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You'll be facing an uncountable number of enemies throughout your play-through of the single-player campaign. Some enemies will test your mettle to the
utmost and others are just above “fodder” on the threat scale. The graphs below break individual enemy types down into four categories: Armor Rating, Attack
Range, Prevalence, and Threat Assessment. Take a moment to see which enemies are going to be the true challenges on the battlefield.
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SIDE ARMS

No matter what primary weapon you may currently have equipped, you at all
times carry a pistol and a combat knife. Pistols are unique in that they have an
unlimited amount of ammunition; each clip has a specific number of rounds,
but you can always reload without ever needing to worry about running dry.

For those of you who try to conserve as much as possible, this doesn’t mean
that you should stick to your pistol as a main source of damage to avoid
depleting your resources. Pistols hardly ever win out over heavier weaponry
like assault rifles and shotguns.

Pistols do have their place, however. When your main gun is either out of
ammunition or close to it, the pistol is a wise alternative until you either
find more ammunition or replace your primary gun. It’s not uncommon in
multiplayer games to run out of ammo with distance between you and the
nearest ammo box; these are the times for your side arm.

M4 REVOLVER

The M4 Revolver is the successor of the

| Projectile, Single Shot

Also, because ammunition is not a concern, you can afford to experiment
more wildly with the pistol, especially the StA18. If you're carrying a shotgun
and come across a battle between your allies and the enemy, switch to the
pistol and empty your clip into the mix before rushing in, you might down an
enemy or two, making it safer to close the distance and finish the Kkill.

The M32 Combat Knife, however, has little worth. Yes you can attack with it
at a more rapid rate than using the butt of your gun, but the time it takes to
switch to it and back again usually negates the increase in speed. Instead, you
should practice and become proficient in using your gun for melee attacks
when necessary.

trusted M3 Revolver. It's both accurate

and deadly at close range, yet has a
slow rate of fire, making it ideal only
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when your main gun is either out of
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ammo or inappropriate to the situation |
(i.e. rockets in close quarters). The

revolving chamber holds six rounds and
features a double-action trigger for
improved combat effectiveness.

| 3.8 Seconds

| Infinite x 6

STA18 PISTOL

The StA18 is the standard issue side

| Projectile, Single Shot

arm of the Helghan forces, improved

since its original conception. A reliable
companion, this pistol is accurate at

close range, sports a rapid reload time,

and unloads bullets at a relatively |
high rate of fire. The combination of

those aspects of the StA18 makes it
excellent for fast-paced, close quarters
combat. Its smaller caliber rounds allow

| 1.8 Seconds

more shots per magazine; it generally | Infinite x 12

outlasts its ISA counterpart.

M32 COMBAT KNIFE

A straightforward combat knife at first

glance, the M32 is jokingly referred to

as a ‘toothpick’ by ISA soldiers unaware
of its effectiveness in the hands of an

expert. The blade is fashioned from
a hardened, wear-resistant cobalt/
chromium alloy.




MISSION OVERVIEW

The invasion of Helghan begins. It's deployment day and your first drop places you within the outer defenses of Visari’s capital,
adjacent the Corinth River. The first wave of beach landings proved unsuccessful and the remaining troops below are eagerly awaiting
your arrival.

Your first priority is to secure the surrounding beach area. Once secured, immediately provide assistance to the Nemesis Convoy and
Convoy Punisher below as they push forward through the industrial complexes and deeper into enemy territory. Watch for enemies
scattered high and low throughout the various levels of the surrounding buildings and make sure that no obstacles block the convoy’s
progress. It is absolutely imperative that we successfully aid them.

Be mindful of the environment during your push into Helghast territory. Many explosive and unstable chemical barrels, along with
propane tanks, were left behind when the factory workers hurriedly abandoned the war zone. Watch for them and take aim when
Helghast are nearby.

INTECEIGENCE
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A RUDE AWAKENING
After a restless sleep, Sev is m
called to duty by his comrade B

Garza. Follow Garza down to

the Launch Bay and board E
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The ride down to the
4 h Helghan coastline was
\01 rough, but things are
about to get a whole lot worse.
After the bumpy landing, take
a second to get your bearings
straight and then follow Rico and
Garza to the frontlines of the battle.
Three Helghast are around the

corner, but your support should
take care of them.

Never stray too far from Alpha
Squad. Take cover with Rico at the
first barricade and start picking

off Helghast from a distance.
Helghast not only line the bridge
ahead, but also the balconies and
catwalks to the left of Alpha Squad.
Concentrate on the Helghast hiding
in the building to the left and then
continue up the shore past the
carnage and mayhem.

When you catch up to Echo Squad, it is too late to save their demolitions man. Stay under the overpass and find cover
behind the steel barricades. Look towards the building across the beach and scan the catwalks for the bright red barrels.

\02 Shoot these explosive barrels to begin clearing the balconies of the enemy and then continue by neutralizing the Helghast
with the rocket launcher on the second story. Eliminate all Helghast soldiers and then leave cover and pick up the VC9
Missile Launcher.

Find cover next to Rico behind the large steel container. The bridge up ahead is crawling with Helghast. A problem like this requires
the delicate touch of a VC9 Missile Launcher. Quickly leave cover and look towards the bridge. The three Helghast manning the
Machine Guns are the main threat, but not the primary target. Aim for the stacked red barrels to the left or right of the middle gunner
and fire. If you can hit these barrels with a missile, it only takes one shot to bring the entire bridge down. After destroying the bridge,
there is little need for a Missile Launcher, so look on the ground for your M82 Assault Rifle and pick it up. Find Rico and follow him
towards the next big battle.
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WELCOME TO THE WARZONE

Multiplayer HUD

Most of the HUD from the single player game carries over to multiplayer, but there are a few
tweaks and refinements worth noting that make entering the Warzone much easier.

Health Bar and Sprint Meter: Instead of watching for blood
splashing across the screen, there is now a convenient health

bar in the bottom-left of the HUD. Get shot a couple of times and
you will notice that your health does regenerate, but never back
to 100 percent. Beneath the health bar is a second, slimmer bar
that displays your sprinting endurance. Sprinting depletes the bar
quickly, but return to a job and the meter will quickly refill itself.

Objectives Marker: Depending on the game mode, specific objects
are always displayed by markers placed on the screen. Use these
markers to quickly guide yourself towards the destination.

Squad Display: After joining a squad, other squad members’ health
and classes are displayed on the top of the screen. Use these
displays to alert you to the health and needs of your squad mates.

Radar: Perhaps the most important tool while in the warzone, the
radar allows you to keep constant vigilance over your surroundings.
Enemy, Ally, Ammo Boxes, and Objectives are all displayed on your
radar giving you an excellent overview of the map.

Battle Feed: The battle feed updates itself directly above the health
bar and offers a live teleplay of the battle. Keep an eye on the battle
feed to stay apprised of who’s killing who.

Scoreboard: Located in the top-right of the screen, the scoreboard
displays more than just which faction is winning. The scoreboard
also displays progress towards completing objectives.

Battle Updates: Battle updates pop up to the left of the scoreboard
to let you know when pivotal actions have been completed on

the battlefield. Keep an eye out for battle updates to get a deeper
understanding of how the battle is progressing.




MISSIONS
Warzone

Warzone is where the true soldiers go to prove their rank. Warzone combines all five game modes into a brutal playlist that keeps the
action fresh and frantic. All soldiers on the field must be prepared for constantly shifting objectives and a continual barrage of bullets
from up to 16 enemy players for a full 32-player skirmish.

Mini Frag
Mini Frag plays out exactly like Warzone, except this time the visceral battle is scaled down to an intimate brawl between
8 players. Factions are split into 4-player squads are a shuffled through the same playlist as a Warzone.

Capture and Hold

((( ))) Three distinct capture points are designated at the beginning of the match. Teams must reach these
capture points and capture them by defending the zone for a period of time. Once a capture point
is taken, a team’s victory meter slowly begins fill. Whichever team fills their meter first, or has the
most filled by the end of the match wins.

Tips N — 0

Get there first. It is far easier to defend a capture point than it is to
capture it. After being the first one to a capture point, immediately set up
defenses to make sure it stays yours for the long run.

You only need two. Controlling two capture points means that your
victory meter fills faster than the opposition’s. If you try and capture all
three points, you will find that your troops are spread too thin and that it
is impossible to keep all points at the same time.

Use the classes’ special abilities to their fullest. Have the tacticians throw
spawn grenades at the capture points, engineers should set up turrets,
and saboteurs must lay down proximity mines.
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