 
successfully neutralized, 
you should begin to 
notice more SpiderBots 
appearing from the 
corridor you came from. 
Train your weapon on 
them, and keep a constant 
vigil on the scientists 
to ensure they aren’t 
wounded by SpiderBots 
sneaking in from the 
shaft; these still keep coming, too!

Quickly enter the elevator 
and make your way up 
top. The longer you stay 
after the elevator arrives 
the more damage the 
SpiderBots will do to 
your armor.

Launch Pad Lunacy
As you reach the upper deck 
and exterior, switch to your 
Laptop. As the scientists 
disperse ahead of you, 
stay near the exit to the 
launch pad, and survey the 
enemies. Bring your new 
weapon to bear on a group 
of enemies beyond the left 
turbine, destroying a group 
of exploding barrels.

Although running in with 
guns blazing is feasible on 
Agent or Secret Agent levels, 
for the stealthy option on the 
higher diffi culty settings, you 
must seek cover and take 
out enemies from afar. Either 
move back into the elevator 
exit, or into the opposite 
covered entrance to your left.

Begin a series of explosive 
countermeasures against the 
enemy. Shoot the red barrels 
so they detonate and catch 
enemies in splash damage. 
Use the interior of your 
entrance location as cover, 
and once the nearby foot 
soldiers are taken care of, 
step out onto the deck.

You may be running low 
on ammunition during this 
fracas, so step out from your 
hiding position and charge 
any nearby foe, blasting 
him in the head, and picking 
up any ammunition he 
drops. Then dash back into 
cover, either behind the 
various generators in the 
yard, or into the elevator 
entrances again.

The invasion of the SpiderBots isn’t quite as frantic when there are two 
operatives to take them down. There are up to four Laptops to utilize, meaning 
you can employ the weapon’s Sentry Guns and still have the weapon for the 
exterior fi refi ght. At the elevator meanwhile, one player should aim at the wall 
of SpiderBots, while the other concentrates on the corridor.

Cooperative Operatives

Secondary Objective
Deploy Sentry Guns Complete!

Secondary Objective
Escort Scientists to Elevator Complete!

Before exiting, grab a SuperDragon from the 
weapons locker on the wall.  Use the grenades 
and the fast rate of fi re to wreak havoc all 
over the deck.
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When the initial courtyard 
is cleared, move to the 
generators, and check the 
locations of enemies in the 
area. Don’t shoot friendly 
troops, including Jack (your 
reticle turns green when you 
target friendlies). Instead, 
focus your fi repower on 
enemy stragglers.

You must quickly secure 
the launch pad, but 
you don’t need to take 
down all the enemies, 
especially those behind 
or away from the main 
launch pad elevator, 
which is your exit from 
this mission. Avoid being 
struck while making an 
open-air sprint by diving 
into a roll.

When the coast is clear, 
or you are able to make 
the dash, move to the 
steps of this launch pad 
elevator platform, ideally 
from the left side of the 
left turbine (as it offers 
the most cover). Bound 
up the steps, and the 
elevator begins to rise.

Look down, around, and 
up as you ascend near 
a gigantic rocket, with 
two dropships studying 
your progress. It isn’t 
necessary to shoot these. 
You do, however, need 
to aim and blast the 
incoming Jetpac soldiers!

Once you’ve reached the 
very top of the launch pad 
elevator, step out onto 
the upper deck platform 
with Jack, and run to this 
gantry area and door. If 
one or more scientists are 
still standing on the launch 
pad, your secondary 
objective has succeeded. 
Your virtual combat 
training is now complete!

Attacking the launch pad with two operatives is only half as diffi cult. 
Keep in constant radio contact and drop enemies immediately so the 
player without the Laptop can take a heavier weapon. Then have one 
player secure the left side of the area, and the other takes the right side, 
near the turbines. Watch the friendly fi re!

Cooperative Operatives

Enemies drop Laptops, UGLs, Falcons, and 
SuperDragons. Unfortunately, Mission 0 is 
only a training mission, so the weapons you 
collect won’t be unlocked.

When you have completed your sweep of enemies (it is much easier 
to defeat them all with a partner), move onto the launch pad elevator 
and ride it up. If one player misses the elevator, there’s a reserve lift 
on the other side of the rocket. However, both players will have to deal 
with Jetpacs and dropships on their own, so it’s advisable to have both 
players and Jack on a single elevator.

Cooperative Operatives

PRIMARY OBJECTIVE
ESCAPE TRINITY PLATFORM COMPLETE!

On higher diffi culties you will be surrounded 
by Jetpacs. If you are going for a high score 
and kills you must take a sharp aim to kill them 
quickly. If you are determined to complete the 
objective then drop your weapon (D-pad up) 
and sprint to the gantry door.
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AREAS OF INTEREST

01.01

01.04

01.02

01.03

01.05

1

2

3

4

5
6 7

8

9

10

11

12

13 14

15

LEGEND
01.01
Nightclub Exterior: Helipad, 
Main Courtyard, Nightclub, 
Alleyway.

 Enforcer location

1  Nightclub main doors

2  Steps exit

3  Alternate alleyway (to 
warehouse)

01.02
Warehouse Exterior: 
Warehouse, Back Alleys, 
Elevator, Basement Entrance

 Enforcer location

4  Warehouse entrance

5  Killian’s boat location

6  Control room (PDA)

7  Warehouse exit

8  Elevator

9  Zipline

10  Nightclub basement entrance 
(and weak wall for DemoKit)

01.03
Nightclub Interior: Main dance 
fl oor, stairs up to balcony

11  Entrance from basement

12  Entrance from main doors

01.04
Nightclub Interior: Third-
fl oor Bar

 Enter here, secure bar, head 
up stairs to gantry exit.

01.05
Nightclub Interior: Fourth-
fl oor VIP area

13  Stairs from third fl oor

14  Sentry gun switch

15  Corridors to Killian’s room
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 Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Hong Kong

Jack: “Okay kid, here’s your chance to show me you’re ready 
for a live op. Chandra just got off the wire. Word is some 
scientist, name of Zeigler, has been snatched by the local 
Triad gang.”

Chandra: “I’ve been monitoring their comms. They’re trading 
this Zeigler guy to a bunch of suits on the mainland. Straight-
up cash deal for the kind of money I can only dream about.”

Jack: “Good thing for Zeigler he’s got friends with deep pockets. 
Right, Chandra?”

Chandra: “He’s got a private benefactor willing to pay top dollar 
for his extraction. The plan is, Jack goes in and snatches him, 
before they make the trade.”

Jack: “While I’m inside I need you to I.D. the enforcers that patrol 
the perimeter. Remember, that gun is for your protection—
stay outta sight. They can’t shoot what they can’t see.”

Chandra: “Radio in if you need help. Jack, your call sign is 
Point Forward. Jo, you’re Dark Zero. I’ll be ready with the 
powerboat for the getaway.”

Jack: “One last thing: if the lead starts fl ying I want both of you 
to get to safety. I can look after myself. Understand? Good. 
Suit up, and move out. Call me on approach.”

Infi ltrating the Triad hideout takes stealth, followed by optional 
takedowns. Sneak to a waterfront courtyard platform, scan 
the fi rst enforcer, then head to an alleyway and blow the lock 
to a warehouse area. After taking down a patrolling guard 
perfectly, scan the second enforcer and then completely secure 
the warehouse, blowing up a powerboat in the process. Locate 
a keycard to exit, then ride an elevator up to scan the third 
enforcer. Descend, and enter the nightclub via one of two 
entrances. Limit civilian casualties, then ascend four fl oors, 
taking down Triad thugs as you go, on a search for Jack Dark, 
who’s spending time with the Triad leader….

Battle Tactics

Chandra’s boat comes into 
view, passing a buoy in the 
outer harbor while Joanna 
scans the courtyard in front 
of the known Triad nightclub 
and operations warehouse. 
After IDing some probable 
suspects, Chandra pulls the 
boat up to the dock. Joanna vaults out.

After the boat disembarks, 
bring out your silenced P9P. 
If you’re heard while on this 
recon mission, you’ll fail it. 
As Chandra leaves, begin to 
look around the lower pier for 
enemies.

DATATHIEF (RECOMMENDED) DEMOKIT

AUDIOSCOPE (EQUIPPED) P9P (X2 RECOMMENDED) FALCON

DEF-12

“Here’s your chance to show me you’re 
ready for a live op.”

—Jack

Primary Objective: Identify Enforcer #1 (Agent/ 
Secret/Perfect/Dark)

Primary Objective: Identify Enforcer #2 (Secret/ 
Perfect/Dark)

Primary Objective: Destroy Killian’s Powerboat 
(Perfect/Dark only)

Primary Objective: Identify Enforcer #3 
(Perfect/Dark)

Primary Objective: Locate Jack Dark (All)
Secondary Objective: Evacuate Civilians (All)
Secondary Objective: Disable Sentry Guns (Secret 

and Perfect/Dark only)

LOCKTOPUS

UGL FRAG GRENADES

PRIMARY OBJECTIVE
IDENTIFY ENFORCER #1 BEGINS!

Although you never acquire the Super Dragon on 
this level, you are able to collect it on subsequent 
missions, then return to this level and use the Super 
Dragon to beat the level on a higher diffi culty.
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The fi rst enemy to 
neutralize without deadly 
force is the guard sitting 
on the crates ahead of 
you. Move slowly up 
behind him, and then 
pistol-whip him on the 
back of the head with 
your weapon. If you shoot 
him instead, Chandra 
nags you, so stay silent 
and professional.

The usual place to fi nd 
the second guard is 
trudging through the dark 
pier near the right steps 
(although sometimes he’s 
near the fi rst guard you 
tagged). Sidestep around 
the corner quickly, bring 
your weapon to bear 
immediately on this foe’s 
cranium, and drop him 
quietly.

With the lower pier area secured, turn left at the point you 
whipped the fi rst guard, and head up and right, to the top of 
the steps. Be extremely quick, sidestepping to the right, on 
the upper balcony, and face the courtyard below. Bring out 
your AudioScope. Focus on the enforcer with the green square 
target, and listen to him until the target turns blue. Then quietly 
retrace your steps, back down the stairs to the pier.

Once back on the lower 
pier, move around the 
right side. If you didn’t 
take care of the second 
guard, do so now. Move 
forward, heading for 
the steps ahead of you. 
Once at the top, scan the 
two APC vehicles parked 
in the alleyway ahead. 
A guard is possibly 
patrolling here; 
drop him!

Player 1 is Joanna Dark. Player 2 is Chandra. Cooperative agents begin 
their assault at the same point on the pier. In close-quarters areas such 
as these, beware of friendly fi re, and stay in excellent radio contact.

Cooperative Operatives

PRIMARY OBJECTIVE
IDENTIFY ENFORCER #1 COMPLETE!

PRIMARY OBJECTIVE
IDENTIFY ENFORCER #2 BEGINS!

There are two other, less preferable methods 
of reaching the upper balcony. The fi rst is to 
continue to the right of the steps, to a ladder 
that brings you up onto the helipad. This is 
open ground and cannot be recommended. The 
other is to exit via a smaller set of pier steps 
to the right. This is where your mission route 
continues. Do not venture there yet.

After the enforcer has been scanned and 
recorded, you are free to take out any enemies 
in the area. However, it is better to remain 
unseen. Remember: These strategies are for 
Perfect and Dark diffi culty levels. You must 
remain silent! Do not engage the enemy or they 
may overrun your position and spot you. Stay 
as quiet as you can.

An easy way to ID an enforcer is to press 7 to 
zoom, then 8 to initiate a lock when you have 
a bead on them; it makes it much simpler to 
target them.
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Action in the Alleyway 
The next combat zone has a number of options for the 
discerning operative. All the possibilities are shown below:

Option #1: Silent Running

Run immediately to 
the left wall, and pass 
between it and the APCs 
on the right. When you 
reach the wooden fence, 
turn right, and sneak past 
the enemies warming 
themselves by the 
lamppost to your right. 
Bound up the steps to the 
warehouse. This method 
ensures you aren’t 
overwhelmed by enemies, and it’s the quickest.

Option #2: Powering Down

When you’ve had your 
fi ll of enemy takedowns, 
move to the left side of 
the APCs, assuming you 
haven’t blown them up 
and all hell hasn’t broken 
loose. Move to the power 
box on the left wall, and 
produce your DataThief 
(if you’re carrying it). 
Hack this box, and it 
disables the security 

systems inside the main entrance to the nightclub, including 
the sentry guns and metal detectors. This is excellent if you’re 
entering from the front, but this shouldn’t be attempted until 
the enforcers are spotted.

Option #3: Way of the 
Exploding Fence

For a slightly less subtle 
method of entering the 
warehouse, assuming 
you’re carrying a 
DemoKit, maneuver to 
the end of the alley, and 
locate this wooden fence. 
Plant the DemoKit on the 
fence, step back (ideally 
behind the APC), and 
wait for the blast to rip 
a Joanna-sized hole. You 
can now enter the level left of the warehouse area, although 
any foes by the APCs will be alerted. This isn’t recommended 
on Perfect Agent level and above, as it is impossible to scan the 
second enforcer.

Option #4: Not Silent, But 
Violent

This option ensures that 
you take out everyone 
outside. When you reach 
the top of the steps from 
the pier, peer ahead to 
the trio of guards under 
the street light. As long 
as you’re a crack shot, 
tag the right one, the 
middle one, then the left, 
all with a single shot to 
the head. Mop up any 
you miss immediately!

When playing through this mission with two agents, split them up after 
executing the fi rst two guards. While one of you waits at the end of the 
narrow steps near the alley entrance, the other can scan the enforcer. 
Once the scanning is done, the agent on the steps should systematically 
(and profi ciently) aim at the heads of all the patrolling guards. One stands 
at the nightclub entrance, and another patrols this walkway.

While P2 drops the enforcer and then heads across the courtyard, P1 
should continue to drop the waiting guards, using silenced weaponry. 
Move up to the right side of the nightclub exterior forecourt and drop 
the guard on the opposite side. Then rendezvous at the warehouse’s 
locked door.

Cooperative Operatives



48 PRIMA OFFICIAL GAME GUIDE

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

Now that you’ve cleared the area, return 
and loot the bodies for ammo and weapons. 
Find a Magnum and a DEF-12. They’re useful 
for causing further disturbance once you’ve 
completed the second enforcer objective.

PRIMARY OBJECTIVE
DESTROY KILLIAN’S POWERBOAT BEGINS!

Then run forward; the 
guards in the main 
courtyard to your left 
have spotted you! A 
good spot to return fi re 
is behind one of the 
APCs, or by the steps 
themselves. Peek out and 
plug three goons as they 
run in. The third comes 
into view from the right.

The second wave of 
attacks is important to 
time correctly. Stand 
at the corner of the 
APC, and aim at the 
long-haired lunatic 
brandishing a shotgun. 
This is the fi rst enforcer, 
and the potential devas-
tation caused by his 
weapon means he’s your 
most dangerous quarry 
by far. Take him down, then deal with the others with single 
shots to the head.

The door to the 
warehouse is sealed with 
a padlock. Time to fi nd a 
key? Not quite. Produce 
your weapon, and shoot 
a single bullet into the 
lock, which fl ies off. The 
door can now open.

Guards Gambit
Open the door to the 
warehouse area and step 
inside. Ignore the guard 
patrolling the lower 
area; there’s a far more 
dangerous foe to contend 
with. While Chandra 
informs you of your next 
primary objective (to 
destroy the powerboat), 
make a quick mental note 
of the warehouse ahead.

A second later, move left, 
around the balcony to 
the warehouse interior 
entrance. This next 
takedown is as diffi cult 
as it is vital to complete. 
The second enforcer 
is on the other side of 
the warehouse interior, 
through this window, 
opposite. However, 
you must bring down 
a patrolling guard fi rst. 
Here are a couple of plans:

Single Shot Takedown #1: 
Exterior Bragging Rights
As soon as you shoot 
the lock off, run and 
swing left. The patrolling 
guard is moving from 
left to right, about to 
enter the warehouse 
interior. Quickly zoom in 
and tag him in the head 
so he falls immediately. 
This ensures a quick and 
deadly takedown with no 
witnesses.

Single Shot Takedown #2: 
Interior Tagging; Tight

If you’re too late to the 
balcony, the guard will 
have entered the interior 
building, walked down 
the steps, and be moving 
across the front of the 
window, to the second 
window where the 
enforcer is talking. Your 
“window” of opportunity 
is slim. Tag him just as he 
fi nishes his stair descent. 

Don’t blast him while he’s near the second window, or the 
execution will be witnessed, causing the mission to fail.
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When two agents take down this patrolling guard, there are double the 
mistakes to make, but double the accuracy. Once the guard heads into 
the warehouse interior, wait for him to head back up the stairs. Have P1 
positioned at the door, with P2 on the balcony. Have P2 scan Enforcer #2, 
then shoot him in the head, and then fi nish off the guard.

Cooperative Operatives

PRIMARY OBJECTIVE
IDENTIFY ENFORCER #2 COMPLETE!

PRIMARY OBJECTIVE
IDENTIFY ENFORCER #3 BEGINS!

Once this guard has 
been silenced, proceed 
to the next part of the 
operation. Stand at 
the entrance to the 
warehouse interior 
and bring out your 
AudioScope. Focus on 
the long-haired ruffi an 
with the shotgun and 
bare chest. Again, wait 
until the target goes from 
green to blue.

Warehouse 
Roughhouse
As soon as the mullet-
haired enforcer has fi nished 
blathering, you are free to 
deliver punishment to all the 
enemies inside the warehouse. 
Unlike before, you cannot 
remain silent here; there’s a 
powerboat to destroy. But fi rst, 
goons must be dropped! Here 
are two routes to try:

Route #1: Far Away and 
Impersonal

The biggest threat is the 
long-haired enforcer. So 
creep down the steps 
and plug him in the head 
with multiple shots from 
your silenced weapon. 
As he goes down in a 
heap, retreat back up the 
steps. If you can tag his 
associate through the 
glass, so much the better.

Optionally, head back 
onto the balcony, and 
scan the area for punks. 
One patrols the dock 
where the powerboat 
is moored. He needs a 
single, zoomed-in shot 
to the head. Miss, and 
the two enemies in the 
control room above him 
shoot out the windows 
and blast you. Take cover 
at the crate on the balcony.

If you messed up on the balcony, or just after you took down 
the long-haired enforcer, stay inside the warehouse, and 
cover and wait for foes. One patrols the area just outside, and 

another comes up out of the powerboat 
balcony. Tag them both. The 

patrolling guard sometimes 
hides behind these crates 
(second picture), so stay by 

the door and execute quick, 
precise headshots.
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The fi nal two guards are in the control room, which should be 
opposite you. Use the low wall under the shot-out window as cover, 
and blast them with precise sniper fi re. Do not rest until both are 
nullifi ed. Then exit via the door to the right of the window. As you 
exit, beware of a fi nal guard patrolling the area by the lift, just below 
the balcony where you started. Use the open door for cover, or run 
left, around to the body of the enforcer, and ambush him at the 
boxes. Then carefully check the area. There may be one fi nal foe to 
defeat, ideally with a weapon you pick up from any of the bodies.

Route #2: Up Close and Personal

If you’re spotted, aren’t 
silent, or simply want 
to see the whites of the 
eyes of the thugs you’re 
about to tackle, then 
employ close-combat 
fi ghting! The fi rst port 
of call is the warehouse 
interior. Shoot the guy 
talking to the long-haired 
enforcer, then anyone 
left inside here.

Long Hair is your next 
target, simply because 
of his close-range, 
incredibly powerful 
boomstick. Stay behind 
the low window in the 
warehouse interior, and 
take him down before 
he does the same to 
you! Optionally grab 
the shotgun if you really 
want to keep subsequent 
combat close and violent.

If you already have the 
Magnum or DEF-12 after 
defeating all enemies in 
the waterfront courtyard, 
choose your favored 
implement, and after you 
tag the two foes inside 
the control room from 
range, run through and 
engage in close-quarters 
blasting. Continue this 
until you’re the only one 
left breathing.

Powerboat Plans
Once the area is secured, all that remains is to fi nd a way out of 
here and destroy the powerboat. Pick a method:

Method #1: Roll out the Barrel
Drop down to the 
deck surrounding the 
powerboat, and locate 
the red barrels. You 
didn’t blow them up 
already, did you? If you 
didn’t, use the butt of 
your gun to knock a 
barrel into the water 
surrounding the boat.

Once the barrel is in the 
water, hit it toward the 
boat so it touches the 
sides. Blast the barrel to 
explode it and the boat.

With two agents, once the second enforcer is scanned, split your combat 
choices while remaining close. Have P1 take enemies out the window, 
while the other player tackles foes coming up from the boat dock and the 
crane. Shout radio messages to each other regarding who you’re aiming 
for, and who is left to take down.

Cooperative Operatives
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PRIMARY OBJECTIVE
DESTROY KILLIAN’S POWERBOAT COMPLETE!

If you have a DemoKit, you can destroy 
the wooden fence (which is ahead of 
the victim you just took out). This 
leads to the parked APCs and 
alleyway. It isn’t necessary to 
do this, unless you want to 
storm the nightclub via the 
main entrance (a good idea 
only if all the enemies have 
been slain previously).

Method #2: Fragmentation Fire
Did you demolish all 
the enemies outside the 
warehouse? Excellent! 
Retreat and swap your 
main weapon for grenades 
instead. The grenades are 
on the vent. Now head back 
into the warehouse, and 
aim a single grenade into 
the middle of the vessel!

Method #3: A Fragging Good Time

If you’ve destroyed all 
the barrels, then fear not: 
Locate the duct opposite 
the elevator, in the next 
section of this mission, 
and collect the Frag 
Grenades inside. Return 
here, and lob a grenade 
into the boat.

Method #4: Limpet Project 

The fi nal plan to sink 
Killian’s prized boat is 
to simply swim to any 
part of it, and attach a 
DemoKit charge to the 
surface after solving 
the rudimentary puzzle. 
Swim to the ladder or 
back off as the craft 
explodes.

Find the Final 
Enforcer

Once you’ve destroyed the powerboat (or before), look for 
a key. Unless you have the Locktopus, you need it to open 

the locked door on the same side of the warehouse area as 
the crane. This key is in the control room. Make sure you’ve 
neutralized both guards inside, then take the entrance door 
shown. At the top of the steps, search the control room. Pick up 
all the ammunition, and check the deck on the far side of the 
room. The key is there.

Before you leave, and 
assuming you have 
the DataThief, inspect 
the main desk with the 
monitor on it. Upon 
closer inspection, there’s 
a PDA too. Hack into the 
PDA for a message to 
“Long Hair” detailing 
sentry gun positions 
inside the nightclub. The 
code to deactivate them 
is mentioned: 1-9-7-3. Bingo!

Time to leave! Exit via 
the locked door using the 
key, and turn left. Make 
another left and if you’re 
quick enough, you’ll see 
a patrolling guard with 
his back to you. Make 
him pay for this mistake 
with a headshot!
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Once the guard has been 
dropped, move into the 
dead-end alley directly 
ahead of you. You’re 
looking for this elevator. 
Ignore the switch on the 
right, and instead, enter 
the elevator and press 
the green button. Turn 
left to face outward, and 
begin the ride.

It’s fortunate that the guard is facing the balcony, away from 
you as you reach the top. Aim a headshot at him to take him 

down. The fi gure across on the building opposite you is your 
fi nal enforcer. Do not, under any circumstances, shoot him 
until you produce your AudioScope and inform Chandra of his 
utterances. Once done, the main primary objective is complete, 
and you can bring havoc to the remaining enemies throughout 
this area. Shoot the enforcer before you descend.

Civilian Caper
As soon as the third and 
fi nal enforcer has been 
recorded, and Jack has 
engaged in gun combat 
in the upper fl oors of 
the nightclub, Chandra 
radios in; the civilians 
inside must be evacuated 
before you can take out 
the remaining foes. Head 
back down the elevator. 

Note that if you destroyed the wooden fence with the DemoKit, 
and use the zipline to land on the warehouse rooftop below to 
try and scan the second enforcer, you will fail this mission, as 
your cover is blown.

As you exit the elevator, 
look across from it to 
spot a ground-level 
vent. Smash it open, 
crouch, then crawl inside 
to locate some Frag 
Grenades. These are 
useful if you have no 
other means to take out 
Killian’s powerboat.

It’s time to enter the 
nightclub! This can 
be achieved via three 
different routes (the back 
door, the front door, and 
the locked garage). The 
fi rst is the easiest, and 
allows for stealth tactics.

With two agents entering this elevator area, the plan is different. There 
are two important points to remember: One player (in this case, P2) must 
remain on the ground to activate the switch to the right of the elevator 
while P1 rides up. At the top, the player who hasn’t IDed any enforcers 
must scan this fi nal one. P1 can send the elevator back down from the 
top if needed.

Cooperative Operatives

In Agent and Secret Agent cooperative play, 
either player must scan Enforcer #1. Then the 
other player must scan Enforcer #2 (on Secret 
Agent, because only #1 must be scanned on 
Agent). In Perfect and Dark Agent cooperative 
play, either player must scan two of the 
enforcers, while the other must scan the third 
(in any order). One player cannot scan all the 
enforcers, so plan your positioning accordingly.

PRIMARY OBJECTIVE
IDENTIFY ENFORCER #3 COMPLETE!

Secondary Objective
Evacuate Civilians Begins!

PRIMARY OBJECTIVE
LOCATE JACK DARK BEGINS!
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Nightclubbing Route #1: 
Tradesman’s Entrance

Head down the steps 
near the wooden fence, 
open the door, and 
surreptitiously enter the 
storage room and drop 
the guard sweeping the 
fl oor with a single shot. 
When you’re done, watch 
for enemies behind the 
doorway on the right.

Stand by the door, ideally 
in cover, and aim your 
target reticle at one of 
two enemies guarding 
the next cellar chamber. 
Aim for the head and 
deal with both of them.

Enter the cellar and move 
around to the stairs. 
Ascend them, and once 
at the top, head straight 
along the neon-lit 
corridor to the far end, 
and open the door on 
the right. There’s no need 
for subtlety here; drop 
the guard in the control 
room with a burst of 
rapid fi re. You can enter 

the nightclub from the door on the right, at the beginning of 
the neon corridor, but you need to raise the alarm to alert the 
patrons so they fl ee.

Swing quickly right, 
and train your weapon 
on the door with the 
fi re alarm next to it. It 
usually opens, and you 
should be ready to drop 
two more guards in a 
hail of gunfi re. There 
isn’t much cover, so 
engage them as soon as 
the door opens to avoid 
being cut down. Then 
smash the fi re alarm.

Enter the door and move 
to the bar, turning right 
and dealing with the 
barkeep, then use the 
bar as cover. While the 
patrons fl ee, locate the 
second barkeep on the 
opposite side of the 
dance fl oor and take him 
out, along with any other 
goons you spot; they 
should be coming down 
the stairs. The fi rst fl oor 
is now secure.

Nightclubbing Route #2: Main 
Entrance Mayhem

If you can distinguish 
between patrons and 
enemies, you can also 
enter the nightclub via 
the main entrance. You 
must have cleared the 
waterfront courtyard of 
all enemies fi rst, then 
head for the door (ideally 
after disabling the 
security system with your 
DataThief in the alley).

Wait for all the patrons 
(they show up as green 
when you target them) 
to dash out of the front 
door, then wait at the 
entrance using cover. 
Bring your rapid-fi re 
ordnance to bear on any 
nearby thugs fi rst, then 
dart back into cover.

If you drop the sweeping guard and make 
a noise, one of the two guards in the 
subsequent rooms will rush in. Make sure 
you’re ready for him!
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Begin to clear the fi rst fl oor of enemies. The fi rst two can be 
tagged from either entrance cover position. The fi rst enemy is in 
front of the right-side bar and the second mills about by the left 
side columns, left of the stairs. Check the entire fi rst fl oor for any 
remaining foes; one or two additional enemies could remain.

Burst through the front doors 
and look left, bringing a 
favored weapon with you to 
deploy on the barkeep. Drop 
him immediately, watch for 
innocents, then work your way 
around to the door to the right 
of the bar. This leads to a storage 
room directly behind the bar, 
where you’ll fi nd Armor. The fi rst 
fl oor is now secure.

Get Back Jack
Assuming you didn’t 
accidentally off any innocents, 
the objective is complete. 
Head up the stairs to the 
second fl oor. The remainder 
of this mission involves taking 
enemies out before they do 
the same to you, then rendez-
vousing with Jack. At the top 
of the stairs, swing around to 

the balcony. Enemies await at the far end, directly above the 
main entrance.

Machine guns aren’t particularly useful, as the enemies are too 
far away. You can charge them, but if you’re playing at one of 
the higher diffi culty settings, you’ll be cut down. Instead, lob a 
one-handed grenade into the area behind the glass blocks, and 
keep this up until the enemies are blown apart. Blast the two 
foes to the right fi rst, then swing left and tackle the remaining 
enemy on the left. Then mop up any survivors.

Or, you can try quick 
bursts from a fast-fi ring 
weapon, or better yet, 
scoped shots from the 
cover of the balcony 
and tables. Approaching 
around the left side 
balcony is always 
preferred, as there are 
more enemies to aim at 
behind the right glass wall.

Secondary Objective
Evacuate Civilians Complete!

With two agents, these punks are more of a pushover, as long as you 
aren’t fi ring from the same position. Split up, and each aim for a different 
set of goons, and be sure one doesn’t charge in too early and get winged 
by the other’s friendly fi re.

Cooperative Operatives

Execution of any civilian will end this mission; do not 
accidentally shoot any patrons, even if the music 
isn’t to your taste! There is a second method of 
evacuating civilians: smash one of two fi re alarms.  
There is one inside the DJ room (end of the hall if 
you come in the side door) and one in the storage 
room leading to the bar (where you fi nd the armor).

Cooperative Operatives

Entering the building via the storage rooms is the best plan in co-op mode. 
When you reach the neon corridor, have P1 wait for a radio signal to 
launch into the main room from the door to the right, while the other deals 
with enemies near the fi re alarm. Once you push into the main dance fl oor, 
have one player clear the stairs, while the other clears the entrance.
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Return to the fi rst set of 
stairs, and climb them to 
the third fl oor. The entrance 
to the upper dance fl oor is 
via a mesh of red lasers. 
Fortunately, they are of the 
non-lethal variety. Head 
left, and charge (or lob one-
handed grenades at) the 
trio of suited thugs waiting 
for you.

Maneuver into cover—the barkeep on this level is dug in well. 
Instead of assaulting him directly, head through the door behind 
the bar itself, on the left side (or simply toss a one-handed 
grenade or UGL mine over the bar). Enter the storage room, 
turn right up a couple of steps, and swing right, into the bar, 
and bring a close assault weapon to fi nish the job. Watch for 
foes running along the balconies surrounding this room. These 
foes are diffi cult to take down, but must be defeated on Perfect 
diffi culty settings and above. Use cover and careful aiming.

Retreat from the bar into 
the storage room, but 
be ready for enemies 
coming in from the door 
on the right wall. Cut 
down all three before you 
enter the passageway 
beyond. Head through 
the door and make 
a sharp right, into a 
secondary bar area.

There’s a barkeep dug 
in ahead of you, so 
stay along the wall to 
your right, behind the 
columns, and drop a foe 
on the main fl oor near 
these columns. Then aim 
a zoomed shot into the 
head of the barkeep from 
cover. Do this quickly; 
reinforcements are 
arriving!

Move across the fl oor to the steps on the right wall, climb them 
to the upper balcony, and lay suppressing fi re (ideally a couple 
of grenades or rapid-fi re bursts) at the feet of four foes heading 
in from the doors and at the end of the balcony. Quickly head 
through these doors, and spin around once the coast is clear. 
Steps head up.

With two players, P1 can stand at the entrance, and offer supporting fi re 
while P2 races in and launches favored ordnance at the group of foes to 
the left of the bar.

Cooperative Operatives Teamwork is extremely important; you must be closer together in the 
connecting corridors in case one player turns and is attacked from 
behind. Watch for foes entering the second bar area, and create 
crossfi re opportunities wherever you can.

Cooperative Operatives
The single set of stairs leading into the 
laser light room is a choke point. There is no 
solid cover other than strafi ng to the side 
after letting off a few shots at a time. Try to 
lay an UGL mine and lure the enemies toward 
the stairs or to toss in a falcon fi recracker 
to disable opponents long enough to pick 
them off (one of the few good uses for these 
weapon’s secondary abilities).
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In co-op mode, you have five sentry guns to dismantle, so if you 
haven’t switched them off at the alley power box, have P1 rush 
to the power box while the other stays in cover, taking out any 
enemies that show up. There’s no point in both of you being 
winged by the sentries!

Cooperative Operatives

Be very careful at the 
top of these steps unless 
you used the DataThief 
to disable the security 
system; there are sentry 
guns on your left, in the 
executive suite. Ignore 
them, as the only other 
method of deactivation 
is to sprint to the power 
box right of the statue, 
and input the code 
“1973,” or use your 
DataThief. This shuts the guns off.

Step through the right 
exit from the executive 
area, and work your 
way around the corridor, 
making sure you 
defeat any remaining 
enemies in these areas, 
dropping them with your 
remaining ammunition; 
you are almost to your 
father’s location. Look 
for the double doors and 
enter them.

Joanna locates Zeigler 
and her father as heated 
“discussions” are already 
underway. The situation soon 
turns violent as the Triad 

leader produces 
dual pistols 

and wings 
Jack in the shoulder before making an 

impressive escape.

Secondary Objective
Disable Sentry Guns Begins!

The sentry guns are dotted throughout the 
executive room and the corridor leading to the 
Triad leaders’ chamber. If you cannot disarm 
them, peek from behind cover, and bombard 
them with bullets until each explodes, and 
peer around each corner until you spot the 
next emplacement.

Secondary Objective
Disable Sentry Guns Complete!

PRIMARY OBJECTIVE
LOCATE JACK DARK COMPLETE!

There is a second method of deactivating the 
sentry guns: Use your DemoKit to blow up the 
crack in the wall of the offi ce on the right, 
then press “activate” on the terminal inside 
the offi ce.
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AREAS OF INTEREST

02.01 02.02

02.03 02.04

02.05 02.06

02.07 02.08

1
2

3

4

5

7
8

9 10

11

12

13

14

15

16

17

18

19

21
20

1
2

6

1213

14

LEGEND
02.01–02.02
Garage  (two views)

1  Garage exit

2  Weakened wall

02.03
Warehouse loading area

 Camera (always here)

 Camera (fi rst random placement)

 Camera (second random placement)

 Camera (third random placement)

3  Entrance from garage

4  Entrance from weakened wall

5  Mechanic’s Shed

6  Entrance to Warehouse (main doors)

7  Entrance to Warehouse (side door)

02.04
Warehouse interior

8  Upper gantry to armory

9  Killian’s dropship

10  To street level

02.05–02.06
Street Level (two views)

11  Warehouse Exit #1

12  Warehouse Exit #2

13  Safehouse entrance

14  To subway

15  Briefcase

02.07
Subway courtyard

16  Entrance to courtyard

17  Duct entrance

18  Exit to subway tracks

02.08
Subway tracks

19  Entrance from interior courtyard

20  Stairs entrance

21  Exit
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 Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Hong Kong

Zeigler: “I need your help. Killian’s trade wasn’t about me, they 
wanted my research. It’s dangerous stuff. Apocalyptic. It can’t 
fall into the wrong hands. We have to get it back.”

Jack: “You’re in no shape to do anything, Zeigler. You’re losing 
blood. We’re getting you to a hospital.”

Zeigler: “I’m not going anywhere without my research. 
Carrington’s paying you, right? He wants the research too. 
Believe me, you’ll help me, it’ll be worth your while.”

Jack: “Carrington’s picking up the tab? That true, Chandra? When 
did we start returning his calls? I don’t want his money.”

Chandra: “We can’t afford to say no, Jack. The meter’s running 
and I’m billing by the bullet. You protect Zeigler, let Jo grab 
the case. You can meet up when I’ve secured the evac point.”

Jack: “Are you crazy? Killian’s at large, we’ve got an army of 
goons gunning for us, and you want to take on a job?”

Chandra: “It’s chill. Zeigler’s case is tagged. It’s being held in a 
safehouse by an old subway station. I can guide Jo straight 
to it. C’mon, Jack, we need the money.”

Jack: “You know I hate mission creep…hope you’re ready for 
this, kid. That action you’re after. You got it.”

After a garage gunfi ght, choose from a number of plans to 
exit to an outer courtyard area where you deactivate security 
cameras and nullify guards. After fi guring out a way into the 
warehouse, or the rooms adjacent to it, you can optionally 
destroy a building housing Triad weaponry before heading to 
the narrow streets of Hong Kong. Nearby is the safehouse, and 
once it is completely secure, you must enter, steal the briefcase, 
and immediately fl ee underground, battling enemies through a 
subway station. After causing two rival gang factions to attack 
each other, you fi nally reach the subway tracks, and board a 
wrecked train. Fighting through to the end, you must maneuver 
over the track, and back down to the evac point, and rendezvous 
with Jack and Zeigler.

Battle Tactics

Joanna takes the elevator 
down from the Triad chief’s 
offi ce and heads for the 
basement parking lot. As the 
door rolls back, it becomes 
obvious that the Triad gang 
members are planning an 
ambush: A quintet of bikers 
prowls the fl ickering darkness. Joanna readies her weapon for 
the confrontation to come….

Biker Battles
These biker boys won’t hesitate to cut you down where you 
stand, so fi nd cover as quickly as possible. As luck might have 
it, there’s a group of blue barrels to the right; sidestep to them, 
then crouch and use your cover move to aim at the fi ring fi ends.

FALCON

“I hope you’re ready for this, kid. That action you’re after. 
You got it.”

—Jack Dark

Primary Objective: Infi ltrate Warehouse (Perfect/
Dark only)

Primary Objective: Retrieve Briefcase (All)

Primary Objective: meet Up At Evac Point (All)

Secondary Objective: Sabotage Armory (All)

Secondary Objective: Divert Enemies 
(Secret/Perfect/Dark only)

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

PRIMARY OBJECTIVE
INFILTRATE WAREHOUSE BEGINS!

DEF-12 UGL DW-P5

FRAG GRENADE
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Zoom and aim at 
the incoming punk 
straight ahead of you, 
and drop him. Almost 
immediately scan left 
to another thug behind 
a wall support (see 
the second screenshot 
for his location). Bring 
him down, ideally with 
headshots, and then 
train your weapon on the 

rear of a parked vehicle near the right columns (see the third 
screenshot).

The fi nal two biker punks 
are more cunning, and 
they usually maneuver 
out from the right side, 
running behind the 
vehicles parked in this 
area. Blow the punks, 
the red barrels, or the 
vehicles up, then train 
your weapon on the foes 
and drop them.

Additional Option: Pulverize 
the Parking Lot 
The other way to deal with 
the biker boys is to turn 
their hardware against them. 
Everything in this parking lot is 
destructible: Shoot the vehicles, 
motorcycles, barrels, or vans 
until they explode. You can 
use the wreckage as cover, but 
better yet, time the explosion 
so enemies get wounded in the 
splash damage. Using cars as bombs is an incredibly satisfying 
and spectacular alternative to the quick hits detailed previously. 

Exit Methods
When the threat level has lessened, you must fi nd a way to 
open the garage door leading to the warehouse exterior. There 
are three ways to achieve this.

#1: Killing for the Keycard
The last enemy always drops 
a keycard that can be swiped 
at the exit switch up the ramp. 
Remember where you blasted 
this punk, and look for the 
keycard surrounded by a blue 
fl ame. Pick it up, and use it to 
open the door. You must fi nd this 
key if you have the Locktopus 
with you.

Player 1 is Joanna Dark. Player 2 is Chandra. Player 1 (P1) begins the mission 
standing directly in front of the enemies, behind the elevator. Player 2 (P2) 
starts the level standing just to the left of P1. A good plan is for both players 
to head left and take up positions at the front and rear of the van.

Cooperative Operatives

The red barrels are for exploding and blue 
barrels are for hiding behind. Don’t confuse 
the two!

Pick up all the ammunition the enemies drop, 
plus their new weapons!

Two players can catch all the enemies in crossfi re, but don’t wound your 
colleague in the fi refi ght! Pay special attention to exploding vehicles and 
barrels; don’t blow them up with your friend standing right next to them.

Cooperative Operatives

The side door is only locked on Perfect Agent 
and Dark Agent diffi culties.
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#2: Hacking the Switch

Exit the area with silent 
stealth and don’t waste 
time rummaging through 
wrecked cars and strewn 
bodies for a single-use key. 
Produce your DataThief at the 
exit switch, hack into it, and 
the door opens.

#3: Tick, Tick, Boom!
If you want to alert every 
guard nearby while 
unlocking the warehouse 
door next to the garage, then 
look for the section of wall to 
the right of the garage door, 
and place a DemoKit on the 
crack. Once the explosion 
occurs, refer to section #4: 
Through the Wall Hole.

Caution: Cameras
Unless you used a DemoKit, 
head through the garage 
door, and slow down as you 
reach a right turn and fencing. 
It’s now time to infi ltrate the 
exterior loading corridor, but 
four security cameras monitor 
the area. Three are randomly 
placed, and one is static. One 
could be on the fence wall 
facing you, or on the left as you move into the mechanic’s courtyard.

Use a silenced weapon (or you’ll attract attention and be overrun 
on higher diffi culty settings) and creep around the corner. When 
you reach the end of the fence, keep your back to the wall (don’t 
step into the open), and scan the maintenance bay wall for a 
possible camera. Then turn your attention to the mechanic.

Other Infi ltration Plans
#1: Mechanic Failure
(Occurs during the securing of the exterior, prior to entering 
the warehouse.)

Do you have the DataThief? 
If so, you can stay in cover at 
the end of the fence, and plant 
a bullet into the mechanic’s 
head. That way, you don’t 
need to humor him.

After you’ve completely 
secured the area, you can 
return to the mechanic’s shed 
and hack the power-lifter’s 
controls with your DataThief. 
Follow the machine down 
the corridor, and into the 
warehouse. This is the easiest 
method. 

#2: Mechanic Success
(Occurs just after the exterior guards have been slain, before 
the warehouse is entered.)

Once no cameras are looking 
at you, hide your weapons, 
and move to meet the 
mechanic. He takes a shine 
to you and gives you a rather 
creepy greeting.

Apply the appropriate 
response when prompted, 
after referring to the table 
below, and the mechanic 
activates the lifter for you. You 
can dispatch or ignore him 
afterward. Choosing the wrong 
response leads to a fi refi ght, 
and a couple more guards at 
the warehouse entrance.

PRIMARY OBJECTIVE
RETRIEVE BRIEFCASE BEGINS!

Please refer to the map to learn all of the 
different camera locations.

Mechanic Response Chart

Mechanic’s Action Response

Whistles provocatively Charm

“Are you lost, little girl?” Charm

“That was quick, I thought the mechanic was supposed to come in on the hour” Bluff

“The guys want me to be on the lookout” Threat

“Oh brother, look I don’t want any trouble” Threat
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#3: Locktopus Primed

Another way to enter the 
warehouse is by using the 
Locktopus on this door, 
adjacent to the main garage 
door. Do this only once 
the exterior area has been 
completely secured! 

#4: Through the Wall Hole
(This is an alternate route into the exterior area before the 
warehouse is entered.)

If you used a DemoKit on the 
garage wall instead of opening 
the door, step through the 
rubble into a small corridor, 
while Chandra informs you 
that your detonation has all the 
enemies on alert. Turn the corner 
and shoot the incoming foe.

Watch for a camera—one of 
the three randomly placed 
ones—that might be over 
the doorway exit. Check it 
before you move into the 
courtyard. You’re next to a 
load of containers. Watch for 
an enemy coming in from 
the left, and another on the 
opposite side of the courtyard. 
Bring them both down.

There’s likely to be at least 
one more enemy coming 
down the street to your left. 
Bring him down, then destroy 
the camera in front of the 
garage door on your right, 
and any others you can spot 
(refer to the map for camera 
placements). 

Bring out a close assault weapon and check the containers 
to the right and behind you. A couple of foes lurk here. Once 
you’re done, infi ltrate the warehouse either by using the 
mechanic, or by going through the door you could have used 
the Locktopus on; it is unlocked after the earlier explosion. 
Once through the door, watch for two additional enemies on 
the stairs.

Warehouse Entrance: 
Stealth Option
When your mechanic plan 
is complete (or prior to the 
Locktopus plan if you do that), 
and before you activate the 
power-lifter, turn and face 
the warehouse corridor and 
sidestep behind the boxes in 
the mechanic’s forecourt. Zoom 
in on the static camera with a 
silenced scoped weapon. Blast 
this device quickly.

Continue to remain undis-
covered and sidestep left 
again to the set of boxes, and 
poke your head out on the left 
side of the street. An enemy 
patrols the section of ground 
in front of the warehouse 
entrance door. Execute rapid 
shots into his head. Continue 
this until he drops, if you 
missed the fi rst time.

Another possible camera 
location is on the right 
overhang (shown), or attached 
to the left overhang at the end 
of the covering (not shown). 
Aim for the lens of the camera 
with a silenced weapon to 
deactivate it without causing 
a disturbance. Then tackle the 
patrolling guard on this right 
side of the loading area.

With stealth still a key to 
victory, maneuver down 
the left side of the corridor, 
remaining on the ramped 
concrete area near the left 
warehouse. Stop at the end 
and scan the buildings left and 
right for a camera, such as the 
one on this wall. Deactivate it.

Destroy the cameras if you don’t want to fi ght 
extra guards.

Have you deactivated four cameras by now? 
If you have, there won’t be any more to worry 
about.
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Securing the Warehouse 
(All plans end at this point, where you either enter the 
warehouse via the main door or the side door. The main door is 
the large garage; the side door is the steps leading up.)

Once the area is secure, you must enter the warehouse. Either 
use the DataThief to hack the power-lifter and follow it into the 
warehouse or use the Locktopus to unlock the wooden door 
next to the main warehouse entrance.

But just before you begin 
your warehouse assault, 
move to the right side 
of the door, into an area 
fi lled with containers, 
and work your way to 
the back of them. Inside 
the only open container 
is some much-needed 
ammunition for your 
SMGs. Usually, this takes 
the form of the DW-P5, 
located inside this crate.

Method #1: Frontal Assault
Once you have opened the main garage door, use the 
following, stealth-based infi ltration that takes you all the way to 
the streets and the building with the briefcase.

Continue a subtle 
strategy by waiting 
outside the main 
doorway, stepping to 
the left, and looking 
for two talking guards 
inside the warehouse 
itself. Bring down both 
with a barrage of scoped 
rifl e shots; keep fi ring as 
you’re discovered after 
these takedowns! Then 

remain in place, and squeeze off a couple more rounds into 
the exploding cranium of a third guard who comes running 
in from the right.

Move your zoomed aim to the window above the ship in the 
center of the warehouse, and aim into the gloom; you’re hoping 
to wing the guard inside that chamber. Do this immediately, 
then instantly drop your aim and bring down the foe jogging 
toward you from inside the warehouse. For a fi nal takedown, 
remain at this position, and drop the foe in the same window, 
but left of the lighting fi xtures.

Your extreme stealth execution ends when you take the feet 
from the foe standing on the gantry, on the left side of the 
warehouse. He’s diffi cult to spot, so let your reticle turn red 
to ensure that you’re aiming on him. Bring him down hard, 
pausing only to peg the guard appearing from the left wall 
on the ground fl oor. Check the door to the gantry above, then 
slowly maneuver into the warehouse.

Prepare for the most vicious 
foe of all: an enemy on the 
gantry point with dual UGLs. 
Bring him down hard and fast. 
He’s at the point shown. If he 
starts fi ring, strafe left into 
cover.

Scoot behind the crates on the left side, ignoring Killian, who 
leaves in his hovercraft. You’ll deal with him later. If the UGL-
toting foe needs damaging, pick him off from underneath the 

General guard paths: Aside from the mechanic, 
there are three different pairs of guard 
patrol paths, one pair of which are active on 
any one given play-through of the level.  If 
the player stealth kills all the guards, she 
will never see more than three guards in this 
area.  If she alerts the guards in the control 
room overlooking the courtyard, that adds 
a potential two more guards the player will 
encounter. If she alerts the cameras, that will 
activate an additional four guards.

PRIMARY OBJECTIVE
INFILTRATE WAREHOUSE COMPLETE!
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gantry, fi ring upward. Check his body afterward to ensure he’s 
dead! Then scour the warehouse for ammunition from the 
bodies before ambling to the refuse container in the far left 
corner. Climb the attached ladder.

Enter the warehouse 
building interior, 
using the door on 
your right, and then 
move and open the 
door just inside. This 
leads to an empty 
room (if you took 
out the enemies as 
shown earlier). Turn 
180 degrees as you 
enter, and inspect 
the gun case on the 
wall. Remember this for later; it has all the shotgun ammunition 
you’ll ever need, but grab as much as you can carry now if you 
plan to do the Destroy Armory objective.

As you’re in the armory, 
it’s relatively simple to 
sabotage. You do not 
need to investigate 
the window room 
(where you took down 
the foes from before) 
unless you’re after the 
UGLs from the body 
of the guard you shot, 
and the cluster of 
grenades on the table 

in the windowed room. Now head back to the initial room, 
and locate the two barrels. You have three options when 
destroying the armory:

Armory Detonation #1: 
Take out the Pin, and Grin

The second plan is slightly 
safer. Bring out grenades 
(which you carried from 
earlier, or found in the 
windowed room of the 
armory), and lob one from 
this entrance, so it bounces 
through the open door and 
into the armory beyond. 
Take a step back.

Armory Detonation #2: 
Take out Your Limpet, and Primp It

The third method is to move 
to this set of crates in the 
room with the shotgun rack, 
produce your DemoKit, and 
latch it to the boxes. Step 
back, ideally through the door 
next to the shotguns, and 
watch the fi reworks.

Armory to Alley

A destroyed armory looks like 
this. The room is completely 
demolished. Continue to 
street level. It’s not recom-
mended to cross the fl aming 
debris (back to the gantry and 
windowed room) because 
you’ll take fi re damage on 
your way across the beam.

A slightly safer method of taking out the two 
guards in the room overlooking the courtyard 
at the front of the warehouse is to snipe both 
of the guards from the mechanic’s shed.

For another, even safer method of maneuvering 
through the warehouse and armory, open the door 
leading to the catwalk and take cover to the right 
side of the open door. Pick off the guys you see 
through the window to the upper-fl oor offi ce and 
those who charge toward you across the catwalk. 
Once the upper bad guys are defeated, take 
out the guys on the lower fl oor by peeking and 
shooting, aiming for any red barrels that they’re 
standing near. Be sure you use your cover move to 
afford you better aiming and defense.

Secondary Objective
Sabotage Armory Begins!

While this is a secondary objective and not 
necessary to complete the level, unless trying 
to complete the level in minimum time, completing 
this objective is highly recommended. If the 
armory is not destroyed, you’ll have to face 
fi ve additional guards, three with shotguns, 
after retrieving the briefcase, as well as have 
to deal with guards alerted by an alarm.
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Armory Detonation #3: 
Don’t Cock Up the Lock Up
There’s another, almost 
entirely unexplosive 
way to seal up the 
Armory if you’re 
equipped with the 
Locktopus. Simply 
move to the fi rst 
armory door (near 
where the grenades 
were picked up), 
produce the Locktopus, 
and seal it. Then move 
to the room with the 
shotgun cabinets and seal that door. 

Armory Detonation #4: 
Barrel Beatdown

The fi rst plan is to use 
any remaining barrels 
in the entrance room. 
Knock them over so 
they roll through the 
door into the room with 
the shotgun case. This 
is the armory. Make 
sure two barrels are 
inside, then step out of 
the room (important!), 
and blast them.

Head back down the 
ladder to the ground, 
and through the now-
open warehouse door 
right next to the ladder, 
in the corner. Once 
through, you appear in 
a Hong Kong alleyway. 
You must nullify a 
number of enemies. 
Train your weapon on 
the thug walking on the 
other side of the street.

Step around the corner (or use cover by the lamppost), and 
aim down the alley on your left. Bring down the waiting 
guard in a hail of gunfi re, and try to tag the enemy behind 
him, inside the building. Shoot through the glass window 
at him. If you aren’t interested in stealth tactics, ignore the 
silencer. If you miss, retreat back around the corner, away 
from the exploding vehicles (that detonate when hit by 
enemy fi re), and wait for enemies to rush you. Then bring 
them down with your shotgun.

There’s likely to be at least one more enemy on the street, so 
head around the corner and blast him. Then move immediately 
to the right wall, and check the vehicle on your left from a 
stationary position to spot a hiding enemy. If you spot one, 
back up and deal with him. Then move in front of the blown-
out window, and blast an enemy inside the building, if you 
didn’t tackle him earlier. Enter the building via the door left of 
the window.

Armory Detonation #5: UGL
Deploy one of the UGLs located throughout the level in the 
decoy min mode in the armory room, then shoot if from a 
distance.

Securing the Ware-
house Method #2: 
Avoiding the Garage
The second route is available if you unlocked the door adjacent 
to the garage, but not the garage door itself. You can avoid 
completing the “Sabotage Armory” objective using this route, 
but it is safer. Or, you can try to achieve this objective via the 
upper gantry, which is much harder than the regular route.

Secondary Objective
Sabotage Armory Complete!

This completes the fi rst route from warehouse garage 
entrance to moving into the briefcase building.

There are two ways to enter the streets: via 
the warehouse door (tactics below) or via 
a side door and passage. The second way 
through the graffi ti-daubed alley is actually 
safer, as you can lure guards to your 
location, and dispatch them with a shotgun.
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Stand at the wooden door, and 
unlock it using the Locktopus. 
This is the other method of 
entering the warehouse, if 
you “accidentally” destroyed 
the mechanic and don’t wish 
to use the lifter. Once the 
door opens, your objective 
is complete! Switch to close-
assault weaponry.

With a full chamber of 
ammunition, move up the 
stairs. On the second fl ight, turn 
right, and aim your weapon 
under the table at the guard 
waiting at the exit door. Bring 
him down, and while he’s 
getting up, plug a second guard 
running in from the right. Finish 
them both, then enter the door.

Turn right and immediately 
bring down the guard right 
next to you. Then descend 
the steps, and make an 
immediate left. Bring out your 
Locktopus at the door at the 
end, and unlock it. It leads 
to this graffi ti-daubed alley. 
Switch to a scoped weapon.

Optional Detour: 
Warehouse Gantry

Instead of heading down the 
stairs to use the Locktopus, 
you can tear through the 
waiting guard at the top of 
the stairs, and then move 
to the door directly behind 
him. This leads to the gantry, 
and this is one of two routes 
to complete the sabatoge 
armory objective. If you 
have entered the warehouse 

through the side door and still intend to complete the Sabatoge 

Armory objective, clear the warehouse of enemies fi rst. 
After moving up the stairs into the room with the view of the 
courtyard, take up position on the left side of the door across 
the room from the stairwell with your reticle lined up at about a 
30 degree angle to the door, then open the door. You should see 
an enemy right in your sights as soon as you open the door, 
and possibly another enemy standing along the wall you will be 
facing just out of view around the doorframe.

  Take up position with a close combat weapon such as the 
shotgun in the corner behind the railing over the stairwell and 
across from the door leading to the gantry. Watch for enemies 
coming through the door (usually two to three) or up the stairs 
(usually one to three at this point) and dispatch them as soon as 
the opportunity presents itself. Pay close attention to what you 
hear, as generally any doors opening means you’re going to 
see one or more of Killian’s lackies in the next few moments.

  After dispatching the immediate threats, move to the gantry 
doorway. Open it and immediately take cover along the door 
frame’s right side. From this position, you can safely snipe 
the two guards across the way in the windows of the armory, 
and take out any guards that may linger on the gantry with 
a combination of sniper and shotgun fi re, as the situation 
warrants. While in this position, continue listening closely, since 
the sound of an opening door usually means you’ll have a 
guest coming up the stairwell who will need looking after with 
extreme prejudice.

  Once the upper level is cleared of threats, scan the fl oor of 
the warehouse for targets. You should be able to snipe at least 
one or two guards this way. Now, you can either continue 
along the gantry and snipe enemies as you see them, or head 
downstairs and take out the remaining contacts with a slightly 
more brutal weapon. After the warehouse is clear, you can go 
sabatoge the armory in peace.

Open the door, then 
immediately zoom in 
on the window of the 
building directly opposite 
you, and slightly right. 
Bring down the waiting 
guard as Killian leaves in 
his craft.

PRIMARY OBJECTIVE
INFILTRATE WAREHOUSE COMPLETE!

PRIMARY OBJECTIVE
MEET UP AT EVAC POINT BEGINS!

Make sure you have a full complement of 
ammunition for both weapons; you’ll need it!

Secondary Objective
Sabotage Armory Begins!You can check the other wooden doors before 

you enter the graffi ti alley, if you wish to 
backtrack, to clear the garage and assault 
the armory.
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The best bet is to cut down 
the two enemies that come 
running at you from the door 
opposite. Bring them down, 
and hope you don’t get fatally 
wounded as you go. Roll to 
ensure that enemies elsewhere 
can’t target you. Dive through 
the door, facing right, and 
shoot the enemies inside the 
windowed room immediately.

Wait for your shock damage to 
heal, then enter the windowed 
room, blasting a third enemy 
in here. Seek safety in the box 
room beyond before peering 
back through the shattered 
window in the previous room, 
and blasting around four 
enemies on the warehouse 
ground below. Use cover at 
the window sill.

Sabotage Armory
The area is reasonably secure. Move immediately past the box 
room, optionally taking grenades from the table in the windowed 
room beforehand. You can now complete the “Sabotage Armory” 
objective using either barrels, grenades, or your DemoKit (as 
detailed earlier). Once done, escape to street level.

Briefcase Caper
If you ignored the Sabotage 
Armory plan, you have 
successfully circumvented 
the warehouse! Continue to 
remain at range for safety’s 
sake as you reach the streets. 
You are opposite the building 
with the briefcase in it, so 
begin a careful assassination 

of targets. Drop the foe 
standing at the window above 
the door. Then tag the guard 
in the room to the right (you 
can just make him out through 
your scope). Then fi nally tag 
a third guard on the second 
fl oor window to the right.

Move to the corner, and either sidestep out or use cover to 
peer out into the street. If you haven’t attracted attention (use 
silenced scoped shots!), check the enemy out right of the 
vehicle, and quickly eliminate him. Quickly sidestep left to the 
lamppost, and train your weapon on the patrolling guard at 
the end of the street. Be quick before he turns and spots you. 
Tag him from behind, then enter the building. Watch for a foe 
behind the table as you enter.

Chandra chimes in, letting 
you know you’re near the 
briefcase, so continue your 
sweep of this building. 
Head through the door on 
the left wall, and climb the 
steps. At the hallway on the 
second fl oor, check the fi rst 
door on your right. Enter 
this room, and check the 
corner for Armor.

Go back down the stairs; 
the second fl oor rooms 
are superfl uous to your 
plans if you are using the 
DataThief. At the base of 
the stairs, move through 
the other door you haven’t 
used yet. Sidestep facing 
right, and blast a waiting 
punk (there may be two) 
inside a small room 
near a safe door with a 

small console right of it (he’s armed with a shotgun, so he’s 
dangerous to ignore or forget about). Naturally, there’s more 
than one way to unlock it.

You can use any of the methods of entering the warehouse while playing 
with a friend. One of the most entertaining (but dangerous) plans is to have 
one player (in this case P2) waltz through the main garage doors while the 
other player (P1) follows behind and blasts foes at opportune moments.

Cooperative Operatives
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Cracking the Safe Door #1: 
DataThief

The easiest (and quietest) 
method of unlocking this 
console is to hack into it with 
the DataThief. Then the door 
swings open.

Cracking the Safe Door #2: 
Cabinet Shuffl e
If you can’t or don’t use your 
DataThief, you must locate 
a set of safe keys. Head 
upstairs, past the room with 
the Armor in it, and to the 
area at the far end. There’s 
an enemy here if you didn’t 
tag him at the window. Once 
you’ve secured the room, 
search all six cabinets. One of 
them randomly has the safe 
keys. Return to the safe door to unlock it.

Cracking the Safe Door #3: 
Removing the Wall

If this whole “stealth” plan 
isn’t your idea of getting the 
job done, and you’re carrying 
a DemoKit, head to the room 
adjacent to the safe door, 
and search for the crack in 
the wall. Attach a DemoKit to 
it, and step back. That noise 
attracts more enemies than 
usual.

An Open and Shut Case

Once you’ve opened the 
safe door (or blasted a hole 
alongside it), check the 
shelving in the middle of 
the wall. The briefcase is 
yours! Naturally, your antics 
are attracting attention; 
it’s time to leave with your 
spoils of war.

Escape Routes
As soon as you’ve stolen the briefcase, reinforcements carrying 
shotguns start to arrive in the streets, and they can seriously hamper 
your progress. Leave immediately! These enemies do not appear if 
you succeeded in completing the Sabotage Armory objective earlier.

To the Subway: Via the Street

Chandra has plotted a path of escape through the subway system, 
but enemies are incoming, and you must leave immediately 
(especially on the higher diffi culty settings). Backtrack out of the 
building and into the alley. Then look for this opening left of the 
ceremonial arch. It leads to the subway entrance. Pass through the 
open gate, and move quickly down the steps. Wait at the trash bin 
on the inside right corner.

PRIMARY OBJECTIVE
RETRIEVE BRIEFCASE COMPLETE!

Obtaining the briefcase is slightly different with two players. Radio to each 
other regarding who does what, and then engage! In this plan, P1 moves 
upstairs to the room with the fi ling cabinets in it. P1 brings down the waiting 
foe in the corner while P2 secures the room adjacent to the safe door, and 
employs one of the aforementioned techniques to reach the briefcase.

Once the building interior is clear (and optionally after P2 unlocks the quick 
route to the gates), P1 should move to this control panel (which only appears 
in co-op mode), and activate it. This releases a vertical laser bar guarding 
the briefcase, and allows P2 to steal it. As soon as you spot the guards in the 
mini-screen, you’ve completed this task. The rest of the mission is the same 
as the single-player experience, but with more crossfi re opportunities.

Cooperative Operatives
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To the Subway: Via the Building

Warning! This only works if you have the Locktopus. Do this 
before you snatch the briefcase! Enter the room adjacent to 
the safe door, where you took out one or two enemies. Use the 
Locktopus on the door at the end but don’t open it. Return and 
grab the briefcase, then move to this door. Exit it and turn left; 
you’re next to the subway gate! However, watch for a patrolling 
guard before you pass through the gate.

Enemy Diversions

The new secondary objective comes into play in a moment. 
Move quickly but carefully in a wide circle around the fi rst corner 
at the bottom of the stairs until the player can snipe the guard 
on the phone, then move to the corner opposite the phone and 
take cover there, lining up and quickly picking off the two guards 
behind the concrete barrier with silenced headshots.

Follow the winding subway 
tunnel around to the left, until 
you reach this set of gates. 
Switch to a silent weapon if 
possible (so enemies down 
below don’t hear you), 
and “pick” the two locks 
on the gate. After both are 
destroyed, the gate swings 
open. Pass through.

The new secondary objective comes into play in a moment. 
Move quickly but carefully in a wide circle around the fi rst corner 
at the bottom of the stairs until the player can snipe the guard 
on the phone, then move to the corner opposite the phone and 
take cover there, lining up and quickly picking off the two guards 
behind the concrete barrier with silenced headshots.

Diverting Enemies #1: Lights Out

Once inside the small offi ce 
with the red lighting, check the 
left wall for a power box, and 
produce your DataThief. Hack 
into the circuitry, and turn 
out the lights down below. 
This causes bedlam, and both 
factions begin a bloody battle.

Stand by the window and 
watch the ensuing carnage 
from your vantage point until 
the glass gets shattered. Then 
back up, take cover, and begin 
to fi nish off the remaining 
forces. One foe stands by the 
tunnel entrance on the right, 
and around three others mill 
about on the ground just below.

Diverting Enemies #2: Decapitation
For this plan, also go down 
the duct to the offi ce, but 
instead of turning out the 
lights, wait at the window, 
crouching, and aim at 
the head of any foe. The 
best fellow to decapitate 
is standing at the tunnel 
entrance. A simple headshot 
brings him down and starts 
the battle, but it also reveals your location. Back up!

Secondary Objective
Divert Enemies Begins!

Watch out! The dual-wielding enemy throws one of 
his weapons down before he dies. Do not pick up his 
UGL—it is a decoy mine that can seriously damage 
you! If you see a UGL on the ground, shoot it fi rst 
from range to ensure that it isn’t a booby trap!

The biker punk faction has shotguns for the 
ensuing close-quarters battle between the two 
groups, giving them the upper hand. After you set 
them off against each other, snipe two or three 
of the shotgun-toting guards from the balcony. 
This usually evens out the fi ght, leaving you 
to deal with two or three DW-P5 toting guards 
instead of three or four enemies with shotguns.
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Diverting Enemies #3: 
Creative Weapon Use
There are other creative ways 
to initiate a turf war. You can 
lob a Falcon’s fi recracker 
over the railing and listen 
to the battle rage below 
without ever having to expose 
yourself. During a subsequent 
replay, try using the Psychosis 
Gun or the Flashbang to 
achieve this objective.

Diverting Enemies #4: Easy Way Out
After passing through the “unlocked” fence, move to the 
escalator on the left and duck. Move down the elevator, 
looking down the stairwell and to the right over the sidewall 
of the escalator toward the subway courtyard until a head in a 
doorframe comes into view. Snipe the head.

Extraction Action
Crawl back up the duct to the 
main balcony overlooking the 
now-empty forecourt if you 
took this route, and move 
left, around the side to the 
hole and crack in the balcony 
fencing. Drop down onto the 
ground below.

If you blasted foes from the 
balcony and didn’t use the 
duct, don’t drop down via the 
hole. Instead, move along 
the left balcony, following the 
tunnel as you descend to the 
tunnel entrance. This is a good 
spot to bring down stragglers; 
usually in the tollbooth across 
from you.

Quickly deal with any remaining 
hold-outs (usually around the 
corners of the arched exits), and 
then jog through the bodies 
collecting ammunition. When 
you’re done, head through the 
arch that’s opposite the offi ce 
you crawled to. Turn left, and 
look for the blue-lit tunnel 
steps down.

Perform quick, effective takedowns at the base of these steps as 
you reach a derailed subway train. Swing left at the exit, pointing 
your scoped weapon at a waiting guard, and bring him down 
immediately. Then strafe right until two train guards appear in your 
scoped line of sight. Unload on them before they wing you! Then 
run right, move your sights, and fi re. They meet a third guard, and 
if you haven’t brought them down, retreat up the steps, fi ring, then 
slowly head down, aiming with your scope at guards as you go.

With the fi rst three train 
guards removed, rush to 
the concrete barrier at the 
escalator base, and swing 
left, aiming into the train 
carriage. In the next carriage 
along, a couple of guards 
are likely to be running in 
to help their fallen friends. 
Drop them at once.

At the top of the stairwell, 
duck and move down until 
the roof of the subway 
car is just visible below 
the top of the arch of the 
stairwell. Look left: there is a 
patrolling guard that moves 
into view from behind 
the wall. Snipe him in the 
head. Killing him will bring 
two of his friends down into 

the last subway car, directly in front of you. You should be just 
out of sight of them, but you can catch them in the chins for an 
easy kill. 

Now move to the bottom 
of the stairs, keeping your 
reticule right on the edge of 
the right wall, watching for 
enemies in the train. The fi rst 
one should be visible through 
the end of the nearest car, 
in the near end of the next 
car. He’s got body armor, 
but even if he sees you, you 
should be able to catch an 

easy headshot, as he has a hard time shooting through all the 
wreckage in front of him. 

Secondary Objective
Divert Enemies Complete!

Before you head to the subway train, make sure you take in the special 
calendar hanging inside the tollbooth. Odd isn’t the word. Catastrophic is!

Sightseeing: The Monocle-Wearing Cat
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Now track along the inside 
wall of the second subway 
car until you see the body of 
a guard in a white shirt. He’ll 
be wearing a helmet, so body 
shots are the way to drop him. 

Now look down the third 
car. There may be an unarmored 
head to shoot just visible 
through some smoke, and 
another further down toward 
the end of the car. A third 
guard wearing a helmet will be 
standing inside the fi rst set of 
doors on the near side of the 
last car of the train. Shooting 
any one of these guys will most likely send the other two (plus an 
additional guard you can’t see yet) running down the train toward 
you, so line up the two unarmored heads for quick takedowns, 
then draw out the helmeted guard and take him with body 
shots. Look along the bottom the third subway car for one or two 
pairs of feet. Snipe the feet till they stop moving. If there is only 
one set of feet, there will be another helmeted guard standing in 
the last third of the last car. 

After clearing all visible guards 
on and near the train, scan up 
to the overpass walkway at 
the far left end of the platform 
area. There may be a guard 
you can see there for an easy 
headshot. Killing him will usually 
bring two others out onto the 
open part of the walkway to get 
a similar treatment. If you don’t 
see a guard immediately on the walkway, walk to the second-to-last 
alcove along the left wall of the platform. Take cover inside here and 
scan along the walkway. You should be able to see the top of a head 
poking out just over the right side of the walkway wall. Put a round 
in this guy. This may bring out his friends for similar treatment. If it 
does not, head back to the other end of the train and enter the train. 

If you’ve managed to keep 
the guards from spotting you 
up till now, head into the 
train with a scoped weapon; 
otherwise, a shotgun is 
probably a better choice. At 
the end of the fi rst car, look 
diagonally across the second 
car to the end of the third and 
zoom. You should be able to 
see a guard there. Move until 

you can just get a headshot on him, or charge down the car and 
blast him with your shotgun. 

Now take out your shotgun 
and charge to the end of the 
train. Rush out of the train and 
quickly look right for an enemy, 
then move up onto the platform 
and take cover in one of the 
alcoves. From cover, give the 
walkway one more scan for 
targets and take them out if you 
see them. Take the shotgun out 

again and move to the doorway. Take cover on the right side of 
the doorframe without moving in front of the doorway fi rst. There 
will be one or two enemies within sight from cover. Line them up 
and blast them. Exit cover, then hide around the right side of the 
doorframe until another enemy comes in to view. Blast him. There 
should not be more then three guards stationed in this room, but 
occasionally other guards will come down the stairway to the left. 

Now that that room is cleared, 
look toward the wall opposite 
the doorway you came in and 
sidestep through the door 
to the left, looking up as you 
do. There will be one (possibly 
two or three) guards on the 
stairwell in front of you in your 
sights. After dispatching them, 
move up the stairwell and 
around the corner.

And You’re Out

Now just descend the 
opposite stairwell, emerging 
at the evacuation point. Turn 
left, and bring down the 
running guard on the tracks 
behind the mesh fence. Once 
he’s down, simply move to 
the arched exit with the iron 
pipes snaking out of it.

The rendezvous with Jack, 
Joanna, and Zeigler is 
complete. The briefcase 
appears to hold some very 
sensitive information that 
could work to your team’s 
advantage. Zeigler’s certainly 
happy to have his research 
back in his sweaty hands.

Once through the doorway, reload because 
you’ll need all the bullets in your chamber for 
the stairs assault! Beware! There’s often a guy 
hiding just beyond the doorway at the top of 
the stairs. Don’t let him gain the upper hand!

PRIMARY OBJECTIVE:
MEET UP AT EVAC POINT COMPLETE!
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AREAS OF INTEREST

03.01 03.02 03.03

03.05

03.04

03.06

LEGEND
03.01
Skyscrapers Part #1

1  Zipline

2  Zipline

3  Comms transmitter

03.02–03.03
Skyscrapers Part #2 (two views)

4  Entrance to fi re alarm (Jack only)

5  Pipe to skylight

6  Walkway to sniping point 
(covering Jack)

7  Sniping point (Joanna)

8  Jack’s building ascension location

03.04
Fire Escape Rooftops Part #1

9  Lift switch (Joanna)

10  Zipline

11  Location to attack Killian from

12  Jump down to water vat

 Killian’s dropship (fi rst attack)

03.05
Fire Escape Rooftops Part #2

13  Water Vat

14  Top of buildings to skylight, 
and exit

15  Sewers (Jack only)

03.06
Killian Battle (Docks)

16  Rendezvous point (start of battle)

1
2

3

4

5

6
7

8

9

10

11

12

13

14

15

16

3

2

5

6

12
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Equipment List 
and Weapons Found

Plan of Attack: 

Objectives
Overview
Location: Hong Kong

Jack: “What did I tell you, Chandra? You take on a job, we lose 
Zeigler, I’m left with nothing but a headache for our trouble.”

Chandra: “Back off Jack, I’m running mission assist, not a 
complaints line. And for the record, I really don’t like being 
this close to the action myself. I wanna get outta here too.”

Chandra: “I’m with the powerboat at moorings half a klick south 
of your insertion point. Get over the rooftops, down the 
buildings, and through the storm drain that leads here.”

Chandra: “It’s gonna be tough. Comm net’s buzzing with 
activity. Killian and the suits are scanning the area. If 
you want to stop ‘em coordinating intel you gotta jam 
their comms.”

Chandra: “Shoot the shielding off any coolant fans or boost 
power to the cell phone masts to kick up a static storm. I’ll 
power up our signal so we can stay in touch.”

Jack: “You okay there, Jo? Nervous hands can’t aim a gun, kid. 
Stick with me, you’ll be fi ne. And whatever you do, don’t get 
separated. C’mon, we’re going home.”

Joanna must take down a series of snipers from rooftops 
opposite her starting location, then move along a wooden 
scaffold, climb a ladder, and deal with another trio of guards 
while keeping an eye on Jack’s progress on the ground below. 
After jamming the enemy communications via DataThief or 
simple explosions, Joanna works carefully along the rooftops, 
blasting foes, then helping Jack by offering him covering fi re. 
As he reaches a glass-windowed building and ascends, she 
should snipe the incoming guards before lowering a window-
cleaning platform to him. Next, she temporarily stops Killian’s 
aircraft before heading up a fi re escape to open some fl ood 
gates, then scales more steps, defeats additional guards, and 
fi nally descends to a sewer outfl ow tunnel and drops into a 
dockside duel with Killian and his goons.

Battle Tactics

Joanna and Jack appear 
on the rooftops and take 
evasive maneuvers as Killian 
snipes at them from his 
dropship. Relieving the pilot 
of his duties, Killian arms 
the missiles and destroys a 
bridge, splitting the duo up. 
Jack lands with a thud into a trash bin below. 

As the action begins, you 
must deal with your own 
enemies, usually snipers 
scattered on far rooftops, 
before you assist your 
father with his problems 
down below. Switch to a 
scoped weapon, and run 
forward to the edge of 
the balcony you’re on.

DATATHIEF DEMOKIT LOCKTOPUS (RECOMMENDED)

DW-P5 JACKAL MAGNUM (JACK DARK ONLY)

M60

“Nervous hands can’t aim a gun, kid. Stick with me, you’ll be 
fi ne. And whatever you do, don’t get separated!”

—Jack Dark

Primary Objective: Assist Jack (All)

Primary Objective: Open Flood Gates (Perfect/Dark 
only)

Primary Objective: Escape to Evac Point (All)

Secondary Objective: Jam Enemy Comms (Secret 
and Perfect/Dark only)

Secondary Objective: Nullify Killian (All)

P9P
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There are three threats 
to nullify immediately. 
The fi rst is directly ahead 
of you, on the right side 
of the skyscraper (fi rst 
picture). The second 
enemy is at the same 
height level, slightly 
closer in, to the right 
(second picture). As 
Chandra continues to 
chatter, focus on the third 

enemy, sniping from the wooden planks of the scaffold attached 
to the building on your right. Move forward and right slightly, 
and look over the edge a little to spot him.

The moment your 
immediate targets are 
downed, step left, and 
peer right over the 
balcony to the ground 
below. Jack is fi ghting 
his way through ground-
level courtyards with 
limited success. Bring 
out the sniper rifl e and 
deal with the fi rst two 
guards near the vehicle. 

Then cut down the fi nal foe to the right, hiding behind a crate. 
Now decide whether to complete the “Jam Enemy Comms” 
objective now or later. If you choose to do it later, skip the 
following two options and make sure you take the third option, 
described later.

Remember that you have radar in your screen’s 
top-right corner. This can be invaluable in 
searching for foes fi ring at you from vantage 
points you couldn’t otherwise see easily. If 
you’re stuck, and enemies, including Killian,  
are around you, check their position.

Player 1 (P1) is Joanna Dark. Player 2 (P2) is Jack Dark. Cooperative 
play differs greatly from any of the other missions, as P2 takes the role 
of Jack Dark and must take an entirely different route through all of the 
mission. He begins by the trash bin in an exterior parking lot. Joanna (P1) 
starts high on the balcony, as usual.

Cooperative Operatives

Cooperative Operatives (cont’d)

While P1 begins to tag the snipers on the roof and blast the coolant loaders, 
P2 should take down the three enemies directly ahead. Blast the barrel 
behind the right-side enemy, and use the vehicle on your right as cover.

P1 should have taken care of all the snipers and should assist P2 by 
mopping up the remaining forces. P2 should meanwhile continue to blast 
the foes in the initial parking structure. With covering fi re offered by P1, 
charge the forecourt and tackle the remaining foes, including the one 
behind the left vehicle. Watch for vehicle explosions!

Secondary Objective
Jam Enemy Comms Begins!

Jack can jam enemy comms by using the 
DataThief on a central panel or the DemoKit on 
coolant loaders. These are located between 
the fi rst and second groups of guards.
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Comm Get Some Plan #1: DemoKit
Behind you are three 
coolant loaders. If you 
have a DemoKit, attach 
one to the middle fan 
and blow it up.  This 
blows up all three 
coolant loaders here, 
and Chandra radios in to 
tell you that the enemies 
will be disorganized 
later on.  This jams the 
comms instantly without 
additional zipline work. 

Comm Get Some Plan #2: Bullets
Of course, if you’re 
carrying a different 
gadget, there’s always 
the two-bullet blast; 
simply shoot two rounds 
of gunfi re (DY357 only; 
the DW-P5 takes around 
eight shots), into any 
four coolant loaders to 
complete the task without 
a DemoKit. After taking 
out these three, you need 
to take out one more on another rooftop. To save ammo, you 
can also use the melee attack to destroy them.

Wooden Acting

After the comms have been 
effectively shut down, step right, 
off the balcony, and drop down 
onto the wooden scaffolding area. 
Maneuver along, and watch for 
the hole to the right. Avoid it and 
climb up the metal ladder, and 
move along to the end of the 
wooden area. Stop by the 
corner of the wall.

You can hear shouts, so use the corner of the wall as cover, and 
aim your target reticle over the goon hiding behind the low 
wall. Peek out, gun him down with headshots, then quickly duck 
back behind cover. Do this immediately so you can focus on the 
second goon, who’s blasting your area from the right side of 
the enemy forecourt. Take him down next, then the third enemy 
ascending the stairs in the middle.

The third guard may prove annoyingly diffi cult to kill. Step out 

of your cover position, 
especially if he moves 
toward you, and battle 
him. He usually escapes 
down an exterior set of 
steps to the next building. 
Coincidentally, this is 
the route you must take. 
Follow him down here, 
and dispatch him.

Alternate 
Route: I’ve 
Fallen and I Can Get Up
What happens if you accidentally fall through the hole in the 
wooden scaffold platform before the three-guard fi refi ght? 

Then the action becomes 
slightly different. You 
land on the fl oor below. 
Move forward to the 
door on the right wall. 
With a full clip, enter, 
and swing right. Cut 
down the waiting 
guard at the base of the 
stairwell. Aim for the 
head. A moment later, a 
second guard appears. 

Shoot him in the torso, using the stairwell underside as cover.

Now that you’re encountering more enemies 
with armor, check out their clothing—not 
for fashion tips, but to see if they’re wearing 
helmets or body armor. If they have helmets 
on, aim for the torso. If they have body armor 
or no armor, strike the head.

Secondary Objective
Jam Enemy Comms Complete!
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Now climb the steps to 
the balcony at the top. 
This is where the three 
enemies stand when 
you’re taking the regular 
route. At the fi nal set 
of steps, turn and run 
backward up them, then 
sidestep left and gun 
down the fi rst guard, 
then turn right and tackle 
the second. If you’re 
being outmatched, retreat down the steps to cover.

Sniper’s Nest

Pass the door, sidestep left up the steps, but don’t reach the 
platform just yet. Instead, look directly right, at the far building 
opposite, and use the nearby railing as cover as you scan the 
area for foes. Plug the guard running at you, then take out the 
second one coming in from the left, or sometimes behind the 
fi rst. Headshots are the best policy here.

With the two enemies 
on the opposite building 
downed, move to the far 
left edge of the balcony 
you’re on, and check out 
the body of a fallen thug 
(he’s the second foe you 
tagged from your initial 
vantage point). He’s 
carrying a Jackal sniper 
rifl e, which is handy as 
you’re just in time to help 
Jack out. You haven’t forgotten about him, have you?

Jack needs your help again, so peer off the balcony’s edge, 
and line up your scoped weapon (which doesn’t have to be 
the sniper rifl e), plugging at the heads of both foes. Seconds 

later, an enemy APC skids into the courtyard below, and more 
enemies appear. Aim quickly and effi ciently, and plug away at 
the two foes on the vehicle’s right side, and the two behind the 
vehicle. Explode the barrel on the right wall to help scatter your 
foes, and help Jack out.

Jack can mop up the last 
couple of enemies, but 
don’t chance it; take them 
all out. As Jack mumbles 
about Zeigler, return 
to the balcony with the 
stairwell, and use the 
zipline. Scoot across.

Dash to the top of the 
fi re escape steps. You’re 
on a balcony; it’s actually 
where you shot your 
fi rst enemy, and the 
foe’s Jackal sniper rifl e is 
there. You can pick it up, 
and this is another spot 
where you can cover Jack 
(although it takes longer 
to get here). However, 
you can disable the 
comms from here, if you 
haven’t already completed this objective.

You cannot blow up the APC the enemies arrived 
in, so locate all the foes that disembarked and 
drop them.

This balcony, along with the concrete tube, 
also has a total of four coolant fans. Shoot 
or explode all four of them to complete 
the Jam Enemy Comms objective, or use the 
DemoKit on the central one for instant results. 
Tactics for destroying them are detailed at the 
beginning of this level.

PRIMARY OBJECTIVE
ASSIST JACK BEGINS!
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Comm Get Some, 
Plan #3: DataThief

The main reason for coming here is behind you. The enemy 
comm tower is here, and next to it is a computer terminal. 
If you didn’t already jam the comms, now is the time to do 
so. Bring out your DataThief and hack the terminal, shutting 
down the tower. This not only completes an objective, but 
causes fewer enemies to spawn later into this sortie. Now use 
the zipline on this balcony to reach the one with the concrete 
cylinder on it.

Playing Catch-up
Back on the balcony, there are two ways to catch Jack up and 
head downstairs:

Going Down: Taking the Tube

Switch to a close assault 
weapon, and dive 
through the concrete 
tube to a roof window. 
Blast the glass, then 
shoot the enemy inside. 
Reload, and drop in.

You see a set of exit 
steps and a guard 
running to meet you. 
Drop him with multiple 
rounds to the torso 
(see why you needed 
to reload?). The picture 
at right shows Joanna 
using cover, but this 
isn’t actually advisable 
as the enemy runs to 
meet you; try it only if 
the foe is far away.

Cooperative Operatives

While P1 takes care of the three foes on the balcony, shoots more 
foes across on the far building, and then fi nally comes to Jack’s aid 
by shooting down off the balcony edge, P2’s plan of attack is a little 
different. Head up the ramp, and hide behind the car. Three foes are at a 
small hut across from you. Bring them all down, charging the last one.

While P1 continues to assault the upper balconies, P2’s job is to run 
to the hut, and take up a defensive posture (optionally using the cover 
function) while bringing down a trio of thugs appearing from an incoming 
vehicle. Keep moving between the corner of the hut and the barrier at 
the shallow ramp, and aim for the barrel to down all enemies at once.

While P1 optionally looks over the edge of the balcony to help you, or else 
takes the zipline to shut off the radio mast with the DataThief, P2 should 
fi nish the confrontation with the parking lot attendants. Notice the second 
barrel near the scaffold? That helps your progress immensely! Don’t stand 
near the exploding barrel to the right of the shallow ramp. Hide behind 
the vehicle as you bring down the fi nal guards. When you’re fi nished, P2 
should open the door on the right wall, visible in the second screen.

Secondary Objective
Jam Enemy Comms Begins!

Secondary Objective
Jam Enemy Comms Complete!
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Going Down: Duct for Cover

Instead of clambering through the tube, you can return to the 
door between the two balconies, and check the area to the right 
of it. Smash open a low duct, clamber through, and follow the 
duct to another cover. Smash it, and continue until you reach 
this duct exit.

Smash it open, drop 
down, and surprise 
the two guards in this 
chamber. This is the same 
room you dropped into 
through the window if 
you took the fi rst route. 
The guards usually 
retreat to the steps, so 
bring them down for a 
fi nal time at this point.

Sniping Stragglers
You aren’t free from 
sniper fi re just yet! Head 
down the steps where 
the guard came from, 
but look left, through 
the windows, and train 
your scoped weapon 
through the last window 
on the left. Take out the 
unarmored guard across 
on the opposite roof.

Head back to the room 
where you dropped in on 
the two guards, and take 
the skybridge across. This 
is the other route out of 
the room. At the far end, 
take the right door, and 
the one directly in front 
of it. You appear next to 
the slain sniper.

It’s time to help Jack 
out! If a second screen 
appears showing Jack 
being wounded by 
enemies, hurry the hell 
up! The fi rst area to train 
your scoped weapon on 
is the lower-right area of 
the half-built structure 
opposite. Bring down 
three punks shooting 
your pa.

You can take down 
this enemy much 
earlier to avoid 
being ambushed 
later. Crouch by 
the concrete tube 
on the roof, look 
for the fi gure, and 
shoot him in the 
head. Then access 
the room below.

Optional M60: Locktopus
The area beyond 
where the second 
guard came 
running from 
ends at a locked 
door. However, if 
you brought the 
Locktopus, you 
can open it, quickly 
nullify the foe 
inside, and fi nd 
the unwieldy but 
devastating M60! Swap the DW-P5 for this 
during the rest of your mission. The room also 
contains DW-P5 ammo.

The Jackal is one-shot/one-kill, but it reloads 
slowly so Jack can become very prone to foes, 
especially if you miss once or twice. Many 
operatives prefer to complete this sniping 
objective using the DWP5 or P9P, both of which 
have adequate scopes, a fast rate of fi re and 
faster reloads. Shoot the foe once in the 
torso so he doubles up in pain, then fi nish with 
headshots. However, you just need to injure the 
enemy enough that they can’t get a bead on Jack, 
and let Jack fi nish them off with his Magnum.



78 PRIMA OFFICIAL GAME GUIDE

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

Cooperative Operatives (cont’d)

This opens the fi re doors, allowing P2 access to the snaking pathway 
up the three levels. While P1 provides sniper fi re, P2 should maneuver 
along the corridors, blasting any enemies. For greater accuracy and less 
wounding, use radio contact to indicate which enemy you’re aiming for.

When you reach the third level, there’s a large congregation of enemies, 
so take them out with a barrel explosion. P2 should take care not to get 
caught in the blast, and P1 should learn where Jack is (your target reticle 
turns green when he’s in your sights) so you don’t accidentally take out 
your father!

While P1 heads down the zipline to activate the cleaning rig, P2 should 
head right, through the doorway on the wall and toward the rig itself. You 
cannot access it until P1 presses the switch above. Make sure you’re 
inside the rig before it is activated, and ride it down to the ground.

Secondary Objective
Nullify Killian Begins!

PRIMARY OBJECTIVE
ASSIST JACK COMPLETE!

PRIMARY OBJECTIVE
OPEN FLOOD GATES BEGINS!

The structure that Jack is 
moving through is three 
fl oors tall, and Jack moves 
right to left, up a fl oor, 
left to right, up a fl oor, 
and fi nally right to left. 
Aim slightly left of middle 
and drop two waiting 
guards through the glass 
windows as Jack reaches 
the second fl oor.

Follow Jack’s path as 
he runs all the way to 
the right, and once he’s 
climbing the fi nal set of 
steps, blow up the barrel 
on the top fl oor when 
the guards move into 
position. This takes out 
two nearby enemies. 
Then trace the corridor 
left, dropping two more 
incoming foes before 
they get a bead on Jack. Headshots are recommended.

As soon as the open 
structure that Jack’s 
climbing has been 
emptied of enemies, you 
can use the zipline and 
slide over to the building 
opposite. Turn around 
after you land, and 
activate the cleaning rig 
per Jack’s instructions. 
Switch the sensor on 
to complete your fi rst 
primary objective.

Ascending the half-built structure with two players requires patience 
and excellent radio contact. P1 should fi nish up all tasks in the area 
below the concrete tube, and head to the vantage point to provide 
covering fi re for P2. Meanwhile, P2 should wait at the top of the interior 
stairs, and once P1 is in sniping position, P2 should blast the fi re alarm.

Cooperative Operatives
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Use another zipline to drop 
down to the lower building 
balcony opposite the point 
where you activated the 
sensor. Chandra radios in to 
let you know Killian’s been 
spotted in the area. Speak 
of the devil; his dropship 
appears from around a 
corner. Head to the large air 
vent on the corner and hide.

Killian begins shooting at you. Optionally take cover, or simply 
aim at his craft and start to rapidly fi re at him. Aim at one of the 
craft’s two engines. Killian takes a break and taunts you. Taunt back 
if you wish, then climb up the ladder and begin a second round of 
fi ring at the engines from the rooftop. Continue this bombardment 
until Killian’s ship has been damaged and he leaves. Nice work!

Drop through the gap in the 
railing to the roof below, 
then make a quick left, and 
turn right onto a slightly 
lower roof. Look for a water 
tower near a blue computer 
terminal. You must now open 
the fl ood gates in one of 
two ways.

Flood Gate Opening #1: 
Spring a Leak
The fi rst method is rough, 
ready, quick, and easy. Simply 
aim for the large water tower 
(notice the rusty spot?) and 
shoot it with any weapon until 
water begins to stream out. Do 
this from the ground next to it 
or from the gap in the balcony 
before you drop down.

Flood Gate Opening #2: 
Needlessly Technical

Or, you can produce the 
DataThief, and hack the 
computer terminal next to 
the water tower, draining the 
water in a more technical and 
superfl uous manner. It gets the 
job done, but it takes longer.

Secondary Objective
Nullify Killian Complete!

Cooperative Operatives

With two players, Killian takes half as long to nullify, so while Joanna 
(P1) hides from him up top, Jack (P2) can stand at the edge of a storm 
drain and pepper the other engine (decide which engine each will tackle 
ahead of time). When Killian heads off, Joanna should climb to the water 
tower, while Jack drops down to the right and heads through the drain 
section on the opposite wall.

While Joanna begins to open the fl ood gates, Jack heads to the end of 
the pipe, and turns left. Watch out for three incoming guards. Quickly 
take out each, aiming for unarmored areas for faster takedowns. Then 
run past them, and make a left turn down another pipe.

There’s a randomly spawning guard after you 
nullify Killian. From the fi re escape where you 
fought the dropship, look up at the corner of the 
rooftop to your left. If you see him there, move 
up and hide behind the ductwork so you can drop 
him before he opens fi re. If he’s not there, check 
down between the water tower and the armor 
pick-up. You can headshot him from the rooftop 
without risking any damage. If he isn’t there either, 
stand by the ventilation system and look across 
the level. You’ll see him waiting for you in a far 
window. Headshot him and go about your business. 

In Cooperative mode, after disposing of Killian, 
make sure P1 aims straight down from the fi re 
escape and helps P2 dispatch three incoming 
enemies attacking him by the cleaning rig.
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After the Flood

Once you’ve opened the gates, take the Armor, then head up 
the fi re escape external stairs (on the same level as the water 
tower) up to another roof with two vents. Move across, and up 
a second fi re escape to an even higher roof where three guards 
await. Either tag them from the stairs, or rush in and blast the 
left one, then retreat down the fi re escape and wait for the 
others to appear and take them out.

Head up to the roof again and crouch down, then skulk around, 
checking the crates. The reason for stealth becomes clear when 

you move to the gap in the railings: heavily armored enemies 
are waiting to take you down. The best way to take the guards 
down is to stay right, aim at the head of one guard, then swing 
left and tag the second guard. The third is waiting to ambush 
you when you drop down, so move to the edge to coax him 
out. When he fi res, roll back.

Shoot him continuously, 
or better yet, lob a 
grenade into him, and 
watch him fall. Drop 
down and ensure he’s not 
getting up, then move to 
the set of four windows. 
Blast the foe inside, but 
before you drop down, 
collect all the ammo from 
the fallen foes up here. 
Pay special attention to 
the well-armored foe; he drops a Magnum!

Move through the door 
the guard was standing 
near, and head down 
the metal steps until you 
reach a large metal tube. 
Drop into it, riding it 
down to a stone-walled 
sewage overfl ow zone. 
Jack is waiting for you at 
the entrance to a large 
dockside area.

Cooperative Operatives (cont’d)

P1 should just have fi nished tackling the fl ood gate issue. Meanwhile P2 is in 
the storm drain. At the end of this pipe, make a right. You’re at the fl ood gates 
themselves; once P1 completes the objective, watch as the gates descend. 
Swing right and deal with an enemy, then maneuver over the gates.

PRIMARY OBJECTIVE
OPEN FLOOD GATES COMPLETE!

PRIMARY OBJECTIVE
ESCAPE TO EVAC POINT BEGINS!

It’s vital that you pick up as much ammunition 
as possible, as the boss battle to come 
doesn’t allow many opportunities for replen-
ishing your ordnance. Also, get rid of your 
shotgun; swap it for the Magnum or another 
weapon that hits well at range.

Check the two crates here. One holds DW-P5 
ammo. The other is locked (use the Locktopus 
to open it) and contains two DW357s and two 
P9Ps. The DW-P5 and magnum will both be more 
useful during the Killian boss fi ght than a 
sniper rifl e or a pistol.
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Killian in the 
Name of 

Jack and Joanna drop down 
into the loading dock just as 
reinforcements scuttle in and 
begin to fi re at them. Focus on 
just one engine. Splitting your 
bullets between both engines 
delays victory. Dropping a 
couple, Jack begins a fi refi ght 
while Joanna trains her weapon on Killian’s dropship, which 
hoves into view and appears to be fully functional….

As combat begins, run 
forward and secure 
yourself behind the 
nearest available cover, 
and begin to pump 
bullets into Killian’s craft. 
Killian fi res at you, so 
keep hidden until the 
craft fl ies overhead, 
and your hiding place is 
compromised.

As before, you must 
aim directly at Killian’s 
engines on either side 
of the ship. Run around 
to the opposite side of 
the cover you’re at, and 
begin to pour bullets 
into his ship’s hull. You 
must keep a visual lock 
on Killian at all times; 
he does not appear on 
radar!

Continue standing by 
this cover as Killian 
fl ies around the docks, 
attempting verbal 
takedowns, as well as 
rapid-fi re ones. Duck if the 
cover is being blown apart, 
and don’t accidentally hit 
the cover with your shots. 
After repeated blasts, 
Killian lands his craft on 
the opposite pad.

This battle is best fought using the combi-
nation of the M60 (found earlier in a box room 
using the Locktopus) and the Magnum (found 
on the well-armored guard before heading 
down through the fi nal roof windows). Swap 
weapons with downed enemies, but always 
remember where you dropped your initial gun in 
case you need it again!

The ice blocks you’re hiding behind aren’t 
the sturdiest, but you can hide behind them 
and still see Killian’s dropship engine fl ames 
through the blocks.

Cooperative Operatives

Rendezvousing for the fi rst time since the beginning of the stage is now 
imperative. While P1 deals with the guards atop the building and takes 
the Armor, P2 should head forward and make a left turn as enemies head 
out of this pipe. Stay at the near end and blast them. Watch for the well-
armored guard, as he’s the most diffi cult to take down. Jack has some 
armor to collect himself: Jump down from the lift, take the fi rst pipe on 
the right, and then turn right again. The armor is hovering near the grate.

As P1 heads through the roof window after collecting ammunition, P2 
doesn’t need to investigate the sewer pipes where the enemies came 
from. Instead, move back to the junction where you turned left, and head 
right instead, over a second fl ood gate, and follow the overfl ow pipe all 
the way to the dockside and the fi nal fi ght.
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Run to take this guard out as soon as possible, 
but don’t use your DW-P5; you need all that 
weapon’s ammunition for Killian’s craft.

PRIMARY OBJECTIVE
ESCAPE TO EVAC POINT COMPLETE!

Switch to your other 
weapon (ideally the 
Magnum) and rush 
across to the drop off 
point as Killian ascends 
to the skies once more. 
Charge the foe he 
releases, and take him 
down immediately. He 
drops ammunition for 
your DW-P5, which is 
vital for this battle!

Killian then hovers and lands 
on the opposite side of the 
dock—where you begin the 
battle—and drops more 
enemies into the fray. Watch 
his location, hiding behind 
cover such as the corrugated 
steel hut, and tackle Killian; 
let Jack deal with the infantry 
menace. When Killian hovers, 
this is the correct time to unload into him. Continuously blast 
his engines with rounds until you run out of DW-P5 ammo. 
Then switch to your Magnum and hunt for dropped ammo back 
at the initial combat point.

Continue the Killian bombardment. You know you’re making 
progress when his engine starts to smoke. Continue to fi re at 
this engine. Killian’s shouts indicate how damaged his craft 
is; he usually yells after taking 25 percent, 50 percent, and 75 

percent damage. Watch his maneuvering at 75 percent damage; 
he sometimes roars his engines and boosts over your head to 
fry you. Roll away to dodge this, and continue blasting until 
Killian begins to hover far off in the sky with both engines 
burning; he’s about to detonate!

As Killian’s craft makes a fi nal fi ery nose dive, 
Chandra pulls up alongside the dock and 
Joanna leaps in to safety. Jack is up on the 
balcony, and he’s surprised by two enemy 
APCs that roar through a fence and corner 
him. Out comes a squad of heavily 
armed guards. Jack has been captured!

Cooperative Operatives

Jack has to fi ght his own battle on the ledge surrounding the docks 
against gun-toting goons. Their purpose is to distract Jack from helping 
Joanna against Killian. Keep moving, avoiding as many of the thugs as 
you can and killing those who get in your way (pick up their ammo as 
necessary). But try to focus most of your fi repower on Killian, aiming for 
the same engine as Joanna.
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AREAS OF INTEREST

04.01 04.02

04.03 04.04

04.05 04.06

04.07 04.08

LEGEND
04.01
Temple Cliffs

1  Radio from this point

2  Enemy with radio

04.02
Outer Temple Gardens 

 Guard Tower

3  Side entrance to wall

4  Central entrance to wall

5  Cave entrance under wall

04.03–04.04
Temple Wall (two views)

6  Satellite Dish controls

7  Dish switch

8  Cave exit

9  Central entrance to inner gardens

04.05–04.06
Temple Inner Gardens (two views)

10  Entrance to chambers with cameras

11  Alternate entrance to chambers with 
cameras

12  Gossiping patrons

13  Entrance to Zhang Li’s Deathmatch 
chamber

14  Entrance to laser room

15  Entrance to hackable wall unit 
under stairs

04.07
Laser Room (with Viblade in central 
pedestal)
04.08
Zhang-Li’s deathmatch chamber (where 
combat with Mai Hem begins)

1

2

3

4
5

6

7
89

10

11
12

13

14

15

2

4

6
9

7

12

15
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: People’s Republic of China

Chandra: “Sorry Jo, the authorities are stonewalling us. If 
they’ve got anything on the operatives who snatched Jack 
they ain’t telling.”

Chandra: “I ran the plates from the vans and came up empty…I 
don’t like it.”

Chandra: “Good thing Jack took the precaution of having us 
wear transponder-equipped nul suits.”

Chandra: “I tracked his signal to the mainland, and a remote 
location in the Huang Shan mountains, before the 
damnedest thing—the blip dropped right off my scope.”

Chandra: “Thought I’d lost him until I tapped into a routine fl yby 
from a U.S. spy satellite.”

Chandra: “Private residence unmarked on any maps and with 
no road access. Place belongs to big business—DeathMatch 
creator and CEO of dataDyne, Zhang-Li.”

Chandra: “The man likes his privacy. The joint’s built like a 
fortress. Thirty-foot observation towers, tungsten steel blast 
doors, and a private army to boot. Up for a challenge?”

Chandra: “This Zhang-Li’s throwing some kinda party for 
his DeathMatch players. No invite, so you’ll have to work 
your way up through the gardens and steer clear of the 
guard patrols.”

Chandra: “Once inside, conceal your weapon and make like 
you’re a DeathMatch player. The guards on the doors are 
checking the guest’s voice patterns so you gotta steal one 
to get in.”

Chandra: “Use your AudioScope to record a guest’s voice 
pattern. It’ll upload to the choker you’re wearing, so you can 
speak with their voice. Cool, if a little weird.”

Chandra: “Oh, almost forgot. Radio net’s buzzing with activity. 
Zhang-Li’s guards are pros. If they sense danger they will 
bring in back-up.”

Chandra: “If you can, disrupt their communications. They’ll be a 
lot easier to deal with if they can’t call for help.”

After a quick guard strangle, move up to the exterior gardens 
and bring down a guard in silence. Steal his radio and disrupt 
the guards’ signals, then systematically drop the enemies in the 
pagoda towers and the two on ground patrol. Enter the walled 
area via a number of entrances (ideally the left steps), and 
activate a satellite dish either before or after you bring violent 
justice to a number of guards inside the wall itself. Blast guards 
in the inner garden before entering it, and move to the main 
gate after securing the area. Attempt the correct radio response 
or pick the lock, and enter the inner temple itself. Here you must 
retrieve a voice scan through AudioScope or DataThief use 
(Perfect and Dark Agent only) before an audience with Zhang-Li, 
and a DeathMatch with his daughter, can be arranged….

Battle Tactics
The Choke’s on You

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

RADIO TRANSMITTER AUDIOSCOPE HAWK BOOMERANG*

DW-P5 SUPERDRAGON* JACKAL

MAGSEC 4 M60* VIBLADE

Primary Objective: Infi ltrate Mansion (All)

Primary Objective: Acquire Voice Scan 
(Perfect/Dark only)

Primary Objective: Defeat Mai Hem (All)

Secondary Objective: Disrupt Security Comms 
(Secret and Perfect/Dark only)

Secondary Objective: Activate Satellite Server (All)

Secondary Objective
Disrupt Security Comms Begins!

PRIMARY OBJECTIVE
INFILTRATE MANSION BEGINS!

“The man likes his privacy. The joint’s 
built like a fortress!”

—Chandra
COMBAT SHIELD*

*These are all virtual weapons (you don’t unlock them).
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Joanna climbs the sheer cliff 
face, pausing to hide from a 
couple of patrolling vehicles, 
and causing a few pebbles to 
detach and scatter down the 
mountain. The waiting guard 
peers over the side to check 
the sound before sitting back 
at his post. Seconds later, 
Joanna grabs the guard by the throat, and wrenches him off 
the mountain.

Mansion infi ltration has 
begun! Choose a weapon 
that’s silenced and has 
a scope, and follow the 
path forward, crossing 
the small bridge by the 
waterfall. Brush past the 
tree, and go up the small 
hill by the lantern and 
this circular entrance to 
the formal gardens.

Stop at the circular entrance and look slightly to the left. Spot 
the guard as he walks away from you over the small bridge, 
and make a quick and precise effort to separate him from his 
brain. Once he’s down (remember: silenced gunfi re!), listen to 
Chandra’s advice. The guard carried a radio that allows you to 
listen in and control the actions of the patrols. Step out toward 
the bridge, and retrieve the radio from the guard’s body. Now 
retreat at once!

Head back to the circular 
entrance without inves-
tigating any more of the 
gardens, and produce 
the radio you snagged 
from the guard’s body. 
Chandra says she’s 
uploaded a male voice 
pattern to your choker. 
Check it out! Now comes 
the time to scramble the 
radio channels.

Use the radio, and you 
patch into the enemy’s 
channel, where you’ll 
hear a guard say one of 
nine different commu-
nications. The answer 
you give is based on 
whether you wish to use 
Charm, Bluff, or Threat in 
your response. Here are 
the possible questions, 
and the correct way to 
respond to each of them:

Heading into this garden with no subtlety or 
stealth will result in your demise on Perfect 
and Dark diffi culties. Follow the advice below 
regarding the fastest and safest method of 
mansion access. Every time you shoot a non-
silenced gun in the outer gardens, expect two 
additional guards to run in and attack.

If you answer incorrectly, the guard doesn’t 
realize the facility is under attack, but he 
offers four additional guards to patrol, for 
“your safety.” Read on to locate and dispatch 
them correctly.

Guard Chatter Chart: Security Control

Guard Communication Correct Response
“Ship control said maintenance was due to call in.” Bluff

“That maintenance? Weren’t you meant to call in an hour ago?” Bluff

“Hello? Is that maintenance?” Bluff

“Hey friend, you just missed one hell of a DeathMatch!” Charm

“Whoa, it must be freezing out there, you okay?” Charm

“Hi there bud, control here. Anything I can do for you?” Charm

“Is everything okay out there?” Threat

 (Whispering) “Hello, you okay?” Threat

“Whoa, you scared the shit out of me!” Threat

Secondary Objective
Disrupt Security Comms Complete!
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Garden Infi ltration #1: 
Optimal Route with Security 
Comms Disrupted

Assuming you 
answered the control 
guard correctly, continue 
stealthily into the garden. 
Crouch and turn left, 
looking across a small 
bridge at the pagoda 
tower. Bring a silenced, 
scoped weapon to 
bear on the guard inside, 
and quickly tag him in 
the head.

Stand by the lantern near the initial bridge, and spin around on 
the spot, to the right, so you’re looking at the large wall in the 
distance. As the fi reworks explode against the night sky, locate 
the pagoda tower on the far right of the wall. Be sure you have 
a full clip of ammo, and aim precisely at the guard on the right. 
Tag him with two shots to be sure. Then immediately unload the 
rest of the clip into the guard just behind him, on the left.

There’s one more guard tower to tackle, but fi rst you must get 
into position. Zoom out, turn left, and move over the larger of 
the two small bridges (the left one). Turn right, following the 
ground lanterns, so you move toward a second bridge. Crouch 
and swing your weapon left when you’re on the bridge itself.

Ignore the fi reworks 
bursting around, and 
instead bring down the 
fourth and fi nal tower 
guard from the third 
tower. You are now much 
less likely to be spotted 
and taken out by the 
facility’s superior numbers. 
With a path cleared, you 
can maneuver to the 
outer wall.

Why bother jamming the security communi-
cations? Because you’re about to infi ltrate 
the facility and leave a trail of bodies in your 
wake. Once the comms are disrupted, other 
guards on patrol don’t alert anyone, and you 
won’t have to deal with reinforcements, which 
can easily overwhelm you on Perfect and Dark 
Agent diffi culty levels.

Cooperative Operatives

Player 1 (P1) is Joanna Dark. Player 2 (P2) is Chandra. Player one 
begins next to the cliff edge, with P2 next to her. Both players should 
immediately move up the cliff path to the circular entrance.

While one of you provides covering fi re, the other can charge the fi rst 
guard, dropping him with silenced weapons only, and scamper back to 
the doorway without raising the alarm, and the radio routine can occur in 
double-quick time.

Overkill? Not really. You want to ensure that 
both of these threats are neutralized, and 
although it can be accomplished with fewer 
bullets, it’s better to be safe than sorry!

Warning: Guard hilarity! If you’re replaying 
this level and have the Psychosis Gun, try 
shooting the guards on the towers with it for 
some humorous interplay!
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For an alternate place 
to stand and snipe the 
guard inside the last 
pagoda tower, move 
onto the bridge ahead 
of you, where you took 
out the very first guard. 
Aim at the watchtower 
guard from here, then 
follow the path up to 
the large rock.

A guard may be 
patrolling this area on 
foot; check the area 
between the bridge 
and the large rock, and 
scan for an encroaching 
enemy. Then bring him 
down at once. There is 
another guard, but he’s 
on the opposite side of 
the gardens; ignore him 
and quicken your pace.

From the bridge where you dealt with the last pagoda guard, 
move forward and left, toward a large snow-topped rock. On 
the right is another small bridge; avoid it and instead turn left, 
heading toward a single lantern and a waterfall. Move around 
the trees heading diagonally left and locate a set of steps. 
Move up them, past a lantern, to a second fl ight of steps, 
leading to the wall and a giant bronze circular door with a 
demon’s head on it.

Garden Infi ltration #2: With-
out Security Comms Disrupted
Did you Bluff when you 
should have Threatened? 
Or Charmed when you 
should have Bluffed? 
If you failed to disrupt 
the security comms, the 
enemy has your location, 
and (as they think you’re 
a guard) is sending 
“help” to you! Continue 
toward the left side of the 
gardens after taking out 
all the tower guards, as detailed above.

Expend additional time and resources delivering bullets 
into the hides of a quartet of new guards, which appears at 
this set of steps. Keep moving during combat so you aren’t 
mown down. Continue to attack until all four are down, hiding 
behind trees, bridges, and lanterns before popping out to fi re. 
Don’t venture to the right of the garden; keep the enemies 
contained. After you take down the fourth guard, you can 
radio again if you wish. Fail this for a second time, and four 
more guards appear!

Garden Infi ltration #3: Comms 
Disrupted; Up the Middle

Although heading toward the left side of the garden to the wall 
is the preferred path, there’s the rest of the garden to explore. 
This is unnecessary, but does allow you more combat opportu-
nities. Assuming you disrupted the comms, shoot all the guards 
in the three towers and move up the middle of the gardens. 
Deal with a guard left of the main steps. Charge and drop him, 
racing up to the top of the steps, as another guard is likely to 
rush you from the right. Use the balcony as cover, and tackle 
him from above.

The main doors are fi rmly locked. You cannot 
go through this door unless you have the 
Locktopus. Head left, to the steps.
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Garden Infi ltration #4: 
Comms Disrupted; Explosions 
in the Tunnel

If you are carrying a DemoKit gadget, you can infi ltrate the inner 
courtyard without having to mess about on the wall. However, this 
does mean missing out on the “Activate Satellite Server” objective 
(unless you want to attack the enemies in the wall, which is easier 
via the optimal path detailed earlier). Disrupt communications, 
shoot all the pagoda tower guards, deal with the two remaining 
guards in the outer gardens, and then move to the middle steps. 
Check the wall to the right of it; a mesh gate blocks a tunnel 
entrance. Clamp a DemoKit on the gate, and detonate them!

This doesn’t help your 
stealth actions, as every 
guard is now on alert, 
but you can now enter 
the tunnel, which winds 
under the wall and brings 
you out facing the wall 
on the other side. Swing 
right immediately, and 
start combat with the 
well-armored foes by the 
bridge. This is advisable 
only on lesser diffi culty settings.

Garden Infi ltration #5: 
Pagoda Tower Topple

If stealth combat sounds 
too much like hard 
work, and depending 
on whether or not you 
disrupt the communi-
cations, there’s another 
way to silence the 
snipers on the pagoda 
towers. Head to the 
base of each and plant 
a DemoKit, which 
detonates 3 seconds after 

each placement. Oddly enough, your cover is blown, and all 
guards will be on alert. This is, of course, unless you have killed 
the guards within that area (sniper and patrolling guards). Then 
you actually complete the Disrupt Security Comms objective.
This is the destructive and messy path. Combine it with the 
tunnel infi ltration (above).

Garden Infi ltration #6: 
Unlocking Ladders 
There’s yet another 
slightly foolhardy way 
to maneuver through 
the initial garden area. 
This is better than using 
DemoKits, however. 
When radio contact has 
been blocked, turn left, 
and aim at the sniper in 
the far-left pagoda tower. 
Then run to the base of 
the tower, and bring out 
your Locktopus. 

Use the Locktopus to 
unlock the ladder to the 
top of the tower, then 
climb up to the sniping 
position yourself. From 
here, you can aim at any 
of the enemies. Unfortu-
nately, you must take out 
enemies on the ground 
fi rst, or they spot you 
sniping foes on other 
platforms.

Move to the far-right 
pagoda tower, using 
the Locktopus to release 
the ladder, then climb 
to the top (ideally after 
radio contact has been 
disrupted), and you’ve 
got yourself a great 
vantage point along the 
top of the wall, and the 
main entrance. You can 
tag enemies earlier from 
this position.

Garden Infi ltration #7: Direct 
and Slightly Insane Part #1
Whether or not you 
unlocked the pagoda 
tower ladders, you can 
move to the middle door 
in the outer garden. Deal 
with the two guards 
patrolling on either side 
of the gardens before 
you attempt to unlock 
the door. Move to the left 
and use the Locktopus to 
pick the lock, then push 
open the door. Part #2 of this plan is revealed later; read on.
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Going Up the Wall
Assuming you haven’t 
alerted every guard in 
the facility with your 
unimpressive stealth 
abilities, enter the wall, 
ignore the demon door, 
and creep up the steps 
on the right, leading up 
to the top of the wall. 
Crouch as you ascend, 
and stop in partial cover 
at the top.

Be quick, or be dead! 
Use the tops of the 
steps to your advantage, 
remaining in cover. Bring 
down the well-armored 
enemy guard running 
at you and his friend 
coming toward you from 
the left. These guys tend 
to get back up again, 
so be sure neither is 
moving!

Stand up, but remain 
at the top of the steps. 
Don’t venture toward 
the middle of the wall 
balcony. Instead, turn left 
and look at the courtyard 
interior. Near a lantern 
in the left area is a 
patrolling guard. Quickly 
deal with him now, so 
you don’t have to later.

Your next steps are 
vitally important. Move 
along the top of the 
wall to where the two 
enemies fell. Do not 
move to the hole in the 
fl oor! Enemies await 
here, so stay back! Now 
train your weapon on the 
incoming guard from the 
opposite end of the wall.

Stay where you are, and quickly turn left and look for the 
guard standing by the main doors leading to the facility’s inner 
sanctum. Zoom in and quickly take down this guard. A second 
guard patrols the bridge below, but he may have continued to 
the right, out of your line of sight. Worry about him later. Note 
that you can attack the guard by the door if you stand in front of 
the satellite controls, too. Then you have an easier time picking 
off the ground guard (picture #2), but watch for foes coming 
along the top of the wall.

If you’ve made too much noise 
and guards are rushing the 
satellite dish end of the wall, 
simply stay in partial cover, 
using the lip of the balcony to 
poke your head out and drop 
all the rushing enemies. Let the 
enemy move to you, and not the 
other way around. They can only 
appear in one direction (from the 
steps or across the wall top), so 
you can cut them down easily.

Like a well-oiled machine, have P1 take out the snipers on the left and 
middle towers, while P2 deals with the right side. Then both move up 
the left side of the gardens. The patrol in this area should be caught in 
impressive and tactical crossfi re!

Cooperative Operatives

Secondary Objective
Activate Satellite Server Begins!
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Assuming you haven’t 
disturbed the guards 
downstairs, now is your chance 
to! Turn and crouch at the top 
of the steps, and shoot at the 
head of the fi rst guard you see. 
Four armored guards are down 
here, so stand at the top and 
blast them. You should still use 
silenced weapons. As soon 
as the fi rst of the four guards falls, the others begin a battle plan. 
Stay at the top, and watch for foes moving up the steps farther 
along the wall. Bring them down, or dash downstairs and fi nish off 
the foes there, then head up the steps on the other side, watching 
for ambushes and learning where the enemies are. Then retreat 
and use a zoomed weapon to fi nish them. In this case (picture #3) 
Joanna picked up a Magsec 4 from a doomed guard.

This should clear the 
walled area of all further 
guards, assuming you 
didn’t open any doors. 
Pick up any ammunition 
you wish, and move to 
the far end of the wall. 
If you haven’t taken out 
the guard by the bridge, 
down on the inner 
courtyard, do it now, 
using the wall as cover. 
This guy is very well armored, so take your time.

SSatellite Activation
Now that the guards on the wall have been neutralized, you 
can attempt to activate the satellite server. There are, of course, 
numerous methods for attempting this:

Activation Plan #1: 
Sat Up Straight

If you aren’t going to use 
any gadgets, you’ll need 
to power up the satellite 
without the benefi t of 
your DataThief. Do this 
by activating the power 
switch, which is naturally 
located at the far end 
of the wall. Once all 
enemies are defeated, 
head here and boot up 
the dish.

Lobbing Frag Grenades down stairs is a tried 
and tested plan that works very well, and it’s 
as satisfying as it is spectacular.

Defeat all of the enemies in the courtyard 
and then grab the M60. Since you won’t be 
doing any fi ghting inside the mansion (during 
the DeathMatch fi ght with Mai Hem, you’ll be 
supplied with virtual weapons), this is an easy 
way to unlock the M60.

Tackle this, and any other guards patrolling 
downstairs, from up here—the extra protection 
the wall offers is incredibly useful. Charging 
them and fi ghting at close range is a much 
riskier proposition.

One player should go through the demon door while the other player 
uses the Locktopus to go through the main door.

Cooperative Operatives
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While Chandra congrat-
ulates you, move all the 
way back to the initial 
steps you ascended on 
the wall, and move right, 
to the jutting wall area 
containing this control 
panel. It’s a simple matter 
of activating the panel, 
which allows Chandra 
access to the dish.

Activation Plan #2: 
Dish Washing

The simplest method of 
activating the dish is to 
carry a DataThief from 
the beginning of this 
mission. Move to the 
control panel to the right 
of the dish at the earliest 
safe point, and use the 
DataThief to hack in. Well 
done; you jumped the 
fi rewall yourself!

The Direct and Insane 
Approach Part #2: Wall 
to Inner Courtyard
This technique isn’t recommended, but can be entertaining. It 
assumes you’ve used the Locktopus to open the main door in 
the initial garden area (see Garden Infi ltration #7 on page 88).

Watch out! At least three well-armored foes are just behind the 
door, so lob in grenades, or simply charge in with a very large, 
very fast-fi ring gun such as the UGL Liberator. Don’t stop fi ring 

until you or your foes are done for. Then assault the steps in 
either direction, heading up onto the top of the wall. From here, 
fi nd a hiding spot to take out the rest of the foes (such as the 
places detailed previously). One place is next to the button to 
activate the radar controls. Peek out, burst fi re, and hide.

Keep this up until you’ve 
covered the wall in 
bullets and you’re the 
only thing with a pulse. 
Then head downstairs, 
and (as this is the direct 
and insane route), open 
the main doors opposite 
the ones you came 
through. Naturally, you 
should look for and 
pick up the M60. Also, 

optionally complete the “Activate Satellite Server” objective 
(page 89). Then move to the main doors inside the wall, and 
head into the inner courtyard (see part #3 on page 92).

Inner Courtyard Chaos
Whatever your dish-
based activities, once 
they’re completed, move 
to the far end of the wall 
again, and head down 
the steps to the circular 
bronze demon door 
opposite the identical 
door you saw earlier. 
Open the door, and look 
left. If you’re lucky, two 
guards are standing 

by the bridge; take them out from the door’s cover. If you’re 
unlucky, the guards will be standing on the right, in almost total 
darkness.

If this occurs, look out; spin right and attack two incoming 
guards. Step back and use the door as cover; these thugs are 
heavily armored and armed. Scuttle up the steps, and use wall 
cover to blast the foes from above, as shown (fi rst screen). Look 
left and right while hiding; the guard can be in the dark area 
near the cave on the right side (second screen).

Why activate the dish? Because it allows Chandra 
to hack into the DeathMatch commands during 
the forthcoming battle with Mei Hem and give you 
additional weaponry, making the fi ght easier.

Secondary Objective
Activate Satellite Server Complete!
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Once you’ve dealt with 
all ground guards on 
the right side of the 
inner courtyard, move 
to the small bridge and 
stop. Look ahead at the 
main steps and door 
to the inner sanctum. 
The camera on the left 
side of the wall must 
be destroyed here and 
now! If not, four guard 
reinforcements arrive, and they can overwhelm you.

The area is secure enough 
for you to head up the 
main steps and check the 
door to the inner sanctum. 
Locked! You need to move 
to the right side, activate 
the radio here, and coax 
the guard into letting you 
into the next chamber. The 
correct response is again 
called for. Here are the 
answers:

Did you fail this second 
radio message? Then take 
cover by one of the fences, 
and wait for four enemies 
to charge in across both 
the bridges below. Bring 
them down immediately, 
before they try rushing your 
location. They attack from 
both sides.

The Direct and Insane 
Approach Part #3: Inner 
Courtyard to Main Door
If you’re following the plan where stealth takes a backseat to 
blind, ugly violence, then read on:

You’re through to the 
inner courtyard. What’s 
the fi rst thing on your 
mind? Blasting the two 
well-armored guards in 
the dark shadows on the 
right side of the area. 
Dash over the bridge on 
the right, and fi re your 
M60. Don’t stop until 
you’ve carved up both 
enemies.

Assuming you took out 
the guard at the top 
of the steps when you 
swung your M60 about 
as you entered, check the 
left side of the courtyard. 
There’s a guard near 
the left bridge. Make his 
last moments on earth 
as painful as possible. If 
you’re being direct and 
insane, there’s no such 
thing as overkill!

Spend a brief moment at the 
top of the steps shooting out 
the security camera, and then 
ignore the intercom on the 
right completely. There’s no 
need to “talk” to anybody; you 
make your own rules. Use the 
Locktopus on the left side lock 
to open the door. Now you can 
enter the inner temple area. Alas, 
it is thoroughly recommended 
that you curb your bloodletting 
from now on!

One of the guards on the ground in the inner 
courtyard carries an M60, which can devastate you 
in seconds. Be sure you tackle him from cover. He’s 
either at the bridge in the middle, or on the right 
as you emerge out of the far bronze demon door.

Guard Chatter Chart: Main Door
Guard Communication Correct Response
“That you, Lee?” Bluff

“What is it now, Lee?” Bluff

“Hi, you okay out there?” Charm

Is everything all right out there?” Charm

“Whoa, buzzer scared the life out of me!” Threat

“I’m sorry, I wasn’t asleep, I’m sorry!” Threat

“Is everything okay out there?” Threat
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Inner Temple Sanctum
Assuming you didn’t fail in 
your response, the main temple 
doors open, and you’re allowed 
access to the event. Immediately 
remove all weapons from your 
hands; you’re under surveillance, 
and you’ll be cut to ribbons on 
higher diffi culty settings if you 
go in with guns blazing. There 
are a number of ways through 
this temple area.

Temple Trek #1: Lighting Up 
the Cameras with Action
This route allows you to circumvent the laser room. Enter 
the temple chamber and make a left. You’re looking for this 
entrance, and the steps beyond. Head up them to the top, then 
turn right and stop immediately. Produce a scoped and silenced 
weapon. Although it’s diffi cult to spot, there’s a camera halfway 
down this corridor—shoot the camera’s lens once, rather than 

shooting it several times and causing an explosion that the 
guards will hear.

Move down the corridor to the fi rst opening on your left. While 
the two guests argue in the background over their attire, stop 
at this entrance, and check the doorway diagonally across 
from you (where the reticle is pointing in this picture). Destroy 
the camera above the doorway. Enter this exhibits room, and 
move to the door with the camera on it. Peer ahead into the 
subsequent chamber. Directly above the doorway ahead is 
another camera. Blast it!

With the cameras 
destroyed, return to your 
“weaponless” attire, and 
move down the corridor 
you cleared the cameras 
from. At the end, stop 
and turn right. Between 
the two stone guards 
(which do not move!) 
is a door. Open it, and 
engage the guard in the 
corridor with a quick and 
brutal takedown. 

Continue across the 
bridge, and into the 
subsequent corridor. It 
leads to the opposite 
end of the mesh laser 
room. So, there’s no need 
to actually maneuver 
through the lasers unless 
you wish to obtain the 
Viblade weapon (see 
next page).

Cooperative Operatives

Let the assault continue! With P1 in tow, P2 takes point and rushes the 
guards in the area. P1 hangs back to provide covering fi re, or takes 
on enemies from the opposite direction while the area is secured. Do 
whatever it takes, even hand-to-hand combat! Of course, this area is 
inhabited only if you didn’t snipe the patrolling guards from the wall.

A direct approach is an excellent plan with two players, as you can use the 
wooden doors as cover from the well-armored guards to the left and right. 
While P2 takes out the guard at the temple door, P2 should aim at the camera.

PRIMARY OBJECTIVE
INFILTRATE MANSION COMPLETE!

A suit of armor awaits you in the center of the 
Great Wall area. Be sure you pick it up!
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Temple Trek #2: 
Seeing Red in the Laser Room 

If you want a more 
strenuous task, you 
can grab a prize before 
you reach Zhang-Li’s 
DeathMatch room via a 
right turn at the temple 
interior entrance and a 
trek through laser wire. 
As you enter the room, 
crouch and remain in this 
stance until you fi nish the 
laser maneuvering. Move 
to the laser between the two middle poles and roll under it.

At the second part of 
the laser wire room, roll 
left, under another wire. 
Then roll forward, under 
another wire.

From here, check your 
surroundings. You should 
be near the middle of 
the room. Scoot under 
the laser wire to the 
pedestal in the center of 
this chamber. Stuck into 
the pedestal is your prize: 
a Viblade! Pick it up and 
use it if you wish.

Face the three stone statues in front, and wait for the laser wire 
on the right side to disappear. Roll right, into the middle. As the 
laser wire on the right moves up and down, roll under it to the 
right side of the room. You should be here (second screen).

Crawl forward toward the 
right-side guard’s feet, then to 
the two lasers directly behind 
him, on the room’s right side. 
This is your fi nal task. Wait for 
the top wire to move up and 
the bottom wire to disappear, 
and then roll forward. 
Stay here and learn when 
each laser does this before 
attempting the fi nal move!

Temple Trek #3: In the 
Pink in the Laser Room 
If you want the Viblade 
without the hassle of 
accidentally frying yourself, 
maneuver to the laser 
room, and check out the 
left wall. There’s the power 
supply to the lasers! 
Produce your DataThief and 
hack in. Now move (using 
the techniques described 
earlier) from this side of the 
laser wire to the far right 
wall. One column farther in is a second power supply. Hack in, 
and moments later, the mesh disappears! That makes accessing 
this room a whole lot easier.

If you want an easier way to get through the 
lasers, check out “Temple Trek #3: In the Pink 
in the Laser Room.”

Rolling is extremely effective if you’re trying to 
maneuver under laser wire. Also, try smashing 
the windows on the left side of the room to 
avoid the laser wire problem altogether! Unfor-
tunately, this raises the alarm!

What was the point of all this? To access the 
Viblade in the middle of the room, and the 
steps leading outside (left, to the middle of the 
courtyard), or up to the bridge with the Armor.

Lasers and human skin don’t mix well; if you’re 
struck by a laser wire during this time, Joanna 
winces with the searing pain. Don’t catch 
yourself too many times!.
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Temple Trek #4: 
Smash and Sprint 

Why waste time in the laser 
mesh room? You can reach 
Zhang-Li by ducking under 
the fi rst wire, moving to the 
fi rst window on the left and 
smashing it, then stepping 
out onto the path and jogging 
to the DeathMatch arena, or 
the voice terminal under the 
steps. Of course, you’ll be 
swarmed by guards, but this 

is a good way to quickly run around and check out this temple area. 
(On Secret and higher diffi culties, this causes you to fail the mission.)

DeathMatch Mode

Whichever path you took to reach the middle of the temple 
area, head on through, passing the two party-goers with 
identical attire, and make a right turn. Continue out of the open-
air central portion of the temple to a demon door fl anked by 
two coiled serpents and a guard in front. This is the entrance to 
Zhang-Li’s chamber. 

In Perfect or Dark Modes, the guards stop you here, as your 
voice doesn’t match any of the guests. As you can’t attack them 
with weapons, you must fi gure out a method of entering the 
DeathMatch arena. Try one of the following plans. Once you 
succeed, return to the guards (or meet them for the fi rst time). 
Chat to the guards (use Charm or Bluff) and they will let you 
into the DeathMatch arena.

Voice Scan Plan #1: 
Under the Stairs

The easiest way to obtain 
a voice scan is to hack 
into one of the computer 
terminals, such as the 
one under the steps at 
the far end of the laser 
room. Produce your 
DataThief and hack the 
terminal. Bingo! Your 
voice has been added to 
the guest list.

Voice Scan Plan #2: 
Fun with Audio
The second plan is to 
produce the AudioScope 
(which you’re carrying 
automatically), and train 
it on the conversation 
between the two ladies in 
the middle of the temple 
grounds. Make sure the 
target changes from 
green to blue, as that 
signifi es that the voice 
sample has been trans-
ferred to your choker. 

Joanna walks through 
the door to a large 
central chamber where 
a rather frightening and 
shriveled man greets you 
with a wicked stare. He 
introduces his daughter, 
Mai Hem, who thankfully 
has received her mother’s 
looks. A fi ght to the death 
is arranged…but this is 
virtual death, isn’t it?

PRIMARY OBJECTIVE
ACQUIRE VOICE SCAN BEGINS!

Once you’re in the temple, choose the player (in this case, P2) who is 
going to acquire the voice scan—usually the one with the DataThief—
and while the other player waits (or takes out the cameras and 
maneuvers in the opposite direction), P2 completes the task.

Cooperative Operatives
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Defeat Mai Hem

The best method of defeating 
Mai Hem is to watch her as 
she runs back and forth along 
the balcony opposite you. 
Pick a scoped weapon and 
when she stops, strike her in 
the head. You should have full 
Armor, so shrug off the fi rst 
couple of shots.

Keep this ordnance hitting Mai 
Hem until you strike her in the 
head, and Chandra chimes in 
letting you know (if she can 
hack into the computer) that 
you have a choice of weapons. 
You can choose between the 
Combat Shield, M60, and 
Hawk Boomerang. These 

weapons (as well as the Magsec you start with and Mai Hem’s 
SuperDragon) are virtual weapons; you cannot unlock them. 
The M60 is good for stopping power against the terracotta 
statues. The Hawk is good at quickly taking out Mai Hem and 
her holograms. The Combat Shield gives you 100 percent 
protection from the punches of the terracotta guards, as long as 
you keep the Shield between you and them. Pick your poison 
(in this case, the M60), and drop down into the arena. Blast the 
guard statues running at you.

There is one guard statue the 
fi rst time. It deals signifi cant 
damage if it strikes you with 
punches, so keep it away from 
close combat by constantly 
slamming it with fi re. As you 
do this, head to the middle of 
the arena, and pick up your 
preferred weapon. Bring it to 
bear on Mai Hem now!

Blast Mai Hem until she 
disappears, and you’re 
left with two statues. 
Bring the full power of 
your weapon to bear on 
these hapless fools, and 
cut them down. Retreat 
to the upper balcony as 
you shoot them. Run 
backward, fi ring.

Run straight up at the 
grayer-colored versions of 
Mai Hem and pistol whip 
or punch them to steal 
the weapon; the real Mai 
Hem doesn’t give up so 
easily. Grab the Super-
Dragon!

That’s evened the score 
nicely! Why grab the 
SuperDragon? The 
grenades of course. Mai 
Hem has summoned a 
number of clones to aid 
her, and the easiest way 
to stay safe and quickly 
take them all down is by 
lobbing some grenades 
at the feet of anything in 
a dress that moves!

The tactics for the remainder of the DeathMatch are the same. 
There are now fi ve rounds of clones. Stay on the balcony, and 
punt grenades into each of them. If you’re attacked at close 
quarters, blast the clone with your primary bullets. Move back 
and forth on the upper balcony, watching for clones ascending 
the steps. Then stop them. Are you low on ammunition? Then 
move to a recently slain clone and pick up the SuperDragon 
ammo from it!

PRIMARY OBJECTIVE
ACQUIRE VOICE SCAN COMPLETE!

PRIMARY OBJECTIVE
DEFEAT MAI HEM BEGINS!

The combat to come with Mai Hem is much easier 
if you’ve completed the “Activate Satellite 
Server” objective. Chandra can hack into 
the computer and provide you with a choice 
of weapons that spawn in the middle of the 
chamber. Pick your favored one, and engage!
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You’ve got to batter three 
more statues during this 
time, but keep the basic 
SuperDragon grenade 
plan going, following 
it up with rapid fi re for 
closer takedowns, as 
after the fi fth round 
of clone battling, the 
real Mai Hem appears. 
Thankfully, she’s just as 
easy to take down from 
afar, if you can lob grenades effectively.

Mai Hem wrenches herself 
away from the virtual reality 
machine, shoving the guards 
out of the way, and protesting 
the game in no uncertain 
terms before collapsing on 
the ground. Joanna makes 
her escape before Zhang-Li 
realizes one of his “guests” is missing.

Cooperative Operatives

A good tactic to use, aside from the single-player plans shown above, 
is to commandeer a balcony. Have P1 stand on the left set of steps, 
while P2 guards the opposite side. That way, you only occasionally 
find Mai Hem clones spawning on the same balcony as you, and 
attacking from behind. You may be overrun though, so stay in 
constant radio contact.

DeathMatch mode with two players against Mai Hem offers exactly the 
same strategies, although instead of fi ve sets of clones, you have to 
defeat 10. Remember to Revive if you see your partner fall!

PRIMARY OBJECTIVE
DEFEAT MAI HEM COMPLETE!
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AREAS OF INTEREST

05.01 05.02 05.03 05.04

05.05 05.06 05.07 05.08

05.09 05.10

05.11 05.12

05.13 05.14

LEGEND
05.01
Entrance Chamber

1  Entrance to/from main 
laboratory and gantry 
way

05.02–05.03
Main Laboratory and 
Gantry Way (two views)

2  Gantry to facility doors

3  Gantry to lower exit, 
scaffold chamber, and 
cell block

4  To doorway leading to 
gas-fi lled laboratory

5  Door to stairwell

6  Door to Gold Key and 
Tracking System

05.04–05.05
Basement (two views)

7  To stairwell up

8  To power generator room

9  Duct to Gold Key and 
Tracking System

05.06
Generator Room

10  Duct to gas-fi lled pipe

05.07
Passage

This leads to and from 
the Generator room 
and laboratory

05.08
Gas-Filled Laboratory

11  Shut-off Valve

12  Silver Key

05.09–05.10
Gold Key Laboratory and 
Tracking System Room

13  Upper glass chamber houses 
Gold Key and duct exit

14  Tracking system

15  Duct to pipe

05.11
Entrance to scaffold 
Chamber

16  Switch to open door

17  Switch to open door (P2 only)

05.12–05.13
Scaffold Chamber (two views)

18  Entrance from laboratory

19  To elevator

20  Bridge drop controls

21  Top of scaffold (route)

22  Command room

23  Cellblock entrance

 Turret

05.14
Cellblock

24  Cell (Jack is in one of these)

 Turret

1

2

3

4
5

6

7

8

9

10

11

12

13

14

15

16 17 18

19

24
23

22

21

20

1

7

3

22

CAUTION - On Perfect and Dark diffi culties, the entire facility will 
gradually fi ll with deadly gas.  You’re likely to notice it fi rst if you’re 
moving through this tunnel structure; make shutting off the gas a priority!
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Mainland China

Chandra: “While you’ve been playing games, I’ve had a little 
party of my own. Meet Bjorn Madsen. He’s a computer 
technician for the lab you’re heading down to.”

Chandra: “DataDyne’s security might be tight, but there’s not a 
fi rewall in the world that can protect them from a pissed-off 
employee willing to trade intel for cash.”

Chandra: “According to Madsen, they’re holding Jack in what he 
called ‘the containment facility.’ Sounds cozy, doesn’t it?”

Chandra: “Security is controlled by keycards—silver in low-risk 
areas, gold in high-risk. Grab a gold keycard and get inside 
that containment facility.”

Chandra: “Madsen said something about the power generator 
too. It’s unprotected. If you can locate it, take it down. Hiding 
from guards should be easy in the dark.”

Chandra: “I don’t know what dataDyne’s doing down there, but 
it must be real important for them to hide it away like that. 
Just get to Jack quickly, before it’s too late.”

Stealth is paramount during your fi rst area of infi ltration. The best 
choice among multiple routes is to clear the initial cavernous 
laboratory of foes, then enter the only unlocked door to the power 

generator, fi ghting guards through a basement and fi nally shutting 
off the turbines. Crack a vent fi lled with poison, then dash to 
another laboratory to shut off the gas and take a Silver Key. Then 
head back to the cavernous laboratory and across to computer 
processing, where you grab a Gold Key and disable a tracking 
system. Return to the cavernous laboratory one fi nal time and take 
the opposite exit, leading to the large containment facility. Scale 
the tower in the middle via ladders or lift. Next comes a vicious 
fi refi ght through to Jack’s cell, and his freedom!

Battle Tactics

The guard stands at attention 
when Zhang-Li arrives. When 
the geezer with the gigantic 
cranium shuffl es off into his 
laboratory complex, the guard 
lights up a cigarette. The 
guard is put out, along with 
his cancer stick, by a nimble 
ambush by Joanna, now fi rmly entrenched inside the facility.

Stealth is called for during 
your infi ltration of this 
facility, so load up a scoped 
and silenced weapon, and 
make a right turn in the 
green corridor, moving 
toward an unlocked door at 
the end. Open it, and step 
into this fi rst cavernous 
laboratory.

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

“There’s not a fi rewall in the world that can protect them 
from a pissed-off employee willing to trade intel for cash.” 

—Chandra

NIGHT VISION GOGGLES KSI-74 MAGNUM

M60 AND M60 (HARDPOINT) MAGSEC 4

Primary Objective: Neutralize Gas Defenses 
(Perfect/Dark only)

Primary Objective: Access Containment Facility (All)

Primary Objective: Locate and Rescue Jack (All)

Secondary Objective: Shut Down Power Generator (All)

Secondary Objective: Disable Tracking System 
(Secret and Perfect/Dark only)

PRIMARY OBJECTIVE
ACCESS CONTAINMENT FACILITY BEGINS!

Player 1 (P1) is Joanna Dark. Player 2 (P2) is Chandra. P1 begins this mission 
on the left side of the exit to the elevator, and P2 starts on the right. 

Cooperative Operatives
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If you wait too long at the 
entrance, or don’t follow 
the quick execution 
path described below, 
you might encounter 
a guard who arrives at 
the walkway on the left 
side of the chamber. 
You should have passed 
him already after quickly 
dealing with the other 
guards on the balcony. If 
you’re slow, hide and defeat him.

Laboratory Cavern:
The Diplomatic path
Carefully and silently snipe 
the guard by the large door 
on the left side of the Hub 
and the patrolling guard 
that’s wandering around.  
Then go unarmed and 
speak to the scientist in the 
Hazmat suit on the ground.  
If he hits on you, charm him; 
if he thinks you’re a lab tech, 
bluff him; and if he asks you 
for ID, threaten him. Pick 
the right response and you can wander around unarmed and the 
guards won’t sound the alarm inside the Laboratory Cavern.

Laboratory Cavern: 
Quick Execution Path

Instead of dawdling 
about, be quick and 
precise, and follow this 
plan. As soon as you step 
into this initial cavernous 
laboratory, zoom in on 
the guard waiting at the 
locked door opposite, 
and bring him down with 
a single, carefully aimed 
headshot. Check whether 
a patrolling guard is 

walking from right to left fi rst; drop the door guard after the 
walking guard strolls past.

Continue this awesome 
display of stealth by 
stepping out onto the 
gantry balcony, and 
swinging your aim right. 
At the same height, 
just right of one of the 
large central supports, 
is a guard standing by 
a green door. Bring him 
down at once.

Ack! Did you miss 
a guard, use non-
silenced weapons, 
or get spotted by 
not following our 
advice? Then you 
have three possible 
spots for guards 
(or scientists) to 
run to and sound 
the alarm. The fi rst 
is under the bridge on the left, behind and 
below the barrels.

  You can see the 
second alarm from 
this vantage point. 
Face away from the 
side walkway and 
look left, at the 
balcony between 
the red and green 
doors.

  The third alarm is 
directly below the 
red locked door, 
on the ground 
fl oor, just right of 
the narrow support 
strut on the left of 
this picture.

Do you consider yourself a hardcore 
markswoman? Then try to plant the bullet that 
takes out the door guard so it fi rst passes 
through the head of the walking guard! It usually 
takes two almost simultaneous bullets though. 

The scientists who spot you will run for the alarm. 
Melee attack them to the back of the head to knock 
them unconcious. If you kill them by accident, you’ll 
fail the mission, so knocking them out is advised.
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Move around the left side of the gantry platform you’re on. 
Pass the barrels and walkway on your left, and move along 
the corridor toward the location of the guard’s body you shot 
at the doorway. Look right, across the open laboratory below, 
ignoring the scientists. Stop so you can aim just to the left of 
the central support, as shown, at the fi nal door guard in this 
area. Bring him down with a single shot to the head.

By this time, as long as 
you’ve shot all previous 
guards with a single 
blast, you should spot 
the guard walking 
out from the walkway 
you passed from your 
starting point. Swing 
your weapon to the 
right, and zoom in at 
this guy. Another single 
shot to the head brings 
him down. By this time, Chandra informs you of a new 
objective to fulfi ll.

Once the last patrolling 
guard from the side 
walkway has been 
downed, simply move 
along the balcony to the 
green door at the end, 
marked with the sign with 
a lightning bolt symbol. It 
is unlocked. Open it.

The Easy Way In 
(Agent/Secret Agent Only)

Once the coast is clear and no more guards appear, you can 
(on the two easiest diffi culty settings) bring out your DataThief 
and hack the fi rst door on the left during your gantry entry, 

Two players must secure this area in the same way as one, ideally using 
the “quick execution path” (above). Have P1 head left, checking the 
gantry for patrolling foes, while P2 snipes the enemies standing by the 
doors. Speed is of the essence, and don’t split up or a guard may see one 
of you in the open!

Cooperative Operatives

Secondary Objective
Disable Tracking System Begins!

Secondary Objective
Shut Down Power Generator Begins!

Doors illuminated by red panels are locked. 
Green ones are unlocked. You cannot hack 
through doors on Perfect or Dark Agent diffi -
culties, but you can (using the DataThief) on 
the easier settings.

If the guards raise the alarm, you can still 
follow the route offered in this chapter, using 
brute force instead of stealth and cunning. 
However, the sheer number of guards that 
arrive makes survival impossible on Perfect 
or Dark Agent diffi culties. You must attempt a 
stealthy infi ltration!

The scientists below you, working in the middle 
of this chamber, don’t see or react to your 
takedowns unless you make a noise or are 
spotted by guards. Then they will run and 
sound the alarm. You’ll fail the mission if you 
kill a scientist.
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where you sniped the fi rst guard. This door leads down some 
stairs to a laboratory where you can fi nd the Silver Key on the 
desk in front of the giant globe. Take this, then head back to the 
cavernous laboratory and go for the power generator or the 
computer processing room. 

To the Power 
Generator
Assuming you haven’t 
hacked the door to the 
Silver Key laboratory 
(previously), once 
through the power 
generator door, keep 
your silenced weapon 
out and look left; you 
pass an alcove which 
may contain a guard. 
Shoot him immediately, 
before he raises the 
alarm. Ambush him, not the other way around!

To the Generator Room #1: 
Stealth

Unless you’ve made a 
mess of the initial portion 
of this mission, there 
are no other guards to 
fi ght as you descend a 
set of steps with a rock 
ceiling. After you make 
your fi nal right turn, 
stop immediately and 
crouch. Scan the lip 
of the walkway ahead; 
beyond, you can spot a 
guard. Take his head off! 
Then sidestep left very 
slowly, looking for the 
gap between the last two 
right pillars, as shown in 
the second screen. Zoom 
your scope through this 
gap, and you’ll spot an 
enemy behind a table at 
the far end of a room. 
Drop him before anyone 
notices you.

To the Generator Room #2: 
Wanton Destruction

Are you determined to embarrass stealth assassins 
everywhere? Then ignore such plans as “quiet executions” 
and once inside the room, move to the right side balcony that 
overlooks the room with the barrels. Shoot out a barrel on 
the far wall and another in the middle (look right and down to 
target it). This creates confusion below. Then run to the base of 
the steps, bringing down a foe charging toward you as you go.

The two or three more guards in the room can’t sound the 
alarm, so don’t worry if they start fi ring at you. Stand up and 
deliver righteous justice into them. One’s along the left wall, 
near those barrels, and one’s opposite the foot of the steps 
behind a table (use the corner of the right wall to hide behind 
while you take him out). Take care of them all! Once the room is 
secure, inspect the crates to fi nd a pair of Night Vision Goggles 
to pick up. Then leave via the exit diagonally opposite the stairs. 
Head down the rock corridor until you spot the generator.

With two players heading to this basement, you can afford to be a little 
more haphazard in your tactics. Choose a section of the room each, 
and have one player tackle the right side (P1), and the other blast 
the left (P2). Or, try one player at the balcony, cutting down foes in a 
cunning crossfi re.

Cooperative Operatives
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Crouch and shuffl e forward on the 
left side of the corridor until you 
spot a foe. Usually, he’s standing 
on the right side of the generator. 
He’s one of two heavily armored 
guards, so reload your weapon 
before you shoot him in the head. 
Keep the headshots going until 
he’s down, then back up and wait 
for the second guard to attack 
from the left. Use headshots and empty your clip into them both.

Shutting Down the Generator 
Plan #1: Turn Off, Head Out

The fi rst plan is to simply 
move to the control panel to 
the left of the generator and 
pull the switch, powering the 
turbine down.

Shutting Down the Generator 
Plan #2: Boom, Shake the Room

The second plan is to move 
to the middle front of the 
generator itself, produce a 
DemoKit (if you’re carrying this 
piece of equipment) and set a 
time. Back off, and watch the 
room shake!

Shutting Down the Generator 
Plan #3: Lock the Control Block

The third plan is to use the 
Locktopus to lock the control 
block on the control panel to the 
left of the generator. Break out 
your Locktopus software routines 
on it to turn off the power.”

Hunting for Silver
With the generator shut down, you 
must locate the Silver Key, and 
the quickest route is through the 
duct work behind the generator. 
On Perfect/Dark diffi culty, this duct 
is probably fi lled with poisonous 
gas by now! Work quickly to shut 
this off.

Whether the shaft is full of gas 
or not, follow the duct and 
break open a second cover, 
then turn left. Run up the 
giant circular ventilation shaft, 
ignoring or quickly destroying 
any SpiderBots you see. Follow 
the bend right, and look for the 
opening in the left wall as you 
reach the large fan.

You emerge into a laboratory. 
Run forward toward the gas 
shut-off valve on the left, and 
attempt one of two methods for 
shutting off this choking gas!

Now you can stay together or, ideally, split up. While P1 shuts down the 
generator, stops the gas, and takes the Silver Key, P2 uses the DataThief and 
hacks the laser mesh cover at the basement steps, moves through the other 
cylindrical shaft, and enters the computer processing room to grab the Gold 
Key and disable the tracking system. Meet up at the cavernous laboratory.

Cooperative Operatives (cont’d)

Secondary Objective
Shut Down Power Generator Complete!

PRIMARY OBJECTIVE
NEUTRALIZE GAS DEFENSES BEGINS!

Run unarmed through all of the areas fi lled 
with gas. Any weapon you carry slows you down, 
so use your fi sts to break open duct covers.
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Shutting Off the Gas Plan 
#1: Scientist Shakedown

The fastest method of breathing cleaner air is to run straight 
past the gas valve and make a sharp right. A scientist in 
protective clothing is in mid experiment. Explain curtly to him 
(by sticking a gun in his face) that you want this noxious vapor 
removed. He quickly agrees to run to the valve and turn it off.

Shutting Off the Gas 
Plan #2: Valve Software

The second plan works only if you 
have the Locktopus, and it takes 
much longer than threatening 
a scientist. Head into the room 
fi rst to stop scientists raising the 
alarm, then move to the valve and 
break out your Locktopus software 
routines on it. Eventually, the gas is 
shut off.

Shutting Off the Gas 
Plan #3: Your Biggest Fans

The third plan ignores 
the laboratory entirely, 
and instead focuses on 
the circular ventilation 
shaft; the two fans, to be 
precise. As you enter the 
shaft, turn left and plant 
a DemoKit on the fan 
itself. Back up, and stop 
the fan from blowing 
poison about.

Swiping the Silver Key

Once the air is clean, 
check that none of the 
scientists are acting up, 
and then move to the 
laboratory desk with the 
laptop and equipment 
on it, including the Silver 
Key. Grab it at once, and 
leave this area.

Move up the spiral stairs 
inside the laboratory to the 
short corridor ending in 
a door on the right. Open 
the door, and step back 
inside the initial cavernous 
laboratory. There shouldn’t 
be any enemies (unless 
you fl ed from some earlier 
or set off an alarm; each 
time you set off an alarm, 

expect a new set of elite guards to patrol the central hub). Move 
onto the gantry.

During the 
subsequent 
rummage around 
this room, watch 
out for any 
scientists going 
toward this giant 
globe, as the 
alarm is triggered 
behind it.

PRIMARY OBJECTIVE
NEUTRALIZE GAS DEFENSES COMPLETE!

When you’re dealing with a laboratory like this, the 
scientists aren’t supposed to give you any resistance 
whatsoever. So if you get one who’s giving you 
static, threaten him, shoot him once, or take the 
butt of your gun and smash his nose in. Everybody 
jumps. He raises his hands screaming, blood squirts 
out of his nose, and nobody says anything to you 
after that. Make sure all scientists have their arms 
raised; this ensures that they don’t go for the 
alarm. Don’t kill the scientist or the mission ends!
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To Computer 
Processing

Once on the gantry, 
head left. Pass the door 
to the power generator 
you accessed previously, 
and turn right, along 
the remainder of the 
gantry to the door. The 
Silver Key allows instant 
access through here.

Step through the door and check the area for the haz-suited 
scientist. Give him an encouraging whack around the head so he 
doesn’t run for the alarm on the far wall. Once he’s subdued, look 
left, and enter the laboratory on the riser. Scrabble around the desk 
to locate the Gold Key. Grab it, and look for the steps heading up.

Disabling Tracking: 
The Ideal Way
These steps lead to a 
small cave-like chamber 
with a pulsing array of 
electronics. This is the 
facility’s tracking system, 
and it’s a sound plan 
to disable it, ideally by 
shooting four of the fi ve 
“stalactite” pointers on the 
central ceiling protrusion. 
Guards cannot pinpoint 
your location now! 

Disabling Tracking: 
The Alternate Way

The second method of 
shutting this down is 
a doozy! During your 
earlier battle in the 
basement, just before 
you reached the power 
generator, you could 
ignore the Silver Key 
and instead look for this 
small laser vent under 
the base of the stairs 
you came from (fi rst 

screen). This leads to a 
circular vent shaft (not 
the same as the poisoned 
one), which leads to a 
hidden entrance into the 
laboratory with the Gold 
Key in it. When you’re 
through and into the lab, 
check out the computer 
terminal on the left wall. 
DataThief the terminal 
and switch the tracking 
off this way. Using the 
DataThief will save you an incredible amount of ammo. It takes 
20 Magnum rounds to disable to the four fusion cells, and 
countless rifl e shots or pistol rounds.

Backtracking to the Cavern 
Laboratory: Competently

If you’ve used extreme 
stealth, there shouldn’t 
be anyone to greet you 
when you retrace your 
steps back to the initial 
cavernous laboratory. 
Simply run along the 
gantry balcony, following 
it left around to the side 
walkway where the 
barrels are stacked. Exit 
the room heading down 

the steps, and face the door to the containment facility after a 
series of left turns.

Backtracking to the Cavern 
Laboratory: Incompetently

Did you raise merry hell and leave guards scattered around the 
complex to signal reinforcements? Then you’ll fi nd this initial 
chamber very diffi cult to maneuver through if you use the 
gantry. Instead, employ a roll at this drop point to the right of 
the computer processing door, and rush across the base of the 
lab, using the underside of the middle gantry as cover until you 
reach the door opposite. Open it and dive through.

Secondary Objective
Disable Tracking System Complete!
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Keeping All your 
Faculties in the Facility 

Whatever your plan, there’s no need to worry about stealth 
for the rest of the mission; use whatever weapon you wish. 
Head through the door, swing right immediately, and bring 
down the guard by the door before he realizes he’s under 
attack and tries to sound the alarm on the left wall. Then open 
the door using the switch on the left. You’re through to the 
containment facility!

This next zone requires a 
different plan of attack, as it is 
a gigantic open space in which 
enemies can spot you easily. 
With this in mind, wait at the 
entrance to this arena, and 
look at the central tower with 
the scaffolding around it. Four 
easily spotted guards are on 
the structure; blast them in the 
head with zoomed-in shots. 
Then back up as a ground enemy charges your location. Wait 
for shock damage to heal, then bring this punk down. Pick up 
his KSI-74 if desired.

Although the preceding 
paths are preferred, 
you can actually (on 
Agent/Secret Agent) go 
in the following route 
instead: Start the mission. 
Dispatch all foes and use 
a DataThief to unlock 
the door to the Silver 
Key, then move into the 
computer processing 
room. Collect the Gold Key, then destroy the tracking system. Before you 
leave, check the room for a laser vent.

Use your DataThief to 
hack the vent open, and 
crawl inside to a new 
ventilation shaft. Turn 
right, run down the slope 
to the opposite end, 
and check the left side 
for another duct. This 
brings you into the guard 
room with the barrels, 
just before the power 

generator. Begin a series of barrel-exploding takedowns. Clear the room 
of foes, complete the destruction of the generator, then backtrack to the 
cavernous laboratory.

The Other Way

Escaping to the Containment Facility provides exactly the same oppor-
tunities in cooperative mode, but both players must reach the facility 
door together, as the door requires both of you to activate a switch each. 
Come on P1, hurry up!

Cooperative Operatives

PRIMARY OBJECTIVE
ACCESS CONTAINMENT FACILITY 

COMPLETE!

PRIMARY OBJECTIVE
LOCATE AND RESCUE JACK BEGINS!

The numerous barrels both on and around the 
structure are great for blowing up enemies 
hiding behind or near them, usually on the 
platforms above you.

Did you pick up the Night Vision Goggles 
earlier? Using them in this area allows you to 
easily pick out enemies from objects, as shown 
in the second picture (above). Also, if the 
lights are out, the guards don’t automatically 
see you; they stumble around blindly in the 
dark until they become aware of you.



CHAPTER 4:CHAPTER 4:

107PRIMAGAMES.COM

MISSION 05. LABORATORY RESCUEMISSION 05. LABORATORY RESCUE

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

Rush the central 
structure. There’s one 
more foe on it and 
another on the ground, 
usually on the right side, 
at the opposite wall. 
Bring him down from 
cover behind barrels 
(the nonexploding kind), 
or else use bursts of 
KSI-74 fi re.

Bound up the shallow 
ramp on the right side of 
the structure, and claim 
the Armor; you’ll need it! 
Then make one of two 
possible choices in your 
ascent to Jack’s cell.

Going Up: By Ladder

This shorter, direct path 
is worth taking only if 
you’ve defeated all the 
enemies on the ground 
and on the structure. 
From the Armor, head left 
to the nearby ladder, and 
clamber up it to the next 
level. At the top, turn 
right, move to the next 
ladder, and climb up that.

Climb onto the platform, 
taking any dropped 
ammunition as you 
reach the corner, and 
turn right past the red 
barrels to another ladder. 
Once you reach the top 
of this, stop and train 
your weapon; there’s 
usually a foe across 
from you, near a raised 
drawbridge. Blast him!

If you miss the enemy or 
he hides, simply climb 
the ladder to the left, and 
take him out from the 
better vantage point at 
the top of the structure. 
Now turn right and hop 
on the main bridge to the 
command module in the 
middle of the tower.

Going Up: By Lift

If you raised the alarm, 
or want a quicker (but 
not necessarily easier) 
way to reach the top 
of the tower, turn left 
from the entrance to the 
containment facility and 
run up the slope. At the 
top is an elevator. Dash 
into the elevator, and 
press the button.

At the top, scan the 
middle of the tower 
for patrolling enemies 
(especially if the alarm 
has sounded). Quickly 
bring down the fi rst you 
see, then step off the 
elevator platform.

Dash to the raised 
drawbridge. Press the 
switch to lower it.

Klaxons blare and a security command is 
yelled. If you disabled the tracking system 
earlier, the enemy can’t pinpoint you. This 
makes combat a whole lot easier!

Whenever possible, take out enemies before 
resuming your climb on the ladder, especially 
those near the M60 turrets. Otherwise, you 
might be cut to pieces as you climb the ladder.
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Cooperative Operatives

Finish off all the foes you can, as this helps you assault the top of the 
tower, and then both run to the elevator. P1 steps onto the lift platform 
while P2 activates it from the wall. P1 then activates the bridge controls, 
which lower the ladder. P2 now must climb up the ladders on the central 
tower while P1 provides covering fi re at the top. The remainder of the 
mission has few additional advantages for cooperative play, aside from 
crossfi re opportunities when assaulting the cellblock.

You should both take up positions—perhaps one in partial cover while 
the other charges around the fl oor. 

Jack in the Box
Whichever method you used 
to reach this tower, scan the 
entire area around you to 
check for enemy stragglers, 
as you don’t need extra 
threats in the fi nal cellblock 
area to come. When there’s 
no more fi ring, move into 
the central tower, left around 
the inner gantry, and up the 
orange-lit steps to the right.

Once at the top of the 
steps, instantly silence the 
waiting guard on your left. 
Shoot him in the head, 
and then watch for foes 
shooting out the windows 
at this command control 
room. Free Jack from his 
confi nement using one of 
the following methods:

Jack out of the Box Plan #1: 
Manual Controls

The fi rst plan enables you to quickly reach over and activate the 
controls on the windowsill behind the guard you just popped. 
You’ll have to activate the left-hand control panel repeatedly. 
Pay close attention to the PIP image until you fi nd Jack’s cell, 
then move to the right-hand control panel and activate it to 
remove the laser grid. This causes the bars in Jack’s cell to 
disappear. 

Jack out of the Box Plan #2: 
Let’s Blow This Thing and 
Go Home
The second plan involves 
judicious use of your 
DemoKit. Instead of 
activating the cell door, 
you’re shorting the entire 
system, releasing all the 
cell doors. Back off from 
the two blasts you’ll need 
to complete. Alternately, 
if you brought along 
some grenades, simply 
lob those up into the 
room and accomplish things more quickly, 
easily, and with slightly more fl air.

Jack out of the 
Box Plan #3: 
Removing the 
Cell Blockage
This longer and more dangerous 
plan isn’t advisable. Ignore this 
control room entirely, and fi ght 
your way (using the tactics to 
come) to the cellblock. Then search 
cells 1, 5, or 8 for Jack, and hack the 
lock using your DataThief. 
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Cellblock Battle
Drop down to a crouching 
position to avoid the incoming 
fi re. Crawl to the edge of the 
control room, and peer across to 
the cell area (not the drawbridge). 
Spot a couple of guards (ideally 
using Night Vision Goggles). 
Shoot the one on the mini-gun 
turret and another as he runs to 
work it after the fi rst is defeated. 
Shots between the mini-gun’s 
shields into the gunner’s head 
work the best.

Once the two mini-gunners are 
downed, run across the bridge, 
training your weapon on any 
foes in the vicinity. Watch for 
the second mini-gun on the left 
as you complete the bridge and 
turn right, climb the steps, then 
stop at the door on the left.

Use cover, or simply stand at the entrance and blast charging 
enemies. If you’re overwhelmed, back up. Shoot the torsos of the 
female guards, and beware of their Magnums; these are vicious. 
After two guards are downed, wait at the entrance and check for 
foes standing by the crates or at the top of the ramp on the far 
end of the block. Bring both of these individuals down.

At least eight enemies are guarding Jack, and all either run 
at you or stand behind cover and blast you as you enter the 
doorway. Hop on the turret nearest the cell door and open fi re. 
The noise from the M60 attracts the guards in the cellblock; as 
they head up the ramp, mow them back down. Zoom with the 
left trigger to make things a little easier, as the Magnum force 
may still get a couple of shots in.

When the majority of 
the cell guards have 
been cleared, you can 
try other weapon tactics, 
such as ranged Magsec 
4 shots, or cover and the 
Magnum, as shown here. 
Be very cautious as you 
advance so you aren’t 
ambushed.

Once all threats have been nullifi ed, carefully move into the cell 
chamber. Immediately scan the cells and look for the one you 
already opened (unless you’re using the DataThief). The open 
cell holds an unconscious Jack Dark. Where Jack is placed is 
random, so try checking cells 1, 5, or 8. Remember that some 
cells are up the middle steps!

Joanna Dark heads into the 
cell to see Jack unconscious 
and slumped on the ground. 
She shakes him awake, 
and listens as Jack relays a 
series of shocking pieces of 
information. This changes 
everything. Now father and 
daughter must team up and get the hell out of here!

Stand by the doorway until you’ve taken out 
the foe with the M60; you have greater mobility 
and a chance to retreat.

Pick up that M60! You want to deal with 
reinforcements as quickly and violently as 
possible.

PRIMARY OBJECTIVE
LOCATE AND RESCUE JACK COMPLETE!
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AREAS OF INTEREST

06.01 06.02 06.03

06.04 06.05

06.06 06.07

06.08 06.09

LEGEND
06.01
Cellblock

 Turret

06.02–06.03
Scaffold Chamber and Firing Range

 Turret

1  Command room

2  Exit to Firing Range

3  Weakened wall to/from Base Exterior

06.04
Base Exterior

4  Gate Valve

5  Gate Valve (base of tower)

6  Hovercraft

7  Gate (exit)

 Turret

 Hovercraft (enemies)

06.05–06.06
Enemy Base #1 (two views)

8  Switch inside tower

 Power Transformer

06.07
Enemy Stronghold

9  Tunnel to/from Enemy Base #2

10  Route to snow bank and Mission exit

11  Mission exit

06.08
Enemy Base #2

 Power Transformer

 Hovercraft

06.09
Enemy Base #3: The location where 
Jack and Mai Hem face off

1
2

3

4
5

6

7

8 9
10

11

2

3

9
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Mainland China

Chandra: “I’m reestablishing contact with Jack’s Nulsuit now, 
Jo…whoa! That is one ugly readout. What did those bastards 
do to him?”

Jack: “Nice to hear you too, Chandra. I’ll be sure to talk you 
through the scars later, but right now I don’t need your 
sympathy. I need a way out.”

Chandra: “Okay, time to get creative. All the doors are sealed, 
so you gotta make your own exit. Wall’s damaged in the 
shooting range. Blow it out.”

Chandra: “Your exit will open onto the motor pool. Jack, you 
hotwire a hovercraft while Jo opens the main gate.”

Chandra: “From there, it’s a short pleasure cruise to the airbase 
and your fl ight outta there. Be sure to take in the sights—
Rocket Launchers, enemy hovercraft, and…”

Jack: “I get the picture, the locals aren’t friendly. I’ll be sure to 
bring you back a souvenir. Can’t be much fun stuck at the 
offi ce while we’re getting shot at. C’mon kid, let’s go.”

From Jack’s cell, you must fi ght back to the containment tower, 
lower the bridge, and head through to the fi ring range where 
you must demolish a weakened wall and destroy enemies 
before venturing into a large outside base. Carefully maneuver 
around the base perimeter and take out every enemy without 
being overrun, and then secure a Rocket Launcher from a 
turret hardpoint on the opposite side of the base. (On a turret, 
the bottom part is the hardpoint, and the top part is the gun.)  
Near this turret is a gate tower, and after releasing the gate 
mechanism, you must fi ght back, blasting an open garage to 
destroy the hovercraft inside. 

  With Jack manning the gun, you fl ee the base, heading into 
a system of rivers and an enemy base. Optionally destroy 
four electrical towers in the fi rst base to shut down a radar 
post, then pilot the hovercraft to the left of a castle-like enemy 
structure, and to a second base, where four more electrical 
posts need your demolition skills. Then head back to the castle 
structure, heading over the riverbank to the left of it, and escape 
to the airbase.

Battle Tactics

You begin by Jack’s cell, 
and despite his previous 
torture, he runs to the 
corridor and takes up 
position. While he’s 
shooting at the incoming 
guards, climb the steps 
behind it, and grab the 
controls of a mini-gun 
turret. As Jack fi res on 
foes, waste them with the 
limitless supply of bullets 
the turret provides.

Primary Objective: Escape to Airbase (All)

Primary Objective: Sabotage Bridge 
(Perfect/Dark only)

Primary Objective: Power Down Radar (All)

Secondary Objective: Incapacitate Hovercraft (All)

Secondary Objective: Steal Rocket Launcher 
(Secret and Perfect/Dark only)

PRIMARY OBJECTIVE
ESCAPE TO AIRBASE BEGINS!

Use the mini-gun turret for two simple reasons; 
you don’t expend ammunition from your regular 
weapons, and you have extra shielding.

“I’ll be sure to talk you through the scars later, but right 
now I don’t need your sympathy. I need a way out!” 

 —Jack Dark

DATATHIEF DEMOKIT (RECOMMENDED) LOCKTOPUS

KSI-74 MAGSEC 4 M60

M60 (HARDPOINT) ROCKET LAUNCHER (HARDPOINT) ROCKET LAUNCHER

FLASHBANG GRENADE MAGNUM P9P

HOVERCRAFT DW-P5
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When no more enemies are in the cellblock corridor, move to 
the exit leading to the tower. Pick up dropped ammunition, then 
move through the doorway as bullets zing past you, and take the 
controls of the mini-gun directly ahead. Aim at the two guards 
on the tower gantry. Then swing your aim at a third guard to the 
right, on the opposite side of the bridge next to the tower itself. 
Once all the foes you can see are defeated, run to the bridge. 
Jack is manning the other turret, offering you covering fi re.

Move to the near end 
of the bridge, but don’t 
cross it yet; about three 
more enemies are 
maneuvering around 
the drawbridge on the 
opposite side. Use a 
scoped weapon to bring 
them down from range 
before you move onto 
the bridge.

A slightly better plan is to 
run to the second mini-
gun instead of the fi rst, 
as you can bring down 
more enemies. Aim at 
the foes on the tower’s 
left side, on the right, 
and on the right side of 
the open drawbridge (as 
shown).

Race across the bridge 
to the tower gantry 
platform, and check 
left to ensure that you 
didn’t miss any enemies. 
Walk around the gantry, 
and dive into the tower 
interior as Jack yells 
for you to sabotage the 
drawbridge, which has 
been raised and cannot 
currently be crossed. 
There are two plans here:

Bridge Sabotage Plan #1: 
Bridge Control Blast

The fi rst—and easiest—
method also expends 
the most ammunition. 
Instead of moving to the 
bridge and trying the 
switch, simply stand, 
in cover, at the tower 
section and aim at the 
bridge control switch 
on the left of the raised 
drawbridge. Blast it until 
it short circuits, lowering 

the bridge. Or do this with a scoped weapon from the second 
mini-gun turret before you cross the bridge.

Player one (P1) is Joanna Dark. Player two (P2) is Jack Dark. P1 begins 
the mission standing to the right of Jack’s cell. P2 begins the mission 
standing on the opposite side of the cells.

Cooperative Operatives

Either player can grab the mini-gun while the other fi res down the 
corridor; in this case, P1 has opted to let P2 loose with the turret. Good 
radio contact ensures you know who is on turret command.

Patience is the key here. The mini-gun turrets 
offer a relatively safe opportunity to take 
enemies down (and the zoom function makes 
them more accurate over long distances), but 
it can take a minute or two to clear the area. 
Also, if Jack has taken the fi rst mini-gun, move 
to the second, on the right side of the bridge.

PRIMARY OBJECTIVE
SABOTAGE BRIDGE BEGINS!
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Bridge Sabotage Plan #2: 
Hacking In
The other, nonviolent, method 
saves bullets but not time and 
isn’t really necessary. Enter the 
steps inside the tower, move 
to the control room, and hack 
in to either of the panels to 
lower the bridge.

Into the Armory
Once the bridge has 
been lowered, and no 
more enemies are in this 
area, rush across the 
bridge, but wait at the 
doorway. The armory is 
very well-guarded; use 
cover to one side of the 
door, and aim at all the 
enemies in this doorway. 
Jack rushes in, but don’t 
worry; he can take care 

of himself. Remain at the doorway, paying special attention to 
the foe with the M60 , and any female guards with Magnums, 
who are notorious for achieving headshots. This takes some 
time, but eventually you can defeat about eight enemies. This 
is an excellent place to use the ricochet secondary ability of the 
Magsec. Fragmentation grenades and fl ashbang grenades are 
also useful—toss one or two inside the open doorway, switch 
weapons, and charge in after the enemy is blinded or injured.

Enter the door, and 
check the left and right 
paths for any stragglers. 
Then move down either 
path, as they both lead 
into the armory. Take 
an M60 from one of the 
eight weapon racks, if 
you wish. Then proceed 
out the other side of the 
armory into the fi ring 
range where Jack is 
waiting for you. Look for the cracked wall to the right.

You should have 
a DemoKit in your 
inventory, and now is 
the time to use it! Move 
to the crack in the wall, 
plant the DemoKit as 
soon as you reach this 
room, and then back up. 
Attack the enemies after 
the explosion, but don’t 
head outside until the 
armory is secured. If you 
don’t have a DemoKit, Jack places the charge and you must 
protect him from reinforcements while the timer ticks down.

Now turn your attention 
to the shooting range 
on your left. Bring foes 
down, either with sniped 
shots from range, or by 
rushing and blasting 
from close range, 
using the posts on 
the left as cover.

Tackling the foes at the doorway to the armory is even more satisfying if 
P1 chooses a side for cover (in this case, the right side) while P2 stays on 
the other, and both players cut down foes in a hail of crossfi re.

Cooperative Operatives

Once inside the armory, make sure one of you moves directly to the 
cracked wall (in this case, P2) while the other snipes the shooting range, 
bringing down live targets. As soon as the hole in the wall is blown out, 
prepare for a tactical assault on the base exterior.

Cooperative Operatives (cont’d)

Whichever plan you attempt, make sure 
you shoot the controls of the other 
drawbridge to lift it and stop more enemies 
coming after you.

PRIMARY OBJECTIVE
SABOTAGE BRIDGE COMPLETE!
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Although Jack is an impatient man, ignore his 
constant order barking. Take as long as you 
like to defeat the enemies dotted around this 
base. But don’t run outside into the middle of 
the base itself! You’ll be cut down in seconds.

After the explosion, stay 
in the shooting range 
and take out any enemies 
that may be left inside. 
Jack will take care of the 
enemies outside that try 
to run inside after you. 
Don’t let that fool you 
though, there are plenty 
of enemies left outside 
after Jack gets to the 
hovercraft.

You are now steps away from assaulting the Hovercraft 
courtyard itself. This is a very tricky prospect in Perfect/Dark 
diffi culty modes, so follow the takedowns in the order 
presented to minimize the chances of being blindsided. Stand at 
the hole, and aim at the enemy inside the command tower, as 
shown. If you fail to get a quick kill and the enemy moves, head 
to the left side of the boxes on the snow to fi nish him.

While you’re hiding 
behind this pile of boxes, 
move to the right, and 
seek cover. Aim at the 
enemy standing on top 
of an arched garage 
entrance. Bring him 
down, as he can step to a 
mini-gun turret and really 
annoy you. Keep blasting 
until he drops.

Aim slightly left of the 
mini-gun turret on the 
garage archway and 
bring down a foe inside 
this tower. Use zoomed-
in aiming for all your 
shots; the pictures show 
the zoomed-out place 
to fire.

Move forward a step, and 
check the tower to the left 
of the one you just shot 
at. There’s a guard on 
the raised ground to the 
right of the tower (just to 
the left of the corner of 
the nearer wall in second 
picture), and one to the 
left (third picture). Then 
blast the guard inside 
the tower itself; spot him 
through the tower window. If you run low on ammo, run back 
into the fi ring range, armory, or as far back as the cell block, 
scavenging the trail of Magsec and KSI-74 ammo you’ve left 
along the trail.

Wait in the armory until Jack takes care of 
all the enemies outside that are trying to run 
inside after you. since you can waste them all 
(grenades are great!) as they arrive. Now you 
only have the guards on the exterior balconies 
to deal with when you venture outside.

Bring two weapons you can count on to this 
assault: one with a powerful scope to snipe 
with, and another, such as the Magnum, that 
can defeat enemies with one or two blasts. 
We’re going hardcore and completing most of 
the long-range takedowns with a P9P to prove 
it’s possible! Also, a Magsec has a good scope 
and you can use the ricochet secondary ability 
to hit enemies who are ducking for cover in the 
bunkers.
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Secondary Objective
Steal Rocket Launcher Begins!

Secondary Objective
Incapacitate Hovercraft Begins!

You can storm the steps and jog around the 
upper-right side of the base, but on the most 
diffi cult settings, this is a dangerous plan. Keep 
low and out of sight, and follow this route! 
You can also (if equipped) use the Locktopus to 
lock the Hangar door before you venture to 
the tower, preventing the enemies from opening 
the hangar, and incapacitating the Hovercraft 
without wanton destruction.

After the previous guards have been dispatched, step to the 
right of the initial stacks of boxes and aim at the foe on the far 
side of the base next to a Rocket Launcher turret. As soon as 
you’ve blasted this guy, Jack shouts an order: you’ve got to get 
to that turret and swap the hardpoint (the base of the turret) out 
so you can use the Rocket Launcher to take out the power units. 
Check to see if a second guard has arrived to use the turret, and 
take him out from this cover (second picture).

Only one guard, nearest 
the turret, comes to man 
this hardpoint, so take 
him out before blasting 
the rest. Sidestep right 
while crouching, using a 
low box as cover, and aim 
a scoped weapon to the 
left side of the gate tower, 
as shown above. There’s a 
foe on the walkway to the 
left of the tower.

The area still isn’t secure. 
Move toward the left wall, 
near the hole you entered 
from, and maneuver past the 
stacks of boxes while looking 
right, at the garage arch. Blast 
the foe on the balcony to the 
right of the garage. 

Move to the right end of 
the garage on your left 
side, and take careful 
aim at an enemy next to 
a mini-gun turret on the 
garage directly behind 
the one that’s closed. 
Sidestep extremely 
carefully, and bring this 
guard down at the turret.

You now have defeated enough enemies to allow you to 
reach the nearest mini-gun turret. Take the steps directly 
behind you, on the same wall as the hole you created, then 
dash to the top of the garage and grab the mini-gun. Bring it 
to bear on any incoming enemies on the ground fi rst. Expect 
fi re from the second garage, and a couple of foes coming 
down the steps obscured by the near garage on the left. Drop 
them all, then pepper the tower inside the garage with bullets 
(second picture).

Now take your time and strafe the entire base from this mini-
gun position, just in case you missed any of the foes previously. 
When you have no more hostiles, move off the garage to the 

right and onto the upper platform. By 
the boxes, check the area 

directly behind 
the gate tower 
for another foe 
to fi nish; use 
non-scoped fi re if 

you’re low 
on ammo.
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Head down the steps on the platform’s left side to the lower 
platform that’s almost on ground level. Move directly to the 
low, fl at pallet of boxes and look across at the garage opposite. 
Enemies wait to snipe you here. Use cover and aim at them, 
then continuously fi re (ideally with a non-scoped weapon to 
save on scoped ammo). If you’re having trouble hitting these 
foes from this distance, backtrack to the tower overlooking 
the garage, and use cover to fi nish them off from this upper 
vantage point. There are about four foes in the garage, and 
barrels to explode on the left side.

With these punks out of the picture, return to maneuvering 
around the base’s right side. Take the steps down, then up the 
other side and past another tower. Then descend the steps and 
proceed along the low walkway leading up to the turret with 
the Rocket Launcher. Don’t grab the weapon yet; check the gate 
bunker on the opposite side, and bring down the foe inside. Then 
return for the Rocket Launcher, prizing it from its hardpoint. Fire it 
at the garage diagonally across from you to destroy hovercraft.

Before or after you 
rendezvous with Jack, 
move into the garage 
you fi red rockets into 
(just to the right of the 
one Jack is waiting for 
you in), and head to the 
back of the garage. Shoot 
the hovercraft until they 
explode, and keep this up 
until you have destroyed 
them all, completing the 
objective.

The time has come to open those gates! Naturally, there’s more 
than one way to achieve this:

Gate Opening #1: The Tower of 
Power

From the Rocket Launcher turret, scurry across the gate itself to the 
gate bunker containing the Armor. Claim it, then turn left and rush 
across to the gate tower itself. Once inside, turn the valve to open the 
gates, which pleases Jack to no end. This method is the easiest if you 
stay hidden and approach the gates from the perimeter balconies.

Gate Opening #2: Exterior 
Valve Extrication
If you’re using the Locktopus, 
and you’ve decided against 
using the safer exterior route 
to the gate tower, you can 
rush the base of the tower on 
the grass, and hack this valve 
at its base. Make sure you 
aren’t under fi re when you 
attempt this!

Don’t forget to blast the hovercraft as well, 
either before or after you reach the Rocket 
Launcher; this helps you in your escape to come.

Secondary Objective
Incapacitate Hovercraft Complete!

The plan to secure this base is a little different if there are two of you. 
P1 brings down the foe in the tower ahead of you both, then moves 
quickly to the crates, dodging gunfi re (fi rst picture). Meanwhile, P2 
stands at the left side of the hole and fi res into the enemies in the 
ground coming your way.

Cooperative Operatives

You can also set a demo charge on each of 
the Hovercrafts, or you can seal the enemy 
Hovercrafts inside the hangar by using the 
Locktopus on the valve to the left of the 
hangar door.
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Have P1 stay at the crates on the left side, and peer around the corner 
toward the middle of the base. Bring your weapon to bear on the foes 
moving around the open ground. P2 is still at the hole, bringing further 
punishment to the enemies on the ground and drawing their fi re.

Cooperative Operatives (cont’d)

With all the foes neutralized on the far tower, P1 should crouch and move 
to get a good aim at the foe on the nearest garage roof, at the mini-gun. 
While P2 causes a distraction, have P1 fi re at the head of the gunner, as 
he can’t aim at both of you! P2’s distraction is to fi re at the turret from the 
turret he just took over; this draws all the enemy gunfi re away from P1.

P1 should now move to the front stack of crates, on the far left side near 
the exterior wall, and peer around and to the right. Have P1 shoot any 
remaining guards in the open ground, then train your weapon up to the 
foes left, right, and inside the far tower. P2 meanwhile, makes a death-
defying run up the right steps and up to the garage on the right, charging 
the foe at the mini-gun turret and bashing him with a pistol before he 
commandeers the turret.

P1’s task is simply to move into the bunker tower of the fi rst garage and 
snipe the two foes guarding the Rocket Launcher turret on the opposite 
side of the base. P2 follows suit, rapidly pelting them with mini-gun fi re 
until the turret explodes.

Cooperative Operatives (cont’d)

Now that the nearest garage roof has been cleared of foes, P1 moves 
forward and left, up the steps to the top of the fi rst garage. Crouch at the 
top and blast the two guards waiting up here. P2’s plan is to cover P1, 
shooting the guy at the turret on the second garage just left of the gate 
tower, and any troops on the ground.

P1’s next task is to secure the second bunker tower on the next garage, 
so head down and up the steps, onto the second garage roof, then roll 
quickly into the tower itself. Train your weapon right, toward the foes 
on the platform near P2’s location, and drop them. This helps P2, who 
is maneuvering along the area’s right edge, blasting foes that P1 is 
attacking from the left.

P1 completes the takedowns in the second bunker tower by blasting 
the foe standing by the gate tower with zoomed bullets. P2, meanwhile, 
moves around the right edge of the base and down the steps, avoiding 
fi re from the open garage, and heads for the Rocket Launcher turret, 
grabbing a launcher from it. Then P2 shoots directly into the garage with 
the parked hovercraft, destroying all the enemies inside.
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Time to Make Waves

Jack has a hovercraft waiting for you at the garage to the 
right of the hole you made earlier. Backtrack either across the 
middle or around the sides, and dash into the garage. Climb 
the hovercraft’s turret, affi x the Rocket Launcher to it, and drop 
to the ground. That’s your secondary objective done! Now walk 
around to the cockpit and scramble aboard; you’re driving and 
Jack’s shooting! Reverse out of that garage!

P1 can now exit the bunker tower, and peer over the edge to quickly 
blast any stragglers on the ground, and any foes on the opposite balcony, 
before beginning to destroy the fuel canisters. Meanwhile, P2 should 
have the Rocket Launcher and be running across the snow-covered 
middle area, fi nishing off any enemies inside the garage on the right, 
then moving to the garage housing your hovercraft.

Cooperative Operatives (cont’d)

P1 needs to nullify a foe standing at a mini-gun turret just left of the gate 
tower, by the gate tower bunker, before heading across the snow and up 
the steps. P2’s plan is to affi x the Rocket Launcher to the hovercraft’s gun 
emplacement, then take pot shots at the nearest garage on the left, just 
to be sure there are no more enemies.

P1 secures the area behind the gate tower and grabs the Rocket 
Launcher from the turret after heading through the tower bunker and 
taking the Armor. Shoot rockets from the turret at the garage before 
taking the launcher itself. P2 meanwhile, waits patiently, blasting the 
garage to soften up the hovercraft inside.

P1 now races across the open ground (all enemies should have been 
neutralized), and enters the garage that was aimed at during the Rocket 
Launcher grab. Incapacitate the hovercraft, and complete the objective. 
P2 stops fi ring rockets now, to avoid burning P1 to a crisp during the 
hovercraft destruction.

Cooperative Operatives (cont’d)

P1 now heads to the hovercraft hangar left of the garage full of burning 
vehicles, and meets up with a waiting P2. Choose one player to man 
the gun after placing the Rocket Launcher on it (P2), while the other 
drives (P1). Attack the remaining garage on the left before you both 
head out of the gate.

Secondary Objective
Steal Rocket Launcher Complete!
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Now just worry about 
driving yourself to 
freedom, while Jack takes 
care of blowing stuff up. 
Enemies are heading to 
hovercraft on the garages 
to your left as you head 
for the gate. Ignore them 
(they can’t follow) and 
zip through the gates.

Once you’re out of the gate, 
follow the channel around 
to the left, and once in 
open water, make a left. You 
need to power down two 
radar posts so that the air 
defenses don’t shoot you 
down as you commandeer 
a dropship at the airbase. 
There are two different 
methods of completing this 
task. Whichever one you choose, move to the base on the bank 
of the river ahead, and let Jack loose!

No Radar Love: Plan #1: 
Haranguing by Hovercraft 

The fi rst (and easiest) method is to stay aboard the hovercraft 
and let Jack do all the work. Hover by the wooden pier on the 
left side of the base, circling to avoid incoming fi re and allow 
Jack continuous opportunities to fi re inside the base. He takes 
down the generators here—four electrical posts. Then he moves 
on to strafe the remains of the base and keeps this barrage up 
until the fi rst radar post powers down. Good work, Pops!

As soon as the fi rst radar 
post closes up, destroy a 
hovercraft and move to 
the left side of the base 
on the river, and follow 
it, making a left turn and 
going through a tunnel. 
Chandra radios in to 
let you know about the 
problems with enemy 
hovercraft. Before you 
tackle them, stop at the 
tunnel exit, and let Jack blast the foes on the bridge ahead.

Head under the bridge 
once the foes with the 
Rocket Launchers have 
been dispatched, and stay 
to the left as you reach 
a second base. Let Jack 
blow up a few infantry on 
the right bank, then turn 
left and destroy the fi rst 
enemy hovercraft near 
the bridge.

The way to the second 
radar post is to stay on 
the left side of the lake, 
away from the base with 
the bridge and snow-
covered causeway. Hug 
the canyon’s left side 
and look for a tunnel in 
the left wall. Don’t drive 
over the snow-covered 
causeway on the right 
side, which is part of the 
castle base, until you are 
ready to leave.

PRIMARY OBJECTIVE
POWER DOWN RADAR BEGINS!

All enemies will fi re at the Hovercraft and if 
the Hovercraft takes too much damage, it can 
explode and cause mission failure. Target all 
infantry and hovercraft enemies and secure an 
area before moving on.

Make sure P1 (the driver) stops and moves from side to side after 
appearing from the tunnel, giving P2 enough time to blast the foes on the 
bridge. Be quick and precise with the Rocket Launcher here.

Cooperative Operatives



120 PRIMA OFFICIAL GAME GUIDE

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

Head through the 
tunnel and onto the 
left snowbank where a 
hovercraft is waiting to 
be destroyed. Then turn 
right, and let Jack show 
off his rocket-launching 
prowess. Strafe the entire 
base, but pay special 
attention to the middle 
and the posts. Once 
the second post closes, 
backtrack to the castle base and escape.

No Radar Love: Plan #2: 
Infi ltrated by Infantry
If you want to take care 
of the two radar posts 
via foot combat, which 
isn’t advisable compared 
to the relative safety 
of remaining in the 
Hovercraft (and having 
Jack’s excellent aim at 
your command), then 
have Jack take out all 
foot soldiers on the 
snow-covered causeway, 
and park up here. Your 
Hovercraft can be destroyed (killing Jo and Jack instantly), 
so you may want to preserve its integrity as long as possible, 
especially on higher diffi culties.

Run across the snowy 
riverbank to the ramp, 
and shoot out the 
electrical post on the 
left as you go. Run to 
the top of the ramp, 
and turn right.

Dash around this top 
storage area, using the 
crates as cover and 
defeating two guards 
up top. Then move to 
the balcony edge and 
peer down. Check the 
remaining electrical 
posts from here.

Stand at the top of the 
ramp, and aim at the 
electrical post at the 
pier’s left end, then the 
next one on the right 
end, then swing right, 
and blow up the post in 
front of the large tower.

Head down the ramp that you just climbed and turn right, 
moving across the river’s edge to the pier and charging any 
foes. You must face about six enemies; move from crate to 
crate so you aren’t spotted and cut down early. You only need 
to venture as far as the start of the pier; the last electrical post 
is at the corner of the building you were standing on the roof 
of. Destroy this, and the fi rst radar post closes up. Head back to 
your hovercraft.

Those with a DataThief 
could move toward the 
base of the large tower, 
enter via the pier, and 
make a sharp right. 
Head for the darkened 
corner where you can 
hack a switch and power 
down the radar without 
blowing the electrical 
posts. On Perfect Agent, 
using the DataThief is a 

very good idea, as it takes down both towers at one time.

TIP
If you are playing this with a companion, 
and you wish to stay in the hovercraft, have 
the gunner read the following section to 
determine where the four electrical posts are 
in each area, so he or she can aim at them from 
the hovercraft.

Cooperative Operatives
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Once the fi rst radar 
post has been closed, 
follow the path detailed 
on the previous page to 
the second base (left of 
the castle-style enemy 
encampment), and land 
up on the snow, blasting 
enemy hovercraft until the 
coast is clear. Now hop out.

Sprint across the snow, 
using a scoped weapon 
to bring down the foe 
at the top of the snow 
ramp, then pepper the 
fi rst electrical post just 
left of the ramp. Bring 
down the foe just behind 
the post, on ground level.

You come under heavy 
attack as you reach this 
base, so dash right to the 
vents and clear the area 
of a single foe. Use the 
vents as cover. Peek out, 
blasting any foes on the 
ground.

The remaining three electrical posts are easy to pick off. Blast 
the fi rst one next to the tower on the yard’s right side. Then aim 
at the next post behind it at the front of the jetty, before turning 
your aim left, and blasting the fi nal post that’s obscured by 
vent smoke. Once you’re done, run back to your hovercraft to 
rendezvous with Jack, or better yet, take the hovercraft parked 
on this yard for a quicker return journey!

Escape to the Air Base

When you’ve had enough, or you’ve successfully destroyed 
both towers, make your escape. Move to the base with 
the bridge, and go left. Continue along and around to the 
snowbank, then ride up and over it. Jack continues to blast foes 
along the bank. Stay left after the ride over the ground, as there 
are mines to the right, and head through the tunnel to your left, 
guarded by a hovercraft. Destroy it and boost to freedom!

Jack and Joanna dash into 
cover under heavy enemy 
fi re. Jack causes a distraction 
while Joanna rushes to a 
dropship and powers it up. 
Alas, Jack is waylaid during 
his battle, and faces Mai Hem. 
Joanna watches with horror 
before escaping this scene of brutality.

You can enter the tower on the right side, using 
the entrance at ground level, and shut down 
the second radar array with your DataThief. 
Again, this is less straightforward then simply 
blowing electrical posts up with weaponry.

TIP
If you’re playing this through with a 
companion, either park your hovercraft so the 
second player can provide covering fi re, or 
have the second player select two electrical 
posts to destroy while you take the others.

Cooperative Operatives

PRIMARY OBJECTIVE
POWER DOWN RADAR COMPLETE!

PRIMARY OBJECTIVE
ESCAPE TO AIRBASE COMPLETE!
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AREAS OF INTEREST

07.01 07.02 07.03

07.04 07.05

07.06 07.07

07.08 07.09

07.01
Facility Docks

 Brothers Location

07.02
Facility Controls

1  Release switch

07.03
Facility Landing Bay

 Sniper Position

2  Zipline

3  Elevator entrance

07.04
Submersible Hangar (wind through 
here during your search for the 
Doctor)
07.05
Satellite Hangar (the other route 
to locate the doctor—watch for 
cameras)
07.06
Bio-Lab (one of the Doctor’s possible 
locations. Locate the nearby terminal 
to evacuate personnel)
07.07
R&R Room (one of the Doctor’s 
possible locations. Locate the nearby 
terminal to evacuate personnel)
07.08
Archeology Room (one of the 
Doctor’s possible locations. Locate 
the nearby terminal to evacuate 
personnel)
07.09
Caroll’s Laboratory Area (the 
location the Doctor leads you to)

LEGEND

1

3

2
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Pacifi c Ocean

Chandra: “I know you miss your father, Jo. But Jack wouldn’t 
have wanted to throw your life away!”

Chandra: “Marching back through Zhang-Li’s front door was 
gonna be nothing short of a suicide mission. Makes you feel 
any better, my plan’s just as crazy.”

Chandra: “How about this? Jack died protecting Zeigler’s 
research. Whatever it is must be really important to Zhang-Li 
and Mai Hem. We’re gonna work out why.”

Chandra: “Zeigler mentioned this guy, Dr. Eustace Caroll. Turns 
out they were working together for…guess who? That’s right. 
DataDyne. Bet he’s worth a conversation.”

Chandra: “Word of mouth has it, he’s at this offshore research 
facility. Look familiar to you? Should be, you beat the 
simulation plenty.”

Chandra: “Your mission’s easy enough. Find Dr. Caroll and take 
him to his lab. Should be safe to talk there.”

Chandra: “Oh, and watch out for scientists. They’ll call guards 
if they see you. Use the intercom to evacuate them. Avoid 
shooting them. Dr. Caroll won’t talk if he doesn’t trust you.”

Chandra: “You sure about this? Can’t stop thinking of this crazy 
line I heard in a Kung-fu fl ick: ‘Before setting out on revenge, 
dig two graves.’”

On all diffi culties, you must fi rst face two tough opponents: Clay 
and Virgil. Once they’re defeated, a bridge and door move, allowing 
access to a control room overlooking the launch pad. Neutralize the 
enemies inside the control room, and the snipers positioned around 
the pad, then use your DataThief to hack the green controls and ride 
the zipline down to the main facility entrance. 

  After exiting the elevator, hack the blue terminal to determine 
the whereabouts of Dr. Caroll, then follow the blue arrows to his 
location. No matter where he is, you must destroy 10 cameras in the 
hangar to your left, then secure all the areas the doctor is going to 
have to run through. Meet Dr. Caroll, then follow him all the way to 
his personal laboratory, where the full story comes out.

Battle Tactics

Heading to the dataDyne 
fl oating research facility, 
Joanna docks her boat inside 
and creeps along a wall, only 
to receive word that a pair of 
businessmen with a penchant 
for butchery, known only as 
“The Brothers,” are waiting to 
fi nish off the Dark family for good!

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

P9P JACKAL CMP-150

PSYCHOSIS GUN COMBAT SHIELD

Secondary Objective: Pinpoint Dr. Caroll 
(Secret and Perfect/Dark only)

Secondary Objective: Manipulate Personnel 
(Secret and Pefect/Dark only)

Primary Objective: Eliminate “The Brothers” (All)

Primary Objective: Infi ltrate Facility 
(Perfect/Dark only)

Primary Objective: Escort Dr. Caroll to Lab (All)

PRIMARY OBJECTIVE
ELIMINATE “THE BROTHERS” BEGINS!

*You can fi nd the Hawk Boomerang in one of the 
crates at the beginning of the level. This is the only 

level where you can unlock this weapon.

HAWK BOOMERANG*

“Can’t stop thinking of this crazy line I heard 
in a Kung-fu flick: ‘Before setting out on 
revenge, dig two graves.’”  —Chandra

X-RAY GOGGLES

Rock out with your Hawk out: Right near your 
starting point, in a crate near the edge of the 
platform, is the Hawk Boomerang. One of the most 
potent and versatile weapons in the game is yours 
for the taking if you’re quick and can grab it 
before the Brothers whittle you down to kindling.
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The Brothers: 
Gonna Work It Out

Two toughened butchers 
in trench coats are by 
far the most dangerous 
foes you’ve faced, 
and even a moment’s 
pause will result in your 
demise. Their weapons 
are extremely powerful, 
cutting through crates in 
seconds and leaving you 
exposed. Dash to the left 
wall alcove at once!

Although it isn’t spectacular, 
the only safe way to take 
down the fi rst “not-so-thin” 
Brother is to bring out a 
scoped weapon and, from 
your alcove, train your 
weapon diagonally across 
the dock to the right side. 
When the Brother arrives, 
aim for the head. 

It takes at least six to ten 
headshots to bring the 
not so thin Brother down. 
He moves to the right 
side of the crates (from 
your perspective), then 
moves back and peeks out 
from the left side. Keep a 
constant barrage of well-
aimed, scoped bullets 
fl ying into his thick cranium 
until he drops. Then check 
he doesn’t get back up; if he does, repeat this takedown!

As soon as the not-so-
thin Brother has been 
neutralized, and isn’t getting 
up, remain at your alcove, 
and slowly scan your sights 
left to locate the “thin” 
Brother. He’s hiding to one 
side (either the left or right) 
of a stack of crates, ready to 
fi re at you. 

Shoot him fi rst or you’ll be 
viciously wounded. Use 
cover at the alcove if you 
need to, then pop out and 
shoot the fi nal Brother in 
the head, knocking him off 
balance, and stopping him 
scurrying to the other end of 
the crates. Keep this up until 
you’re informed of victory!

Cooperative Operatives

Player 1 (P1) is Joanna Dark, and starts facing The Brothers by the 
crates. Player 2 (P2) is Chandra, who starts near the motorboat, near the 
wall. Rendezvous upstairs immediately, or retreat down to this area to 
swap weapons before battle.

The fi ght with The Brothers is considerably easier and shorter with two 
players, as P1 can concentrate on the “thin” brother while P2 brings 
down the “not so thin” brother on the right.

These guys are tough! They fi re at you with 
Laptops before switching to pistols, and as 
you’ll discover, once they shoot at you and 
connect, the force of the bullets slows you 
down considerably, allowing them to fi nish the 
job. Do not move into their line of sight! They 
toss Laptops across to your platform, which 
become sentry guns that fl ank you, so you’re 
not entirely safe hiding behind the crates.

Get the X-Ray Goggles from one of the 
weapon lockers that are build into the walls 
to either side of the starting platform. These 
will help you track the brothers’ movement 
as they dodge behind crates. There are also 
CMP-150s and ammo scattered about the 
deck and inside crates, should you run low 
on ammo. These weapons feature a hologram 
secondary ability.
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Once the two fearsome 
foes have gurgled their 
last, step out into the 
open, and toward the 
bridge that Chandra has 
activated, along with the 
gigantic deck door that 
allows you access to the 
launch pad. Move across 
the bridge, but look left at 
the gantry steps.

Reaching the Facility
Facility Entry #1: 
Complete Control

While the facility computer (“Father”) drones on about locking 
elevator doors and a training exercise, watch out for two 
guards descending the steps. Either bring them down from 
crate cover on the deck, or (as shown) wait for them and shoot 
them through (or as they round) the steps. Use the underside 
of the steps as cover, then work your way up them, because 

the second guard usually waits at the door at the top, and a 
takedown from the steps (second picture) is easier.

Move to the top of the steps, and reload your weapon. Turn 
right, and spot another guard in an elevator room, but be 
warned! A second guard is also in this chamber, which is 
immediately obvious if you charge straight in. Instead, drop the 
fi rst guard from range, aiming for the head, then move into the 
room and look right. Blast the second guard, then retreat before 
he lays into you. These guards are armored, so you can’t just 
shoot one headshot unless you’re using the Magnum. 

PRIMARY OBJECTIVE
ELIMINATE “THE BROTHERS” COMPLETE!

PRIMARY OBJECTIVE
INFILTRATE FACILITY BEGINS!

Infi ltrating the facility should be attempted 
only in Perfect or Dark mode. This objective is 
not available, or necessary, in Agent or Secret 
Agent diffi culties, although you can follow 
the fi rst route presented below if you wish. 
The second route described avoids the control 
panel routine and takedowns in the launch 
control room.

Grenades, such as those from the SuperDragon, 
are also excellent to take the Brothers out 
with, but Frag Grenades are good too. The Hawk 
Boomerang is also an exceptional killing tool. 
Try that out on them for easier takedowns. Don’t 
forget to loot the weapon cases on each side of 
the deck for X-Ray Goggles after the fi ght!

Secondary Objective
Pinpoint Dr. Caroll Begins!

Cooperative Operatives

Cooperative mode allows for a nasty crossfi re opportunity, with P1 
standing in the middle of the loading dock, fi ring at the foes as they 
descend the steps. P2 is on the steps, taking them down while they 
decide whom to fi re on!

If you don’t want to go around hacking 
consoles to fi nd Dr. Caroll, there is another 
way: After you eliminate the Brothers, hide 
behind a crate and wait for the deck guards 
to emerge from the doorway and come down 
the gantry stairs on patrol. Once they reach 
the deck they will have a conversation in which 
one of them will mention where Dr. Caroll is 
located. Just keep your ears open and the 
Pinpoint Dr. Caroll objective is complete! 
Once you have the Doctor’s location, feel free 
to thank the talkative guards with a hail of 
bullets from your new CMP-150s.
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Once the area is secure, 
you can hack into the blue  
terminal with your DataThief, 
next to the elevator. The 
whereabouts of Doctor Caroll 
are now displayed, and the 
search can begin!

Move inside the elevator, and 
ride it up a fl oor. Step out, 
turn left, and begin to system-
atically drop the waiting foes 
in the launch pad control room 
beyond. Wait at the door and 
bring down the fi ve or so foes 
that are either waiting here or 
moving up the steps once their 
brethren are defeated.

Crouch and step through into 
the upper balcony of this 
control room. Beware of tough 
enemies below your current 
location. Edge to the top of the 
steps on the left and quickly 
dispatch the foe you spot with 
headshots. As soon as the fi ght 
starts, and even if you haven’t 
defeated this foe, back up to the 

doorway again; a second foe can move up the right steps, and 
you don’t want to be blindsided. Shoot him as he appears. Once 
he’s been defeated, move back into the room, and head down 
either set of steps to check whether anyone is left alive. Rectify 
that situation forthwith!

Whoa! Hold it right there! Do 
not check the control panel out 
on the top deck of the launch 
room yet. You must take out the 
snipers outside fi rst. Move down 
the steps and take the door on 
the left, heading to an outside 
balcony. There may be a sniper 
out on this balcony. Drop him!

With the order of your 
plan in mind, step 
through the door and 
turn right, onto the 
balcony. This is where 
the zipline is. It is also a 
possible place to fi nd a 
sniper. Shoot him if he’s 
there (sniper placement 
#1), then defeat the 
remaining snipers. They 
can stand in any of the 
following places:

Sniper placements #2, 
#3, or #4: Aside from the 
balcony you’re on, check 
the left elevator cylin-
drical pods and the roof 
in the middle of them. 

Sniper placements #5, 
#6, or #7: Now check the 
right elevator cylindrical 
pods and the roof in the 
middle of them. 

To access the facility’s interior, you must 
activate the control panel on the green screen 
monitor at the top balcony of the launch pad 
control room. This opens a door on the left 
side of the launch pad, but it remains open 
for only 60 seconds. In addition, snipers are 
dotted around the launch pad exterior (see 
below). The plan is simple: Defeat the snipers, 
access the console, and use the zipline off the 
balcony to reach the door in time.

Consult the map to see where the snipers are. 
You fi nd three or four each time you attempt this 
mission. It’s much better to defeat them from 
this balcony than from the launch pad below.
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Sniper placement #8: 
Look at the low platform 
on the right side of the 
launch pad itself. 

Sniper placement #9: 
Inspect the entrance to 
the right elevator bank 
on the left facility 
entrance pods.

Sniper placement #10: 
Finally, look at the low 
platform on the left side 
of the launch pad.

Have you nullifi ed all the snipers? Excellent! Now head 
back into the launch control room and up the steps. At the 
top, turn and locate the green computer monitor. Produce 
your DataThief and hack into it, opening the doors to the left 
elevator bank. On Perfect/Dark diffi culty, you have 60 seconds 
to reach them before they lock! Race down the steps onto the 
outside balcony, and use the zipline to speed down to launch 
pad level. Then run for the left doorway.

Facility Entry #2: 
Launch Pad Larks

Take this path only if 
you’re playing through 
on Agent or Secret Agent 
Diffi culty. Ignore the 
steps up to the control 
room, and instead dash 
through the giant loading 
bay door, into the launch 
pad itself. This isn’t as 
straightforward as it 
looks, as the snipers are 
still present; hide by one 
of the gigantic supports, and train your scoped weapon on one 
of the sniping spawn points (detailed earlier). One of the most 
important areas to check is the platform high above and behind 
you (third picture).

Did you arrive too late? Then retrace your 
steps, activate the door controls at the green 
monitor again, and be quicker this time!

With two operatives to secure the launch pad, one of you (in this case, 
P1) can saunter out into the launch pad and defeat all the snipers, while 
the other moves into the control room, secures that, and opens the 
facility doors. P1 may complete her tasks earlier though, so be patient!

Cooperative Operatives
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Entering the Facility

Whichever path you 
took, you end up on the 
deck of the launch pad, 
by the generators you 
battled through in the 
opposite direction during 
Mission 00. Move to the 
left doorway and enter 
it. Check the area, then 
enter the elevator. Ride 
it down and into the 
facility. At the next fl oor, 

get out, turn right, and ambush a couple of guards, blasting 
them as the doors open. Then stand at the doorway, and shoot 
at a guard running in from the opposite end. 

Before you enter the 
elevator, if you’re 
carrying a Locktopus, 
use it on the locked 
ammunition case to the 
left of the elevator. Inside 
is a Psychosis Gun. To the 
right of this is another 
blue terminal, which only 
appears in Cooperative 
mode. If you have the 
DataThief, hack into it for 
a second message from 
“Father.” Did you hear it? It is even more bizarre!

Stop for a moment, and survey the corridor you’re in. First, 
swing around 180 degrees, and clear the corridor behind you, 

leading to the other elevator. There may be a guard here to 
drop. Then check the blue computer terminal. Hack in using 
your DataThief. This is the one of the other ways to pinpoint 
the location of the doctor and complete this secondary 
objective. Then ready yourself for another possible attack. 
Bring down the foe. If your screen blurs horrifi cally, you’ve 
been hit by a Psychosis Gun. It fades back to normal gradually, 
but try to make out the enemy shape so you can strike him 
before you’re shot again. Watch the color of the reticle; when it 
turns red, shoot!

Finding Dr. Caroll: 
Archaeology Room 
and R&R Room

Take the path to the left 
of the computer terminal. 
It takes you to the large 
submersible hangar, 
which is peppered 
with security cameras. 
It’s helpful to destroy 
these on your way to 
rendezvous with the 
doctor, rather than after 
you meet him, so stand 
at the doorway and aim 
at the fi rst, on a strut facing you. There are two plans:

PRIMARY OBJECTIVE
INFILTRATE FACILITY COMPLETE!

Once you pinpoint Dr. Caroll, the scientist’s 
location isn’t shown on a map, but his where-
abouts are indicated by a series of blue 
ground arrows leading to him. The remainder 
of this walkthrough assumes you are following 
one of these paths.

Undertake the following route to reach the 
doctor if he’s waiting in either the Archaeology 
room or the R&R room. To make progress much 
easier, be sure to hack the terminal with the 
DataThief so you can follow the blue arrow trail.

The two terminals detailed in this walk-
through are the easiest to locate when trying 
to fi nd Dr. Caroll. However, you can also 
use the intercoms in the hangars or one of 
the two similar-looking consoles in the above-
surface area.

Secondary Objective
Pinpoint Dr. Caroll Complete!
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Camera Obscura Plan #1: 
Shootout

Cameras #2 and #3 are 
above and left of #1, on 
the sides of the giant 
struts, visible from the 
door. Move forward and 
left a couple of steps.

Camera #4 is directly 
above you, over a 
doorway on a wall at the 
end of a platform. Edge 
left until you spot it.

Camera #5 is on one of 
the interior struts on the 
ground fl oor. Stand by 
the ramp to the upper 
fl oor, but don’t go up 
there; instead, aim at the 
camera.

Camera #6: Sidestep to 
the left so you’re in front 
of the ramp to the upper 
fl oor, and peer along the 
main concourse. The next 
camera is on the second 
right-side support strut.

Camera #7: Crouch and 
slowly sidestep left, and 
edge forward slightly 
until you spot this 
camera attached to the 
left side of a ramp at the 
concourse’s far end.

Camera #8: Edge forward 
toward the strut on 
the right where you 
destroyed camera #6, 
and peer up and right 
at the next camera on 
the balcony of the upper 
platform on the right.

Camera #9: Then step out 
from the cover of the low 
ceiling, and spin around 
180 degrees, looking at 
the upper gantry that 
runs to a doorway. The 
camera is above the 
doorway.

Camera #10: Move forward and make a sharp right turn, 
moving around the underside of a ramp, and then treading up 
and onto it. Move up the ramp, make a right turn, head up the 
second part, but look up and right at the support strut. There’s a 
camera on the left side.

If you take the path to the right of the 
computer terminal (and right as you exit the 
elevator), it brings you into an equally gigantic 
submersible hangar, but without cameras, and 
full of enemies. Ignore this area unless the 
doctor is in the bio lab.
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Camera Obscura Plan #2: Lockdown

The second plan requires no 
looking for cameras, and no 
creeping around the hangar. 
Enter the room, and move 
to the right side, where 
there’s a switch. Produce the 
Locktopus, and fi ddle with 
the switch until it clicks and 
lowers the ladder.

Now climb up the ladder that’s 
just to the left of the switch, all 
the way to the gantry point. 
You’ve completed the hangar 
infi ltration in seconds! Of 
course, you must now secure 
the area, starting with the 
gantry rooms left and right, 
and the cameras wil still be 
here on your way out.

Camera Obscura Plan #3: 
Reprogram

If you’ve come prepared 
with an RCP-90, switch to its 
threat detector secondary 
fi re function, and either fi re 
at or reprogram each of the 
cameras to switch off. This 
viewpoint allows you to 
spot all the cameras more 
easily, too.

Camera Obscura Plan #4: 
Relic Room Only
If you know the doctor is in the relic room, and not the R&R room, 
then your mission is extremely simple. Just move into the hangar, 
and shoot out each camera, or better yet, use the Locktopus to 
shut them all down. Then run to the far end of the hangar, and 
instead of heading up to the gantry platform, head down to the 
lower platform, and the door on the left wall. This leads to the 
spiral ramp. Skip to the section marked “To Relic Room.”

Carnage on the 
Gantry Platform 
(R&R and Bio Lab Only)

With all the camera takedowns, you’d be forgiven for thinking this 
base is unguarded. Try stepping in front of one of the cameras, or 
moving to the far end of the hangar, and the peace is shattered; 
expect eight guards to contend with during a vicious fi refi ght as 
you reach the fi nal ramp up to the gantry platform at the top of 
this chamber. Fight them one by one, staying at the lower end 
of the ramp (and using it as cover), and mop up enemies as they 
come down to investigate, then snipe them using the ramp railing 
as cover. Once done, move to the top of the ramp, and turn right.

Maneuver along the gantry, into a room with two terminals, 
then out to a dip and some ramps, then continue onward 
toward a closed door. You’re almost directly above the entrance 
to the hangar you arrived from. As you reach the door, it opens, 
and three armored guards appear. Bring it on! Around four 
additional guards arrive soon after, so retreat to the building 
and use the doorway as cover. Blast foes as they run at you, 
and pay special attention to the guards with the shields. Shoot 
them fi rst if you can. Their shields provide full protection from 
melee attacks and limited protection from projectiles. Duck and 
aim for their legs so that they drop their guard, then fi nish them 
off with headshots.

Two-player camera takedowns take half as long once you realize where 
each one is located, and you each choose a set of cameras to destroy.

TIP
In the two-player mode, make sure one of you 
carries the DataThief to hack the computer 
terminal and get you inside the base to locate 
the doctor, while the other carries the 
Locktopus to open the ammo case with the 
Psychosis Gun and shut off the cameras.

Cooperative Operatives

What’s the defi nition of hilarity? Having a co-op game where one player 
shoots guards with the Psychosis Gun and the other fi nishes them off!

Cooperative Operatives
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Enter the laboratory area now, at the end of the gantry 
platform, and follow the fl oor arrows directly to the doctor’s 
location. He’s either inside the relic room, the R&R area 
(shown above), or the bio lab room. Once you meet up, you 
ask him about Zeigler, and the doctor takes off; he’s going to 
fi nd somewhere safer to talk to you. Follow him immediately, 
and don’t lose that old man!

Alternate Route: 
To Bio Lab (Only)

The hardest route to 
take to fi nd the doctor 
is if he’s holed up inside 
the bio lab. Make sure 
you clear out all of the 
enemies in the initial 
hangar, and all along the 
gantry. But don’t enter 
the laboratory above. 
Instead, backtrack all 
the way back past the 
destroyed camera, past 

the elevator and computer terminal you hacked into, and to 
the door to the second gigantic hangar. Open the door, and 
begin blasting.

Forego stealth tactics in favor of blasting everything wearing 
a helmet or an orange jump suit. Tear through the enemies, 
using the generators as cover and blasting everyone in this 
chamber. Use cover, because it’s much easier to complete this 
mission with health! There are enemies on the ramps, the upper 
platforms, and throughout the submersible hangar. Strafe the 
congregation directly ahead of you fi rst, then mop up stragglers 
before ascending all the way to the upper ramp and the exit 
on the opposite side. You’ll be bringing the doctor back here, 
so make sure it’s devoid of foes. Take care to not hit (or kill) the 
doctor, as his death will end the mission. Stay close and jump 
ahead of him. Use the Combat Shield if you like. Do not use 
grenades or the Magsec’s secondary ricochet.

Once on the hangar’s 
top platform, head 
through into the bio 
laboratory corridor, and 
maneuver all the way 
to the end. Make a left 
into the lab itself, where 
the doctor is (as shown).  
When you encounter 
the good doctor, you 
question him about 
Zeigler, and the chap 
maneuvers away; he’s locating a safer spot to chat to you. Keep 
him in your sights and don’t lose that old man!

This optional objective is available in all diffi culty levels 
except Agent, and occurs at one of three locations, depending 
on where you located the Doctor. There are two methods of 
completing this task:

Plan #1: DataThief
Approach one of three consoles. They are: 

 Outside the Archaeology Relics area

 Outside the R&R area 

 Outside the Bio Lab area 

Activate the DataThief, hack the console, 
and if the area you are outside is the one 
containing Dr. Caroll, you will complete 
the objective. If not, you will fail. 

Plan #2: 
Without DataThief
Approach one of the three consoles listed 
above. 

Activate the console, and listen to Father, 
responding based on his ”mood”: 

 If Father seems “confused,” select “bluff.” 

 If Father seems “friendly,” select “charm.” 

 If Father seems “neutral,” select “threaten.” 

Note that no one selection will always work. 
If you select the correct response, and if the 
area you are outside is the one containing 
Dr. Caroll, you will complete the objective. 
If you select the wrong response or the area 
you are outside is not the one containing 
Dr. Caroll, you will fail. Obviously, you 
should locate Caroll via the earlier console 
to ensure correct completion of this task. 

Secondary Objective
Manipulate Personnel Begins!
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The reason for clearing 
the hangar of foes is 
now readily apparent 
as the doctor runs 
out of the laboratory 
area, across the gantry 
platform, and through 
the upper platform in 
the hangar and down 
the ramp at the end. (He 
additionally runs through 
the submersible hangar 

if he began from the bio lab). This area is extremely diffi cult to 
maneuver through if enemies still lurk here, so make sure you 
dealt with them earlier.

To Relic Room

The doctor runs down 
the second ramp to 
a lower fl oor of the 
hangar, directly opposite 
the fi rst entrance you 
came through, and 
moves to the end of the 
corridor. Sprint ahead 
of him at this point, and 
reach a spiral platform 
heading clockwise 
downhill. Sidestep 

around, and blast the two well-armored enemies as they move 
up the ramp, and bring them down with headshots. The doctor 
cowers outside, or at the top of the ramp; do not accidentally 

blast him! A second set of guards then appears, so destroy 
the shields of the armor-suited guards and shoot them in the 
head before they smash you at close range, and mop up any 
remaining hold outs. Note that they might be above you if 
they ran past you on the ramp.

The guards on the spiral ramp don’t shoot the doctor (only 
you can perform that mission-ending accident!), so follow the 
man closely as he winds through the various laboratories on 
this lower level. Keep up with him, and don’t lose him, or it can 
take minutes to recover your bearings. Chaperone him until he 
heads up a long ramp and turns right. When he reaches this 
corridor (fi rst picture), stand at the entrance to the left so you 
don’t strike the doctor, and blast the armored foes. There are 
three to bring down.

After this, it is a simple 
case of following the 
doctor to a right turn, 
and another, into his 
laboratory where it 
is safe to talk, and 
revelations abound!

Secondary Objective
Manipulate Personnel Complete!

PRIMARY OBJECTIVE
ESCORT DR. CAROLL TO LAB BEGINS!

If the doctor is not with you, but he is located 
in the relic room, follow the instructions 
below, but ignore the information pertaining to 
the doctor’s well-being.

If you haven’t located the 
doctor yet, but he’s in 
the relic room, maneuver 
through these tight 
corridors until you reach 
the room shown above, 
with the holoscreens 
showing hieroglyphics. As 
you locate the doctor, 
you immediately begin to 
question him about Zeigler. The doctor promptly 
dashes off to a more secure area, and it’s your job 
to follow him without getting lost!

PRIMARY OBJECTIVE
ESCORT DR. CAROLL TO LAB COMPLETE!
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AREAS OF INTEREST

LEGEND
08.01
Central Core (hack in and 
begin the download here)
08.02–08.04
Explosives Chambers

 Place explosives at the 
points indicated after 
negotiating the facility’s 
many adjoining chambers.

08.05
Facility Landing Bay

Evacuate to the Dropship

1  Facility exit

2  Dropship

08.01 08.02

08.03 08.04

08.05

1

2
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Pacifi c Ocean

Jonathan: “What say we trade names and numbers later? 
All you need to know for now is I’m the only friend you 
got here.”

Jonathan: “We’re gonna get you out, but we’ve gotta get 
Zeigler’s program fi rst. It’s stored on dataDyne’s network, we 
need to hack into the platform’s DataCore and steal it.”

Jonathan: “From there it’s a straight run to our evac point. 
We’ve got a dropship waiting on the surface. Fighting’s 
gonna be tough and close, dataDyne are gonna dog us 
every step.”

Jonathan: “I guess we’ll have to improvise, do what we can to 
seal dataDyne in behind us. We lost a man on our way in. I 
know you can fi ght, Jo. I just hope you’re up to this.”

You begin with a team of three friends, including Jonathan, 
who is the only member who must survive the escape. Dashing 
through corridors constantly, you must fi rst download Zeigler’s 
program so Father shuts down, then dash through the ship 
to a fi rst destructible door and optionally seal it. Immediately 
afterward is a valve that allows you to fl ood the fi rst hangar, 
after which the battle continues throughout the facility, to 
a second destructible door, then a third, before you reach a 
second hangar where the enemy puts up more resistance. With 
your team intact, take a fi nal elevator ride up to the ocean level 
and a hard-fought slog across the deck, taking down enemy 
hardpoints and Jetpacs with use of cover and aimed shots, 
before escape by dropship.

Battle Tactics

Jonathan beckons his squad-
mates into the main corridor 
near the bio laboratory, and 
one of them rolls a grenade 
through a door. It explodes, 
cutting off pursuers…for you. 
He barks orders at his team, 
and the assault on the facility 
and escape begins now!

The fi rst plan is to locate 
a central computer 
where you can attempt 
to download Zeigler’s 
program. Fortunately it 
is nearby. Step through 
the doorway ahead, and 
bring rapid-fi re justice to 
the three guards, aiming 
at their heads.

DATATHIEF DEMOKIT (RECOMMENDED) LOCKTOPUS (RECOMMENDED)

CMP-150 FAC-16 (JONATHAN/SQUAD) DEF-12 (SQUAD)

PSYCHOSIS GUN COMBAT SHIELD P9P

LAPTOP M60 (HARDPOINT) FLASHBANG

“What say we trade names and numbers later? All you 
need to know for now is I’m the only friend you got here!” 

—Jonathan

Secondary Objective: Cut Off Pursuit (All)

Secondary Objective: Flood Hangar (Secret and 
Perfect/Dark only)

Primary Objective: Download Zeigler’s Program (All)

Primary Objective: Secure Landing Pad 
(Perfect/Dark only)

Primary Objective: Escape to Evac Point (All)

PRIMARY OBJECTIVE
DOWNLOAD ZEIGLER’S PROGRAM BEGINS!
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The team beckons you to 
the door on the corridor’s 
right side. The core room 
is through here! The 
room opens up into a 
gigantic neon cathedral 
with a central, pulsating 
core. Look familiar? 
This is the DataCore you 
sabotaged during virtual 
training in Mission 0. If 
you keep that in mind, 

it may help you navigate the maze of corridors during this 
mission. It must be hacked, and there are different methods to 
achieve this goal.

DataCore Downfall: Plan #1: 
Not My Problem

The fi rst plan is to let 
the team do their job; if 
you don’t move to the 
terminal at the end of the 
gantry plank, and if you 
don’t have the DataThief, 
a teammate will. Don’t 
watch him though; turn 
and guard the entrance 
you just came through 
while the others secure 
the rest of the chamber.

DataCore Downfall: Plan #2: 
Okay, So It Is My Problem

The second plan is to 
rush the room, and leave 
your friends to guard 
the doorway behind you 
and the chamber itself. 
If you’re carrying the 
DataThief, access the 
blue terminal and power 
down Father.

You can complete this mission with two 
teammates down, as long as you don’t dispatch 
them, and the remaining squad member is 
Jonathan. One of the team members carries an 
FAC-16, which is an incredible weapon. Grab 
it if he should fall, and use zoomed shots 
plus grenades on all the enemies; this is the 
favored takedown method for the remaining 
missions.

Be aware of where your team is at all times. 
Do not shoot at them, and beware of losing 
Jonathan specifi cally; shadow him if you can, 
as the mission ends if he is defeated.

Player 1 (P1) is Joanna Dark. Player 2 (P2) is Jonathan. P1 begins this 
mission at the far end of the corridor. P2 starts a few feet forward of this 
position, with his two men.

Cooperative Operatives

With two players, make sure you both understand what role each of 
you is playing. P2 always has the DataThief.  Unless this is the player’s 
fi rst time through the level and P1 cannot change gadgets, P1 should 
equip a gadget other than the DataThief and let P2 download Ziegler’s 
program.

Cooperative Operatives
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Not Father’s Day
Whatever method you 
used to download the 
program, once it is 
complete, turn and wait 
at the entrance to the 
core room, preventing 
further enemy incursions. 
The door opposite you 
turns from red (locked) 
to green (unlocked) 
when the download has 
fi nished.

Make sure you’re the 
fi rst out of the room and 
back into the corridor you 
started at. Depending 
on the player’s position, 
when guarding Jonathan 
as he hacks the core, 
an enemy could spawn 
on the right side of the 
corridor. Players should 
look both ways when 
leaving DataCore just to 
be safe.

While Father begins 
to malfunction, follow 
your friends into the 
laboratory tunnels and 
make a right, then a 
quick left, down a ramp. 
The team waits for you 
at two doors. Although 
both allow access to the 
main hangar to come, 
the route to the right 
offers the path of least 
resistance.

Lab Route #1: Onward

Guards in the relic room have a random spawn pattern and 
can be anywhere in the room. The best approach to this room 
is to try and pick off a couple guards with aimed shots or try 
to detonate an explosive weapon in the middle of the group 
if the player has one. Regardless of which method the player 
uses, as soon as the player engages the enemies in this room, 
the friendly AI will storm the room to assist the player who can 
then be left to whatever attack method they prefer.

When the area is secure, 
head out of the room 
and up the stairs, 
making a right turn at 
the end. Immediately 
swing left, and rush 
toward a blue terminal at 
the end of the corridor, 
at a T-junction. Now turn 
around and wait for your 
team to join you.

Lab Route #2: Sideways

When the player turns right to go into the computer room, 
typically there is a guard hiding behind the bank of computers 
right in front of the player who is just barely exposed. There 
are still the two on the player’s left as well. Again, the guards in 
this room exhibit a somewhat random spawn and behavioral 
pattern. Guards may be in different locations or run out to 
engage the player instead of attempting to hide from them.

PRIMARY OBJECTIVE
DOWNLOAD ZEIGLER’S PROGRAM COMPLETE!

Completing the two secondary missions reduces 
the number of guards later. This is especially 
useful on Perfect/Dark Agent diffi culties.

PRIMARY OBJECTIVE
ESCAPE TO EVAC POINT BEGINS!
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Move to the right side of the computer banks, checking the other 
wall for foes. There shouldn’t be any until you reach the top of 
the ramp, turn left, and peer through the doorway on the right. 
Three enemies are here; shoot the one you can see. The other is 
hiding on the left side of the doorway. Ambush the ambusher! 
Then sidestep right, into the archives room. Don’t shoot your 
teammates, who are waiting for you! Head through the door on 
the right wall, heading straight to the red haze and blue terminal.

Hot Pursuit

Once at the terminal, you have two 
options. You can seal the doors 
behind you to halt chasing enemies, 
or simply run on—an unwise move. 
No matter which method you use 
to halt the foes heading your way, 
stand at the doorway facing the 
way you came, and blast any foes 
coming through the door opposite. 
Choose one of the following plans to seal the door.

Sealing Your Fate #1: 
Teammate Explosives
This option is only 
available if the teammate 
who is carrying the 
explosives is still alive. 
The fi rst plan is to let 
your teammate do all the 
work while you defend 
him. He locates the weak 
point on the ground 
in front of the corridor 
you’re waiting in and 
primes Explosives. When 
the player is guarding the AI as he blows the door, enemies 
may come from the hallway straight ahead or from the doors 
on the left and the right. Train your weapon on any foes that 
attempt to shoot your friend. 

Sealing Your Fate #2: 
Your Explosives

If you’re carrying 
Explosives, crouch over 
the door mechanism 
in the fl oor, and plant 
an explosive charge. 
Then step back from the 
detonation and ignore 
enemies, as your team 
should cover you.

Sealing Your Fate #3: 
Human Error
You can move to the 
dataDyne blue computer 
terminal, and watch for 
the “activate” message 
to appear. If you press 
it, Father reboots, 
coming back online, and 
summons around double 
the number of guards 
you usually encounter. 
Don’t fi ddle with that!

For the majority of your two-way expedition, stay close to each other, 
stopping at every junction and having one of you look one way, and the other 
check the other way. However, you can split up during the assault along the 
relic room area. In this example, P1 has gone right, into the computer room, 
while P2 battles through the relic room itself. P1 will be sealed into whatever 
room he enters, forcing P2 to take the other route.They then meet up on the 
other side. The sealed doors open when a player is killed. Sometimes the 
friendly AI will open the doors to assist the other player.

Cooperative Operatives

Secondary Objective
Cut Off Pursuit Begins!

To achieve the objective, you only have to seal 
the third door. However, sealing the previous 
two doors prevents reinforcements from 
converging on your position, making the escape 
that much more diffi cult. It is defi nitely worth 
your time to seal all three doors.

Whichever path the player decides to take, it is 
important to note that if the player bypasses 
one of these areas, the guards in that area 
will chase and attempt to overtake the player 
when they reach the fi rst destructible door.
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Hot Pursuit (Part 2)
When the door is sealed, 
turn left and run to the 
unlocked (green lit) door, and 
open it. Step through into 
an elevator shaft, and wait 
outside the elevator itself 
for all of your team to enter 
it. Then maneuver inside, 
and press the switch on the 
left side.

Now go up one fl oor, step out of the elevator, ideally in front 
of your team, and turn right. Open the unlocked door at once, 
and head through into a corridor. Keep moving until you reach 
a gap in the left wall. Whoa, there! Don’t step out of cover—
enemies are patrolling. Use cover while your team waits behind 
you. Then aim at the guard patrol and blast them rapidly. Stay 
behind cover so you aren’t shot. If your teammate runs in, he’ll 
retreat after a moment, so provide covering fi re down the left 
side of the corridor, until no more enemies are spotted.

Once the corridor is deemed safe, stop your progress, and 
turn 180 degrees behind you. 
The mechanical lock to fl ood 
the hangar (your newest 
objective) is right there! Start 
to hack in using the Locktopus. 
If you don’t have this item, 
and the squad member who 
carries one as well is still 
alive, one of your teams will 
fl ood the hangar for you. If 
you’re playing this on Agent 
diffi culty, the hangar is already fl ooded.

Slightly Cooler 
Pursuit

Has the hangar you’re about to wade through been fl ooded? If 
not, you’ll face considerable resistance from enemies, which 
can be more than Jonathan and his team can stand in Perfect/
Dark Agent modes. So with the hangar waterlogged, turn 
around from the valve, and turn right. Move along the corridor 
as it bends left slightly, and open the unlocked door to the 
satellite hangar. Roll forward, defeating any nearby foes, then 
use cover at the gantry balcony. Begin to shoot the enemies 
behind the doorway opposite you.

Once the six enemies 
at the beginning of the 
gantry platform have 
been dispatched, move 
along the upper gantry 
itself. If you look to the 
right, the hangar has 
been fl ooded. If you 
didn’t achieve this goal, 
expect many more 
enemies to swamp 
you. Use quick, well-
aimed shots, and hope for the best. Otherwise, move to the 
connecting corridor at the gantry’s far end.

You should be making 
steady progress. Keep 
going straight, past 
an elevator bank, and 
stop when you reach a 
junction with a computer 
terminal. Ahead of you 
is a locked door, and in 
front of it is Armor. To the 
left is a corridor where 
you should seal a second 
destructible door, as 
shown. Watch for two enemies coming in.

Secondary Objective
Flood Hangar Begins!

Secondary Objective
Flood Hangar Complete!

Use any of the techniques detailed at the 
fi rst door-sealing location. Either set the 
Explosives yourself or let your teammate do it 
while you cover him.

You can go right, up the oval rampway which bypasses 
the fl ood hangar mission, but this leads to a more 
diffi cult challenge and isn’t recommended.
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If there’s two of you at any of the destructible doors waiting to seal it 
(such as this second door), be sure you know what your friend is up 
to. Make sure you’re guarding all exits, as in this example where P2 
watches the door by the teammate and provides covering fi re. In points 
with multiple doors, each guards a separate doorway.

Cooperative Operatives

Watch out! The enemies here like shooting you 
with the Psychosis Gun to blur your vision, 
then they run in and attack you. Back up and 
fi re if this occurs, moving to cover until the 
blurring stops.

When the second 
destructible door has 
been sealed and closes 
behind you, turn and 
run toward the doorway 
opposite, fl anked by your 
three teammates. Make 
an immediate right turn, 
and use cover at this 
doorway. Look for danger 
coming from the right 
and left. There are nine 
foes in the R&R room to deal with.

Shrug off the 
Psychosis Gun 
visual problems, 
and dash into the 
chamber once you’ve 
dealt with all enemies 
(especially those behind 
the cover). Turn left. 
Move to the doorway at 
the end of the room, and 
stay on the right side. 
Poke your head through 
and take out two foes on 
the right side, waiting in 
the darkness. Then rush 
into the room and turn 
left, so your back is to the 
right wall and you can 
only be attacked from 
the front. Then fi nish the 
third victim off.

Collect any ammunition 
you wish, then stop at 
the exit door on the same 
wall as the entrance. 
Use aimed shots to tag a 
foe waiting in the room 
beyond (ensure that the 
target reticle is red before 
you fi re), then move into 
the room and fi nish the 
other foe off.

Your team should be 
waiting for you at the 
doorway exit on the left 
wall after clearing the 
other route. Don’t fi re at 
them! Step through and 
immediately turn left, 
heading down a ramp, 
then up the identical 

ramp on the other side, and through 
a door. This leads to an upper 
balcony above a core. Turn right.
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Move around the core 
balcony, and take the 
fi rst door on the right. 
There are two guards in 
this corridor. At the end 
of the corridor are doors 
on the right and left with 
two guards in both the 
left and right rooms. Wait 
at the door for your team 
to pile in, and while they 
blast the two foes on 

the left side of the corridor, concentrate on the right side. Mop 
up any stragglers, then continue down the corridor. Stop and 
turn right as you pass through a doorway, and bring out the 
big guns to defeat two well-armored foes in the room beyond. 
Step forward into the bio lab, ignoring the other entrances, 
and weave around the hologram displays until you reach the 
unlocked door on the other side of the room (but on the same 
wall as the entrance doorway).

Step through the door 
and turn right. Move 
along to the end of the 
corridor, where another 
terminal and explosives 
point is available. This 
is the third and fi nal 
pursuit point, and it 
must be demolished! 
As the door closes, 
you effectively block all 
pursuers. Well done!

Exit the fi nal pursuit door 
area through the only 
available corridor, and 
jog along as it curves 
right slightly. At the end 
is a door. Open it and 
immediately storm the 
command room of the 
submersible hangar. As 
your team opens fi re on 
the enemies ahead, turn 
right, and drop the foe so 

he doesn’t unduly damage your team. While your folks secure 
this room, move to the opening by the consoles, and use aimed 
or scoped fi re to pick off the foes on the walkway to your left. 
Then move right slightly, and aim across the hangar at a guard.

Move down the ramp, and lead the charge for your team. At the 
base of the ramp, continue forward to the balcony left of a large 
support strut, and peer down and to the right. Bring out rapid-
fi re pain to foes (two) on the ramp. Carefully sidestep right to 
the downward ramp, and maneuver to the area you just shot at. 
At the ramp base, check for enemies, and mow down anyone 
else you see. Then sprint to the doorway opposite.

Use any of the methods mentioned at the fi rst 
of the three pursuit points, explained earlier 
in this chapter.

Secondary Objective
Cut Off Pursuit Complete!

If you do not seal this door, enemies will 
appear behind you during your assault on the 
submersible hangar (below), and cut your team 
down in crossfi re. You have been warned!
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With more than one human player on your team, you can neutralize this 
hangar in record time. Have one player (in this case, P1) head left, up 
the ramp to the left upper platform, and take down foes in this area, then 
provide covering fi re to P2, who takes the more direct approach recom-
mended for the single-player experience.

Cooperative Operatives

PRIMARY OBJECTIVE
SECURE LANDING PAD BEGINS!

PRIMARY OBJECTIVE
SECURE LANDING PAD COMPLETE!

Shout instructions about which foes you’re aiming at. In this example, P1 
is tackling the infantry dotted around the landing pad while P2 waits and 
uses long-range takedowns. Have each player pick a machine-gun nest 
to destroy, too. Split up so the enemy can’t attack you both at once.

Cooperative Operatives

PRIMARY OBJECTIVE
ESCAPE TO EVAC POINT COMPLETE!

On Agent and Secret Agent diffi culties, a few 
friendly CI troops guard the dropship. Do not 
shoot these troops or you will fail the level.

The doorway leads to an 
elevator shaft. Wait for all 
of your team (hopefully, 
all three) to arrive and 
enter the elevator. Then 
check your ammunition; 
go back into the hangar 
and scrounge for more 
bullets if you’re low on 
ammo. Bring out your 
big guns, enter the 
elevator, and head up.

Launch Time

Two Jetpacs and a lot of soldiers guard the launch 
pad. Jetpac 1 is near the fi rst hardpoint; Jetpac 2 
is near the second hardpoint. Jetpacs appear on 
all diffi culties. Players must be careful of these, as 
they will get killed very quickly if they just run out 
into the open. Use cover and don’t waste ammo. 
The fi rst hardpoint is great for taking out enemies; 
make sure that the fi rst Jetpac is destroyed before 
you make a dash for the hardpoint. In order to 
accomplish the Secure Landing Pad objective, both 
hardpoints and the majority of ground troops must 
be defeated.

There’s little time for 
fooling about. Simply 
sprint for the dropship 
and head for the pink 
smoke signifying the ship 
itself. Pile in, and leave 
the facility for good!
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AREAS OF INTEREST

09.01 09.02 09.03

09.04 09.05

09.06 09.07

09.08 09.09

1

2

3

4

5

LEGEND
09.01
Crash Landing Area

1  Dropship

2  FAC-16 in crate

 Enemies attack from this direction

09.02
South American Jungle Village

3  Entrance #1

4  Entrance #2

5  Exit

09.03
Jungle Path (use Threat Detection 
and watch for hidden foes)
09.04
Swamp (negotiate the ground, then 
rescue the pilot)
09.05
Destroyed Dropship (this area is 
teeming with enemies)
09.06
Bridge (take the Jetpac after 
destroying enemy Jetpacs fi rst)
09.07–09.08
Ancient Ruins (two views)

(Cautious and precise sniping is 
necessary here)

09.09
The Pyramid (your mission exit)
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: South America

Carrington: “This is a recon op, Jo, not a personal vendetta! 
I know you want your revenge on Mai Hem, but as long 
as you’re aboard an institute dropship you’ll obey my 
command, understood?”

Carrington: “Jonathan’s team has made a safe landing. They’ve 
‘chuted in south of Mai Hem’s position, and are ready to 
move on dataDyne’s dig site.”

Carrington: “Eagle one’s going to take you …”

Trooper: “Hold on, we got ground fi re!! DAMMIT! Eagle Two’s 
punched out! We lost our escort! Hope he hit eject. Aw, shit, 
we’re leaking go juice! I gotta set this baby down!”

Carrington: “What in damnation is happening? Apparently 
dataDyne were expecting us. Defend our dropship, Joanna.”

After locating a pilot who gives you a vital piece of kit 
(Threat Goggles), move to the merging of two paths near 
the dropship, and engage 24 guards appearing in waves in 
close combat. Assuming you’re still alive afterward, locate 
the path to the left of the guards’ merging area, and follow it 
to a SpiderBot mine cylinder, deactivate it, then continue to 
a primitive village. Assault the village using skill, stealth, and 
sharpshooting, and work through the buildings to the exit, 
which takes you to a swamp. 

  Maneuver through, shooting foes expertly using your 
threat vision, and once through the swamp, locate a pilot 
prisoner atop a natural bridge, and rescue him by defeating 
his four captors. Then assault a clearing with the remains of 
Jonathan’s dropship, negotiate a small minefi eld, and use a 
Jetpac to maneuver across a broken bridge. This leads to a fi nal 
showdown in a sprawling ruined temple grounds, where more 
than a dozen guards must be skillfully defeated. Only then can 
you reach dataDyne’s dig site.

Battle Tactics

Throughout the dense foliage 
of a jungle village under the 
control of dataDyne forces, 
enemies of the Carrington 
Institute learn the where-
abouts of the dropship and 
open fi re, striking the pilot 
and sending the craft into an 
emergency landing. Actually, it’s more of a crash…

Step out of the dropship, 
and bring out your 
RCP90 (or another 
fast-fi ring weapon with 
scoped capabilities). 
Don’t shoot the waiting 
pilot ahead. He gives you 
a pair of  Threat Goggles 
once you’ve completed 
the “Defend Dropship.” 
objective, so ideally 
switch to your RCP-90, 
use the secondary fi re, and sidestep right a few feet, stop, and 
locate your fi rst victim.

Primary Objective: Defend Dropship (All)

Primary Objective: Steal Jetpac (Perfect/Dark only)

Primary Objective: Breach dataDyne Dig Site (All)

Secondary Objective: Disable Defense Grid 
(Secret and Perfect/Dark only)

Secondary Objective: Rescue Dropship Pilot (All)

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

“This is a recon op, Jo, 
not a personal vendetta!” 

—Carrington

THREAT GOGGLES (RECOMMENDED) RCP- 90 FRAG GRENADES

HAWK BOOMERANG MAGSEC 4 FAC-16

COMBAT SHIELD

PRIMARY OBJECTIVE
DEFEND DROPSHIP BEGINS!

JETPAC M60 (HARDPOINT) MAGNUM

DW-P5
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Once he’s down, stand slightly 
left of the opening in the 
jungle pathway. Two trails lie 
ahead, and a whole platoon 
of enemies is about to pour 
out of both of them! You face 
around 24 foes, and the best 
way is to stop where you 
are. Aim at the fi rst of them 
appearing from the right path.

24 Play
Normal Takedown Method

Quickly sidestep left, and look for a large tree to the right of a 
crumbling wall. Peek through a hole between the bricks to check 
incoming enemies. For the moment, drop the guard you can 
see standing through the gap. You can return here to blast foes 
when the full contingency force of enemies arrives, if you wish 
(second picture).

A few seconds after you’ve nullifi ed the fi rst guards, an entire 
wave of guards appears from both pathways. Stand to the left, 
out of sight, and shoot them as they appear. By far the best 
place to stand is left of where the pathways meet. Use your 
Threat Goggles to check where foes are as they fan out, and 
plant them in the head with rapid-fi re shots.

This battle is relentless, 
and you may have to 
switch to another weapon. 
Make sure it’s the FAC-16 
and begin some additional 
blasts into the enemy 
horde. This weapon’s 
grenade functionality is the 
best way to clear two or 
three foes at once.

By this time you may 
be low on ammunition, 
so inspect the corpses 
of the fallen, and reload 
your weapons fully while 
fi nishing off the remaining 
fi ve or six foes from the 24 
that arrived. Flick to threat 
vision to ensure that no 
more await. Once all are 
defeated, the objective 
complete message 
appears—a good way to know when the battle is over!

Player 1 (P1) is Joanna Dark. Player 2 (P2) is the dropship pilot. P1 begins 
on the jungle fl oor just beyond the dropship exit door. P2 begins in the 
shallow water to the right of the dropship.

Cooperative Operatives

The FAC-16 with the Threat Goggles plays 
a vital role in this sortie. Not only does 
it provide all your rapid-fi re and zoomed-
in aiming needs, but the secondary fi re is a 
grenade launcher. Combined with the Threat 
Goggles, this should be your weapon of choice 
(this combo is like a supercharged RCP-90).

Although you can complete this entire mission 
without using any equipment, the DataThief is 
the most useful.
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Alternate Takedown Method

Another method of destroying 
the two dozen enemies fl ooding 
this area is to move to the 
extreme right side of the jungle 
area, and drop the foes as they 
come streaming out. Don’t get 
too close to the stone wall, 
though.

The wall is completely unsafe, so 
use this to your advantage and 
lob a grenade at the end of the 
wall, which collapses and takes 
out two or three foes at once.

The Dirty Dozen
Enemies will choose between 
shooting the player, the 
dropship, and the pilot, and it’s 
up to you to balance who they 
go for by moving forward. You 
should use the dropship for 
cover, but not for long. 

Additional 
Goods

Stop! Before you venture farther into the jungle, on the off chance 
you’ve crash-landed here without a FAC-16, but with a Locktopus, 
fi nish the fi ght, then move to this position (fi rst picture) so you can 
see the crashed dropship. From here, turn left, and move through 
the jungle about 20 feet until you reach this box (second picture). 
Unlock it with the Locktopus and pick up the FAC-16 inside.

To the Village
When the coast is 
clear, move to the left 
side of the channel the 
enemies came from and 
head around the rock 
formation in the middle 
of this jungle area. You’re 
looking for a rock like 
this one (to right) and a 
narrow pathway. This is 
the most strategic route 
to your next enemy 
encampment: a village.

Quicken your pace 
along this jungle path 
by switching to an 
unarmed posture, but 
only after you attempt 
to either snipe an 
armored enemy with 
an RCP, use a silenced 
weapon or sneak up 
behind him and execute 
a melee attack. You cover 
distances faster this 

way. Run along the jungle path until Carrington radios in. He’s 
already told you he’s being overrun and you’re on your own; 
now he wants you to destroy the Defense Grid! Ignore any 
SpiderBots, and concentrate on taking out the cylindrical mast. 
There’s more than one way, naturally:

Defense Grid Takedown #1: 
Hack Attack

The fi rst and easiest 
method is to run up to the 
cylindrical sensor, even 
before Carrington begins 
to tell you about it, and 
produce your DataThief. 
Hack the sensor and once 
you’ve completed the 
task, the security system 
shuts down.

Cooperation between the teammates allows impressive destruction of incoming 
enemies. P1 makes sure the area’s left side is secured, while P2 checks the right 
side. Stay inside the dropship to halve the number of incoming enemies.

Cooperative Operatives

PRIMARY OBJECTIVE
DEFEND DROPSHIP COMPLETE!

Secondary Objective
Disable Defense Grid Begins!



146 PRIMA OFFICIAL GAME GUIDE

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

Defense Grid Takedown #2: 
Bullet Blast

A more noisy and violent 
plan is to simply blast the 
cylinder with bullets until 
the thing explodes and 
the system short-circuits.

Defense Grid Takedown #3: 
Run Away!
The third method isn’t 
a sensor takedown but 
a complete absence of 
following orders. You 
can simply run past the 
SpiderBots, causing them 
to attack you. Shrug off 
this damage, and dash 
to the village entrance 
instead. You’ll fail your 
objective, and the second 
two of the three SpiderBots cannot be destroyed. This isn’t a 
sound plan.

Defense Grid Takedown #4: 
Overdoing It

The fi nal method is the 
most spectacular. Simply 
prime a DemoKit charge 
(assuming you’re carrying 
this piece of equipment) 
on the cylinder, and stand 
well back!

Village Assault
When you’ve defeated 
the fi rst sensor, sidestep 
right, and locate the 
narrow alley through the 
rocks. This leads to an 
open grass area and a 
village. Stop by the large 
stone head on the path’s 
right side, and fi gure out 
which way you’re going 
to assault the village.

Settlement Attack Route #1: 
Village Peephole
The fi rst plan relies on 
your fi sts to bypass 
enemies, using buildings 
and windows as cover 
and to aim at enemies 
from, and methodical 
executions. Although it 
may seem strange, put 
your weapons away, and 
run left around the initial 
hut and immediately 
right, up the path for a 
few feet with the hut on 
your right. As soon as you spot the open doorway on your left, 
head inside and climb the steps. The picture shows you looking 
at the doorway from the steps.

Now that you’ve outrun 
the enemies and are 
in cover, bring out 
your favored fast-fi ring 
weapon. At the top of 
the steps, look at the 
wall opposite for a small 
window. Peer through 
(but don’t drop down the 
steps) and shoot at the 
head of the guard on the 
roof outside.

There are three sound sensors to search for, 
two of which are in the jungle after the downed 
dropship. So if you miss the fi rst sound sensor you 
shouldn’t worry. However, when using a weapon 
or explosive gadget you need to destroy the other 
two sound sensors. Deactivation with non-explosive 
means allows you to power all three down.

Secondary Objective
Disable Defense Grid Complete!

From the area where 
you fought the 24 
guards, there is a 
second route to the 
village, but it’s not 
the most preferred. 
If you move to the 
right side and follow 
the path as it winds 
around, it ends 
overlooking the village from a second, 
less-impressive vantage point.
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Stay in the building and 
sidestep right. Don’t 
worry about the guards’ 
shouts you’re hearing. 
Keep sidestepping until 
you reach a second 
window; this one is at 
shoulder height. You 
can spot a machine-gun 
nest from here, just 
outside. Shoot the glass 
out of the shielding 
on the nest so the enemy comes to investigate. Then bring 
down the foe.

That’s two down…but you’re going up. Immediately turn 
around and locate the narrow spiral steps heading up to the 
hut’s top fl oor. Bring out your threat detector and spot a waiting 
enemy at the doorway. Shoot him in the head. Then sidestep 
left so you can see some of the remaining foes in the village 
(second picture). Note the foe behind the hut to the left, and 
four on the right.

Bring hot lead to the foe standing on the rooftop to your 
right. Ideally, use cover on the right side of the doorway 
when you’re executing these thugs. Then aim at the trio of 
guards on the lower level. Shoot the guy on the left fi rst 
(headshots, as always), then the one on the right, and fi nally 
the guy inside the hut.

Stand at the right side 
of the doorway using 
cover, and aim exactly 
at this part of the palm 
tree. There’s an enemy 
on the other side of it, 
and you can take him 
out without him even 
knowing you’re there!

Now for the foe behind 
the hut on the left. Run 
into this hut, to the 
window next to the body 
of the fi rst guard you 
took out in this area, 
and shoot the waiting 
guard…in the lower torso 
or groin. That’s sure to 
slow him down! Then 
make sure he’s incapac-
itated for good.

You have a moment to move out onto the balcony and pick up 
ammunition from the guards you’ve dispatched so far. Move 
down to the lower balcony where the trio of guards was slain, 
then make a right, and move around and right to another hut 
where you have one more guard to deal with. After he’s down, 
inspect the hut he was guarding. Inside is a computer terminal, 
Magnum weapons, and Combat Shields. Play around with 
them if you wish, then leave heading up the left path. Enter the 
circular hut and dispatch the guard to the right of the ladder, if 
you haven’t done so already.

Settlement Attack Route #2: 
Hamlet Harassment

The second path isn’t as 
cunning and you’re not as 
well-concealed, but you 
do start in the same place: 
the left path rather than 
the right side. The right 
side offers little protection 
on higher diffi culty levels; 
attempt it only during 
replays of this mission. 

Make sure these guards are taken out; 
sometimes they drop behind cover after being 
wounded. Do not continue until you are sure 
they are neutralized!



148 PRIMA OFFICIAL GAME GUIDE

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

From the clearing, drop the machine-gunner atop the hut, then 
the guy on the rooftop above him, in the distance.

By now, you should have attracted enemy attention. Blast the 
walking guard on the upper balcony, just right of the machine-
gun nest, and then watch for a foe on the ground level. Tackle 
him, then look right, at a foe guarding the right side of the 
village on ground level. Drop him. It’s then a simple operation 
to aim at the second rooftop foe, and the two guards inside the 
hut on the village’s highest balcony.

Enter the hut with the machine-gun nest on top of it, and 
immediately take out the guard inside. Then move to the steps 
on the left, and run up them to the second fl oor exit. Dash out 
along a short walkway and make a left at the junction. Step 
to the hut wall on your left, and bring punishment to the foes 
inside, who you can see through the doorway (this is the hut 
with Magnums and the Combat Shields). 

Then move to the doorway on your left, and after optionally 
ransacking the room, stand to the right of it, on the pathway, 
and destroy the remaining guards on the hut above and right, 
and the stone circular hut above and left. Then head up the left-
side path to the circular stone hut and check the enemy inside, 
to the right of the ladder. Ignore the balcony behind you, as the 
ladder is the place you must reach.

Cooperative Operatives

With two operatives, the village assault is much easier. P1 moves to 
the left side entrance and begins to attempt the fi rst route through 
the village. Unarmed, she should dash around the left side of the fi rst 
building, up into the left-side hut entrance, up the stairs, and blast the 
foe on the roof through the tiny window. P2 starts at the same place, 
dropping the machine-gunner, then the patrolling guards on the walkway 
in the middle and on the right.

P1 should now move to the right window, coax the machine-gun nest 
enemy out and take him down, then run up the steps to the balcony 
hut exit and blast the foe in the adjacent room. Meanwhile, P2 should 
have completed his romp across the lower paths. P1 dashes across 
the upper balcony, downing the foe in the room with the ladder. P2’s 
path starts with finishing all visible foes, moving inside the building 
with the machine-gunner above it, and dropping the foe inside. P2 
then heads up to the exit, blasting enemies along the path, and to the 
hut on the right. 

Once the guard in the circular room with the ladder has been nullifi ed, 
have both P1 and P2 meet in this room, and begin to climb the ladder. 
Whoever is fi rst (in this case, P2) takes care of the foe on the right. 
Then both assault the enemy in the room with the armor, moving 
around the armor room in different directions to confuse the foe, and 
escape to the swamp.
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Rumble in the Jungle
Move up the path and 
make a left, up the small, 
sloped wooden bridge to 
the balcony you shot at the 
enemies from, and turn right. 
Head into the circular hut, 
and climb up the ladder to 
the left. Keep going even if 
you hear gunshots; there’s a 
waiting guard to your right. 
Spin right as you fi nish the 
climb and drop him!

Head through the only 
available exit, across a 
small bridge connecting 
you to another hut, and 
sidestep inside facing left; 
a foe waits in the corner. 
Drop him, then take the 
Armor he was guarding.

Out of the fi nal hut, follow 
the path down, make a 
left turn, bring your threat 
detector online, and move 
to the opening in the 
forest on your right. Stop 
here, and remain in cover. 
Locate two foes in the 
shallow muddy ground 
ahead, and bring them both 
down. They each have two 
different places where they 
spawn; remember that if you’re playing this through again!

Venture out into the swamp and keep your eyes focused on the 
left side of the clearing, as there’s a series of giant primitive 
statues with an enemy guarding the base of them. Shoot 

him around the tree from distance, and listen as Carrington 
orders you to locate a lost pilot. Before you continue, check 
the crevasse you’re about to walk through. Up ahead on a high 
vantage is another foe. Blast him before he realizes where you 
are. It takes eight shots to drop him.

Enter through the gap 
between the statues, 
and let subtlety alone 
for a moment and shoot 
down the foe on the 
stone ahead of you, then 
the other to the right, 
through the trees, who 
is standing next to a 
rock. Rest so your shock 
damage recovers. Then 
check the waterfall for a 

foe standing in this area. He’s diffi cult to spot and will attack you 
from behind if you take the second route through the swamp.

Swamp Slaughter Plan #1: 
From the Side

Instead of continuing, backtrack to the gap between the statues 
and head left, to a second pathway. There’s a fallen stone 
head at the entrance to it, on the right. Pass that, but don’t 
pass up the opportunity to blast bullets into a guard up ahead. 

The guard at the top of the ladder is 
a problem, as are the number of crates 
scattered around the room providing cover for 
your foe. Before you climb, search the hut with  
the grenades, and lob all fi ve up to the top of 
the ladder to clear the room.

Throughout the swamp-infested parts of this sortie, follow the route 
offered in the single-player mission, but create crossfi re opportunities 
each time to ensure your enemies go down. Mix this up with P1 tackling 
foes to the left and P2 shooting enemies on the right.

Cooperative Operatives

Secondary Objective
Rescue Dropship Pilot Begins!
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Bring him down hard 
with a single shot to 
the head; he’s facing 
away from you, so this 
is one mean ambush! 
Then stay where you are 
and look directly ahead 
from the fi rst enemy’s 
location. Shoot the foe 
through the trees, then 
try to make out the foe 
next to the rock on the 
left. Shoot him, then the foe you can just glimpse through 
the foliage, before he blasts you. Then sidestep to the left, 
swing right, and shoot another foe who’s attacking you 
between two trees.

Entering the swamp proper, keep to the left exterior rock 
wall and work your way around until you reach this corner. 
Peer around to spot two enemies across from you. You 
know the plan. Fire! Then move forward, along the left wall, 
until you reach the slope to the ground they were standing 
on. Head up and spin 180 degrees around. You’re on a 
bridge at the start of the swamp, having already dispatched 
all the guards here!

Follow the bridges over the swamp in a counterclockwise 
pattern. Around two-thirds of the way through, you spot 

a stone head. You’re almost across this swamp! Continue 
past the bodies of the foes you’ve slain, and across the fi nal 
wooden bridge. The exit to the location where the pilot is 
being held is up ahead, near the jutting stone head (second 
picture).

Swamp Slaughter Plan #2: 
Full-Frontal Assault

Instead of backtracking, pass the waterfall on your left, 
head down the gradual slope, but stop as you reach a large 
boulder on your right. Turn and check the orange shape 
through the ferns to the right. That’s your fi rst victim. Then 
stand atop the boulder and peer to the left. There’s a second 
foe in the distance, on lower ground. Bring swift justice to 
this thug, too.

Head around the boulder, 
and drop into the swamp 
water on the right side 
of the area itself. Move 
forward, but look left, 
across the low wooden 
bridge, and drop a foe 
behind a clump of trees. 
Then sidestep to the 
right, and carefully peer 
through the trees until 
you spot a trace of a foe 
in the distance. Drop him, too.

Move around to the right again, until you reach the small 
earthen slope that allows you on the series of wooden bridges 
and earthen mounds. Across from you are two foes shooting 
through the buttress roots. Return fi re, moving into the water 
around the left side of the tree. Work your way along the 
swamp’s left side, fi nishing off the second foe as you reach the 
grassy bank.

These are all expert takedowns that involve 
shooting at the tiniest corner of an exposed 
portion of a guard you can just make out 
through the foliage and with your threat 
detector. Don’t expect open shots in this 
wilderness!
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Step onto the bank and turn right. Now maneuver along the 
wooden bridges inches over the fetid swamp water, or move 
along the grassy bank and across this sloping ground for an 
easy shortcut. Now head up the path past the stone head 
(second picture) where the pilot is being held. There are two 
methods to try:

Pilot Rescue 
Plan #1: It Ain’t Easy 
Being Green

Continue around the winding path, passing the stone head on 
the right, and then curving left to a natural bridge point that 
overlooks the path to the wrecked dropship. Turn on your Threat 
Goggles immediately. The pilot is wandering with four guards, 
and one of them has an M60. Don’t shoot the green guy! 
Instead, keep to the path’s left side, and blast away at the four 
foes; concentrate your fi repower on the M60 guy. Some may 
fall or drop down to the ground below.

Once you’ve nullifi ed the foes on the natural bridge, quickly 
peer off the sides and check the ground below for the rest of 
the captors. The easiest way to rid yourself of them is a couple 
of well-placed grenades. Don’t do this earlier, though; that pilot 
must be unharmed! If the fi nal stragglers run under the natural 
bridge, simply roll off it down to their level (second picture) and 
fi nish the job with a couple of pistol whips. 

Plan #2: It’s Even Harder 
on the Ground

Another method to take 
care of the pilot rescue 
is to ignore the upper 
winding route to the right 
of the swamp (with the 
stone head), and stay 
on the left grassy bank, 
moving to the natural 
bridge and looking 
up. Check your threat 
detector for orange men, 
then bring them down 

from this lower point. It isn’t quite as easy, as you don’t have 
height advantage.

Plan #3: It’s Superior to Snipe

This works amazingly well, but only if you’ve been extremely 
profi cient in taking out foes in the swamp, and the enemy 
hasn’t spotted you yet. Rush the winding path with the stone 
head until you spot the patrol heading over the natural bridge. 
Produce a silenced weapon, and shoot the rear guard in the 
head. The silence allows you to creep up on the rest. Take the 
second-to-last guy out, then concentrate on the armored chap 
with the M60 (second picture) to ensure you aren’t strafed by 
harmful gunfi re.

If you took too long, or made a lot of 
noise during your swamp infi ltration, expect 
further enemies heading down from a dropship 
location farther into the jungle (where you 
are heading next).

Although this is a secondary objective, if the 
pilot dies prior to or during the rescue, the 
mission becomes impossible and you fail. So 
don’t let the pilot get shot!



152 PRIMA OFFICIAL GAME GUIDE

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

Battle at the 
Wrecked Dropship 

Whether you’re on the 
low or high ground, you 
must rendezvous with 
the pilot to complete 
this objective. He now 
follows you for the rest of 
the mission, helping out, 
but usually staying out 
of harm’s way. You don’t 
need to worry about him 
from now on.

Follow the natural bridge 
across and make a right 
turn. You’re following a 
narrow ravine to a small 
tunnel entrance that 
leads to a large clearing 
with a downed dropship 
in it. This is the place to 
take care of the waiting 
guards. Bring out a 
silenced, scoped weapon.

Use your sniper scope and drop the foe walking from left to 
right just left of the smoldering dropship. Then tackle the foe 
patrolling on the opposite side, just right of the fi rst foe. You 
may have been spotted by this time, so stand your ground and 
switch to threat detecting. Then stay at the tunnel and blast 
three foes as they run across your fi eld of vision. Switch to 
scoped fi re again and scan the opposite side of the area from 
left to right to check that you didn’t miss anyone.

Step out of the tunnel exit, and turn right. Move along the 
rock wall boundary of this clearing, and look for two patrolling 
guards. They are at the main pathway entrance below you, 
making them easy targets from your elevated vantage point. 
Continue around the edge of the rock wall in a counterclockwise 
direction, passing the lower pathway, and onto the right side of 
the area, where another foe can be dispatched. He’s patrolling 
just right of the crash site.

As you’d expect with two profi cient operatives, delivering the pilot from 
evil is a simpler affair. In this example, P1 approaches the natural bridge 
from behind the enemies, charging and blasting them (the M60 guard in 
particular), while P2 attacks from the main pathway below. The result is 
a rescued pilot in about half the time.

Cooperative Operatives

Secondary Objective
Rescue Dropship Pilot Complete!

PRIMARY OBJECTIVE
BREACH DATADYNE DIG SITE BEGINS!

The following tactics show an attack from the 
higher path. You can attack from the lower path, 
but you’re far more likely to be hurt badly. The 
strategy also assumes that the maximum number 
of guards are available, and that some haven’t 
run to your location back at the swamp.

Carnage at the crash site is a lot less fraught if you follow this two-player 
plan. While P1 moves around the upper pathway to the tunnel entrance,

Cooperative Operatives
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The crash site should 
now be secure, allowing 
you to ascend to the top 
of the slope. Follow the 
indented path through 
the middle, then right, 
past two trees, for the 
quickest and safest way. 
SpiderBot mines are 
scattered about here, and 
you have two ways to 
deal with them.

SpiderBot Mine Maneuvering 
#1: Detonation

Although this risks a 
stern telling off from 
Carrington, blowing up 
the SpiderBot mines 
and creating a path 
through this minefi eld 
is by far the easiest and 
quickest way to complete 
this task. Start by 
shooting the fi rst mine 
on the pathway. Ignore 
Carrington’s comments.

You’re creating a path 
through the ruined 
building, and out to the 
fi nal part of the jungle. 
The only enemies you’ll 
attract are around the next 
corner, and you can easily 
deal with them a moment. 
Move to the location of the 
fi rst detonation, turn left, 
and blast the two mines 
right of the stone carving.

Step onto the stone where the mines were, and once through, 
make a left. Destroy the SpiderBot limpet on the left wall. Then 
turn right, move past the low stone table, and deal with another 
mine at the ruins exit.

Simply blast the mine 
across from your exit, 
slightly to the right, at the 
foot of the path you’ll be 
exiting. Then blow up the 
mine to the left of that, 
slightly farther up the exit 
path. You’re done!

SpiderBot Mine Maneuvering 
#2: Deliberation

If you wish to waste minutes of time, you can stay away from 
the blast area of each mine, moving incredibly slowly around 
the right side of the ruins, and then use your scoped weapon 
to blast the two cylindrical towers on either side of the exit 
pathway. 

SpiderBot Mine Maneuvering 
#3: Gadgetry 

You can try to use the 
DataThief, if you want to 
take even longer to reach 
each of the cylinders, or 
clamp a DemoKit to each 
tower (which defeats the 
purpose of remaining 
quiet and not blowing 
up the mines entirely!). 
Neither is better than 
blasting these mines.

she causes a disturbance so the enemies are attracted to the noise. Of course, 
P2 has taken the lower, main path, and heads up to strike the guards from the 
side (ideally from cover). The two rendezvous at the dropship remains.

Cooperative Operatives (cont’d)
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The Bridge Is Out

Move up the pathway until you reach the top of the rise, then 
stop. Put your Threat Goggles on, hide against the right side 
fallen piece of stone, and begin to tackle the four enemies 
patrolling this area. Since the stone is unsafe, back up almost 
immediately and bring out your FAC-16, lobbing grenades at 
the assembled squad until they fall. Stay by the fallen stones as 
you fi nish them.

Move to the path’s right side, but don’t move to the Jetpac yet. 
Turn right, and zoom in on foes across a large crevasse. Shoot 
them, and the enemy in the Jetpac itself. Tackle the ground 
guard fi rst, then step around to the foot of the rickety bridge 
and shoot the Jetpac from the back of the fl oating guard before 
he lays into you. Use trees as cover.

With all the nearby guards defeated, you can now move to the 
waiting Jetpac, and clamber inside. Reorient the Jetpac to stand 
it up, then strap yourself in. This completes the objective. Fly the 
Jetpac across the bridge and the crevasse. You cannot cross the 
bridge because it has disintegrated in the middle and the gap is 
too wide and unsafe. Boost across, then land on the other side of 
the bridge. (The pilot following you also gets a Jetpac.)

Extricate yourself from 
the Jetpac at the other 
side of the bridge and 
follow the pathway left, 
and around the right 
turn. Stop as you reach a 
left turn, and hide behind 
a clump of trees, just by a 
giant stone sitting statue. 
There are two guards 
here, and both must be 
tackled from range.

Stay behind the clump of 
trees. The noise the non-
silenced weapon made 
has alerted two guards. 
They appear on the main 
steps to the ruins, and 
on a vantage point to 
the right of the steps (as 
you face them). Aim and 
dispatch both of them.

Secondary Objective
Steal Jetpac Begins!

Secondary Objective
Steal Jetpac Complete!

Although you’ll be tempted to keep fl ying in 
this contraption, it is certainly unwise. You 
have more than a dozen more enemies to tackle 
before this mission is over, and you require 
stealth to attempt this on higher diffi culty 
settings. Using a Jetpac simply makes you a 
less maneuverable, larger, and more ungainly 
target. Ditch it!

Use the threat detector for the remainder of 
this mission, as these enemies are well hidden! 
If you don’t have the goggles, use the RCP90’s 
threat detector to locate foes, then switch to 
the FAC-16 to drop them.

This isn’t the only way to complete the fi nal 
part of this mission, but it is by far the safest, 
most profi cient, and impressive! This is the 
reason you should have picked the FAC-16 and 
the RCP90!
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Use Threat Goggles or the threat detector 
to ensure each enemy you’re dropping from 
extreme range didn’t get back up again!

Head around the left side of the statue, against the left wall, 
and blast a guard in this area that’s very close by. Then step 
out to the right, and stop at the main steps to a large section of 
overgrown ruins. Assuming the previous enemies have been 
dispatched, you won’t be attacked, but that doesn’t mean the 
area is secure. Sidestep left a couple of paces, and bring your 
scoped weapon out. You can just spot a waiting enemy to the 
left of a statue head (second picture). He’s at extreme range. 
Drop him! Now sidestep to the base of the steps, and use your 
scope again. Can you see the enemy? He’s the tiniest speck, 
partially obscured by trees. Drop him, too! This extreme sniping 
reaches its zenith as you back up a couple of paces, and train 
your scope on the foe in the distance in the upper area (fourth 
picture). Make sure he’s down, too!

Okay sharpshooter, you can climb those steps now! Once 
you reach the top, look to the right of the support column, to 
another patrolling guard. Bring him down with noise, as this 
brings out a couple of foes behind him. Move to the right of the 
support, and engage them (as long as you took out the foes on 
the left side earlier).

Stand by the right side of the support. Check the guard at 
extreme range, just right of the standing statue, and drop him. 
Then look at the bridge that’s now visible, directly above the 
stone waterfall in the courtyard you’re in. You can just spot a 
waiting guard through the bridge supports. A well-placed sniper 
shot should take care of him, then his friend just to the left of 
him (sidestep right a pace to train your weapon on him without 
the shot being obscured by the bridge).

Take the right set of steps 
next to the low stone 
waterfall, and watch for 
a foe across from you 
on another set of steps 
as you emerge. If you’ve 
been proficient so far, 
he’s the only real threat, 
so you can charge him, 
or else snipe his head 
from cover, such as the 
top of the steps. Then race 
across the courtyard, up 
the steps with the ornate 
sitting statue at the top, 
and turn right at the top 
to check the bridge.
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You’re not out of the woods yet! Don’t move toward the bridge, 
as there are enemies to expertly take down fi rst! Instead, move 
around the left side of the sitting statue, but train your weapon 
at the bridge—specifi cally the area underneath where a guard 
is waiting at the top of some steps. Shoot him quickly, then 
move your sights to the right a couple of feet to a second guard 
almost completely obscured by foliage. Then climb the steps.

Once at the top of the 
steps, you’re home free, 
apart from the waiting 
foe on the left side, 
behind a clump of fl ora. 
Use threat detection 
to locate and take him 
down. Then look for the 
large square tunnel out 
of here, to the dig 
site itself.

At last, Joanna reaches a giant 
temple to a long-forgotten 
god of the sun. Nimbly 
maneuvering to what appears 
to be an outer entrance 
carved into the earth, Joanna 
radios Carrington about her 
discovery. This looks to be the 
main way inside this ancient structure….

Following the takedown strategies for the single-player mission is 
the best method to complete this sortie, although you can cause a 
disturbance by having one of your team in a Jetpac, boosting around the 
main ruins and attracting gunfi re while the other brings the foes down. 
Expect the Jetpac rider to need reviving, however!

Cooperative Operatives

A better plan is to have one of the players act a little more recklessly 
than the other, charging foes to attract gunfi re (but on the ground for 
maneuverability and hiding options), while the other player shoots from 
cover, using the plans presented for the single player.

Cooperative Operatives (cont’d)

PRIMARY OBJECTIVE
BREACH DATADYNE DIG SITE COMPLETE!
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AREAS OF INTEREST

10.01 10.02 10.03 10.04

10.05 10.06 10.07 10.08

10.09 10.10

10.11 10.12

10.13

LEGEND
10.01
Top Floor

 P1, P2 (in adjoining 
chamber)

1  Laser Wire (hack here)

10.02
Crate Room (destroy crates 
to drop down hole)
10.03
Floor Traps Chamber (walk 
slowly to avoid the wooden 
fl oor disintegrating)
10.04
Broken Pillar Room (expect 
heavy resistance here)
10.05
Dragon Statue (dodge the 
gouts of fl ame)
10.06
Rope Bridge (beware of the 
foe at the far end)
10.07
Elevator Controls (hack 
or destroy them to gain 
additional time)
10.08
Cell Room (An Institute spy 
is being held there)

10.09
Waterlogged Chamber 
(expect heavy resistance 
here)
10.10
Trap Room (walk carefully 
to avoid spike traps on the 
fl oor)
10.11
Grotto Waterfall (the path 
is a curved one)
10.12
Sunken Floor Chamber 
(press weight on the 
pressure points to raise 
the fl oor)

2  Pressure point on fl oor, 
and small crate

3  Sunken fl oor

10.13
Catacombs (head down here 
during Phantom Battle to 
fl ood the area)

1

2

2

2

3
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: South America
Carrington: “Strange, we’re picking up a strong energy signature 

emanating from inside the temple. It’s like nothing I’ve ever seen!”

Carrington: “I should have known dataDyne were here for more than 
a fi eld trip. I guess Mai Hem’s found what they’re looking for.”

Carrington: “Our satellite scans indicate heavy lifting gear down 
there. They’re trying to bring this thing out! Whatever it is, get 
a tracking device on it, let’s see where it leads us.”

Carrington: “Infi ltrate the temple. Watch for traps, it’s sure to be 
full of them. Sabotage the lifting gear if you can. That should 
slow dataDyne’s extraction down.”

Carrington: “You have a BugSpy with you. When you’ve got down 
to the foundations, fl y it remotely and plant the tracker before 
dataDyne can escape. Hurry Jo, you don’t have much time.”

From the entrance, work your way down three fl oors, navigating 
through the myriad of corridors and adjoining rooms, pausing 
only to destroy a lift mechanism to give you extra time. At the 
base of the temple is a cellblock where Grimshaw the spy must 
be rescued and chaperoned past enemy gunfi re to a door only 
he is able to unlock (in Perfect/Dark mode only). A quick trip 
through the fernery ends in a room with a fl oor to raise. Release 
a BugSpy to locate a power source. This is interrupted by the 
arrival of Mai Hem and her crack troops: the feared Phantoms. 
Defeat them and fl ood the temple.

Battle Tactics
After you jump down 
from the hole in the 
ground, into the gloom 
of the starting chamber, 
bring out a rapid-fi re 
weapon and fi gure out 
the best way to descend 
through this pyramid. 
There are three different 
methods to head down 
to the next level.

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

X-RAY GOGGLES (RECOMMENDED) BUGSPY (EQUIPPED) FRAG GRENADE

“Strange, we’re picking up a strong energy signature emanating 
from inside the temple. It’s like nothing I’ve ever seen!” 

—Daniel Carrington

Primary Objective: Rescue Institute Spy (Perfect/
Dark only)

Primary Objective: Plant Tracking Device (All)

Primary Objective: Defeat Phantoms (All)

Secondary Objective: Sabotage Lifting Gear (All)

Secondary Objective: Flood Foundations (Secret 
and Perfect/Dark only)

M60PLASMA RCP-90

Player 1 (P1) is Joanna Dark. Player 2 (P2) is the dropship pilot. P1 begins in a 
sunlit room on the right side. P2 is on the chamber’s left side. When you begin, 
one player should take out the fi rst guard, and the other player should run ahead.

Cooperative Operatives

Time is of the essence here! On Perfect/Dark 
diffi culty, you have fi ve minutes to activate the 
BugSpy. On Agent/Secret diffi culty, you have 
six minutes and 40 seconds. Sabotaging the 
lifting gear adds one minute to this timer. Be 
quick, or be dead!

PSYCHOSIS GUN MAGSEC 4

MULTIMINESLAPTOP DW-P5
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Pyramid Descent 
Plan #1: The Short Way
Head through the doorway 
directly ahead of you and 
turn left. Almost immediately, 
a red laser screen stops you 
from continuing. If you have 
a DataThief (available only 
on the fi rst playthrough in 
Agent diffi culty), move to the 
shut-off switch to the right 
and deactivate the lasers. 
Step through and turn left.

Race down a short and narrow set of steps to a stone-fl oored 
room with a couple of crates strewn about. Bring out a weapon, 
or the butt of a gun, and smash one of the crates. This uncovers 
a hole in the fl oor. Carefully circle around it, peering into 
the gloom until you spot an enemy guard. Shoot him with a 
silenced weapon, then drop down and look left or right to spot 
a second enemy. Drop him, too.

Plan #2: The Long Way

Move into the initial balcony, but instead of heading left to the 
lasers, step to the right, around the corner, and look for a guard 
who is somewhere nearby. Dispatch him silently (a swift pistol 
whip) and plant bullets into him to ensure that he stays down. 
Then, with extreme caution, begin to tiptoe across the wooden 
plank ahead of you. If you move at speeds greater than a slow 
tiptoe you’ll fall and damage yourself on the spikes below.

Step across to the corner 
crates and around to the 
doorway in the right wall. 
Head down the small 
steps and use cover at 
the corner. Around this 
turn are two guards. Line 
up shots to the head and 
defeat both of them, then 
run to the end of this 
corridor and turn left.

You appear in a room with a broken ceiling. Ignore the shards of 
light, and instead concentrate on the waiting guards. Run left to 
the broken pillar, and use cover behind it. Snipe the guard on the 
left side at the far end, then step out and blast the foe in the middle 
of the left wall. Then run to the pillar on the right side and use that 
as better cover, and blast the two other foes milling around here. 
Charging also works well if you can aim at the head while running.

Head out of the room 
with the broken ceiling 
via the exit opposite the 
entrance, and go down 
the steps, turning left 
twice until you reach the 
balcony immediately 
below the one you began 
on. You can see a lift in 
the middle of this large 
chamber, but ignore that

There is a crate against one of the walls. 
A pair of X-Ray Goggles is available on this 
crate. These prove invaluable in the combat to 
come. Grab them!

If you fall on the spikes, simply follow the 
small tunnel left and around, and back onto 
the balcony by the exit on the right wall.
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and concentrate on bringing down the foe in front of you. Then 
dive left, behind the crate and barrel, and poke your head out to 
dispatch the guard on the left balcony. Then sidestep right and 
pop bullets into the foe on the opposite side, and optionally the 
one on the fl oor below you. Use the X-Ray Goggles if you can.

Stop where you are and 
inspect the wall behind 
you for an entrance. 
Head inside, and open 
the stone door on the 
right. This leads to a 
room with an L-shaped 
balcony. Charge in and 
pepper the foe ahead 
with bullets, then turn 
right and fi nish the foe 
on the right. Onward and Downward

Be sure to take the X-Ray Goggles, then check the room for 
the stone door in the corner (which you came through if 
you took the long way round). Activate it, and step out into 
a corridor. Turn right, ignoring the doorway on the left, and 
instead move onto the wooden planks ahead of you. Slow 
down to a tiptoe. If you move over this weakened wood 
floor at speeds quicker than a crawl, the boards give way, 
and you land on some sharp rocks, damaging yourself. Keep 
the slow maneuvering up, then dash to a second wooden 
floor and tiptoe over that.

Cooperative Operatives

There is a crate against one of the walls. 
A pair of X-Ray Goggles is available on this 
crate. This proves invaluable in the combat to 
come. Grab them!

With two operatives, the better of the two routes is obviously the short 
route. While P1 hacks the lasers, P2 stands guard then follows P1 down 
the stairs.

P1 should destroy the crate and drop down the hole with guns blazing, 
taking out the enemy to the left and right of her. P2, meanwhile, waits so 
as not to be caught in the crossfi re, then follows P1 down.

Cooperative Operatives

Once you’re at the passageway with the rotting wooden fl oor sections, 
it is vital that only one operative stands on this at a time to avoid a nasty 
fall. Wait until P1 crosses, then P2 should tiptoe across. P2 clears the 
balcony area to the left of foes as P1 moves onward. 

If you fall into either 
of the two pits below 
the weakened wood 
fl oor, shake off the 
damage, and follow 
a winding tunnel that 
ends at the entrance 
to the fi re room.
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Turn left at the end of 
the corridor and pause 
for a moment. This is 
a room with four sets 
of fi re traps. A stone 
head belches fi re, with 
four along each wall (a 
total of eight heads) at 
intermittent intervals. 
There are two methods 
of circumventing these 
beasts:

Belching Gargoyle Avoidance 
#1: Fleet of Foot
The fi rst plan is the 
safest and quickest. 
Move to the fi rst set 
of stone heads, then 
sidestep to the left (as 
shown) or right side. 
When the belch of fi re 
occurs from the head 
you’re farther away 
from, move past both 
heads as the fi re starts 
to recede, as close to 
the non-breathing head 
as possible. Do this quickly, before either head belches again. 
Repeat this three more times.

Belching Gargoyle Avoidance 
#2: Asbestos of Skin

Pah! Who needs skin 
anyway? The second plan 
is to simply shrug off 
the fi re, and just sprint 
through the fi re trap 
entirely. Once you’re 
wounded for the fi rst 
time, keep running to 
absorb some of the 
damage of the next fi re. 
You’ll lose some Armor, 
but most of the damage 

is shock-based, and that heals. Try to avoid two of the four fi re 
belches, though!

Lift and Separate

Once through the room of fi re, make a sharp left into the 
lower level of the pyramid’s central part. Take care not to 
disturb a patrolling guard; then sneak up and dispatch him. 
Face the barrels to your right, and watch for a second foe 
behind them. Shoot this guy at once, then backtrack to a 
pillar on the left side of the balcony you’re on, and optionally 
use cover on a third guard who appears on the balcony 
diagonally left of your location.

When the three guards are 
defeated, look for the exit 
corridor in the right wall 
(head into the correct one, 
not back to the fi re room!). 
Stop at the corner, produce 
a scoped weapon, and 
train it on the head of the 
foe on the far end of the 
long corridor. Drop him; it 
takes at least fi ve shots!

Head down this corridor, 
optionally fi nishing this 
foe with a fast-fi ring 
weapon. Step across 
the wooden bridge 
(although rickety, this is 
sturdy enough to take 
your weight), and when 
you reach the end, make 
a left, left, right, then 
a series of left turns to 
appear back in the central balcony area.

The threat detector or X-Ray Goggles are 
excellent for picking out the two harder-to-
spot enemies in this balcony area.

You may wish to explode the red barrels so 
the enemy doesn’t strike them, causing heavy 
damage to the area where you’re standing.
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Carrington’s unmis-
takable Scottish brogue 
chatters through your 
radio as you reach this 
balcony area (which is 
around from the balcony 
you just cleared). Use 
your X-Ray Goggles to 
check for foes, and once 
they’re dispatched, move 
to the lifting gear to the 
right. Sabotage it using 
one of these techniques:

Lifting Gear Demolition Plan 
#1: I’ve Got your Hack

The fi rst method is 
simple, reasonably 
quick if you can solve 
the puzzle, and quiet. 
Kneel down in front of 
the lift controls to avoid 
being strafed by foes you 
haven’t spotted, and hack 
in using the DataThief. 
Once it’s hacked, back up 
while Carrington congrat-
ulates you.

Lifting Gear Demolition Plan 
#2: Elevator Explosion

The second method is 
just as straightforward 
and quick. As before, 
kneel down to protect 
yourself from enemy 
fi re if you need to, and 
plant a DemoKit on the 
lift mechanism. Back off 
while Carrington shouts a 
message of hope to you.

Lifting Gear Demolition Plan 
#3: Pineapple Punting

If you’re itching to deliver 
grenade-based justice to 
this piece of machinery, 
bring out an appropriate 
weapon, such as the 
FAC-16, and punt these 
explosive devices into 
the lift mechanism from 
the cover of the room 
behind you. Around 
six grenades later, the 
sabotage is complete.

Once the sabotage 
is complete, back up 
into the small, low 
room behind the lift 
mechanism, and procure 
Armor. Then head back 
onto the balcony, turn 
left, and left again into 
the corridor you just 
came from. At the far 
end, make a left, and 
head down two fl ights of 
steps. Optionally use the X-Ray Goggles.

While Carrington natters 
on about an institute spy 
to rescue, you have a more 
urgent problem on this 
lower balcony; there are 
two enemies to trounce. 
Destroy the fi rst, then run 
along the right balcony 
wall and dispatch the 
second on the opposite 
side of the chamber. 

Naturally, as with any mission involving two operatives, the covering 
fi re and crossfi re opportunities are varied. Each pick foes to drop during 
your balcony excursions, and when you reach the long corridor, have P1 
stand and snipe and P2 run down the right side fi ring; the guard won’t 
know who to aim at!

Cooperative Operatives

Secondary Objective
Sabotage Lifting Gear Begins!

Secondary Objective
Sabotage Lifting Gear Complete!

PRIMARY OBJECTIVE
RESCUE INSTITUTE SPY BEGINS!
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Return and move 
back along the narrow 
balcony, looking for a 
passageway downward 
near the spot where 
the fi rst guard was 
slain. Head down into 
a stone cell block with 
four chambers, one of 
which houses the spy, 
Grimshaw. You can hear 
his nasal tone as you 
arrive, but he’s randomly 
in one of the four cells. Use the X-Ray Goggles to determine 
which one, or open each one at a time. Now plan your escape 
route (either with or without Grimshaw, depending on 
diffi culty level).

If you have the 
Locktopus, you can move 
to any of the cells and 
use the device to pull the 
lever. This allows access 
to all the cells.

Escape Route #1: Waterlogged

Put up with the spy’s constant droning, and face the arched 
exit you’ll be chaperoning him through. Check the high 
balcony on the opposite side of the door, and bring down 
the enemy patrolling it. Then step inside, look up and left, 
and drop the foe on this ledge above. Then step into the 
middle of this waterlogged chamber, but not around the 
corner yet. Spin 360 degrees around, checking for Laptop 
sentry turrets that may have been deployed.

Use the X-Ray Goggles to scan around the left corner and 
you’ll spot three foes, all of which must be tackled. Start by 

blasting the one nearest you, on the platform above. Then, 
as he runs around and down the steps ahead and left of you, 
drop him, and then blast the two other enemies dashing 
toward you too. A fourth foe may appear on the upper ledge; 
blast him too, and don’t let the spy die! When the enemies 
are downed, race up the steps, make a left turn, and open 
the door. You appear on a balcony. Turn right, then take the 
doorway immediately to your right.

Escape Route #2: Pins and 
Needles
Bring your new 
companion up the steps 
from the cell area (they 
are through a doorway 
along one of the walls), 
and up onto a balcony. 
Switch to your X-Ray 
Goggles and locate about 
four enemies around this 
area, and strike them 
down one by one before 
continuing left, to a doorway in the outer wall.

Step into the corridor, and move to the edge of a square of 
spikes. As soon as the nearest spike square recedes, stand on 
it, then run right, to a corridor full of these squares. Step on the 
sets of squares as they recede, and walk along this path. As you 
reach the end of the trap, you can roll to cover greater distance, 
if the spikes are catching up with you.

Turn right and face the deceptively diffi cult gray room with spikes 
on the fl oors. Simply move to the fi rst square, wait for it to recede, 
and step over it, then wait for the next, and so on until you reach 
the narrower part of the path. Step right, and wait for the spikes to 
drop, then move forward, sidestep left to the wall, and forward to 
the exit area. Turn right, and head out and onto another balcony, 
and across to the nearest doorway on the left, into another room.
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Into the Shrubbery

Once through the door, 
the spy makes his own 
way out, while you head 
to the end of the corridor 
as it opens up into a 
jungle interior. Head 
right, and bring out your 
threat detector, blasting 
two foes along the way. 
Roll back if you’re caught 
in a Psychosis Gun blast. 
Continue to the stone 
doorway, listening for Carrington’s report.

Weave through the corridor until you reach a room with a 
box-like rock to the right of you, and a lowered fl oor on the 
left. Attempt some elementary maneuvering now. Pistol whip 
the box-like rock forward, along the left wall, until it lands on a 
pressure-sensitive stone fl ooring. This raises the lowered fl oor, 
allowing you to cross to a trio of horizontal laser wires.

Stop at the laser wire, and produce your BugSpy automatically. 
Once it fl oats through the lasers, you can control it. Move it 
around the left side of the lift shaft, and out from the balcony, 
around the right side of the shaft. You’re looking for the power 
conduit, a blue pulsing device atop the lift. Carrington certainly 
lets you know when you’ve reached it!

Mai Hem stealthily 
swoops in to grab the 
BugSpy, raising it above 
her head in triumph, and 
peers into the camera 
itself. Summoning a squad 
of six Phantoms, she 
instructs them to do you 
harm. These new enemies 
could prove tricky. They 
are invisible, after all!

PRIMARY OBJECTIVE
RESCUE INSTITUTE SPY COMPLETE!

Make sure all enemies behind you are dead. 
Otherwise, they can sneak up and attack you 
while you’re using the CamSpy.

The room with the lowered fl oor and rock has one important difference in co-op 
play; there’s no rock! Team strategy is called for here. While P2 moves on to the 
raised stone to the side of the chamber, P1 steps onto the raised fl oor. Once on 
the other side, P1 stands on a second raised stone, allowing P2 to cross.

Cooperative Operatives

PRIMARY OBJECTIVE
PLANT TRACKING DEVICE BEGINS!

PRIMARY OBJECTIVE
PLANT TRACKING DEVICE COMPLETE!

The time limit is over. You can take as long 
as you like to complete this mission from this 
point onward.

The Hawk Boomerang’s secondary fi re throws 
up a shield which protects against explosive 
damage, such as Plasma Bolts. If you reach 
this fi ght with the Hawk, odds are you’ll win.
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While Mai Hem escapes with the power source, you’re left to deal 
with a new type of enemy. Fighting a series of six cloaked foes 
means you must use cunning rather than brute force. Follow the 
advice to ensure victory. Begin by heading left along the outer 
corridor, then turn right through a pair of pillars, into the middle 
of the area, and look for these stairs. At the bottom of them, turn 
left. Ignore the explosions as Carrington wishes you to fl ood the 
catacombs, allowing you to easily spot these foes. Turn left at the 
base of the stairs and follow the corridor around to these ferns 
(second picture). There are two ways to fl ood these foundations:

Before the Flood Plan #1: 
Wall Deluge 

The easiest way (assuming 
you dashed straight 
here and aren’t fi ghting 
Phantoms) is to move to 
the weakened wall directly 
opposite the entrance 
corridor, and plant a 
DemoKit on it. Moments 
later, the foundations are 
rocked with the detonation, 
and you’re a little more 
damp than usual.

Before the Flood Plan #2: 
Head Shots
Or, you can turn left at 
the ferns and work your 
way along the corridor, 
checking the four alcoves, 
two on each side of 
the pathway. Each has 
a gargoyle head, and 
shooting the head apart 
starts a fl ow of water. 
Destroy all four heads and 
the foundations fl ood.

Phantom Operation
Now for the Phantoms. 
Although you’re told to 
attack from below, the claus-
trophobic nature of the 
catacombs and the lack of 
sideways maneuvering means 
you’re an easier target. Once 
the fl ooding begins, retreat to 
the main fl oor above. Bring 
your threat detector or X-Ray 
Goggles and blast anything orange (or visible!).

Use auto-aim, as it targets 
each Phantom more easily, 
and the reticle moves with 
the foe, making even invisible 
Phantoms easier to spot. The 
foliage makes these entities 
diffi cult to see and the aura 
effect they create also plays 
havoc with your regular 
vision.

Stay above the catacombs and 
keep moving! Don’t use the 
cover function—the Phantoms 
are far too fast for this to be 
advantageous. The RCP is 
a great weapon to employ 
against them. Try leading them 
up and down the stairs so you 
know they are coming around 
a corner, and tackle each foe 
one at a time until they fall.

Mai Hem may have escaped, 
but her crack troops lie 
gasping their last breath in 
a rapidly fl ooding temple. 
Joanna steps to the elevator, 
deep in thought, and caresses 
the weapon she hopes will 
end the life of her hated 
nemesis. She disappears up through the top of the temple.

PRIMARY OBJECTIVE
DEFEAT PHANTOMS BEGINS!

Secondary Objective
Flood Foundations Begins!

Secondary Objective
Flood Foundations Complete!

PRIMARY OBJECTIVE
DEFEAT PHANTOMS COMPLETE!
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AREAS OF INTEREST

11.01 11.02 11.03

11.04 11.05

11.06 11.07

11.08 11.09

11.01
Settlement Infi ltration Point

1  Helipad

2  Laser-barred doorway to 
Interrogation room

3  Weakened dome

4  Power generator

11.02
Interrogation room

5  Exit to Balcony overlooking 
fountain courtyard

11.03
Fountain Courtyard

6  Exit switches to street level and 
bridge

11.04
Street Level and Bridge

 Incoming troops

11.05
Town Rooftops

7  Sniping Point

11.06–11.07
Town Streets (two views)
11.08
Town Alley and Arena Entrance

8  Stairs up to balcony

9  Arena entrance

11.09
Arena (Mai Hem’s Last Stand)

10  Entrance to satellite relay room 
and Dropship battle

 Mai Hem (Hovercraft)

LEGEND

1
2

3

4

6

7

8

9

10

5
6

9
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Africa

Carrington: “Joanna Dark, come in—over! C’mon girl, pick up! 
You’re holding radio silence for fear it’ll give you away. Hah! 
Now you’ll have to listen to me for once.”

Carrington: “Take a look at the in-fl ight entertainment. We’ve 
been monitoring the tracker you planted on the power source. 
We’re sure you and Jonathan are on the same fl ight path.”

Carrington: “We’ve spotted a dense cluster of dataDyne forces 
amassing on the African coast. Apparently, you and Jonathan 
are en route to ground zero for dataDyne’s plans.”

Carrington: “dataDyne’s forces are dug in and well protected. 
I’m convinced Zhang-Li believes the Graal is on site. That’s 
why he had Mai Hem bring the power source here.”

Carrington: “I’ve scrambled institute forces. We’re moving on your 
position, but I need confi rmation that Jonathan and his team 
are alive. Please Jo, contact me when you’ve found them.”

Street-by-street fi ghting is the order of the day, once you’ve 
shut off the power to the prisoners’ room and defeated the 
guards on a courtyard and fountain area below your entry 
point. Once you’ve rendezvoused with the prisoners, proceed 
to a ground level door, entering the town streets and blasting a 
dropship before stopping at a bridge. Here, you must take out a 
convoy—every last enemy! 

  Then snipe from a rooftop to lessen the threats to come, 
before maneuvering through the streets. Check each corner for 
foes, and tackle them with stealth and vigor before you reach an 
upper arena where Mai Hem presents herself. After her demise, 
dash to destroy a fi nal dropship, after which the area is yours!

Battle Tactics

Dropping from an aircraft 
onto the top of a sprawling 
temple platform, Joanna 
uses her AudioScope to pick 
out the dataDyne delivery of 
Jonathan and his team, cuffed 
and stuffed into a building 
under a large radar dish. The 
rescue attempt begins now!

Peer over the edge of the 
balcony you’re on to see 
a courtyard below where 
the dropship landed. Four 
guards are down there, but 
don’t fi re on them yet. They 
won’t attack until you fi re at 
them, so resist the takedown 
temptation for the moment. 

Primary Objective: Rescue Institute Squad (All)

Primary Objective: Disable Air Defenses (All)

Primary Objective: Secure Air Defenses 
(Perfect/Dark only)

Secondary Objective: Ambush Convoy (Secret and 
Perfect/Dark only)

Secondary Objective: Destroy dropships (All)

DATATHIEF (RECOMMENDED) DEMOKIT LOCKTOPUS

RCP-90M60 SUPERDRAGON

“Hah! Now you’ll have 
to listen to me for once!” 

—Carrington

PRIMARY OBJECTIVE
RESCUE INSTITUTE SQUAD BEGINS!

CMP-150COMBAT SHIELD DEF-12

JACKAL P9PFAC-16

DY357FLASHBANG
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Instead, turn around and locate this doorway (second 
picture). Step through into the staircase beyond, and 
descend to the lower fl oor. You’re looking for this laser 
blockage (third picture) that prevents access to the building 
where Jonathan’s troops are being held. There’s more than 
one way to deactivate this laser wire:

Laser Wire Shutdown
Plan #1: DataThief

If you have the DataThief, 
aim it at the lock switch 
to the right of the laser 
wires, and hack into it. 
This shuts down the laser 
wire grid.

Once the laser wire grid is deactivated, don’t head through the 
doorway, as you need to take down the courtyard landing pad 

guards from your starting location. Move to the initial balcony, 
and with your threat detector activated, locate all four guards. 
Shoot the nearest one fi rst, as you can tag him in the back, 
bringing him down quickly. Then scan right, and blast the foe 
running in from the doorway (which has laser wires across it) 
then tag the two bad guys on the far side of the landing pad.

When you’ve tackled the foes outside, step along the left side 
of the upper balcony, and train your weapon on the guard 
across and below, inside the prisoner’s room. Prisoners come 
up green on your threat detector, so don’t shoot the wrong 
man! Then stay on the left side of this balcony and wait for 
another guard to appear from the window edge on the right 
side. Blast him, then the foe appearing at the window to the 
left of him.

Move right to the zipline 
start, and ride it down. 
Once on the landing pad 
courtyard below, turn 
180 degrees around, 
optionally take cover 
behind a crate or column, 
and bring down the four 
foes milling around the 
building on the same 
level as you (the ones 
on the left should have 

been tagged prior to the zipline maneuver). Once you’re not 
being fi red upon, move to the doorway on the left side of the 
courtyard balcony, and produce the DataThief again. Hack the 
lock, and step through the doorway to the holding area. Turn 
right, and assault the prison guards.

Plan #2: De-Generator
The second plan allows you to shut down the entire power 
grid, which includes both doorways detailed above, allowing 
instant access to the prisoner’s area. You must begin this 
mission with the Locktopus. Before attacking the foes in the 

Player 1 (P1) is Joanna Dark. Player 2 (P2) is a CI Squad Member. P1 
begins atop the balcony, after landing from the dropship. P2 is in the 
prisoners’ building, being guarded by foes.

Cooperative Operatives

You must shut down the laser wires at the 
doorway below the balcony you started on before 
you use the zipline. This helps in the escape.
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courtyard, move left, around the side of the balcony to the 
large power generator. Bring out your Locktopus, and use it 
to switch the power off. Proceed with all guard takedowns 
in the same manner as the fi rst plan and enter via the same 
doorway.

Plan #3: Done with the Dome

The third plan circumvents the entire courtyard area and 
ignores the laser wire, but only allows an exit via a pathway 
that isn’t blocked by lasers. This is the least helpful of the 
plans. From your vantage point, optionally blast the four 
foes in the courtyard if you wish, then turn right and look for 
the large dome. Run to it, and produce a DemoKit to stick 
to the weakened patch of the dome. Step back as the dome 
explodes, and drop down through the hole and into the 
prisoner room.

Prison Break

Instead of entering the interrogation room via the laser 
mesh doorway, move to the opposite side of the courtyard, 
through another doorway, down some stairs, and turn 
left. You reach a large open window to a courtyard below. 

Cooperative Operatives

P1 begins by taking out the four guards below on the courtyard landing 
pad. Then she can step left, around the balcony, and provide covering 
fi re for P2. P2, meanwhile, should rush the guard at the table, punch 
him out and steal his RCP, then turn left and waste the enemies by 
the window.

Cooperative Operatives (cont’d)

P2 secures the interrogation room, shooting all three guards, then moving to 
claim arms from the cabinet and heading along the left balcony to blast a fi nal 
foe. Then both players can sit on a balcony (P1 is by her starting location, while 
P2 is at the interrogation room itself), and blast foes milling around the fountain 
area below. Catch them all in the crossfi re for some choice takedowns.

With the fi rst wave of foes near the downstairs fountain taking heavy fi re, P2 
should stay and cover P1, who must use the zipline to reach the courtyard 
landing pad. From the low balcony wall, P1 can then mop up more foes in a 
similar crossfi re massacre as before. Then meet up at the interrogation room.

Although three paths are detailed, the best 
method to rescue the prisoners is to use either 
the DataThief or Locktopus, then take out all 
enemies as instructed during the fi rst plan. 
However, don’t rescue the prisoners yet!
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Take up an executioner’s position at the window, and blast 
between four and six foes by the fountain, behind the boxes 
to the left of the fountain, and in the alcoves to the right of 
the fountain.

Once the entire guard threat downstairs has been nullifi ed, 
move to the doorway on the right side of the window, and 
head through it, up along a balcony toward the interrogation 
room. Collect any ammunition from the dispatched guards you 
took down standing at the courtyard area earlier, then move 
through the doorway. The three prisoners meet up and give 
you instructions, plus the chance to grab rifl e ammunition from 
three wall racks. Inspect the room for more ammunition. Tool 
up, and move out!

The three prisoners here can think for themselves; you simply 
provide backup as needed. Head out of the interrogation room 
the way you came, and back to the large window overlooking 
the courtyard below. Additional foes may have appeared 
behind the fountain. While your friends take up position, bring 

these stragglers down, then descend the steps, heading for the 
doorway opposite. Turn around, and wait for your team to join 
you. Descend only after the coast is clear.

Two of your teammates 
move to a large door just 
behind the entrance past 
the fountain and unlock 
it. The door slides out, 
and the fi rst teammate 
runs into the streets 
ahead of you. Follow him 
through, but be ready for 
a large airborne target.

Look up and right, then 
look out! You have but 
moments to rapidly 
fi re at a dropship in the 
area; unload a clip or 
two into the craft until it 
explodes in a shower of 
metal parts. That’s one 
craft taken out for your 
secondary objective.

Move up the steps under the arch, and head toward the 
settlement shown in the fi rst picture. You cross a bridge to get 
there, and over the side of the bridge is a convoy of enemy 

Collecting ammunition (ideally for your RCP90) 
is vital, as you’ll need all of it later. Take 
extra time to grab it all. Also, note the two 
types of enemies: the ones with Magnums have 
no head armor, and ones with RCPs have no 
body armor, so aim at their weakest spot.

Secondary Objective
Destroy Dropships Begins!

PRIMARY OBJECTIVE
RESCUE INSTITUTE SQUAD COMPLETE!

Cooperative Operatives

With two agents under fi re, moving past the fountain is a lot easier, as 
you should have taken out the foes from the upper balconies. Move to 
either side of the door, as it takes both agents to unlock it. Then step 
through into the streets.

Secondary Objective
Ambush Convoy Begins!
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soldiers, which should be tackled to complete the secondary 
objective. However, before you destroy the convoy, train your 
weapon on the turret directly ahead of you. There isn’t a gunner 
there yet, but he arrives just before your teammate shouts 
“gunner’s got us pinned!” Blast the turret gunner before he can 
even start to fi re!

Turn your attention to the incoming foes from your vantage 
point on the bridge. Switch to threat detector vision instead of 
picking out your enemies through the mist. Sniped shots are 
the best, but RCP strafi ng is also a good plan when the enemies 
are at a distance. After two or three takedowns, turn and check 
the roof of the building, above the gun emplacement. To the left 
of the satellite dish appears another foe. Blast him!

Break out the SuperDragon, or another weapon with a 
secondary grenade function, and lob grenades down to the 
scurrying foes as they pass under the bridge. However, you 
must tackle most of the enemies before they reach this point, 
or you have to dash across and defeat them as they run for a 
large cave entrance. If any of them reach the cave, the objective 
is failed. Return to the other side of the bridge and fi nish off the 
stragglers to complete this task.

Step forward into the 
building, and move to 
the teammate waiting at 
the beginning of a wide 
corridor. Step past him, 
train your weapon along 
the right wall, and blast 
the waiting guard inside 
the right alcove as your 
team runs past. Don’t hit 
your fellow soldiers!

This right alcove leads to a left turn and some steps. Clamber 
almost to the top, but stop short and use the steps as cover. 
With the threat detector, you can just make out a foe on the 
rooftop across from you. Drop him. Then check the rooftop to 
the right of the fi rst enemy. There’s a second foe here, and a 
third appearing to the left of the tower you can see. Then comes 
a dropship; be sure to blast it so it explodes!

Creep to the top of the 
steps, using the left wall 
of the staircase as cover 
(sidestep down the steps 
if you’re taking heavy 
fi re), and look left at 
the rooftop across and 
slightly higher than you. 
You must defeat fi ve 
foes, ideally from this 
vantage point, and one 
close by on the same 

roof as you. The dropship also returns, moving right to left, 
giving you a second chance to blast it. Once it’s exploded, the 
objective is complete.

Cooperative Operatives

With two agents helping each other out, the convoy is easier to dispatch. 
In this example, P1 covers P2 by shooting the turret gunner, the dropship, 
and the foe on the roof near the satellite dish, then joins P2 who has 
already begun tackling the convoy. Have both players shoot at the 
incoming foes, and then move one to the left side of the bridge in case 
any are missed.

Secondary Objective
Ambush Convoy Complete!

Securing the rooftops before continuing is 
the only real option when playing through on 
Perfect/Dark diffi culty.
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Step out of the staircase and 
onto the roof now, and scan 
the rooftops you just fi red at 
in case you missed defeating 
any of the guards up there. 
Turn left, move to the lip of the 
roof, and shoot the foe on the 
ground. Then sidestep left and 
tackle the foe on the left side 
by the doorway. Now bring 
your weapon to bear on two enemies through the doorway 
itself. Finally, coax a foe out from his waiting position below the 
wall you’re standing on top of, and shoot him by the steps on 
the courtyard below.

You’re not on the highest part 
of this building yet, so turn 
around and enter the upper 
fl oor of this building for a 
second before climbing the 
steps toward the satellite dish. 
Halfway up the steps, turn 
around and use the lip of the 
roof as cover, and take down 

three foes on a far rooftop. Blast them until they all fall, then 
step out to the right, swing your view left and locate two more 
foes under arches across on another rooftop. Pat yourself on 
the back; you’ve defeated the majority of the rooftop scum in 
this village! Take time to locate the Armor near the dish and the 
ammo from the defeated guard, and head back down the two 
fl ights of steps to ground level.

At the steps alcove, turn 
right, heading into a 
town square, and make 
a left through into a 
courtyard where you 
tackled foes; pick up their 
weapons either side of 
the steps. Then head up 
the stairs and prepare for 
a couple of guards in the 
market square beyond. 
Blast them!

Secondary Objective
Destroy Dropships Complete!

The Destroy Dropships objective is awarded 
only after two dropships have been defeated 
throughout this mission. If you fail to destroy 
both ships, expect 12 extra enemies to defeat 
during the fi nal battle (this strategy assumes 
you didn’t let this happen!).

Cooperative Operatives

The plan for taking down foes with two agents follows the same path, but 
only takes half the time if you both head to the top of the steps, and each 
specify which foes on the rooftops you are aiming at. Split the forces so 
P1 tackles foes on the right, and P2 those on the left.

During the rooftop snipe, there’s a 
spectacular way to show off and defeat the 
foes behind the main gate at the top of the 
steps down below. Simply stand on the corner 
of the balcony on the upper roof, and lob a 
grenade, pointing your FAC-16 skyward. With 
the correct trajectory, it sails over the wall 
and lands on the troops below! Nice one!
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Step into the market 
area, pick up the 
ammunition, and head 
left, around and up a 
cobblestone ramp. Pass 
through an arch and 
stop on the left side of 
the courtyard, looking 
diagonally up and right. 
Shoot the head of the 
foe on this balcony, and 
a second foe running out 
of the door soon afterward.

While your teammates 
provide covering fi re 
automatically, turn and 
face the left wall, and 
sidestep right until you 
reach an arch to an 
alley, with lit steps on 
the left. Blast the foe at 
the far end of the alley. 
Creep down the alley 
as it opens up into a 
two-level courtyard, 

and train your weapon on the foe to the right, at the top 
of the steps. Sidestep until you’re facing a building on the 
right, and drop foes as they come out of it. There are three 
at the windows. Then take the steps up on the right side, and 
face right as you go, training your weapon on the archway 
entrance across where two more guards need to be defeated. 
Your team rushes this area to help you. Train your weapon 
along the wall of arches to the right arch entrance and drop 
one more guard.

Move across and run into 
the building where you 
saw the three enemies, 
up the steps and around 
the left corner. Your team 
should be shooting 
stragglers at the window 
while you move to that 
location, on the left side 
at the base of a staircase. 
Wait for your team here.

Head up the steps 
sideways, facing right, 
and peek out across the 
roof to a well-armed 
enemy. Stop there, and 
your team should move 
past you and tackle the 
foe on your behalf. Now 
you can choose one of 
two preferred routes to 
reach Mai Hem herself:

Branching Pathway #1: 
View from the Bridge

Move to the top of the 
steps and help your 
team secure this balcony 
area, which may have 
more than one foe on it 
if you didn’t blast them 
from the satellite rooftop 
earlier. Once they are 
down, move onto the 
bridge and look down at 
the alley to your right. 
Three foes are down 

there. Coax them out by shooting the easily spotted foe, and 
then the two guards that step out. Grenades are a great alter-
native here to fl ush the guys out. Now move to the other side 
of the bridge, and check the end of the alley (third picture); 
tackle a foe waiting on the left side of the street before you 
continue.

Move to the end of 
the bridge area, and 
head down the steps 
on the left wall, turning 
left halfway down the 
stairs. At the base of the 
steps, sidestep right to a 
doorway, pass through, 
and step into the alley 
you just fi red on from the 
bridge. Look left for foes 
you may have missed, 

then right, and blast a guard around the left corner. The paths 
now merge.
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Branching Pathway #2: 
The Explosive Shortcut

The other option is to 
retreat back down the 
steps near the building 
entrance archway, turn 
right, and check the wall 
on the right for a large 
crack. With a DemoKit, 
you can destroy the 
entire wall, breaking 
through into a street with 
a large parked truck in 
your way.

Quickly look to the right 
of the truck. Between the 
front end and the street 
corner are two enemies 
armed to the teeth; 
knock them down with 
retaliatory fi re, using the 
corner of the truck as 
cover if you wish. Do this 
quickly, as more enemies 
are incoming!

Step out from the cover 
of the truck to the right 
side, and train your 
weapon on the foe with 
the SuperDragon on the 
balcony opposite, across 
from the fountain. Bring 
him down immediately, 
check the alley to the 
right for foes, then spin 
around to the hole you 
came through.

Head around the left side of the truck to the large archway, 
and use cover on the left corner to line up shots against four 
foes that appear and attack you from this location. Your team 
should charge in and fi nish them if you’re taking your time. 
Move through the archway and face left, checking a long street 

with a burnt-out jeep 
nearby. As you should 
have decimated the 
rooftop threats earlier, 
this place is deceptively 
quiet, so edge along the 
left wall until you reach 
the last set of steps and 
doorway, and blast a foe 
waiting at the corner, 
then another as you turn 
the left corner. The paths 
now merge.

En Route to Mai Hem

Move around to the alcove next to the orange doorway on 
the right to shield yourself from another foe in the courtyard 
beyond. Once he’s fi red off a clip, step out and execute him. 
Then move into the orange doorway on your left, and look up 
and to the right. Don’t step into the courtyard yet; use the threat 
detector and check the enemy through the palm tree fronds, 
and blast him through the leaves.

Cooperative Operatives

Throughout the battle along the streets, two players are far better than 
one, as you can have one take point, charging forth, while the other 
(in this case, P1) provides covering fi re. At each junction, look out in 
opposite directions and tackle two sets of foes at once, as the situation 
presents itself.
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You can now step out 
into the courtyard, 
although you’d be better 
off staying at the left 
corner, peeking out while 
facing left, and checking 
the locations of three 
foes along another street. 
Two are under the arch, 
and one is on a balcony 
to the right.

Once you’ve blasted both the helmeted foes in the torso, move 
to the arch itself in the middle of the street, and tackle the foe 
on the balcony and another that walks into view. There’s a set 
of steps at the right side of the street, at the far end. Don’t head 
there yet; shoot the two guards patrolling the balcony. Then 
step to the stairs, but look up and right as you do so. A guard 
waits to take you down from a right side roof. Simply shoot the 
pillar of stone just left of him, and it collapses on the fool!

Matters get a little fraught now. Dash up the steps while spinning 
around to the left and checking the four foes on the balcony 
across from you. Sidestep across to the corner, fi ring at the 
nearest enemy, then launch a grenade to take down the three 
foes bunched together. Punt another grenade in to be sure. 
Then move to the alcove they were standing at and pick up their 
ammunition. Finally, move to the top of the archway, and scan 
the rest of the balcony area ahead. Challenge two fi nal foes.

Only after the balcony 
has been completely 
cleared of enemies 
should you walk across 
the bridge (which is the 
top of the archway on the 
street below that you just 
came from). You’re about 
to face down Mai Hem’s 

hovercraft in a battle to the death, so make sure you’re full of 
ammunition before you head there!

Mai Hem’s Last Stand

Stepping onto an arena 
rooftop with only the night 
sky to illuminate her, Joanna 
is ambushed by Mai Hem, 
who brings a machine-gun 
turret to bear on Miss Dark. 
She’s here to fi nish the family 
once and for all. She must be 
stopped! Revenge is a dish 
best served with rapid-fi re 
weaponry and grenades!

Cooperative Operatives

With two players, the end balcony area can be contained with P2 
rushing the steps, and charging the foes, using rapid fi re and grenades. 
P1 stays at the bottom of the stairs and creates crossfi re to drop foes in 
half the time.
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As soon as the battle 
begins, retreat to one 
of the many pillars 
surrounding this arena. 
Roll out of the way of 
Mai Hem’s machine gun 
fi re to get there—it’s as 
deadly as it is rapid! If 
you dive to the right, you 
reach a pillar quicker than 
heading left. Take cover 
to throw her aim off.

Come out of cover 
and begin to snipe the 
hovercraft. Choose either 
Mai Hem or the driver 
of the vehicle, and move 
back into cover when Mai 
Hem tries to fi re, so you 
aren’t struck by her shots. 
Although the driver stops 
the hovercraft, the main 
problem is Mai Hem.

Therefore, lob two 
grenades so they strike 
Mai Hem directly, and 
she should go down with 
a shriek. Keep plugging 
away at her exposed gun 
turret and she falls easily. 
Sidestep around the 
hovercraft and fi nish the 
driver if he’s not already 
done for.

Jonathan arrives to hack 
into the air defenses. 
As soon as you’ve taken 
out Mai Hem, rush to 
the covered room with 
the grid window on the 
opposite side of the 
arena. A dropship is 
attempting to take off.

The reason for this quick 
entrance is that you can 
shoot rapid-fi re rounds 
into the dropship before 
and during its take-
off, weakening it more 
quickly than if it was 
already strafi ng your 
location. Dash to one 
side of the window, and 
take cover.

Now simply shoot at the 
exterior of the dropship 
until it is destroyed. The 
swift craft doesn’t stay 
in one place for long, so 
stay in cover, and follow 
the craft with your reticle 
before shooting rounds 
into it. Ideally, target the 
engines on either side, 
although bulkhead shots 
damage it, too.

If you’re out of 
ammunition, run back to 
Mai Hem’s location and 
fi nd a couple of SMGs 
on the ground with the 
ammo you need. Then 
sprint back and fi nish 
this dropship off. Once 
the threat is contained, 
Jonathan lets everyone 
know the defenses 
have been hacked, and 
reinforcements arrive!

PRIMARY OBJECTIVE
DISABLE AIR DEFENSES BEGINS!

PRIMARY OBJECTIVE
DISABLE AIR DEFENSES COMPLETE!

PRIMARY OBJECTIVE
SECURE AIR DEFENSES BEGINS!

PRIMARY OBJECTIVE
SECURE AIR DEFENSES COMPLETE!
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AREAS OF INTEREST

12.01 12.02

12.03 12.04

12.05 12.06

12.07 12.08

LEGEND
12.01
Entrance Gorge

 Destroyed Hovercraft

1  Side temple entrance

12.02
Main temple courtyard ruins

2  Side cavern entrance (DemoKit)

3  Ground entrance to main temple

4  Stairs entrance to main temple

5  Side cavern exit (natural ledge)

6  Upper entrance to main temple (from 
side cavern)

7  Upper entrance to main temple (from 
side temple)

12.03
Side Temple Route

8  Side Temple route exit

9  Steps to Rocket Launcher vantage 
point

12.04
Rear Road and Rocket Launcher 
Vantage Point

10  Main Temple Exit

 Rocket Launcher vantage

12.05
Bridge Entrance

11  Door to Command Bunker

12.06
Bridge (Carrington Troop Side)

12  Command Bunker

13  Bridge entrance

12.07
Bridge

14  Steps to ladder and scaffold

15  Steps down to underneath

16  Entrance to Bridge (dataDyne Troop 
Side)

17  Entrance to Bridge (dataDyne Troop 
Side)

 Spiderbot location

12.08
Bridge (dataDyne Troop Side)

18  Entrance to Final Battle
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Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Africa

Carrington: “Can you read me, Jo? Operation: Inferno’s in full 
swing. Thanks to your efforts our troops are on the ground 
and raising hell!”

Carrington: “We’ve pushed dataDyne back to this coliseum. 
We’re reading strange energies inside. Zhang-Li’s located the 
Graal and he’s trying to power it up. We’ve got to get 
in there.”

Carrington: “I need you and Jonathan with us now! Meet up at 
the forward command post. We’ll make our move across the 
bridge as soon as you join us.”

Carrington: “Whatever happens, Zhang-Li must not be allowed 
to activate the Graal. Understand? Good luck, team!”

Prepare for the biggest confrontation with enemy troops yet 
seen! After downing two Jetpacs, you must head to extreme 
range, looking across to the main temple area and dropping 
all the snipers before engaging in close-quarters fi ghting to 
help out the institute’s forces pinned down during this fi nal 
assault. After the ground troops outside are saved, you and 
Jonathan must infi ltrate the temple, blasting well-armored foes 
and ascending steps to secure the temple itself, then execute a 
Rocket Launcher guard on a high plinth before dashing to the 
bridge command room. 

  Here, Carrington orders you to take the bridge, which is 
easier said than done. After heading to the base of the bridge, 
you must head across and locate a set of SpiderBots in one of 
the three different locations before they blow the middle of the 
bridge apart. Once they are dispatched, battle to the opposite 
side, readying yourself for Phantom intrusions before fi ghting 
up to the enemy side of the bridge, and destroying two giant 
mortars. Only then can you locate a cavern entrance to the 
coliseum and a showdown with Zhang-Li himself.

Battle Tactics

Racing through a tunnel 
structure in two Hovercraft, 
Joanna controls the turret of 
the rear craft, while Jonathan 
mans the front one, until they 
barrel through a barricade. 
Two dataDyne Jetpac-wearing 
foes bring down the lead craft. 
Defend Jonathan at once!

Combat begins immediately 
after the Hovercraft alter-
cation. Instead of disem-
barking, stay on board the 
vehicle and train your turret at 
the closer of the two incoming 
Jetpacs. Strafe the fi rst one 
until it explodes, then move 
on to the second one. When 
both Jetpacs have fallen to 

Primary Objective: Escort Jonathan (All)

Primary Objective: Cross Bridge 
(Perfect/Dark only)

Primary Objective: Infi ltrate Coliseum (All)

Secondary Objective: Assist Institute Squad (All)

Secondary Objective: Disable Mortars (Secret and 
Perfect/Dark only)

DATATHIEF DEMOKIT LOCKTOPUS (RECOMMENDED)

“Whatever happens, Zhang-Li must not be allowed to 
activate the Graal! Understand?” 

—Carrington

M60 (HARDPOINT) SHOCKWAVE JACKAL

DEF-12UGL LIBERATOR FAC-16

ROCKET LAUNCHERFLASHBANG SUPERDRAGON

DY357 CMP-150PLASMA

DWP5RCP-90 COMBAT SHIELD
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earth, exit the Hovercraft, 
load up your favored sniping 
weapon (in this case, a 
Magsec 4), and move along 
the right side of the gorge, 
looking left, until you reach 
this point (second picture).

You hear shouts from the institute squad pinned down behind 
the ruins ahead of you; they require your fi re support to 
advance on the bridge control entrance. You have a choice of 
methods to help them out:

Ruins Assault
Route #1: Roam on the Range

The fi rst, and by far the 
best, plan is to stay at 
range. From the area 
just right of the fl aming 
Hovercraft, use a scoped 
weapon (it doesn’t need 
to be silenced as you’re 
engaged in battle!), and 
take down the foe on the 
top of the right side of 
the ruins.

Make a couple of 
sidesteps to the right, 
facing the temple 
ruins, and zoom in 
to the left side of the 
main structure, around 
halfway up. Shoot a foe 
in the torso, here (second 
picture). Then move your 
aim right, to the enemy 
inside the arch of fallen 
columns.

Player 1 (P1) is Joanna Dark. Player 2 (P2) is an institute soldier. P1 
begins on the turret of the rear Hovercraft. P2 begins in the sealed 
tunnel.

Cooperative Operatives

Secondary Objective
Assist Institute Squad Begins!

Don’t overlook the 
incredible power 
of the Shockwave 
during this mission. 
Your teammates carry 
this amazing piece of 
killing equipment—
the squad’s downed 
marksman was 
carrying one. Find it, 
roll, and grab the weapon, then retreat out 
of enemy shot range. Now use the exceptional 
range and penetrating power of this beast! 
You won’t necessarily complete the “Assist 
Institute Squad” objective, but that’s a small 
price to pay for awesome fi repower!

The preferred weaponry to carry through this 
mission is the Magsec 4 (with its impressive 
sniping capabilities), the Magnum, and an RCP, 
although other rapid-fi re ordnance such as 
the FAC-16 is also just as good.
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A second later, sidestep 
right again, and shoot the 
sniper on the right side 
of the ruins, on the same 
level as the previous foes 
you dropped.

Step forward (but keep 
away from the start of 
the ruins as you’re within 
enemy range) and move to 
this position (fi rst picture). 
This gives you a good 
view of the lower balcony 
of the temple ruins, and 
a foe in the middle of this 
section. Shoot him in the 
torso (second picture). 
Then move your aim to 
the left slowly, until you spot this foe (third picture) in the shadows, 
above an archway. Drop him with a headshot.

Continue assaulting the snipers dotted around the temple. 
Sidestep to the right, so you can see the rocky ledge on the left 
of the temple. By the palm trees is a foe on the banked ledge. 
Shoot him with a single blast to the head.

With the main threats surrounding the temple neutralized, you 
can now move into closer combat. Run to the ruins entrance 
where institute forces are holed up, and shoot the enemy 
charging forward from the base of the temple steps directly 
ahead of you.

Step through the entrance 
to the ruins, but take an 
immediate left turn, moving 
past a friendly soldier, to a 
right turn. You’re facing the 
left side of the ruins now, and 
can bring out a close-quarter 
fi ghting weapon such as the 
Magnum. Blast the foe running 
at you. Then run to the pillar 
ahead and near you, step out to the right, blast the enemy ahead 
of you (third picture), then sidestep back into pillar cover.

This deals with the crossfi re 
threats presented by the thugs 
on the left. Now face right and 
run toward the middle of the 
ruins, blasting two enemies 
charging the institute team. 
There are three to tackle, and 
both you and your team can 
achieve this in a second.

A quick takedown is recom-
mended, as foes are fi ring on 
your location from the base 
of the temple steps. Attempt 
one-hit dispatching with your 
Magnum from the low ruin 
wall, optionally using it as cover 
if you aren’t as adept at taking 
down foes with quick shots.

TIP
Have one player snipe the snipers while the 
other player defends against the ground forces 
that try to overrun the Institute position.

Cooperative Operatives
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Once you’ve removed the couple of guards at the base of the 
temple steps, sidestep right, across to the right side of the 
ruins, and engage in close combat with a straggler behind 
cover. Then check the left and right sides for one or two more 
foes to blast before the area is secure enough for the institute 
team to move forward.

Jonathan is part of 
the institute team, and 
you must escort him 
to safety. This isn’t as 
diffi cult as it sounds, 
as he can usually take 
care of himself in a fi ght, 
providing you’re there to 
back him up. Begin the 
chaperoning by climbing 
the middle temple steps, 
moving left to the ramp 

halfway up, then back up to the middle via the mound of earth. 
Enter the archway at the top.

Without delay, charge into this room, looking right, and blast 
the fi rst guard standing on the dirt pile before he has chance to 
turn around. Back up immediately as two other guards begin to 
fi re, and they can seriously hurt you. Shoot the second guard 
from the entrance, then head back in and blast the third guard 
on the left side, watching your health and attempting a clear 
shot. Use cover if you cannot accurately take them down with a 
single Magnum shot.

Ignore the doorways to 
the left and right (they 
simply lead you back 
to the starting point 
via the optional routes 
presented later), and 
instead ascend the steps 
to the left. Halfway up, 
be sure you destroy 
another well-armored 
guard patrolling here.

Continue to the top of the 
stairs, and check the exit 
steps; there’s usually a guard 
halfway up. Make sure you 
fi re fi rst, and blast him with 
two or three Magnum shots 
to ensure he goes down. 
This alerts two guards at the 
temple exit atop the stairs, so 

Secondary Objective
Assist Institute Squad Complete!

PRIMARY OBJECTIVE
ESCORT JONATHAN BEGINS!

There is a second way into this temple from 
the base of the steps; it is detailed in 
the section marked “The Unnecessarily 
Dangerous Route.”

Make sure you’re ready for fraught combat; 
three foes inside this temple entrance wear 
full Armor!

If you wish, you can run along the exterior 
balcony of the temple onto the walls and the 
side pathways to secure ammunition dropped by 
foes you sniped at earlier.
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switch to a gun with a zoomed sight and aim for the left guard 
using the stairs as cover (second picture). Then race up the 
steps and blast the fi nal foe with quick fi ring (third picture). The 
temple is yours!

Route #2: The Unnecessarily 
Dangerous Route

Instead of heading up 
the main temple steps 
and facing the three 
armored foes at the base 
of the interior stairs, you 
can head into the lower 
chambers and work your 
way up the inside of 
the temple to the stairs 
instead. The only reason 
to do this is if you 
wish to dispatch more 
enemies. Look for one of two entrances at ground level, either 
side of the temple steps.

With Jonathan in tow, 
rush into the room with 
the pillars and head 
around the left side, 
blasting the fi rst foe on 
the left series of arched 
alcoves. Then charge the 
second guard, usually 
in the middle area of the 
chamber. When they’ve 
been cleared, move to 
the archway exit with the 
steps leading up.

The chamber at the top 
of the stairs houses three 
guards. With Jonathan 
offering fi re support, 
storm the chamber, 
dealing with the two 
foes by the large broken 
pillar stump on the left, 
then turn and dispatch 
the foe in the opposite 
corner. Head up the steps 
through the archway on 
the far wall.

Head up two fl ights 
of stairs turning right, 
until you reach a small 
chamber. Left is an 
opening leading to the 
balcony outside, which is 
necessary only if you’re 
collecting ammo. The 
other exit is an archway 
in the opposite wall, 
leading to the main 
temple interior stairs and 
the well-armored foes. Blast the foe on the dirt pile, then follow 
the remaining plan in Route #1.

Route #3: The Unnecessarily 
Loud Route

Once the troops are safe, and Jonathan is running to you, move 
to the temple’s far left side, looking for a ramp. Move up it to 
this blocked temple entrance with debris strewn around. Using 
a DemoKit, place a charge on the debris, move back, and wait 
for the detonation. This creates a path through into a previously 
unexplored area of the temple.

Once through the 
entrance and up the 
steps, you appear in a 
gigantic natural cavern. 
Massive stalagmites rise 
from the earth. Move 
around the ledge in a 
clockwise route, but 
use the threat detector; 
Phantoms patrol this 
area. Three must be 
destroyed!

The tactics for this route are the same up until 
the point you begin to escort Jonathan. This is 
an alternate method of entering the temple.

The tactics for this route are the same up until 
the point you begin to escort Jonathan. This 
alternate method of entering the temple avoids 
all the armored foes on the interior stairs.
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At the top of the cavern is an exit leading to a sandy ledge. 
This is the area you dispatched snipers from, to the left of the 
temple, at the beginning of this mission. Pass the palm trees, 
and you can cross the top of the temple, all the way to Route #4 
and the Rocket Launcher foe. However, for the sake of speed, 
enter the temple via the doorway to the left (second picture).

Once inside the top temple chamber, look for the arched exit on 
the interior wall, head down the steps, along the corridor, and 
turn left at the end. You appear at the top of the main interior 
stairs used in Routes #1 and #2. Turn left and quickly drop the 
guard on the stairs, then immediately swing back 180 degrees 
and blast the two guards at the exit. The temple is yours!

Route #4: Right Side, 
Wrong Plan

Once the Jetpacs have been dealt with at the start of this 
mission, ignore the yells for help from the institute forces, and 
instead head toward the pillared temple entrance on the right 

side of the rock face. Move up through the middle archway, and 
as soon as you enter the temple chamber, look left and blast the 
patrolling guard here.

Swing right, and blast 
another guard before he 
can react to you, then 
look at the large crate on 
the ground. You could 
bring out your DataThief 
and hack into the box to 
unlock a Rocket Launcher, 
but it doesn’t have 
enough ammunition to 
be useful; leave it.

Ascend the stairs on the left side of the temple interior, pass 
through an archway and climb up more steps. Make a right 
turn, and another, to reach a fl ight of steps with a foe to 
dispatch halfway up. Sprint to the top of the stairs and bring 
down a guard in the room with the crates beyond. Head toward 
the stack of crates in the middle, sidestepping to the right and 
heading for a doorway to the exterior. Bring down another 
guard hiding by this doorway.

The balcony area simply 
offers you a view of 
the institute troops you 
aren’t helping, so take 
the doorway exit into 
a cavern with supply 
boxes scattered about. 
Blast the foe in front of 
you, then another to 
the right.

Exit the cavern via the 
natural ledge to the left, 
with an amazing view of 
the main temple on your 
left. There’s no time to 
enjoy the view, so head 
up the pathway ledge to 
the cave entrance, and 
bring down the heavily 
armored (and armed) foe 
inside. Headshots, please!

The tactics for this route are completely 
different from the previous plans, and this 
usually results in you failing to save the 
institute forces. Bring the DataThief or 
Locktopus with you if you’re heading this way. 
Shoot down the enemies on the upper sniping 
positions of the main temple, then ensure 
Jonathan is following you.
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Head left, down a set 
of natural steps to a 
heavily guarded room. 
Some great grenade 
placements should help 
you out here; bombard 
the fl at chamber below 
with rapid fi re and 
projectiles while staying 
up in cover. There are fi ve 
foes to dispatch.

Your institute forces 
should, by now, be 
succumbing to the 
enemies below. You can 
help them to complete 
the optional secondary 
objective, or leave them 
to it. Step through the 
room with the fi ve foes 
in it, up the stairs on the 
other side, and around to 
a foe on a natural ledge, 
and another as the ledge bends right. Blast them!

Enter another interior 
cavern, heading up. 
There’s a foe on the 
steps to tackle, and then 
a steep set of natural 
stairs to climb all the 
way to the top. Ahead of 
you is the main temple 
entrance and the balcony. 
However, there’s little 
point heading that way; 
it just leads to needless 

combat. The entrance leads to the passage to the top of the 
main temple interior stairs at the end of Route #3.

Instead, turn right, and locate the two soldiers on the rocky 
outcrop just above your current height. This is a Rocket 
Launcher guard and his colleague, and this is one of two places 
to take him down from (the other is on the following page). 
Begin to blast him until he falls, but watch because he may get 
up again and fi re a rocket that can defeat you instantly. Keep 
fi ring until both foes fall. Then take the steps down from this 
walled area, just right of the cavern exit.

Move down the steps 
and onto the sandy 
ground. Turn left and 
head toward the tarmac 
road, but look left and 
blast the two enemies 
at the exit of the main 
temple. Usually you 
shoot them from the 
opposite direction (in 
previous routes). Tackle 
them, and a third foe on 
the interior steps, before the routes join. The temple is yours!

Cooperative Operatives

P2 starts in a grand position to ambush the snipers, and should take 
full advantage of this. Carefully work your way up the rocky rampway 
(as described in the “Unnecessarily Loud Route” section) and dispatch 
the phantom troopers. From here, you’ll be in a position to fl ank the top 
snipers. Take them out and then fi nd a position to help P1 dispatch the 
enemies in the ruins below.

This mayhem continues with P1 breaking out the grenades as the enemy 
forces appear to be a little larger than with a single player. Stay behind 
cover and drop grenades while P2 emerges onto the ledge above the 
main action and shoots all the snipers from closer range to the side of 
them; they won’t know what hit them!

Once you’re done with the exterior enemies, P1 takes the main steps and 
tackles the well-armored foes at the base of the interior steps, while P2 covers 
from the balcony above, and tackles the Rocket Launcher guard. Don’t forget 
that Jonathan needs to be chaperoned; order one operative (in this case, P1) 
for this task while the other lays waste to the incoming enemies.



CHAPTER 4:CHAPTER 4:

185PRIMAGAMES.COM

MISSION 12. BRIDGE ASSAULTMISSION 12. BRIDGE ASSAULT

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

Neutralizing the 
Rocket Man

Unless you took care of the Rocket Launcher guard earlier 
(which isn’t as cunning as this method), the enemy has a 
trap for you and Jonathan as you emerge from the temple. 
Turn right immediately, and train your weapon on a trio of 
foes on top of this temple carving and rock formation. This 
guy has a Rocket Launcher that defeats Jonathan every time, 
so deal with this thug and the foe behind him. It takes some 
ammunition to accomplish this, and use the threat detector to 
be sure he went down.

With the Rocket Launcher 
guard defeated, both you 
and Jonathan can run to 
the bridge control room 
entrance on the right 
side of the tarmac tunnel. 
Wait at this doorway for 
Jonathan to catch up, and 
stay idle for a moment 
as he hacks into the door 
security. Once through, 
run up the steps and make 

a left, head up a second set of steps, make a right, up a third set, 
and head left to another sealed door. Once again, Jonathan must 
reach this point for the doors to open, and the escort objective is 
complete as Jonathan reaches the command room.

Jonathan runs into 
the command room 
that overlooks a large 
suspension bridge linking 
the institute side to the 
dataDyne troops and 
coliseum entrance. As 
the shelling stops, you 
have a couple options: 
you can acquire a sniper 
rifl e from the next bunker 
and pick off the dataDyne 

forces methodically, or you can rush straight down and use 
conventional weaponry to clear out any resistance. Sniping is a 
lot safer, but you won’t be setting any speed records this way. 
Either way, once you shoot a soldier you’ll wake up the whole 
lot and the Bridge Assault begins in earnest!

Bridge Assault

Step out from the command viewing post and head down the 
steps to the left. Continue toward a balcony overlooking the 
bridge where the battle has started. Ignore the institute troops 
behind the defenses, and the dataDyne forces farther along 
the bridge, and concentrate on a long-range takedown of the 
remaining Jetpac scooting along the left side of the bridge. 
Destroy it before continuing.

PRIMARY OBJECTIVE
ESCORT JONATHAN COMPLETE!

PRIMARY OBJECTIVE
INFILTRATE COLISEUM BEGINS!

Secondary Objective
Disable Mortars Begins!
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Move onward and 
downward, descend 
some more steps, and 
move across the corridor 
with windows on the 
right, overlooking the 
bridge. Although you can 
stop to watch the battle, 
there’s a better place for 
takedowns. Move out and 
down more steps, and 
into the concrete bunker 
doorway. There are weapons and armor in this room—stock up.

If you wish, you can spend some time on the balcony, interior 
corridor window, or anywhere along the right side of the 
pathway to the bridge level, and begin to blast foes coming in 
from the opposite side of the bridge. This isn’t the best place 
to stand (that’s the entrance below), but you can use cover and 
tackle foes with minimal chance of retaliation.

Also on the same lower fl oor is a locked weapons case, 
accessible via a Locktopus. It houses a Rocket Launcher. The 
limited ammunition makes this weapon problematic for the 
bridge assault, although it is useful for destroying mortars. 
If you can grab it, move it down the steps to the left, to the 
doorway by the bridge, then backtrack and recover the weapon 
you dropped.

Move to the doorway itself. 
Did you successfully assist 
the institute squad at the 
beginning of this mission? 
If you did, you’ll fi nd 
two soldiers here, using 
cover at the doorway and 
helping you shoot enemies 
along the left side of the 
bridge. They aren’t here if 
you failed.

Stand at the doorway, and while your teammates provide 
covering fi re, use scoped sights to target and defeat around 
four opponents on the left side of the bridge. Once the enemy 
fi re has lessened somewhat, step out onto the bridge itself, 
sidestep right, to the concrete cover, and locate the fallen 
soldier in the middle. Resting on the opening is a Rocket 
Launcher (this is the other—or second—place to obtain this 
weapon). The only really useful plan is to use the rockets to 
strike the mortars across the bridge (see later).

If you pick up the Rocket Launcher, you can move to a higher 
vantage point and blast the two mortars, or you can use the 
launcher’s secondary fi re function and blast a controllable 
rocket (make sure you’re behind cover!) and maneuver it into 
one of the two giant guns.

This area is an excellent place to stay and take 
out every enemy you can see. Use cover if one 
of the friendly troops gets hit, or there’s a 
space. For better takedowns, swap pistols for 
a rifl e if and when you are able.

Once Jonathan has been delivered safely, make sure you know the 
plan for storming the bridge. In this example P1 makes sure the foes are 
tagged from the relative safety of the command room, while P2 moves 
farther down and blasts foes from a slightly different vantage point—in 
this case, the parapet—where you can shoot through the metal steps at 
the foe who usually uses the turret.

Cooperative Operatives
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You must now attempt to cross the bridge; a task further 
hampered on Perfect/Dark diffi culty with the arrival of a clump 
of SpiderBots. You must destroy these in a single location 
before they explode (in around two minutes) to complete the 
task. Cross the bridge using one of these following plans:

Bridge Crossing Plan #1: 
Ground-Level Charge
The fi rst plan is quick, 
simple, gets you 
wounded, but does the 
job. From the concrete 
cover, dash along the 
right side of the bridge, 
blasting anything that 
moves. Sprint directly to 
the upturned truck, and 
as you reach this area, 
switch to threat detection 
to locate the SpiderBots 
at the crack in the bridge. 
Destroy all three.

Then rush forward, across the crack in the 
bridge, which will keep the bridge intact 
for your reinforcements. The enemies fi re 
at you, so roll to avoid this gunfi re, and 
rush the giant bridge support on the right 
side. Dive right, into the balcony by the 
support, and stop.

When the shock damage has healed, peek out from the bridge 
support, using it as cover and blasting the enemies that are 
advancing on your location. Institute forces provide covering 
fi re here, so aim and destroy preoccupied foes after you shoot 
those fi ring at you. A few foes drop on the bridge by you. When 
you’re low on ammunition, roll and grab the gun they drop, 
ideally the SuperDragon, then roll back into cover.

Now dash to the next 
support along the right 
side of the bridge, using 
it as cover and checking 
the end of the bridge 
you’ve not reached yet. 
Use threat detection to 
locate one of the two 
mortars. You can blast it 
from here if you wish. 
There’s another across 
to the left or right on the 
same horizontal plain. Now move to the far end of the bridge.

Bridge Crossing Plan #2: 
Under, Then Up the Pipe

If you don’t wish to 
attempt a dash straight 
across the bridge, you 
can maneuver along the 
underside of the structure 
instead. There are two 
ways to reach this area. 
The fi rst is to move 
along the right side of 
the bridge to the crack 
in the ground. Peer over 
the edge and you’ll spot 
a pipe with a hole in it. 
You need to enter this 
pipe, but only after the 
SpiderBots are dealt with.

When the actual assault begins in earnest, a good plan is for P1 to take 
the left side of the bridge and the enemies there, edging up while P2 
maneuvers to the right and deals with any SpiderBots (which are always 
on the structure’s right side).

Cooperative Operatives

PRIMARY OBJECTIVE
CROSS BRIDGE BEGINS!
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Instead, move across to the left side of the bridge, prior to the 
cracked gap between the institute and dataDyne sides, and 
locate the large support here. Remove any foes from this area, 
and move to the left side of the balcony surrounding the bridge, 
level area of this support. Metal stairs head down and left, 
under the bridge to a couple of wrecked rooms. Move through 
them to the right side to reach the pipe.

Scuttling about this pipe 
are three SpiderBots, and 
you must destroy all of 
them at once, before they 
block your route under 
the bridge. Aim at each 
of them with zoomed-in 
rifl e fi re, and once they’re 
all off the pipe, step onto 
it, and into the hole itself. 
Crouch as you enter, 
and crawl to the end of 

the pipe, crossing the bridge. Pull yourself out of the pipe, and 
locate the ladder in the underside of the bridge beyond, on the 
right side.

Pull yourself up onto the 
mesh fl oor under the 
main bridge area itself, 
and cross to the other 
side of the bridge. Keep 
moving to avoid being 
struck by enemies above 
you, but have your 
threat detector ready 
to check for Phantoms. 
Head up either staircase 
at the end.

Bridge Crossing Plan #3: 
Upper Gantry Takedown
The third place where 
SpiderBots could be 
clustered is up on a gantry 
high above the bridge. To 
reach it, run to the right 
side of the bridge, up the 
stairs, and optionally take 
the machine-gun turret 
for a violent spin, cutting 
down foes (although this 
wastes time). At the top of 
the metal steps, use the 
Locktopus to bring down the ladder leading up to the gantry itself.

Once on top of the 
walkway, deal with the 
SpiderBots, taking care 
to make sure that, after 
a few seconds, their 
“corpses” are well out 
of the area. Cross the 
bridge here and use the 
zipline at the far end to 
access a shortcut into 
the dataDyne command 
post. Be warned, you’ll 
take damage while riding down the zipline.

The fi ght only gets harder 
as you reach the other 
side of the bridge and 
dataDyne calls in the 
cavalry. Here you’ll fi nd 
endless waves of not only 
conventionally armed 
soldiers, but deadly 
Phantoms as well. Deal 
with them as needed, but 
get inside the base as 
quickly as possible.

Route #1: A Ghost of a Chance
However you deal with 
the Phantoms at the 
other side of the bridge, 
the preferred route up 
to the dataDyne side is 
via an entrance on the 
right side of the bridge, 
past the last support 
and up the steps. 
Prepare for likely 
combat with a Phantom 
as you reach here.

PRIMARY OBJECTIVE
CROSS BRIDGE COMPLETE!
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Dash into the room up the short fl ight of steps, and make 
one of two plans: you can either run for the steps on the left, 
shrugging off the electrical damage you’re likely to receive at 
the hands of the Phantoms, or stop at the staircase as shown, 
and use it (or the entrance steps) as cover to attack. Head up 
the steps to a landing, up another fl ight of stairs to an upper 
landing with an exit ahead and to the right (which leads to the 
main enemy balcony of Route #2). Ignore that and continue up 
the stairwell on your left (second picture).

Route #2: Left Side; 
the Exposed Route

Of course, you can take 
the left steps, which lead 
to a balcony that’s less 
confusing to navigate 
through but involves 
more combat. Move all 
the way to the top of the 
steps, moving onto the 
main enemy balcony, 
and use threat detection 
to locate and destroy the 
Phantoms.

Although there’s a rocky 
back entrance, it is longer 
and more confusing to 
take, so ignore it if you 
want the most effi cient 
method of completing this 
fi nal objective. Instead, 
fi ght along the balcony 
until the covered entrance 
on the left allows you into 
the main stairwell. Take 
the right steps heading up.

Locating the 
Coliseum Entrance

Ignore the other exits, as they simply lead to vantage points from 
where enemies shot at you when you were on the bridge. Keep 

going up the central stairwell to the top fl oor, turn left and race 
up more stairs, make a 180-degree right turn (a 90-degree turn, 
and then another immediately following), go up more steps, 
and fi nally exit onto the mortar balcony. Begin to blast the fi rst 
mortar (if you haven’t shot at it from the bridge below). Use your 
preferred visual method (X-Ray or threat detection) to locate the 
Phantoms near here, and destroy them as well as the mortar.

Time to leave! Battle from 
the right-side mortar back up 
into the top of the stairwell 
bunker, but instead of taking 
the stairs on the right end of 
the left wall, move through 
the doorway in the middle, 
toward the large rock face 
and tunnel. Sprint through 
into the coliseum for a fi nal 
audience with Zhang-Li!

A quick way to 
demolish both 
mortars is to destroy 
the fi rst one, then 
stand on the platform 
it was on, look across 
to the other mortar, 
and blast the gun 
instead of charging 
in to that area, where 
more Phantoms are waiting for you.

The big difference between single and dual play is that each player is 
responsible for taking out a mortar; you cannot have one player blasting 
both. Whether you’re attacking them from close range (like P1) or 
shooting them with rockets from afar, be sure to discuss which mortar 
you’re striking before you execute this plan!

Cooperative Operatives

Secondary Objective
Disable Mortars Complete!

PRIMARY OBJECTIVE
INFILTRATE COLISEUM COMPLETE!
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AREA OF INTEREST

13.01

Equipment List 
and Weapons Found

Plan of Attack: 
Objectives

Overview
Location: Africa

Carrington: “Joanna! Are you reading me?! The energy 
readouts coming off the coliseum are off the scale! Zhang-
Li’s powered up the Graal!”

Carrington: “You have to stop Zhang-Li. Don’t listen to a word 
he says. Remember, ultimately he’s the one responsible for 
your father’s death.”

Carrington: “The only life he values is his own. He cannot be 
trusted with the Graal’s power.”

Carrington: “You have to take Zhang-Li out while we hold off 
dataDyne’s reinforcements.”

Carrington: “God bless you, Joanna…and good luck!”

All you have left to do is conquer Zhang-Li. Learn his various 
maneuvers and attacks, and counter them with your own 
slaying techniques until you’ve defeated him. 

Primary Objective: Defeat Zhang-Li (All)

“The energy readouts coming off the coliseum are 
off the scale! Zhang-Li’s powered up the Graal!” 

—CarringtonNONE

13.01
Zhang-Li’s Ceremonial Floating Battle Ground

 Zhang-Li (randomly begins on outer ruined islands)

LEGEND
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Battle Tactics

Retribution is sought. Traitors 
have been unmasked. 
Revenge is a dish best served 
with rapid-fi re killing ordnance 
against a partially fl ayed freak 
with massive megalomania! 
The coliseum peels away to 
reveal Zhang-Li’s own battle 
arena. Let battle commence!

 With a FAC-16 or some 
other well-rounded 
weapon that’s devas-
tating both at range and 
close by, and perhaps 
the Viblade that you 
picked up during the 
mansion infi ltration back 
in Mission 04, begin the 
diffi cult task of defeating 
this demonic intrusion!

Attack Patterns
The following information details Zhang-Li’s attack patterns and 
describes how to avoid being hurt by them. During this time, 
fi re at or attack Zhang-Li, whittling his health down until he 
falls. He repeats these patterns until one of you dies. Make sure 
it isn’t you!

Pattern #1: Superhuman Jumps

Zhang-Li performs superhuman jumps between the outer rocks. 
With enough skill, you should be able to damage him before 
and after his jumps. You need a fast-fi ring weapon; the rocket 
launcher probably proves too slow to hit him here. Zhang-Li has 
a three- to four-second energy trail with different colors along its 
length, allowing you to easily locate him. The picture-in-a-picture 
view also allows you to see what Zhang-Li is up to. Blast him!

Pattern #2: Blitzkrieg!

Zhang-Li starts by fi ring 
lightning bolts at you. 
Roll and strafe away from 
the incoming arcs of 
lightning, waiting for this 
technique to pass, and 
continue pummelling 
the freak with all your 
ordnance.

PRIMARY OBJECTIVE
DEFEAT ZHANG-LI BEGINS!

Cooperative Operatives

Player 1 (P1) is Joanna Dark. Player 2 (P2) is a CSI soldier. Both players 
begin this confrontation standing in the middle of Zhang-Li’s fl oating 
arena. Engage this monster! Each player fi ghts a Zhang Li each!

Fighting Zhang-Li with two operatives is just as diffi cult, as there are two 
of them, one per player! He doesn’t throw any pillars, favoring his shock 
attack instead, then mixing in close-quarters combat. He still heals, and 
doesn’t drop his blade in close-combat with two players. Single-player 
strategy is favored here, as you’re effectively on your own!
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Pattern #3: Pillar Push

Zhang-Li stands behind 
one of the 12 pillars and 
hurls it toward you. If he 
is damaged at this point, 
he jumps to another 
platform. As the projectile 
fl ies toward you, either 
destroy it as it heads your 
way, or back off to a safer 
part of the arena. If you 
are hit by the whole pillar 
before it breaks up, you 
take more damage than if 
you are hit by one of the 
broken chunks. Although 
you can use the debris as 
cover, it’s better to keep 
moving.

Pattern #4: Health Replenish

Zhang-Li can summon soldiers 
and draw their life force to 
regenerate his health. When 
he has sucked them dry 

he throws them away. They 
land on the central platform, 
allowing you to replenish 
your ammo. Fight fatigue and 

Zhang-Li’s constant regeneration 
by focusing on his downfall and 
replenishing your ammunition.

Pattern #5: 
Close-Quarters Attack

Once Zhang-Li has taken one-
third damage, he jumps down 
onto the central platform and 
attacks you at close quarters 
with his Viblade. He runs straight 
at you using the Viblade’s 
secondary function to defl ect 
bullets so he cannot be harmed. 
When he gets close to you, he 
uses a double-handed swing 

with the sword. If you successfully dodge (backpedaling or rolling is 
the best plan), Zhang-Li loses balance and drops his Viblade. He will 
retrieve his sword and jump away to a distant rock unless you beat 
him to it and steal his weapon. This gives you a brief opportunity 
to attack Zhang-Li with his own weapon before he jumps away to 
the distant rocks. Using Zhang-Li’s sword against him is the most 
effective way to reduce his health and eventually defeat this tyrant. If 
he’s struck, or even if you miss, Zhang-Li then summons his weapon 
from your hands and begins another attack. Although the close 
assault with the Viblade is the best way to win, watch your health. 

Victory! 

Continue reacting to Zhang-Li’s different attack patterns until he 
yields, in a most spectacular crescendo of carnage! Zhang-Li 
will jump straight up and out of sight when defeated.

PRIMARY OBJECTIVE
DEFEAT ZHANG-LI COMPLETE!

Choose a weapon with a scope and try to get 
in as many headshots as possible, especially in 
higher diffi culties where ammo is scarce.

If you don’t need the ammo, don’t let him heal. 
You can interrupt him from healing by a well-
placed shot into him.
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Dark Online
There’s more to Perfect Dark Zero than undoing the sinister 
plotting of dataDyne CEO (and resident madman) Zhang-Li. 
If you have an Xbox Live gamertag and an active Xbox Live 
account, you can wade into an entire realm for fast-paced 
online gaming. Perfect Dark Zero offers eight online match 
types, from the every-player-for-himself Killcount to the 
predator-prey Infection round, stretched across six maps. These 
maps have three variants each, so the possibilities for seeking 
glory online are almost endless.

  However, entering the online Combat Arena against up to 31 
other players without a solid briefi ng is foolhardy. The compe-
tition is great and other players will pounce upon any sign of 
weakness in an effort to increase their online rankings. Do not 
allow your presence in the arena to advance other players—
take the fi ght to them and win.

  Study each map and its variants so you understand the 
treacherous terrain that awaits you. Learn the best places to 
set up an ambush. Discover the most effi cient routes to bring 
an enemy fl ag back to your base and score the point that wins 
the game. These tactics help you attain swifter victories in 
DeathMatch mode and earn the most cash to buy impressive 
fi repower in the lethal Dark Ops campaigns.

   Much of your potential to win also comes from your talent 
at picking the best tools for the job. You can use several weapon 
sets in the Combat Arena, each with individual strengths and 
weaknesses. Some maps even host vehicles, increasing the 
need to know the weapons inside and out. What kind of agent 
brings a P9P to a Rocket Launcher fi ght? A dead one, that’s who.

Combat Games
There are two distinct types of online games in Perfect 
Dark Zero’s Combat Arena: DeathMatch and Dark Ops. Four 
individual game types comprise each mode, and each type 
requires different objectives for victory.

DeathMatch
The virtual DeathMatch arena was created by dataDyne with 
the intention of introducing the sport of the future—and they 
succeeded. Millions of people log in to watch the best of the 
best compete in these contests with agility and accuracy. 
No blood is spilled in the real world, but shame knows no 
boundaries; those defeated in the digital arena must watch 
from the sidelines as the victors are celebrated much like 
the football and basketball (remember those archaic sports?) 
heroes of the past.

  DeathMatch rounds allow the host to select specifi c weapon 
sets for use in the game. (Each set is composed of fi ve different 
weapons, or six if Armor is removed from the set.) At the start 
of the game, players receive a standard weapon, but must 
collect more advanced hardware during the match. The best 
weapons are sure to be hotly contested, so watch your back 
when seeking them out.

  All DeatchMatch games can be played with up to 32 players 
total. If desired, game hosts can elect to fi ll in human vacancies 
with automated bots. These bots fi ght alongside Xbox Live 
players, or hosts can put these computer-controlled merce-
naries on an opposing team for the ultimate man-versus-
machine competition.

To play Perfect Dark Zero online, you must 
have an active Xbox Live account. Please 
reference the Xbox 360™ manual for detailed 
instructions on how to set up your Xbox Live 
account, as well as how to navigate the Xbox 
Live Blade for connecting to the Xbox Live 
service and selecting your player profi le. You 
can also visit www.xbox.com/connect for infor-
mation on setting up your Xbox Live account.

Combat Arena is not limited to Xbox Live 
subscribers only. If you do not have an active 
Xbox Live account, you can play all of these 
multiplayer games via split screen (players share 
a screen divided into portions) or System Link, 
which requires one Xbox 360™ and television 
per player as well as a home network to link 
the consoles. System Link players do not share 
screens, but to prevent your competition from 
peeking at your favorite sniping position, angle 
your television screen away from other players.

Bots have four levels of diffi culty: agent (easy), secret agent (medium), 
perfect agent (hard), and dark agent (insane). The “smarter” the bots, 
the more accurate they are with their weapons and their team strategies. 
Easy bots are only a few steps up from cannon fodder, while hard bots 
pose tough challenges to even the most experienced players.
  Bots can be distributed across teams at the will of the player 
hosting the match. One of the Advanced Options in game set-up is Bot 
Distribution, which determines how bots are introduced into a match. 
A static bot count (fi xed bots) maintains a fi xed number of bots in a 
match. Hosts can choose to have bots removed whenever a human 
player joins a game (remove bot), or have a bot added every time a 
human player joins a game (add bot). This serves to either keep team-
based games even-handed, or provide a greater challenge for human 
players squaring off against bots.

Bots
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Killcount

Killcount is a traditional free-for-all match, played in the estab-
lished style of deathmatch games. Players spawn into the map at 
any given point and begin the great hunt, seeking out weapons 
to punish opponents with. Killcount games are typically feverish 
and fast-paced. Depending on the participants’ play style, 
sometimes defensive players with protracted hunting strategies 
do better than brasher players who use fl ashy techniques.

  The game host can select which map to use in the contest, 
as well as the specifi c variant. The maximum number of 
players can also be established, as well as how many bots 
can fi ll out the game. Point limits can also be set, with the 
match ending when the winning player reaches a specifi c 
number of kills.

Team Killcount

Team Killcount plays out much like regular Killcount, except 
players are divided into two teams (which can be augmented 
with bots). Teams typically spawn in specifi c locations, which 
often must be defended so that the opposing team cannot 
set up camp and pin the competition down. Controlling map 
sections is pivotal to success, as it is far easier to score kills for 
your team total if you limit the amount of real estate opponents 
can hide in.

  The game host can select map and map variants, decide how 
many points are required for a team win, as well as set up a 
series of Advanced Options that dictate which team begins at 
which base (if you are playing on a map variant with bases), 
whether bots will participate (and, if they do, at what level of 
expertise), and what player models will be used.

Capture the Flag

Capture the Flag (CTF) matches are strictly team-based affairs. 
The goal is to steal the opposing team’s fl ag from their base 
of operations, escort it across a heavily contested map, and 
deposit it in your own fl ag bay. However, a point is scored only 
if your team’s fl ag is safely in your base at the time you bring 
the enemy fl ag home. 

  CTF games require communication and coordination. 
Flag carriers must keep a team up to date on their position, 
because the moment the opposing fl ag is stolen, that entire 
team is put on alert. Flag carriers cannot shoot back at 
assailants (they are able to punch while carrying the fl ag) and 
they move slightly slower than if they were holding a weapon. 
To successfully get a fl ag home, an entire team must work to 
keep the fl ag-less team at bay.

  The game host can select not only the map and map variant, 
but also whether teams are randomly assigned a particular 
base or a fi xed base. Bots can be introduced and assigned to 
teams, match lengths and point requirements dictated, and 
player models selected.

Spawn points are located randomly in a 
Killcount map, as gunned-down players 
reappear in the match at random positions to 
keep the game both fair and fresh.

Team Killcount games played on map variants 
with bases introduce team-specifi c spawn points. 
These bases serve as automatic footholds on 
a map, but they are not guaranteed square 
footage. Teams must prevent the competition 
from surrounding and infi ltrating a base, so 
the team spawn point isn’t overrun.

The Capture the Flag maps display where each 
team’s fl ag bay is located, as well as the 
location of teleporters that can be used to 
spawn into the map after an untimely demise. 
Flag carriers can use dozens of routes to take 
the fl ag back to the base.
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Territorial Gains

Territorial Gains games are all about possession and ownership. 
Each map is peppered with Gains, tall cylinders that become 
violently contested as opposing teams attempt to control them. 
To take a Gain, you must stand next to it and hack it by holding 
1 for several seconds. While hacking a Gain, you are completely 
vulnerable to enemy attack. If you release 1 to use a weapon, you 
must completely start over when hacking the Gain. To best take a 
Gain, teammates must work together to provide cover for the player 
assigned to hack the Gain.

  Players must hold a Gain in order to earn points. Should the other 
team manage to hack a Gain away, points will no longer be accrued. 
Once a Gain is hacked, it is far from owned. Opponents attempt to 
re-hack the Gains and make them team possessions, thus adding to 
their score. Once a Gain has been hacked, possessors must set up a 
defensive line to maintain ownership of the Gain.

  The host of the match selects the map and map variant, as well as 
the requirements for victory: how long a match lasts or how many 
points must be accrued to win. Bots can augment player counts 
(although it is inadvisable to completely trust them to defend a Gain).

Dark Ops
Dark Ops multiplayer matches are quite different from 
DeathMatch games. All of the games are round-based and 
do not have weapon sets selected prior to the start of the 
match, nor are weapons available on the fi eld once the match 
has begun. Instead, Dark Ops players must “purchase” their 
weapons before a match from a purse that increases depending 
on their performance during the match.

  Certain feats, such as scoring a kill in Eradication or 
“infecting” another player (in the Infection game type), add 
credits (noted as “cr” in game) to a player’s account. Certain 
accidents, such as shooting a teammate, withdraw credits. 
Credits earned are carried over from round to round, but 

cannot be preserved at the conclusion of a game. The next 
time you play a Dark Ops match, every player begins with the 
same number of credits for weapon purchases. The maximum 
number of starting credits you can receive is 15,000; the 
maximum number of credits you can have/earn is 20,000.

  Credits introduce a new wrinkle to the matches. Players must 
budget for success, as some weapons are quite expensive. If a 
player is unsuccessful at earning money or spends too much 
on weapons lost during a losing round, he can fi nd himself with 
only enough credits to buy a low-level pistol—or at least armor 
in hopes of surviving long enough to get close enough to an 
enemy to steal his or her weapon.

  Players who survive a round get to keep their weapon in the 
next round, and the weapon’s ammunition supply is completely 
refreshed. Survival and smart playing are good not only for 
your online ranking, but for your pocketbook as well.

The location of the Gains typically changes with 
every map variant. The small variant usually 
has the fewest number of Gains, with base 
variants offering additional Gains or at least 
new positions for the number of Gains in play. 
Some Gains are cleverly tucked into easily 
defendable positions, while others are placed 
in the open, making them increasingly diffi cult 
to hold for an extended time. Ownership 
of these Gains will usually either fl ip-fl op 
repeatedly, or not be sought at all because 
they require too much manpower to defend.

Every weapon and gadget has a fi xed price that does not change, no 
matter which game type you play or how many times you purchase the 
weapon. As a general rule, the more powerful the weapon is, the more 
expensive it will be. There is also no limit to the number of the same type 
of weapons you can buy. If you want to wield dual CMP-150s, you are 
free to buy two of them. The only limit is your credit fl ow and space in 
your inventory. Also, remember that once you buy a weapon, you cannot 
sell it back to the armory. You can drop it if you want a different weapon, 
but the spent credits are lost forever.

  The weapons in the armory are divided into six categories: pistols, 
SMG, close combat, assault, thrown, and heavy. There are also 
categories for vehicles and gadgets, as well as a button exclusively for 
purchasing armor. The Armory menu is radial, so use the left stick to 
scroll around the shop and then press 1 to open the menu. Press 1 to 
purchase a weapon. Press 2 to back out of a category and return to the 
top Armory menu.

Weapon Purchasing

Pistols
Name Price in (Cr)edits
P9P 1,000

Falcon 1,500

Magnum 2,500

Magsec 4 1,500

Psychosis Gun 2,000

SMG
Name Price in (Cr)edits
DW-P5 3,000

UGL Liberator 2,500

CMP-150 3,500

RCP-90 5,500
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Eradication

Eradication is similar to Killcount, except that once you are 
eliminated, you’re out for the remainder of the round. There are 
no spawn points or teleporters where you can rejoin the round. 
You are welcome to follow the rest of the round via spectator 
mode, in which you can see how your teammates fare until the 
round is over. (More than one hiding spot can be discovered in 
spectator mode.)

  In Eradication, every successful kill is worth 1,000 credits. 
The more players who are in the match, the more you can earn. 
However, just surviving until the end of the match does not 
guarantee an impressive pocketbook. You have to put yourself 
in harm’s way—or be an incredibly sneaky sniper—to earn 
credits to buy weapons in the next round.

  The game host decides how long each round lasts, how 
many rounds are in a game, and potentially puts a cap on the 
number of kills required for the win. The host can also assign 
starting base points, introduce vehicles on the maps capable 
of supporting them, and set whether or not players can join a 
game in progress. Hosts can also eliminate weapon categories, 
such as disallowing heavy or thrown weapons. Perhaps the 
most important pre-game option, though, is the number of 
starting credits. The host can give players as few as 1,000cr at 
the start of a game, all the way up to 15,000cr.

Onslaught

Onslaught matches divide players into two teams: attackers 
and defenders. Defenders must repel the attacking team from 
a set piece of real estate on the map by any means necessary. 
Defenders are allowed to purchase whatever weapons they 
desire from the armory before the start of the round, but 
there is typically no time for window-shopping. The attackers 
are frozen in place for only about 10 seconds at the start of 
the round. If players have not made up their minds by then, 
the attackers are loosed on the lollygaggers. A defender still 
browsing is not only of no use to the team, but is a sitting duck 
for the attackers.

  Defenders can step outside of their designated defense 
positions, but they pay a severe penalty in health. The message 
“DESERTER! GET BACK TO BASE OR DIE!” appears on-screen 
and the health bar is slowly chiseled away until both feet are 
back inside the defense border. While stepping out is generally 
discouraged, it is not entirely a bad strategy. If you spot an attacker 
in a vulnerable position, it may be worth the hit in health to score 
an easy kill and rack up the 200cr reward for a slain attacker.

  Attackers are unleashed on the defenders from a specifi c 
point on the map, usually a street or two away so defenders can 
see them coming—and teams with good communication can 

Weapon Purchasing (cont’d)

Assault
Name Price in (Cr)edits
KSI-74 4,500

FAC-16 6,500

SuperDragon 7,500

Laptop Gun 9,500

Close Combat
Name Price in (Cr)edits
Viblade 5,000

DEF-12 Shotgun 5,000

Combat Shield 4,000

Thrown
Name Price in (Cr)edits
Flashbang 1,000

Frag Grenade 1,000

Multimine 4,000

Hawk 4,000

Heavy
Name Price in (Cr)edits
Plasma 15,000

M60 10,000

Rocket Launcher 15,000

Jackal 10,000

Shockwave 12,500

Gadgets
Name Price in (Cr)edits
DemoKit 1,000

Revive Kit 1,000

CamSpy 1,000

Locktopus 1,000

DataThief 1,000

Armor and Vehicles
Name Price in (Cr)edits
Armor 1,000

Jetpac 10,000

Hovercraft 10,000

Even if you start a round with enough credits 
to purchase something as devastating as a 
Rocket Launcher, remember that once the 
weapon runs dry, you must wait until the next 
round to receive more ammunition—provided 
you actually survive the round victoriously. 
There are no ammunition deposits anywhere on 
any map in Dark Ops mode.

Eradication maps feature no pick-up weapons 
or ammunition stocks. With few extraneous 
features, the players can focus on the pressing 
issue of spraying death in every possible 
direction. Credits—and the potential to buy 
steely instruments of death—are at stake!
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devise an offensive strategy. While defenders are allowed free 
run of the armory at the beginning of the round, attackers are 
allowed only one of three weapons: Falcon, DEF-12 Shotgun, or 
CMP-150. If an attacker manages to eliminate a defender, he or 
she is awarded 1,000cr for the next round.

  There is always more than one way into the defenders’ hold. 
Not only do most defense positions have one standard entry 
way, there is always a “back door” that can be exploited with a 
DemoKit. (DemoKits are distributed randomly among attackers 
at the beginning of a round.) However, defenders almost 
always will protect the weak spot if they detect a pesky attacker 
making a move for it.

  At the beginning of a game, the host is allowed to set 
up a few game parameters. There are three ways to win an 
Onslaught game:

•  Round-based: Whichever team holds the defense point the 
longest wins.

•  Threshold Time: Whichever team holds the defense point a 
required amount of time wins.

•  Longest at End: The team that holds the defense point 
longest before time is up wins.

  Depending on the winning requirement selected, the host can 
choose the length of the threshold time (up to 15 minutes), limit 
the number of rounds, and limit the length of the entire game. 
The host can also decide if any weapons are to be disallowed 
and how much starting money players have, as well as select 
which weapon the attackers can use. The ability for extra 
players to join the game in progress is also an option.

Infection

Infection games divide players into two teams—but one team 
has a serious pox on their house. The uninfected team begins 
the game looking like normal humans. The infected players 
appear as skeletons with all 206 bones in full view. There’s 
no time for modesty, though, because the teams are not 
static. Whenever an infected player manages to eliminate an 
uninfected player, that player appears as a skeleton and joins 
the cause of hunting the healthy.

  The uninfected players always outnumber the infected 
players at the start of a round. By the end of the round, it’s 
typical to see a horde of skeletons hunting down a lone 
survivor—this is when the ability to hide becomes an absolute 
necessity. Mercifully (at least, for the uninfected), infected 
players have only pistols. Skeletons are not allowed to shop for 
new fi repower like the uninfected. However, infected players 
can empty their hands and try to steal a weapon from the 
uninfected. 

  Infected players essentially have unlimited lives, as they 
randomly spawn back into the game mere seconds after they 
are gunned down. 

  Points are given out in Infection matches only if one “team” 
survives; they are not distributed per kill. If the infected players 
manage to transform every player into a skeleton, they are 
awarded points. If the uninfected players survive the round, 
then points are awarded to them. The player with the most 
points is then declared the winner.

  Betrayal is often a huge factor in Infection matches. Online 
friends may fi ght alongside each other if they are both 
uninfected, but infection supersedes real-world pleasantries. 
Expect friends to turn on each other like savages as soon as 
ranks are broken by the infected and that fi rst friend gets bony.

  Infection games divide players into two camps—but one 
camp has a serious pox on their house. The uninfected players 
begin the game looking like normal humans. The infected 
players appear as skeletons with all 206 bones in full view. 
There’s no time for modesty, though, because the conditions 
are not static. Whenever an infected player eliminates an 
uninfected player, the uninfected player appears as a skeleton 
and joins the cause of hunting the healthy.

There are no map variants in an Onslaught game. 
The action typically takes place in the Base 1 
section of a map, save for the Desert map, where 
the defense point is confi ned to a two-story 
room. The tight quarters in this map make for 
fast, furious games with high turnover.

During the fi nal 60 seconds of any Dark Ops 
Game, all players become visible on the on-
screen radar. In Infection games, this is when 
things get especially hairy for the uninfected, 
as they can count on every single skeleton 
to come running to their position in hopes of 
scoring a valuable kill.

Infection games can be played on all three 
map variants. There are no teleporters on the 
maps, as there is no way for players to warp 
into the game—whether infected or uninfected, 
they are always in the match.
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Sabotage

The team-based Sabotage game splits the players into two 
groups: attackers and defenders. But rather than defend a 
single chunk of real estate, as in an Onslaught game, the 
defenders are charged with protecting a series of properties, 
called “Props.” These Props include such things as commu-
nication antennas, crates, and barrels. Props are grouped in 
different areas of the map, giving defenders ample opportunity 
to set up defensive perimeters.

  The attacking team has only one goal: eliminate the Props. 
Picking off defenders is good for the pocketbook, and makes it 
easier to get at the Props, but the match is won only if the Props 
are wholly destroyed.

  Any offensive weapon can destroy a small Prop. Grenades, 
rockets, and DemoKits are the best tools for the job. However, if 
a player had the time and lack of resistance, he or she could chip 
away at barrels and whatnot with a pistol. A grenade is typically 
enough to ruin a few crates or barrels. However, the largest 
Prop—the massive communications antenna—can withstand 
a lot of abuse. It takes several grenade and rocket attacks (with 
direct hits) or three DemoKit charges to bring it down.

  The round ends when the attackers manage to ruin all of 
the props, or the defending team holds out for the designated 
length of the round. The round will also end if all members of 
one team are killed (if all attackers are killed/attacking team are 
killed or all defenders/defending team are killed). Each prop is 
worth a certain number of points (based on how much damage 
is necessary to destroy it; the harder it is to destroy, the more 
points it’s worth). The team with the most points at the end of 
the game/match wins.

The HUD
Upon entering the online competition, you see the world 
through the eyes of your digital avatar. Thanks to the latest in 
DeathMatch technology, dataDyne can display all relevant infor-
mation to the match directly over the avatar’s point of view: 
from radar to help track your quarry to an accurate ammunition 
counter that prevents smart players from running dry in the 

middle of a heated fi refi ght. All information is updated in real-
time, guaranteeing that participants have all the essentials with 
a quick glance about the screen. 

  A complete understanding of the head’s-up display (HUD) 
is must-have knowledge for successful dataDyne DeathMatch 
competitors:

 

Radar: This scanner reveals the location of your enemies—when 
they make noise. The sound-based radar displays the location of 
all of your teammates (if you have any) as four different colors 
all of the time, but unless competitors fi re a gun or use a vehicle, 
they remain off-radar. However, if an enemy makes enough 
noise to register on the radar, he or she appears as a bright red 
dot. Using a silencer keeps players off of the radar, but at the 
expense of damage the weapon can infl ict. On a multi-tiered 
map, players located on a level above appear as up arrows and 
players located a level below appear as down arrows.

   The radar also displays relevant map information, such 
as the location of teleporters, fl ags, and Props. Only the 
immediate area is displayed on the radar. To see a full view 
of the map, access the map from the Pause menu. Just 
remember, if you’re staring at the map, you’re an easy target.

 Location: Every map is broken down into zones, and each 
zone has a unique name. This HUD listing details what zone 
the player is currently standing in—or running through in a 
desperate attempt to survive. Once players are familiar with 
a map, these zone locations prove useful “shortcuts” when 
talking to teammates via the Xbox Live Headset.

 Weapon: When you switch weapons, the weapon brought 
into play appears here. Weapons are changed via 4, and 
because it typically takes one or two seconds for a weapon 
to be successfully switched out (the length of time depends 
on the size of the weapon—for example, switching pistols 
is almost instant), the icons that appear here are useful for 
quickly shuffl ing through a weapon inventory. When you 
see the icon for the desired weapon, stop tapping 4 and the 
weapon soon fi lls the avatar’s hands.

 Ammunition Counter: The ammunition counter displays the 
remaining ammo for the selected weapon. The blue dots 
represent the ammo in the current clip while the orange dots 
below represent the number of secondary fi re rounds in the 
grenade launchers of the FAC-16 and the SuperDragon. 

Sabotage games are played only on a single 
map variant, just like Onslaught matches. The 
positions of the fi ve Props are fi xed and do 
not change between rounds. 
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 Health and Armor: Much as in the single-player campaign, 
this meter represents the amount of health and armor that 
remain. The white border represents the integrity of body 
armor, while the green meter is health.

 Game Information: This block of text details the type of game 
being played, as well as the amount of time left in a round or 
match. Depending on the game type, the name of the player 
with the highest score is sometimes displayed in this infor-
mation. If the game is team-based, the total score of each team 
is also displayed here. Other game-specifi c information also 
appears, such as player status in an Infection match or whether 
or not a defender in an Onslaught game has stepped out of the 
boundary of the defense point.

 Voice: Some games have two channels of voice. This alerts 
the player as to whether or not comments uttered are heard 
by all game participants, or just those on the same team.

Appearance 
Is Everything
When DeathMatch athletes log into their online contests, they take a 
new form more appropriate for the digital realm. Six different player 
models are available in the multiplayer game, all based on characters 
encountered in the single-player campaign—including Joanna Dark. 
No model has one advantage over the other; it’s the carbon-based 
person behind the avatar that makes or breaks the experience. In the 
most capable of hands, Dr. Caroll looks just as nimble as Joanna Dark 
at her prime.

  When players enter a free-for-all game, such as Killcount, they 
choose their own avatar from the provided six. In team-based games, 
the host selects which two player models are to be used from the 
pre-game setup menu. The two teams then assume the designated 
models and set up into the virtual battlefi eld.

  With teams 16 players deep using the same model, and free-for-all 
games seeing same-model warriors, how do you tell friend from foe? 
The ingenious system set up by dataDyne color-codes the other fi ghters 
based on the individual player’s point of view. All enemy characters 
wear red costumes while teammates are garbed in green (as the default 
setting) or blue (as a customizable setting). This coordinates with the 
on-screen radar, which also shows all players color-coded either red or 
green, depending on if they are enemies or teammates, respectively.

Dark
Joanna Dark and her team (which includes Jack and Chandra) make an 
appearance in the multiplayer game via this group of virtual avatars. 
Players are randomly assigned an avatar from these three models.

dataDyne
The dataDyne models include the comely MaiHem avatar, sporting 
blonde hair and “come hither” eyes. Don’t fall for this siren’s song, 
though, as that wink is only a preface to a vicious attack. The other 
two models in this group include two dataDyne soldiers. Players are 
randomly assigned an avatar from these three models.

Carrington
Jonathan Steinberg of the Carrington Institute has been recreated 
for a DeathMatch model in the virtual realm, along with a CI trooper 
and Joanna Dark in her CI uniform. The handsome rogue may look 
dashing, but stopping to admire those baby blues is perhaps the last 
mistake a player will ever make. Players are randomly assigned an 
avatar from these three models.

Killian
The villainous Killian and two of his underlings have been 
scanned and deposited into the virtual fi eld. Killian’s red eyes 
burn just as bright when taking down an online athlete as they 
do attacking Joanna in the real world. Players are randomly 
assigned an avatar from these three models.

Trinity
Trinity’s Dr. Eustace Carroll may appear somewhat diminutive 
ingame, but appearances often lie. Carroll, and two additional 
agents from the Trinity Platform, are just as capable of lifting 
heavy weapons and making death-defying jumps as the 
other DeathMatch participation models. Players are randomly 
assigned an avatar from these three models.

Holomatch
The burly brutishness of the Henchmen, composed of three 
roughs from the nightclub scene, look formidable in DeathMatch 
competitions. The Henchmen may cut an imposing profi le, 
but the bigger they are, the more there is to shoot. Players are 
randomly assigned an avatar from these three models.

Achievements
New to Xbox Live with the Xbox 360 are Achievements—recog-
nitions earned by meeting specifi c in-game requirements. 
Achievements are visible on your Xbox Live profi le, so if you 
really want to prove yourself as one the best Perfect Dark Zero 
players to come out of the Carrington Institute, use these tables 
to determine how to score the game’s Achievements. There is a 
grand total of 42 Achievements in Perfect Dark Zero.

Multiplayer Mode Awards
Scenario-Specifi c AwardsMultiplayer Achievements
Game Type Games Played Online Credits
DeathMatch 10/100/1000 10/20/30

Dark Ops 10/100/1000 10/20/30

Total Achievements: 12

DeathMatch Achievements
Game Goals Credits
Killcount 10/100/1000 kills 10/20/30

Team Killcount 10/100/1000 kills 10/20/30

Capture the Flag 10/100 Flag points 10/20

Territorial Gains 10/100 Gain points 10/20

Total Achievements: 10

Dark Ops Achievements
Game Goals Credits
Eradication 10/100/1000 Rounds Survived 10/20/30

Sabotage 10K Cr/100K Cr Prop Damage 10/20

Onslaught 10/100 Minutes Survived 10/20

Infection 10/100/1000 Players Infected 10/20/30

Total Achievements: 10
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Expert Kill Awards

Maps
There are six multiplayer maps in Perfect Dark Zero: Desert, Old 
Town, Subway, Temple, Tower, and Urban. Each map is based on 
a location from the single-player campaign and offers different 
advantages and disadvantages, depending on the kind of 
combat preferred by game participants. For example, Old Town 
defi nitely favors those who are skilled at close-quarters combat, 
while the Desert map gives long-range combat afi cionados 
room to use the scope.

  Every map has three variants. The fi rst variant is called 
“small” and it typically represents the central area of the map. 
The remaining two variants open up bases. Every map has four 
bases—one through four—and the additional two variants each 
encompass two of those bases. Bases are sometimes extra 
rooms off of the main fi eld, while in other maps, bases can 
open up new hallways, courtyards, and multistory buildings. No 
variant opens up the entire map with all four bases.

  Any number of players can play on each variant. Even 
the largest variants can be used by a simple pair of players. 
However, action scenes might be few and far between thanks to 
the extended tracts of land the duo must cross just to fi nd each 
other. And if one decides to camp out in a relatively unused 
corner, the match could get a little slow. This is where bots are 
often put into play, as the extra digital bodies populate the 
battlefi eld, providing more targets, and more reasons to duck.

Map Features
While many points of interest on the multiplayer maps 
are game specifi c (such as the Gains in Territorial Gains 
matches), some features are almost universal in nature. 
Teleporters, weapon spawns, and DemoKit points appear 
on every map (depending on the selected game type). 
Vehicles, however, appear on only two of the six maps: 
Desert and Urban.

Spawn Room
Very few things are more 
frustrating than being 
“owned” the moment you 
spawn into the map. Before 
you can even pick up a decent 
weapon, an enemy sniper 
camped in a perfect position 
above the spawn point blasts 
you right off the map. Spawn 
rooms are the buffer between 
death and re-entering the 
map, and they give players a fi ghting chance to recover before 
mercilessly dumping them back into the action.

  One weapon set is available in the spawn room. The player 
is given a section of the fl oor, with four spawn pads, one for 
each weapon. The team’s spawns are not shared, and the whole 
team is not given the weapon when one player picks it up. The 
most powerful weapon is there when the game starts, and the 
weapons also respawn on a timer.

  A single teleporter in the center of the spawn room warps the 
player to the map. Walking through the central teleport deposits 
you in your base (or designated spawn point on the small map 
variant). If a team manages to take possession of a teleporter 
on the actual map, a link to that teleporter appears inside the 
spawn room. Alternately, if you wait inside the spawn room for 
15 seconds, you are automatically dropped into the map. So, 
make weapon choices quickly and get back in the game—your 
teammates are counting on it.

Teleporters
In Killcount, players randomly 
spawn into the map. In team-
based games, players spawn 
into specifi c locations—such 
as assigned bases in base 
variants. However, because 
bases are typically located 
at the extremes of the 
map, death often leads to 
a vigorous jogging session 
to get back to the action. 
Teleporters offer teams additional spawn points on the map, 
accessible via the spawn room that players drop into after 
getting cut down on the fi eld.

  Teleporters must be taken like the Gains in Territorial Gains 
matches. To possess a teleporter, a player must walk up to it 
and hold down 1 until the teleporters is “hacked” and taken 
control of. At this point, only members of that player’s team 
can use the teleporter to spawn into the map. While trying to 
hack a teleporter, you are completely vulnerable to enemy fi re. 
If you need to defend yourself against attack, you must release 
1. Once the attack is quelled, you must start all over with the 
hacking process.

Achievements
Kill Type # of Kills Credits
DemoKit Kills 10/100/1000 10/20/30

Headshot Kills 10/100/1000 10/20/30

Sniper Kills 10/100/1000 10/20/30

Melee Kills 10/100/1000 10/20/30

Total Achievements: 12

Each map—including all three variants—is 
completely dissected and laced with game-
winning strategies in the next section.
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  Needless to say, teleporters are hot commodities in 
team games. Teleporters often change hands several times, 
depending on the length of a match. The upside to possessing 
teleporters is great. Not only does this allow one team the 
luxury of spawning back into the thick of it, but it also allows the 
ownership team to use the teleporter as a defensive position on 
the map. Time is gained by not having to run all the way from a 
base to an objective point, such as a Gain.

  The only downside to owning a teleporter is that the enemy 
team has a pretty good idea of where to expect opponents 
to enter the map, and they’ll concentrate their fi re on that 
position.

Weapon Spawns
In Killcount, Team Killcount, 
Capture the Flag, and 
Territorial Gains matches, 
the maps are littered with 
weapon spawns that provide 
players with weapons of 
varying ferocity, depending 
on the weapon set selected 
by the game host at the 
beginning of play. Next to 
every weapon spawn is extra 
ammunition for weapons in that same class (pistol, SMG, 
assault, and heavy). To pick up the new weapon, simply step 
over the weapon spawn—if you have room in your inventory, 
you automatically acquire the weapon. However, if there is 
insuffi cient space, players must use 4 to switch out a carried 
weapon for the new weapon.

  Picking up a weapon spawn affects the spawn room, too. 
When a weapon is picked up, if it was not already available in 
the spawn room, a message details that the new weapon has 
been added. The next time a player dies and enters the spawn 
room, the new weapon is available via the weapon spawns 
inside the spawn room.

DemoKit Points

DemoKit points on a map open alternate routes to an enemy 
team’s base. These back doors must be opened before they can 
be exploited, though. Only players equipped with DemoKits 
(from the gadget menagerie) can break through DemoKit 
points. These points are sometimes not easy to see, but look for 
cracks or a few missing bricks in a wall. Another telltale sign is 
when the option to blow a DemoKit point appears on-screen 
when standing next to a vulnerable surface.

  Sometimes two separate DemoKit points must be breached 
to reveal the new passage. Players can be sure that these points 
will be heavily guarded as soon as enemy activity is detected 
around the base. And it’s not out of the question for confi dent 
teams to detonate the points themselves to have an extra (and 
possibly unexpected) route out of their own base. If one team is 
trying to come through the front door, the alternate route opens 
a fl anking opportunity. Once broken, though, the point remains 
open—there is no way to seal it back shut.

Vehicles
Sometimes crossing the map 
on foot, even with hands 
emptied for brisker running, 
can take a serious amount 
of time. And when Killcount 
points are on the line, hoofi ng 
across several klicks to where 
the rest of the players are 
mixing it up can be downright 
painful. Fortunately, players 
have two ways to be more 
mobile—Jetpacs and Hovercrafts.

All six map strategy chapters include a special 
schematic that shows the location of every 
weapon spawn on the map, as well as what kind 
of weapon is found there. Each weapon set has 
four slots, and weapon spawns correspond 
to one of the four slots. (These remain 
permanent, too. The weapon slot associated 
with each weapon spawn never changes.) So, 
the weapon that appears in the slot-three 
weapon spawn on one game might be something 
completely different if the host selects a new 
weapon set. For more on weapon sets, see the 
“Weapon Set” portion of this section.

All DemoKit points are marked on the map 
variants where they apply in the following 
section.
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  Only two of the maps 
support vehicles: Desert and 
Urban. To spawn one of these 
vehicles, approach a purple 
terminal and press 1 when 
the “activate” prompt appears 
on-screen. The vehicle then 
appears in front of the 
terminal, ready for use. If the 
vehicle is not attended to after 
a couple minutes, it vanishes 

back into the digital ether. In addition, if a vehicle is abandoned 
elsewhere on the map and left unused for a couple of minutes, 
it too is subject to de-resolution.

  The Jetpac is a single-
occupant vehicle that takes 
the fi ght into an entirely 
different plane—or series 
of planes. Being able to go 
vertical at any point on the 
map drastically alters the 
map’s dynamics, as sniper 
points become easier to 
access. And because the 
Jetpac is armed with twin 
machine guns, it’s practically a fl oating weapons platform. 
The Jetpac provides a certain degree of armor plating, too, 
making the possessor an extremely diffi cult target to bring 
down. (A direct hit from a guided rocket usually does the 
trick, though.)

  The strictly ground-based 
Hovercraft is a more all-
purpose vehicle than the 
Jetpac. Once its air bags 
are infl ated, the Hovercraft 
can cross great distances 
at incredibly high speeds. 
The Hovercraft requires 
one driver to steer. Another 
player can climb behind the 
M60 machine gun or Rocket 
Launcher mounted on top of the Hovercraft and volley shots at 
incoming enemies while the driver tears across the landscape 
at full speed. The Plasma Rifl e can also be mounted on the 
hovercraft turret.

  The Hovercraft also serves as a personnel transport. Several 
players can stand on the sides of the Hovercraft and hitch a ride 
across the map. This is particularly useful when the vehicle is 
digitally introduced at a base. Several players can then quickly 
zoom back into action with little delay. While standing on the 
Hovercraft, riders can fi re their weapons at enemy players. The 
only caveat to this is that those riding the Hovercraft have zero 
protection, and if the Hovercraft is loaded with teammates, a 
stray rocket or pinpoint concentration of enemy fi re can wreak 
tremendous havoc.

Both vehicles have unlimited ammunition. This 
makes a Hovercraft equipped with a Rocket 
Launcher particularly devastating, as the 
gunner can liberally pepper enemy bases and 
strongholds with rockets until he or she 
dismounts or the Hovercraft is destroyed—
whichever comes fi rst.

Jetpacs add an exciting wrinkle 
to matches, as now opponents 
can shoot from virtually any point 
on the map—and above it. Before 
jumping in a Jetpac and fl ying 
into the thick of battle, though, 
players need to understand the 
advantages and distinct disad-
vantages of using the machine.

1.  Players are not invincible in a Jetpac, but their increased mobility 
makes it easy to sweep in and out of hotspots before taking much 
damage. Like a hummingbird, Jetpac users in the air can dart into a 
location and pepper opponents on terra fi rma with the twin machine 
guns. As soon as they are discovered, which shouldn’t be too long 
because the Jetpac appears on radar, they can quickly fl y away and 
buzz another enemy combatant.

2. Dogfighting in Jetpacs is not an uncommon sight, but both of the 
users engaged in the duel should know that they make themselves 
more vulnerable by doing so. For one thing, teammates on the 
ground may get confused by the twirling Jetpacs and target the 
wrong one. And if a Jetpac pilot slows down to deliver a blast 
from the twin machine guns, he or she becomes an easy target for 
snipers.

3. Jetpacs vanish after a period of non-use. Pilots who use a Jetpac 
to reach a sniping vantage accessible only by Jetpac can fi nd 
themselves stranded after their means of mobility disappears. The 
only choice at this point it to stay put, hope for another ride, or take 
the long drop and respawn into the match.

4. Do not walk around the map in the Jetpac. The vehicle is excessively 
noisy and it is just as easy to hear coming in-game. The walking speed 
isn’t even that fast—players are likely better off on foot. The speed 
may be similar, but the Jetpac is too big to fi t into small hallways and 
doors, limiting ground mobility.

5. The Jetpac is a considerable target. The Jetpac cuts a fatter profi le 
than a regular player model, making it much easier to shoot. The 
Jetpac is an attractive target because of this, whether in the air or on 
the ground. While it does provide more armor than basic body armor, 
it can still be destroyed, and the resulting explosion takes the pilot 
down with it. 

Jetpac 101
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Weapon Sets
There are a lot of weapons in Perfect Dark Zero, but not all of 
them enter into play during the online competitions. Only fi ve 
weapons are used per match, and it is up to the game host to 
decide which set of weapons will be used in a game. (Although 
chatter over the Xbox Live Headset can sometimes be enough 
to persuade changes.)

  Each weapon set includes one slot for a starting weapon, 
four slots for weapons found either in the spawn room or 
on the map, and armor. The weapons in slots one and two 
are most common on the map, and therefore not considered 
the “strongest” weapons in play. The weapon in slot four is 
considered the “power weapon” and is extremely rare. It is 
typically positioned in either a hard-to-reach area on the map, 
or in a central location where a player attempting to grab it will 
be assailed from all sides.

  In addition to the 20 pre-determined weapon sets, there are 
fi ve open sets for customization. The host can create weapon 
sets from all available weapons, and order them in any fashion 
he or she sees fi t. The “power weapon” can be set in the fi rst 
slot, making it the most common on the map. This completely 
changes the dynamics of the match and can be a fun way to mix 
things up.

Provided Weapon Sets
Twenty weapon sets are provided for hosts to choose from 
before starting a game. Detailed strategies for each weapon 
set follow.

  Each weapon set created by dataDyne for the online compe-
tition was developed with several factors in mind: balance, 
power, and amusement factor. Some weapon sets, such as 
Tactical, compel players to devise clever strategies to make 
good use of the common slot-one weapon, the Psychosis 
Gun. Weapon sets such as Shotguns inspire more brute-force-
oriented, high-body-count games.

  The best way to get a leg up on opponents is to know the 
strengths and weaknesses of each weapon set before heading 
into battle. Be sure to understand the full potential of the slot-
one weapon, as it appears the most on the map. Study the 
functionality of the slot-four “power weapon” to determine 
if it’s worth the bodily risk to hunt it down and add it to the 
spawn room. Each listing details the specifi c strategies for all 20 
designated weapon sets.

The Hovercraft is a sweet mercy 
on large maps, as it gives multiple 
players the opportunity to cover 
great distances in relatively little 
time. Its dual use as a battle 
wagon also makes it an appre-
ciated addition to the match.

1. Don’t argue over who gets to 
drive and who operates the 
mounted weapon. Time thus wasted is time that enemies can use to 
converge on the Hovercraft or set up defensive lines in expectation 
of its arrival.

2. Everybody on the Hovercraft must communicate. The driver, gunner, 
and passengers have to keep each other aware of trouble—such as 
incoming enemy players. However, everybody talking at once is not 
very effective, so designate point persons to watch for threats coming 
from the fl anks and the rear.

3. To reach its insane speeds, some armor plating needs to be stripped 
from the Hovercraft design. The vehicle can take some damage, 
but excessive onslaughts from heavier weapons like grenades and 
rockets could be enough to kill everybody onboard. In a Team Kill-
count match, the score boost from a large-scale slaughter could be 
hard to overcome.

4. The Hovercraft also appears on radar, just like the Jetpac—making it 
an attractive target. Expect resistance around every corner, as your 
enemy can see you coming from both a literal and fi gurative mile away.

5. When a Hovercraft reaches its agreed-upon destination, quickly 
disembark. The moment the gunner relinquishes the mounted 
weapon, the vehicle is extra vulnerable to attack. Teams cannot afford 
to lose players at a hotspot because of lollygaggers who don’t quickly 
get off the fl oating gas tank.

Hovercraft Driving School

These weapon sets only apply to the DeathMatch 
game mode. Dark Ops use the shopping spree 
method of allowing players to buy their weapons 
from a menu of all available weapons.

In the world of online DeathMatch, you cannot judge a player by his or 
her weapons alone. While weapons make a certain amount of difference 
in deciding who is the victor and who is unceremoniously ejected from 
the dataDyne server, the user’s talents have much to do with game 
outcomes. A player skilled with a P9P pistol can easily take down a 
player armed with the brutish Rocket Launcher, despite the Rocket 
Launcher’s technically superior fi repower.
  Players are advised to become familiar with all weapons, as you never 
know what weapon set the game host will select for a match. However, 
you should master specifi c weapons from each class—pistol, SMG, 
assault, and heavy. Well-rounded players with a variety of weapons skills 
are far better equipped for victory than those who mistakenly believe 
pure brawn will seize the day.

Tools Versus Talent

Each individual map strategy section includes 
a mini-map detailing the position of all weapon 
pick-ups on the map, listed by slot.
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Standard

The power weapon in this set is the FAC-16, which is perhaps 
the most versatile weapon in the entire armory. The impact-
exploding grenades are ferocious and the silenced scope masks 
accomplished hunters on the radar, making this one of the few 
slot-four weapons worth risking life and limb to acquire. The 
CMP-150 is the other preferred weapon in this set; expect to see 
it dual-wielded for double the spray. Catch an enemy player in 
the hailstorm to jostle him or her around before ending his or 
her reign on the virtual battlefi eld.

  The weaker weapons are the P9P and the KSI-74. In the hands 
of a capable killer, the KSI-74 can do signifi cant damage, but 
those players are few and far between. The weapon’s inaccuracy 
typically keeps players away, but there’s fun to be had in 
unicorning an opponent with the one-shot bayonet attack.

Alternate

Stealthier players will gravitate to the DW-P5 and the FAC-16, 
as both have silenced fi re. The big difference between the two, 
save for slight accuracy nuances, is ammunition count. The 
DW-P5 has 24 rounds per clip as opposed to the FAC-16’s 30 
rounds, and in the middle of a heated fi refi ght, those six rounds 
can make a world of difference. The Magsec 4 is not that much 
more powerful than the starter Falcon, but its ricochet fi re can 
score kills in tight corridor conditions. The UGL Liberator’s land 
mine function is good for protecting doorways or thrown as a 
last-ditch survival effort.

Tactical

The slot-two weapon, the Magnum, is just a straight-up fun 
weapon to use. Scoring a skull-shattering headshot from a 
klick away is satisfying, almost as much as running around the 
map all cowboyed up with dual Magnums. The Psychosis Gun 
is a good remedy against the Magnum’s effectiveness, as the 
blurred vision it causes makes those headshots hard to come 
by. The RCP-90 is just as good as the Magnum, as it also has 
excellent stopping power. The 40-round clip keeps players in 
fi refi ghts longer and at a defi nite advantage against weapons 
with smaller clips. Threat detection, the RCP-90’s secondary 
function, works well in low-light situations and on large maps, 
where it aids in picking out enemies from the background. The 
Laptop Gun may be considered the “power weapon” in this set, 
but its clever sentry gun function just isn’t worth the extra effort 
to obtain the weapon.

Carrington

The Carrington Institute’s preferred weapon set is sure to 
inspire some feverish matches, thanks to the relatively common 
RCP-90 and FAC-16. Both are good long-range weapons—
having two weapons that lethally close distances keeps players 
on their toes. The RCP-90’s large clip makes it a little better in 
closer combat situations, as wielders do not need to reload as 
often. The FAC-16 is more of a jack-of-all-trades weapon, and 
the attached grenade launcher can really tilt a fi refi ght in the 
user’s favor. The best chance against a player skilled with the 
FAC-16 is the Plasma; its cloaking functionality enables users 
to sneak up on entrenched FAC-16 gunners and take them out 
before they even know what hit them.

dataDyne

The dataDyne weapon set is likely to be one of the most 
popular in online competitions as it is an extremely well 
balanced collection of death-dealers. The P9P is good enough 
to get players to a weapon spawn, and from there on out, every 
weapon has strong selling points. The Magnum is the most 
ferocious pistol in the category, and it’s especially effective 

SLOT 3: KSI-74 SLOT 4: FAC-16 ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: P9P SLOT 2: CMP-150

SLOT 3: DW-P5 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: MAGSEC 4 SLOT 2: UGL LIBERATOR 

SLOT 3: RCP-90 SLOT 4: LAPTOP GUN ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: PSYCHOSIS GUN SLOT 2: MAGNUM 

SLOT 3: FAC-16 SLOT 4: PLASMA ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: P9P SLOT 2: RCP-90 

SLOT 3: DEF-12 SHOTGUN SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: P9P SLOT 1: MAGNUM SLOT 2: CMP-150
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when dual-wielded by a skilled player. The RCP-90 has an 
extended clip and is good for intense combat situations. The 
DEF-12 Shotgun is the great equalizer in close- to mid-range 
combat. In tight situations, it neutralizes an opponent. Even 
from several feet away, the spread of the shot is powerful 
enough to cleave a signifi cant chunk off of an opponent’s 
health meter. Finally, the SuperDragon has both a good scoped 
function and a grenade launcher, making it an all-purpose tool. 
However, SuperDragon users should never let their guard 
down, as any of the other weapons in this set (save for the P9P) 
can bring an end to a hot streak.

Rockets Only

Rockets Only matches are a riot, both in terms of humor 
value and the sight of players running around trying to dodge 
explosions. A pyromaniac’s dream match, Rockets Only 
matches typically result in short life spans and high scores. The 
guided rockets are an absolute blast on large maps such as 
Desert’s larger variants, where rockets can be “driven” through 
caves and into hiding spots. There’s just something about 
seeing an avatar’s face through a rocket’s mounted camera as 
he or she sees fate closing in.

Grenades

The availability of grenades, especially the Frag Grenade, 
makes this weapon set explosive, but invariably, players will 
gravitate to the RCP-90. If the weapon is too hot to retrieve, 
though, Frag Grenades can certainly be used to salt the earth 
around it. Frags are excellent for lobbing over walls into bases, 
especially if another player can goad the base protectors into 
shooting, thus making them appear on radar. Flashbangs are 
also incredibly useful for infi ltrating enemy bases, as the bright 
burst of white light causes temporary blindness and confusion. 
After throwing the Flashbang, make sure you either look away 
or step around a corner to shield your own eyes. If a fi refi ght 
gets too hairy, the Flashbang is an excellent means of escape, 
too. The Magsec 4 is an interesting addition to the mix, because 
its ricochet shots can bounce around walls and tag players 
creeping up with Frag in hand.

Heavy

The SuperDragon truly reigns supreme here. The M60 may 
technically be a stronger weapon, but its slot-four placement 
makes it a rarity on the map—and the unavailability somewhat 
mutes its desirability. The Magnum’s slot-one position make it a 
regular fi xture on the map, so the danger of a headshot increases 
tenfold. Should a player manage to obtain the M60, the best 
weapon against it is the RCP-90. Even though the M60 has more 
rounds per clip, with its extra clips the RCP-90 has more rounds 
than the beefi er M60. If you use the RCP-90 and are an effective 
dodger, you can coax a reckless opponent into spending an entire 
M60 clip. While the M60 reloads (which feels like forever in a 
fi refi ght), the RCP-90 user can pop out and fi nish off the opponent.

Sniper

Of the two sniper-labeled weapon sets, this is the preferred one. 
The KSI-74 and CMP-150 are good medium-range weapons, useful 
for players trying to reach a sniping vantage point. Between the 
KSI-74 and CMP-150, though, the CMP-150 is the better weapon. 
Its greater accuracy makes it better in a fi refi ght than the slightly 
more powerful KSI-74. The KSI-74 is better as crowd control, 
thanks to the lower accuracy. Firing the KSI-74 into a group causes 
great damage, and if an opponent manages to get close enough, a 
bayonet to the chest will certainly slow him or her down.

  The lone sniper rifl e, the Jackal is in slot four, making it a 
high-worth commodity on the map. Only a few players are 
likely to manage to both grab the weapon and reach a vantage 
point to use it properly—but if one or two players achieve it, 
all open spaces must then be walked with great caution. If this 
weapon set is in play, teams need to work together to get at 
least one sniper equipped and in position.

Sniper+

SLOT 3: ROCKET LAUNCHER SLOT 4: ROCKET LAUNCHER ARMOR SLOT: ARMOR

STARTING: ROCKET LAUNCHER SLOT 1: ROCKET LAUNCHER SLOT 2: ROCKET LAUNCHER 

SLOT 3: FRAG GRENADE SLOT 4: RCP-90 ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: MAGSEC 4 SLOT 2: FLASHBANG 

SLOT 3: SUPERDRAGON SLOT 4: M60 ARMOR SLOT: ARMOR

STARTING: P9P SLOT 1: MAGNUM SLOT 2: RCP-90 

SLOT 3: KSI-74 SLOT 4: JACKAL ARMOR SLOT: COMBAT SHIELD

STARTING: FALCON SLOT 1: FALCON SLOT 2: CMP-150 

STARTING: FALCON SLOT 1: FALCON SLOT 2: UGL LIBERATOR 
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The Shockwave is the crown weapon in this set—and for good 
reason. With the ability to “see” and shoot through props and 
kill with a single headshot, the weapon has no equal in this set. 
However, this technology comes with a steep drawback: the 
weapon overheats if three shots are fi red too close together. To 
make the best use of the Shockwave, station yourself in a good 
vantage point, deplete enemy health, and alert teammates which 
players are near death.

  The UGL Liberator and Laptop Gun are both good defensive 
measures for Shockwave users. Use the UGL as a land mine to 
protect sniping vantage points, or position the Laptop Gun as a 
sentry weapon, aimed properly to catch oncoming players who 
have fl ushed out the sniper vantage.

Pistols

The pistol weapon set strikes a good balance, giving players the 
tools to make good kills right away. The silenced, scoped P9P 
is excellent for needling the health of unsuspecting players—
unless a headshot is a sure thing, then by all means, go for 
that. The Psychosis Gun does not cause much damage, but it is 
good for disorienting players who manage to lay their hands 
on the Magnum (or worse, dual Magnums). The Psychosis 
Gun’s secondary function, confusing players into thinking their 
teammates are really enemies, is good for diffusing tough 
situations.

  The Magsec 4 is a tight addition to this set. The ricochet 
bullets are good for bouncing around corners and nailing 
oncoming players, but its zoom feature makes it quite effective 
as a sniping weapon once carried to a remote spot. Direct kills 
may be hard to score, but in a pistols-only match, snipers aren’t 
really expected, thus adding to the confusion.

SMG

Just like the Pistols weapon set, the SMG set also has a good 
balance between the included weapons. The UGL is unques-
tionably the weakest SMG in the line-up, so it’s far better used 
as a land mine than a gun. Throw it off a ledge into a crowd or 
drop it in a well-used doorway to cause general havoc. The RCP-
90 has the most ammunition of the weapons in this set, earning 
its position as “power weapon.” Expect to see a lot 
of direct match-ups between players wielding CMP-150s and 
DW-P5s. Both are good, solid SMGs with equal amounts of 
ammo per clip.

Assault Rifl es

The FAC-16 and SuperDragon are the best weapons in this set 
and should be pursued immediately upon game start. Both 
weapons are grenade launchers, which make them fairly even 
matches for each other, and both are defi nitely better than the 
KSI-74. Pick up the KSI-74 in favor of the Falcon or Laptop Gun 
(and the bayonet attack is always worth a chuckle), but abandon 
it as soon as SuperDragon or FAC-16 is within reach.

Shotguns

Shotgun matches are good for carnage rounds, especially in 
close-quarters maps such as Subway and Old Town. Catch 
another player rounding a corner or stepping through a 
doorway. Blasts to the head or torso to sends your foe fl opping 
to the fl oor in writhing agony. Shotgun matches tend to keep 
players bunched up, and that’s when the weapon’s most 
effective—but keep an eye out for smart campers who pick 
hiding spots behind doors, on the other side of pillars, or in the 
deep shadows. The price for not being observant is dear. The 
DEF-12 has been upgraded so its rounds now do solid damage 
at medium distance. In fact, sometimes a lucky headshot results 
from aiming at the upper body from across the room.

Mines

SLOT 3: LAPTOP GUN SLOT 4: SHOCKWAVE ARMOR SLOT: COMBAT SHIELD

SLOT 3: MAGSEC 4 SLOT 4: MAGNUM ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: P9P SLOT 2: PSYCHOSIS GUN 

SLOT 3: CMP-150 SLOT 4: RCP-90 ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: UGL LIBERATOR SLOT 2: DW-P5 

SLOT 3: FAC-16 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: LAPTOP GUN SLOT 2: KSI-74 

SLOT 3: DEF-12 SHOTGUN SLOT 4: DEF-12 SHOTGUN ARMOR SLOT: ARMOR

STARTING: DEF-12 SHOTGUN SLOT 1: DEF-12 SHOTGUN SLOT 2: DEF-12 SHOTGUN 

STARTING: FALCON SLOT 1: P9P SLOT 2: UGL LIBERATOR 
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Crafty players make sure to become accomplished mine users in 
the event a weapon set such as this is selected. Sometimes the 
best offense is indeed a good defense, such as rigging heavy-
traffi c areas with Multimines that explode when another player 
enters the required proximity. The remote charge variation of the 
Multimine is excellent for defending fl ag positions and Gains, so 
if this weapon set has been selected, always expect defensive 
positions such as this to be mined. The UGL Liberator is a decent 
mine, too, so empty the clip at an enemy player and throw it at 
his or her feet as a fi ery coup de grace.

  The slot-four weapon, the RCP-90, has a tertiary function that 
is ideal for this weapon set: it can reprogram mines. Of course, 
getting the RCP-90 from its weapon spawn will be a trick—
because it’s likely to be mined as well.

Close Assault

The DEF-12 Shotgun and Magnum really add some spice to this 
weapon set, as now any tight corridor or small room becomes 
a deathtrap the instant it is occupied by more than one player. 
Both of these weapons are preferable to the UGL Liberator, 
which just doesn’t compare in stopping power, thanks to a 
decreased rate of fi re and low accuracy. Players are better off 
using the Falcon against the DEF-12 and the Magnum, as it has 
a good-sized clip and better accuracy.

  The Viblade is a good melee weapon, as it can strike an enemy 
down with just a few hits—and even if a player cannot get in that 
critical third hit for the kill, the damage caused by a Viblade is 
permanent and cannot be regained. Also benefi cial: the Viblade is 
absolutely silent, so the user doesn’t show up on radar.

Oddballs

This set lives up to its name right away, as players fumble with 
Viblades and Combat Shields while trying to fi nd more lethal 
tools, such as the Hawk. Don’t discount the Viblade though, as 
this excellent stealth melee weapon does permanent damage. The 
Psychosis Gun can turn matches on their heads by blurring vision 
and reversing a target’s ability to determine friend from foe.

  The real star of this set, though, is the Hawk. This cutting 
tool acts like a boomerang, killing on the way out and on the 
way back in. If you spy a Hawk being thrown, evacuate the 
room so you don’t get caught in the return voyage. (The Hawk 
doesn’t always travel in a straight line.) The Laptop Gun is more 
effective as a sentry weapon in this set, as the CMP-150 is an 
effective offensive weapon.

Heavy+

The sheer degree of fi repower in this weapon set makes it a 
favorite for high-octane matches. The KSI-74 and the M60 are 
excellent for spraying entire streets or rooms with bullets—
situations where accuracy takes somewhat of a backseat to 
pure force. However, expect to see players gravitate more 
toward the Magnum for its stopping power, accuracy, and 
easy mobility. Reloading the Magnum is also faster than the 
cumbersome M60, so a dual-wielding Magnum user can pop 
off shots while opponents desperately hurry to reload.

  There is no sniper weapon in this set, which would render 
most of these weapons moot the moment a player found high 
ground. The Rocket Launcher certainly adds some serious 
boom-boom when somebody manages to get it, but a smart 
DeathMatch player will count the number of rockets detonating 
around the map. Most Rocket Launcher users aren’t patient 
enough to wait for the best opportunities, and because it’s the 
power weapon of the set, additional ammunition is not easy to 
come by.

Explosives

The DemoKit set hands players the deadly Magnum at the 
start of the game, which guarantees immediate action. The 
UGL is better used as a mine, although in desperate situations, 
players can use it as an offensive weapon. Frag Grenades add 
an element of uncertainty to the match, as hiding places and 
walls no longer feel entirely secure. At any moment, another 
player could lob a Frag Grenade into a room or bounce it 
around the corner.

SLOT 3: MULTIMINE SLOT 4: RCP-90 ARMOR SLOT: ARMOR

SLOT 3: UGL LIBERATOR SLOT 4: DEF-12 SHOTGUN ARMOR SLOT: COMBAT SHIELD

STARTING: VIBLADE SLOT 1: FALCON SLOT 2: MAGNUM 

SLOT 3: LAPTOP GUN SLOT 4: HAWK ARMOR SLOT: COMBAT SHIELD

STARTING: VIBLADE SLOT 1: PSYCHOSIS GUN SLOT 2: CMP-150 

SLOT 3: M60 SLOT 4: ROCKET LAUNCHER ARMOR SLOT: ARMOR

STARTING: MAGSEC 4 SLOT 1: MAGNUM SLOT 2: KSI-74 

SLOT 3: FRAG GRENADE SLOT 4: ROCKET LAUNCHER ARMOR SLOT: ARMOR

STARTING: MAGNUM SLOT 1: HAWK SLOT 2: UGL LIBERATOR 
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  The Hawk is an exciting addition to the set. Its primary 
function as a lethal, two-hit boomerang is potent enough, but 
its secondary use as a full 360-degree shield will see more use. 
The shield repels most projectiles, including rockets. However, 
if an opponent wields a Magnum or a UGI, even under the 
Hawk’s shielding, you’re not safe from harm.

Stealth

This is one of only two weapon sets that include the Plasma, 
the ultimate stealth weapon. With the Plasma’s cloaking 
enabled, users can sneak around the map and attack without 
fear of showing on radar, or even on the screen itself. The 
Plasma is best used as a means of getting in close and startling 
opponents with a melee attack. The psychological 
effect is immeasurable.

  The Psychosis Gun’s starting position means it will likely be 
in wide use. During the fi rst minutes of a game, expect things 
to get blurry from time to time. That makes the Viblade an 
important pick-up, because even with blurred vision, you can 
get close enough to deliver a health-depleting blow.

  Eventually, though, players will start picking up the CMP-150 
(both single- and dual-wield) and using it as a primary weapon. 
Catching opponents in the spray of duel CMP-150s is enough to 
check them before they have a chance to retaliate effectively.

Custom Weapon Sets
If none of the 20 provided weapon sets provide the kind of 
experience you desire, you can create your own custom confi g-
urations for online play. All sets have the same basic set-up: 
a starting weapon, four weapon slots, and an armor slot. The 
possibilities number into the thousands, so switch weapons in 
and out to craft a totally personalized arsenal.

  There are many different reasons to customize weapon sets. 
Players may want a set that lends itself better to close-quarters 
combat if they prefer to see the whites of their opponent’s eyes 
before dispensing damage. Those who prefer less-than-direct 
confrontation can compose long-range weapon sets that make 
the action much more surgical, but hardly less brutal.

  And, of course, there’s always the desire to create tension 
not necessarily by the situation, but by the tools available 
to a player to fi ght out of it. The provided Oddball weapon 
set is only a staging ground for hosts who want to generate 
both laughs and ridiculous carnage through customized 
weapon sets.

Close-Quarters Combat
Taking the fi ght to a smaller area—one with narrow corridors or 
tight rooms? Consider these close-combat creations that keep 
friends close, and enemies even closer.

This set is all about close-range combat with big explosions 
and lots of chaos—especially in the beginning of the match. 
With Frag Grenades as the starting weapon, players will be 
frantically tossing them everywhere as they seek out other 
weapons. The Psychosis Gun in the fi rst slot allows users to 
keep things close, because the blurred vision makes long-range 
attacks nearly impossible. (The lack of a truly effective long-
range weapon also helps.)

  The Psychosis Gun also undoes the best feature of the RCP-
90: threat detection. Reversing teammate and enemy via the 
Psychosis Gun’s secondary fi re keeps RCP-90 users guessing. 
Teams within teams can develop, too, with Psychosis Gun users 
running alongside Magnum and DEF-12 wielders. Squads such 
as this can sweep entire areas effectively with a simple formula: 
Psychosis Gun to blur vision, then Magnum and DEF-12 to clean 
up during the confusion.

This weapon sets pulls together the shortest range of the 
SMG and assault rifl e categories. The UGL has an accuracy 
problem and players will ditch the weapon early on, 
especially knowing that other players are likely to have 
picked up the DEF-12 or M60. The KSI-74 and M60 have 
excellent stopping power, but their inaccuracy forces 
users to get closer, making this a good weapon set for 
small battle arenas.

  The Combat Shield is an interesting addition to the set 
because while it can be used at the same time as the Magnum 
or UGL, it must be put away when two-handed weapons come 

SLOT 3: VIBLADE SLOT 4: PLASMA ARMOR SLOT: ARMOR

STARTING: PSYCHOSIS GUN SLOT 1: P9P SLOT 2: CMP-150 

There is no such thing as an “incorrect” 
weapon set. However, trying creations out in 
multiplayer games reveals if the new set is a 
masterpiece of mayhem, or if it hobbles players 
with its wildly unbalanced nature. 

SLOT 3: DEF-12 SHOTGUN SLOT 4: RCP-90 ARMOR SLOT: ARMOR

STARTING: FRAG GRENADE SLOT 1: PSYCHOSIS GUN SLOT 2: MAGNUM 

SLOT 3: DEF-12 SHOTGUN SLOT 4: M60 ARMOR SLOT: COMBAT SHIELD

STARTING: UGL LIBERATOR SLOT 1: MAGNUM SLOT 2: KSI-74 
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out. A Magnum user with a Combat Shield actually stands a 
good chance against an opponent with a KSI-74 and no armor 
whatsoever. The KSI-74’s bayonet attack is always good for a 
one-shot kill if correctly applied to the head—and in a close-
range fi ght, the user can see (and enjoy) the end results.

Medium-Range Combat
Medium-range weapon sets work well when combat is stretched 
across courtyards or streets (width-wise, not length-wise). These 
sets contain weapons with increased accuracy, so players do not 
have to put themselves in melee range to score a critical hit.

Considering the weapons occupying slots two through four, the 
desire to ditch the Falcon could put several opponents in harm’s 
way. (Greed for a powerful weapon has a tendency to make some 
players ignore personal safety—and it is up to other players to 
punish them for such temporary indiscretions.) The Psychosis 
Gun is technically the weakest weapon of this set, but its abilities 
to blur vision and reverse friend versus foe sensors really do a 
number on players using these medium-range weapons.

  Dual-wield the Magnum for increased stopping power, even 
if fi lling both hands prevents the use of the Combat Shield. The 
CMP-150 is a one-handed weapon that allows use of the Combat 
Shield, but it too is better off paired with another CMP-150. The 
RCP-90 is an excellent pick-up for players able to smartly fi ght 
to its weapon spawn point. In team games, players should work 
together to obtain the RCP-90 and get it in the spawn room—and 
then prevent the other team from doing so.

The Magsec 4 in the starting slot automatically gives all players 
the ability to shoot around corners. This adds an element of 
uncertainty to a match, as even hiding behind a pillar doesn’t 
guarantee safety. Many players will be tempted to hold onto 
the Magsec 4 and bypass the KSI-74, as it is a tough weapon to 
wield properly. The inaccuracy is enough to work opposite its 
forcefulness, making the KSI-74 the least desirable weapon in 
the match. 

  As soon as more players fi ll their hands with the M60, Super-
Dragon, or RCP-90, the match becomes much more dangerous. 
The SuperDragon’s grenade launcher makes it a formidable 
weapon at a good distance, and a superlative way to counter-

balance the ferocious M60. The SuperDragon’s scope also 
makes it the most effective sniping weapon—its accuracy is not 
as solid as a designated sniper rifl e, but this set was designed 
for medium range, where sniper rifl es have limited use.

Long-Range Combat
When the fi ght is stretched across signifi cant acreage, you need 
long-range weapons to get the job done. These weapon sets are 
full of good, scoped weapons that allow users to line up better, 
smarter shots. 

The Magsec 4 is defi nitely not the strongest weapon in this set, 
but at long range, it has some advantages. The ricochet bullets 
bounce off surfaces and around corners, yet the user appears 
on radar not necessarily in a straight vector from the bullet’s 
stopping point. (Plus, the Magsec 4 has a zoom function.) 
Grab the P9P as soon as possible, as it has both a scope and 
a silencer, and with this duo of attachments, players can get 
stealthy almost from the moment they hit the map.

  The CMP-150 is not the best long-distance weapon, but it’s 
in this set because sometimes the fi ght gets too intimate for 
longer-range weapons to be appropriately effective. A CMP-150 
at close range is the best tool when fl anking an entrenched FAC-
16 user. By the time the sniper fi gures out what’s happening, 
the CMP-150 clip is practically empty—and inside the opponent.

  The SuperDragon and FAC-16 each have a grenade launcher 
that volleys explosives across great distances. If used properly, 
these are effective at covering defense points or keeping 
encroachers from entering a base.

SLOT 3: CMP-150 SLOT 4: RCP-90 ARMOR SLOT: COMBAT SHIELD

STARTING: FALCON SLOT 1: PSYCHOSIS GUN SLOT 2: MAGNUM 

SLOT 3: RCP-90 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: MAGSEC 4 SLOT 1: KSI-74 SLOT 2: M60 

All long-range weapon sets should use Armor 
as opposed to Combat Shields, as the best 
weapons for distance fi ghting require two 
hands. That is, unless the host is feeling 
especially devious.

SLOT 3: SUPERDRAGON SLOT 4: FAC-16 ARMOR SLOT: ARMOR

STARTING: MAGSEC 4 SLOT 1: P9P SLOT 2: CMP-150 

SLOT 3: SHOCKWAVE SLOT 4: PLASMA ARMOR SLOT: ARMOR

STARTING: P9P SLOT 1: DW-P5 SLOT 2: RCP-90 
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The P9P gives every player a silencer and a scope to begin 
with, which could keep the radar fairly lacking in color for some 
time—a situation likely to be extended by the slot-one weapon, 
the DW-P5. Much like the CMP-150 in the previous set, the RCP-
90 is present for the closer encounters that sometimes happen 
in long-range matches. After all, there are only so many choice 
sniping vantages, and ownership disputes must be settled by 
force.

  The Shockwave is something of a general-purpose weapon 
in this set. The ability to see through walls and nail an 
opponent who mistakenly believes his or her hiding spot 
is secure is priceless. However, the Shockwave is prone to 
overheating, so keep a P9P handy for defense while the 
Shockwave cools down.

  The Plasma’s cloaking function is perfect for this set, as not 
even the Shockwave can spot a Plasma user. This makes it an 
excellent infi ltration weapon. Again, every Plasma user should 
keep a P9P, because cloaking inhales ammo rather quickly. 
Should the cloaking deactivate before infi ltration occurs (or a 
hiding spot is reached), you’ll need the P9P to survive.

Fun Weapon Sets
Not every weapon set has to “make sense.” Hosts can create 
light-hearted matches by devising fun weapon sets that 
emphasize over-the-top combat techniques by limiting attack 
options. Test out garish weapon sets in matches and listen to 
the chatter over the Xbox Live Headset—laughter is often the 
best measure of success.

When everybody starts with Multimines, count on a game-wide 
scorched earth policy. Players have to keep one eye on the 
ground and the other on the horizon to determine threats both 
immediate and distant. Multimines can be used as grenades, 
thrown into groups of enemy players for explosive results, or 
dropped as remote charges at defensive points. Just the sheer 
number of explosions that all these Multimines cause is enough 
to bring a smile to any player’s face. (The Psychosis Gun is 
a devious addition to this weapon list, as the blurred vision 
makes it impossible to see Multimines on the ground.)

  The Laptop Gun is a weak gun, but a gun nonetheless, and 
it’s sometimes useful for fi ghting out of a jam. It’s better used 
as a sentry gun, thrown behind a fl eeing player to escape a 
tight spot—or planted on the wall next to a defense point as 
protection. The M60 can really throw the match into chaos, as 
its high rate of fi re can absolutely chew up anybody. And with a 
limited number in circulation, the match will fall in favor of the 
players daring enough to grab one.

By installing the Combat Shield in the starting weapon 
slot, every player has to melee attack until fi nding an actual 
projectile weapon. Once a few players scoop up Falcons, 
though, the dynamic starts to change. Now, players spawning 
into the game with only Combat Shields are at an immediate 
disadvantage—as Falcon-wielders can pick them off before they 
can grab a better means of self-defense.

  The UGL Liberator is inaccurate enough to be preferred as 
a mine, and if thrown in an appropriately dark corridor or 
down into an unsuspecting group, the results are better than 
merely shooting. The KSI-74 is also inaccurate, and this weapon 
coupled with the UGL starts to make the match interesting, as 
precision kills are few and far between.

  The Hawk changes everything, though, as it is a two-hit 
killer, and when in the hands of a skilled thrower, everybody is 
in deep trouble. The Hawk shield is a good defense against a 
dropped UGL mine.

This set initially plays out like a Shotguns Only game, as many 
players develop an affi nity for the fi erce weapon and stick 
with it. However, the Multimines are great defense against a 
rampaging shotgun user. With that massive barrel taking up a 
good amount of space on the screen, the user may not catch 
the Multimine thrown directly in front of him or her. Psychosis 
Guns are also useful against DEF-12s, because the blurred 
vision and friend/enemy swap work against the DEF-12 player 
locator function.

  The Magnum is a good power weapon for this set, even if 
it’s in the third slot. It can pick off DEF-12 users from a decent 
distance, and if dual-wielded, it can cause great havoc on large 
groups sticking close together. The Laptop Gun is not an after-
thought, though. Install the Laptop as sentry gun in popular 
rooms to direct the fl ow of traffi c—especially if teams of DEF-12 
friendlies are in position to ambush the re-routed foe.

SLOT 3: LAPTOP GUN SLOT 4: M60 ARMOR SLOT: COMBAT SHIELD

STARTING: MULTIMINE SLOT 1: VIBLADE SLOT 2: PSYCHOSIS GUN 

SLOT 3: KSI-74 SLOT 4: HAWK ARMOR SLOT: ARMOR

STARTING: COMBAT SHIELD SLOT 1: FALCON SLOT 2: UGL LIBERATOR 

SLOT 3: MAGNUM SLOT 4: LAPTOP GUN ARMOR SLOT: ARMOR 

STARTING: DEF-12 SHOTGUN SLOT 1: MULTIMINE SLOT 2: PSYCHOSIS GUN 

STARTING: M60 SLOT 1: PLASMA SLOT 2: FAC-16 
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If everybody on the map starts with an M60, the body count 
will be high. As players rip through the M60’s sizeable clips 
and cut each other down, point totals are likely to soar. The 
best thing to do at this point is seek out the Plasma and 
disappear until a balanced weapon can be found. The Super-
Dragon is a good counterpart to the M60, as it has greater 
accuracy from a distance—and the grenade launcher can keep 
an M60 user in check.

  The Rocket Launcher increases the pyrotechnics in this heavy-
duty weapon set. Guided rockets will sear the sky as users 
guide them down on unsuspecting M60 users or SuperDragon 
snipers. As crowd control, the Rocket Launcher is equaled only 
by the SuperDragon’s grenade launcher.

Map-Specifi c Weapon 
Set Suggestions
In addition to creating customized weapon sets for combat 
styles, many hosts may wish to assemble special weapon 
sets that take advantage of map sizes and features. These 
weapon sets are only springboards for the customization 
efforts of game hosts, but they give you an idea of what kinds 
of things to consider when creating a new set for a specifi c 
spot of real estate.

Desert: Small Variant

The small variant of the Desert map invites a lot of close-
quarters combat, so the Magsec 4 is an excellent starting 
weapon. The ricochet shots can really bounce around the tiny 
rooms and corridors inside the buildings that make up the town 
at the map’s center. The Magnum is a much stronger pistol than 
the Magsec 4 and delivers more headshots, but its slower rate 
of fi re means users need to consider whether they really want 
to bring it to a gunfi ght with a CMP-150 or RCP-90.

  The RCP-90 is well-suited for urban combat, thanks to its high 
rate of fi re and considerable clip. Dual CMP-150s are hard to 
deny and are especially useful in the main street where enemy 

players can be caught passing in and out of buildings. The 
SuperDragon’s grenade launcher is good for indirect combat, 
which happens from time to time on this small map. Players in 
fortifi ed positions on rooftops can use it to rain down death on 
players in the street.

Desert: Base Variants

The silenced, scoped P9P is an effective starting weapon in 
a map with lots of extra space. Each base has a clear view of 
the canyon avenue leading into it, and the P9P gives recently 
spawned players a chance to defend the homeland. The CMP-
150 is good for when the enemy manages to break a defensive 
line and gets in for closer combat situations at each base.

  The FAC-16 is a good scope and silencer, too, making it a 
good weapon for players positioned at the mouths of the 
canyon between the bases. The grenade launcher is best for 
surprising enemy players and forcing them to keep their 
distance. The Jackal sniper rifl e is employed by players on the 
ridges of the canyons and above the bases. Finally, the Rocket 
Launcher is a good counterbalance to the Jackal, as rockets are 
an effective means of rooting out dug-in snipers.

Subway: Small Variant

The small Subway variant offers medium-range combat across 
the main platform, so the Falcon is a good starting weapon. 
It is fairly accurate and has a lot of ammunition; users have a 
fi ghting chance to get better weapons. The Magsec 4, especially 
when dual-wielded, can do considerable damage when the 
bullets start bouncing around the subway cars and the pillars 
supporting the platform roof.

  The other slotted weapons offer real power, such as the 
Magnum and SuperDragon. The SuperDragon’s grenade 
launcher is good for volleying explosive rounds across the 
platform at the opposing team. But the RCP-90 should not be 
discounted. Its extended clip keeps wielders in the fi ght longer 
than Magnum users. 

SLOT 3: SUPERDRAGON SLOT 4: ROCKET LAUNCHER ARMOR SLOT: ARMOR

Full descriptions of each map and variant are 
in the following section. These weapon set 
suggestions actually have zero affect on game 
type–specifi c objectives and goals; they only 
alter game-play tactics.

SLOT 3: RCP-90 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: MAGSEC 4 SLOT 1: MAGNUM SLOT 2: CMP-150 

SLOT 3: JACKAL SLOT 4: ROCKET LAUNCHER ARMOR SLOT: ARMOR

STARTING: P9P SLOT 1: CMP-150 SLOT 2: FAC-16 

SLOT 3: RCP-90 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: MAGSEC 4 SLOT 2: MAGNUM 
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Subway: Base Variants

The base variants open up narrow passageways and winding 
corridors, which gives close-combat specialists more time to 
ply their trade. The Falcon remains a strong starting weapon, 
but the Magnum is a preferred upgrade for its stopping power. 
Catch an enemy in a hallway with the Magnum, and a headshot 
shouldn’t be a distant event. The CMP-150 is also suited for 
these hallway encounters.

  The Hawk is a nice piece of equipment in this set because of 
its shield. The two-hit kill Hawk throw is also pretty slick to break 
out in corridors. The SuperDragon is a reliable, but it could be 
switched out for the M60 if the host wants to see some real 
carnage in the passageways. Alternately, the DEF-12 Shotgun is 
also not a bad weapon to switch out for the Magnum, as it is a 
good utility weapon.

Urban: Small Variant

The streets aren’t safe as soon as bolder players break out and 
get their hands on the M60 and FAC-16, as these two weapons 
greatly overpower the Falcon and P9P. Not that there shouldn’t 
be an audience for the P9P; it’s silenced, scoped function 
rewards sneakier players with the opportunity to peel off a few 
headshots on players distracted by brute force. The RCP-90’s full 
scope is also good for attacking from a distance.

  The M60 and FAC-16 are monsters on this map, especially 
in the middle courtyard. If an M60 player is loose, steer clear 
of the map’s center. The trees are hardly a good defense. Seek 
cover in a building and fi re out with whatever is available.

Urban: Base Variants

These variants unlock extra roads and some great sniping 
vantages, which are conveniently located above the bases. 
When the main streets open up, it’s not impossible to see 
battles between players a quarter-mile from each other. There is 
increased fi ghting inside buildings, so the need for a good close-
quarters weapon such as the DEF-12 Shotgun becomes apparent.

  The M60 is back, as its heavy-fi re routine is just too good 
to ignore—especially in tight situations. Corner an enemy in 
a room with the M60 and there is just no escape. The Super-
Dragon’s scope is good for long-range attacks, and the grenade 
launcher is effective when pointed out of a window and lobbing 
grenades on players in the streets.

Temple: Small Variant

This map variant offers a lot of opportunities for close- and 
medium-range combat, so a reliable pistol such as the Falcon is 
a necessity. But the Magsec 4’s scope opens up attack possi-
bilities a little bit, especially when an enemy starts feeling 
secure on the other side of a courtyard while holding a FAC-16. 
The RCP-90 is good for high-fi re situations, such as attacks in 
the central room of the Temple.

  Many of the passages connecting Temple rooms are small, so 
the DEF-12 becomes a good weapon for lurkers. When an unsus-
pecting player walks past a good hiding spot, such as behind 
a pillar or a stone block, blasts from the DEF-12 in the back are 
strong enough to drop him or her. The Magsec 4’s bounce fi re is 
also vicious in small corridors. And the SuperDragon’s grenade 
launcher is good for sweeping through outdoor courtyards.

Temple: Base Variants

The base variants just open up a few additional rooms and tight 
hallways, so there’s no need to change the weapon set much. The 
big difference is the addition of the Frag Grenade, which is good for 
clearing hallways of unwanted presences. The newly opened hallway 
areas offer new architecture, but they do not suddenly expand into 
massive chambers that would require long-range weapons.

SLOT 3: HAWK SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: MAGNUM SLOT 2: CMP-150 

SLOT 3: M60 SLOT 4: FAC-16 ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: P9P SLOT 2: RCP-90 

STARTING: FALCON SLOT 1: P9P SLOT 2: DEF-12 SHOTGUN 

SLOT 3: M60 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

SLOT 3: DEF-12 SHOTGUN SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: MAGSEC 4 SLOT 2: RCP-90 

SLOT 3: DEF-12 SHOTGUN SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR 

STARTING: FALCON SLOT 1: MAGSEC 4 SLOT 2: FRAG GRENADE 
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Tower: Small Variant

The small variant of Tower is essentially a giant loop and a 
central hub, connected by four “spokes.” The outside ring 
eventually becomes something of a track, as players run around 
and around, hunting each other. The P9P is a good starting 
weapon for this map because of its silencer and scope. From 
the connecting spokes, players can fi re up at the ring and at the 
central hub.

  The CMP-150, Magnum, and M60 are good weapons for 
encounters on the ring, as there are usually only two directions 
to run—and if an M60 user, for example, sets up shop on the 
ring, the number of escape routes dwindles to one. The FAC-
16 is a strong weapon for this variant because of the sniper 
vantages on the bluffs overlooking both the ring and the hub.

Tower: Base Variants

The base variants open up small areas to the north, south, east, and 
west of the ring. These side areas offer both medium- and close-
range combat situations, where the CMP-150 and RCP-90 are just as 
useful as they are on the ring. However, the SuperDragon is good 
for base defenders needing to prevent encroachers from making 
too much progress into team headquarters.

  The Rocket Launcher is a good weapon for these maps, as the 
rockets have enough fuel to make it almost from one side of 
the map to the other. From the central hub, a rocket can easily 
reach inside any of the base areas and cause a great deal of 
destruction and confusion.

Old Town: Small Variant

The small Old Town variant is nothing but close-quarters 
combat rooms divided only occasionally by decent-sized 

avenues. The Falcon and Magnum are great pistols for the 
initial stages of a match, but as soon as players get the DEF-12 
Shotgun, all gloves are off in the interiors. With so many doors 
and pillars to hide behind, nowhere is truly safe.

  When trying to gun down opponents ducking in and out of 
cover—which is plentiful in Old Town—the RCP-90’s extended 
clip is extremely useful. Users can hold the trigger down and 
put the squeeze on opponents as they try to maintain hiding 
spots. The SuperDragon is more appropriate for keeping the 
streets clear of enemy players, and the grenade launcher is 
wicked crowd control.

Old Town: Base Variant

Much like Temple and Tower, the base variants in Old Town 
open up only few extra hallways and rooms, so the previous 
weapon set is still a good selection. However, to change things 
up a little, swap out some of the more tested weapons with 
the KSI-74 that add a degree of randomness to the match. 
Will the power of this weapon overcome its inaccuracy? After 
all, there are few opportunities for any kind of long-distance 
combat.

  The M60 spices up the map due to its absolute strength—each 
round packs a huge punch, and if users can back an opponent into 
a corner or catch a foe running across an avenue, the M60 stops 
them. Just make sure it’s used at a reasonable range, because like 
the UGL and KSI-74, the M60 lacks pinpoint accuracy.

Dark Ops 
Purchase Plans
Dark Ops games do not employ weapon sets as DeathMatch 
games do; instead, players are granted a visit to an armory 
prior to the start of a match (or following a grisly virtual death) 
to buy weapons with earned credits. Some weapons are 
better suited for specifi c Dark Ops game types than others. 
For example, the SuperDragon, with its quick rate of fi re and 
grenade launcher, is exemplary in Onslaught matches, where 
multiple targets are streaming toward a defense point.

Eradication
No-holds-barred Eradication matches pit teams of players 
against each other in an ultimate survival match. Remember, 
these rounds are one-death-only, so when players are cut 
down, they must linger in spectator mode until the next round. 
The chances of surviving through the end of an Eradication 
round are considerably greater when players employ weapons 
with extreme stopping power.

SLOT 3: M60 SLOT 4: FAC-16 ARMOR SLOT: ARMOR

STARTING: P9P SLOT 1: CMP-150 SLOT 2: MAGNUM 

SLOT 3: SUPERDRAGON SLOT 4: ROCKET LAUNCHER ARMOR SLOT: ARMOR

STARTING: P9P SLOT 1: CMP-150 SLOT 2: RCP-90 

SLOT 3: RCP-90 SLOT 4: SUPERDRAGON ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: MAGNUM SLOT 2: DEF-12 SHOTGUN 

SLOT 3: KSI-74 SLOT 4: M60 ARMOR SLOT: ARMOR

STARTING: FALCON SLOT 1: FRAG GRENADES SLOT 2: UGL LIBERATOR 
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  Most Eradication matches do not allow the time and space to 
get clever with setting up attacks. Rounds are determined more 
by brute tactics, and these weapons are the best for maximizing 
body counts.

Magnum: A single Magnum round can penetrate armor and 
result in a one-shot kill headshot. Magnum clips may be 
small (only six bullets each), but if Magnums are dual-
wielded, the bearer has double the opportunity to deliver 
lethal, round-ending shots to opponents.

Psychosis Gun: The Psychosis Gun is always a good team 
weapon. Pairs or trios of players can unite into a cohesive 
force with the Psychosis Gun wielder blinding players with 
blurred vision—inducing rounds while the other player(s) 
fi nish them off. Psychosis Guns are excellent counter-
measures against players skilled at headshots.

DW-P5: The DW-P5 is more accurate when silenced. It takes 
more shots to kill a player when silenced as opposed to 
when it’s unsilenced.

CMP-150: You need to spring for two CMP-150s to achieve 
maximum effectiveness, but this relatively inexpensive 
weapon makes doing so not too painful to the pocketbook. 
Catching players in dual spray can sometimes prevent them 
from reacting fast enough to return fi re.

RCP-90: The threat detection function is a compelling enough 
reason to purchase this weapon, but the added full-zoom 
mode is a major bonus. The RCP-90 employs a large clip, so 
players need to reload less often. In the middle of a frantic 
fi refi ght, this can be the difference between winning and 
losing.

SuperDragon: The rapid-fi re grenade launcher cuts opponents 
down quickly, but without any sort of silencer, users better 
understand that they will be regular radar fi xtures. The 
regular SuperDragon rounds, coupled with the full scope, 
can do solid damage from a distance, too.

FAC-16: The FAC-16 is probably the best Eradication weapon if 
you can afford it. It has a silencer and a scope, so users can 
pick players off from a safe distance with nobody the wiser. 
The grenade launcher is loud enough to register on the radar, 
so use it a fi nisher on opponents weakened by regular fi re.

DEF-12 Shotgun: The shotgun’s kills are unequaled in 
close-quarters situations, especially when you’re caught 
by surprise with little time to line up a perfect shot. Its 
secondary function reveals the location of all players on the 
radar, which is useful for hunting down the last few campers 
in a match.

Hawk: Both out- and inbound, the Hawk slices through enemy 
players with a vengeance. Its shield is also useful if the user is 
caught or cornered, as explosive projectiles bounce off of it.

Frag Grenade: If the target is caught in the blast radius, the Frag 
Grenade can cause serious bodily injury. The only drawback 
is that, to be effective, players have to line up decent throws 
and hold the weapon long enough for the timer to drop to 
zero. If a Frag Grenade is thrown right away, opponents have 
a few seconds to fl ee the scene.

Multimine: The Multimine is defi nitely a defensive weapon in 
Eradication. Users rarely have the time to set up elaborate 
traps with Multimine (especially remote charges), but if you 
fi nd yourself the object of a hot pursuit, you can throw the 
Multimine as a makeshift grenade—it explodes as soon as an 
enemy nears, which will be soon.

Onslaught
Onslaught matches are decided by the team with the best 
tactics—either the defending team manages to work as a 
cohesive unit to repel attackers, or the attackers break through 
into the defensive point by numbers and force. Attackers 
are limited to only one of three designated weapons in an 
Onslaught match, but defenders are free to purchase weapons 
from the armory before the round begins. These are some of 
the best weapons to keep attackers at bay.

Magnum: One-shot kills with rounds that pass through armor? 
There is no equivalent to the Magnum in the pistol category, 
and the ability to dual-wield these death-dealers makes them 
an effective means of repelling attackers as they try to storm 
through the door.

Psychosis Gun: Confusing attackers with blurred vision is a 
good way to keep their shots from hitting the mark. Use this 
on any attacker who makes it into the defense point, and the 
rest of the team can fi nish him or her off with relative ease. 
The ability to reverse friend and foe isn’t as useful, as most 
attackers understand that players inside the boundaries of 
the defense point are defenders, no matter what color they 
appear as.

RCP-90: Its rate of fi re and clip size make the RCP-90 a great 
defending tool. If multiple attackers breach the entrance to 
the defense point, the RCP-90 has more than enough bullets 
to take two down before reloading. 

FAC-16: This strong machine gun has enough fi repower to keep 
attackers at the door—and maybe even push them a little bit 
back, too. If there are no defenders that could get caught in 
the damage splash, use the grenade launcher on the entry to 
the defense point and the attackers will be forced to rethink 
their strategy.

SuperDragon: Between the regular ammunition and the 
grenade launcher, the SuperDragon is more than capable of 
repelling attackers from the defense point. Its fi erce fi ring 
capabilities are also good for defending the DemoKit points 
that could lead to a breach.

Multimines: These can be a little tricky to use, as defenders 
need to make sure their compatriots aren’t injured in the 
explosion, but if a doorway can be littered with mines 
repeatedly, attackers have almost no means of breaching it.

Hawk: The Hawk can kill an attacker with two strikes—that stat 
alone is enough to warrant its purchase. Hawk users should 
line up with the entry point and keep fl inging the Hawk out 
as attackers attempt a breach, while other defenders lay 
down suppression fi re.

DEF-12 Shotgun: If an attacker does manage to infi ltrate the 
defense point, the DEF-12 is perfect for stopping him or her. 
As long as the DEF-12 bearer is close to the target, precision 
aiming is unnecessary.
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Infection
Infection games are pure survival matches—by the end of the 
round, it’s just a lone uninfected player fending off a horde of 
pistol-toting skeletons. Weapons with high ammunition counts 
are best for keeping skeletons away for the entirety of the round.

Magnum: The Magnum comes stocked with an excess of 
ammunition, and if a headshot is not scored, at least it 
only takes two shots to drop a skeleton. If dual-wielded, its 
stopping power is practically doubled, as is its rate of fi re.

Psychosis Gun: The blurred vision effect isn’t terribly useful 
during an Infection game.

RCP-90: The RCP-90 has an extended clip, but the rate of fi re 
is fast enough that players could burn through it before 
noticing.

KSI-74: This weapon suffers from inaccuracy, but its per-shot 
stopping power is excellent for cutting down skeletons as 
they attempt to overwhelm a position.

SuperDragon: The regular fi re is good enough for dropping 
infected players, but the grenade launcher can mop up 
entire groups of skeletons with a single shot. Conserve the 
grenades by going for killshots only—don’t waste rounds just 
to keep players from approaching a specifi c position.

FAC-16: With the FAC-16’s silencer on, infected players don’t see 
the user on the radar. From a good sniping position, a FAC-16 
can keep snapping skeleton bones for several minutes before 
worrying about retaliation.

DEF-12 Shotgun: The DEF-12 secondary function reveals 
the location of all infected players on the radar, which is 
useful only as long as the bearer doesn’t stay still. (All of 
the infected players can temporarily see the DEF-12 player, 
too.) The close-range stopping power is excellent for tight 
situations. And at the end of a match when there are a lot of 
infected players, the tertiary function makes a user look like a 
friendly on radar.

Viblade: This is a purely melee weapon, which means the user 
never has to worry about running out of ammunition. A 
strong swipe from a Viblade can heavily damage a skeleton—
a second smack (one-hit skeleton kill) will fi nish it off.

Multimines: When the map is overrun by infected players, 
Multimines are good for defending hiding spots.

Hawk: The Hawk can slice through infected players and kill (or 
is it re-kill?) them with a single hit. Users must be careful to 
not throw it in an architecturally complicated room, because 
until the Hawk returns, they cannot switch weapons.

Sabotage
Sabotage games are fairly straightforward for defending 
teams—the goal is to eliminate the attacking team before they 
can ruin the series of Props strewn across the map. Weapons 
that result in quick kills should an attacker get too close to a 
Prop are the best choices. Attackers, however, have to consider 
weapons with dual purposes. Not only must they eliminate 
opponents, but ideal weapons have explosive capabilities for 
demolishing Props.

Magnum: The Magnum is a good weapon for each team, as its 
armor-piercing rounds can quickly end the life of an attacker 
within range of a Prop, and a team of attackers can use 
Magnums to push back defenders.

CMP-150: When not fi ghting over Props, attackers and 
defenders can mix it up with dual CMP-150s. The rate of fi re 
is high enough to catch players in the spray and keep them 
jumping until they go down for the big (digital) dirt nap.

RCP-90: The zoom mode and threat detection features make this 
an effective tool for defenders wanting to pick off attackers 
before they get too close to the Props.

DEF-12 Shotgun: The shotgun’s kills will be appreciated by 
defenders, as it is the best tool for cutting down attackers 
that manage to get within range of the Props.

FAC-16: Both teams will appreciate the scope and silencer, but 
attackers can make the best use of the attached grenade 
launcher. The explosive rounds pack more than enough 
punch to fl atten the weaker Props, such as crates and barrels.

SuperDragon: Just like the FAC-16, this weapon’s grenade 
launcher is an excellent solution for attackers who need a 
weapon to both destroy Props and 
keep defenders at bay. As tempting 
as it may be to use the 
explosive salvos against the 
defenders, attackers need to 
preserve the rounds strictly 
for the Props.

Rocket Launcher: A natural 
selection for attackers (if 
they can afford it), the Rocket 
Launcher can turn ordinary 
crates into charred splinters and do 
heavy damage to some of the more 
stubborn Props, such as the large 
antenna.

Frag Grenades: Also must-have 
selections for attackers, Frag 
Grenades are natural tools for 
lobbing into the Prop areas 
(the crates and barrels are 
so conveniently grouped 
together) and eliminating 
multiple targets. Attackers 
don’t need to worry about 
running the detonation 
timer to zero, as there is 
no method for kicking 
a Frag Grenade away 
once it has been 
thrown to the ground. 
There is also a 
desperate run to 
avoid the blast 
radius.
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WEAPONS
White Sands White Sands 

Run RedRun Red
Beneath the blazing sun, DeathMatch 

players line up for a sandy showdown. At 
the signal, the once-barren desert erupts 
in organized chaos, with bodies dropping 

to the dunes faster than the digital 
buzzards can circle overhead. Such is the 

outcome of multiplayer matches in this 
arid arena, with great stretches of sun-
baked sand separating ancient citadels, 
and networks of ridges that give stealthy 

players incredible vantage points for 
sniping surprises.

  The township in the map’s northwest 
quadrant is a veritable death trap, with a 
main street that hosts fi erce quick-draw 

fi ghts and a complex system of rooms 
and hallways that can be dominated by 
a shotgun-toting athlete with a mind for 
map-memorization. Leading out of town, 
the desert threatens to swallow players, 
if snipers on the ridges do not. The city 

carved into the sides of canyons opposite 
of the township is another system of tight 
corridors; getting lost in these tunnels is 

downright hazardous to one’s health.
  The miles and miles of desert that 
dominate the south of the map offer 

little cover to players unlucky enough to 
get caught in the open. Players should 

attempt to traverse the harsh dunes only 
with a vehicle, or at least in a hunting 

party, where the odds of getting sniped 
increase as the number of party partic-
ipants decreases. This area of the map 

is perfect for Rocket Launcher matches, 
where trails of inevitable destruction sear 

the sky before crashing to the earth.
  Whether players seek close-quarters 
combat or long-range mayhem, this map 
truly has something for everybody. There 
are a million ways to die in the desert, but 

only one way to win: survive.

DeathMatch
The Desert DeathMatch map contains no shortage of weapon 
spawns, especially in the Small and Base 1 + 2 variants. Each 
base has one slot-four weapon spawn, as opposed to the 
single slot-four spawn on the Base 3 + 4 variant. With that lone 
spawn sitting in the middle of the burning desert, the thirst for 
advanced weaponry has to outweigh the risks of getting caught 
out in the open.

Killcount
Small Variant
This map variant’s restrictions 
on mobility keep the action 
intense—there are plenty of 
opportunities for guerilla tactics, 
especially inside the township. 
For such a small setting, there 
are numerous hiding spots, such 
as behind doors and pillars, but 
most of the action explodes in 
the main street that runs right 
through town.

The Desert map has three variants: 
Small, Bases 1 + 2, and Bases 3 + 4.

LEGEND
Team Killcount (TK), CTF (C), 

Territorial Gains (T), Onslaught (O), 
Eradication (E), Sabotage (S)

 weapon 1

 weapon 2

 weapon 3

 weapon 4

 armor

 Teleporter (TK, C, T)

 Flag Bay (C)

 DemoKit Point (C, O, E)

 Gain (T)

 Attack Spawn (O)

 Defender Spawn (O)

 Area to be Defended (O)

 Prop (S)

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4

Base 1Base 1
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The main street is an 
excellent location for 
pre-planned showdowns, 
but unless players have 
agreed to pistols at 
dawn, it’s a terrible place 
to get caught—especially 
with insuffi cient 
fi repower. Players on the 
street must remember 
that the multi-tiered 
rooftops on each side of 
the street present countless hiding spots for snipers.

Machine guns are the best weapons for survival on the street, 
as the rate of fi re can “catch” and chew up an opponent. 
(However, the Magnum is an effective stopping tool.)

Take cover behind the 
pillars of the buildings 
along the main street 
while waiting for your 
quarry to saunter into 
view. Make sure your 
pillar isn’t directly 
across from a doorway 
or vantage point, as the 
camera prevents a clear 
view of potential danger.

If you get caught in the 
middle of the street by 
an enemy with greater 
fi repower, combat 
rolling is the best way to 
deftly avoid injury. You 
can even reload while 
combat rolling.

The rooftops are a far safer place to be than the street level. 
The height is an immediate advantage over players still down 
on the street—they have to fi re up, which is never as easy as 
aiming a shot at a target on a lower level.

Some players, knowing 
that there are so many 
rooms and corridors to 
duck into, attempt to hide 
in plain sight. Because 
it’s such a risky propo-
sition to run through the 
street, you sometimes 
see players do it and 
pull off some amazing 
kills. Rooftop dwellers 
can always catch these 
players. But the trick is to use cover at all times. Street-level 
players always glance up at the bridges that span each end of 
the street. To step out there is to practically give yourself up for 
a headshot. Stick to defensible positions on the roof.

While it may be easier to 
prey on players below, 
the layout of the rooftops 
can also make survival a 
most unsure thing. There 
are several “levels” on 
the rooftops, and the 
higher a player is, the 
more of the map he or 
she can see. Even ducked 
behind a short wall on a 
rooftop, you are not safe 
if another player is on a ledge or platform above you.

Crouch and use the 
dips in the walls on the 
rooftops to fi re down on 
players at street level. 
Standing up exposes 
too much of your body, 
but crouching makes it 
incredibly diffi cult to get a 
decent view of the street.

The awnings lining the 
street offer enough 
support to hold a player. 
Use the awnings as 
sniper points for targeting 
players on the ground. 
And, as an extra benefi t, 
players on the rooftop 
may have diffi culty 
spotting you below 
the lip of the half-walls 
surrounding the roofs.

The street level, both interior and exterior, is 
roughly fl at. Lining up headshots is therefore 
easier, as players don’t have to repeatedly 
adjust their fi ring angle.
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The higher you are on 
the rooftop, the better 
off you are at getting 
the drop on players 
trying to scramble above 
street-level. From the 
highest points, you can 
catch players coming up 
staircases, even from 
across the street.

Also keep track of the 
entrances to the rooftop 
you are standing on. Turn 
your back for an instant, 
and another player can 
(and will) sneak up on 
you. It’s better to use 
the element of surprise 
on them.

Base 1 + 2 Variant

The Base 1 + 2 variant is wildly different from the Small variant. 
It opens up a ton of extra space, as well as some pretty amazing 
sniper points, making this a great map for long-distance 

combat. The Djinn Valley, which stretches between the two 
bases, is an absolute deathtrap, due not only to the number 
of sniper points along the top of the canyon, but also because 
each base has a view of the canyon and anybody in it.

Right from Base 1, for 
example, players can see 
straight up to the mouth 
of the canyon as it opens 
up into the township. If 
a sniper is positioned 
safely at a distance, the 
area becomes a lethal 
choke point that few can 
pass through. If a sniper 
walks up to the mouth 
of the canyon and looks 
out, he or she has a complete view of the entire length of Djinn. 
With a good scope, even a player on the opposite side of the 
canyon isn’t safe.

Sniper points near Base 2 allow a similar advantage. Not only 
from the ground (although, from Base 2 players must look up 
to see the mouth of the canyon), but a couple of nice vantage 
points surround this area, such as the perch above the Ancient 
Citadel.

The ridge along the top 
of the canyon offers an 
excellent vantage point 
over players running the 
gauntlet.

The sun hangs high over the scene, and if 
you stand at just the right position on the 
rooftops, players on the street cannot see 
you due to the blinding glare.

Hide in the township. The real estate 
surrounding the town is too barren and 
doesn’t give you a decent view inside the city. 
And rooftop snipers will cut you to ribbons if 
they spot you slinking about the sand.

Base 1Base 1

Base 2Base 2
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However, the popularity 
of the sniper points 
along the ridge can 
often lead not to sniper 
fights, but inter-player 
gunplay.

The Ancient Citadel sniper vantage has a clear view of 
the entire Djinn Canyon, and even provides the sniper with 
a fat stack of old tires to hide behind, and also the slot-four 
weapon spawn. However, players who survive a run up the 
ridge can stand over Base 2 and snipe the occupant of the tire-
marked ledge.

This map variant also 
opens the ridges above 
the township, giving 
players a vantage point 
to look down on the 
rooftops. From this lofty 
point, a sniper with a 
good scope can pick off 
base defenders. Base 1 
occupants, keep an eye 
on the ridge: If a sniper 
is installed up there, the 
amount of cover makes it 
hard to take him out.

The interior of Base 2 is 
not as full of rooms as 
the township of Base 1, 
but it does have a few 
chambers dedicated to 
close-quarters combat. 
The ground fl oor, full 
of pillars and an open 
center area, is sometimes 
host to fi refi ghts.

The tunnels within the citadel spiral around and backtrack on 
each other. A player with an excellent close-quarters weapon, 
such as DEF-12 Shotgun, is best-suited for protecting the base 
from encroachers—or for hunting the defenders.

Base 3 + 4 Variant

The Desert 3 + 4 variant unlocks the entire southern half of 
the map, which is dominated by dunes. There are overturned 
vehicles and small camps players can seek refuge in, but the 
majority of the map is open space that needs to be avoided. 
Some rocky positions offer slight cover and allow players to 
snipe oncoming traffi c—but with such empty space, oncoming 
traffi c will be sparse.

Players on this variant 
must watch out for a few 
select sniping vantages 
dug into the canyon 
walls surrounding the 
desert. Threat detection 
is a good tool for 
sniffi ng out potential 
snipers—simply hide 
behind a truck or rock, 
and scan the horizon for 
the telltale red outline of 
a troublemaker.

Use the small camps 
and wrecked vehicles as 
cover if you must cross 
the desert fl oor. The 
trucks offer thick cover 
from the sniper vantages, 
while the camps offer 
walls shallow and short 
enough to use when 
returning fi re.

Base 3Base 3

Base 4Base 4

If you’re trying to take care of a sniper, or even lock down a whole sniper 
nest, a great tactic is to fl y a Jetpac into them and spray the lead thick 
over the snipers with their slow guns. If, on the other hand, you’re trying 
to avoid these tactics because you’re the sniper, make sure to have 
someone with explosives stand guard over you to pick off pesky pilots.

Snipers
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The extreme shadows 
cast by the rock pillars in 
the center of the desert 
offer some cover. Snipers 
and ground-based 
opponents scanning the 
horizon for targets may 
miss you as they sweep 
from left to right—your 
red uniform has a 
tendency to blend in with 
the browns and gold of 
the map palette.

From the base of the 
rocky outcropping on the 
map’s west side—called 
Battle Gap—you have 
a clean, full view to the 
east. While you cannot 
see from one side to the 
other, a good portion of 
the center is visible, and 
you can even use the 
pillar dead ahead as cover 
from a sniper vantage in 
the canyon wall.

Team Killcount
Small Variant
Team Killcount games on this 
variant result in a great deal of 
close-quarters combat. There are 
only so many places to hide, and 
once word gets out as to where 
the really good spots are, expect 
to see gunplay erupt over them. 
Just like the Killcount game, 
sometimes hiding in plain sight 
is a good strategy. While being 
less concerned on getting to 
a tight camping spot, you can 
concentrate more on scoring 
headshots.

Without designated bases, pick 
a corner of town and use it as a 
makeshift base of operations. A room with limited access points 
is always a good choice. If the other team is well-coordinated, 
you need to have a quick defensive strategy to fall back on.

Another advisable strategy is to use suppressive fi re to cordon 
off sections of the city. Setting off avenues of bullets directs 
traffi c—nobody wants to walk into an established deathtrap and 
contribute to the opposite team’s score. So, if you can choke off 
one of the main street access points and the sidewalk down one 
side of the street, you can start boxing in the opposition.

The team that owns 
the upper fl oors has an 
enormous advantage—
you can see out into 
the street as well as the 
surrounding fl at areas of 
the city.

Teams must watch every 
access point to the 
rooftop they control—
there are so many stairs 
and doorways for the 
enemy team to push 
through that commu-
nication is absolutely 
necessary. When players 
talk and act as a team, it 
is extremely diffi cult to 
break their ranks.

Base 1 + 2 Variant

Base defense is tantamount to success in a Team Killcount 
game on this particular variant. The close-quarters combat 
inside the bases is replaced with attempting to intercept enemy 
maneuvers on the ridges that encircle the bases, as well as 
guard against any frontal assaults. Smart teams will combine 
each tactic to confuse the enemy and pull their efforts in 
opposite directions, weakening their defenses.

If you are going to play this sizeable variant 
in Killcount, have as many players as possible 
in the game—or at least add some bots to fi ll 
out the ranks. With only a handful of players, 
you’re likely to see a low-scoring match.

Base 1Base 1

Base 2Base 2

Base 1Base 1
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Base 1, for example, has an excellent view of the mouth of 
the canyon, but this variant opens up the ridge just behind 
the township. Base defenders need to set up watches over 
each access point to the base to guarantee that the enemy 
does not breach the perimeter. Once intruders get inside the 
tight quarters of the base (either the township’s rooms or the 
citadel’s tunnels), it can be diffi cult to root them out.

Base 2 defenders should 
set up at least one sniper 
overlooking the base 
entrance. Use the tunnels 
and ridges to set up a 
good perimeter around 
the base and guard 
against enemy players.

The sniper vantages 
along the canyon ridges 
and Base 2 will be hotly 
contested. Between the 
vantages, players should 
expect at least one 
fi refi ght.

This variant supports 
vehicles, such as the 
Hovercraft and Jetpac. 
Use the Jetpac to quickly 
descend on the enemy 
base—in the air, you 
can cover a great deal 
of ground in just a few 
seconds. Buzz the enemy 
base, and the entrance to 
it, to draw fi re and allow 
ground troops to enter.

It is not uncommon to 
encounter an enemy 
player piloting a Jetpac 
through the canyon 
between the bases. 
Dogfi ghting is always 
fun, but by slowing down 
to engage the enemy, 
you make yourself an 
easy target for snipers.

Base 3 + 4 Variant

With so much open space between the two bases, players 
are advised never to travel alone. Spend as little time in the 
open desert as possible, as you are an easy kill for any well-
positioned snipers around the canyon perimeter.

Always cover sniper points. 
Position teammates in hiding 
spots (such as around the bases 
of the rock pillars) so they can 
keep players from using these 
vantage points. However, count 
on the opposition doing the 
same. If you “capture” a sniper 
vantage, keep low and always 
remember that you are a 
priority target to the enemy.

The moment you crank the engine of the 
Jetpac, you appear on the radar. Keep 
moving—make yourself a hard target.

Base 3Base 3

Base 4Base 4
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In addition to covering 
sniper vantages, also 
cover the weapon 
spawns in the center of 
the desert fl oor. New 
hardware is always 
alluring, and you can 
sometimes catch an 
opponent making a 
break for it.

Be careful when using 
Jetpacs in the middle of 
the desert—you are by 
far the biggest target in 
the air. The only larger 
target is the Hovercraft.

The teleporter in the center of the desert is actually under-
ground. The spawn point is tucked just below the surface, 
accessible via a set of stairs inside one of the small campsites. 
Holding the teleporter isn’t diffi cult, but once the opposing 
team sees that you have it, it will be quite a trial to return to the 
surface without getting sniped.

Capture the Flag
Small Variant

Small Capture the Flag 
matches are always 
bound to be low-
scoring games, as the 
resistance between 
one team’s fl ag base to 
another is thick. Unless 
one team is stacked 
with newcomers, 
getting the fl ag either 
around the city or 
through its narrow 
corridors takes serious 
teamwork, with at least 
two players providing 
fl anking cover to the 
fl ag-bearer.

Rocket Man (cont’d)

You can guide a rocket right down the stairs of the camp over the mid-
desert teleporter. Aim high and get some good altitude—if you try to skim 
the desert fl oor, you cannot get the right angle to dip below the surface. 
Bring the rocket back down to earth, lining it up with the stairs, and it 
descends. Finally, swing it behind the outer wall of the camp and down 
the stairs to surprise anybody sitting inside.

Send a guided rocket into the tunnel that bores through the center of the 
rock pillar in the middle of the map. The rocket travels fast, and it’s easy 
to accidentally brush against a wall, which results in early detonation. 
With the sensitivity turned up, skilled players can pilot the rocket all the 
way through the tunnel, leaving nobody safe inside.

Rocket Man

For an explosive match, it’s hard to beat Desert Base 3 + 4 with the 
Rocket Launcher weapon set. There is just so much airspace to send 
rockets through, and if you set your sensitivity high enough (from the 
Pause menu), it’s possible to steer a rocket all the way through a cave on 
into the basement of one of the small campsites.

Use rockets as crowd control and 
make players run in the direction 
you want them to. Dropping a 
rocket out of the sky next to a 
defensive position is a good way to 
rattle nerves and sometimes fl ush 
enemies out into the open.

Team 2Team 2

Team 1Team 1
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The main street that 
runs through town is too 
obvious to use. In fact, 
players are advised to 
not even run past the 
openings on either end, 
because after the fl ag has 
been stolen, that team 
will likely post players to 
watch the street.

Use the sides of the 
outer town wall that are 
not divided by the main 
street openings. The 
shade, trees, and stones 
offer ample cover for an 
approach on the enemy 
fl ag position.

Purple chevrons on the 
ground help you fi nd 
your way back to the fl ag 
bay. The chevrons reveal 
the easiest route—not 
necessarily the safest. 
However, should you 
change course, the 
chevrons dynamically 
adjust for the next 
possible route.

You can drop the fl ag 
for 10 seconds before 
it automatically returns 
to its fl ag bay. If you’re 
caught by an enemy 
player, release the fl ag 
and arm yourself. If 
the confrontation ends 
quickly, you can grab the 
fl ag and continue fi ghting 
your way home.

Base 1 + 2 Variant

The Base 1 + 2 variant for CTF opens up the central canyon—
which should never be used for carrying the enemy fl ag back to 
base. There are just too many sniper points and too much open 
space to make a successful fl ag run through the canyon.

The upper routes will 
see action, though. 
Jetpacs can strafe the 
ridges that line the 
canyon and enemy 
teams will likely 
position players along 
the routes to curtail their 
fl ag’s escape.

The fl ags in Bases 1 and 
2 are right out in the 
open. The Base 1 fl ag is 
on the main street, while 
the Base 2 fl ag is in the 
center of the bottom-
fl oor citadel chamber.

Jetpacs are a good 
method to not neces-
sarily reach the enemy 
fl ag bay, but to distract 
enemy players while 
a ground-based crew 
makes an attempt on the 
fl ag. The Jetpac always 
appears on radar, so the 
enemy team has at least 
one known target to 
concentrate on.

The rooftops provide 
an easy shortcut to 
your fl ag bay. Look for 
holes in the wall just 
above the bay—they 
are far enough off the 
ground that you don’t 
take any damage by 
jumping through them. 
When you land, it’s 
only a few more steps to the fl ag bay.

Base 1Base 1

Base 2Base 2
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Base 3 + 4 Variant

The Base 3 + 4 variant doesn’t have the upper ridges or narrow 
corridors of the other variants for cover—in this wide open 
desert, only teamwork and covering sniper points will get the 
enemy fl ag back to your base without incident. There is really 
only one strategy for getting the fl ag back to your base: run, 
and preferably, never in a straight line.

The Jetpac is a good way 
of reaching the enemy 
fl ag. Running to it is just 
too risky unless you 
travel in a large pack—
”safety in numbers” is 
always a good rule for 
this variant when playing 
CTF. Touch down as 
close to the fl ag bay as 
possible, then dart over 
and grab the fl ag. Your 

teammates need to lay down some serious cover fi re, especially 
on those vantages, to keep you alive.

After swiping the fl ag, 
stick to the shadows. Hug 
the canyon walls and 
stay out of the sunlight. 
The green beacon from 
the fl ag makes you 
an obvious sight, but 
traveling near surfaces 
like this always gives 
you cover should you 
step out into the open 
and discover yourself the 
center of some unwanted attention.

Always cover your fl ag 
base. As tempting as it 
is to send out a major 
party to recover the 
enemy fl ag, at least one 
or two players need to 
linger behind and guard 
the fl ag.

If your fl ag is stolen, 
technology such as the 
threat detector is helpful 
for pinpointing the perpe-
trator in the vast dune 
sea. This is also good 
for picking out enemies 
hiding in camps or in the 
shadows, should you be 
assigned to protect your 
team’s fl ag-carrier.

Territorial Gains
Small Variant

The Territorial Gains game on the 
Small variant contains the action 
to the city limits—there are no 
Gains outside of the city walls. 
There is a Gain in the middle of 
the main street, as well as two 
on the rooftops. These Gains are 
directly across the street from 
each other.

If the upper ridges are too congested to make 
an effective fl ag run, you can always attempt 
the canyon fl oor, but don’t run in a straight 
line. Zigzag all over the place (think of how a 
moth fl ies) and hopefully you can avoid getting 
shot in the back.

The fl ag-bearer can stand on the side of the 
Hovercraft and use it as a way to get back to 
base with the stolen bounty.

Base 3Base 3

Base 4Base 4

Base 1Base 1
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The key to success on 
this variant is again to 
control the rooftops. 
Not only will you take 
command of both roof-
based Gains, but you 
can position snipers to 
keep the enemy team 
from taking control of 
the Gain on the street 
below. However, with so 
many ways to access the 
roof, maintaining control of it will be as diffi cult as protecting 
the Gains.

The bridge spanning the 
rooftops offers a clean 
view of the main street, 
where a teammate can 
fi re down on anybody 
who tries to get close to 
the Gain.

If you are covering the 
rooftops, it is entirely 
possible that the 
opposing team will get 
the Gain in the street. 
That’s OK, there are still 
the two on the rooftops. 
Just pepper the Gain 
defenders with bullets 
and try to create an oppor-
tunity for teammates to 
take the Gain.

When attempting to 
take a Gain, try to put it 
between yourself and 
any possible defenders. 
The Gain is as wide as 
three player models and 
twice as tall, so it’s a very 
formidable “barrier.”

When players try to 
hack a Gain, they stand 
immobile. This is a 
perfect opportunity to 
line up a headshot.

Base 1 + 2 Variant

The Base 1 + 2 variant strips the Gains from the township and 
places only two of them in the map’s center. One of the Gains is 
in the center of Djinn Canyon, right where either base can fi re 
upon players attempting to take it. The other Gain is situated 
in Battle Hollow, which is a small canyon to the south of Djinn, 
accessible via the ridges above the main canyon.

It’s just too easy to pick 
off somebody trying to 
take the Gain in Djinn 
Canyon. However, if you 
must try it, stick to the 
walls and try to run in an 
erratic pattern—make it 
diffi cult for a sniper to 
score a headshot.

There is a teleporter right 
next to the Gain in Battle 
Hollow. If a team can 
take and maintain the 
teleporter, they’ll have an 
easier time holding on to 
the Gain.

You cannot just leave one defender at a Gain 
if the match is well-populated, especially the 
rooftop Gains. Several access points have to 
be covered to prevent an enemy player from 
sneaking up and wresting control of a Gain.

Base 1Base 1

Base 2Base 2



226 PRIMA OFFICIAL GAME GUIDE

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

If you take the Gain in 
Battle Hollow and need 
to maintain it (or, if you 
are about to hack it), use 
the massive structure as 
cover from snipers on 
the ridge above.

Base 3 + 4 Variant

The vast desert holds only two Gains, which are easy prey for 
snipers because both are in the open. It takes teamwork to 
defend a cohort hacking a Gain—vantages must be covered 
thoroughly, at least, until the Gain has been taken control of. 
Then, it’s a matter of maintenance, which can be diffi cult if the 
enemy team controls most of the sniper points.

Victory is determined 
by holding Gains the 
longest, so you cannot 
allow a stalemate by 
sniping the enemy away 
from Gains, but not 
risking your own neck to 
take one for your team. 
Work as a unit, employ 
Jetpacs for distraction, 
and take and hold at least 
one Gain for the majority 
of the match to win.

From some of the 
farthest sniper points, it 
can be diffi cult to see an 
enemy player approach 
a Gain. Threat detection 
reveals the red outline of 
an opponent against the 
dim canyon walls.

Use Jetpacs to annoy 
enemy players when 
they try to take a Gain. 
The twin machine guns 
on the Jetpac are enough 
to make most players 
back off, and then you 
can drop in (with backup) 
and take the Gain for 
your team.

Dark Ops
Dark Ops games in the Desert require players to consider the 
landscape before making weapon purchases. Playing in a 
Small variant? Make sure you select a weapon with incredible 
close-quarters stopping power so as not to be overcome in the 
narrow halls and cramped rooms. Has the host selected one 
of the larger variants? Then splurge for something with decent 
long-range capabilities, because so much of the action takes 
place between the two bases. 

Eradication
Base 1 + 2 Variant

Due to the size of the map variant, the host should set the 
round length to at least fi ve minutes—otherwise, things are 
over before the score starts getting good and juicy. With so 
much real estate, but so few places to hide save for the bases, 
silence is an absolute must. Not showing up on radar extends 
your time in the match (thus, increasing your pocketbook), so 
select a weapon with a silencer and a scope.

Remaining close to the base is not going to earn you any 
credits, as few players are going to foolishly subject themselves 
to a snake pit. You must pass into the great length of the map to 
seek out targets. The ridge running along the top of the canyon 
sees a lot of action, so the more players in the match, the 
heavier traffi c will be up there.

If you’re low on credits, the P9P is a steal—it 
has both a silencer and a scope.

Base 3Base 3

Base 4Base 4

Base 1Base 1

Base 2Base 2
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Stick close to the walls—
avoid walking through 
the middle of open 
spaces where you can be 
easily seen. Against the 
walls and in the shade, 
your outline is a lot 
harder to spot.

Most of the action takes 
place between the two 
bases, in the gulch. 
Beware of open confron-
tation in the canyon’s 
center, as a player you 
don’t even see can take 
you out while you are 
engaged with another 
enemy.

You can survive Eradi-
cation matches a lot 
longer if you perfect the 
combat roll technique. 
It is much harder for 
an enemy to get a 
headshot while you 
are rolling, and it gives 
you a brief respite from 
the engagement. While 
rolling, plan your next 
course of action.

Use the explosive points to enter Base 2 and wreak havoc on any 
cowardly players lingering behind in hopes of survival. Breaking 
through these two walls deposits you inside the citadel.

Base 3 + 4 Variant

This vast variant demands that participants don’t even attempt 
a match without a scoped weapon—the distances between the 
team spawns are just too great. Few combatants actually tussle 
up close in the sand; most kills are scored from such a distance 
that it seems almost antiseptic.

With such a divide 
that is rarely crossed, 
a weapon such as the 
RCP-90, with its threat-
detection functionality, 
is a necessity. Casting 
enemy outlines in bright 
red makes zeroing in 
for the kill so much 
easier, even if using the 
mode reduces accuracy 
just a hair.

Look at the difference between zooming in via a scope and 
applying threat detection. The outline of the opponent is barely 
visible against the horizon to the naked eye, but with the threat 
detector switched on the enemy is diffi cult to miss.

You can ill-afford to be caught reloading in 
the middle of an Eradication fi refi ght. Before 
engaging the enemy, manually reload your 
weapon so you have a fresh clip. If you see the 
bullet count dwindling, seek cover as soon as 
possible and reload.

Threat detection is essential for picking off 
players in the distance, especially if they 
linger in the shadows cast by the burning sun.

Base 3Base 3

Base 4Base 4
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Threat detection doesn’t 
consume ammunition, 
so leave it on and scour 
the sands for targets. 
Alternately, players could 
try the Plasma and use 
its cloaking functionality 
to slip behind enemy 
lines. Just don’t run out 
of ammunition in the 
middle of the desert and 
blink back into view.

Onslaught
Onslaught is played out on 
only one map variant, which 
keeps the action pretty much 
contained to the township. The 
defensive point is limited to a 
two-story room, connected by a 
set of stairs.

Attackers: Use the 
chevrons on the ground 
to lead you directly to 
the defensive point. 
You cannot waste time 
looking around—time 
is of the essence, and 
it is going to take as 
many bodies as possible 
to push through the 
defenses.

Attackers: The explosive point leads right into the defensive 
point. If attacking, breach the point if at all possible. Just be 
ready for defenders to spot your activity and attempt to block 
you with superior fi repower.

Attackers: Try to surprise 
defenders on the ground level 
by dropping off the side of 
the stairs and grabbing their 
weapons. You have to empty 
your hands fi rst, and if you 
miss with that fi rst grab, by 
the time you fi ll your hands 
with whatever weapon was 
assigned, you’re likely going 
to be shot.

Defenders: Keep the 
attackers from even 
entering the defense 
point by laying mines at 
all of the access points.

Defenders: Should an 
attacker push through 
a door, use mines as 
offensive weapons by 
throwing them like 
grenades.

DemoKit Points

Blasting through the walls near the Sanctuary Caves grants entrance to 
Base 3, giving players new routes of attack for more than just Eradication 
matches, but also for Capture the Flag.

Lion Rock and Lion Temple Ruins lie deep beneath the sandy surface, but 
a few well-placed charges can blow open the archaeological site and 
allow access to Base 4.

Base 1Base 1
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Infection
Small Variant
Infection games invariably turn 
into cat-and-mouse matches, 
except that the cat is a six-foot 
skeleton armed with a Falcon 
pistol. In the Small map variant, 
uninfected players have no 
shortage of spots to hide in—
behind pillars, on the rooftops, 
and in small side passages.

Uninfected players have 
the advantage of being 
infi nitely better armed than 
the infected, but there is 
always the risk of having a 
weapon snatched away. Keep 
the skeletons at a distance to 
prevent such embarrassing 
mishaps.

Uninfected players need to band together for survival. Taking 
over a section of the rooftops is a sound strategy, as you have a 
full view of the street below. All of the access points leading up 
to the rooftops must be covered, though. It’s easy to pick off a 
skeleton as it steps into view.

When infected, scour the 
township for hiding surviv-
alists. If they are not on the 
rooftops, check the alleys and 
rooms on the ground level.

Because they are expected to 
hide in the township, some 
uninfected players may 
expand into the surrounding 
area just outside the city 
walls. Look for players hiding 
behind and under the trucks in 
the desert sand.

Base 1 + 2 Variant

Much as in other rounds, uninfected players need to stay out 
of open areas—such as the Djinn Valley that connects the two 
bases. Most of the uninfected players are better off hiding in the 
bases or at least the ridge above the canyon.

When confronting an infected 
player—shoot fi rst. Then 
shoot again. It takes only one 
or two shots (unless you are 
point-blank with the DEF-12, 
then it’s defi nitely only one) 
to drop a skeleton to the dirt. 
And because the skeletons are 
armed only with Falcon pistols, 
your chance of survival is high. 
However, if more than one skeleton converges on your position 
at once, you might be in a little trouble.

Watch out for infected players 
making a kamikaze run at you. 
If you don’t shoot them before 
they get too close, they may 
swipe your weapon.

When infected, start looking 
in all of the basic hiding spots 
in the bases. For example, 
in Base 2, you can often fi nd 
uninfected players ducking in 
the tunnel system, trying to 
make themselves the smallest 
target possible.

Always spring for armor. It costs only 1,000 
credits, and it absorbs the impact of several 
Falcon bullets before falling away.

Base 1Base 1

Base 2Base 2Base 1Base 1
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Base 3 + 4 Variant

There are not nearly as many hiding places in the Base 3 + 
4 variant of Desert. Most of the gunplay is exchanged in the 
middle of the desert because the infected players have no 
access to sniper rifl es.

Teamwork is the best way to survive an attack by the infected 
players—stick together in units to repel enemies. Defend a 
place in the map’s center, such as a campsite. With no worry of 
snipers, players can set up defense perimeters without concern 
of repeated headshots from across the map.

Sabotage

In Sabotage, the Props are primarily relegated to the Base 1 half 
of the Base 1 + 2 map variant. Attackers must plan a careful tour 
of destruction, striking a balance between destroying multiple 
targets at once (which pulls the defending squad in too many 
directions to remain cohesive), and not sending out attack 
parties that are too small (and thus easily cut down).

Large Antenna: The 
large antenna is on the 
township rooftops, and it 
takes multiple attacks to 
bring it down. Grenades 
and rockets do good 
damage, but the most 
effective means is to use 
three DemoKit charges. 
Just remember that while 
applying charges, you 
are a sitting duck.

Barrels: The barrels 
are an easier target, 
sitting out in the 
desert. However, they 
are surrounded on 
three sides by walls of 
sandbags.

Crates: The wooden 
crates are just outside 
of the township, tucked 
underneath a tarp. They 
are protected by two 
sandbag walls, one of 
which protects them 
from easy shots by a 
grenade launcher from 
the rooftops.

Small Antenna: The 
small antenna is nestled 
between a sandbag wall 
and a canyon wall along 
the Ridge Path to the 
east of the township. The 
small antenna is much 
easier to destroy than the 
large antenna.

Metal Drums: Battle 
Hollow hosts the metal 
drums, which are also 
protected by an impen-
etrable wall of sandbags. 
Attackers must watch 
out for snipers above the 
Hollow who can cut them 
down as they attempt to 
approach the Props.

Base 3Base 3

Base 4Base 4

Base 1Base 1

Base 2Base 2
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DeathMatch
Killcount
Small Variant
The Old Town map is 
already geared for close-
quarters gunplay, but 
the Small variant really 
emphasizes the personal 
nature of killing. The 
crossroads are sure to be 
the scene for fever-pitch fi re 
fi ghts. It’s centrally located 
and contains dozens of 
places to shoot from: the 
balcony overlooking the crossroads, the pillars supporting that 
balcony, from behind the parked truck, and as you enter the 
area from any other map corner.

The building interiors offer additional arenas for gunplay. If 
somebody is chasing you, open a door and then hide behind 
it and wait for your foe to walk by. Shooting somebody in the 
back may sound less than honorable, but it still registers as a 
kill—and at the end of the game, that’s all that counts.

Mayor of a Dead CityMayor of a Dead City
Nestled deep in the African desert (or, at 
least a digital re-creation of it) is the Old 

Town, a sun-bleached sandstone township 
where the cobblestone streets collect the 
virtual blood of the dead. This abandoned 

town is seeing life again, but only from those 
who deal in the death. Soldiers have overrun 

this one-time paradise, evidenced by the 
unexploded bomb that smashed through the 

roof of one of the buildings. It practically 
begs somebody to knock on its steel hull, a 

dare to wake the demon within.
  The Old Town is the smallest DeathMatch 

map in the series of virtual battlegrounds. 
The city is split into four quadrants by two 

main streets, with a central crossroads that 
attracts itchy trigger fi ngers. The gun shy best 

not show their faces in this part of town, as 
the fi re fi ght in the streets is sure to be fast, 

furious, and frequent. And fun.
  Almost all of the buildings in Old Town can 
be explored and exploited. Upstairs windows 

that once had a beautiful view of the town 
square become sniper perches raining down 

death, causing confusion that chokes the 
city like a sandstorm from the unforgiving 

desert. The underground passage to the west 
is another site of trouble, with cyber athletes 

slipping under the street, never to see the sun 
again. When death knocks on the door in this 

Old Town, nobody can refuse to answer.

WEAPONS

The Old Town map has three variants: 
Small, Bases 1 + 2, and Bases 3 + 4.

There are no teleporters on any variant 
or game type of the Old Town map.

LEGEND
Team Killcount (TK), CTF (C), 

Territorial Gains (T), Onslaught (O), 
Eradication (E), Sabotage (S)

 weapon 1

 weapon 2

 weapon 3

 weapon 4

 armor

 Teleporter (TK, C, T)

 Flag Bay (C)

 DemoKit Point (C, O, E)

 Gain (T)

 Attack Spawn (O)

 Defender Spawn (O)

 Area to be Defended (O)

 Prop (S)

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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The crossroads in the town 
center is a fl ashpoint for fi re 
fi ghts. The open clearing, 
surrounded by balconies for 
snipers and pillars for close-
quarters warriors, attracts 
Killcounters seeking high 
scores and headshots.

You can duck beneath the truck parked at the crossroads. Its massive 
tires make effective cover, and crouching behind one of them renders 
you invisible—provided your opponent is looking straight at the side 
of the truck. Therein lies the danger of hiding down here. If either the 
person hiding or the person standing outside moves a little bit to the 
side, the red fl ash of an enemy costume is instantly recognizable.

Getting caught beneath the truck is nasty because it’s diffi cult 
to get out quickly enough to avoid damage. A DEF-12 Shotgun 
blast while you’re squirming out from under the trailer sends 
you right back to a random spawn point.

Use the pillars surrounding 
the courtyard next to the 
truck as cover when engaging 
other players, or to hide from 
shooters on the balcony above.

The balconies over the 
crossroads give you a slight 
advantage. You can pepper the 
courtyard below with bullets, 
but if somebody rushes the 
nearby stairs, you’re stuck with 
nowhere to run except along the 
length of the balcony—and drop 
down into the gunfi ght below.

The balconies overlook 
the streets leading into 
the courtyard. With a 
good rifl e, you can snipe 
somebody in the back 
of the head from a fairly 
safe distance.

Crouch behind the 
balcony walls. With 
so little of your body 
exposed, players can line 
up only a headshot.

You’re far from invincible 
on the balconies above 
the street. In fact, with 
several stretches of the 
catwalks and balconies 
unprotected, you can be 
seen by a great number 
of players.

Several of the avenues do 
not offer alcoves or half-walls 
for cover. Getting caught out 
in the open is a good way to 
get shot, so plan routes that 
keep you off the main street, 
especially if you lack the 
fi repower to win a gun battle.

The Old Market Tunnel that dips beneath street level in the 
map’s southwestern corner is a great place to duck into and 
hope somebody follows. Step behind the multiple pillars inside 
and wait until your prey is a several feet inside before lunging 
out and dropping your foe with two to the chest.

Combat roll through doors leading out to 
popular (or populated) areas. Guns will be 
raised to head- and chest-level, waiting for 
you to breach a door standing tall, so roll 
out to avoid a deadly headshot.

Shooting only when necessary keeps you off 
the radar—and enables you to sneak up behind 
other players and drop them before they even 
know what happened.
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The dim light down in the tunnel is also suited for close-
quarters combat, as players may not see you pressed up 
against one of the pillars until you just start to step out. And by 
that time, it’s too late.

Weapon spawns are always 
popular destinations, so if 
you linger around coveted 
hardware, targets tend to 
come to you. And those 
targets are typically lacking 
in decent fi repower—which 
is why they were visiting the 
weapon spawn.

Many of the buildings have interiors you can rummage 
through, looking for a good hiding place. With access points 
only as wide as a single body, you can really “own” a room by 
covering the doors. Install yourself in a corner and plug player 
after player.

Be cautious in the interiors, though, and don’t get involved 
in drawn out gunfi ghts. With limited movement options (you 
can easily back yourself into a corner by accident), fi re fi ghts 
are doubly hazardous. If you fi nd yourself overpowered—you 
brought a P9P to an M60 fi ght, for example—you better start 
looking for an escape, or hope against hope that you can score 
a headshot.

The Bomb Room 
earns its name for the 
unexploded bomb in the 
center. You could dance 
around this bomb for 
the entire game, playing 
cat-and-mouse with an 
opponent. Don’t worry 
about shooting the 
bomb—it won’t go off.

Base 2 + 4 Variant

The base variants just open the extra real estate of the bases—
the remainder of the city you toured in the smaller variant is still 
intact. And the bases themselves aren’t necessarily good places 
to conduct heated fi re fi ghts. However, the balconies opened up 
in this variant (and the next) are good vantage points.

A decent amount of action takes place in the main street, as 
well as Palm Tree Alley, which lies between the two bases. The 
swaying trees do not provide adequate cover. You’re better off 
seeking cover behind walls and corners in the area.

The balcony on Base 4 offers 
an excellent vantage over 
Palm Tree Alley. Players 
coming in and out the Old 
Market Tunnel often pass 
through this area, and under 
the unblinking eye of your 
scope.

Base 2Base 2

Base 4Base 4
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Base 2 is on the other 
side of the map and 
typically does not see 
as much traffi c as Base 
4, just due to the map’s 
general layout. Action 
centers around the 
courtyard and the tunnel.

The balcony over 
Base 2 looks out into 
the courtyard, but the 
viewing angle is such 
a sliver that it’s diffi cult 
to pull off any good 
sniping.

The base entrances (ground level) are lined with alcoves that 
players can use for camping, but in Killcount matches, much 
of the gunplay is going to occur more toward the center of the 
match. This doesn’t mean base interiors will never see Killcount 
action, but it will be rare.

All four of the bases are open courtyards such as this 
one—Base 2. Some have gazebos and barrels that players 
can duck behind and hide, and with the sniper vantage only 
looking outward, it’s a perfect arena for some planned 
close-quarters combat.

Base 1 + 3 Variant

Again, this variant only opens up the bases—however, the 
switch in base location redirects traffi c. Instead of fi ghting along 
the main north-south street, the shootouts are more likely to 
occur along the street with the parked truck.

Some of the fi ghting also moves down to the Old Market 
Tunnel, which burrows beneath street level. It is an excellent 
place to hide; it’s dark and populated with pillars that are easy 
to hide behind. If players come running through the tunnel at 
full speed, they could miss your position completely.

The Base 1 balcony offers 
a good view of the Market 
Square, which is a decently 
traveled area in this variant.

When facing off against 
installed snipers over the 
bases, such as Base 1, 
don’t stand your ground in 
the center of a square and 
exchange fi re—you will lose. 
Instead, stand off to the side, 
out of their peripheral vision, 
and use a scoped weapon to 
nail them with a single shot.

When standing in a 
sniping vantage, make 
sure you aren’t casting 
a shadow on the 
ground. Clever players 
scan the ground 
for human outlines, 
prompting them to 
watch out for snipers.

Base 1Base 1

Base 3Base 3
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The Base 3 balcony has a fairly limited fi eld of vision, and it 
offers incoming players a few places to hunker down and return 
fi re. Crouch behind the planters against the left wall and mount 
a counterattack on an installed sniper.

Team Killcount
Small Variant
Winning a Team Killcount 
match on the smallest 
Old Town variant requires 
communication and 
cooperation. Without 
a designated base of 
operations, a team must 
stake out a corner—
someplace with limited and 
defensible access points. 
The Old Market Tunnel is 
the best place to take over.

With the tunnel’s two main 
entrances, players can set up 
guards to blast opponents 
who attempt infi ltration. The 
lower angle is not as much of 
a concern, as close-quarters 
weapons such as a Magnum or 
shotgun are strong enough to 
knock enemies off their feet.

If the other team, by sheer use 
of numbers, penetrates your 
defenses, shooters hiding 
behind the interior pillars 
should be in position to quell 
any insurrection.

The crossroads are always 
going to see action, but 
instead of running out into 
the thick of it, stick to the 
periphery (such as an alley). 
Fire into the chaos instead of 
being a part of it.

Seek cover at places such 
as the Main Gate and pop 
off shots when only they 
will count. Just spraying 
the area with bullets has 
limited effectiveness—
and it alerts everybody 
on the map as to where 
you are.

Lure players into Minaret 
Street, a narrow alley, 
then trap them by hiding 
around a corner and 
waiting. Or lead your 
quarry into a viper’s nest.

Base 2 + 4 Variant

With bases opening up, teams have designated starting 
points—as well as rooms to get trapped in. In a relatively small 
map such as Old Town, there isn’t much travel time between 
bases. The team with superior fi repower (and numbers) can 
push the other team back into their base and keep them there.

Base 2Base 2

Base 4Base 4
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Starting from the map’s 
center, players from Base 4, 
for example, can keep fi ring 
and fi ring, driving Base 2 
players back into the Gate 
Corner. Seal off Minaret Street 
to the west, and suddenly 
Base 2 teammates have no 
way into the center. Players 
can push Base 2 inhabitants 

all the way back to their spawning point and keep them there.

Use the archer stations in 
the walls to spy incoming 
players without revealing your 
position.

Even with bases now open, the central crossroads at Market 
Square is still the chief scene of struggle. From this point, 
players can start pushing teams back and forth across the map, 
driving them back to their base.

Base 1 + 3 Variant

There is no true long-range combat on the Old Town map, 
but when Bases 1 and 3 are unlocked, some distinctly longer 
avenues see fi re. The main street that runs along the Market 
Square could see some sniping attempts, but on-the-ground 
gunplay won’t be long-lived. There are just too many places for 
other players to step into the center of the fi re fi ght and score a 
much closer kill.

Mines are a good way to 
control traffi c. Drop a few 
Multimines on your side 
(relative to your home base) 
of a gate or alley to catch 
opponents by surprise. Just 
make sure you put the word 
out to teammates before they 
misstep.

You can detonate mines 
with your own bullets. If 
an enemy’s coming, arm a 
projectile weapon and shoot 
mines if it looks like your 
foe may avoid them. The 
explosion is enough to turn 
most players back, but if not, 
you have your gun ready.

Old Town’s rust- and sand-colored walls can sometimes 
disguise enemy players, so use threat detection to pull them 
out of the background. Always pay attention to your reticle, as 
it turns red when it passes across enemies, even if you cannot 
physically see them.

Keep Multimines in your hands only while setting 
traps. Carrying them while just walking around 
is too dangerous, as an enemy player might creep 
up on you. While you desperately try to switch 
weapons, you’re likely to get one to the head.

The balconies over bases are great defenses 
against an enemy team trying to push you back 
into your own base. Stay far enough back from 
the ledge that your body is covered, but you 
still have a good view of the base entrance.

Base 1Base 1

Base 3Base 3
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Capture the Flag
Small Variant

The small Capture the Flag 
game really tightens up the 
action, moving the fl ags 
as close as Market Square 
and Palm Tree Alley. The 
path between the two fl ag 
bays is short, but no less 
merciless. Players can set 
up defenses in many sniper 
vantages and hiding spots.

Each fl ag bay is surrounded 
by excellent defensive points, 
too. The Market Place fl ag, for 
example, has enough pillars 
for a dozen players to hide 
and wait for a brave (and 
foolhardy) opponent to make 
a move on the fl ag.

Look out for fl ag defenders 
in the shadows. Use your 
targeting reticle to spot 
players in low visibility 
areas—when it turns red, 
make ‘em dead.

The Market Place fl ag is next 
to a pillar. If you can sneak 
up behind it, you can step out 
and steal the fl ag and step 
back unnoticed. All the other 
team will know is that their 
fl ag bay is empty.

Taking the fl ag down the main streets is pointless—too many 
ways to die. Instead, take the fl ag through the upstairs rooms or 
through the Old Market Tunnel to reach your fl ag bay.

Step far enough back from 
your fl ag bay to lull opponents 
into a false sense of security. 
Their eyes are likely going 
to be fi xated on the fl ag, and 
they may not spot you just off 
to the side, gun raised to head 
level.

Base 2 + 4 Variant

When Bases 2 and 4 are opened, the avenue of action switches 
to the main street through town. Flag carriers must fi nd an 
alternate route than through the center of town, as snipers and 
cleverly hidden players can appear seemingly out of nowhere.

The onus is on 
teammates to clear 
paths for the fl ag carrier. 
If some of the interiors 
have been taken, players 
must sweep those 
rooms to open a route. 
They must also look out 
from their bases and 
eliminate any obstacles 
(such as enemies hiding 
in shadows) to prevent a 
direct assault on their territory.

Base 2Base 2

Base 4Base 4
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There will undoubtedly be 
street-level skirmishes at the 
start of the match, as teams 
try to set up defenses for their 
fl ag runs.

Set up fi rst-line defenses near 
the entrances to your base 
to repel enemy players not 
familiar with the map’s back 
routes.

Always have at least one 
fl ag defender in or very near 
the base. If word goes out 
that an enemy has breached 
defenses, the defender can 
step into place and await the 
incoming threat.

Use the sniper balconies 
over your base as a means of 
cutting down fl ag carriers who 
manage to slip out of your 
main base. If you can take 
down a fl ag carrier early, you 
can swipe the fl ag and send it 
back to the bay.

Watch out for the explosive 
points on your base. If you 
discover a breached wall, 
guard it. An enemy player is 
likely nearby.

If you manage to steal the 
fl ag, stay out of the street as 
much as possible. Stick to 
interiors. However, if the main 
street seems to be the only 
option, zigzag as you run to 
make headshots diffi cult.

Base 1 + 3 Variant

Capture the Flag on this variant turns into an exchange of 
blows, with players seeking out the best ways to avoid enemy 
detection. With bases so easy to defend, players can cut each 
other down at the entrances without much diffi culty. It takes 
a concerted effort to overwhelm a fl ag bay, but a team cannot 
sacrifi ce base defense to grab the fl ag. Stretch your forces too 
thin, though, and neither offensive nor defensive measures will 
be effective.

If you are taking the fl ag 
from Base 1 to Base 
3, use the Old Market 
Tunnel. However, the 
reverse is not true. 
When going from Base 
3 to Base 1, the Old 
Market Tunnel adds 
extra mileage. Use the 
interiors on the upper 
fl oors to escort the fl ag.

Set up “checkpoints” 
along the fl ag routes. 
Communicate any enemy 
sightings to the entire 
team over the headset so 
your team can mount a 
cohesive defense.

Avoid the Market Square on this variant as it is 
too easy for the enemy team to mobilize and set 
up mid-town defenses upon discovering their 
missing fl ag.

Base 1Base 1

Base 3Base 3
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Leaving only one fl ag 
defender at a base is an iffy 
proposition, especially if 
more than one enemy player 
manages to breach your 
defenses. Consider leaving 
one player at the actual fl ag 
bay and position another on 
the sniper point above the 
base entrance.

Territorial Gains
Small Variant
There is only one Gain on 
this variant—and it’s right 
in the middle of Market 
Place, at the crossroads of 
the entire map. Positioned 
between the truck and 
the small courtyard full of 
pillars, the Gain is diffi cult 
to take and hold. The team 
that manages to hack the 
Gain fi rst needs to install 
defenders behind the 
pillars, plus a sniper on the 
balcony above to provide medium-range cover fi re.

If the other team manages to 
get the Gain fi rst, dismantle 
their defenses before making 
an attempt on the Gain. Send 
shooters up to the balcony 
to eliminate any snipers and 
then systematically sweep 
the hiding spots behind the 
pillars. It costs lives, but if you 
can winnow their numbers 
faster than they do yours, you 
can successfully take the Gain.

Simple defenders behind 
the pillars are typically 
enough to wipe out anybody 
who attempts to hack the 
Gain. Make sure you have 
defenders on all three sides of 
the courtyard, though, so the 
hacker cannot use the Gain 
itself as a barrier.

Install a sniper over the 
Gain to shoot any would-be 
hackers. If the teammates 
behind the pillars are 
compromised, a sniper is your 
last defense.

Base 2 + 4 Variant

The base variants add two more Gains to the map, positioning 
them in Old Market Tunnel and the Main Gate. On this variant, 
the Gains are fairly evenly spaced from each other, giving 
neither team a serious advantage over the other. Teams just 
need to select which two Gains they want to hack and hold—
and more often than not, they are the Gains in the tunnel and 
the town square.

Because the Gain in 
the tunnel is so easy to 
defend, make it your 
team’s top priority. 
As soon as the match 
begins, players need 
to rush the tunnel and 
set up guards at each 
entrance while a hacker 
takes the Gain. Once this 
area is secure, the team 
can strike out to grab the 
central Gain. 

Make sure your sniper steps out far enough to 
see the ground between the balcony and the 
Gain. A hacker can slip into a blind spot and 
make an attempt on the Gain.

Base 2Base 2

Base 4Base 4
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The Main Gate Gain just 
has too many access points. 
Players can come up two 
streets to assault a defender, 
or snipe from a variety of 
angles. Your team can hold 
the Main Gate Gain, but it 
takes a lot of manpower that 
would be better spent trying 
to control the other Gains.

You must install multiple 
snipers around the Main Gate 
Gain, because the Gain itself 
creates a massive blind spot 
that an enemy hacker can 
exploit.

Base 1 + 3 Variant

The team that starts out in Base 1 has a great advantage in this 
variant. Right away, they are a stone’s throw from the Gain in 
the Old Market Tunnel. Within 30 seconds of starting the game, 
they can hack this Gain and start defending it. The other team 
pretty much has to write off this Gain and hope the team that 
has it installs too many Gain defenders to effectively manage 
the rest of the map.

The Base 1 team also has a 
very clear shot at the Market 
Place Gain, too. The truck is 
between the Base 3 team and 
the Gain, giving Base 1 another 
advantage. Snipers and pillar 
defenders can be quickly 
installed around the Gain.

The team that controls the 
Market Place Gain can use the 
parked truck as cover while 
fi ring down at the team trying 
to hack the Main Gate Gain.

If you control the tunnel Gain 
and the central Gain, you can 
let the Main Gate Gain go and 
still swiftly win the match.

Dark Ops
When shopping for hardware in Old Town, always remember 
that bigger isn’t necessarily better. Sure, the FAC-16 has great 
range and a grenade launcher, but what good is a grenade 
launcher if you’re backed into a small room? The splash damage 
from the grenade is likely to damage you if you aren’t careful. 
And in heated fi re fi ghts, caution is a fl eeting luxury. It’s 
better to pony up for a solid close-quarters weapon for tight 
situations, plus a good submachine gun for street encounters.

Eradication
Base 2 + 4 Variant

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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With only one life to live in an Eradication match, smart 
players stay away from the Market Place and the avenues 
leading into it. There are too many good hiding spots and 
sniper vantages to risk moseying down the main street with 
guns blazing. And, with shooters exchanging fi re across the 
streets, it’s easy to get caught in the crossfi re. Players are 
better off staking out rooms in the interiors or diving below 
the surface into the Old Market Tunnel.

The upstairs rooms offer 
sniper vantages out 
the outside balconies. 
Use the doors and 
other furniture (or large 
bomb?) as cover when 
another player enters 
your immediate area.

The Bomb Room is a 
good room to hide in, as 
the central feature makes 
excellent cover for fi re 
fi ghts. And, the room 
has limited access, so 
you can really cover the 
doors.

Keep your target reticle 
at head- or chest-level 
so when another player 
walks through the door, 
you can drop your foe 
with a quick shot.

If you spot a sniper on a 
balcony, run. Don’t try to 
engage the sniper. While 
looking up, you cannot 
see other players coming 
at you from the sides.

Base 1 + 3 Variant

Opening up this base variant relegates the majority of the action 
to the Old Market Tunnel (as it is directly next to Base 1) and Palm 
Tree Alley. At least in these tighter quarters, you have places to 
hide—unlike out on the streets where you are sniper bait.

A scoped weapon (or, even 
better, scoped and silenced) 
helps you pick off players while 
remaining a safe distance from 
the hard action. Kneel down 
on a balcony, shimmy out 
from behind the half-wall, and 
pop off players as they dare to 
cross the streets.

Be careful when rounding 
the corner to enter Palm Tree 
Alley. All of the cover, such as 
the trees and the half-walls, is 
inside the alley. Sneak up to 
the corner and use cover to 
check things out. If there is a 
target, go for it.

Defending teammates is easy 
inside the Old Market Tunnel, 
where players can cover both 
entrances and wait behind 
pillars in case the enemy 
overwhelms the fi rst line of 
defense.

Base 1Base 1

Base 3Base 3
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Onslaught

Onslaught in Old Town is easy for defenders—and absolute 
murder for the attacking team. With two distinct routes into 
the defense point, defenders have no diffi culty staffi ng those 
access points and repelling invaders either with shotgun blasts 
as they try to enter, or with a rifl e shot from across the room.

The best way to 
overcome the defenders 
is with numbers. Be 
aggressive—mercilessly 
aggressive—and try to 
shove as many bodies 
through those access 
points as possible. Start 
thinning their ranks, and 
the defenders have to get 
choosy about which door 
they defend.

Defenders: If an attacker 
successfully runs the gauntlet 
and gets inside the base, 
spread out. Grouping up 
makes it easy for the attacker 
to score kills, especially if 
armed with the DEF-12.

Attackers: Gather up at the 
entrance to the defensive 
point and then storm in 
great numbers. You have to 
overwhelm the defenders to 
get a foothold.

Attackers: Breach the base 
walls with DemoKits. The 
more routes you can open, the 
harder it is for the defenders 
to keep people out.

Infection
Small Variant
If you start the match 
uninfected, get off 
the street as soon as 
possible. The longer you 
remain on the street, 
the more at risk you are 
of being overwhelmed 
by the growing army of 
skeletons. Either choose 
the high ground or slip 
into the Old Market 
Tunnel with some other 
uninfected players 
and set up a defensive 
perimeter. With quality teamwork, you can keep the 
skeletons at bay almost indefinitely.

Because the infected players 
are equipped only with 
pistols, they have a tough 
time blasting you off a 
balcony or through a second-
story window. But don’t 
be brazen about engaging 
them—even a skeleton can 
pop off a crack headshot from 
time to time. So, once you set 
up your defenses, stay within 

its boundaries. Bravery only leads to extreme weight loss, as 
you shed your skin for the uniform of the infected.

Remember, when hiding behind an object such 
as a pillar, players on the street may have a 
hard time spotting you, but a sniper can see 
you plain as day. Before settling into a hiding 
spot, make sure you have all angles covered.

If you are trying to break into Base 1 for 
either Eradication or Capture the Flag, breach 
the explosive point inside the Old Market 
Tunnel. Look for the missing bricks to discern 
its exact location.

Base 1Base 1
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The Old Market Tunnel is 
always a good place to set up 
a survival camp, with players 
guarding the entrances 
against incoming skeletons. 
Using the pillars as protection, 
wait slightly below the stairs 
for skeletons to step into view.

Should one of the skeletons 
breach your defenses, deal 
with it immediately—but 
not to the exclusion of 
maintaining the entrance forti-
fi cations.

The balcony over Market Place 
certainly gives you a nice, 
wide few of the street, but too 
many skeletons can amass 
and bring you down.

Base 2 + 4 Variant

Like the Old Market Tunnel, the bases are good places to set up 
defenses against the infected threat. The entrances can be easily 
guarded—position snipers on the balcony overlooking the front door. 

The problem, though, can be getting there. When spawning into the 
match, players are somewhat scattered, so it requires communication 
and teamwork to get all uninfected players to the decided-upon base.

Fortunately, the skeletons start 
the match in stasis, giving the 
uninfected a moment to start 
their fl ight before the infected 
break into motion. If you’re 
nowhere near one of the good 
defensive points, use those 
precious seconds to at least 
seek some cover. Blast what 
skeletons you can until help 
comes, or until you can carve a path of your own.

If you’re trapped too far 
outside the uninfected 
defense point, fi nd a 
defensible position. A narrow 
staircase isn’t a bad option, as 
you can blast skeletons that 
try to ascend while keeping an 
eye on the upper level.

Enjoy the freedom of 
infection. As a skeleton, you 
have unlimited spawns, so 
take risks and chances to bring 
down the uninfected players. 
Head upstairs and start 
sweeping hiding places. Even 
if shot, you can still infl ect a 
sense of uneasiness, making 
the uninfected think twice 
about where they are really safe.

Base 1 + 3 Variant

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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If you do elect to use a base as a defense against the infected, 
make sure to have clearly defi ned roles for the team. Place 
select shooters upon the sniper balcony above the base 
entrance. Door guards must defend the main entrances with 
smart weapons, such as shotguns. Interior defenses must cover 
the open space within in the event of a breach. 

Place guards on each 
side of the main entry, 
ready to blast any bones 
that attempt to enter 
the base.

Base 3 offers some 
overturned trucks to use 
as cover within the base, 
should trouble actually 
make it that far into your 
defenses.

Guards inside the base 
(not those on the door) 
need to be ready in case 
a skeleton does manage 
to enter the sanctum 
sanctorum. Door guards 
cannot be pulled off their 
positions, lest another 
skeleton sneak through.

The infected have a way 
of being exactly where 
you don’t want them. 
If infected, consider 
heading for one of 
the base balconies at 
the start of the match 
and waiting. As the 
uninfected attempt to set 
up their defenses, you 
can blast a sniper headed 
for the balcony—and now 
have two agents within the base perimeter.

Sabotage

Metal Drums: Minaret Street 
has been walled off with 
sandbags, so when you enter 
to eliminate the drums, have 
attackers ready to clear an 
escape route. The defenders 
will descend as soon as you 
appear on the radar.

Small Antenna: The small 
antenna is positioned inside 
Palm Tree Alley in a fairly 
easy spot to blast as you 
run through en route to the 
wooden crates in the Old 
Market Tunnel.

Metal Crates: The metal crates 
are also in Palm Tree Alley, 
but they are tucked in a small 
side room opposite the small 
antenna. Work together so 
you don’t get trapped by 
defenders.

Base 2Base 2

Base 4Base 4
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Wooden Crates: Take a few 
passes through the tunnel to 
fi nish off the wooden crates—
the easiest Props to ruin. You 
need to pass through here at 
least two or three times to get 
the small antenna and metal 
crates anyway, so don’t feel 
the need to destroy all of the 
crates at once—unless you 

have enough attackers with you to defend the tunnel entrances 
while engaging in demolitions.

Large Antenna: In the middle 
of Base 4, the large antenna 
is the most diffi cult Prop to 
destroy on the Old Town map. 
Defenders have no diffi culty 
keeping attackers out of 
the base, so it takes great 
numbers to overwhelm the 
area and fi nish off the Prop.

Runaround in the Runaround in the 
UndergroundUnderground

The train’s about to pull into the station—
next stop: Mayhem. The underground 
subway station offers no escape for 
DeathMatch players, with winding 

corridors and sub-station rooms all leading 
back to a central platform where bullets 
create lethal cross-traffi c and the toll for 
not ducking is a one-way ticket out of the 

digital championship.
The central area is defi nitely where action 

starts—players can stake out their own 
areas of the platform, using the parked 
subway cars as cover while volleying 
shots at opponents both on the other 

side of the platform and on the walkways 
above it. The trenches that house the 

subway tracks are safe to duck into for 
cover when the scene gets too hot. The 
pillars supporting the ceiling are wide 

enough to use for cover, but players must 
understand that survival on the central 

platform is far from guaranteed—there is 
no place to hide for very long.

Several doors and stairways lead off from 
the central area, branching out to the 

bases, which are located in the extreme 
corners of the map. The dark corridors 

are excellent hunting grounds for players 
programmed for close-quarters combat. 

A good, dim corner and a shotgun is 
all that is needed to surprise, and bury, 

players running to their next destination.
On this map with no blind corner safe to 

tread around, no dark hallway in which to 
take a breather, and no way to get from 
one side of the map to the other without 

crossing the chaotic central platform, 
Subway’s scores refl ect the unrelenting 

action waiting for competitors.

WEAPONS
The Subway map has three 
variants: Small, Bases 1 + 2, 
and Bases 3 + 4.

DeathMatch
Subway DeathMatch rounds are laden with destruction, thanks to the map’s bountiful 
weapon spawns. The bases contain only basic weapons (slots one and two), so players in 
search of better fi repower must step out of safety to retrieve it. The only slot-four weapon 
is located on the balcony above the central platform—a very unsafe place to be pinned 
down at. The possibility of crossfi re and grenades from the platform really makes players 
think twice about making a break for the powerful weapon.

Killcount
Small Variant
The small variant clips the bases out of the corners 
of the map, placing the emphasis on the central 
platform. Players must decide if they want to brave 
the platform is search of potential kills, or if they are 
better off playing more defensively—there are small 
corners surrounding the platform where you might 
be missed by players too busy with survival tactics. 
The south end of the platform in particular has 
some good corners to slip into, as well as access to 
the trenches that run the length of the platform.

LEGEND
Team Killcount (TK), CTF (C), 

Territorial Gains (T), Onslaught (O), 
Eradication (E), Sabotage (S)

 weapon 1

 weapon 2

 weapon 3

 weapon 4

 armor

 Teleporter (TK, C, T)

 Flag Bay (C)

 DemoKit Point (C, O, E)

 Gain (T)

 Attack Spawn (O)

 Defender Spawn (O)

 Area to be Defended (O)

 Prop (S)

Base 1Base 1

Base 2Base 2

Base 3Base 3
Base 4Base 4
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The balcony overlooking 
the central platform is 
great for fi ring down on 
players, but a terrible 
place to get trapped. With 
two access points on 
each side of the balcony, 
it’s not impossible to get 
tangled in crossfi re (and 
look like a base runner 
caught between fi rst and 
second base). However, 
this is where you fi nd the “power weapon,” and depending on 
the weapon set, it just might be too much of a lure to resist.

Beware of getting too focused on the central platform. Even 
though the bases are closed, several side passages lead off 
from the main area (accessible via doors or stairwells) where 
players can set up lures and traps.

The subway cars in the map’s 
center may look like a good 
place to hide—but they’re not 
for several reasons. First, it’s 
too easy to see players inside 
the cars. The cars are lined 
with windows that can be shot 
out and then shot through.

Second, ducking doesn’t help. Not only are you still quite visible to 
the players outside of the cars, but you have limited range to look 
out. The range of fi re is cut in half, due to the height of the seats.

Finally, should a fi re fi ght 
erupt inside of the cars, exits 
are limited. With only a few 
doors, it’s hard to fl ee in time 
should your opponent get 
the upper hand with a better 
weapon.

The trenches that house 
the subway tracks are good 
temporary cover for just 
dropping out of a fi re fi ght. 
However, getting out can 
be a little tricky. Pressing 
forward against the ledge 
gets you out, but while you’re 
climbing, you cannot move 
left or right to dodge bullets. 

Use the ramps at the end of the track to scramble out of the 
trench without being an easy target.

The balcony over the 
central platform provides 
an excellent, full view of the 
proceedings. From up here, 
you can throw grenades and 
attempt to snipe players 
as they duke it out on the 
ground fl oor.

The balcony sees plenty of medium-range confl ict, as players 
hide at each end and fi re when another player makes a run 
across the map. Rifl es and grenades are excellent for striking an 
enemy on the other side of the balcony.

Base 1 + 2 Variant

Use the corners between the tracks as cover. 
The side of the map opposite of the corner 
cannot see your position, and you have a pretty 
wide angle for seeing the platform on your side.

Drop to the lower level just beside the parked 
subway cars to slip out of sight for a moment, 
then draw a bead on players on the main platform.

Base 1Base 1

Base 2Base 2



CHAPTER 6:CHAPTER 6:

247PRIMAGAMES.COM

MULTIPLAYER. SUBWAYMULTIPLAYER. SUBWAY

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

The Base 1 + 2 variant leaves the central platform intact, but it 
opens up the two northern corners. Heading up the massive 
stairs now leads to a series of corridors, opening up new hiding 
spots for stealthy players. Guerilla players can use the darkness 
to their advantage by making themselves visible, then disap-
pearing into a corner, only to pop out when their prey runs by.

The back areas behind the bases are not well-traveled—they 
are an extra hike from the central platform, which still sees 
its fair share of action. However, with so much extra square 
footage now open for combat—and the balcony connecting it 
all—expect traffi c on the platform to decrease.

Try to stay just outside the center platform. The staircases 
leading down to it from the bases are particularly solid places 
to position yourself, as you have a defi nite vantage from which 
to target players on the ground level.

Use the intervening pillars at 
the top of the stairs leading 
to Base 1 as cover. Players 
en route to Base 1 must walk 
through here (it’s the easiest 
path), and you can step out 
and nail them as they run by.

The ramps at the Saigon Plaza Entry are good sniper spots—
especially at the large hole in the wall. It grants you a good 
view of players coming through the area. But in case of an 
emergency, you can step through the hole and land on the 
ground below without taking too much damage. From the other 
vantage points on the ramp, you have to run either down the 
ramp or back up to avoid trouble.

The Service Storage facility 
near Base 2 is another good 
place to play cat-and-mouse. 
Use computer mainframes 
and pillars for cover while 
hunting opponents.

The front entrance to Base 2 is just too open to use as a primary 
approach. Players can hide behind the many pillars and corners 
and catch you as you attempt to breach the area.

Base 3 + 4 Variant

Use the top of the escalator has a hiding spot to 
nail players coming up the stairs. Crouch down 
and aim directly for the head and chest area.

With more open space in this variant, use 
weapons with scopes. You have a better chance 
at picking off campers at the top of the 
staircases. The Subway map is dark enough, 
and while the scope doesn’t lighten anything, 
it can help you discern an enemy outline.

The dark routes behind Base 1 may be good for 
hiding, but the red lighting makes it diffi cult to 
see enemies—after all, their costumes appear 
red to you. Threat detection is useful back here.

Base 3Base 3

Base 4Base 4



248 PRIMA OFFICIAL GAME GUIDE

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

The Base 3 + 4 variant opens up additional areas for exploration 
and domination in the map’s southern half. Bases 3 and 4 are 
linked directly off the main platform, so traffi c in the central 
area should increase in this variant. The bases themselves are 
gigantic; the Base 4 layout alone offers a large area divided 
only by a curved wall. If the action is pushed back into the 
bases, the body count will be high as the number of hiding 
places dwindles to a small handful.

The routes in and out of Base 4 are much more complicated 
than those around Base 3. The denser collection of camping 
sites and dark corners will attract stealthier players, and it’s 
a great place to break out close-quarters combat weapons. A 
DEF-12 Shotgun or a Magnum does catastrophic damage in 
these tight passageways where it’s much easier to score either 
headshots or torso wounds.

The entrance to Base 3 offers a great showdown arena. The 
room is divided by a large collection of telecommunications 
cables, but the spaces between the cables are just wide enough 
to see—and engage—an opponent on the opposite walkway.

The Main Conduit chamber 
feeds into Base 3 proper, 
and offers several corners to 
hide behind while waiting for 
players to either come out of 
the base or try sneaking into it.

Base 4 is surrounded by 
complex systems of hallways 
and darkened paths with 
ample hiding spots. Squeeze 
into one of the corners in the 
South Service area, and then 
slip behind unsuspecting 
players as they attempt to exit 
the base.

The Lower Pump Room, which 
must be accessed to leave 
Base 4 to the north, has twin 
staircases that can be used 
to snipe players running back 
toward the main area.

The roundabout in the main entrance to Base 4 (called the 
Concourse Balcony) offers an exhilarating möbius strip of 
death. Players enter the loop and chase each other, fi ring and 
fi ring until one doubles back and attempts an interception.

Team Killcount
Small Variant
Team Killcount on the 
Small variant does not 
give teams the benefi t 
of defendable bases 
to work out of—rather, 
players are dropped 
into the middle of 
the central platform 
area and must fend 
for themselves until 
they can implement 
a cohesive team 
strategy. The best 
strategy at the start of 
a match is to decide, as a team, on a corner of the map to use as 
a base of operations. Decide quickly, because you must always 
assume the other team is doing the exact same thing, and not 
all corners are created equal. For example, the corners at the 
southern end have more cover.

Once a team base has been selected, players must work together 
to set off avenues of fi re. To succeed in this close variant, you 
must control the fl ow of traffi c. Lay down fi re to carve off pieces 
of the map for your own uses, tightening the noose on the other 
team until they have nowhere to go. If you can push them into 
one side of the map, you’re that much closer to victory.

Study weapon sets before starting a match. If 
the weapon set includes weapons with fl ash-
lights or threat detection, hiding in corners 
isn’t as viable a strategy.

Look for hiding places beneath staircases, such 
as the two in the Lower Pump Room. You can 
catch players as they step off the stairs. This is 
why, if you’re ever traveling down stairs with a 
hollow beneath them, you walk down backward.
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Teams spawn into map at 
opposite ends of the balcony 
overlooking the central 
platform, so expect several 
fi re fi ghts to erupt up there 
just as the match gets started.

Set up a sniper to keep the 
opposing team at bay until a 
sizeable number of teammates 
can get out of the spawning 
area and start setting up a 
base camp.

In addition to setting up a 
makeshift base, try to push 
the opposing team back 
to their spawn point—and 
don’t let them out. Whenever 
possible, cover this vantage 
from the balcony down into 
the corridors that would lead 
to Base 2 in a larger variant, 
because enemy players will 
stream through the door.

Covering doors keeps traffi c in check, but also, because all 
models within a category (Dark, dataDyne, etc.) are the same 
height, you can line up headshots and wait for the door to 
open. This, of course, only works a couple times before word 
goes out over the headsets that a door is being protected.

Base 1 + 2 Variant

In this variant, players spawn much farther out from the central 
platform, which invariably leads to the creation of choke points. 
When the match begins, teammates should work to set up 
a defensive perimeter around their base far enough out to 
prevent the other team from cutting them off from the rest of 
the map. Beware of getting pushed into an area of the map with 
little cover, such as the immediate area around a base.

Teleporters are important in 
this variant; the team that 
owns the majority of the 
teleporters, especially the one 
near the entrance of Base 1, 
has a defi nite advantage. It’s a 
long hike from the base to the 
central platform. If your team 
experiences heavy losses, 
by the time reinforcements 

spawn again and start moving out, the enemy team can gain 
precious ground.

When your team takes a 
teleporter, do whatever you 
can to hold it. Leave a guard 
behind (but with a long leash, 
because just standing next to 
the teleporter makes for an 
easy target) to make sure you 
have a spawn point closer to 
the action than all the way 
back at the base.

Hold the main access route to 
your base. Back routes take 
longer to traverse and with 
time of the essence, many 
players will simply attempt a 
frontal approach. For example, 
make sure they never get up 
the stairs at Base 1.

Because players spawn into the map at the 
ends of the balcony, try to set up your team 
base on the map’s south side. Enemy players 
are forced to cross extra open territory 
to reach your position, and a couple well-
positioned shooters can cut them down before 
they get too close.

Base 1Base 1

Base 2Base 2
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Expect the other team 
to guard their captured 
teleporters, too. Try to 
overwhelm their guard 
with numbers and 
brute force, then set up 
a defensive perimeter 
while a teammate hacks 
the teleporter.

Doorways are dangerous 
in this variant. Because 
they are used so 
often, teams may start 
assigning players to 
hold specifi c doors. 
Have a fresh clip ready 
whenever opening a 
door, lest you get a nasty 
surprise on the other 
side.

Guerilla tactics work best 
in the corridors leading 
in and out of bases. If 
available, mine doorways 
with Multimines or 
UGL Liberators—when 
opponents step through 
the door, they get 
engulfed in the explosion 
so quickly they won’t 
have time to back away. 
Just be sure to alert 

teammates when you start rigging doors with booby traps.

Base 3 + 4 Variant

Players in Base 3 have an easier time due to the simpler nature 
of the access points leading in and out of their base. The team 
in Base 4 must control their closest teleporter (South Platform 
area), because their base is set farther back from the central 
platform. If they let the team at Base 3 push them too far back, 
regaining the ground becomes arduous.

Unlike the Base 1 + 2 
variant, the action here 
moves back out to the 
south side of the central 
platform. The map’s 
entire top half should 
remain fairly calm. Even 
from the vantage of the 
balcony, snipers have 
a hard time getting 
off clean shots on the 
players on the opposite 
side of the platform.

Teams must coordinate 
to keep their corner 
of the south side from 
being overrun. Position 
players at and around the 
base’s access points to 
repel invaders.

Once the access points 
to your base are secure, 
expand your defenses 
to the main platform. 
Use the pillars in the 
platform’s center as a 
makeshift boundary, and 
keep the opposing team 
out of your “side.”

Look out for enemy players attempting to hack 
your teleporter while hiding behind it. The 
teleporter is just tall enough to conceal a 
crouching hacker.

Sometimes an empty teleporter makes for 
excellent bait. At the northern entrance to Base 
2, position a player behind one of the pillars 
and wait for an enterprising enemy player to 
rush the teleporter and attempt a hack. While he 
or she is busy hacking, step out and blast.

Base 3Base 3

Base 4Base 4
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Use the pillars in the middle 
of the platform as cover while 
blasting enemy players. It is 
imperative to keep opponents 
from gaining any territory 
on your half of the map. Lost 
ground is twice as diffi cult to 
regain as it is to defend.

Capture the Flag
Small Variant
This variant eventually 
devolves into a 
balcony fi ght because 
the two spawn points, 
and the locations 
of the fl ags, are on 
opposite ends. It is 
exceedingly diffi cult 
to take the fl ag across 
the balcony, so teams 
must explore alternate 
routes. Running the 
fl ag across the main 
platform takes a 
serious, organized effort with players covering not only the ground 
level, but also the balcony above.

The lower route between the two fl ag bays is a diffi cult run, 
too. You have to survive getting out of the fl ag location, and 
scrambling up the ledges makes you an easy target. You must 
have at least two teammates (depending on attendance) 
fl anking you while running the fl ag.

Cover both your fl ag bay and 
the access points leading 
into it. In this limited variant, 
defense is just as important as 
offense.

Communicate with your 
teammates at all times. 
Because your stolen fl ag does 
not show up on the map, you 
must alert the team when you 
spot it.

When entering a fl ag bay, 
expect immediate resistance. 
The best strategy is to cause 
as much noise and action as 
possible to throw the whole 
room in disarray while you 
concentrate on getting the 
fl ag. Have you teammates 
start lobbing grenades and 
shooting up the place, just to 
keep the defenders busy.

Getting out of a fl ag bay is 
often just as tricky as getting 
in. Once the “Flag Stolen” 
message appears onscreen, 
you can count on the entire 
enemy team coming down 
on you. While you follow the 
route back to your fl ag bay, 
your teammates must cover 
every door, every vantage, 
every angle, because you are 
not an effective attacker.

If available, use 
weapons with scopes 
or threat detection 
to zoom in on enemy 
locations in the 
chaos of the central 
platform.

Because fl ag carriers are rarely alone, you 
cannot just drop one and keep moving. If in 
trouble, the carrier can drop the fl ag for 
another teammate, and the teammate has 10 
seconds to pick it up unless you intercept it.

Carrying the fl ag is an enormous burden—your 
speed drops signifi cantly as you attempt to take 
it back to your base. Choose a direct route, and 
stick to walls and corners for cover.
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Base 1 + 2 Variant

Much as in the Team Killcount game on this variant, choke 
points start to form where the bases lead into the map’s main 
section: the central platform. To escape these choke points—and 
make it back through with the fl ag—teamwork is essential. 
With the tight corridors full of excellent places to intercept fl ag 
carriers, matches are likely to be low-scoring. (However, a 2-1 
victory can be a lot more exciting than a 10-2 blowout.)

Consider allowing the other team to take one or two of the 
teleporters, and then don’t contest it. This often tempts players 
to spawn outside of the base, thus weakening base defenses.

If breached, the explosive point on the wall surrounding Base 
1 makes it much easier to escape a base fi re fi ght once the fl ag 
has been stolen.

Base 3 + 4 Variant

You must know the routes in and out of the bases (especially 
Base 4) if you are going to be a fl ag carrier. It’s easy to get 
turned around, and glancing at the map is not an option with 
three fl ag defenders bearing down on your recently discovered 
position.

Choke points start to form at the base access points from the 
central platform. With no alternate route that doesn’t pass 
through the middle of the map, players can always expect 
where to spot a fl ag carrier once the fl ag has been stolen. Teams 
must run interference through their opponents’ defenses to get 
the fl ag across the platform. Once inside the corridors leading 
into your base, you cannot stop running, but you should be 
able to breathe a little easier.

Taking a stolen fl ag back to 
your base requires not just 
teammates wielding big 
weapons, but deft footwork on 
your part. After grabbing the 
fl ag, quickly try to enter a back 
route not commonly used, 
rather than going straight for 
the front door.

While running, always 
veer left and right. Because 
your skull is always at the 
same level on fl at ground, 
the enemy team has an 
easier time lining up lethal 
headshots. Keep moving 
around to throw them off their 
game.

The darker the corridor, the 
better. Remember, if you get 
caught, you can drop the fl ag 
for up to 10 seconds. In a 
small hallway, your fi sts are a 
powerful weapon—and they 
are fast, too. Rack up a quick 
combo and then pick up the 
fl ag again.

Use the chevrons on the 
ground—there is no shame 
in accepting a little help. They 
lead you right back to your 
base.

Close-quarters weapons that 
do one-shot kills, such as the 
Magnum or DEF-12 Shotgun, 
are excellent tools for base 
defenders.

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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Territorial Gains
Small Variant
With only one Gain 
located in the dead 
center of the main 
platform, matches on 
this variant quickly 
become free-for-alls. 
Teams can attempt 
to take the Gain 
and then create a 
defensive perimeter 
around it, but there 
are just too many 
angles and vantages 
for the other team to 
exploit. It eventually boils down to a question of which team 
has the better shooters.

The start of the match always 
results in a mad dash to the 
Gain. The team that gets there 
fi rst can possess the Gain, 
but it will be immediately 
contested.

Always station a few guards 
at the Gain. The Gain is so 
big that an enemy player can 
stand on the other side of 
it and you won’t see him or 
her. An onscreen message, 
however, alerts you of enemy 
intentions.

If the other team holds the Gain, attack from any angle possible. 
Work together as a group to penetrate their defenses and 
recapture the Gain.

Use the pillars in the map’s 
center as cover as you work 
your way up to the Gain. 
If teammates dart out on 
opposite sides of the pillars, 
you can sometimes confuse 
guards.

If you have the Gain, beware 
of shots volleyed from the 
balcony surrounding the 
main platform. A grenade 
launcher from up there can 
be devastating.

Base 1 + 2 Variant

The extended variants add many more Gains to the map. 
stretching them out across the subway station. The Gain in the 
center of the map remains, but it is not as pivotal to success 
as before. It shouldn’t be left to the other team, but it’s less 
essential. In both base variants (1 + 2 and 3 + 4), none of the 
Gains are physically moved into the actual bases, but they are 
placed near the access points.

Break through the wall 
surrounding Base 3 to open a 
wide access point. Whether you 
are playing CTF or Eradication, 
this additional route makes base 
infi ltration much easier.

It can be hard to see, but look 
for the crack in the tiled wall 
surrounding Base 4. That’s where 
you can plant charges and breach 
the base.

DemoKit Points

Base 1Base 1

Base 2Base 2
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If you manage to take the 
center Gain, tuck a guard into 
the trench near it. When the 
guard looks up, the angle 
for scoring headshots on a 
potential hacker is perfect. It’s 
easy to line up the kill, and the 
lip of the trench protects most 
of the body.

Try to control the access points 
to your base, especially those 
near the closest Gain. Only 
after securing your Gains and 
base should you start pushing 
toward the other team’s base 
to try to capture a Gain.

Base 3 + 4 Variant

This base variant doesn’t add any Gains, nor move them 
around. However, because the routes to the central area have 
changed, you must slightly alter your strategies. As always, 
control the central platform to win, but secure the access points 
to your base before getting too ambitious. Spreading forces too 
thin too soon is a recipe for disaster, as a concerted effort from 
the other team can really push you back with minimal effort.

The Gain on the North 
Balcony ledge is much easier 
to defend than the Gain in 
the center. A guard can line 
the routes to the Gain with 
mines (if available) and can 
use it as a shield while fi ring 
at oncoming traffi c. However, 
the guard up here should not 

necessarily fi re down at enemy players in the center. This can 
attract unwanted attention, especially if a player on the ground 
level has both a grenade launcher and wicked aim.

When playing for Gains, 
try to control the teleporter 
outside of your base so you 
can get right back into the 
thick and defend any taken 
territory. Players are far more 
concerned with the Gains and 
likely won’t launch an assault 
on your base.

Dark Ops
Subway architecture lends itself to a different set of preferred 
weapons than other maps—there are very few long-range combat 
possibilities. Most showdowns will be much more intimate, 
especially in the back corridors that feed in and out of the bases. 
Instead of spending garish amounts on extreme range weapons, 
consider spending on a good close-range and medium-range 
weapon. The DEF-12 Shotgun and SuperDragon would make a 
lethal combo to a fl ush player. A little low on credits? Sub the 
Magnum for close-range kills and consider the CMP-150.

Eradication
Base 1 + 2 Variant

With only one life to live in Eradication rounds, your only goal 
is to stay alive as long as humanly possible. And if you can take 
down a few enemy players while doing so, the credits start 
fl owing. Survival in the Subway is tricky, though, especially 
with the central platform that connects the bases. Spending the 
entire match on the platform is nothing short of a death wish, 
so consider slinking off into the back routes in and out of the 
bases. Use the dark corners and pillars for cover, stepping out 
only to pop a player running by.

If you are under fi re, stop hacking and combat 
roll away from a Gain. Try to roll behind a pillar 
or an obstacle to block the shooter’s view.

Before exiting the spawn room, choose weapons 
that are suited not just for offense, but 
defending the Gains. The UGL Liberator, for 
example, isn’t a terribly effective gun, but if 
planted (as a mine) near a Gain controlled by 
your team, the weapon starts to prove its worth.

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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Use the alternate routes of 
reaching your base’s access 
points. A choke point can 
develop at the main entrance 
to your base if your team 
starts losing, so explore every 
possible way to circumvent 
your enemy.

Always expect company on 
the opposite side of every 
door. With players sticking to 
the back routes, you can safely 
assume that every hiding spot 
is being used.

The DEF-12 Shotgun is a good 
close-up weapon, but an 
Eradication match, its ability 
to “sniff out” the other players 
on your radar is extremely 
useful. Of course, your 
position is also revealed, but if 
you use the technique back in 
a base, by the time you reach 
the fi ghting, you’re off the 
scope again.

Base 3 + 4 Variant

The back routes of Base 4 are excellent for getting lost and staying 
lost—but camping is not going to help your team win the match. 
Expect the players in Base 3 to not fall for such an obvious trap 
and enter hostile territory. They will try to draw the fi ght out into 
the central platform, and because these maps are won by the team 
with the most survivors by the fi nal bell, you may have to oblige.

Grenade launchers are 
expensive (the FAC-16 and 
SuperDragon are pricey 
weapons), but if you have 
to dare the central platform, 
they’re useful for clearing 
a path.

Combat rolling on the ground 
makes it hard for the enemy 
to shoot you, but you are still 
on a fl at plane. Finding that 
headshot is still possible. 
However, combat rolling down 
stairs makes you an extremely 
hard target to hit, save for 
maybe a glancing blow.

Close-range weapons are not 
as easy to use on the main 
platform, as you must risk 
injury by getting close enough 
to use them to full effec-
tiveness.

Look for action to concentrate 
on the south side of the map 
in this variant. Players attempt 
to duck into the trenches and 
use them for cover or escape 
detection.

Onslaught
The defense point in 
Onslaught is inside 
Base 2, with the 
attackers pushed all 
the way back to the 
central platform. The 
time it takes for the 
attackers to scramble to 
the defense point gives 
the defending team 
ample time to set up 
their perimeter, mine 
the main passage into 
the base, and assume their defense positions. This is a diffi cult 
base to infi ltrate, not only because of the singular fl ow into the 
area, but because there are pillars and turnstiles that must be 
negotiated to actually step inside.

If the team counts in an Eradication match start 
becoming lopsided—and not in your favor—
don’t give up hope. Retreat into a dark corridor 
and fi re only at targets you can kill. Don’t risk 
showing up on the radar for just a leg shot.

Base 2Base 2

Base 3Base 3

Base 4Base 4
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Attackers: Defenders have a 
good view of your approach 
from within the base, so stand 
fl ush with the wall to make 
yourself hard to see.

Attackers: Look out for 
defenders standing just 
behind the pillars near the 
base entrance. A well-thrown 
grenade or Hawk is all it takes 
to cut you down before you 
infi ltrate the defense point.

Attackers: The chevrons lead 
you right to the center of the 
defense point. Once you are 
inside, start shooting. If you 
manage to infi ltrate, you will 
be the only object of attention.

Attackers: Remember, defenders 
can actually buy weapons at the 
beginning of the round and will 
most certainly be equipped with 
better gear. Empty your hands 
and steal whatever weapons 
possible. Strip a defender of 
their Multimines or Magnum, 
then fall back to use the 
weapons against them.

Attackers: If you can exploit 
the explosive point on the 
base, you have an amazing 
advantage. The defenders 
must then split their attentions 
on two entrances to the base, 
increasing your chances of 
overpowering them.

Defenders: While it’s not 
always recommended, you 
can step just outside of the 
defense point and try to ward 
off the fi rst wave of attackers 
with weapons such as Frag 
Grenades and Hawks.

Defenders: Guard the 
explosive point. If the 
attackers breach the wall, you 
have a tough situation on your 
hands: The breach is closer 
than the regular base entrance 
(by the turnstiles), but you 
also can see them coming 
through the wide hole.

Defenders: There is nothing 
like the DEF-12 Shotgun for 
base defense. One shot to 
the head or chest drops an 
attacker.

Infection
Small Variant
Infection on this 
variant is crazy. With 
the central platform 
such a hot spot for 
action, expect to see 
the skeleton army 
multiply at a feverish 
pace. This is survival 
of the fi ttest—where 
the fi ttest are those 
with the best 
hiding spots.

Doorways are excellent 
places to hide, as you 
will see the door start 
to swing open before 
a skeleton passes 
through. And because all 
skeletons are the same 
height, you can score a 
quick headshot.

When you steal a weapon, you automatically get 
full. For example, when you steal a defender’s 
Multimines when down to the last one, you get 
a full count. However, even if the defender 
steals it back, they will only get the ammo they 
had when they lost the weapon.
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Shotguns are essential 
tools for survival. 
Skeletons do not wear 
Armor and can be 
dropped with a good 
hit from the DEF-12 
Shotgun, even from a 
little outside its effective 
range.

The balcony is a 
dangerous place to camp 
if you aren’t infected, as 
it’s a major thoroughfare 
in this particular variant. 
However, there is one 
upside to hiding in an 
obvious place—people 
might not expect you to 
camp in such as basic 
spot and carelessly run 
by without a second 
glance.

Infected players are 
more effective if they 
roam in packs. Surround 
an uninfected player if 
spotted, giving him or 
her no escape but to join 
the bony ranks.

Base 1 + 2 Variant

If you are uninfected, under no circumstances should you 
enter the central area. There are just too many back routes 
and hiding spots available in the base variants to risk 
stepping into the open. Infected players are forced to enter 
these narrow passages to fi nd you, and unless a major patrol 
of skeletons descends on your position, you should be able 
to fi ght off any incoming.

Skeletons can dual 
wield weapons just as 
well as the uninfected. 
After capping an 
uninfected player, 
swoop to the body 
and scoop whatever 
gear was dropped. 
With two pistols, this 
infected player effec-
tively doubled his 
killing power.

Once infected, run 
through the dark 
passages seeking out 
uninfected players trying 
to hide. Because you 
have unlimited respawns 
(as long as the round 
lasts), getting dropped is 
no big deal.

The cover techniques 
are useful for watching 
doorways in Infection 
matches, but just make 
sure you don’t leave any 
angle exposed.

Change hiding places often. The uninfected player 
you were hiding behind a pillar with will have no 
qualms about turning on you once infected.

Base 1Base 1

Base 2Base 2
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Base 3 + 4 Variant

The alternate routes behind the bases in this variant, especially 
Base 4, are excellent for hiding in—as long as you know where 
you are going. If you aren’t familiar with the layout, you can easily 
get turned around and backed into a corner by a skeleton crew.

Narrow hallways are great for 
hiding in—should a skeleton 
step into view, give it a 
second or two to get a few 
steps into the passage. When 
you step out, it only has one 
way to run, backward.

There is a certain liberation 
to being infected—having 
nothing to lose makes you a 
dangerous player. Fall into a 
group and you can run the 
map, eventually cornering the 
uninfected meat bags into a 
controllable section of the map.

Sabotage
The Subway Sabotage 
map positions all of 
the Props on the right 
side, near or around 
Base 1. With Props 
both outside in areas 
easy to navigate and 
narrow passageways 
behind the base, 
players must be 
armed with weapons 
capable of repelling 
defenders at both 
close- and medium-
range.

Large Antenna: Taking 
down the large antenna 
requires both numbers 
and brute force, as it is 
located at the Saigon 
Plaza Entry. This area has 
a few access points and 
lots of room for defenders 
to use as a staging 
ground for stopping your 
eventual arrival.

Wooden Crates: The 
crates are located in 
the back route between 
Bases 1 and 4, just 
below a walkway. Drop a 
grenade into the middle 
of the crates, and then 
turn your attention to 
repelling the defenders.

Metal Boxes: The metal 
boxes are in a back room 
with a couple of access 
points. Get in, drop a 
grenade or two, and get 
out. You don’t have to 
destroy all of the Props 
in a single visit, and if 
the defenders close in, 
you need to evacuate 
before they close off both 
entrances.

Metal Drums: The drums 
are tucked behind a 
wall of sandbags right 
on the main platform. 
These are easy to ruin, 
as there are so many 
angles the defenders 
can attack from.

Small Antenna: The 
small antenna is in the 
South Hall, accessed by 
heading toward Base 
4 (which is closed off). 
It’s against the room’s 
far wall, with ample 
open space around it for 
defenders to stand their 
ground.

Base 3Base 3

Base 4Base 4

Metal Metal 
BoxesBoxes

Large Large 
AntennaAntenna

Wooden Wooden 
CratesCrates

Metal Metal 
DrumsDrums Small Small 

AntennaAntenna
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Human Sacrifi ceHuman Sacrifi ce
The digital conjurers at dataDyne have resurrected an ancient 

city from its jungle tomb, pulling back the tendrils and overgrowth 
so the stone steps can feel the feet of a warrior again. Except 
this time, instead of wielding knives carved from the bones of 

sacrifi ces, the warriors bear high-tech hardware such as Rocket 
Launchers and razor-sharp Hawks.

The Temple is one of the more condensed maps with hallways 
running parallel to each other as they feed into different 

chambers, each with such evocative names as God of the Dead 
and Room of Prayer. The map is not necessarily suited for long-

distance combat, but offers no shortage of close encounter oppor-
tunities for in-your-face fi ghters. Medium-range specialists, armed 
with such effective weaponry as dual CMP-150s, will have a good 

time carving up enemies in the old stone passageways.
The entire map is centered around the Grand Hall, a two-story room 
that is often traversed to get from one side of the map to the other. 
Avoid it by taking the long way around (a mixture of tiny corridors 

and dangerous jaunts through open-air areas such as the Ball 
Court); if the radar shows a thick concentration of red dots in the 

Grand Hall, bust out your hiking boots and get ready to hoof it.
The base variants of the map unlock chambers opposite of 
each other diagonally. Because the axis of action is rotated 
like this, players have to carefully select their routes. If a trip 

through the Grand Hall looks too dodgy, seek out other methods 
of fl anking the enemy’s home base.

The glyphs and pictographs on these antediluvian walls depict 
blood-curdling scenes of violence and sacrifi ce. Undoubtedly, the 

tombs behind the Temple are full of the bleached bones of 
the fallen—and players can be sure the architects left enough 

room for a few more.

WEAPONS

The Temple map has three 
variants: Small, Bases 1 + 3, 
and Bases 2 + 4.

DeathMatch
Cleverly, the slot-four weapon on this map is placed in the dead 
center of the Grand Hall where any and all players can grab it—
or snipe a player who beats them to it. Consider the usefulness 
of the power weapon before putting your neck on the line for it. 
If it’s a long-range rifl e or something as incendiary as the Rocket 
Launcher, it might be advisable to let it go and seek out lesser 
weapons that actually play into the strengths of the map’s layout.

Killcount
Small 
Variant
The primary scene for 
action in this variant is 
inevitably the Grand 
Hall—most players 
have to make at least 
one pass through it 
and are often mired 
in the incessant fi re 
fi ght unfolding within. 
However, you might 
survive longer if you 
can draw players 
into any of the rooms 
beyond the Grand Hall, 

such as the Room of the Sun or the Room of the Moon. Both of 
these outdoor areas offer room to move, as well as great hiding 
spots for delivering nasty surprises.

The Ball Court that stretches across the northern end of 
the map is blown wide open, though. It’s a fun bit of land 
for more direct confrontations, especially if you can lure 
a player into the bottom court and then scramble up the 
nearby stairs to deliver a death blow from above.

LEGEND
Team Killcount (TK), CTF (C), 

Territorial Gains (T), Onslaught (O), 
Eradication (E), Sabotage (S)

 weapon 1

 weapon 2

 weapon 3

 weapon 4

 armor

 Teleporter (TK, C, T)

 Flag Bay (C)

 DemoKit Point (C, O, E)

 Gain (T)

 Attack Spawn (O)

 Defender Spawn (O)

 Area to be Defended (O)

 Prop (S)

Base 1Base 1
Base 2Base 2

Base 3Base 3

Base 4Base 4
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The Grand Hall is surrounded 
by thick, stone pillars that 
provide exquisite cover for 
daring fi re fi ghts. You don’t 
even need to use the cover 
technique, just stand behind 
the pillar, step out, and shoot. 
When you’re spotted, quickly 
juke back behind the pillar.

Lean out a little when on the 
second level of the Grand 
Hall (it’s called the Grand 
Gallery). The pillars cover 
you from the left and right, 
and you can sometimes spot 
the head or hands of another 
player concentrating on the 
ground fl oor.

Gunfi re is often exchanged 
in the corridors surrounding 
the Grand Hall—on both 
levels. Just use the pillars 
for cover, check to see if the 
coast is clear, and then line 
up your headshot. Or make a 
quick getaway while the other 
player reloads.

You can step out from the 
Grand Gallery and look 
down on players running 
through a waterlogged 
passage that leads to the 
Room of the Moon.

The Room of the Moon is 
marked by giant trees with 
roots that stand as tall as 
a person. The roots can be 
used as cover, as well as the 
crumbling stone blocks that 
have cascaded to the ground.

Duck down behind the roots 
on the second tier of the 
Room of the Moon and shoot 
at players as they enter.

Wedge yourself between 
the stone wall and the tree 
trunk on the north wall of the 
Room of the Moon. This is a 
good hiding place that lets 
you cover a wide angle of 
the room.

The God of the Dead is 
governed by a foreboding 
statue of the deity the chamber 
is named for. In this variant, 
the passages at the bottom of 
the staircase before him are 
closed off, but it can still be 
used as a hiding spot. Just be 
sure you check for enemies 
before ascending the steps.

Tuck yourself next to the 
statue and you can pick off 
players as they enter the area. 
By the time they realize where 
you are hiding, you may be 
able to drop a few players 
with nicely triangulated 
headshots.

Use the large stone pillars in 
the God of the Dead room as 
cover when trying to work 
your way to the Room of the 
Dead or back to the Room of 
the Moon.

High noon showdowns 
sometimes erupt between 
players on opposite ends of 
the Ball Court.

Avoid using the ladder that leads up to the 
second level of the Grand Hall. You’re just 
too obvious of a target, and you are unable to 
return fi re.



CHAPTER 6:CHAPTER 6:

261PRIMAGAMES.COM

MULTIPLAYER. TEMPLEMULTIPLAYER. TEMPLE

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

Use the stairs along the north 
or south wall of the Ball Court 
to access the ledge above the 
playing fi eld. From up here, 
you can mow down players 
as they try to seek nonex-
istent cover.

Base 2 + 4 Variant

The base variants on Temple open and close specifi c rooms. 
This variant unlocks the Room of Prayer and Room of Kings. 
The latter is an especially popular area, as it is overrun with 
fl ora that offers incredible cover to close-quarters combatants. 
A DEF-12 Shotgun and a sneaky player can do outrageous 
damage crouched down among the ferns and palm fronds.

Avoid the Room of Prayer 
at all costs. The chamber is 
a dead end with only one 
entrance/exit. Getting caught 
in the Room of Prayer by an 
enemy with a better weapon 
leaves you without a prayer.

The Room of Kings is a 
majestic chamber full of plant 
life. Fortunately, red enemy 
uniforms stand out against the 
sea of green.

Dive into the thick of the 
brush and crouch down. With 
patience and a silencer, a 
crack shot player can drop a 
few opponents before being 
discovered.

Walk up on the central 
platform in the Room of the 
Kings to get a better view of 
enemies in the plants below. 
The only trade-off is, of 
course, that now they can see 
you a lot easier, too.

Use the statues on the central 
Room of Kings platform as 
cover when picking off players 
either coming into the room 
or trying to emerge from the 
garden.

Base 1 + 3 Variant

The late afternoon sun is on its way down over 
the Ball Court. If you stand between the sun 
and the playing fi eld, players on the ground 
level will have great diffi culty trying to draw 
a bead on your position.

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4



262 PRIMA OFFICIAL GAME GUIDE

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

Unlocking this base variant pushes back the borders of the 
maps a little farther. Chambers such as the Room of the Dead 
open up, granting players even more devious hiding places. 
The Room of the Dead, near the entrance of Base 4, is beneath 
God of the Dead—accessed by removing the stone blocks at the 
bottom of the stairs at the feet of the God of the Dead.

With several inches of 
water on the fl oor of 
the Room of the Dead, 
players are bound to get 
their feet wet, ducking 
around the horizontal 
series of pillars that 
support the God of the 
Dead above. Find out if 
blood is indeed thicker 
than water when you 
drop enemy players into 
the drink.

Use the pillars supporting 
the God of the Dead as cover 
when assaulting other players 
as they enter the room. The 
eastern exit of the Ball Court 
feeds right into the God of the 
Dead down here, making it a 
popular route.

If you can successfully cover the staircase beneath the statue, you 
can control traffi c in the area. Players come from two directions—
either from already inside the Room of the Dead or from the Grand 
Hall—so if possible, lay Multimines down or try to position yourself 
far enough back to see people approaching from each way.

Snipers can fi re down 
from God of the Dead 
into the Room of the 
Dead. The sun is hanging 
elsewhere over the 
map, so looking up for 
gunners won’t blind you.

Opening up the Room of the 
Dead attracts more traffi c from 
the Room of the Moon. Seek 
cover at the corner looking 
down into the Room of the 
Moon to snipe players as they 
approach.

Team Killcount
Small Variant

Choosing the best 
chambers to “control” 
is the key to winning a 
Team Killcount match 
on this smaller variant. 
The Grand Hall and 
the Ball Court are far 
too diffi cult to hold, 
especially the high-
traffi c Grand Hall. 
Concentrate your team 
efforts on the God of 
the Dead or the Room 
of the Sun.

Use the architecture of the 
God of the Dead (pillars, 
statue) to keep encroachers 
at bay as your team sets up 
defenses at all of the access 
points.

If trying to control the God 
of the Dead area, position a 
shooter at the mouth of the 
passageway that connects the 
room to the Grand Hall.

Another player must cover 
the access route between 
the God of the Dead and the 
Room of the Moon. This is a 
well-traveled route and you 
cannot afford to let the other 
team overrun it, lest you lose 
control of God of the Dead.
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To control the Room of the Sun, you have to control the high 
ground over the room. Position a shooter above the entrance 
that leads into the Grand Hall and another over the entrance to 
the Ball Court. You must cut off access from these two rooms to 
hold the Room of the Sun successfully.

Base 2 + 4 Variant

When the base variants are used in Team Killcount, three 
teleporters are scattered across the map. All of the teleporters 
are good to control, as they put you closer to the action in the 
event of an early demise. However, the best of the three to 
control is the teleporter in the God of the Dead, as it is more 
“central” to the map.

Taking the God of the 
Dead teleporter after 
it has been claimed by 
the enemy team is hard 
enough, but if they can 
install shooters at all of 
the choke points leading 
into the room, it becomes 
exceedingly diffi cult.

One player can run inter-
ference, distracting the 
teleporter guards while a 
quiet player sneaks into 
the fl ora in the room’s 
corner. Having an agent 
within the enemy ranks 
makes it easier to spring 
a full assault and wrest 
control of the teleporter.

Base 1 + 3 Variant

The change of traffi c in this variant actually makes the Ball 
Court teleporter good to hold, as it places Base 1 team 
members closer to Base 3. If you’re on the Base 3 team, keeping 
the opposing team in check is paramount, so don’t let that 
teleporter fall into enemy hands. 

In addition to holding 
the Ball Court teleporter, 
control the Room of the 
Sun. It is a heavy traffic 
chamber, but the limited 
entrances make it easier 
to maintain ownership 
of than the God of 
the Dead.

The teleporter inside the Room of Prayer is the 
least desirable of the three. Spawning inside a 
dead-end room that can be easily choked off by 
the enemy team isn’t the best idea.

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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Position teammates 
on top of the central 
platform in the Room 
of the Sun and watch 
over the access points. 
Bounce Frag Grenades 
off the walls in the room 
to catch infi ltrators by 
surprise.

There are narrow 
passages beneath the 
central platform in the 
Room of the Sun. Don’t 
let enemy players slip 
into them and gather 
numbers.

Capture the Flag
Small Variant

Without bases open 
to house the fl ag 
bays, the fl ags are 
pushed out into the 
main section of the 
map: Room of the Sun 
and God of the Dead. 
With no easy access 
points to defend (as 
with a base), players 
must fi nd cruder 
means of fortifying 
their defenses, such 
as laying mines or 
setting up human 
chains to repel thieving 
opponents.

Dropping mines at the main entrances of God of the Dead—the 
passages leading to Grand Hall and Room of the Moon—
should keep enemies from barging in. However, if they’re 
eagle-eyed, your opponents can shoot the mines before 
rushing the chamber.

Snipers are the second-best 
defense. Set up shooters 
behind the God of the Dead 
statue and the stone pillars 
surrounding the room to repel 
intruders. If you’re on the 
team trying to infi ltrate the 
area, assume that players are 
just waiting for you behind 
any available cover point: pillars, fl ora, staircase, and statue.

The team guarding the 
Room of the Sun fl ag can 
also set up mines and 
snipers. There are two 
main entrances to the 
room—via the Grand Hall 
and the Ball Court.

Don’t use the ladder that leads up to the 
second level of the Ball Court, next to the 
teleporter. If you’re spotted coming up the 
ladder, you’re a sitting duck.

When retreating through the winding corridors 
inside the Temple, the secondary function of 
the Magsec 4 (ricochet bullets) may actually 
score you a kill—and a chance to escape.

Flashbangs are woefully underappreciated as a means of defense. 
Whether you are guarding your base or a teleporter, a well-deployed 
Flashbang can really mess up your attackers’ battle plan. If the Flashbang 
explodes directly in front of them, their entire HUD goes white. During 
these few seconds of confusion, teammates can swarm in for the kill.

Flashbangs

Team 2Team 2

Team 1Team 1
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If you have every access 
point covered, go ahead and 
position shooters against the 
walls. While the camera won’t 
permit a good view of the rest 
of the room, snipers will have 
those angles covered. Your 
covered shooter can now line 
up a headshot and wait.

If you manage to take the 
fl ag (from either fl ag bay), 
you must avoid running 
through the Grand Hall, even 
if it is the shortest route. 
The trees and stones in the 
Room of the Moon offer good 
amounts of cover.

Base 2 + 4 Variant

The fl ag bays are now moved all the way back into the bases, set 
off from the map’s main chambers. For example, to access Base 
2, players must crawl through the dense jungle in the Room of 
Kings—and that really gives fl ag defenders a major advantage.

The red uniform of enemy infi ltrators shows up fairly well 
against the lush green plants, but if an opponent pushes deep 

enough into the fronds, he or she can effectively disappear. 
Threat detection is good way to pick enemies out of the brush 
and snipe them before they get too close.

Make sure shooters are 
at the ready in each of the 
base entrances. At Base 
2, one player can look out 
over the central platform 
in the Room of Kings while 
another checks the passage 
that opens up into the 
jungle.

The team in Base 4 must 
cover the Room of the Dead 
to prevent players from 
coming into their base. They 
can expect players to come 
from the Grand Hall and 
try to engage in the pillars 
beneath God of the Dead.

There may be snipers on 
the stone walkway above 
the Room of the Dead, so 
infi ltrate the God of the 
Dead and snipe them off 
the ledge before trying to 
make a move on the fl ag.

If you do manage to break 
into either base, expect 
players to be stationed right 
on top of the fl ag bay to 
prevent you from stealing it.

To break into Base 4 via 
DemoKits, look for this 
empty stone in the ornate 
walls. Plant your charges 
and stand back. Not only 
could the detonation 
damage splash back on 
you, but you can be certain 
that base defenders will 
come running.

Base 2Base 2

Base 4Base 4
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Base 1 + 3 Variant

Switching to this variant designates the Room of the Sun and 
the Room of the Moon as the primary hot spots. Flag-seekers 
must use the natural environments of those rooms to their 
advantage to sneak into the adjoining base and steal the 
fl ag—and then hoof it all the way back to the home base.

If you are trying to crash the Room of the Moon, for example, 
use the tree roots as cover. Snipers in the base have a good 
view of the room, so quickly run from stone to root, never in a 
straight line. Zigzag to make yourself a hard target.

If you are guarding 
the Room of the Sun 
to keep players out of 
Base 3, you must cover 
the stairway at the 
north end of the room. 
Players who come out 
of the Ball Court can 
make an immediate 
right and shoot straight 
into your base.

Trouble can come from any 
angle. If the enemy team 
overwhelms any shooters you 
have positioned on the top 
level of the Room of the Sun, 
make sure there are ground-
level base defenders ready to 
repel intruders.

The inner explosive point 
can be identified by the 
outline of newer stone 
against ancient stone. 
Also, the missing stone is 
a telltale sign of explosive 
points on this map.

Territorial Gains
Small Variant

Territorial Gains on 
this map variant turns 
the Grand Hall into a 
slaughterhouse. Two 
Gains are placed in 
the main chamber, 
including one in the 
dead center of the 
room, surrounded by 
hundreds of sniper 
points and pillars for 
hiding spots. With all 
the furious gunfi re, the 
central Gain will likely 
either remain neutral, 
or controlled by one 
team. Once taken, it 

will be hard to stand 
still and hack the Gain 
without getting shot 
up. The second Gain is 
also on the bottom fl oor 
of the Grand Hall, but 
tucked into the corner, 
and is much easier to 
defend.

Defenders can hide behind the 
thick Gain and hide from any 
ground-level shooters.

Base 1Base 1

Base 3Base 3
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Base 2 + 4 Variant

The base variants add two new Gains to the map. One is in the 
middle of the Ball Court while the other is in God of the Dead. 
Players coming out of Base 2 are at a real disadvantage here, 
because they are so far away from the two new Gains. They 
have a better chance of holding the Grand Hall Gain.

The God of the Dead Gain will 
be quickly taken by the team 
in Base 4. Players from Base 
2 have to empty their hands 
and run as fast as they can to 
capture the Gain before the 
other team can take it and 
fortify the area.

Base 1 + 3 Variant

In this variant, Base 1 players 
have a pretty clear shot at 
capturing the God of the Dead 
Gain and holding it for the 
majority of the match. The Ball 
Court Gain will typically fall to 
the team from Base 3, as they 
are the closest.

Snipers on the ridges above 
the stadium fl oor can easily 
protect the Gain in the 
Ball Court.

Dark Ops
With no long sniping spots, close- and medium-range weapons 
are the best deals for this map. A DEF-12 Shotgun and a good 
hiding spot in one of the alcoves in the hallways leading into Base 
1, Base 2, or Base 4 are a lethal combination. If players start using 
the jungle brush in the Room of Kings as cover, the RCP90’s threat 
detection function makes the gun worth the credits.

Eradication
Base 2 + 4 Variant

The narrow hallways that connect the Temple chambers are perfect 
for close-quarters combat. Weapons that bounce off walls, such as 
Frag Grenades, Hawks, and Magsec 4 bullets, are good for catching 
enemy players as they walk around corners. The Room of the Dead 
will see a lot of action, as well as the Room of Kings. Consider buying 
an RCP90 so you can fl ush out players hiding among the fronds.

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4

Base 2Base 2

Base 4Base 4
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The DEF-12 almost becomes 
standard-issue hardware on 
this map, as it is good for 
sweeping through corridors 
and other narrow areas.

If you cannot see enemies 
hiding in the jungle in the 
Room of Kings, the Hawk is 
good at seeking them out 
for you.

The Hawk is also lethally 
effective in hallways such as 
the Grand Passage. It zips 
down to the end, cuts through 
anybody in the hall (even 
teammates) and then returns.

Base 1 + 3 Variant
This variant 
opens up the 
Room of the 
Sun, which 
is a super-
lative area for 
close-quarters 
combat. 
The DEF-
12 or dual 
Magnums are 
absolutely 
devastating 
among the 
stone blocks, 
but so are the 
high rate-of-
fi re weapons, 
such as the 
CMP-150 and 

RCP90. The RCP90’s larger clip can outlast a lot of other weapons, 
making it a trusty weapon in a protracted gunfi ght.

The staircase in the Room of the Sun will be the scene of 
many gun battles. The wall that cleaves the stairs in half makes 
excellent cover for cat-and-mouse gunfi ghts.

The small passages 
beneath the platform in 
the middle of Room of the 
Sun will also host some 
gunfi ghts. The RCP90 is 
good for catching players 
as they step out of the 
stone passages, or use 
threat detection to see 
enemies hiding in the 
shadows.

Onslaught
The defense 
point in 
Temple 
Onslaught 
is actually 
quite easy 
to defend. 
There is only 
one main 
route into the 
room, and 
defenders 
can easily 
line up beside 
the door and 
just wait for 
attackers to 
try to burst 
through.

As long as you don’t shoot, you are invisible 
in the plants. Don’t reveal your position until 
you have a shot lined up.

Base 1Base 1

Base 3Base 3

Base 1Base 1

Base 3Base 3

There is a secondary route into the defense point. 
From the Room of the Moon, jump up on the big 
tree’s large root that runs along the wall. Follow 
the root, jump up to the ledge to the southwest, 
and enter the defense point via the balcony.
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Attackers can try to overwhelm the defenders with pure 
numbers, pushing as many bodies through the door as possible 
in hopes that one or two manage to stay alive long enough to 
eliminate a few defenders and weaken their ranks.

If you are inside the 
defense point, watch out 
for attackers trying to 
breach the two explosive 
points. The interior point 
is marked by a missing 
stone and, if this is 
broken through, attackers 
gain a direct route right 
inside the defense point.

Infection
Small Variant

Infection rounds in the 
Temple result in no-
holds-barred matches, 
with the ever-growing 
legion of skeletons 
scouring the landscape 
for every clever hiding 
spot. As the ranks of 
the infected grow, the 
number of safe places 
dwindles to zero in this 
variant, as some of 
the best chambers to 
hide—Room of Kings, 
for example—are 
sealed off.

The uninfected must heed this advice: Stay out of the Grand 
Hall. This central chamber is the crossroads of most action 
and despite all of the pillars to hide behind, if the infected 

crowd the hall, you will be overwhelmed. It is far better to 
stick to the outlying chambers, such as the God of the Dead 
and Room of the Moon.

The God of the Dead 
statue is an excellent 
hiding spot; if you wedge 
your body between the 
wall and the dead god’s 
stone visage, you can be 
easily missed by an over-
eager skeleton. The only 
drawback is that if you’re 
spotted, you have few 
places to run.

The stairs in the God 
of the Dead won’t see 
serious traffi c. In this 
variant, there is no way 
out if discovered—so 
many players may 
assume nobody will 
stand down there. 
This is one of those 
instances of hiding in 
plain sight, and it can 
pay off. However, if you 
are found and do have 
to shoot, you must immediately relocate, or a whole army of 
skeletons will come crashing down the stairs to get you.

Crouch down among the 
plants in the Room of the 
Moon and stay as still 
as possible. Movement 
doesn’t put you on the 
radar, but a moving 
swatch of red is a lot 
more noticeable than if 
you are motionless.

Hide around the stone 
blocks and walls of the 
Room of the Moon. 
Skeletons looking under 
the roots and in the 
brush are easy to shoot, 
and from places like 
this, you have escape 
routes once you appear 
on the radar.
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The ground in the Ball 
Court isn’t a good hiding 
spot. There are only the 
two stones at the far 
end of the room, and the 
passage to the Room of 
the Sun is blocked off. 
If you’re trapped down 
at the end, don’t even 
bother trying to climb the 
nearby ladder—you’re 
cooked.

Base 2 + 4 Variant

When the Room of Kings opens up, uninfected players have a 
fantastic new area to hide in. The Room of Kings is overgrown 
with foliage—all you have to do is step off the middle platform 
and duck down. The only catch is that this move might be 
expected, so don’t be entirely surprised to crouch down in the 
deep green and see a skeleton on bended knee next to you.

Just as with any hiding 
spot, it’s only good as 
long as you remain off 
the radar. Do not take 
pot shots at any target. 
Wait to make a shot that 
counts, and then relocate 
as soon as possible.

The Room of Prayer is 
also open in this variant. 
The useless chamber 
suddenly becomes a 
smart refuge for the 
uninfected, as it is an 
easy room to defend. 
Just guard the main 
passage leading into the 
chamber, and a small 
party of uninfected 
players can keep the 
skeletons at bay for a long time.

Base 1 + 3 Variant

With the Room of the Dead unlocked, players can dive beneath 
the God of the Dead and hide out among the pillars. Skeletons 
will likely fi ll the room, coming in from the Grand Hall and God 
of the Dead, so use the stonework as cover. Blast bones on 
sight to survive.

Unless you are 
already infected, 
stay off the ladder 
in the Grand Hall. 
The skeletons have 
nothing to lose, so if 
they get shot off the 
ladder—no big deal. 
However, your shot 
puts you on the radar 
in the Grand Hall, and that’s a bad place to be.

Combat rolling is always a sound strategy, 
even for the infected. If you have an uninfected 
player cornered, try to remain “alive” as long 
as possible to fi nish them off. There’s nothing 
worse than ensnaring an uninfected player in 
their own foolishness, only to lose your quarry.

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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Beware of skeletons 
diving off the ledges 
from God of the Dead. 
The fall is short enough 
that the infected players 
take no damage and can 
even open fi re while in 
the air.

The pillars in the Room 
of the Dead are tempting 
to use with the covering 
technique, but fl attening 
out against them really 
constricts your vision. 
You are better off just 
stepping out from behind 
the pillars to take a look, 
pop off a shot, and then 
step back to hide.

Sabotage

Metal Drums: The Grand 
Hall hosts the metal 
drums, a collection of 
barrels protected in part by 
a giant wall of sandbags. 
The central location makes 
them diffi cult to ruin 
without getting caught, 
so it takes either a group 
of attackers to do the job 
quickly, or perhaps two or 
three passes.

Wooden Crates: The 
crates are in God of 
the Dead, right out in 
the open. These are 
extremely easy to blow 
apart with DemoKits or 
shotguns.

Small Antenna: The small 
antenna pokes toward 
the sky against the back 
wall of the Room of the 
Moon. With two other 
Props in this chamber, 
resistance is likely to be 
extensive.

Metal Crates: The metal 
crates are next to one 
of the grand trees in the 
Room of the Moon. Use 
the plants and roots as 
cover while blasting 
the Props.

Large Antenna: The large 
antenna looms over the 
Room of the Moon, on a 
ledge that is not easy to 
access. It takes several 
explosions to bring down 
this Prop, so consider 
sending one player to 
initiate the destruction 
while distracting defenders 
with other nearby Props.

You cannot go wrong 
with high ground. Atop 
the Ball Court, you 
can fi re down on the 
skeletons as they run 
for the ladder and 
stairs. Typically, you can 
blast one point blank 
as they clamber to your 
position, but if you’re 
getting overwhelmed, step off the ledge to escape. 

Base 1Base 1

Base 3Base 3

Metal Metal 
CratesCrates

Large Large 
AntennaAntenna

Wooden Wooden 
CratesCrates

Metal Metal 
DrumsDrums

Small Small 
AntennaAntenna
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DeathMatch
The Tower isn’t exactly a small map, 
but the usable amount of real estate 
within its borders is fairly limited. 

Weapon spawns are not as common as 
many players will hope. To upgrade 

your firepower takes the 
occasional risk, because 
grabbing enhanced gear 

on the outer ring puts you 
squarely in the path of chaos and 
carnage. The slot-four weapon 

is centrally located, as expected, 
in the tower itself. It’s an attractive 
proposition, as once a player 
gets inside the tower to grab the 
weapon, he or she is invisible to 
those on the outside. But if you’re 
spotted going in, you can be sure 
players will make every effort to 
ensure that you don’t leave. At 
least, not on your feet.

Killcount
Small 
Variant
The small Tower 
map only closes 
off the bases 
outside the ring, 
the entire center is 
completely open—
although a good 
deal of action 
migrates out to 
the ring, where 
players chase 
each other down 
and exchange 
bullets in the bitter 
climate. The ring is not unlike a racetrack, and traffi c sometimes 
goes entirely the same way. This can sometimes causes players 
to never really “see” anybody, so if you fi nd yourself running as 
fast as possible, but never gaining on your prey, consider doing 
a 180 and meeting them head-on elsewhere in the ring.

WEAPONS

The Tower map has three variants: 
Small, Bases 1 + 2, and Bases 3 + 4.

View to a KillView to a Kill
High into mountains, a wintry wonderland is about 
to be transformed into a demolition derby of pure 
human destruction. The idyllic, icy tower—once 

a lodge for peaceful folk who have long since 
evacuated for safer ground—now stands tall over 
an arena of carnage, offering a stunning view of 

DeathMatch action in the snow below.
  The Tower is set up like a bicycle wheel, with an 
outer ring connected to a central hub by four paths. 
These paths snake through snowbanks, offering a 
shortcut between the relative safety of the Tower 
and the vicious runaround on the outskirts. The 
bluffs overlooking both the Tower walls and the 
outer ring offer superlative sniper vantages for 
players fortunate enough to climb them without 

getting shot in the back for their troubles.
Beyond the ring are four bases, each positioned in 
one of nature’s purest directions: north, south, east, 
and west. An abandoned meeting hall sees new life 
as a soldier’s outpost. A frozen grotto is repurposed 
into a rocket launch site. A manmade fortress is dug 
into the ice. A sub-zero chamber is now the perfect 

place to drop an opponent, as the harsh cold will 
preserve a body forever—provided that body 

wasn’t constructed of 1s and 0s.
Thanks to the wheel-and-spoke arrangement of the 
Tower, action will be fast and fl uid. Survival is never 
assured. The only thing a warrior can count on out 

here in the icy wild is that death, when it comes (and it 
always comes), will be swift and without mercy—just 

the way the DeathMatch audiences like it.

LEGEND
Team Killcount (TK), CTF (C), 

Territorial Gains (T), Onslaught (O), 
Eradication (E), Sabotage (S)

 weapon 1

 weapon 2

 weapon 3

 weapon 4

 armor

 Teleporter (TK, C, T)

 Flag Bay (C)

 DemoKit Point (C, O, E)

 Gain (T)

 Attack Spawn (O)

 Defender Spawn (O)

 Area to be Defended (O)

 Prop (S)

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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The spokes leading in to central tower are littered with 
obstacles, but travel in the ring is largely unimpeded. There is 
some cover out there, though. Trees and bushes provide decent 
shelter, although hiding behind something to avoid detection 
from one direction leaves you completely exposed to enemies 
coming the other way.

Snipers can (and should) 
scramble to the top of the 
bluffs overlooking the ring, 
crouch down, and watch their 
quarry before taking a shot. 
Lead your target and then 
squeeze the trigger just as the 
reticle turns red.

The spoke near the Northeast Ridge is decorated with colossal 
statues, unevenly spaced as they form a line facing the center 
tower. Dart between the statues and head either down to 
the tower or up to the ring. It adds a couple seconds to your 
travel time, but if there is a pesky sniper on one of the bluffs 
overlooking the statues, it raises your chances of survival.

The spoke by the Southeast Ridge is marked with a small 
collection of angled walls. Not only do these provide 
good cover, but they also hide a weapon spawn. If you 
need hardware, this is a good spot to aim for, as it 
combines weapons with the convenience of cover. The 
only problem is that an enemy can hide between the 
walls and wait for somebody needing a weapon upgrade 
without being easily detected.

The central tower is several stories high, but due to its 
placement in the bottom of the ringed valley, its penthouse 
view only looks across to some of the bluffs. From these 
bluffs, snipers can train their scopes on players running up 
the catwalks on the tower’s exterior. With nowhere to run, 
except left or right when the shooting starts, these players are 
extremely vulnerable.

The catwalks on the tower’s 
exterior leave you vulnerable 
to more than just snipers. 
Players hiding inside the 
tower can watch for you to 
run by the doorways leading 
inside, or if they catch you 
rounding a corner, they might 
get the fi rst (and last) shot off.

A door leads into the bottom fl oor of the tower on the valley 
fl oor. It’s right next to the fi rst fl ight of stairs that leads up to the 
exterior catwalk network. Slipping inside for a spell looks like a 
good idea, but the room’s circular shape gives players plenty of 
room to stand off to the side and pop you as you walk in.

To start climbing the 
tower from the inside, 
you have to use a 
series of ladders. If you 
are caught climbing 
a ladder, you’re done 
for. You cannot draw 
your weapon to defend 
yourself, and with your 
back turned to the front 
door, you’ll never know 
you’re being targeted 
until your lifeless body falls away from the rungs.

The reward for surviving the 
ladders, though, is ample. The 
slot-four weapon is on the 
tower’s third fl oor.
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Ziplines connect the top of the 
tower to the outlying bluffs. 
These are fast and convenient 
to use, but they leave you 
completely exposed. If you’re 
shot off the zipline, the fall will 
fi nish you off.

A small underground 
shelter beneath the tower 
is accessible by a set of 
stairs or a small well. If 
caught up in a fi re fi ght, 
dive down either of these 
openings and take the 
fi ght down below the 
surface.

The shelter interior is 
perfect for close-quarters 
combat. So, if you have 
a Magnum or a DEF-12 
Shotgun and are being 
pursued by somebody 
with a SuperDragon, lead 
them into the shelter and 
then turn the tables.

Beware of players who 
don’t actually follow 
you into the shelter. 
There are only three 
ways out, and your foe 
could conceivably camp 
outside one of them 
and just wait until you 
surface.

Base 1 + 2 Variant

The base variants 
unlock two of 
the four bases 
that lie just 
beyond the outer 
ring. Each base 
features unique 
architecture—for 
example, Base 1 is a 
military installation 
complete with a 
tunnel, guard post, 
main bunker, and 
a zipline for easy 
escape.

The bunker has a very simple interior, and the only reason for 
teams to go inside (other than to hide) is to access the roof. This 
is an excellent sniper vantage, as it allows you to look out over 
both entrances to the base area. The zipline on the roof of the 
bunker takes you to the roof of the small metal structure to the 
left (if looking out from the bunker roof).

The main tunnel leading 
into Base 1 has a branching 
path. Instead of running all 
the way up the tunnel—and 
risk making yourself an easy 
target—step into a small 
alcove on the left side and 
access a stairwell.

The stairwell takes you to an 
alternate entrance to the main 
base area. However, this tall, 
narrow chamber (full of stairs) 
typically serves as a hiding 
spot for another player, so 
keep your gun at the ready.

Base 1Base 1

Base 2Base 2
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If you take the branching 
path from the main access 
tunnel, you step out here, 
next to a silo and some trees. 
Both the trees and the silo 
make excellent cover, so if 
you survive any action on the 
staircases, use these obstacles 
as a staging ground for 
moving farther into the base.

If you follow the staircase 
(off of the tunnel) all the 
way to the top, it opens 
out on to a catwalk that 
overlooks both the base 
and the entrance. With no 
protection on either side 
of the catwalk, you are 
easy pickings, but the view 
is great for an accom-
plished sniper who can 
get the shot and get out.

The guard post 
overlooking the main 
tunnel looks like a 
great sniper vantage, 
but it really limits your 
movement. If a crack 
shot gets you in his or 
her sights, you can only 
crouch or back out.

The front entrance to the 
bunker is surrounded by a 
half-wall that you can 
crouch down behind and 
use as cover.

Base 1’s interior is very open. 
The main room features only 
the staircase leading up to 
the roof and a front door. A 
gunfi ght in here will be over 
almost as soon as it starts, as 
there is no cover to seek out.

Base 2 is a tall, man-made fortress just off the ring that stands 
a few stories off the ground. The imposing structure has a few 
interior rooms and a staircase that leads up to the rooftop. The 
rooftop offers superior sniper points, with ledges that extend 
far enough out to shoot players even directly below.

The fortress is fl anked by a 
peaceful ice path full of trees 
and statues—this is the alternate 
entrance to the base area. The 
trees and statues provide good 
cover for players sneaking into 
the base area, en route to the 
fortress and its sniper vantages.

Scoped weapons serve you 
well on the ice path, as a few 
stretches of land are suited for 
long-range combat.

Snipers can stake out an 
upper passage in the ice path. 
However, there is no cover up 
there, save for the curves and 
bends of the ice path.

The interior of the fortress is 
uncomplicated; it’s just a few 
open rooms that occasionally 
host fi re fi ghts between 
competing snipers on their 
way up to the lookout balcony.

Base 3 + 4 Variant

Base 3Base 3

Base 4Base 4
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The opening of Base 3 reveals a high-tech rocket launch site 
hidden in the middle of this archaic mountain valley. The main 
structure in this base is a launch facility that’s a few stories tall 
and overlooks half-buried rocket engines. These engines, now 
dormant, provide excellent cover from snipers who manage to 
ascend to the balcony of the launch facility.

Next to the launch facility is the actual rocket itself, neatly 
housed in its launch silo. Steam pours over the rim of the silo, 
clouding the immediate area. For close-combat specialists, 
melting into the mist and waiting for a hapless passerby is 
nothing short of digital nirvana.

The Launch Control interior 
is not entirely unlike other 
base interiors. Composed of 
a few rooms and a stairwell 
that leads all the way up to 
the roof, the facility sees little 
action save for snipers who 
happen to meet on the stairs—
and then shoot each other.

The sniper balcony over the 
Launch Control facility offers 
a fi ne look down at the area 
below. However, the vantage 
does not let you see too far 
into the actual launch site, 
which eventually leads out 
to a narrow path. This is the 
alternate route into the base.

The massive girders needed 
to support the rocket launch 
are thick enough to use as 
cover from close-quarters 
combat attacks.

Base 4 is a trickier beast than Base 3. The base is composed of 
a massive lodge, which looks out over a fi eld of lion statues, 
and then a stone gate that leads to the area’s alternate entrance. 
The twin rows of statues will see plenty of action, with players 
exchanging shots between combat rolls.

The interior of the lodge is quite sparse, but it does feature an 
open ceiling. The balcony overlooking the area doesn’t offer 
great sniper vantages like the other bases, but at least the open 
ceiling allows for a quick, easy escape route if the balcony starts 
to get crowded.

The twin sets of double 
doors that lead into the 
base’s main entrance 
create two blind corners 
for players to navigate. 
Stand off to the side of 
the doors and wait for 
players to walk through 
the inner set of doors, 
and then blast them as 
they try to fi gure out 
where to go next.

The majestic lion statues 
provide ample cover for 
players engaged in fi erce 
duels. There is no real need 
to use the cover technique to 
hide, just sidestep between 
the statues and exchange 
gunfi re with your adversary.

Combat rolling is essential 
among the statues. If things 
start getting explosive, a quick 
roll can save your life while 
you reload your weapon.

The huge gate 
opposite of the lodge 
leads out to the alternate 
entrance to the base. 
There is no place for 
people to hide inside the 
gate or on the steps, so 
players using the statues 
as cover can launch basic 
attacks on them.
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Step through the gate to access the back entrance—a narrow, 
icy ravine where you can play a little cat-and-mouse.

Team Killcount
Small Variant
Without a 
designated “home 
base,” teams have 
to go mobile. 
Patrol the outer 
ring, sweeping 
out enemy players 
wherever you may 
fi nd them. Weapons 
that can attack 
around corners, 
such as the Magsec 
4 or grenades, 
can be useful for 
clearing a path 
through the ring.

If the enemy has organized a raiding party and is circling the 
ring successfully, counteract their strategy by taking control of 
the bluffs overlooking both the ring and the tower. Fire down on 
the party in the ring, and then slide down the other side of the 
bluff to escape unharmed. Of course, a silenced weapon will 
keep you off-radar and let you remain at your vantage.

If there are snipers on 
the bluffs, stay off of the 
central tower’s catwalks. 
You are just too enticing 
a target—and too easy 
to neutralize from a 
distance.

Base 1 + 2 Variant
The need to 
patrol the ring 
evaporates 
when bases are 
introduced to 
Team Killcount 
matches. Now, 
teams can set up 
fortified defenses 
in their preferred 
base and wait 
until the enemy 
team launches an 
attack. Of course, 
if the other team 
attempts a similar 
strategy, the 
score could be a 
little lower than 
expected. There’s 
something to be 
said about making 
the first move—
once the ball gets 

rolling, the ring and spokes will be filled with players 
carefully crawling to the other base in hopes of scoring 
some points for their team total.

The guided rockets from Rocket Launchers deliver death from above—
but you can also use them to relay visual intel back to a team. Fly guided 
rockets over the center of the ramp or through the outer ring to locate 
enemy players. If you can drop the rocket right into their midst, you 
may score a few casualties. However, that causes survivors to scatter. 
Consider redirecting the rocket elsewhere on the map, and then telling 
your teammates where the enemies are hiding.

Recon Rockets

There are no teleporters in the map’s Small 
variant.

Base 1Base 1

Base 2Base 2
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Base 1 is full of great defenses, such as the catwalk over the 
tunnel and the walls surrounding the entrance to the actual 
base proper. Consider taking the alternate route, through the 
narrow ravine, to bypass the obvious direct assault.

If you lose track of an 
enemy player in your 
base, investigate the 
explosive point on the 
ground fl oor of the 
bunker. An enterprising 
player equipped with 
DemoKits may try to 
breach your defenses.

The foreboding fortress 
of Base 2 is best infi l-
trated via the ice path. It 
takes a little longer to run 
through it, but the trees 
and statues make for 
excellent cover.

The statues at the fortress 
base are also excellent cover 
for gunfi ghts. Players juke 
in and out from behind the 
statues, exchanging gunfi re—
and that’s when the sniper 
zeroes in on the enemy player 
below.

Use the statues as cover when 
trying to pick off the sniper 
above. If it’s just you against 
the sniper, you will likely lose. 
However, with another player 
running interference, you 
might get off a lucky shot.

Base 3 + 4 Variant

Defending a base against an organized team effort requires 
excellent communication. Players must be ready to defend both 
the main entrance and the alternate entrance at the same time, 
as well as hold players back for interior defenses should the 
front lines be breached.

Never leave the front door 
unattended. Although it seems 
too obvious of an assault point 
for enemies to use, they may 
be counting on you making 
that assumption. If they can 
fi t enough bodies through a 
front door, they have a chance 
of overwhelming initial base 
defenses.

In Base 3, snipers must be 
ready to cover the fi eld of 
statues. Should an enemy 
player with superior fi repower 
start to eliminate teammates 
down among the statues, a 
sniper must fi nish the job.

Should the interior be 
breached via explosive point 
or brute force, at least a sniper 
needs to stay on the roof 
to repel reinforcements. An 
interior guard is then called 
into action to expunge the 
intruder.

Base 3Base 3

Base 4Base 4
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The same strategies 
hold true for Base 4, too. 
Players need to have all 
routes covered, such as 
waiting by the alternate 
entrance for a player 
attempting to sneak 
through. Should the 
enemy overcome a guard 
in the ravine, this shooter 
is poised to nail the 
enemy in the back as he 
steps into the main area.

Capture the Flag
Small Variant
The ring serves as 
a racetrack in this 
small Capture the 
Flag map. With the 
fl ag bays posted 
on opposite sides 
of the ring, players 
have to juggle 
roving around 
the outer route 
to catch up with 
fl ag carriers, with 
ducking into the 
spokes to escort a 
stolen fl ag across 
the map.

Always post at least one sniper over your fl ag bay. Each fl ag 
bay has a bluff above it that can be easily accessed. This 
precaution alone will stop more than half of the attempts on 
your team fl ag. Make sure the sniper can also see the spoke 
that runs down to the hub next to your bay. If not, get another 
sniper up there.

Always expect ground 
defenders next to a 
fl ag bay in addition to 
snipers above. Use trees 
and bushes to conceal 
your approach, but don’t 
expect to sneak away with 
the fl ag unnoticed. You 
must attack in numbers 
to successfully swipe the 
fl ag and get even 10 feet 
away from the bay.

Try to avoid running the fl ag back to your fl ag bay via the ring.  With 
a few players covering your back, head down the spoke toward the 
central tower and try to cross the map that way.

Base 1 + 2 Variant

With the fl ags 
moved back into 
bases, mounting 
successful defensive 
campaigns becomes 
absolutely essential 
to success. All 
entrances must be 
effectively sealed off 
by snipers or door 
guards, and any 
route a fl ag carrier 
would use to leave 
the base with the 
prize must also be 
locked down.

Snipers are the most basic defense in Capture the Flag 
matches. At the start of a round, fi rst install snipers in every 
appropriate vantage, such as the roof of the base and any high 
ground near the entrance of the base.

If you need you play catch-up on the ring (chase down 
a fl ag carrier, for example), empty your hands. You 
run considerably faster when not holding a weapon.

Base 1Base 1

Base 2Base 2

Team 2Team 2

Team 1Team 1
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Consider placing a 
“sleeper” somewhere 
near the center of the 
map. This player stays off 
radar by not shooting. 
When the fl ag carrier 
tries to run by the center 
tower (to smartly stay 
off the ring), the sleeper 
steps out and takes down 
the fl ag carrier.

Recon and diversion are 
always good tactics. Send 
a player up to the front 
entrance of a base to 
attract fi re. When the base 
guards concentrate their 
attentions on the front 
door, a team can sneak 
into the base via the 
alternate entrance.

Base 3 + 4 Variant

Once the fl ag is stolen from these bases, expect a mass of 
defenders to descend on your fl ag carrier. If that’s you, you 
need to know exactly where the alternate routes out of a base 
are. Communicate with each other to keep the fl ag carrier safe 
from snipers and surprise guards. 

Keep at least one fl ag bay 
defender inside the base, 
just in case entrance 
guards and snipers fail 
in their duties. A close-
quarters weapon, such 
as the DEF-12 Shotgun, 
is effective at stopping a 
would-be fl ag carrier.

Heading through the front entrance with the fl ag is not advised. 
Not only are you slowed down by the fl ag, but you can expect a 
guard to be ready somewhere nearby. Take the alternate route out 
of the base. It’s a little longer, but the curving path offers cover 
that you can use while your cohorts ward off enemy players.

Be sure to position shooters 
along the alternate route 
once the fl ag has been stolen, 
because it is likely that the 
fl ag carrier will attempt to use 
this exit.

Territorial Gains
Small Variant
There are two Gains 
in this variant, one 
at the top and one 
at the bottom of 
the tower. The top 
fl oor is assailable 
from almost any 
direction. The Gain 
will be hard fought 
and hard won—but 
the team that 
manages to take it 
fi rst will likely be 
the team that holds 
it for the rest of the 
match. The top of 
the tower is easy 
to defend, as long as the controlling team properly manages 
defenses both inside and outside the tower.

At least one guard—
likely the player that fi rst 
hacked the Gain—needs 
to remain at the top of 
the tower, just inside 
the room so he or 
she cannot be sniped. 
However, with a good 
close-quarters weapon, 
this teammate can drop 
anybody who manages 
to make it to the top.

Base 3Base 3

Base 4Base 4

There are two Gains are 
on top of each other.
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Use the Gain as a barrier while 
trying to hack it. Stand on the 
opposite side of the Gain from 
the front door so snipers cannot 
zero in on you.

The other Gain is tucked inside 
the ground fl oor of the central 
tower, making ownership much 
easier to contest. Opponents 
can make attempts on the Gain 
via the tower’s front door, or 
from the fl oors directly above. 
To keep the Gain, you must 
cover all access points against 
intruders. If your team can spare 
the manpower, two or more 
Gain guards are optimal.

Base 1 + 2 Variant

The base variants 
introduce four more 
Gains to the map 
for a grand total of 
fi ve. The extra Gains 
are stationed on the 
ring, placed directly 
in front of the 
base entrances—
including the two 
that are blocked 
off in this variant. 
To succeed in this 
match, you need 
to hold three of 
the fi ve Gains. 
Holding the one in 
front of your base 
is the easiest, but 
branching out can 
be a little tougher. 

When out taking Gains, travel 
in parties of two or more. You 
need to have one player free 
to guard the player attempting 
to hack the Gain. Once the 
Gain has been taken, the party 
should generally stay put. One 
should remain on the ground 
while the other scrambles up 
to a sniper bluff over the Gain.

You don’t necessarily need 
to concede the Gain in front 
of your enemy’s base. In fact, 
send a player to engage the 
enemy at their primary Gain. 
This distracts them while 
another party runs around the 
ring to take other Gains.

If one of your Gains is being 
hacked, empty your hands so 
you can quickly run to it. As 
soon as the Gain is in sight, 
re-brandish your weapon.

Base 3 + 4 Variant

The Gains remain in the same places in this variant—only the 
bases change. Again, it’s a sound strategy to take and hold the 
Gain in front of your base and then one of the more “neutral” 
ones nearby (that is, one not in front of the enemy base). 

Take the Gain outside of your 
base fi rst. Usually you only 
need one player to do this at 
the beginning of the match, as 
the other team is busy hacking 
the Gain closest to them. 
However, as soon as the Gain 
is yours, set up defenses.

Don’t neglect the Gain in 
the center tower. With more 
attention focused on the Gains 
in the rings, it’s easier for a 
quick player to ascend to the 
top of the tower and claim the 
Gain for the team.

If a grenade launcher is available, an attacker can 
stand on the bluff opposite of the door and lob 
grenades into the Gain chamber. The successive 
blasts are enough to kill the Gain guard.

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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You can try to push the 
enemy team farther back 
toward their base and 
hold the third Gain in 
the ring (the other one in 
front of a locked base), 
but greed can stretch 
your forces too thin.

Dark Ops
Before spending your credits at the pre-game armory, consider 
what kind of action is about to unfold. For a Sabotage game, 
a FAC-16 or SuperDragon is a wise purchase. If playing an 
Infection game, something with a silencer is essential so you 
stay off the radar. If you are going to linger inside a base in 
Eradication, you may want to spend a little extra for both a 
close-quarters weapon such as the DEF-12 Shotgun and a 
good SMG in the event the action stretches out. If you want to 
spend your time on the sniper bluffs, something scoped is the 
best buy. Unlike DeathMatch games, where your tactics are 
sometimes dictated by the selected weapon set, you have a 
greater control over your destiny in Dark Ops.

Eradication
Base 1 + 2 Variant

With only one 
chance per round, 
you may lean toward 
using the plentiful 
sniper advantages 
of this map variant. 
Not only can you 
take advantage of 
the sniper vantages 
on the bluffs 
surrounding the 
rings, but you can 
also enjoy the hiding 
places around the 
bases. No matter 
what kind of warrior 
you are, a scoped 
weapon is always 
useful in the Tower 
map because of the 
wide-open spaces 
between map 
features.

Base 1 is a great playground 
in Eradication games because 
of the ample places to hide 
for stealthier players. The 
interior of the staircase off 
of the entrance tunnel to the 
base is a good place to hide, 
as you can hide behind walls 
or beneath stairs and wait for 
prey to walk into your trap.

Invariably, one player takes 
the sniper vantage on 
top of the Base 1 bunker. 
Use available cover while 
advancing on the bunker 
to take down the sniper. It 
usually takes two players 
to do this, though: one to 
distract, one to advance. 
The roles reverse until both 
players are inside the base and can assault the sniper.

The scope comes in extremely 
useful for the many lengthy 
avenues. And not just from 
the top of the central tower or 
one of the sniper vantages on 
a base balcony. For example, 
the main entrance to Base 1 
is a straight tube. A sniper in 
the guardhouse at the mouth 
of the tunnel can mow down 
every enemy who enters.

Base 3 + 4 Variant

The great hunt of Eradication continues in this map variant, 
with the action moving to the newly opened bases. The 
strategies of survival remain the same—only the landscape has 
changed. Finding a good sniping position on the bluffs or within 
a base is still a good way to see the end of the match, especially 
if you have a silencer to go with the scope.

Remember that many obstacles can be shot 
“through.” Stairs and shrubs, for example, have 
wide enough spaces for bullets to pass through.

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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The lion statues remain an 
excellent place to hide. The 
traffi c between the lodge and 
the gate is thick enough that 
you can score some points 
while being slightly cautious. 
And in the event you are 
discovered, you have the six 
statues to use as cover while 
exchanging fi re.

A scoped weapon is good 
for shaking the securities of 
enemy players. While this 
enemy seeks out a target at 
the bottom of the stairs, a 
sniper from across the base 
can line up the perfect shot.

While a lot of the action will 
be relegated to the bases, 
some players may wish to 
strike out into the wild. When 
heading toward the center 
of the arena, use only the 
spokes with obstacles, such 
as the statues and angled 
walls. The cover helps you 
get the drop on players at the 

bottom of the valley and protects you against anybody trying 
to sneak up from behind.

Threat detection is an 
excellent tool for bringing 
down snipers who are diffi cult 
to see against the dark 
backdrops.

Onslaught

In Onslaught, attackers 
bear down on the 
bunker inside Base 1. 
Taking the base away 
from the defenders is 
a formidable task, as 
a solid sniper vantage 
on top of the base 
has a view over both 
entrances.

Defenders should defi nitely 
pepper the earth with 
Multimines just in case an 
attacker manages to slip 
underneath the sniper. 
However, alert the entire team 
that the base now has a land 
mine doormat, just in case 
somebody steps outside to 
aggressively repel attackers.

Defenders: A single sniper on top of the base is not enough. 
Also position shooters on the sides of the bunker roof to nail 
players attempting to fl ank the defenses. Enemies may try to 
use the trees or the steel structure as cover while moving in 
on the base.

Attackers: If you go for the 
explosive point, expect 
immediate company. Smart 
defenders will communicate 
to each other when they lose 
sight of an attacker, and the 
next move is always to check 
the explosive point.

Infection
Small Variant

Whereas the central 
tower is typically 
to be avoided, 
the uninfected 
need to embrace 
the structure for 
survival. The tower 
has very limited 
access points that 
are easy to cover, 
so if a group of 
uninfected players 
manages to reach 
the tower, they 
can set up a pretty 
airtight defensive 
perimeter.

Look for the cracks and indentations in 
the base structure walls for signs of the 
explosive points.

Base 1Base 1
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Multimines are excellent 
for defense. Set them up 
at every door leading to 
the outside of the tower 
once all of the uninfected 
players have reached the 
interior. Skeletons trying 
to use the catwalks and 
doors will be blown off.

Skeletons can use 
ziplines, too. Make sure a 
shooter on the top fl oor 
covers the incoming 
zipline. Only a single 
blast knocks a skeleton 
off the zipline.

The shelter at the base of 
the tower is also a good 
place for the uninfected 
to gather. Covering the 
entrances is easy. At 
fi rst sight of a skeleton, 
unload with something 
brutal such as the 
shotgun.

Base 1 + 2 Variant

The uninfected 
have a solid 
advantage when 
bases are opened 
up. Defendable 
sniper vantages 
and hiding spots 
make it diffi cult for 
the ranks of the 
infected to grow. 
If the uninfected 
can stick together 
and operate a base, 
they can repel the 
skeletons indefi -
nitely. Of course, 
should one of those 
skeletons get off a 
lucky shot and 
infect a player 
within the base…

There is no better place to hide 
on this variant than the roof 
of the steel structure in Base 
1. If you take the zipline down 
to it from the bunker roof and 
crouch on the slope of the roof 
next to the valley wall, almost 
nobody will fi nd you.

Base 2 is also easy to defend, 
thanks to the bunker right at 
the main entrance.

Investing in a close-quarters 
weapon such as the shotgun 
or a Magnum helps in 
situations where the skeletons 
breach defenses and manage 
to get close to the base.

Base 3 + 4 Variant

It is much easier to fall back into Base 3 and defend it from the 
infected horde than Base 4. The lion statues really slow the 
skeletons down as they try to infi ltrate the base. And if you 
position players at both the gate and the lodge, you can catch 
the infected players in a crossfi re when they step through the 
main entrance to the base.

The staircase next to the main tunnel leading 
into Base 1 is also a superlative place to hide. 
With only two entrances into the tall room, 
two uninfected players can hold out for a 
long time.

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4
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When holding up your 
weapon, your hands are stuck 
out in front of your body—and 
they are valid targets. Stand 
far enough back from a door 
or an opening so somebody 
can’t chip away your health 
from the side.

The lion statues at Base 3 are 
a good place to hold off the 
marching skeletons, but even 
this far out, you put yourself 
at risk. If fi ve skeletons 
manage to break through the 
door, they can surround you.

Seek cover at the gate and 
wait patiently for skeletons 
to walk up the steps. When 
they are within range, swing 
around the corner and 
blast them.

Sabotage

Metal Drums: The drums are 
stashed within a sandbag 
bunker on top of the North 
Bluff. There are two ways you 
can ruin these Props: Either 
fi ght to the top of the bluff and 
use direct force, or stand at 
the bottom of the bluff on the 
outer ring and lob grenades 
into the Prop area.

Wooden Crates: The 
easy-to-destroy wooden 
crates are tucked behind 
a sandbag wall at the 
base of the central tower. 
With one or two players 
guarding an attacker, 
they can be demolished 
in a single pass.

Wooden Crates: Four larger 
wooden crates are on the 
tower’s top fl oor. Fighting to 
the top fl oor is a challenge, 
but once inside, you can 
steer clear of the doorway 
and destroy the crates. Even 
better, you are now next to the 
zipline that leads to the West 
Bluff, which is where the metal 
crates are located.

Metal Crates: The metal 
crates are pushed into 
the corner created by 
two intersecting sandbag 
walls. Step next to the 
sandbags to use them as 
cover while destroying 
the crates.

Large Antenna: The large 
antenna is inside Base 1, 
between the front door of the 
bunker and the steel structure. 
It takes a few charges to bring 
the antenna crashing down, 
but if your team can install 
snipers on top of Base 1 and 
the catwalk near the tunnel 
that leads into the area, you 
should be able to buy enough time to do so.

Infected players can also run faster if they 
holster their pistol. If you respawn elsewhere 
on the map, this is a good way to get right back 
to the action.

Base 1Base 1

Base 2Base 2

Metal Metal 
CratesCrates

Large Large 
AntennaAntenna

Wooden Wooden 
CratesCrates

Metal Metal 
DrumsDrums

Wooden Wooden 
CratesCrates
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DeathMatch

No matter which variant is used, hardware in the Urban 
environment is plentiful—save for the slot-four weapon. Only 
one of the most powerful weapon in each set is available on 
this map, and it’s located in the worst possible place: the central 
pagoda. It’s easy for all to see, making it a very risky propo-
sition for players determined to have the best in bang-bang.

Killcount
Small Variant
The Small variant of the 
Urban map revolves 
around a central 
structure: a pagoda. The 
tall pagoda houses the 
elusive slot-four weapon, 
making it an obvious 
object of interest. Unfor-
tunately, the pagoda is 
surrounded by a large 
courtyard full of trees. And around the gardens are four wide, 

empty streets. The arena was 
designed for high-scoring Killcount 
matches.

The tree trunks in the 
courtyard are too narrow 
to use as effective 
cover. They may stop 
an occasional bullet, 
but three inches of bark 
won’t stop heavier gear 
(such as a grenade 
launcher).

The pagoda only has 
two entrances: north and 
south. If somebody spots 
you stepping inside, 
they can camp until you 
come out one of only two 
possible directions.

City of the DeadCity of the Dead
Downtown has never been deadlier. This civic center, created by the 
fi nest virtual reality architects, now hosts feverish online showdowns 

between the world’s greatest cyber athletes. With no shortage of 
sniper vantages from which eagle-eyed players can look out across 

the city, and a central courtyard where a parade of bullets and 
grenades makes an hourly appearance, the streets of this map are 

sure to run red with the blood of the fallen.
  The bases are pushed back in every direction from the central 

courtyard, which is a regular fi xture on all map variants. Marked with 
a tall pagoda (which doubles as a spectacular vantage point for a truly 

enterprising sniper), the courtyard is full of trees that provide good cover 
for players on a mad dash for shelter in the neighboring buildings: the 
Hotel, the Mall, the Car Park, and the Casino. Each building is like an 

individual playground, full of multiple stories of mayhem.
  The map’s northern end offers some excellent stretches of ramp and 
road for gunslingers to engage each other. Players often coalesce at a 
river to the north for some intense fi re fi ghts, especially when the base 

variant behind it is unlocked.
  Urban is the only other map (besides Desert) that hands over the 

keys to the vehicle. Participants in this digital bloodsport can trade their 
weapons for the twin machine guns of the Jetpac. Expect to see the 

perennial night sky lit up by the blue exhaust of Jetpacs.

WEAPONS

The Urban map has three variants: 
Small, Bases 1 + 2, and Bases 3 + 4.

LEGEND
Team Killcount (TK), CTF (C), 

Territorial Gains (T), Onslaught (O), 
Eradication (E), Sabotage (S)

 weapon 1

 weapon 2

 weapon 3

 weapon 4

 armor

 Teleporter (TK, C, T)

 Flag Bay (C)

 DemoKit Point (C, O, E)

 Gain (T)

 Attack Spawn (O)

 Defender Spawn (O)

 Area to be Defended (O)

 Prop (S)

Base 1Base 1

Base 2Base 2

Base 3Base 3

Base 4Base 4

Hovercrafts and Jetpacs are available on 
larger variants of Desert for all gametypes. All 
gametypes also support Jetpacs on the Urban map.
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If you manage to acquire 
the power weapon (in this 
instance, it’s the M60), start 
using it right away. Every 
player in the courtyard will 
descend on you like a pack 
of jackals, hoping to blast 
the weapon right out of 
your hands and use it for 
themselves.

There are four main structures just off the central courtyard: 
Casino, Hotel, Mall, and Car Park. Each multistory structure 
offers extensive vantage points for snipers. The higher you are 
in the building, the more of the central courtyard you can see. 
Of course, some players are fast enough to put a tree between 
a sniper and themselves if the fi rst shot misses.

The Hotel is to the west of the central pagoda and is a primarily brown edifi ce. 
The front of the Hotel is lined with brick pillars that serve as cover when 
engaging players in the central courtyard. The pillars are wide, so if you stand 
directly behind one, you cannot be seen unless your opponent steps far 
enough to the side to peer behind it, but then your foe is right in your line of fi re.

Hotel

Inside the Hotel, use the stairs to access the upper levels. The Hotel is lined 
with windows, offering snipers ample vantage points for launching assaults 
on players in the courtyard below. And, if your scope is powerful enough, 
you can even peer into the other structures and pick off players inside.

There are no card sharks at the 
eastern Casino tonight—the 
only gamblers in sight are other 
DeathMatch players, and their 
wager in the winner-takes-all 
competition is their life. The 
front of the Casino is red with an 
ornate entryway.

Casino

The Casino’s interior is fairly open, with walkways lining the upper fl oors. 
A player on the top fl oor can see everybody on the ground level, and vice 
versa. The decorative railings around each fl oor offer zero protection—
an accomplished player can shoot through the narrow wooden pegs and 
tag an opponent just beyond.

Casino (cont’d)

Due to the red motif in the casino, 
enemy players (also decked in their 
fi nest vermilion) can be diffi cult to 
spot. Threat detection is a good 
way to differentiate players from 
the wallpaper.

The Mall facade is dominated by giant windows that look out over the 
entire courtyard from the area’s northern end. The front entrance is 
concrete, with thick walls that can be used for defense against incoming 
attackers. Players can hide behind the pillars and wait for opponents to 
come running through, but taking this angle leaves them open for attack 
by players who discover the Mall’s back entrance.

Mall

The Mall interior has only two stories. The ground fl oor sees most of the 
action, as any player on the second fl oor can easily fi re down on players 
attempting to use the stairs in the center of the Mall.
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Base 2 + 4 Variant

The unlocking of Bases 2 and 4 also opens up a plethora of 
back alleys and additional real estate beyond the four central 
structures. The largest new area is south of the Car Park; 
starting from behind the Hotel, an overpass glides above the 
city skyline before descending back down next to the Casino.

Ascending either side of the ramp can be precarious, as there 
are no spare concrete bunkers or piles of refuse to block 
oncoming bullets. If players are already at the top of the 
overpass, you will have diffi culty joining them. (For best results, 
don’t shoot while on the ramp—stay off the radar as long as 
possible. You might be able to sneak up undetected.) However, 
targets on street level may be too tempting, especially because 
the cement railings along the ramp cover half of your body.

The top of the overpass is a 
long stretch of road, but it’s 
not entirely open. There are 
half-walls to hide behind, as 
well as curved sections of 
concrete railings that you can 
duck behind.

The length of the overpass apex warrants the occasional use of 
a scoped weapon to fi re on enemy players. Players can stand at 
one corner and look out not just across the fl at surface, but also 
down one of the ramps.

The canal behind the Mall is also a hotspot, with parallel streets 
running along the waterway. There are boats moored to small 

Mall (cont’d)

Snipers can set up shop in the Mall, 
but the outer ledge offers absolutely 
no cover against attack from 
players stationed in the courtyard.

Car Park

The upper levels offer good sniping points over the central courtyard. A 
strong scope or threat detection is handy for spotting targets through the 
trees and signage surrounding the Car Park. The top level is very open 
with little cover for fi re fi ghts.

The dimly lit Car Park to the south of the courtyard offers three stories 
of medium-range mayhem—with a few close encounter opportunities 
if you can lure another player into a shootout among the support pillars. 
The best way to enter the Car Park is via the ground level; walking up the 
ramp that leads directly into the second fl oor is just too risky. Halfway up, 
you are an easy target for anybody above you. The side ramps are also 
dangerous routes, as players by the Hotel and the Casino can spot you.

Base 2Base 2

Base 4Base 4
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docks accessible via stairs, but using them to cross the canal 
mid-stream is a dangerous proposition. While the metal sheets 
on top of the boats may repel bullets, it’s easy to get trapped 
inside. In addition, players on the bridges to the left and right of 
the boats can easily duck down and fi re into the vessel.

Base 2 towers above the map. 
The multistory base is dressed 
up with a fi re escape that 
shooters can use to pelt the 
streets with bullets. The fi re 
escape offers a great vantage 
over the immediate entrance 
to the base, but it does not 
have a very good view into 
the central courtyard.

The ornate gates block the 
view of the entire street. You 
can nail oncoming players as 
they pass beneath the gate, 
but by the time you spot 
them, they are also within 
range to return fi re.

Threat detection is useful for 
spotting snipers on the fi re 
escape before getting too 
close and making yourself a 
prime target.

Base 4 is also a multi-
tiered building with a 
decent view down the 
main street, but it is also 
partially blocked by the 
ornate gates. However, 
unlike the fi re escape, 
which offers only minor 
protection from return 
fi re, the sniping vantages 
on Base 4 enjoy the 
protection of solid walls.

The building offers 
vantage points from 
varying heights, and the 
higher you go, the more 
you can see. Both the 
overpass ramp and the 
main street are easily 
visible from Base 4’s 
vantages.

A sniper can duck behind 
the balcony walls and 
avoid detection, unless 
you have effective 
countermeasures.

Use the pillars and 
concrete walls next to the 
Base 4 entrance as cover 
when trying to launch an 
attack on a sniper on the 
balconies.

Base 1 + 3 Variant

This variant only opens up 
the entrances to Bases 1 
and 3, which adds little new 
architecture to the overall 
map, but does switch the 
axis of action from east-
west to north-south.

Base 1Base 1

Base 3Base 3
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Base 1, at the top of the map, hovers over the canal. Its multiple 
balconies offer solid vantages over the area. Players on the 
ground are pretty much relegated to using scoped weapons 
from the avenue closest to the Mall to even get off a decent 
shot. The entrance to the base is below the balconies, and it can 
be tricky to infi ltrate unless you come from the courtyard access 
points and remain fl ush with the building wall. If you’re fast, 
you can stay out of sight of the snipers.

The sniper balconies 
of Base 1 really grant 
no respite to players 
attempting to cross the 
canals.

The interior courtyard of 
Base 1 is just an empty 
square with a couple 
access points. If a sniper 
detects a player entering 
the base, he or she can 
fall back to a balcony 
overlooking the interior.

Base 4, on the map’s western end, is at the end of the appro-
priately named Factory Street. The base offers many vantage 
points, from windows to rooftops, to fi re down on players in 
the street, so breaching the base to get at the sniper from the 
inside is almost impossible.

It’s better to goad the sniper 
into shooting at you so he or 
she pops up on the radar, then 
step out and zoom in for your 
own shot. However, be careful 
of the proper entrance to the 
base, to the left (if you are 
facing the factory exterior). 
While you’re occupied with 
a sniper, some rogue player 
inside the base could step out 
and shoot you.

The approach to Base 4 is long 
enough to slowly plan your 
path. Using the cover of walls 
and pillar, sneak up to the 
base block by block; watching 
out for possible players 
already in the base. When the 
coast looks clear, enter the 
base to use its excellent sniper 
points.

The windows lining the 
factory’s front wall are good 
for sniping. Step behind the 
wall between the windows, 
then slip out to the side to 
take your shot.

Stepping out on the rooftop 
may look risky, but if you 
crouch down and stay far 
enough back from the edge, 
most of your body will be 
protected from players on the 
ground.

Team Killcount
Small Variant
With no set base 
to defend, teams 
are encouraged to 
choose one of the four 
structures and fortify 
it as a makeshift base. 
The Casino and Hotel 
are good choices. The 
Casino has multiple 
stories from which 
guards can peer all 
the way down to the 
ground fl oor. The Hotel 
is fronted by a series of 
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pillars that are useful for hiding behind, and the upper 
fl oors offer several excellent vantage points over the central 
courtyard.

If available, use 
Multimines or the UGL 
Liberator to make the 
front door of your 
team’s temporary base 
a death trap.

The Casino has the 
wide-open center of the 
room where snipers can 
monitor the front door, 
and no covered landings. 
With no ledges to hide 
beneath, an enemy 
player on the second tier 
cannot surprise you if 
you are positioned on the 
third tier.

Beware of players 
spawning inside the 
building you’ve chosen. 
While much attention 
should be placed on the 
front door and the sniper 
vantages looking outside, 
you cannot afford to miss 
an enemy player materi-
alizing within your ranks.

Try to keep the enemy 
team out in the open. 
If you can keep the 
barbarians at the gate, 
snipers on the upper 
fl oors can thin their ranks.

Base 2 + 4 Variant

Jetpacs are available in the larger variants of the map—and 
they really change the way a match unfolds. Giving players 
the ability to go vertical wherever they choose doesn’t exactly 
nullify the use of snipers, but it certainly evens out the odds. 
Each base has vehicle spawn points where anybody can 
download a shiny new Jetpac into the arena. It’s not unusual 
to see several Jetpacs zipping through the skies above the city, 
engaging in mid-air dogfi ghts.

After activating a Jetpac, you must walk it out of the base. Once 
outside of the holding bay, you can hit the boosters and rise 
into the air. Zooming from one side of the map to the other 
takes only seconds now, but remember that the Jetpac’s rumble 
always makes you visible on the map.

Snipers can use the Jetpac to access the roof of the pagoda. 
There is more than enough room to land the Jetpac and walk 
around on the top level (but be careful not to accidentally step 
off). From the roof, snipers can look down into the courtyard 
and all four structures surrounding it.

No vehicles are available in this map variant.

Base 2Base 2

Base 4Base 4
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If the other team has 
taken over the Hotel or 
Mall, you can use the 
Jetpac to hover over the 
skylight and fi ll the place 
with lead. The surprise 
should shake things up, 
and then a ground force 
can enter and sweep 
things up.

The Jetpac may make you 
mobile, but it also makes 
you a very attractive target. 
The increased profi le (both 
literally and fi guratively) 
attracts a lot of attention.

Teleporters are not as 
important in this variant. 
The only one worth 
risking life and limb for is 
inside the Mall. It’s near 
the center of the map 
and cuts travel time in 
half if you are sniped and 
jacked by a Jetpac.

Base 1 + 3 Variant

Moving to this base variant 
drastically changes the axis 
of action. Now, players 
must fi ght for control 
over the central structures 
between the bases: Car 
Park and Mall. The Car Park 
is of particular interest, as 
it offers a vantage point 
overlooking Base 3, which 
itself is a sniper’s paradise. 
The team in Base 1 wants 
the Car Park to keep Base 
3 in check, while Base 3 
denizens want to capture 
the Car Park and use it as a 
fi rst line of defense.

Try to take and hold 
the teleporter on the 
Car Park’s third fl oor. If 
you hail from Base 1, 
this gives an incredible 
advantage when trying 
to conquer Base 3. The 
vantage overlooking Base 
3 is just one story up.

The roof of the Car Park looks 
down on much of the factory 
structure outside Base 3. 
While snipers cannot see the 
window bay, they can pick 
off enemies stationed on the 
rooftops.

Base 3 team members want to 
hold the Car Park as a means 
of looking down into the 
central courtyard. From this 
vantage, scouts can spot Base 
1 players en route to their 
home base.

Use a scoped weapon to draw a bead on an 
enemy player buzzing your base with a Jetpac. 
While it takes extra ammunition to bring the 
beast down, at least the extra mass makes the 
Jetpac easier to hit.

Base 1Base 1

Base 3Base 3
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As integral as the Car 
Park is to success on 
this variant, the rear 
entry to Base 1 (via the 
illuminated tunnels) 
should not be ignored. 
It’s a long hike to the 
tunnels, so the players in 
Base 1 might not expect 
a stealthy enemy player 
to attempt it.

Capture the Flag
Small Variant
Capture the Flag matches 
on this variant are fast-
paced, but the degree 
of scoring has to do 
entirely with a team’s 
ability to control the 
central courtyard. With 
the fl ags stationed inside 
the Hotel and Casino, 
players must use sniper 
vantages and ground 
troops to not only block 
incoming enemies, but 
also clear the courtyard so their teammates have a chance to 
cross the map.

The pagoda sits directly between the two fl ag bays, but the 
solid walls face outward on this axis. Players must run around 
the pagoda to get to the other side of the map. Unfortunately, 
this exposes players to extra fi re from the opposing team 
guarding their fl ag bay.

The courtyard is small 
enough that you can use a 
scope to see all the way into 
the opposing fl ag bay.

Position snipers on the 
upper fl oors of your 
designated structure so 
they can nail enemy fl ag 
carriers either headed 
toward your base—or away 
from it with stolen goods.

The central courtyard 
offers practically zero 
cover for fl ag carriers. 

Base 2 + 4 Variant

This variant opens up an abundance of additional sniping 
points, but fl ag carriers are still primarily bound to terra fi rma. 
However, there is no shortage of pillars, concrete walls, and 
other objects to use as cover while running the fl ag back to 
your base.

Expect snipers to 
be anywhere and 
everywhere on this 
variant. All four structures 
are open, as well as both 
bases. Getting the fl ag 
from one end of the map 
to the other requires a 
serious running of the 
gauntlet.

Base 2Base 2

Base 4Base 4

Team 2Team 2Team 1Team 1
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Never run in a straight 
line when you have the 
fl ag—it only makes a 
sniper’s job much easier.

The back route behind 
the Mall is open in this 
variant, which offers 
a good route for fl ag 
carriers to sneak the 
enemy fl ag back to base.

The overpass that runs behind the Car Park runs from one base 
entrance directly into the other. This would be a great route for 
fl ag carriers, except with a dearth of hiding spots, they are just 
too open to interceptors. Flag carriers must have backup to 
consider using this route to bring an enemy fl ag hone.

Base 1 + 3 Variant

The variant readjusts the 
fl ow of traffi c back to the 
north-south axis, and 
snipers now have new 
places to hide. Base 3 in 
particular offers a variety 
of sniper vantages for fl ag 
defenders, as the factory 
setting is full of ledges and 
windows. Players must stay 
out of the central courtyard 
as much as possible, using 
the back alleys to their 
fullest potential.

Jetpacs add an extra wrinkle to Capture the Flag matches on the 
Urban map. Flag carriers already had to deal with snipers, but 
now these mobile sniping platforms can appear and hover just 
about anywhere—forcing fl ag carriers to reconsider their routes 
for escorting the fl ag back to their home base.

The Base 3 team needs 
to set up snipers along 
the face of the factory to 
prevent fl ag carriers from 
entering or exiting. There 
is another route out of 
the base, though.This is a fun variant to use Rocket Launchers 

on, because it is entirely possible to launch a 
rocket from one base and fl y it across the map 
into the other. A rocket sniper installed on the 
enemy team’s “side” of the map can keep the home 
base under lock and key with guided missiles.

Base 1Base 1

Base 3Base 3
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While guarding the 
main entrance, make 
sure the fl ag carrier 
doesn’t slip out behind 
you. The alternate route 
from the fl ag bay goes 
up and inside the base, 
depositing the carrier on 
the rooftop.

Snipers on the Base 1 balcony have a complete view of Canal 
Street. The alternate route exits Base 1 to the rear (through the 
illuminated tunnels), but even that passage leads fl ag carriers 
past the balcony.

Jetpacs make great annoyances to keep an enemy team 
distracted from their stolen fl ag. Zip around a base or in the 
general vicinity of a fl ag carrier to force snipers and other 
enemies to look up, rather than on the ground.

Territorial Gains
Small Variant
The single Gain in this 
variant is right inside the 
pagoda in the courtyard’s 
center. Teams must work 
together at fi rst just to 
take the Gain, and then 
to hold it. Staying in the 
courtyard and trying to 
defend the perimeter of 
the pagoda isn’t going 
to work for very long. 
To keep the Gain, you 
must set up snipers in 
the structures around the 
central courtyard to ward off enemy players.

You cannot just gung-
ho it right for the Gain 
alone. You must have 
teammates guarding 
your back and defending 
the pagoda while you 
hack the Gain, but you 
must also start setting up 
snipers before the other 
team can dig in.

A player can remain 
inside the pagoda and 
use both the Gain and 
the walls fl anking the 
entrances as cover. 
Should an enemy 
actually make it across 
the courtyard, this player 
provides the last defense.

Owning all four structures would be ideal, but it’s not neces-
sarily feasible. Concentrate on controlling the Mall and the Car 
Park, as they overlook the north and south entrances to the 
pagoda.

If you do manage to 
make it inside the 
pagoda, try to put the 
Gain between yourself 
and a sniper. Then, before 
taking the Gain, have 
your teammates rush 
the other building that 
overlooks the pagoda 
and distract any snipers 
in there.
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Base 2 + 4 Variant

When opening up the base variants (both of them), four 
additional Gains are added to the map and placed square in the 
entryways of the structures just off the main courtyard: Casino, 
Car Park, Hotel, and Mall. The hardest one to reach is the Car 
Park Gain, making it less attractive at the beginning of the 
match—but that’s exactly the reason to exploit it.

All of the Gains are 
visible from the streets, 
making them diffi cult to 
hold—especially when 
your team holds more 
than one and you must 
stretch your forces to 
protect them.

There is still a Gain in 
the central pagoda and 
it can be captured and 
held in much the same 
way as before. Control 
the Car Park and Mall and 
not only can you watch 
over the pagoda, but you 
can also hold the Gains 
within.

Jetpacs are good as 
a diversionary tool in 
this game. Strafe over 
a building held by 
the opposing team to 
draw fi re away from 
teammates attempting 
to infi ltrate from the 
ground.

Using a Jetpac to swoop 
down on a Gain is 
another good diversion. 
The Jetpac always shows 
up on radar and Gain 
guards swarm to it. While 
they fool around with 
the Jetpac, an off-radar 
player can sneak up and 
try to grab the Gain.

Base 1 + 3 Variant

This map variant doesn’t 
add any new Gains, nor 
change the placement from 
the 2 + 4 variant. However, 
with the opening of Bases 
1 and 3, the avenues of 
destruction change. The 
Gains in the Casino and 
Hotel are harder to reach, 
as they are not directly 
in front of your base. The 
Mall and Car Park Gains 
are extra important, not 
just because they overlook 
the Gain in the pagoda, 
but because they offer 
good vantages for holding 
enemy players back from 
the Casino and Hotel. Take 
those Gains out of play, 
hold the central Gain and 
the one closest to your 
base for long enough, and 
you can win the match.

At the beginning of the match, 
use Jetpacs to buzz enemy 
bases and keep the other 
team busy while you take 
pivotal Gains.

Jetpacs are also effective for 
running interference while 
teammates attempt to take 
a Gain. The Jetpac is wide 
enough to block almost the 
entire Gain.

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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The central courtyard 
should rarely be used, 
if at all. The scene is just 
too explosive—with 
Jetpacs fl ying overhead, 
snipers in all of the 
buildings, and rogue 
players with death 
wishes, it is best to 
stay away.

Dark Ops
Depending on the which map variant is chosen, players must 
alternate between fi lling their hands with medium-range 
weapons such as dual CMP-150s or an effective sniping 
weapon, such as a FAC-16. Base 2 + 4 unlocks two long avenues 
that allow base dwellers with a powerful scope to see all the 
way into the other team’s base. Close-quarters weapons aren’t 
necessarily a bad investment, but unless you encounter another 
player while passing through the buildings surrounding the 
town square, their limited range may be a hindrance.

Eradication
Base 2 + 4 Variant

Expect to see the mean streets of this variant slicked with 
the blood of the slow-footed. The horizontal axis, created by 
opening the eastern and western bases, opens up lines of fi re 
that stretch across the entire map.

Just stepping out of your home base can be a trying task. 
Players that splurge for weapons with extended scopes can see 
all the way down to the main entrance of your base and pull the 
trigger without getting their hands dirty. Avoid the streets if at 
all possible and use back routes, such as the overpass and the 
alleys, to cross into enemy territory and start racking up kills.

Base 1 + 3 Variant

Snipers still have a 
tremendous advantage 
on this map, thanks to 
the multi-tiered bases 
(especially Base 3), but the 
dark alleys unlocked on 
this variant are excellent 
staging grounds for 
shotgun-wielding warriors. 
Without direct routes from 
one base to the other, travel 
takes a little longer on this 
map, but at least there’s no 
shortage of places to hide.

If you absolutely must set foot on the main 
street, combat roll across it. You’re a small 
target for snipers to draw a bead on.

Two explosive points lead to the 
core of Base 2. Find the outer 
breach in the Red Light District, just 
outside of the base. Farther into the 
newly opened passage, you must 
blast through a brick wall.

On the street just outside Base 4, 
players can break through the wall 
with DemoKits. Look for the telltale 
fi ssure in the wall to discern the 
weak spot.

DemoKit Points

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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Use the dark alleys as 
cover when crossing 
the map. A close-range 
weapon such as the 
DEF-12 Shotgun or a 
good SMG can catch 
unsuspecting players by 
surprise.

If you are positioned at 
the top of Base 3 (the 
factory) and the other 
team starts to overwhelm 
the area, use the combat 
roll to slip off the roof.

The canal boats offer 
more cover when 
approaching Base 1, 
but if you are spotted 
slipping under the metal 
canopy, snipers will keep 
you pinned down.

The illuminated tunnel that stretches around the back of 
Base 1 is a long way from Base 3, but if you can slip inside, 
you can catch enemy players not expecting such a brash 
approach. Base 1 dwellers can shoot out the lights back in 
the tunnel to cast the area in darkness, making showdowns a 
little tougher to survive.

Onslaught

The defense point on this 
map is inside Base 1, which 
is dominated by a large 
spawn point. Defenders 
inside the base can stand 
back and cover all of the 
access points with rifl es 
and there is practically no 
way the attackers can break 
through.

If the attackers have 
shotguns, they lack the 
range required to get 
inside. However, the 
host can even things out 
a little bit by granting 
attackers CMP-150s or 
Falcons, so at least they 
have the benefi t of a 
ranged weapon.

Base 3’s factory facade is diffi cult to penetrate, so consider exploiting 
the explosive points that offer another route into the base. The outer wall 
that can be breached is on North St. (look for the crack), and the inner 
wall is deeper in the base, by the Shipping area.

DemoKit Points

Base 1Base 1

Base 3Base 3
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Defenders: Snipers on 
the balcony over Canal 
St. can rain down death 
and destruction on 
attackers as they attempt 
to cross the waterway.

Defenders: You can step 
outside of the defense 
point to tag attackers as 
they attempt to stream 
out of their spawn point, 
but the base’s natural 
defenses are too good 
to risk such needless 
bravery.

Defenders: The Hawk 
is a vicious weapon for 
defense. As attackers 
stream through the 
hallway leading into the 
base area, you can cut 
them to pieces.

Attackers: The front door 
is just about your only 
option for infi ltrating 
the defense point. Take 
it with numbers and 
try to overwhelm the 
defenders. The more 
defenders you kill, the 
easier this becomes.

Attackers: Breach 
the defense point by 
assigning one player 
to set the DemoKits 
while others defend 
him against any base-
dwellers who get wise to 
your plan.

Infection
Small Variant
Infection matches on 
this variant force the 
uninfected to fl ee into 
one of the four structures 
surrounding the central 
courtyard, never to set 
foot outside. The Hotel, 
with its window bays 
and brick pillars out 
front, is easy to defend 
against pistol-packing 
bone daddies. 

Use the pillars of the 
Hotel as cover while 
making your way inside. 
The Falcon has decent 
range, but if you quickly 
dart from pillar to pillar, 
the infected will have a 
hard time shooting you.

From the Hotel pillars, 
players can look out into 
the courtyard and snipe 
skeletons as they search 
for prey.

The skeletons have the full run of the 
courtyard. There’s no reason to step out into 
it once you have found a safe hiding place 
inside one of the four structures.
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Be careful not to let skeletons 
get too close to you. If one 
manages to swipe your 
weapon, such as this very 
powerful (and very expensive) 
SuperDragon, you have 
no choice but to run. And 
panicked running can lead to 
the kind of carelessness that 
gets you infected.

Base 2 + 4 Variant

This variant places particular importance on the bases and the 
structures along the horizontal axis. As tempting as it would 
be just to hang back in one of the bases and hide, you cannot 
allow the infected to overrun the buildings closest to the 
bases: Casino and Hotel. These structures offer excellent sniper 
vantages that cannot be abandoned, so again, take up position 
inside and lay waste to the skeletons as they attempt to enter.

The Casino’s narrow 
entrance is good for 
defending uninfected 
players. With no 
windows looking inside 
on the bottom level, 
players can set up a 
defensive force and 
hold off skeletons for 
a long time.

A shotgun and a doorway 
are a lethal combination 
in Infection games. This 
skeleton will randomly 
respawn elsewhere—
uninfected players can 
keep knocking it back on 
its tailbone.

The sniper vantages of 
the Hotel and Casino 
cannot be beat in this 
variant. Both structures 
offer excellent views of 
the courtyard, and unlike 
normal player models, 
bone white skeletons 
stand out from the fl ora.

Base 1 + 3 Variant

Unlike the previous variant, 
uninfected players can 
abandon the center of the 
map and fall back to the 
bases. Both bases offer 
superb defensive vantages 
from the onslaught of 
infected players, such 
as the towering factory 
outside of Base 3. A player 
positioned on the rooftop 
can nail skeletons that try 
to volley fi re back up or 
make a desperate run to 
the base interior.

Base 1, which overlooks the canal, also offers sniper 
vantages on its balcony. Snipers can cut off infected 
players coming from both the east and west, as well as any 
skeletons that dare to attempt infiltration via the illuminated 
tunnel behind the base.

Base 1Base 1

Base 3Base 3

Base 2Base 2

Base 4Base 4
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Sabotage

Metal Drums: The drums 
are on top of the Car 
Park, making them 
particularly diffi cult Props 
to access, especially if 
the defending team has 
assigned some good 
rooftop snipers to guard 
the area.

Wooden Crates: The 
wooden crates are 
stashed inside the 
pagoda in the middle 
of the map. Sandbags 
block the northern 
entrance, so attackers 
must circle to the south 
and lob grenades 
or other explosive 
ordnance inside.

Metal Crates: Tucked 
under the overpass 
ramp near Base 2, the 
metal crates are fl anked 
by a sandbag wall that 
directs traffi c. Attackers 
must work together to 
ward off defenders while 
an enterprising player 
plants charges or drops 
grenades.

Small Antenna: 
Surrounded on three 
sides by sandbags, the 
small antenna is in the 
clearing outside of Base 
3. Snipers in the factory 
can guard the antenna 
with severe effec-
tiveness, so attackers 
must either attempt to 
sweep the factory or run 
good interference.

Large Antenna: The large antenna is 
a little farther back into Base 3 than 
the small antenna. The room is a 
wide, empty space offering neither 
attackers nor defenders any decent 
cover.

Base 1Base 1

Base 3Base 3

Metal Metal 
CratesCrates

Metal Metal 
DrumsDrums

Small Small 
AntennaAntenna

Large Large 
AntennaAntenna

Wooden Wooden 
CratesCrates
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The year is 2020. Giant corporations, called 
“hypercorporations,” possess infl uence and 
power far beyond what the public suspects. 
Beneath the placid surface of everyday life, 
these hypercorps fi ght a shadowy, secret war, 
deciding the fate of nations on battlegrounds 
both virtual and real. 

  Joanna Dark—newly recruited into the enig-
matic Carrington Institute—is a foot soldier in 
this war. Devoted to bringing down dataDyne, 
the most powerful of the hypercorps, Joanna 
is thrust into a web of deceit, combat, and be-
trayal as she hunts for a traitor within the 
Institute’s ranks.

  Perfect Dark: Janus’s Tears picks up where 
Issue #0—a one-shot comic produced specifi -
cally for the 2005 E3 trade show—leaves off. 
After a dataDyne assault on a Carrington In-
stitute facility, Joanna must struggle to sepa-
rate truth from lies, face down the demons of 
her past, and come face-to-face with the ene-
mies that may very well decide her future. 

  The action unfolds in issues #1–#6, coming 
to bookstores and comic shops near you.
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