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SINTRODUCTIBN. -

Mrﬁe of the most exciting game experiences of your lifel Call of Duty® 4: Modern Warfare™ immers -
contemporary war zone with non-stop action, insane scenarios, and realistic enemies. It's the near future and a g| P
is staging a full-scale coup to gain “control of the country’s nuclear arsenal. Meanwlﬂ‘ ddle Ea(ep er b e name of A~
Asad has emerged He is staging a coup fo obtain control of his homeland and, wnth'.i an e crmy .

U.S., British, and Russian forces must once again answer the Call of Duty when the two grosps = off

-

full -scale nuclear war. —



BASICS

| .
. - .hb il i

n HHE'I.L-.I:ILI:I

BEARING UR FOR THE GALL

Call of Duty is an everchanging series. While Call of Duty 4: Modern Warfare clearly has a major change of setting, there are a lot of new
features fo learn about as well. This section of the guide takes you through all the single-player gameplay features, both old and new.




CONTROLS

The following table outlines the default setup for the major controls on
each platform:

BUTTON/KEYSTROKE COMMAND |
XBOX 360 PLAYSTATION 3 PC
‘ Right Trigger R1 Button Mouse Button 1
Movement [P Lekt Stick WA, S,D
‘ A Button X Button Space
‘ B Button Circle Button Cand CTRL
‘ Left Trigger L1 Button Mouse Button 2
‘ Push Right Stick R3 Bution v
‘ Y Button Triangle Butfon Tor2
‘ Push Left Stick L3 Button Shift
Thr ‘ Right Bumper R2 Button G or Mouse 3
‘ Left Bumper 12 Button 4
ey [N D-Pad 5,6
‘ X Button Square Button R
‘ Hold X Hold Square F
Nighision [T D-Pad N
‘ Pause/Back Start Button Tab

STARTINGE A
NEW BAMIE

When you first launch, you need to start a new game. The game has
a really cool tutorial that walks you through the various game settings,
and allows you to select your preferences.

P

qg,meplav Options
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The most important options are those that directly affect gameplay.

AIM ASSIST
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Aim Assist is a special feature

for the Xbox 360 and PS3 that
enables you to more accurately
fire at enemies in the single-player
campaign. When this feature is
turned on, your sight automatically

snaps fo a nearby enemy when
you press the Aim Down Sight button. Aim Assist activates only when
the player quickly pops out and back info Aim Down Sight mode.

This proves to be very helpful during hectic firing situations, but

hardcore players may find this a bit “cheesy” to leave on. This setting GEARING UP

defaults to the “on” option, but you can turn it off in the game menu. FOR THE CALL

LOOK INVERSION

During the tutorial level, make sure to look up and down a lot. If you
have any difficulty figuring out which way is up and which way is
down, it likely means you prefer to play with Look Inversion enabled.
You can adjust this during the tutorial or at any other time by adjusting
the option under the Controls submenu on the Pause screen.

OTHER OPTIONS

You can also change the default controls layout within the Controls
screen. If you want fo reassign any controls to a different button, then
check out the variety of Button Layouts in the Controls menu.

You can also turn the subtitles on or off. If you want a fully immersive
experience, try turning the subtitles off. However, leaving the subtitles
on can be helpful on occasion. During the heat of battle, you may
miss a particular order due to any number of reasons, and having the
subtitles on-screen will help remedy that situation. Additionally, Xbox
360 players can enable or disable the game’s vibration feature.

GAME DIFFICULTY

At the end of the tutorial level, the
game automatically recommends
a difficulty setting to play based
on your performance during a
training exercise. While this is a
novel feature, it's not the best way
to determine the correct difficulty
for your gaming experience.
Picking a difficulty that is too
demanding or too simple for
your skill can dramatically affect
the enjoyment you receive from
playing the game.

GAME DIFFICULTY BREAKDOWN

RECOMMENDATION

RECRUIT | Recommended only for those playing an FPS for the first time. The game
will not challenge most players, but you're not invincible. If you prefer a
“cinematic” experience as opposed to a challenging gameplay experience, then

this is a good choice.
HARDENED

VETERAN

The default difficulty setting. Most players will find Regular difficulty fo be
challenging at fimes, making it a good choice for those who have played other
FPS games but don't want to get foo frusirated during difficult spots

in the game.

Hardened difficulty is the perfect choice for hardcore players who want a fun,
difficult, but not overly frustrating gameplay experience. Defeating the game
on this setfing is no joke—especially foward the end—but if you want a good
challenge and the full Call of Duty experience, this is a great choice.

This setting is only recommended for the ulira-hardcore players and
Achievement chasers. If this is your first time playing through Call of Duty 4:
Modern Warfare, you may want to save this one for a second playthrough.
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GRENADE INDICATOR

When a grenade lands nearby (whether
it's a friendly or enemy grenade), a
grenade icon appears in the center of the
screen. In addition, a small arrow near the
icon points toward the grenade’s location.

If you are standing directly over the
grenade, the icon changes to a hand
holding a grenade. Once you see this
icon, you can hit the Grenade button to
pick up the grenade and toss it back at
the enemy.

WEAPONS INDICATORS

The game displays your weapon indicators at the bottom right-

hand corner of the screen. If you are moving around and not firing,
this section of the HUD will
automatically fade away so that
M4 ﬁ 1'SOFMOD it doesn't interfere with your view.
y To bring it back up, simply fire
your weapon or press the Switch
Weapon button.

The top fext indicates the name
of the weapon you are currently
wielding. This text is only
displayed when you first switch to
the weapon.

The grenade icons appear just

below the name of the weapon.
The number on the left indicates the number of special grenades
in your inventory. There are two types of special grenades: flash
grenades and smoke grenades. During most missions, you start off
with four of each type.

GEARING UP
FOR THE CALL

?: h-“"n.
BB throw harkj .

Below the grenade indicators, on the left side, is a graphical
representation of the ammunition left in your weapon’s clip. When all

the bullets in your clip are gone, you must reload to continue firing.

Just to the right of the ammunition indicator is the total amount of
ammunition you are carrying for your currently equipped weapon.
When ammo starts to run low, this number turns red.

HITTELY
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INVENTORY

A new feature to Call of Duty 4: Modern Warfare is the inventory element. The symbol for your inventory is located in the bottom lefthand corner
of the screen. The inventory indicator fades just like the ammo indicator if you are not firing or taking damage from enemies. To make it appear,

just select one of your inventory items, or simply switch weapons.

You can use the inventory feature to switch the firing mode of your
weapon, if that weapon has a special feature (for example, a
grenade launcher). During some missions, you can use this feature to
call in Air Strikes. When fighting at night, you gain access to Night
Vision, which is also available via your inventory. Finally, if you
have C4 or Claymore explosives, you can access these items via this

inventory feature.

STANCE INDICATOR

The stance indicator is located to the right of the inventory icon. In Call of Duty 4: Modern Warfare, you
will change your stance quite frequently, so having this indicator provides a quick reference as to your
current stance (crouching or prone). There is even an indicator for when you are carrying someone.

COMPASS

The last HUD element is the Compass, which is located at the bottom of the screen. This is a very useful tool
that is covered more extensively in the “Navigation and Compass” section later in the chapter.

@J/he Save System

Call of Duty 4: Modern Warfare uses an automatic checkpoint-based save system. While playing the game,

you will trigger several checkpoints throughout a level. Checkpoints are usually rewarded after completing
a particularly difficult part of the
game or during lulls in the action.
In most cases, checkpoints trigger
just before @ major combat

sequence.

Checkpoints are saved once you
quit the game, but remember to
select “Resume Game” from the
Main menu to pick up where you
left off. If you select the chapter
from the Main menu or start a
new game, your checkpoint save
is automatically overwritten.

After completing a level, it
becomes available in the
Chapter Select submenu. You
can replay any previous levels

at any time and try them on a
harder difficulty setting or look
around for enemy intel pieces.
Just be warned that you lose your
checkpoint save by doing this.
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‘@\gwamgatmn and Compass S
FOR THE CALL

As mentioned previously, a compass appears at the bottom of the screen. Although the
compass is useful for navigating levels, the primary tool to ensure that you never get lost is the
objective indicator. This indicator is always available while you are on foot in the game, and it
illustrates where you need to go to reach the next part of the mission.

To find an objective, rotate your iy
view until the yellow indicator is in : “"J'
.NE. . .Ef’“ .SE. ' 181

the center of the compass. Once
the yellow indicator is lined up

correctly, you are facing in the
direction of the next objective.
Just below the yellow indicator is a number that shows the distance to
the next objective in meters. If you are standing above or below an
objective, then the meter indicator changes to say “Objective Above”
or “Objective Below.” This compass feature may be slightly confusing
to use at first, but once you get the hang of it, it becomes almost
impossible to get lost in the single-player campaign.

As if the on-screen indicator wasn’t enough, you can pause the game
to view a mini-map. After pausing the game, the map appears on the
bottom right of the screen. The map illustrates the direction of the next
EEEEE— : objective, as
well as nearby
enemies and
allies. Allies
are shown
by green
arrows, while
the enemies
appear as red

dots. If you
can’t determine
where the

enemy is

firing from,
remember to
access the
mini-map in the

Pause menu.

o1o110:2 §
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You rarely fight alone in Call of Duty 4: Modern Warfare. Whether you're working with the British Spec Ops or the U.S. Forces, you will always
work as a team. Working with a team might be a new experience for those who have primarily played shooters where you fight on your own.
Understanding how fo best utilize a team is a great way to get an edge on your enemies.

AN
({Listen to Your CO

CO stands for “Commanding Officer.” In every mission, someone is

giving orders. In the military—and in Call of Duty 4: Modern Warfare—
it's absolutely necessary for good soldiers to follow orders. Listen closely
to what your commanding officer says to understand how to approach
each combat situation. Some of the basic tactics your CO might order
are listed in the following section.

HOLD

When your CO says

to “Hold,” you should
stop moving and wait
for further instruction.
Moving or attacking the
enemy after receiving
this order may alert
them fo your presence
and cause a mess.
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TAKE POINT

When your CO says to “Take
point,” it means you should lead
the squad forward to the next
area. Move forward, but don't get
too far ahead of your squadmates.
Remember that it's your job

to identify and neutralize any
enemies you see while advancing.

FLANK

Sometimes you may be ordered to flank right or flank left. This is an
order to go around the enemy to the left or right in an attempt to get to
the side or behind them to make neutralizing them easier. Taking this
approach puts your squad at less risk of getting spotted and makes
picking off enemies easy.




RESPECT YOUR SQUADMATES” ABILITIES

Your squad in Call of Duty 4: Modern Warfare is deadly and can take
care of themselves. If they advance ahead of your position, try to keep
up and stay low. When an enemy appears, your squad will oftentimes
take them out without any assistance.

Whatever you do,
don't inadvertently
shoot a team member
when he is engaging
the enemy. If you
accidentally kill a
team member, it may
result in an automatic

game over.

LEARN THE UNIFORMS

One of the first things you should learn right away is the difference
in the uniforms between the tangos and your team members. There
are two types of opposing forces in Call of Duty 4: Modern Warfare:
Russians and Al-Asad’s army.

At first, it may be difficult to distinguish the enemies from your
teammates since many are fully uniformed soldiers. Instead, look

for the distinct helmets and
weaponry of your teammates;
it won't be long before you can
distinguish them even at a
great distance.

MELEE COMBAT

Be sure to perform a melee attack against nearby enemies or those
you can approach from behind (consult the controls table at the
beginning of this chapter). Successful melee attacks quickly and quietly
kill enemies in a single blow.

STAY BEHIND COVER

Cover is a key tool to utilize during almost every mission in the single-
player campaign. If you engage the enemy by standing up and
walking out toward them, they
will cut you down in no time.
Since you are working for special
forces, you will be outnumbered
by the enemy in every combat
situation.

As such, you need to be smart.
Whenever the enemy starts firing,
search the surrounding area for
cover even before you attempt to
find and eliminate the enemy.

Buildings provide the best type of

cover, as they often have several
open windows and doors that
serve as great spots from which
to shoot. When fighting in the
streets, look for debris, barrels,
sandbags and other objects.

Don't take cover behind
explosive items! Unexploded vehicles are a common explosive item

in campaign mode. Such vehicles will catch on fire if they get hit by
weapon fire and explode shortly after, killing you in the blast if you're
too close.




STAY LOW

Using the Crouch button to lower your stance is vital to making it through the game. Whenever moving forward into unknown ferritory, you

should proceed in the Crouched position.

In situations with heavy enemy
gunfire, the Prone position is a
good option since it makes you a
much harder target. This position
doesn’t make you invulnerable

to thrown grenades, though. It

is difficult to run away from a
thrown grenade after being in
the Prone position. If you are

prone, it is very hard to get up
and get away from a grenade
before it explodes.

You will almost always have grenades in your inventory while playing through the campaign, but it's easy fo forget they are available during an infense
firefight. To soffen up the enemy resistence, toss a flashbang or frag grenade in the enemy’s direction.

When pinned down by the enemy, try to toss a grenade at your foe to create an opportunity to move forward. Even if the grenade doesn't

kill the enemy, it may make them emerge from cover and provide an opportunity for a kill shot. Furthermore, you can “cook” your grenade by
holding the corresponding button before you release it to execute a throw. Do this to more closely time the grenade’s explosion to the moment it
reaches its target. This gives the enemy less time fo escape the blast or throw the grenade back at you. Just be sure not to cook your grenade too
long, lest it explode in your hands!

Oujective Comrleted
Ohject iuos Uprdatod

B aL:oLLoln




When an enemy grenade lands nearby, you have two options: get the
heck out of there, or toss it back. In almost every situation, it's better
to just get away. This is especially true if you're not sure how long the
grenade has been “live.”

In Call of Duty 4: Modern Warfare, all grenades have a set duration
before they go off. This means if a grenade was tossed four seconds
ago and you are just coming across it now, it will blow up in your
hand, instantly killing you.

If you are sure a grenade has just been tossed recently (you hear the
“clink-clink” sound of a grenade rolling on the ground), then feel free
to toss it back at the enemy. Another instance where you should toss
back a grenade is when you're pinned down in a tight spot.

(Fi -

When using an automatic
weapon, it is wiser fo fire in
quick, short bursts. Taking this
approach dramatically increases
your weapon'’s accuracy, which
is important with all automatic

weapons, light machineguns
included. The shorter the bursts, the more accurate the rounds fly

because it reduces the amount of recoil.

/o//:;

( Watch Your Ammo
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You should always be aware of how much ammunition remains in
your clip. If you run out of ammo in the middle of a battle, it could
give the enemy an opportunity to kill you before you can find cover
and reload.
Whenever there
is a lull in action,
reload both your
weapons before
continuing
onward.

©BradyGAMES
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((Be/Patient
Call of Duty 4: Modern Warfare is not the type of game you can just

charge through. To be successful, you must be very patient to avoid
putting yourself in a dangerous situation. If you start taking damage,
then you should immediately go prone and find cover.

During stealth missions, wait for your CO to provide instructions. If you
know an enemy is nearby, wait for a clean shot from behind cover

instead of trying to charge his position.

On occasion, it will seem like there is no end to the number of
enemies. Although this may occur in a few isolated spots during the
single-player campaign, sometimes it's best to sit back and patiently
pick off the enemies as they charge. The enemy onslaught will
eventually charge, providing a chance to move forward and wipe out

any survivors.

Patience during a mission may even trigger an extra checkpoint if you

manage to stay in a safe area for a few seconds. Checkpoints are
intelligently triggered based on how safe you are and where you are

located in a mission.

GEARING UP
FOR THE CALL
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In the single-player campaign,
you are always allowed to carry
two weapons. The ideal setup
for this two-weapon system is to
carry one long-range weapon
and one shortrange weapon.

Long-range weapons include sniper rifles and assault rifles.
Short-range weapons can be fired from the hip and include sub
machineguns and shotguns. You will start many levels with a pistol,
but it's generally not as effective as your enemies’ weapons. When the
opportunity arises, loot an enemy’s body and grab a good weapon to
compliment your primary firearm.

If during a firefight you empty
your clip before all the bad guys
are dead, remember to switch
weapons. Oftentimes, there
won't be any cover, so switching
weapons is the only way to

recover from the dreaded dry
click noise of an empty magazine!

\@/n’t Forget About Sprint!

The sprint feature is often overlooked by some players, but it can be
vital when moving up on the enemy. Although you cannot shoot while
sprinting, you run twice as fast, making it much more difficult for
enemies to hit you. Remember that you don't have to hold the Sprint
button; you can just fap it once, and you automatically sprint until you
run out of stamina.
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owned Enemies are Still Alive ~

\ GEARING UP

FOR THE CALL
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Call of Duty 4: Modern Warfare's
enemies are a nefarious lot.

Oftentimes, an enemy may look
dead only to see him rise back up a
few moments later. Do not assume
a downed enemy is a dead enemy
until you see his weapon and
ammunition pop off his dead body.

Enemies can crawl around

and shoot, even after you have
inflicted a mortal wound. If you
see an enemy crawling around,

use your knife to finish the job.

@ollectmg Enemy Intelligence 1

One completely new feature in Call of Duty 4: Modern Warfare is
the ability to find secret enemy intelligence laptops. These laptops are

located in secret areas in most levels.

Finding the laptops unlocks cheats that you can use after you complete
the game once. To see how many laptops you have found in a
particular level, just pause the game and select the Cheats option.

All enemy intelligence locations are revealed in the “Walkthrough”
chapters in this guide.

©BradyGAMES .
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SlbE ARMS

Side Arms in Call of Duty 4: Modern Warfare are used as backup weapons. Unless you have a special penchant for wielding handguns,
consider them weapons of last resort in either single-player or multiplayer games. The advantage of a handgun is that you can switch fo it
quickly, basically about the half the time it takes to switch to a larger weapon. This comes in handy when you run out of ammo for your primary

weapon in the midst of combat and you can’t find cover. Accurate side arm shots are deadly and they’re particularly effective at finishing off

wounded opponents, even if you don’t score headshots.

DESERT EAGLE M1911 .45

The Desert Eagle, the most

powerful handgun, is a mainstay of
contemporary FPS games. It is a large
weapon that fires huge, disabling
rounds at your opponents. It is possible
to get the Desert Eagle off of randomly
spawned "sneak attack" enemies. In
multiplayer, this is a great weapon

to use with the Last Stand perk. The
increased firepower means that it
takes fewer rounds to kill a target.

The M9 is the basic side arm used
by the British in the campaign.
Oftentimes, it loads out with a
silencer. If your primary weapon is
not equipped with a silencer, this
makes a good alternate option if
you need to discreetly take

out an enemy.

The MI91l is a more powerful side
arm that comes equipped with .4S
caliber bullets. Its small clip size
makes it difficult to use effectively
unless you are firing perfectly
aimed shots.

UsP .45

The USP .4S is a common weapon
for your enemies. When playing

as an American in the single-player
game, you will occasionally start

a level equipped with one. While
powerful, the USP has the same
drawbacks as the MI91], as its small
clip size makes it very difficult to
use in combat against heavily armed
opponents. The USP will occasionally
come equipped with a silencer.

suUBE MAGRINEGGUNS

Sub machineguns are primarily designed for indoor, close-combat situations. Sub machineguns are most accurate at close range and they make
up for their lack of ranged accuracy with a must faster rate of fire. This speed makes it an excellent option for “shooting from the hip” or firing
without aiming down the sight. In multiplayer, sub machineguns are great to combine with the Double Tap (higher rate of fire), Bandolier (carry
additional magazines), or Sleight of Hand (faster reloads) perks.

The AK74u is an unusual weapon
that the enemy forces use in the
single-player campaign. It has the
same rate of fire as the AK-47, but
it causes more damage., has better
accuracy, and has less range. Some
players consider this the most
powerful sub machinegun

in the game.

MINI-UZI

The Mini-Uzi is a surprisingly
effective indoor and close-range
weapon. With a respectable clip
size, the rate of fire is so quick
that you can empty a clip in only
a few seconds. Although you can
shoot the Mini-Uzi in short bursts,
it is much more effective when

it is used to spray down narrow
hallways and provide covering fire.




The MPS is a mainstay of covert
operations. While playing as the British
in the game's campaign, you may
begin the level outfitted with a silenced
version of this weapon. The MPS is
best used by firing short, controlled
bursts at the upper area of your target.
The MPS is extremely accurate and
one clip can be used to take down

The PO is a versatile sub

machinegun that has significant
accuracy advantages over other sub
machineguns when fired at long range.
The P90 is another difficult weapon to
find in the single-player campaign. In
the chapter "Heat," there is one in the
barn that you must defend against the
advancing tanks. The P90 is a favorite

WEAPONS

several enemies without the need to : in online multiplayer games and it
reload if you use short bursts. i boasts a very large clip size.

SKORPION

The Skorpion, a predecessor of the Uzi, is a very small sub machinegun. It has
a slower rate of fire than the Uzi, but keeps its wild inaccuracy. This is not a
recommended weapon in most combat situations, so use it when there are
no other available options. However, this is a particularly powerful weapon in
Multiplayer matches, especially at close range.

LIGRT MAGRINE®SUNS

Don't be fooled by the name, as there’s nothing “light” about these monster weapons. The term “light” implies that you can carry the weapon, unlike

their much weightier “heavy machinegun” counterparts, which are fired from a mount. Light machineguns are essential to any military unit, as they
can both block and create chokepoints. They also provide major covering fire for your advancing allies. In multiplayer, you can attach a front grip
to these weapons for better aim and a reduction in recoil; however, you cannot attach silencers, and the grip disables Perk 1. These weapons are

great for laying down cover fire while your team advances from one area to another, or guarding a Domination flag or Bomb Plant spot.

M249 S.A.W.

The M249 "Squad Automatic The M6O0E4 is the latest version
Weapon" is an excellent machinegun = of the classic M60 that was used
with a 200 round clip. The M249 is : . = ot throughout the Korean and Vietnam
frequently available in the single- wars by the United States. This
player campaign, and it is a great weapon is not available in a portable
option in a variety of combat —4 form in the single-player campaign.
situations. When using the SAW, try L5 . ! In multiplayer, it has characteristics
to remain in prone mode to increase - . - similar to the M249 SAW.

the weapon's accuracy. Although it -

has an extremely large clip size, it's

important to always fire in bursts. The

M249 has a very high rate of fire and is capable of burning through 200

rounds in under 20 seconds!

The RPD, the Russian version of the light machinegun, is frequently found on the ultranationalists you encounter in the
single-player game. Stick to the same rules as the M249 when using the RPD in combat.

©BradyGAMES
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SROTEUNS

In multiplayer, all shotguns are more effective when combined with the Sleight of Hand (faster reloads) or the Double Tap (faster rate of fire) perks.

The MI014 has similar power to the
W1200, but completely eliminates
one of its disadvantages. The M1014
is @ semi-automatic shotgun that
uses gas power to prepare the next
shell in the shotgun. This approach
enables you to completely empty
the M1014 into a corridor in a matter
of seconds. Unfortunately, the M1014
still has an extremely long reload
time and it holds fewer shells in
Multiplayer. When the M1014 is your
main weapon, an effective backup
weapon is vital.

The W1200 is a standard pump-action
shotgun that is frequently used by
the separatists in the single-player
campaign. Going up against an enemy
armed with a W1200 is an extremely
dangerous proposition and, on harder

difficulties, taking a point-blank shot
from one of these weapons results in
instant death. While each round fired
in a close space has the potential to
take out multiple enemies, there is a

significant delay between shots, as

you must perform the pump action between trigger pulls. The other major
drawback to this weapon is the significant amount of time it takes to fully
reload it. Although it's possible to reload one shot at a time, getting caught
with an empty W1200 usually means death.

ASSAULr RIFLIES

Assault rifles are the staple of modern warfare. While most are not as effective indoors as a sub machinegun, they are effective at most every

range, making them the most versatile weapon type in your arsenal. In multiplayer, all assault rifles benefit from the Double Tap, Stopping Power,
Sleight of Hand, or Steady Aim perks.

The AK-47 is the primary weapon
choice for the enemies in the
single-player campaign. This is not
without good reason, as the AK-47
is an excellent, all-around assault
rifle. AK-47s mounted with grenade
launchers are also in the multiplayer
missions and some of the later
single-player missions.

The G36c is a compact assault rifle
that is primarily used by British
forces in Call of Duty 4: Modern
Warfare. The G36c performs in-
game like a cross between the
MPS and the Mé. It is effective in
close-quarters situations, but it lacks
the range of standard, long-range
assault rifles like the M4 and

the M16.

The Ml4 is a powerful assault rifle,
but it has many drawbacks. It has a
smaller clip size than other assault
rifles and is not fully automatic.
Use this rifle for long-range fire.

Although not as effective as a
sniper rifle, it is ideal for players
who like to stay on the move and
advance on the enemy instead of
staying prone in one spot. The M14

is not available in the single-player
campaign.

The MI6A4 is a standard weapon

for the U.S. infantry. Although not as
effective as the M4, it is an effective
alternate weapon to have in your
arsenal. The A4 is the latest model in
the popular Mi6 series of weapons.
It's best used to fire at enemies at
long range. Its three-round burst
mode strikes a great compromise
between stopping power and ammo

conservation. In multiplayer, this
weapon is great to combine with
the Stopping Power or Deep Impact
perks for a devastating punch that
makes every round count.




The M4 is the most common weapon for the British and US forces in Call of Duty 4:

Modern Warfare. This is primarily because of the number of equipable attachments f

it can use, making it an excellent weapon in almost all tactical situations. These r i ot WEAPONS
attachments include a grenade launcher and silencer. ACOG and Red Dot scopes are

also available in multiplayer. The M&'s primary strength is accuracy; firing quick bursts

provides deadly. spot-on fire against your enemy while aiming down the sight.

For veteran players of the Call of Duty franchise, the MP44 is a nostalgic
trip down memory lane. The MP44 is a German weapon utilized extensively
by the Nazis in World War II. Despite being from a different era of warfare,

it holds up reasonably well in Call of Duty 4: Modern Warfare, making for
a respectable fully automatic assault rifle. The MP44 is not available in the
single-player campaign.

SNIPER RIFLES

Call of Duty 4: Modern Warfare offers a variety of sniper rifles for players who prefer to stay out of sight and strike down the enemy from a
distance. Sniper rifles are significantly more powerful than other weapons, but to score a kill on an unwounded opponent, you must achieve a
headshot or a direct body shot. When firing a sniper rifle, hold the Sprint button to steady your aim.

Lying prone is also important when firing a sniper rifle. Staying in this position provides automatic cover against the opposing force, as well as
extra steadiness for your aim. In multiplayer, sniper rifles are great when combined with the Claymore x2 perk, as you can set up the Claymores
to defend your back side while you zoom in with the rifle’s scope. Also consider using the Sleight of Hand perk for faster reloads, UAV Jammer
for invisibility to enemy scans, and Iron Lung to hold your breath longer while aiming. Combine any sniper rifle with the Overkill perk to bring

along a secondary weapon, such as an assault rifle. Using Overkill to
carry a sub machinegun as your primary weapon and a sniper rifle
as your secondary weapon is another good choice. This enables you
to carry a heavy weapon (like a sniper rifle), but enjoy the mobility

of those who wield sub machineguns. Try using Overkill with Dead
Silence to relocate while you're sniping.

BARRETT .50 CAL.

The Barrett .SO cal is the most powerful weapon in Call of Duty 4: Modern
Warfare. While there is only one opportunity to use the weapon in the single-
player campaign. it can be earned for use in the multiplayer campaign. The
.50 cal. which has the longest range of any weapon in the game, has special
controls when used in the single-player campaign.

The SVOD is a sniper rifle used by both enemies in the single-player campaign
of Call of Duty 4: Modern Warfare. The SVOD is very accurate, plus it's semi-
automatic with no action required between shots. The SVD is a common
weapon to find on downed enemy forces, and it's an ideal compliment to a
short or mid-range weapon, such as the MPS.

The M2l is the primary sniper rifle used by both British and U.S. forces in the
game. It can be oultfitted with a silencer, and a headshot is always a confirmed
kill. Like the SVD, the M21 is semi-automatic, allowing you to repeatedly fire
without a bolt action. The clips are very large, thus enabling you to take down
several enemies at once.

©BradyGAMES
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The M40A3 is a bolt-action sniper rifle that comes with standard characteristics
like high damage and a low rate of fire. The M40A3 is only available in the
multiplayer portion of the game.

The R700 is the closest thing to a traditional hunting rifle. Every shot with
the R700 is extremely powerful; only the .SO cal Barrett is its peer. The
disadvantage to the R700 is that it only holds a few rounds, and it requires a
bolt action between shots. This makes it quite difficult to use during

intense battles.

OTRER ARMS

A new feature to Call of Duty 4: Modern Warfare is the addition of inventory options. Depending on the mission, or your weapons loadout in
multiplayer, you gain access to a variety of explosive and tactical devices that are accessible via your inventory or the grenade buttons.

C4 is part of your inventory arsenal.
Using C4 is a two-stage process.
First, plant it on an object (such

as a wall or the ground), then the
game automatically switches to the
detonator. Press the Fire button to
set off the C4 once you retreat to a
safe range. You can also detonate

it by double tapping the reload
button. C4 is also used tactically for
many operations in the single-player
campaign. In multiplayer, set C4 in heavy traffic areas and sit back to
snipe from afar. You can even place it on vehicles to increase the blast
damage due to the secondary explosion.

CLAYMORE

Claymores are self-detonating
explosive devices that can be set in
the ground. When an enemy gets
close to a Claymore, it automatically
explodes and kills anyone within
the blast radius. You can also shoot
Claymores to detonate them.

FLASHBANG

Flashbangs are an essential tool for
disabling fierce enemy resistance.
When you toss a flashbang, a large
flash emits, blinding and deafening
anyone within range for a few
seconds. Use the resulting flash to
close in on unsuspecting enemies,
or pick them off as they stumble
out of cover. In multiplayer. these
are great for clearing rooms or
smiting stubborn campers.

A




FRAG GRENADE

The Frag Grenade hasn't changed

much since World War Il and still

works in the same manner as in in Call

of Duty 3. Keep your eyes on enemies

to ensure they don't throw your

grenades back to you. And, of course,

you can also throw incoming grenades

back at attackers. Listen for the "clink"

sound and watch your reticle for

notification of nearby grenades. You

can also "cook" grenades. To cook

a grenade, hold the button longer

before throwing it. You can time it to detonate in the air or immediately
upon landing near an enemy. You can also keep them cooked and run
toward a group of enemies, taking everyone down with you!

This Soviet-manufactured weapon

is not the most accurate or

dependable arm in contemporary

times. Nevertheless, a hit is deadly

against both ground-based and

flying vehicles..but only if the

wobbly rocket manages to connect

with its target. RPGs are single-use weapons, so you have to find several
rockets in one spot to have a decent shot at hitting an enemy with one.
Only in special circumstances should you arm up an RPG: when you have
to take out a large. clustered enemy group, take down an aircraft, or
disable a tank.

©BradyGAMES

SMOKE GRENADE

Smoke grenades are one of three
types of special grenades you can
obtain in Call of Duty 4: Modern
Warfare. When you toss a smoke
grenade, a thick cloud of smoke fills
the target area, providing excellent
cover for you and your squad
mates. These grenades are a must
in multiplayer for escaping from
areas when you're pinned down.

STuN GRENADE

The stun grenade, which is available
only in multiplayer, serves as a
combination of the flashbang and a
frag grenade. It stuns enemies with
a large blast that impairs their vision
and inflicts some physical damage.
Stunned victims move much slower
for a short period of time, allowing
you to move in for a coup de grace.
Your HUD indicates when you've
stunned someone by converting

your crosshairs from a "+" to an "x."

WEAPONS
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MULTIPLAYER

COVERAGE

INTRODUCTION

You're about o begin one of the most intense battles ever played online. Ii's lucky for you that you've acquired a file that contains everything you'll

need fo survive any battle. Whether you're a squeaky-clean noob or a hardened online veteran, this classified section will provide you with valuable
intelligence on everything from making it from Private to Prestige mode, to UAV data on all locations.

This section contains documentation on all of your weaponry, attachments, perks, ranks, challenges, kill streak bonuses, satellite data on every

location you'll see throughout your tour, and more. This document will train your team to infilirate some of the most impenetrable locations without
detection or loss of life, and eliminate your enemies with extreme prejudice. You'll be fighting against some of the most elite soldiers in the world,
and you'll have all the tools you'll need to make them look like boot camp washouts. Take it all in and have it at the ready, because you're being

called to duty...

BASIC TRAINING

Multﬁllaver Overview

Multiplayer battles in Call of Duty 4: Modern Warfare range from 1 vs. 1 cage matches to insane 18-player ground wars (max on PC is 24
players). You'll have several weapons in each class to choose from, depending on your style of play or the location where you're fighting.
Weapon attachments become available as you prove your worth on the battlefield, but nothing comes easy. This section contains all of the
features you can eventually access and tells you how to best use them, when and where. Special abilities called “Perks” will also be at your
fingertips, but again, you have to work for them. Along the way, you'll be challenged with innumerable tests that you'll be rewarded for at every
turn. Your enemies will know you've completed these when they see the flash of your golden weapon.

HUD and Crosshairs

Your heads up display (HUD) shows you everything you need at a

Control Adjustments

One of the most important things you can do is fo set up your controls

so that they suit your style of play. If you like to run and gun, you might | glance, including radar, which will display your own team’s individual
want fo sef your sensitivity to High. If you're a sniper, you might want positions and enemy positions when UAVs are called in, or when an
to set it down to Medium or lower. Always keep in mind that when enemy fires a non-silenced weapon. Enemy radar blips don't stay
you look down the barrel of your weapon, whether it's through your visible forever, so be quick about eliminating them or relaying their
iron sights or a sniper rifle scope, your turning speed slows down. locations to your teammates. Your ammo count doesn’t display how
You can also set your controller sensitivity (for consoles) to whatever many magazines you're carrying, but the total number of rounds that
you like. Click on Custom to edit your seftings from near-slow motion you have with you. The bullet icons gray out as you fire each round,
to lightning fast. Peruse the control layouts fo see what works best for and the number of rounds remaining also decreases. There are two

you. You can change everything from your look inversion to which icons above your round count that display how many special and frag

buttons control your melee attacks.

grenades you have left. You can also see the faction logo depicting
which team you're on, and the current score for each team. The time

ﬁ@ left in the round is also displayed next to the score. Bear in mind
ok | ‘Rll:]hi(T?;&(:]er ;I]'A;EI:]TI:ONS lPﬁcouse Button 1 | that most of these elements will be removed when hardcore mode
Movement I Left Stick WAS,D is enabled. At the bottom of the screen, there are circles to depict
Stnd/omp TN X Button Space what the D-pad does, night vision, grenade launcher, etc. The HUD
rouch/Prone [T Circle Button Cand CTRL also displays who's speaking on the mic and who killed who, with
imDownSight  [IPlITe L1 Bution Mouse Button 2 an icon of the weapon used to kill that player. At the very bottom of
(YT Push Righ Stick R3 Bution v the screen, spanning the width of the display, is your rank meter. This
‘YBUHO" - Triangle Button ! t?r2 meter fills in with yellow as you progress to the next level and gain

| Push Left Stick L3 Button Shift T

T Right Bumper R2 Button G or Mouse 3

TRl Left Bumper L2 Button 4

Inventor | D-Pad D-Pad 56

\ X Button Square Button R

T Hold X Hold Square F

Nightision _ [1UY D-Pad [

Rl Pause/Back Start Button Tab




Your crosshairs give you some great information. Anytime one of your
bullets hits another player, your crosshairs turn from a + fo an x to
confirm the hit. In addition, stun grenades also turn your crosshairs
from a + to an x. Use this intel to verify if your stun grenade has
worked. The crosshairs spread apart as you move, encompassing the
area where your rounds will land if you fire on the run. The crosshairs
contract when you stop moving, and contract even more when you
change stances from upright fo crouched fo prone.

@ Where’s My Life Meter? |

B/
There isn’t one. Your health regenerates over time. The only way to

tell how much life you have is when you actually take damage. The
borders of your screen turn red and pulse when you get hit. When the
red fades away, you're back to full health again. The red bloodshot
graphic encroaches on your screen, minimizing your view. When it
gets really red and you can barely see, take cover, because the next
shot or bad step you take will end your life.

—
.

(@

k\gg/gsm Movement

Always try fo move from cover to cover and use your environment to
your advantage. If someone is shooting at you from a lower point than
you are, crouch behind something to reduce their angle of effectiveness.
Look for high ground to get the drop on your enemies. Crouch or go
prone for a higher level of accuracy. Always try to burst fire (shoot just
a few bullets at a time, then reacquire your target and shoot a few more
bullets) for the best accuracy and round conservation. Always look for
ways fo outsmart your enemies, like good flanking routes, underground
passages, catwalks, etc. Try not to keep making the same moves and
decisions, or your enemies will catch on.

©BradyGAMES .
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 Getting Online

You have five options: Find a Match, Private Match, Create a Class,
Barracks, and Party Invite.

MULTIPLAYER

This option will throw you info the heat of battle based on the type of war you want COVERAGE

o fight. Your options include everything from Free-for-All to Oldcore modes, and the
number of soldiers ranges from 1 vs. 1 Cage Matches fo insane 9 vs. 9 Ground War
batiles (PC allows more than nine players). You can also vote fo skip the next map in
the rotation. Remember that you can only vote once per map.

PRIVATE
MATCH

Private matches are not ranked. You don't gain experience points toward
unlockables. This option is best suited for clans to set up matches. You have
full control over every aspect of the room, from the modes and maps to fime
limits, point limits, number of lives, and even perks-off and headshots-only
settings. You can also set the room to allow people on your friends list to
join or not. Use your imagination fo create everything from hardcore tactical
battles to incredibly fun old school variations. There are a lot of opfions, so
customize away!

CREATE A
CLASS

Your loadout room. You can create up fo five custom classes and rename them
anything you like: “SMG Class”, “My Shotgunner,” etc. These are very handy
to have if the dynamics of a battle change. Create custom classes for any
unexpected batile situations that may arise. Later in this guide, we'll suggest
some great custom class setups for use on certain maps.

~
@rks
Perks are special abilities that you unlock as you gain experience
points throughout your career. Three groups of perks are available
to you. They're sectioned off so that you can’t overload yourself with
ridiculous combinations of special abilities, making you impossible to
kill, find, etc. Choosing the right combinations of perks and weapon
loadouts for the map will be key to your success on the battlefield. We
will suggest some great custom class setups and perk combinations
throughout this guide, so look for them as you read on.

Here's a list of all perks available in the game, descriptions of each
one, and the group in which they're contained.

PERK 1
PERK NAME

DESCRIPTION
Carry 2 packs of (-4

‘Speciul Grenade x3 | Flash or stun (smoke is not available)

‘ RPG-7 x2

Carry 2 rocket propelled grenades

Carry 2 set-and-forget Claymores

‘ Claymore x2

Carry 3 frag grenades instead of just 1

‘ Bandolier Carry extra magazines for all of your weapons

‘ Bomb Squad

Ability to detect enemy explosives even through walls




PERK 2

PERK NAME
Stopping Power

ﬂ” Juggernaut
E]” Sleight of Hand

= ‘ Double Tap
‘ Over Kill

DESCRIPTION

Increased bullet domage

Increased health

Faster reloads

Increased rafe of fire

Carry 2 primary weapons

‘ UAV Jammer Undetectable on enemy radar when UAVs are deployed

E” Sonic Boom

Higher explosive damage

PERK 3

PERK NAME

treme Condifioning

DESCRIPTION

Run for longer distances

‘ Steady Aim

Last Stand

Accuracy of aim when firing from the hip

Attack with your side arm or knife for 15 seconds before you bleed
out. Can be ended prematurely if the player is shot. Does not
appear at all if foo much domage is inflicted (e.q. RPG fo the face)

Drop a live grenade when you die

Deeper bullet penetration

Hold breath longer

Make less noise while moving

Hear enemy mic chatter

—

('Barracks
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This is where you can view your stats and progress in the game. The
Barracks contain all of your leaderboards, challenges, and prestige
mode options, and let you choose a clan tag.

LEADERBOARDS

SCORE | Check your overall score in the game.

WINS | Compare your wins against your friends. Displayed from most to least kills, win

to loss ratio, and winning streak.
KILLS | View your fotal kills, displayed from most fo least as compared to your friends.
ACCURACY | Check out which one of your friends has the best aim.

CHALLENGES | Complete challenges in several categories to unlock things like weapons,
attachments, and weapon camo.

CLAN TAG | If you play in a clan, this option will allow you to show the world who's on your
team. You can select up fo 4 characters to abbreviate your clan’s name. (For
example, Sea Snipers would be [SS1.) You don't need to add the brackets to
your clan tag, because they’re added automatically. Some letter combinations

are prohibited due fo offensive content or other reasons.

PRESTIGE
MODE

Think you've ranked yourself up all the way? Think again. Once you hit the
top rank, you're given the option fo start again and wipe your slate dlean. Why
would you want to do this? To show everyone how badass you really are! When
you enter Prestige mode, you start again at level 1, but you're given a special
icon next to your name that replaces your rank icon. This icon lefs everyone
know that you've seen the end of war, and you've come back fo show the rest
of the world how to see it too. There are 10 levels of Prestige. That's right, you
can achieve level 55 ten fimes over! There are 10 different Prestige rank icons
that display your status:
- Prestige

=" level 1 ‘ Level 2

Lo Prestige | f Presfige
Level 6 ¥ level 7

Prestige Prestige

Level 5

wly Prestige
T Level4
Prestige
Level 9

i, Presfige
¥ level3 |
Prestige | s
level8 | ™~

‘ * Prestige

B level 10

PARTY INVITE

A party is a group of your friends that you can keep together while
playing. You can invite up to nine players to your public party, or up
to 18 for a private match party. Party members stay on the same team
during play, which is great for clans that only have a few members
logged on but want to play together as a team in public rooms. To
create a party, just click Party Invite and select the players you want
to add from your friends list. Wait for them to enter the party lobby,
and then find a match or create a private match. The system will find
a room large enough to house your entire party. If the party leader
leaves the room, the other players don't leave. They must exit the room
on their own and go back to the party lobby.

((Weapons and Attachments

° ~
Throughout your tour, you'll have access to 26 weapons in total (not
counting gold versions), which unlock as you gain experience points.
They range from handguns to shotguns, submachine guns, light machine
guns, and sniper rifles. The decision of which weapon is right for the

job is yours. To create the most efficient loadout, be sure o consider the

location in which you'll be fighting and the perks available to you.

PRIMARY
WEAPON

This weapon is directly related o your character’s mobility on the battlefield. An
LMG will make you run much more slowly than an SMG. You may decide that you
want to choose an SMG as your primary for extra mobility, but once you unlock
the Overkill perk, you get the ability to carry 2 primary weapons. This will allow
you to choose a high-mobility weapon while still carrying a heavy weapon and
retaining your battlefield agility. Your primary weapon also dictates what outfit
you wear in battle. If you choose a sniper rifle for your main weapon, you'll be
wearing a ghillie suit (Russian maps only). Remember that the grenade launcher
and front grip will disable Perk 1, so make your choices wisely.

SIDE ARM | This is your pistol. You can attach a silencer when you need to remain concealed
but siill need to put someone down. Choose a side arm that best suits your style
of play or the map. If you select Last Stand as one of your perks, you'll have
to decide whether you want o have more stopping power with something like
the Desert Eagle or more rounds with something like the M1911. The choice

is yours.

SPECIAL
GRENADE

Special grenades consist of Smoke, Flash, and Stun grenades. Select the set that's
most appropriate to your role or style of play. If you're fighting on a map that
has lots of forfifiable buildings/areas, choose either a flash to blind the campers
or a stun fo disorient them and breach the area without much resistance. Note
that stun grenades will reorient your crosshairs from a + o an x o let you know
that you've actually stunned someone, and that it's safe to enter and clear. Flash
grenades deafen and blind enemies, so use them fo aid in clearing enemies who
have dug info buildings. Pop smoke to provide cover, allowing you and your team
to cross heavily guarded areas or get out of situations where you've been pinned
down. You can also use smoke as a disiraction. Throw smoke at one crossing, then
advance the opposite way. Mix up your use of smoke to keep the enemy guessing.



& SEA SNIPER TIP
Higher-ranked players have a definite advantage. Check the
many charts in this guide to see what you must do to rank up.

The following tables list the available weapons, along with the
character rank at which they’re unlocked:

SIDE ARMS
M1911-45

Rank Acquired: 1 Rank Acquired: 16

DESERT EAGLE

Rank Acquired: 1 Rank Acquired: 43

SuB MACHINEGUNS
MiNIUZI

Rank Acquired: 12 Rank Acquired: 1

SKORPION

Rank Acquired: 4 Rank Acquired: 28

Rank Acquired: 40

LIGHT MACHINEGUNS
M249SAM:

Rank Acquired: 19 Rank Acquired: 1

Rank Acquired: 4

SHOTGUNS

Rank Acquired: 2 Rank Acquired: 31

MULTIPLAYER
COVERAGE
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ASSAULT RIFLES
M4-Carbine

Rank Acquired: 25 Rank Acquired: 1

Rank Acquired: 37 Rank Acquired: 46

Rank Acquired: 52

SNIPER RIFLES

Rank Acquired: 22 Rank Acquired: 7

Barrett-50-cal: Remington 700

Rank Acquired: 49 Rank Acquired: 34

Rank Acquired: 3

WEAPON ATTACHMENTS

You can add these items to your primary weapons. Not all attachments
are available for all weapons, and almost all are unlocked via the
challenges. Always choose the right tool for the job, and remember
that some attachments come at a price. For instance, using the
grenade launcher disables the use of Perk 1. And remember, you can

choose only one attachment for your weapon.

RED DOT SIGHT | This sight offers a clear aiming point unobsiructed by your weapon's iron
sights. Choose this attachment when you're running and gunning,

= hecause it enables you to quickly acquire targets from any stance.

Great all-purpose scope.

ACOG SCOPE | This attachment offers much more zoom than the red dot. However, it fukes
a bit longer fo acquire your target. It's best used for stealth players who
like to stay on the move and shoot from medium to long distances. This is
a great addifion fo your weapon when you just can't seem fo hit someone
and need a hit more zoom. Very accurate. For best results, try to burst fire
when attaching this to an assault rifle.

SILENCER Maintain utfer silence and keep them guessing by attaching a silencer
| toyour primary weapon. This allows you o fire at will while remaining
e undetectable on enemy radar (aside from UAV sweeps). Enemies might
s know your general area, but won't be able to pinpoint your location unless
they call in aUAV.

GRENADE A great attachment for medium-sized maps. Remember that this attachment
LAUNCHER | disables Perk 1, so don’t make this decision lightly. While this is listed as an
attachment, it's more of a weapon. Combined with the Sonic Boom Perk, this
is a devastating force fo be reckoned with. You only get 2 grenades to use
with if, so practice your distances. There are horizontal hash marks on the
crosshairs to allow you o gauge the distance. Remember that these grenades
need fo arm themselves before they can detonate, so you won't be able to
use them in close quarters. However, if you find yourself with the grenade
launcher equipped and you run into someone, don't hesitate to fire. The force
of the grenade being launched will kill anyone at close range.

FRONT GRIP | Only available for the LMGs and Shotguns, this is a pistol-grip handle attached
under the barrel of your weapon. It increases your accuracy when you're
shooting from the hip or while sianding, running, or crouching. Make sure
this will benefit you during batile. While it improves accuracy and decreases
recoil, you're without a scope of any kind and must resort to iron sights. This
attachment s great for run-and-gun, but it serves no real purpose for long-
range shoofing. Bear in mind that the front grip will also disable Perk 1.

@ SEA SNIPER TIP
Some, but not all, weapons have gold versions. You unlock these by
completing all challenges for every weapon in the gold weapons class.



((Weapon and Character Skins

Your character’s ouffit is directly related to the primary weapon you choose, the environment you're fighting in, and the factions involved (U.S.
Forces, British Spec Ops, Spetsnaz, efc.). Choose the right skin for the map. Sometimes you'll need to sacrifice your weapon of choice to get the
best camouflage for a certain map, so choose what suits you best on a permap basis. Your weapons can be painted as well. You can unlock

weapon camo by ranking up or via specific challenges. Try fo select a camo pattern that
matches your character’s skin.

OPFORCE DESERT SPEC OPS SPETSNAZ

gives you the best concealment for each map, and that

U.S. DESERT U.S. WOODLAND

ASSAULT RIFLE -

¥

o "4

g\

W |-
e

LIGHT MACHINEGUN

SHOTGUN

SNIPER RIFLE

SUB MACHINEGUN
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You get promoted in Call of Duty 4: Modern Warfare by gaining experience points. You get points for kills, planting a bomb, defusing it, taking a

headquarters, holding it, taking flags in domination, and many other things. When you rank up, you get rewarded with things like new weapons,

perks, challenges, camos, and features. Following is a list of all of the ranks and the experience points (XP) need to attain each one.

INSIGNIA

RANK TITLE

XP REQUIRED

INSIGNIA

RANK TITLE

XP REQUIRED

Private First Class

(1]

2nd Lieutenant |

2150

Private First Class |

2nd Lieutenant Il

Private First Class I

1st Lieutenant

Lance Corporal

1st Lieutenant |

> | D

Lance Corporal |

1st Lieutenant |l

>

Lance Corporal Il

Corporal

> | P

Corporal |

>

Corporal Il

Sergeant

A
7

*

Sergeant |

>

®

Sergeant Il

Staff Sergeant

*

Staff Sergeant|

*

*

Staff Sergeant I

Gunnery Sergeant

Captain

Captain |

Captain |l

Maijor

Maijor |

Maior I

Lt. Colonel

Lt. Colonel |

Lt. Colonel I

Colonel

Colonel |

*

Gunnery Sergeant |

Colonel Il

*

Gunnery Sergeant |l

Brigadier General

> | > | > | | |

*

Master Sergeant

Master Sergeant |

Brigadier General |

Brigadier General Il

*

*

Master Sergeant |l

Maijor General

Master Gunnery Sergeant

Maijor General |

*

Master Gunnery Sergeant |

Major General I

*

*

Master Gunnery Sergeant I

Lieutenant General

(0> (> (> | (O ©>

2nd Lieutenant

Lieutenant General |




INSIGNIA

RANK TITLE XP REQUIRED

a*

Lieutenant General |1 100640

-3

General 105310

General | 10220

»

S

General Il 1s190

- | - *sl-:i- b
ek b |

»

2 N

-
-
o

Commander 120280

o2
-

| Streak Bonuses: Air Support

There are three different types of air support that you can use when

you go on a kill streak. Remember that you don’t have fo use them

right away; they’ll still be available to you after you respawn.

3-KILL
STREAK

Call'in a UAV. This bonus will give you @ radar sweep of the entire map and
reveal all enemy locations in motion. UAVs only last for a short period of time,
so use them wisely. Try to coordinate your UAVs with your teammates so that
you don't waste one of your radar sweeps.

Call in an airstrike. This will send in a formation of jets fo drop hombs on a
location of your choosing. You can flip to the entire map view and reposition
the crosshairs to tell your air support team exactly where you want the strike
to take place. Make sure to nofify your teammates and check the maps for
friendlies before you call in the srike.

Callin the chopper. If you're man enough fo achieve this bonus, you're in for
a freat. When you call in helicopter support, a chopper armed with a single
minigun and missiles will eliminate your enemies and rack up points for you
until the other team shoofs it down. Remember that any weapon will damage
the helicopter, so shoot af enemy choppers with anything you've go.

o |

: b %f

e

There are 10 sets of challenges in all, each one containing multiple

tiers or phases and unlocking something new. You can unlock

everything from your red dot sight to the red tiger camouflage, but
remember that challenges themselves are unlocked via promotions.

MULTIPLAYER
COVERAGE

Rank up to unlock challenges, and then complete those challenges to

unlock gear and camo.

ASSAULT RIFLE CHALLENGES

CHALLENGE

RANK

UNLOCKED

DESCRIPTION

REWARD

M16
MARKSMAN |

Mi6
MARKSMAN II

5

Get 25 kills with this
weapon.

Get 75 kills with this
weapon.

100 XP. M16 Red Dot Sight

500 XP. M16 Silencer

© SEA SNIPER TIP

If an enemy

©BradyGAMES

calls in a helicopter, taking it out should be your #1 priority.

M16
MARKSMAN i

Get 150 kills with this
weapon.

1000 XP, M16 ACOG Scope

M16 EXPERT |
M16 EXPERT Il
M16 EXPERT lil

AK47
MARKSMAN |

AK47
MARKSMAN II

AK47
MARKSMAN Il

AK47 EXPERT |

Get 25 head shots with this
weapon.

100 XP, M16 Digital Camo

Get 75 head shots with this
weapon.

500 XP, M16 Blue Tiger
Camo

Get 150 head shots with
this weapon.

1000 XP, M16 Red Tiger
Camo

Get 25 kills with this
weapon.

100 XP, AK47 Red Dot
Sight

Get 75 kills with this
weapon.

500 XP, AK47 Silencer

Get 150 kills with this
weapon.

1000 XP, AK47 ACOG Scope

Get 25 head shats with this
weapon.

AK47 EXPERT Il

100 XP, AK47 Digital Camo

Get 75 head shots with this
weapon.

AK47 EXPERT
|

M4
MARKSMAN |

M4
MARKSMAN I

500 XP, AK47 Blue Tiger
(amo

Get 150 head shots with
this weapon.

1000 XP, AK47 Red Tiger
Camo

Get 25 kills with this
weapon.

100 XP. M4 Red Dot Sight

Get 75 kills with this
weapon.

500 XP. M4 Silencer

M4
MARKSMAN I

Get 150 kills with this
weapon.

1000 XP, M4 ACOG Scope

M4 EXPERT |

Get 25 head shots with this
| weapon.

100 XP, M4 Digital Camo

M4 EXPERT Il

M4 EXPERT IH

| Get 75 head shots with this
weapon.

Get 150 head shots ith
this weapon.

| 500 XP M4 Blue Tiger
| Camo

1000 XP, M4 Red Tiger
Camo

63
MARKSMAN |

Get 25 kills with this

weapon.

100 XP, G3 Red Dot Sight

G3
MARKSMAN I

Get 75 kills with this
weapon.

500 XP 63 Silencer

G3
MARKSMAN I

Get 150 kills with this
weapon.

1000 XP, G3 ACOG Scope

G3 EXPERT |

Get 25 head shots with this
weapon.

100 XP, G3 Digital Camo

G3 EXPERT Il

Get 75 head shots with this
weapon.

500 XP, 63 Blue Tiger
(amo




CHALLENGE

RANK
UNLOCKED

DESCRIPTION

REWARD

CHALLENGE

RANK
UNLOCKED

DESCRIPTION

REWARD

G3 EXPERT Il

25

Get 150 head shots with
this weapon.

1000 XP, G3 Red Tiger
Camo

SKORPION
EXPERT Il

5

Get 75 head shots with this
weapon.

500 XP, Skorpion Blue
Tiger Camo

G36C
MARKSMAN |

38

Get 25 kills with this
weapon.

100 XP, 636¢ Red Dot Sight

SKORPION
EXPERT Il

Get 150 head shots with
this weapon.

1000 XP. Skorpion Red
Tiger Camo

G36C
MARKSMAN I

38

Get 75 kills with this
weapon.

500 XP. G36¢ Silencer

MINI-UZI
MARKSMAN |

Get 25 kills with this
weapon.

100 XP. Mini-Uzi Red Dot
Sight

G36C
MARKSMAN I

38

Get 150 kills with this
weapon.

1000 XP, G36c ACOG Scope

MINI-UZI
MARKSMAN II

Get 75 kills with this
weapon.

500 XP. Mini-Uzi Silencer

G36C EXPERT |

38

Get 25 head shots with this
weapon.

100 XP, G36¢ Digital Camo

MINI-UZI
MARKSMAN IlI

Get 150 kills with this
weapon.

1000 XP, Mini-Uzi ACOG
Scope

G36C EXPERT I

38

Get 75 head shots with this
weapon.

500 XP, G36c Blue Tiger
Camo

MINI-UZI
EXPERT |

Get 25 head shots with this
weapon.

100 XP, Mini-Uzi Digital
Camo

G36C EXPERT
]

38

Get 150 head shots with
this weapon.

1000 XP, G36¢ Red Tiger
(amo

MINI-UZI
EXPERT Il

Get 75 head shots with this
weapon.

500 XP, Mini-Uzi Blue Tiger
Camo

M14
MARKSMAN |

46

Get 25 kills with this
weapon.

100 XP, M14 Red Dot Sight

MINI-UZI
EXPERT 11l

Get 150 head shots with
this weapon.

1000 XP, Mini-Uzi Red
Tiger Camo

M14
MARKSMAN I

46

Get 75 kills with this
weapon.

500 XP. M14 Silencer

AK74U
MARKSMAN |

Get 25 kills with this
weapon.

100 XP. AK74u Red Dot
Sight

M14
MARKSMAN Il

46

Get 150 kills with this
Weapon.

1000 XP M14 ACOG Scope

AK74U
MARKSMAN I

Get 75 kills with this
weapon.

500 XP. AK74u Silencer

M14 EXPERT |

46

Get 25 head shots with this
weapon.

100 XP M14 Digital Camo

AK74U
MARKSMAN I

Get 150 kills with this
weapon.

1000 XP, AK74u ACOG
Scope

M14 EXPERT Il

46

Get 75 head shots with this
weapon.

500 XP M14 Blue Tiger
Camo

AK74U
EXPERT |

Get 25 head shots with this
weapon.

100 XP, AK74u Digital
(amo

M14 EXPERT Il

46

Get 150 head shots with
this weapon.

1000 XP M14 Red Tiger

Camo

AK74U
EXPERT Il

Get 75 head shots with this
weapon.

500 XP. AK74u Blue Tiger
(amo

MP44 EXPERT |

52

Get 25 head shots with this
weapon.

100 XP, MP44 Digital Camo

AK74U
EXPERT Ill

Get 150 head shots with
this weapon.

1000 XP. AK74u Red Tiger
Camo

MP44 EXPERT
|

52

Get 75 head shots with this
weapon.

500 XP. MP44 Blue Tiger
Camo

P90
MARKSMAN |

Get 25 kills with this
weapon.

100 XP, P90 Red Dot Sight

MP44 EXPERT
]

CHALLENGE

52

RANK
UNLOCKED

Get 150 head shots with
this weapon.

DESCRIPTION

1000 XP, MP44 Red Tiger
(amo

Note: There is no Marksman challenge for the MP44.

SuUBMACHINE GUN CHALLENGES

REWARD

P90
MARKSMAN II

Get 75 kills with this
weapon.

500 XP. P90 Silencer

P90
MARKSMAN I

Get 150 kills with this
weapon.

1000 XP, P90 ACOG Scope

P90 EXPERT |

Get 25 head shots with this
weapon.

100 XP, P90 Digital Camo

MP5
MARKSMAN |

)

Get 25 kills with this
weapon.

100 XP, MP5 Red Dot Sight

P90 EXPERT Il

Get 75 head shots with this
weapon.

500 XP, P90 Blue Tiger
Camo

MP5
MARKSMAN I

Get 75 kills with this
weapon.

500 XP. MP5 Silencer

MP5
MARKSMAN 1l

Get 150 kills with this
weapon.

1000 XP, MP5 ACOG Scope

MP5 EXPERT |

Get 25 head shots with this
weapon.

100 XP, MP5 Digital Camo

P90 EXPERT IlI

LIGHT MACHINE

CHALLENGE

RANK
UNLOCKED

Get 150 head shots with
this weapon.

1000 XP, P90 Red Tiger
Camo

GUN CHALLENGES

DESCRIPTION

REWARD

MP5 EXPERT Il

Get 75 head shots with this
weapon.

500 XP, MP5 Blue Tiger
Camo

M249 SAW
MARKSMAN |

)

Get 25 kills with this
weapon.

100 XP, M249 SAW Red
Dot Sight

MP5 EXPERT Il

Get 150 head shots with
this weapon.

1000 XP, MP5 Red Tiger
Camo

M249 SAW
MARKSMAN I

Get 75 kills with this
weapon.

500 XP M249 SAW
Forward Grip

SKORPION
MARKSMAN |

Get 25 kills with this
weapon.

100 XP, Skorpion Red
Dot Sight

M249 SAW
MARKSMAN I

Get 150 kills with this
weapon.

1000 XP M249 SAW ACOG
Scope

SKORPION
MARKSMAN II

Get 75 kills with this
weapon.

500 XP, Skorpion Silencer

M249 SAW
EXPERT |

Get 25 head shots with this
weapon.

100 XP, M249 SAW Digital
Camo

SKORPION
MARKSMAN IlI

Get 150 kills with this
weapon.

1000 XP, Skorpion ACOG
Scope

M249 SAW
EXPERT Il

Get 75 head shots with this
weapon.

500 XP M249 SAW Blue
Tiger Camo

SKORPION
EXPERT |

B OE:OLLOLO i

Get 25 head shots with this
weapon.

100 XP, Skorpion Digital
Camo

M249 SAW
EXPERT Il

Get 150 head shots with
this weapon.

1000 XP M249 SAW Red
Tiger Camo




CHALLENGE

RANK
UNLOCKED

DESCRIPTION

REWARD

RPD
MARKSMAN |

5

Get 25 kills with this
weapon.

100 XP, RPD Red Dot Sight

SNIPER RIFLE CHALLENGES

CHALLENGE

RANK
UNLOCKED

DESCRIPTION

REWARD

RPD
MARKSMAN II

Get 75 kills with this
weapon.

500 XP, RPD Forward Grip

M40A3
MARKSMAN

5

Get 100 kills with this
weapon.

500 XP M40A3 ACOG
Scope

)]
MARKSMAN Il

Get 150 kills with this
weapon.

1000 XP, RPD ACOG Scope

M40A3
EXPERT |

Get 25 head shots with this
weapon.

100 XP, M40A3 Digital
Camo

RPD EXPERT |

Get 25 head shots with this
weapon.

100 XP, RPD Digital Camo

M40A3
EXPERT Il

Get 75 head shots with this
weapon.

500 XP, M40A3 Blue Tiger
Camo

RPD EXPERT Il

Get 75 head shots with this
weapon.

500 XP, RPD Blue Tiger
Camo

M40A3 EXPERT
]

Get 150 head shots with
this weapon.

1000 XP, M40A3 Red Tiger
Camo

RPD EXPERT Il

M60E4
MARKSMAN |

Get 150 head shots with
this weapon.

Get 25 kills with this
weapon.

1000 XP, RPD Red Tiger
Camo

100 XP, M60E4 Red Dot
Sight

M21
MARKSMAN

Get 100 kills with this
weapon.

500 XP M21 ACOG Scope

M21 EXPERT |

Get 25 head shots with this
weapon.

100 XP. M21 Digital Camo

M60E4
MARKSMAN II

Get 75 kills with this
weapon.

500 XP. M60E4 Forward

Grip

M21 EXPERT Il

Get 75 head shots with this
weapon.

500 XP, M21 Blue Tiger
Camo

M60E4
MARKSMAN I

Get 150 kills with this
weapon.

M60E4 EXPERT
|

Get 25 head shotswith this
weapon.

M60E4 EXPERT
|

Get 75 head shots with this
weapon.

M60E4 EXPERT
]

Get 150 head shots with
this weapon.

SHOTGUN CHALLENGES

CHALLENGE

RANK
UNLOCKED

DESCRIPTION

W1200
MARKSMAN |

5

Get 25 kills with this
weapon.

W1200
MARKSMAN II

Get 50 kills with this
weapon.

W1200
EXPERT |

Get 25 head shots with this
weapon.

W1200 EXPERT
|

Get 50 head shots with this
weapon.

W1200 EXPERT
]|

Get 100 head shots with
this weapon.

1000 XP, M60E4 ACOG
Scope

100 XP, M60E4 Digital
Camo

500 XP, M60E4 Blue Tiger
Camo

1000 XP. M60E4 Red Tiger
Camo

REWARD

100 XP. W1200 Red Dot
Sight
500 XP W1200 Forward
Grip

100 XP. W1200 Digital
(amo

500 XP, W1200 Blue Tiger
Camo

1000 XP. W1200 Red Tiger
Camo

M21 EXPERT Il

SVD
MARKSMAN

SVD EXPERT |

SVD EXPERT Il

SVD EXPERT Il

R700
MARKSMAN

R700 EXPERT |

R700 EXPERT Il

R700 EXPERT
]

BARRETT
.50 CAL
MARKSMAN

BARRETT .50
CAL EXPERT |

Get 150 head shots with
this weapon.

1000 XP. M21 Red Tiger
Camo

Get 100 kills with this

weapon.

500 XP, SVD ACOG Scope

Get 25 head shots with this
weapon.

100 XP, SVD Digital Camo

Get 75 head shots with this
weapon.

500 XP, SVD Blue Tiger
(amo

Get 150 head shots with
this weapon.

1000 XP, SVD Red Tiger
Camo

Get 100 kills with this
weapon.

500 XP, R700 ACOG Scope

Get 25 head shots with this
weapon.

100 XP, R700 Digital Camo

Get 75 head shots with this
weapon.

500 XP. R700 Blue Tiger
Camo

Get 150 head shots with
this weapon.

1000 XP, R700 Red Tiger
(amo

Get 100 kills with this
weapon:

500 XP Barrett .50 Cal
ACOG Scope

Get 25 head shots with this
weapon.

100 XP. Barrett .50 Cal
Digital Camo

M1014
MARKSMAN |

M1014
MARKSMAN I

M1014
EXPERT |

M1014 EXPERT
|

Get 25 kills with this
weapon.

Get 50 kills with this
| weapon.

Get 25 head shots with this
weapon.

Get 50 head shots with this

weapon.

100 XP, M1014 Red Dot
Sight

500 XP. M1014 Forward
Grip

100 XP. M1014 Digital

Camo

500 XP. M1014 Blue Tiger

Camo

BARRETT .50
CAL EXPERT Il

22

Get 75 head shots with this
weapon.

500 XP. Barrett .50 Cal
Blue Tiger Camo

M1014 EXPERT
]

©BradyGAMES

Get 100 head shots with
this weapon.

1000 XP M1014 Red Tiger

Camo

BARRETT .50

CAL EXPERT IIl |

22

Get 150 head shots with

| this weapon.

1000 XP Barrett .50 Cal

| Red Tiger Camo

MULTIPLAYER
COVERAGE

o10110:31 .




CHALLENGE

RANK
UNLOCKED

BooT CAMP CHALLENGES

DESCRIPTION

REWARD

CHALLENGE

RANK
UNLOCKED

DESCRIPTION

REWARD

RADAR
INBOUND

9

Kill 3 enemies without
dying and callin a UAV.

50 XP

BACKDRAFT II

18

Destroy 5 enemy explosive
devices.

100 XP

AIRSTRIKE
INBOUND

Kill 5 enemies without
dying and call in an
airstrike.

50 XP

BACKDRAFT I1I

18

Destroy 15 enemy
explosive devices.

250 XP

CHOPPER
INBOUND

Kill 7 enemies without
dying and callin a chopper.

50 Xp

KNIFE
VETERAN |

Kill 1 enemy with the knife
melee attack.

50 Xp

FLYSWATTER

Shoot down an enemy
helicopter.

250 XP

KNIFE
VETERAN II

Kill 5 enemies with the
knife melee attack.

100 XP

MARATHON

Sprint for 26 miles total.

250 XP

GOODBYE

Fall 30 feet or more to
your death.

250 XP

BASE JUMP

Fall 15 feet or more and
survive.

250 XP

KNIFE
VETERAN I

Kill 15 enemies with the
knife melee attack.

OPERATIONS CHALLENGES

CHALLENGE

RANK
UNLOCKED

DESCRIPTION

250 XP

REWARD

CROUCH
SHOT |

Kill 5 enemies while you're
crouching.

50X

FREE-FOR-ALL
VICTOR |

Place in the fop 3 ina
Free-for-All maich.

50 Xp

CROUCH
SHOT Il

Kill 15 enemies while
you're crouching.

100 XP

FREE-FOR-ALL
VICTOR Il

Place in the fop 3 in 5 Free-

for-All matches.

100 XP

CROUCH
SHOT 1l

Kill 30 enemies while
you're crouching.

250 XP

FREE-FOR-ALL
VICTOR 1l

Place in the fop 3 in 15
Free-for-All maiches.

250 XP

PRONE
SHOT |

Kill 5 enemies while you're
prone.

50 XP

TEAM PLAYER |

Win 5 Team Deathmatch
matches.

50 Xp

PRONE
SHOT Il

Kill 15 enemies while
you're prone.

100 XP

TEAM PLAYER II

Win 15 Team Deathmatch
matches.

100 XP

PRONE
SHOT [lI

Kill 30 enemies while
you're prone.

250 XP

TEAM PLAYER
]

Win 30 Team Deathmatch
maches.

250 XP

GRENADE
KILL 1

ill 1 enemy with a
grenade.

50 Xp

SEARCH AND
DESTROY
VICTOR |

Win 5 Search and Destroy
matches.

50 Xp

GRENADE
KILL 1l

Kill 5 enemies with a
grenade.

150 XP

GRENADE
KILL 1hi

Kill 10 enemies with a
grenade.

250 XP

SEARCH AND
DESTROY
VICTOR 1l

Win 15 Search and Destroy
matches.

POINT GUARD |

Get 5 assists.

50 XP

POINT GUARD
|

Get 15 assists.

100 XP

SEARCH AND
DESTROY
VICTOR 1l

Win 30 Search and Destroy
matches.

POINT GUARD
]

Get 30 assists.

250 XP

MVP TEAM
DEATHMATCH

Play Team Deathmaich and
get the top score overall.

X-RAY
VISION |

Kill 1 enemy through
a surface using bullet
penetration.

100 XP

HARDCORE
TEAM PLAYER |

Win a Hardcore Team
Deathmatch maich.

HARDCORE
TEAM PLAYER 11

Win 5 Hardcore Team
Deathmatch matches.

X-RAY
VISION II

Kill 5 enemies through
a surface using bullet
penefration.

HARDCORE
TEAM PLAYER Il

Win 15 Hardcore Team
Deathmatch matches.

X-RAY
VISION II

Kill 15 enemies through
a surface using bullet
penefration.

SABOTAGE
VICTOR |

Win 5 Sabotage matches.

SABOTAGE
VICTOR Il

Win 20 Sabotage matches.

VANDALISM |

Blow up a car.

VANDALISM Il

Blow up 5 cars.

SABOTAGE
VICTOR 1l

Win 50 Sabotage matches.

VANDALISM 1l

Blow up 15 cars.

EXPOSED |

Call in @ UAV 5 times.

MVP TEAM
HARDCORE

Finish a Team Hardcore
match with the top score.

EXPOSED |

-

Call in a UAV 10 times.

3D

Callin a UAV 20 times.

BOMB DOWN

Kill the bomb carrier in a
Sabotage or Search and
Destroy match.

BACKDRAFT |

B 2E:OLLOLO

Destroy 1 enemy explosive
device.

BOMB
DEFENDER

Kill the bomb defender in
a Sabotage or Search and
Destroy match.




RANK

CHALLENGE UNLOCKED

DESCRIPTION

REWARD

CHALLENGE

RANK
UNLOCKED

DESCRIPTION

REWARD

BOMB
PLANTER | 27

Kill the bomb planter in a
Sabotage or Search and
Destroy match.

250 XP

STUN VETERAN
|

36

Kill 10 enemies still dazed by a stun
grenade.

100 XP

HERO

Defuse a bomb in Search
and Destroy.

250 Xp

STUN VETERAN
]

36

Kill 25 enemies still dazed by a stun
grenade.

250 XP

LAST MAN
STANDING

KILLER CHALLE

RANK

CHALLENGE UNLOCKED

Be the last man standing in
Search and Destroy.

DESCRIPTION

250 XP

REWARD

MULTI-RPG

36

Kill 2 or more enemies with a single
RPG shot.

250 XP

MARTYRDOM
VETERAN |

36

Kill an enemy with a dropped
grenade from the Martyrdom perk.

50 Xp

MARTYRDOM
VETERAN II

36

Kill 5 enemies with a dropped
grenade from the Martyrdom perk.

100 XP

CLAYMORE

sHor | %

Kill 5 enemies by using a Claymore.

250 XP

ASSAULT

EXPERT | | 20

Kill 5 enemies with a headshot while
using an assault rifle.

50 XP

MARTYRDOM
VETERAN Il

CLAY MORE

36

Kill 15 enemies with a dropped
grenade from the Martyrdom perk.

Kill 2 or more enemies with a single

Claymore.

250 XP

250 XP

ASSAULT

EXPERT Il | °0

Kill 25 enemies with a headshot
while using an assaulf rifle.

ASSAULT

EXPERT Il | 20

Kill 50 enemies with a headshot
while using an assault rifle.

SMG EXPERT | 20

Kill 5 enemies with a headshot while
using a submachine gun.

SMG EXPERT Il 20

Kill 25 enemies with a headshot
while using a submachine gun.

SMG EXPERT Ill 20

Kill 50 enemies with a headshot
while using a submachine gun.

LMG EXPERT | 20

Kill 5 enemies with a headshot while
using a light machine gun.

LMG EXPERT Il 30

Kill 25 enemies with.a headshot
while using a light machine gun.

LMG EXPERT I1I 20

Kill 50 enemies with a headshot
while using a light machine gun.

LAST STAND

VETERAN | 33

Kill 1 enemy using the Lost Stand
perk.

LAST STAND

VETERAN Il [ 9

Kill 5 enemies using the Last Stand
perk.

LAST STAND

VETERAN Il %

Kill 15 enemies using the Last
Stand perk.

100 XP

250 XP

50 XP

STEALTH |

Kill 10 enemies while using a
silenced weapon.

STEALTH I
STEALTH Il
INVISIBLE |

INVISIBLE Il

INVISIBLE 11l

COUNTER-
CLAYMORE |

COUNTER-
CLAYMORE Il

COUNTER-
CLAYMORE 11l

MASTER CHEF | 3

Kill 5 enemies with cooked
grenades.

MASTER
CHEF Il

MASTER CHEF
]

AIRSTRIKE
VETERAN |

grenades.

Kill 10 enemies with cooked
grenades.

Kill 20 enemies with cooked

Kill 5 enemies by calling in
airstrikes.

COUNTER-C-4 1

COUNTER-
G4l

COUNTER-C-
410

50 Xp

Kill 25 enemies while using a
silenced weapon.

100 XP

Kill 50 enemies while using a
silenced weapon:

250 XP

Kill 5 enemies while using a sniper
rifle in prone position.

50 Xp

Kill 25 enemies while using a sniper
rifle in prone position.

100 XP

Kill 50 enemigs while using a sniper
rifle in prone position.

250 XP

Kill 1 enemy by shooting a
Claymore.

50 XP

Kill 5 enemies by shoofing a
Claymore.

100 XP

Kill 10 enemies by shooting a
Claymore.

250 XP

Kill 1 enemy by shooting C-4.

50 Xp

Kill 5 enemies by shoofing C-4.

100 XP

Kill 10 enemies by shoofing C-4.

HUMILIATION CHALLENGES

CHALLENGE

RANK
UNLOCKED |

DESCRIPTION

250 XP

REWARD

AIRSTRIKE
VETERAN II

Kill 15 enemies by calling in
airstrikes.

AIRBORNE

~ MULTI-FRAG |

42

42

| Get a 2 kill streak with bullets while | 250 XP

in midair.

Kill 2 or more enemies with a single
frag grenade.

CARPET BOMB

42

Kill 5 enemies with a single airstrike.

AIRSTRIKE
VETERAN Il

Kill 30 enemies by calling in
airstrikes.

MG MASTER

42

Get a 5-kill streak while on a
mounted machine gun.

CHOPPER
VETERAN |

Kill 5 enemies by calling in
helicopters.

SLASHER

45

Get a 3-melee kill sireak without
dying.

CHOPPER
VETERAN II

Kill 15 enemies by calling in
helicopters.

MULTI-C-4

45

Kill 2 or more enemies with a single
(-4 pack.

CHOPPER
VETERAN Il

Kill 30 enemies by calling in
helicopters.

HOT POTATO |

45

Kill 1 enemy with a thrown-back
grenade.

STUN VETERAN
|

©BradyGAMES

Kill 5 enemies still dazed by a stun
grenade.

HOT POTATO II

45

Kill 5 enemies with thrown-back

grenades.

MULTIPLAYER
COVERAGE




BT 0
-
RANK RANK
CHALLENGE UNLOCKED DESCRIPTION REWARD CHALLENGE UNLOCKED DESCRIPTION REWARD
HOT POTATO il 15 Kill 15 enemies with thrown-back 250 XP HARD LANDING 53 Ki!l an enemy that is currently in 250 XP
grenades. midair.
CAR BOMB | 45 Kill 1 enemy by destroying a car. 250 XP EXTREME Kill every member of the enemy
BACKSTABBER Stob an enemy in the back vith CRUELTY | 53 qum (at least 4 enemies) without 250 XP
Ny a7 \ 250 XP dying.
your knife.
; L FAST SWAP Hurt an enemy with a primary
e 47 A et el 250 XP 53 weapon, and then finish them off | 250 XP
SURE a stun grenade. A
with a pistol.
H;?:;::ﬁ:ﬁ 47 ﬁ:lsﬁbz:emles tdle 50 XP STAR PLAYER 53 Play an entire match of any game 250 XP
g type with a 5:1 kill/death rafio.
F\l,ﬁ:m:'ﬁ 47 }(l:'sl]]l?u:“e'“'“ dazed by 100 XP HOW THE? Kill an enemy by using bullet
i 53 penetration fo shoot an explosive 250 XP
FLASHBANG Kill 25 enemies dazed by a device through a wall.
vETERAN 11l | floshban BOIE
g DOMINOS 53 Kill an enemy by setfing off a chain 250 XP
MISERY LOVES Kill yourself and 1 enemy by reaction of explosives.
COMPANY | |47 fookmg a grenade without throwing | 50 XP NO SECRETS UM GUAVS fimes in o single
it. 54 maich 250 XP
MISERY LOVES Kill yourself and a 2nd enemy B .
COMPANY II | 47 by cooking a grenade without 100 XP S 54 (ulli IE QR e e i il 250 XP
throwing it. -
MISERY LOVES Kill yourself and o 3rdenemy surimonﬂs( 54 (0"1 'I': iR er ko asingle | )
COMPANY Il |47 by cooking a grenade without 250 Xp A
y throwing it. FEARLESS 54 ﬁlh] O'e:eil:les in a single match 250 XP
OUCHI Kill an enemy with a rifle-mounted U CYing.
48 grenade launcher without 50 Xp COUNTER-MVP Kill the #1 player on the enemy
e s 54 - 250 XP
detonation (direct impact). team 10 times in a single match.
OUCH Il Kill 5 enemies with a rifle-mounted INVINCIBLE Get 5 health regenerations from
48 grenade launcher without 100 XP 54 enemy damage in a row, without 250 XP
detonation (direct impact). dying.
OUCH INI Kill 15 enemies with aifle= SURVIVALIST | 54 Survive for 5 consecutive minutes. | 250 XP
48 mounted grenade launcher without | 250 XP
detonation (direct impact).
f . [ JUE U
RIVAL 8 K'||| the same enemy 5 times in a 250 XP C
single match. . 5 o~
CRUELTY Kill an enemy, pick up his weapon, " B < sotup can b eqnonbased o el
48 and then kill him again with his own | 250 XP i A .
Weupon 0aqd d O ap-od a @ a O a ap O O
THINK FAST Finish an enemy off by hitting him y ._ p U S8 I Vi
W with a frag grenade (direct impact). SR 0 Pe
THINK FAST Finish an enemy off by hitfing him ere are some suggestions for yo om cla eatio
STUN o with a stun grenade (direct impact). U
THINK FAST Finish an enemy off by hitting him = y 2 ==
FLASH = with a flash grenade (direct impact). e SLoT NAME
PRIMARY WEAPON | M16A4
RET;J?NND:: 50 Kill an enemy by shoofing his C-4. | 250 XP
x‘ﬁ‘I\E(SH/MENT Grenade Launcher
BLINDFIRE Kill an enemy while you're still
50 250 XP
dazed by a flashbang. SIDE ARM M9
THE BRINK Get a kill streak of 3 or more while
2l near death (screen flashing red). LG SPECIAL GRENADE | Flash or Stun &
COLLATERAL Kill 2 or more enemies with a single PERK 1 DISABLED
DAMAGE | 2! niper ifle bullet S0 :
Shiper rive buTel PERK 2 Stopping Power or Sonic Boom -— on:-':"l‘ >
THE EDGE | | 51 Get the last kill in a match. 50 Xp
PERK 3 Martyrdom @
THE EDGE Il | 51 Get the lost kill in a match 5 times. | 100 XP ;
Q_ THE EDGE Il | 51 Get the lost kil in a match 10 fimes. | 250 XP gt el e it
o FLAWLESS 51 Pl'uy an enire full-length match 250 XP . od arenade do more damage
a without dying.
i TANGO DOWN 53 Kill every member. o.f the enemy 250 XP A
E team (4-enemy minimum). et up a gene et o es before entering a game
o




PRIMARY WEAPON

NOTES/
ATTACHMENT

5
USP 45
NOTES/ . -
ATTACHMENT |

SPECIAL GRENADE | Smoke

With both weapons silenced and the UAV Jammer and Dead Silence
perks selected, you won't be detected via UAV scans or when you fire
your weapon. Additionally, you'll make less noise while moving.

SURVIVALIST

[sloT  [NAME

PRIMARY WEAPON m

NOTES/
ATTACHMENT

Desert Eagle

DISABLED

SPECIAL GRENADE

Juggernaut

Last Stand

With Juggernaut and Last Stand turned on, your enemies will be
screaming, “Why won't he die2” The additional stopping power of the
M60 and the Desert Eagle will shut them up.

POINTMAN

SLOT |

MARY WEAPON | W1200

NOTES/ .
ATTACHMENT Red Dot Sight

SPECIAL GRENADE |
T R

Double Tap

=

The pointman is first into battle. Let him clear the area ahead with his

Steady Aim or Deep Impact

Frag x3 and mow down enemies blocking the way with the shotgun
and Double Tap perk. Enemies won't be able to hide behind walls with
the Deep Impact perk selected.

MARKSMAN
SLOT |

PRIMARY WEAPON |R700

MULTIPLAYER
NOTES/ COVERAGE

ATTACHMENT
SPECIAL GRENADE |Stun

Silencer

Claymore x 2
UAV Jammer

Iron Lungs or Deep Impact

A great sniper class. Use the Claymore perk on rooftops or building
entrances fo keep enemies from sneaking up on you. Don't be afraid
to shoot through walls. Even if you can’t see the enemy, Deep Impact
will find them.

NOTES/
ATTACHMENT

NOTES/
ATTACHMENT

SPECIAL GRENADE | Smoke

| Bandolier
| verkl

Exireme Conditioning

With the Overkill perk selected, this class will give you everything you
need for all battle situations. Use a Red Dot Sight for quick acquisition,
and an ACOG for some long-range targets. The Bandolier perk

will keep your magazines full. If you get into trouble, hit Sprint and
relocate with the help of some smoke.

CLOSE QUARTERS

[SLOT  |NAME

PRIMARY WEAPON |P90 or MP5

NOTES/ .
ATTACHMENT Red Dot Sight

SPECIAL GRENADE | Flash or Stun

When fighting in close quarters, this class will help in many ways,
depending how you configure your perks. With the flash grenades,
you can blind enemies and rush in fo finish them. Or choose Frag x3
and you don’t have to run in at alll Choose the Double Tap perk to put
twice as many rounds info your enemy.
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OVERWATCH
LoT ‘

PRIMARY WEAPON |M249 SAW

Need to lock down a Domination flag2 Set up this guy and forget it.
With the SAW combined with Sleight of Hand, you'll never be short on
ammo, and the Deep Impact perk won't let your enemies hide from you.

DEFENDER

This is a great class for protecting areas like domination flags,
headquarters, or the bomb. Set up C-4 combined with Sonic Boom fo
obliterate your enemies as they try to take what’s yours.

SHARPSHOOTER

This sniper class isnt worried about being seen, but about being

heard. The additional ammo from the Bandolier perk, combined with
Stopping Power and Deep Impact, makes this one of the deadliest
classes available.

"O?’\'T'C,\
((Modes
Qﬁ;»//

There are several modes available to you, depending on what

~

type of match you decide to play. There are only preset modes and
combinations of modes in Find Match, but setting up a Private Match
allows you to customize just about every aspect, from the duration of a
round to whether the match is headshots only.

FIND MATCH MODES

These public room modes cannot be customized.

TEAM | Straight-up Team Deathmatch. Use teamwork to kill enemy players and
DEATHMATCH | reach the score limit.

FREE-FOR-ALL | Straight-up Deathmatch: Every man for himself. Kill everyone.
DOMINATION | Three flags in the level must be captured. Your team gets points for
taking flags. The more you hold, the more points you gain.

GROUND WAR | Big team games—Team Deathmatch and Domination (up fo 18 players).

SABOTAGE | A neutral bomb is in the center of the level, and each team fights to
destroy the enemy team’s objective. The bomb carrier can be seen by all
players. First team fo successfully bomb the enemy objective wins.

HEADQUARTERS | Each team fights to capture a neutral base. Capture and hold it to gain
points. The team that holds the HQ doesn't respawn.

SEARCH &
DESTROY

TEAM OBJECTIVE |

No respawning. Defend and destroy the objective.

Objective game modes only. Domination, Headquarters, Sabotage, and
Search & Destroy.

TEAM HARDCORE | Hardcore Team Deathmatch and Search & Destroy. Limited HUD, extra

bullet damage, friendly fire on.

OLD SCHOOL

0ld School Team Deathmatch and Free-For-All. No closses. Weapons are
pickups; health is increased, and jumps are higher.

OLDCORE | 0ld School pickups and jumping. Hardcore limited HUD and extra bullet
damage. Team Deathmaich.

PRIVATE MATCH MODES

These are private or invite-only rooms that you can fully customize.
Great for clan matches.

» Free-For-All
» Team Deathmatch

» Domination
» Sabotage

» Headquarters
» Search & Destroy

Each mode has its own set of options to adjust, but all modes provide the
following options (see exceptions for PC version at the bottom of this page:

PLAYER OPTIONS

Number of Lives Unlimited, 1,2 3, 5,9

Respawn Delay None, 5 sec, 7.5 sec, 10 sec, 15 sec, 30 sec
Max Health Min, Half, Normal, Double

Health Regen None, Fast, Normal, Slow

Allow Killcam Yes, No

Allow Sprint Yes, No

TEAM OPTIONS

Spectating No, Team Only, Free

Wave Spawn Delay | None, 5 sec, 10 sec, 15 sec, 30 sec
Force Respawn On, Off

Radar Always On | On, Off

Friendly Fire Disabled, Enabled, Reflect, Shared

GAMEPLAY OPTIONS

Headshots Only On, Off
Allow Perks On, Off
Allow Air Support | On, Off
0ld School Mode On, Off
Hardcore Mode On, Off

Private Match and several server options are available only in the
console version of the game. The following options are not available
in the PC version:

» Number of Lives
» Respawn Delay
» Max Health

» Health Regen

» Allow Sprint » Allow Perks

» Wave Spawn Delay » Allow Air Support
» Radar Always On

» Headshots Only
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Not all matches contain the same number of players, so make
adjustments as needed. Use the following tactics to successfully
complete mode objectives and keep your team in the win column.

FREE-FOR-ALL

What can you say about freefor-all2 Shoot everything that moves. If it
moves, it's not on your feam and it needs to diel Success in FFA mode
depends on your custom class setup, including weapon and perk
combinations. First, decide the map on which you're fighting. Let’s
take Vacant as an example. Everyone has a different style of play, but
here’s what the optimum loadout for a map with such tight quarters
might look like:

CONFINED SPACE ASSASSIN

PRIMARY WEAPON |MP5

M1911 .45

NOTES/
ATTACHMENT

SPECIAL GRENADE |Stun

Juggernaut or Double Tap

Martyrdom

© SEA SNIPER TIP

If you're playing a respawn map, immediately move when you
spawn. Sometimes you'll respawn near enemy players.

This loadout or CCS (custom class setup) allows your character to be
very mobile because you’ve chosen a submachine gun, and you're
lethal because you're packing three frags. For your second perk, your
options are Juggernaut or Double Tap, which are almost equal on the
Vacant map. By using Juggernaut, you can take more hits than your
enemy and emerge the victor in one-on-one battles. The same holds
true if you choose Double Tap. By doling out twice as many rounds as
your enemy, you have twice the chance of killing him before he kills
you. Remember, if you have Double Tap as your second perk, you may
want fo switch your Frag x3 perk to Bandolier. The Double Tap perk
will chew through ammo very quickly.

Now that you've got your CCS selected, what do you do? Kill everyone!
Since this is FFA, you don't have any friends. Even if your friends are in
the same room, they’re not your friends. Everyone is shooting at you,

so shoot back. Stay mobile. Find a few good spots to shoot from, or
ambush enemies and bounce from one to the other. You might want to
hold back a bit at first and rack up your 3+ill streak so you can call in
your UAV. Once you know where everyone is, you can relocate to your
next spot and go for your 5-ill streak and bomb the lot of them.

Some other options for this mode are map-dependent, but consider
taking a light machine gun, which has many more rounds than a
submachine gun. If you do, take the Bandolier perk with you as well.
Shotguns work well for FFA matches, as do Last Stand, Claymores x2,
and even the UAV Jammer with a silencer on your primary weapon.

©BradyGAMES

I\iliﬁide Tactics s

Always keep in mind that you can pick up a fallen enemy’s weapons.
You're probably such a badass that you'll run out of ammo before you
die, so keep an eye out for any bloody, previously owned weapons
lying around.

TEAM DEATHMATCH

Two factions fight each other to reach the points total first. Try to organize
who will be loading up with what, and do your best to not double up too
much on the same class setups. The number of players will always vary,
so divide up the classes as you see fit based on the map.

Let's take a map like Crash, for instance. You may decide to set up
a couple of long-range assault classes or snipers. Here are some
suggested loadouts for 2-3 players.

LONG-RANGE ASSAULT RIFLEMAN

PRIMARY WEAPON | M4 Carbine

NOTES/
ATTACHMENT

‘MWH 45

SIDE ARM

SPECIAL GRENADE - |Soke

SNIPER

| Sleight of Hand

| Steady Aim or Iron-Lung

& SEA SNIPER TIP
Watch for the skull icon. This tells you approximately where your
teammates went down, and that the enemy is close by.

Find out who wants to run with the preceding kits, and have them
hang back a bit to rack up a 3-kill streak and get your UAVs online. If
you have to sacrifice being a run-and-gun guy when you want to be
a sniper, do it. You'll get more points for winning the round. Snipers
and long-range assault guys should hang back near their spawns, but
with a good view of the action. Good spots on Crash for these players
would be the TV Shop balcony and the Blue Building (see our maps,
which appear later in this chapter). If you spawn in the northeast,

the Apartment balcony or the Light Shop roof are good places to set
up. Do your best to thin the herd with your snipers, and get your kill
streaks up as quickly as possible. If you can get enough points at the
beginning of the round, you and your team can fall back and fortify a

position like the Apartment Building or the TV Shop.

MULTIPLAYER
COVERAGE
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The rest of your team can pretty much load out with whatever they're
comfortable with, as long as it fits the map. If you’ve got six people
on your team and two are long-range assault riflemen or snipers, the
remaining four should not be those classes. To complement your long-
rangers, try loading out with some of the following suggestions:

HEAVY GUNNER/GRENADIER

Lot Name_____ ]

PRIMARY WEAPON |M60E4

T i 2

SPECIAL GRENADE -
s
T T—

PRIMARY WEAPON |4 or AK-47

MO Red Dot

ATTACHMENT
M1911 .45

SPECIAL GRENADE

Bandolier

Juggernaut

wv
S~

Exireme Conditioning E
Both of these custom classes can keep the enemies off the streets and
rack up points in your column. Try to split the remaining four players
info wingman teams (two teams of two), and find yourselves a place
to fortify. Once you've fought your way in, bring up and cover your
two long-range riflemen. Let them peek off the roofs (if any), through

windows, etc., while the rest of the tfeam locks down any entrances
to your fortified camp. Team Deathmatch is all about points, and the

’

Another great way to win in Team Deathmatch is by being patient.
Try moving your entire team up one side or another en route to your
desired destination, and progress slowly. No doubt you'll encounter
enemies along your way, so dispose of them as best you can.

You'll inevitably lose a man or two in the process, so here’s a great
way to keep your forces strong and get where you're going in one
piece: When one of your teammates dies, everyone stop and take
cover. Wait for him to respawn and regroup with the team, and then
proceed to your destination. Since your fallen teammate will spawn
closest to where most of your other teammates are congregated, he
won't be far away. Just wait for him and move on. Continue doing this
until you reach your destination, or continue roving around the map in
this fashion.

A variation on this “rolling” tactic is fo equip your entire team with UAV
Jammer perks and silencers on all primary weapons. You'll be a virtually
invisible mass of impending doom. The enemy won't be able to see you
on radar, no matter what. You can also equip everyone on your squad
with either grenade launchers or Frag x3 with Sonic Boom.

These tactics depend on where you'll be fighting. You may need the
grenade launchers to reach areas you can't with frags. You may

not need to be stealthy and equip everyone with UAV Jammers and
silencers. Understand the map and your surroundings before choosing
which variation will work best for you and your team.

DOMINATION

This mode has three flags placed on the map that your team must
capture fo gain points. Each team starts very close to one flag and can
take it before the other team can even get there. The other flag is in
the center of the map and is usually the most contested.

To take a flag, step close enough fo it to start the meter ticking on
your HUD. Once it reaches the end of the bar, the flag is yours and
you must defend it. The more people you have in the flag’s radius, the
faster the meter will fill up. The longer you hold a flag, the more points
your team will get. If you control one flag, you get one point every
five seconds or so. If you control two flags, you get two points every
five seconds. With three flags, it's three points every five seconds. Let's
start with a recommended CCS.

FREEDOM FIGHTER
sLor

PRIMARY WEAPON | iP5 or P90 -—

NOTES/
ATTACHMENT

SIDE ARM M9

PERK 3 Extreme Conditioning _

2 SEA SNIPER TIP

When you take control of an enemy's flag, they're alerted. It's
best to take a flag using more than one person, and do it quickly
so the enemy doesn't have time to retake it.

Red Dot

This setup produces high mobility, high speed for long distances, and
a high tolerance for pain. All of these things assist you in capturing
and controlling more flags than the enemy. The submachine gun will
increase your agility. Use the Claymores to surround a flag that your
team controls. Place them in concealed areas that are frequently
trafficked by other players. You can also set them down on the flags
themselves. The same goes for C-4. This will give you an added layer
of protection. It's almost like having another player on your side. The
Juggernaut perk will keep you alive a little bit longer than your enemy,
and that's all you need. Stand firm at your captured flags to prevent
the enemy from controlling them. Juggernaut will give you that litle
extra edge to either take a flag or prevent the enemy from taking
yours. The third perk, Extreme Conditioning, gets you from flag to flag
as quickly as possible. All in all, this is a fairly capable CCS, but feel
free to adjust your primary weapon depending on the map.



Okay, you've got your briefing and your CCS. Now you only need fo control two flags fo win. Designate one player to take the flag closest i T
to your initial spawn, while the remainder of your team rushes to either the center flag or the enemy base’s flag. The solo player taking your o
initial flag should be equipped with Claymores x2 to assist him while he defends that flag. Move a group inside the flag zone as quickly as R A
possible. Watch for grenades and grenade launcher attacks while you're taking the flag, and comb the area for explosives. Consider the map APON
environment, and think about equipping at least one player with the Bomb Squad perk. This will allow you to quickly scan the area from farther T MULTIPLAYER

VERAGE

away and with more clarity. Once you have control of the second flag, split your team in half, sending a team back to the first flag you took. You
should now have two roughly equal teams defending two flags.

Now that you're dug in, it won't be easy to dig you out. Play smart, and try to secure the area by making sure all avenues of approach to each
flag are covered. You get two points every five seconds or so, while the enemy team only gets one point. Pick them off as they come in, and call .
in your airstrikes to rack up even more points and end their suffering even faster.

So there's your conservative approach. Now let's talk aggression. At the beginning of the round, designate one player to take the first flag while
the rest of the team races for the next one. Once the solo player has captured the initial flag, he should regroup with the rest of the team as

quickly as possible. Hopefully the one-man-short mob has taken the second flag by the time Captain Solo regroups with them. If not, he can help. NLOCKAB
Once you've taken the second flag, move in unison to the next flag and continue taking flags as a group. When running this maneuver, some XBOX 36
alternative perks to consider are Bomb Squad to detect enemy explosives, UAV Jammer to conceal your positions, and Dead Silence to reduce ACHIEVEMENTS

noise while moving.

Now let's consider a little bit of both. Everyone goes from flag to flag to decrease the time it takes to control a flag. Then leave two players
behind at each flag. You may be able to leave only one player per flag, depending on the number of people on your side. Leave an equal
number of people at each flag as defense. Let's assume it's 6 vs. 6, and you have two players on each flag. Each flag team should immediately
plant their Claymores and scout out some good cover to watch the flag. Roofs, windows, and brush are great places, but don't set up too far
away in case you need to back up your Claymores. A good configuration s for one player to plant his Claymores right on the flag, and the
other player to plant his on frequently traveled paths en route to the flag. This will prevent a single explosive like a grenade from defonating all of
the Claymores at once. One player should position himself somewhere in the immediate area of the flag. The other player can dig in a bit farther
away, to minimize the possibility of one grenade taking out more than one target and to hide your numbers. If the enemy comes in to secure the
flag, your player closest to the flag can engage them immediately. The enemy will have no idea that either you've drawn a bead on his head or
you're coming up behind him to help out your wingman.

These are viable tactics and will work well if you find yourself on a good team that’s willing to cooperate. Bear in mind there are many

ways to skin a cat. Domination maps can be won sometimes by good communication alone. Everyone on your team can be running around
bouncing from flag to flag completely at random, but as long as you communicate with each other often and clearly, you can coordinate
everything from flag takeovers to ambushes. Let your teammates know that you see all of them at one flag so that you know you're free to take
another. Play to your strengths, and always watch the score during Domination. Killing enemies in Domination scores XP, but not match points.
Your team can win only with captures, not kills.

Domination is a lot of fun. Be mindful of your status at all times, and you'll know what to do.

o107110:39 §
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SABOTAGE

This mode is focused on a single, centrally located bomb that both
teams try fo acquire and plant at the enemy’s base. There are many
options for success in this mode. Most of the time, both teams race to
the center to pick up the bomb. Knowing that, you can decide what
you want to do with your team when they get there. Here are some

suggested CCSs.

SPEED FREAK

stor |
PRIMARY WEAPON
NOTES/

ATTACHMENT

SPECIAL GRENADE | Smoke

m Extreme Conditioning

& SEA SNIPER TIP
Sometimes the fastest route or closest objective isn't
the best way to go.

This loadout allows you to run to the bomb and then to the plant spot
with the Extreme Conditioning perk and the submachine gun as your
primary weapon. Remember that your primary weapon directly affects
your mobility. The lighter the weapon, the more mobile you are. Use
smoke to mask your approach or confuse the enemy when you've
planted the bomb. Some bases are inside buildings, so you can use
your Claymores to block those entrances.

CLEANER

[sloT  [NAME

PRIMARY WEAPON |4 Carbine

XTQI']I-\ECSH/MENT Grenade Louncher

This loadout is designed for a team member to push a bit farther

forward than his teammates, sending out a layer of grenades to clear
the way. This player also has Stun grenades to disorient the enemy
and keep them from getting to the bomb before you. Sonic Boom
increases the damage done by the grenade launcher, and Martyrdom
should finish off unsuspecting enemies.

Mount a full-on assault. Send your cleaner out ahead of the pack to
lay down a spread of grenades and stuns, while the rest of your team
advances as quickly as possible fo the bomb. Once you've got the
bomb, head directly to the plant location. You'll need to move fast and
stay in a group. The more sets of eyes you have, the better. Keep a
semi-tight formation as you progress to the plant spot, and watch for
enemies along the way.

If you drop a few guys, don't freak out. Just push on. You need fo get fo
the plant spot as soon as possible. Get in and plant the bomb, and then
place Claymores at any entrances to the plant area, as well as directly
around the bomb itself. Hopefully the Claymores will deter the enemy
long enough for the bomb to go off. If the rest of your team is running
with the Speed Freak loadout, they’ll all have smoke too. Pop smoke all
around the bomb and in circles around the bomb plant area. This will
also deter the enemy long enough for the bomb to detonate.

While you're waiting, set up your team to protect the package. You
don’t want everyone set up right near the bomb, because then the
enemy can eliminate everybody with one well-placed grenade. Put
one player right on the bomb, while the rest of your team moves
outward from the bomb and watches all avenues of approach. The
key is having good shooters and good communication. You'll need to
stick together. Fight the urge to just run off and engage a stray enemy.
Numbers are your strength here, so use that to your advantage.

Camp your base. Most of the time, both teams rush to grab the bomb
first. Use this to your advantage and let them come to you. Set up a full
camp and wait. Good ideas for perks here include the UAV Jammer to
conceal your team’s positions, Claymores to block off any areas you
can't cover, and Last Stand in case you get picked off and need to fire
just a few more rounds at the guy trying to plant the bomb.

Make sure you set up at least one player at each chokepoint en route to
your base. Set Claymores anywhere you can't cover or need additional
support, such as right on the bomb plant area. Many players just run
right up to plant the bomb without ever checking if explosives have been
placed. This is a great backup plan in case someone manages to get
by you. You might also set up some snipers on your camp team. They
have a litfle betfter cover from the ghillie suit, and can set up a bit farther
away. There's nothing worse than that feeling when you've almost
planted the bomb but someone’s watching you. They continually come
to you and try fo plant the bomb. Just pick them off, and be patient.
Patience wins matches, not Rambo tactics.

An alternative tactic is fo send out a Speed Freak to grab the bomb
under cover of smoke, and pull back to your fortified camp. The enemy
will fry to acquire the package and walk right into your trap. Remember
that if you're carrying the bomb and you get shot, the bomb will fall
where you're killed. In addition, if you defuse a bomb, you now have
it. This is particularly handy in case they pick up the package. Wait for
one of them to grab it and pick him off. Have one of your teammates
run up to the bomb without picking it up. Instead, set Claymores and/or
C-4 all around it. I's like a tasty cupcake just sitting there for the taking.
Too bad they don’t know it’s an exploding cupcake...

You can also set up a 2-man sniper team. Since both teams will reach
the bomb at about the same time, your snipers should immediately set
up somewhere near where you spawn, with a clear line of sight to the
bomb. While the rest of your team focuses on the advancing enemy
team, your snipers can focus on the bomb itself and pull the trigger
when an enemy gets too close for comfort. Once your ground team and
sniper team have deferred the enemy advance, quickly regroup, grab
the bomb, and make for the enemy base. Remember that the enemy will
respawn fairly quickly, so make your move as soon as you can.



We've covered lots of different ways to succeed at Sabotage, but feel
free to pick and choose elements from any of these tactics, or create
your own. Keep in mind that if no one plants the bomb, it goes to
sudden death mode, where no one respawns. If the bomb still isn’t
planted, the team that's killed off first loses. There's no score limit in
this mode; whoever detonates the bomb wins.

HEADQUARTERS

Communication is a must in this mode. At the start of the match a
random point on the map is chosen, and both teams try to capture it.
Then the capturing team must defend it for a short period of time. The
defending team cannot respawn. The enemy team must try to infiltrate
and destroy the captured headquarters. If the enemy destroys the
headquarters, a new HQ point is chosen at random and both teams
have to try to capture it. Likewise, if the capturing team successfully
defends the HQ, both teams then compete for control of a new HQ
point. While sometimes this mode can turn into a free-for-all, you can
play it very tactically.

Here are some suggestions for loadouts on Headquarters matches.

LANDLORD

PRIMARY WEAPON | M249 SAW

e
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This CCS will work for most of your team. The SAW, combined with
the Deep Impact perk, will help you blast info an HQ building safely
before entering. The Frag x3 perk lets you play Santa Claus and toss
a few presents down the chimney. And the Sonic Boom gives those
presents a litle extra kick. Depending on the map, you may or may
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not need fo use the Deep Impact perk. If you carry the SAW, you'll be COVERAGE
much slower. The Extreme Conditioning perk might be better, because

HQ points are chosen at random and you'll need to stay mobile.

STREAKER

The Streaker CCS helps you stay mobile so you can bounce from HQ

to HQ. The submachine gun makes you light on your feet, the Bandolier
perk keeps you fully loaded, Juggernaut keeps you alive, and Extreme
Conditioning gets you from point A to point B in less time.

Try to mix up who rolls with what setup, and consider making two
squads of one Landlord each and the rest Streakers. This will allow
each squad to position itself on each side of the map. Here's where
the communication comes info play. Imagine cutting the map in half
diagonally, either from northeast to southeast or northwest to southwest
(it will depend on the map and where you can move unmolested).
Each squad should form up immediately and head to its designated
position. Tell your teammates which squad is going where, and when
you get to your destinations, tell each other. Hover around the center
of your respective positions to avoid being stagnant. One squad
should make for the first random HQ that appears and lock it down.
Remember that your team won't be able to respawn while you're
defending, so call in your other squad to create a perimeter around
the HQ you're defending.

Once you've successfully defended your HQ, a new one is chosen

at random. Split up info your respective squads, move back into
position, and determine which squad will be making for the new HQ.
At any time, you can combine squads and take an HQ with full force.
Remember that the reason for splitting up into two squads is so one
squad will be closer to the next random HQ point. Keep bouncing
from HQ to HQ in this manner. Try fo take as many as you can without
the help of the other squad, so they’re free to grab the next one that
pops up. Your team gets points for taking HQs, for defending them,
and for destroying them.

Since this mode takes careful planning and excellent communication,
you may opt for a simpler approach. Split up your team into wingman
groups of two and head to the first headquarters. One team should be
designated to capture the HQ, while the remaining wingman teams
set up a perimeter around the area to ward off the impending attack
on your new base. Once you've successfully defended your base

and a new one is chosen, move toward it. Keep a distance between
teammates and wingman teams. You don’t want a single grenade
blowing you all to kingdom come.




Let's say the enemy captures the new headquarters before you can
get there. Now you've got a problem. Hopefully you still have a
couple of Landlords at your service. Have them fill the HQ building
with frags while everyone else opens fire on it. Make it quick. You
won't have too much time to get in there and destroy it. Once the
initial volley of bullets and frags is done, send in a team to destroy
the HQ. If they fall, send in the next wingman team. Keep this going
until you've destroyed the enemy headquarters. Everyone must pay
close attention to who's going in and when. This is a very effective
and mobile tactic. Divide up your wingman teams as you see fit, but
think of them like drops of water that can come together at any time
to form a sea of death.

You'll have satellite data on all of your battle locations, so you'll

know where the HQs will be located. You can have a sniper or two
grab some high ground and keep an eye on one or two possible HQ
locations. This will give you some advanced notice on enemy locations
to help you time your attacks. Speed is key in this mode. Be sure to
stay light on your feet. Communicate clearly and concisely and as
often as possible. Just don’t hog the mic with idle chatter. You can talk
about your day when you're dead.

SEARCH & DESTROY

Also called S&D, this mode starts off one team with an explosive device
that must be planted at one of two locations on your mini-map. One
team attacks (team that plants the bomb) and the other defends. The
defending team has two plant locations to defend and must consider
that during the match. After three rounds, the teams switch sides to

give the other team a chance at planting the bomb. The default setting
requires a team to score four points in order fo win.

You don't have to plant the package to win a round. You can just kill
everyone on the other feam because there’s no respawn. Or you can
prevent the attacking team from planting the bomb before the time
runs out.

One of the most important things to keep in mind is that you don't
respawn. Once you die, you stay dead, so be cautious and accurate.
This mode can be extremely tactical and may play out in many
different ways. A basic assault kit should do you well, but here are a
few suggestions for custom class setups before we get started.

DEFENDING ATTACKER

PRIMARY WEAPON _
/

NOTES
ATTACHMENT Red Dot

M1911

SPECIAL GRENADE

This CCS is made for defenders who want to go on the offensive. With
this setup, you can push farther forward and place Claymores at the
entrances to plant spots. Use your assault rifle and Red Dot Sight to
pick off incoming enemies with fewer bullets, thanks to your Stopping
Power. And if an enemy gets by you and you just can't get a clear shot
at him, use Deep Impact to lead him a little bit and put ‘em down.

HOMELAND SECURITY

SLoT

PRIMARY WEAPON |M1014
SPECIAL GRENADE

The Homeland Security setup is ideal for camping one of the two plant
locations. Set your Claymores around the plant spot and stay in close
proximity. Use your shotgun fo turn your enemies into an abstract wall
mural, while keeping yourself alive with Juggernaut. If you die, take
out the rest of the crew with Martyrdom.

MaOBILE ASSAULT
sLoT NAME

PRIMARY WEAPON |P90

NOTES/
ATTACHMENT

SIDE ARM |M9

Red Dot

SPECIAL GRENADE | Smoke

PERK 1
PERK 2
PERK 3

| Frag x3
| Double Tap

| Exireme Conditioning

This setup is more for the bomb carrier and his assault party. The
P90 submachine gun keeps you light on your feet. Smoke creates
a distraction or masks your approach. Frag x3... well, what are
frags for2 Double Tap puts more bullets downrange, and Extreme
Conditioning gets you where you're going before the enemy thinks
you'll be there.

STEALTH ASSAULT

PRIMARY WEAPON |M14

e
ATTACHMENT
SPECIAL GRENADE |Smoke .

Bomb Squad . .
UAV Jammer ¥
Dead Silence mi.'ﬂ

NOTES/

Silencer



You're all but invisible when you run with the Stealth Assault setup.
With silencers on both your primary weapon and your side arm,

you don't light up on enemy radar when firing. You have smoke

for distractions or cover, the Bomb Squad perk to watch for enemy
Claymores or C-4 in your path, and UAV Jammer and Dead Silence so
you don't show up on radar sweeps, and no one hears you coming.

We'll start with the assault team that has the bomb. Let’s talk about
two different types of group-based assaults: the mobile assault and

the stealth assault. The mobile assault team should load out with the
mobile assault CCS. This gets everybody to the designated plant spot
much more quickly than without Extreme Conditioning. Since you're all
carrying submachine guns, you're much more mobile as well.

Decide beforehand which plant spot you'll be heading to, and move
as quickly as possible toward it. Don’t wait for each other; just go

as soon as you spawn. Once everyone gets there, have a couple of
players go inside with the bomb carrier to block the entrances (and
set Claymores or C-4 if available) while the carrier plants the bomb.
By now the rest of the team is either in a firefight outside or has set up
camp just outside the plant area.

Once the package has been planted, the plant team should leave at
least one player inside to hard-guard the bomb, while the other two
head outside to assist in the bomb defense. Know in advance which
player will be hard-guarding inside, and if they go down, you can fill
in. Always check your satellite data prior to every match, and note the
distances between the two teams’ spawns and both plant locations.
This will give you a good indication of what you'll be facing en route.

You'll undoubtedly encounter resistance on your way to plant the
bomb, so lead the way with frags, “walking” them around and back
from the plant area. Walking grenades is a great way to make sure
you don’t miss someone because you misjudged their exact distance.
With Frag x3, you can toss one grenade at 10 yards, one at 15, and
one at 20 to make sure everyone within that span eats shrapnel.

The stealth version of this tactic is similar but requires a bit more
patience. Everyone should load out with the Stealth Assault CCS and
slowly make their way toward one of the plant areas. You want fo pick
off enough enemies to call in a UAV. Once you've got someone with a
3-kill streak, call in your UAV and see where most enemies are. Then
take the package with your entire team to the most unguarded base,
and plant the bomb. Since your entire team won’t show up on radar
due to shooting or scanning, the enemy cann rely only on visuals.

Once you've made your way to the unguarded base, pick off any
enemies. Plant the bomb and set up camp. Some players might want
to grab the Claymore x2 or the C-4 and plant them directly on the
bomb to deter enemies, or even delay them long enough to let the
bomb detonate. You can also pop smoke on the bomb itself after you
plant it, or all around the base’s perimeter so that incoming enemies
can't draw a bead on your position with grenades. Defend the bomb
and chalk up a win in your column. This can be a very formidable
tactic if performed correctly. If the enemy team can’t light you up on
radar, their frustration could be enough to help you win.
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These are just a couple of ways you can work as a feam to achieve
success. Again, good communication will be key. Don’t double up on
calling in UAVs; try to walk them one after the other. Wait until the first
player’s UAV runs out, and then call in yours. This method is tough
because you need fo keep an eye on it, but it can be very efficient. Putting
Claymores and C-4 on a planted bomb is a great tactic even for a solo
player, but bear in mind that you don’t respawn in Search & Destroy.

Don't forget about your airstrikes and chopper support. You can use
them in a couple of different ways. You can use an airstrike to clear a
path to the plant spot, or to help create a perimeter around a planted
bomb. Chopper support is best used as a defensive option in this
mode. Wait and call in your chopper support once you've planted the
bomb. The enemy team will never stand a chance.

Oh, hey, enemy team! Here's how you can stand a chance: When
you're on the defending team, split your resources and use good
communication. Split your feam into two squads, and try to have a
2:1 ratio of Defending Attackers to Homeland Security in each squad.
Initially, your Homeland Security guys should set up Claymores in
strafegic spots as quickly as possible, either en route to the bomb
plant spot via the enemy base, directly around the plant spot, or

both. Your Defending Attackers should move up ahead to fend off the
incoming attack. Once everyone’s in place at each plant spot, use
communication and UAV support fo tell each other where the bomb is
being taken. Then maneuver one squad behind the attacking team fo
meet up with your other squad, and sandwich the attacking team. This
is a great tactic, especially if you can call in an airstrike to protect one
of the plant spots.

This tactic can be altered to use some long-range snipers. Have a
couple of players load out with sniper rifles and camp some distance
from each plant spot. You can replace one Defending Attacker in
each squad with a sniper. The snipers should scope in on the plant
spot and wait for the enemy to breach in and start to plant the bomb
before firing. Be mindful that you don't respawn. Snipers should
consider running with the Overkill perk instead of Stopping Power
or Juggernaut, so they can carry an additional primary weapon and
assist in the possible assault of the enemy base.

Add a silencer to both your primary weapons and side arms, and
change your perk two to UAV Jammer. This will enable your team

to remain hidden from scans and noise violations. Chances are, the
enemy team will be looking for who's where on your team to decide
which spot to plant the bomb, so become invisible and pick them off
as they walk right up to you. You don't need to split your team into
squads all the time; hover between the two plant spots and be ready
to move to one or the other at any given moment. This will double
your forces and help you to more easily eliminate the enemy while
remaining invisible on radar. On some maps, smoke makes it easier
to see when enemies are coming. Have all members of your team pop
smoke in a line across the map a bit farther back from the plant areq,
and wait. The smoke will create a wall of white, so your eyes can
focus on any movement.




With the right map, the right combination of weapons, attachments, and perks is lethal. It's a lot to think about, but it'll get your team more points
than the opposition. Don't forget; there are 10 levels of Prestige. Public rooms have some other options, such as Team Obijective, which rotates
between Domination, Headquarters, Sabotage, and Search & Destroy. This is great because it breaks up the monotony of Team Deathmatch
rooms. There are plenty of points to be earned in all modes, so don’t worry about not getting as many points in certain ones.

. . . . . MULTIPLAYER
Team Tactical, for instance, consists of smaller matches and rotates through Team Deathmatch, Domination, Headquarters, Sabotage, and Search COVERAGE

& Destroy. Team Hardcore gets a litfle hairy. Featuring only Team Deathmatch and Search & Destroy, it gives you a limited HUD, turns friendly
fire on, and increases everyone's bullet damage. This is about as close to real life as you can get without making the game unplayable. Try it
and watch the pace of the game slow down to tactical speed. No one wants to die, so be careful!

HARDCORE, OLD SCHOOL, AND CAGE MATCH MODES

Hardcore matches are pretty much one-shot kills and no random grenades, because friendly fire is turned on. It takes good communication
with your team to win in this mode. You can't see your buddies on radar, so make sure they're not standing where you're throwing grenades.

Then there’s Old School mode. OS consists of Free-for-All and Team Deathmatch, and there are no classes. Everyone starts out the same, and you
pick up your weapons and perks throughout the map. Round the corner, and pow, there’s an M4 Carbine! Oh, look, you fell into the Juggernaut
perk! There's nothing like the pace of an Old School match. You can jump higher and have increased health. Oldcore mode? Just like Old
School mode, but with the limited HUD from Team Hardcore mode and extra bullet damage. Get ready for some epic knife fights!

The last mode we'll cover in this section is called Cage Match. Cage Matches are Old School-based, with no classes. All of your weapons and
perks are pickups on the map. Throw your recruits in with each other and see what happens. Two men enter, one man leaves!

Tactical Basics

This section covers everything from teamwork and communication to formations and infiltration techniques. We'll get into sniping tips, flanking,
camping and assaulting tips, and everything in-between.

COMMUNICATION

Communication is key in any team-based online game. Make sure everyone knows what they’re doing, not only beforehand but during matches.
Hook up with your teammates via messaging services like VOIP or instant messaging before you begin a match, and designate who will be
doing what. The last thing you want is a team full of snipers on a close-quarters map. Have some kind of hierarchy and create a chain of
command, if even just for one match. You need to know who to listen to, or else everyone will just get in each other’s way. Consider something
like a bulletin board system to plan upcoming matches or tournaments. There are plenty of free services on the Internet.

So, you've got your external comms down. Now let's talk about in-game communication. No matter what map or mode you're playing, keep
an open line of communication at all times. Be clear, concise, and detailed. Make sure the intel you’re giving can be understood by everyone
on the team. “There are three guys over by mel” is a worthless piece of information. Your teammates don’t know where you are if you don't
tell them, so they can’t come help you. All they know is that there are three guys grouped together somewhere on the map, and that you'll
probably be dead soon.

“I've got three on the east side of the crash site.” This is much better intel. Everyone knows which way is east, and everyone knows where the
crash site is. Now your teammates can eliminate the threat and help you out. Letting your players know that you'll be switching classes is good
intel as well. If you were the only guy carrying Claymores, your team may have been depending on that and now must adapt.

Don't abuse in-game communication. You don’t want to ramble on about the crummy used car you just bought when your buddy is getting killed
across town. Keep the mics free for important in-game issues, like how you just owned that noob...

TEAMWORK

You can't win without teamwork. This includes relaying good intel, like enemy positions or tendencies and who just went down and where, as well
as sticking by your buddies and doing the jobs that need to be done. There are many thankless jobs in video games, and we've all done them
before. You can’t expect o keep a base or a flag if you don’t defend it. Sometimes you'll have to sit and wait, and that kind of teamwork is just
as important as sticking with your buddy. You need to work as a team and do whatever job the team needs you to do. It might mean camping a
domination flag. It might mean rushing out to be a distraction. If your efforts help your team win, you're holding up your end of the bargain.

Don't always worry about how many kills you get. Someone else might kill twice as many enemies as you did, but you could end up with more
points. It's all about meeting the objectives. Granted, some objectives only consist of killing people, but that takes teamwork too. You're not a
one-man band. You'll need the help of your team on most occasions.
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Work with your teammates to come up with a good range of perks. You
may not need fo have three guys with Claymores or RPGs. It's a good idea
to have a couple of people specializing in certain tasks for redundancy.
You'll have to swallow your pride from time fo time and be the flash
grenade guy or the smoke guy, but it's all for the good of the team.

Working in groups will increase your chances of winning firefights
against groups smaller than your own. Make sure everyone is paying
attention to the task at hand and focused on the primary objective,
whatever it may be. If you have a three-man squad that has a
wingman team pinned down, organize a breach and finish them off.
You don’t want to go in one at a time. Two players can lock down a
building pretty well, and unless you storm in with more targets than
they can acquire, you'll be target practice.

SQUADWORK

A squad is a small group of players working as a team within a team.
If you're in a 12-player room and have six players per side, you can
create two squads of three, three squads of two (wingman teams), or
uneven squads like a fourman squad and a wingman team. You'll

have to decide how to divide your team based on the mode and map.

Two three-man squads work great for everything from Team
Deathmatch to Search & Destroy and Domination. For instance, in a
Domination match, you can send one squad out to take and defend
the first flag, while the other squad heads out to capture and defend
the central or enemy flag. This will give you a solid force at two flag
locations, forcing the enemy to come at you with more players than
they may want to.

How about three wingman teams on Headquarters matches? While
one feam makes for the initial HQ, the other two teams can circle
around the back of the map and come up behind the enemy. Keeping
three teams mobile on a map like Headquarters will maximize the
chance of your team being closer to one of the randomly selected
headquarters than the enemy.

Sometimes you only need a little bit of help, so calling in just one
wingman team is a great solution. This leaves the third wingman team
free to go about their business.

Search & Destroy matches can benefit from a fourman squad and

a wingman team. Set it up like this: Send out your wingman team

to smoke their way to one bomb-plant area and make noise. Have
them load out with LMGs or grenades, Bandolier perks, you name

it, but have them make as much noise as possible. At the same time,
the bomb carrier is in the squad of four. This “fantastic four” should
smoke their way to the other plant area simultaneously, but run silent
(UAV Jammers and silencers recommended). The squad of four will
provide additional protection to the bomb carrier, and if needed, the
distraction wingman team can assist. Hopefully the enemy will fall for
your distraction af least once.

Remember that squads are just smaller parts of the big machine. They
should come together whenever necessary o overcome any situations
that a single squad can’t handle. Flow like water in and out of
formations and duties whenever needed. Every squad makeup has its
own advantages; you just need to do your research beforehand and
decide which configuration will best benefit your team.

SNIPING

Hold your breath and be patient. On some maps, selecting a sniper
rifle as your primary weapon will give you a good uniform like the
ghillie suit, but you'll want to use some additional items when setting
out to snipe.

One big perk is Claymore x2. When you're sniping, it's usually from
an area where you can’t see everything coming toward you. Whether
you're on a roof or a grassy hill, someone will find a way around

you. Set up your Claymores in places like the tops of ladders if you're
sniping from the rooftops, or the entrances to a room if you're shooting
out a window. Place them far enough apart that one grenade doesn't
set them all off.

The Bomb Squad perk is another fun addition to a sniper’s arsenal.
Once you get set up in your perch, scan the area for enemy explosives
and snipe them to pieces. Combine this with the Deep Impact perk to
dispose of any unwanted explosive materials behind cover.

Another great perk for a sniper is Overkill. This allows you to carry
two primary weapons. Use this when you want to snipe for a while,
and then hit the ground running with your assault rifle to help the team
in some building-to-building fighting.



Snipers can also greatly benefit from the UAV Jammer. Don’t you hate
when you find that awesome spot, but then the enemy calls in a UAV
and you're caught in a volley of grenades? Use the UAV Jammer to
hide from enemy radar scans.

Of course, we can't leave out the good ol’ Iron Lung perk. This lets
you hold your breath for longer periods of time when sniping. This is a
great perk after a few cups of coffee.

Your perks should be based on the map and the style of sniper you feel
like being: stealthy, mobile, patient, etc. Be patient and aware at all
times. Sometimes you'll sit and wait for what seems like forever, but then
you see your target and pow, right in the kisser.

When you find a good spot that the enemy seems to be frequenting,
take notes. Watch where they enter and leave, watch how fast they
run through, and check where their heads are when they’re running
through your scope. Line up your crosshairs with something in the
background, so the next time they come through, you can put your
crosshairs on their level and wait for them.

Sniping is a bit of an artform, so practice and be patient. Sometimes a
sniper needs to wait for that one headshot, but sometimes even a shot
in the leg will slow down an enemy enough for your ground-pounding

buddies to finish him off.
GROUND-POUNDING

Ground-pounding, or running-and-gunning, is key to success in Call
of Duty 4: Modern Warfare. Whether your team is running solo, as a
mob, or split up into squads, each member must be proficient in the
ground war.

The most efficient ground warriors know their surroundings, their
limitations, and their enemy. Learn your surroundings and study your
satellite maps of the area. Scout the area, and find out if you'll be
fighting in close-quarters combat or from building to building. This
will help you plan your loadout before entering. Don't select a sniper
rifle and Claymores if you expect to be running from building to
building, because they won't do you much good. Instead, choose

an assault rifle, shotgun, submachine gun, or even an LMG. Each of
these weapons excels in different areas and for different reasons, so
be sure you know your role and your location before choosing the
best weapon for the job. Submachine guns and shotguns are ideal for
close-quarters battles, while LMGs and assault rifles are better suited to
open incursions where you may need to take out a few enemies from
medium range.

Sniper classes are not out of the question. Sometimes you need them on
your team. Just be sure they run with the Overkill perk and can carry a
second primary weapon, like an assault rifle or submachine gun.

Almost all of the available perks work great for ground-pounders, but
maximize your efficiency by choosing the right combinations of perks
and weapons. The Frag x3 perk is a great choice for run-and-gunners.
Save these for when you know someone’s camping in a building and
you want o blow them out, or heave them in a walking spread to push
back an enemy advance.

Consider the Bandolier perk as well. This will give you additional
magazines for all of your weapons. Being on the ground, you don’t
want fo run out of ammo, especially if you get pinned down and need
to shoot your way out.

In the second set of perks, you'll have to make some tough decisions.
Stopping Power is better suited to medium-range shooters, to maximize
the one-pop shots they take from time to time. It also helps finish off
enemies in CQC situations faster than normal, and it conserves ammo.
Juggernaut helps keep you dlive longer than the enemy. Sleight of Hand
minimizes the time you spend reloading, which is key in firefights.
Double Tap increases the fire rate of your weapon, and that's always

a good thing. If you decide to run with Frag x3, consider carrying the
Sonic Boom perk from set two as well. This increases the explosive
damage of your grenades. Since most ground-pounders are looking for

kills, try Extreme Conditioning from perk set three to get you from kill to
kil faster, or Last Stand or Martyrdom.
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We know how you run-and-gunners hate to die without taking
someone with you. For you Captain Solos out there, your best chance
at killing the most enemies is to be smart and know your map. Study
the satellite data provided in this document to locate hot spots and
areas of engagement. You also need to practice. It's the only way

to really learn the dynamics of each map. Find out where enemies
like to go, how they get there, what they do when they get there,
whether they snipe, hide behind the couch, go prone, etc. All of this
intel will help you eliminate them more quickly. Play smart and come
around behind them. Toss grenades into their camp when they’re not
expecting it. Light them up on UAV sweeps and see where everyone's
hiding out or moving. The more you know, the less they’ll like it.

MANEUVERS

The following section discusses how fo position yourself against the
enemy to create an ambush, flank, assault and camp, and more.
Consider everything, from the mode, to the map, to how many players
you have at your disposal.

Let's look at how to set up an ambush. The ideal situation is to set up
somewhere close to where you begin, so you have time fo coordinate
your team. Look at your satellite data and find the best place to set
up. Look for chokepoints (areas where there’s nowhere else to go but
through that point), which are usually streets or buildings, but can be
something like a field. You can force the enemy into chokepoints by
herding them with explosives and gunfire.

Let's assume you have two chokepoints to cover. You know the enemy
will be advancing through at least one of these points, if not both. Split
up your feam as necessary to cover each chokepoint. Place a long-
range rifleman at each one to get the drop on the enemy advance. Set
up Claymores, C-4, or even a light machine gunner lying prone under
cover to seal up the chokepoint.

One of the keys to setting up a successful ambush is timing. Wait
until the enemy thinks they’ve broken through the chokepoint, and
then assault them from every side all at once. Another advantage for
your ambush team is to combine the UAV Jammer perk with primary
weapon silencers. Your whole team will be invisible. The enemies
won't know where you are, and if they come in one at a time, they'll
never know where the kill shots are coming from. Remember that
patience is important.

Flanking is a huge part of Call of Duty 4: Modern Warfare. Most
battles take place head-on in the center of the map. You could just run
right into the fray, but the smart, opportunistic player looks for ways to
stay alive the longest and eliminate the most enemies while achieving
objectives. There’s almost always a way to get behind your enemy
and surprise him with a humiliating knife in the back. Refer to your
satellite data and look for ways to navigate through any particular
map. Check for building hops, like windows, doors, stairs, etc., that
allow you to move from building to building without having to expose
yourself in the open. Have your knife ready to cut your way through,
because you may encounter an enemy sniping or camping one of the
buildings you're trying to traverse.

Once you've successfully navigated your way through the buildings,
make your way behind the enemy and go silent. Use your knife, Dead
Silence, or UAV Jammer to become the invisible hand of death. Also, look
for alternate ways around the main confrontation areas, such as behind
buildings, through trenches, bouncing from cover to cover, and especially
underground tunnels and even some rooftops. These will all be located on
your satellite pics, so take some time to really look af them.

Sometimes you need your entire team to successfully pull off a flanking
maneuver. Try sending one player around the left side to flank, while
another player moves around the right flank. The remainder of your
team should cause a ruckus in the center of the engagement area with
smoke and grenades. LMGs are good for this, and the Frag x3 perk
as well. If your flankers are running with silencers and UAV Jammers,
and your main team is making enough noise to wake the dead, your
flank team can thin the herd for the rest of your team.

CAMPING

You either love camping or you hate it. Either way, it's part of online
life. Learn to do it right, and then decide when and where to use it.
You may think it's silly to camp in a Team Deathmatch game. It's not.
You can frustrate your enemy into doing stupid things, and it's a great
way to build camaraderie among your teammates.

First, find a good place to camp out. Look for buildings or areas that
have the fewest number of entrances. Chances are, you'll have to cover
at least two entrances. Always scout the area for windows that enemies
can lob grenades through, or holdouts that are made of plywood. The
enemy can shoot through plywood, so don't hide behind it.

Once you have a nice little hideout, split up your team to cover all
the entrances. Make sure you put your backs to the walls and your
fronts to the entrances. If you have enough manpower, try to set up
redundant crossfire on the entrances. Think of an upside-down V, in
which you and your buddy are the two ends and the entrance is the
point. Both of you should be firing at the entrance. Depending on
which weapons you have, you may need to alternate fire.

If you know you have to hold off the other team for a certain amount
of time, have one of your crossfire team members fire off his whole
clip at the entrance. Then you fire off yours. Keep alternating in this
fashion. With a steady stream of lead coming out of that entrance, no
one is going to come in.

Watch for grenades, and be ready to relocate or fall back. If you're in
a three-story building and your firstfloor team is getting overwhelmed,
have them fall back, or in this case, fall up. Don't forget to use things
like C-4 and Claymores. Put them just outside entrances, or just inside,
as long as they won't blow up you and your buddies.

While your firstfloor team is holding off the enemy, have your upperlevel
players peek out the windows or balconies and pick off any enemies who
aren't looking up. Drop grenades on them for fun, but be careful that they
don’t accidentally bounce back into your firstfloor team.

Watch and learn. You've had enemies camp on you before, and you
probably didn't like it. That's because it worked. Take notes on what
they did right, and work that into your own camping tactics.



FORMATIONS AND ASSIGNED POSITIONS

While formations and positions are used frequently in real-life military
situations, they’re not normally used in online gaming. But they can be
a great tool in your box. When you're running in squads, you don't
want to run in a straight line and give enemy snipers an easy target.
Practice advancing in a wedge formation. Imagine a V, with the point
of it being the tip of your assault spear. While moving, your point man
can clear the way ahead, while the two players on either side of him
can get a wider field of vision and clear a much wider path in front of
your squad.

There are many different formations you can experiment with, and
the best configuration will depend on your ferrain and number of
available players. Remember to always keep your spacing so that a
single grenade won't eliminate your entire team.

Assigned positions are more for sports than video games, right2
Nope! You can make them work to your advantage. Think of a
hockey or soccer team. You've got a forward line, middle linemen,
and defensemen, and all of these positions work together to win the
game. Depending on the number of players on your side, try to divide
everyone up info positions based on their strengths. If someone’s good
at camping, put them on defense. If someone’s good at assaulting, put
them on offense. If you've got a six-man team, put three players on
offense (forwards), two players on defense (middle linemen), and one
guy as a fullon defenseman. The forwards should set up as a right
wing, a left wing, and a center. Their job is to move forward as a line
and assault the enemy. The middle linemen should adjust constantly
based on what the forwards are doing. If one of the forwards falls,
bring up a middle lineman to fill that spot until the fallen forward

can respawn and come back. The middle line should move up to
assist when needed, or move back to help defend, but should always
position themselves between the forward line and defensive line. Your
defensive line must tell you if they need help at any time, so your
middle linemen can fall back to help. Communication is a must when
playing positions, so that you can tell your team you've lost someone
on your forward line and need a replacement.

Positions can be a formidable force because they're wave-based.
Once your forward line pushes up far enough, your middle line can
push up as well, including your defensive line. Now you've got your
whole team pinning down the enemy in their base, and that’s not fun
for them. Experiment with different numbers of players on each line,
and see what works best for you on different maps.

INFILTRATION

Of course, you can infilirate an area via stealth tactics and perk
combinations, such as UAV Jammers and silenced weaponry, but let's
get info factical breaching of buildings and similar areas.

Let's say the enemy has taken up residence in a three-story building.
You know they'll have people watching out any available windows
and on the rooftop, so you have to watch all of these areas when
you're getting ready to breach. First you'll need some flash, smoke, or
stun grenades, so consider the Special Grenade x3 perk. Additional
items to bring along include a grenade launcher, Frag x3, Deep
Impact, and even Martyrdom. All of these things will aid you in getting
into the building and taking it over.

©BradyGAMES

Stack up your team just outside the building, but clear of any firing
lines. Be wary of enemies in windows dropping explosives on your
head or jumping off the roof and coming around behind you. If you
find @ mass of enemies on a roof and you just can’t get a good shot or
get your grenades up there, call in an airstrike.

Once you're stacked up, someone pop flash, and have a buddy follow
it up with a stun grenade. If you hit someone with a stun grenade,
your crosshairs will change from a + to an x, letting you know they've
been stunned. This is a very handy tip when breaching. If you don’t
see that x, toss another stun. When you've deployed both flash and
stun grenades, move into the building in teams of two, but stagger
them. Don't run in one after the other, or you could be taken out by
Claymores or a steady stream of LMG fire. Nobody wants that.

Okay, that's the tactical, practical approach. What would Rambo do?
He'd just run in there with a knife and a snarl! But you're not Rambo.
Sorry. Try grabbing the Deep Impact perk and a SAW LMG. Grab
your Frag x3 or RPG-7 x2 and Sonic Boom, and just unload on the
building until you think it's full of dead people. When you're tossing
grenades in there, line up your foss and try to bank it off windowsills,
ceilings, and doorjambs. If you practice and get good at it, people
will think you're cheating.

So you basically have two ways of getting into a building: the tactical
blind-and-rush way, or the “blow it all to hell and see who's left” way.
Both are effective if done correctly. Good luck, and remember that
once you've evicted the building’s tenants, you're free to move in!

@ SEA SNIPER TIP

Never stay in one spot for too long. If you kill someone, you
should almost always relocate. They'll know your position when
the screen cuts to the kill cam.

MULTIPLAYER
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AMBUSH

U.S. Forces vs. OpFor. This is an urban desert town
divided horizontally by a main road, on which a convoy
has been destroyed. The northern side is a shanty town,
while the south side is constructed of sturdy materials and
offers more stable cover. There are two drainage pipes

running under the main road that run south to north.

These loadouts will help you remain unseen, cover your
advance or refreat, watch your back, and get where
you're going quickly. For the more mobile players, choose
the Basic Assault setup. You'll have plenty of speed to sprint
across the road, smoke to distract or cover your movement,
the UAV blocker perk so the enemy can't see you on radar,
and 3 frags to help evict tenants from buildings.

The Stop and Snipe custom class setup is more for the
semi-mobile sniper who likes fo hang out for a while and
snipe before relocating. By selecting the Overkill perk, you
can carry an additional primary, so choose an assault
rifle. Bring Claymores fo watch your back while you snipe
from the rooftops, and use Smoke and your Extreme

Conditioning perk to get to a new position.

ss/perk
or team tactics as
hem to keep the

SUGGESTED LOADOUTS

| ‘_

BASIC ASSAULT

SLoT

NAME

PRIMARY WEAPON

636¢

NOTES/
ATTACHMENT

ACOG Scope

SIDE ARM

M1911

SPECIAL GRENADE

Smoke

PERK 1

Frag x3

PERK 2

UAV Jammer

PERK 3

sSTAaP AN
sLor

Extreme Conditioning

NAME

PRIMARY WEAPON

636c

SECONDARY
WEAPON

Barrett .50 cal

SIDE ARM

M9

SPECIAL GRENADE

Smoke

PERK 1

Claymore x2

PERK 2

Overkill

PERK 3

Exireme Conditioning
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TIPS & LOCATIONS

The main road is where most of the action takes place, so use the
two underground tunnels just north and south of it. These are great
places to plant Claymores as well. Set up a crossfire by putting
one player at each end of the main road, on the east and west
ends, and on opposite sides of the disabled vehicles. If they can
find some good cover, they should be able to help thin the herd.
The tunnels are also good places to plant C-4. Set some at the exits
of the tunnels on your team'’s side and watch them from a rooftop.
The stranded tanks on the main road can also offer cover. Try lying
down on the front of one of the tanks while picking off enemies
with an assault rifle and an ACOG scope. But be careful, because
the fire on the tanks is lethal.

Getting across the road can be tricky. Try using smoke to
either distract the enemy or mask your advance. Use Extreme
Conditioning to sprint all the way across and get to safety.

The rooftops throughout the map offer you some great vantage
points from which to shoot. Plant your Claymores at the tops of the
ladders or stairs to the roofs, in case the enemy tries to sneak up
from behind and knife you. Remember to keep your knife handy
when you're maneuvering through the buildings and alleyways
on either side of the road. You never know when you'll round the
corner and bump info an enemy. You'll find many craters in the
ground from mortars. Use them as cover when nothing else is
available, or use them to hide in plain sight with a UAV Jammer
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and a silencer. Enemies will run right past you if you conceal
yourself correctly and don’t move.

Grenade launchers are a good choice on this map, because you
may not be able to throw your grenades as far as you can launch
them. Use the grenade launcher to fire precision shots that might
not be possible with hand grenades. Throw in the Sonic Boom

perk to maximize explosive damage. If you don't take the grenade
launcher attachment, you can take Frag x3 and carry three
grenades. Take the Sonic Boom perk for your second selection, and
use your grenades to clear a path wherever you need to go. Walk
them back or throw them in an arc from left fo right fo clear out an
entire area in one volley.

MULTIPLAYER
OVERAGE

Since this is a fairly open map, let your snipers or long-range
riflemen pick off enough enemies to call in a UAV before making
your way into battle. This is especially helpful on a map of this
nature, because there are so many places to hide and maneuver.
Airstrikes work well on this map, as do chopper support calls.
Make good use of them, and remember not to double up on your
UAV sweeps.
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TEAM TACTICS

There are many ways to win on this map. There are three main
routes across the road fo engage the enemy. Let's assume you're
running a six-man team. Break up your team into three squads

of two (wingman teams) and send them all across the road
simultaneously, under cover of either frags or smoke. Once your
teams get across the road, they should all proceed along the same
routes they took to get across, clearing every building and area
along the way. All teams should make their way to the back of the
map (enemy spawn) and regroup to work back through the map in
a single unit. While clearing rooms, buildings, and alleys, maintain
good communication with the other wingman teams, and call them

over for support if needed. You can effectively push the enemy out

of their side of the map if you do it right.

Once your teams have regrouped, go back the way you came,

but choose a side and circle the map. Keep your backs to the outer
edges of the map. Maneuver throughout the map, maintaining decent
spacing so grenades don't take out more than one player.

Teams can also set up camp in a fortifiable area. You can back into
an area such as the Ruins or the Lot, and seal off the chokepoints
to those locations. Have your camp team use the UAV Jammer perk
and put silencers on all primary weapons and side arms. This will
render you invisible on radar and allow you to get off a few more
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shots before the enemy realizes where you are. If you're camping
the Ruins, you may even send one player up fo the building just
south of Ruins to operate the mounted machine gun on the south-
facing wall. This will certainly delay the enemy’s advance. Set up
Claymores at all chokepoints, and seal off the area. Let some of
your snipers or long-range riflemen pick off incoming enemies from
the rooffop or windows.

The all-stealth assault works great if you can get everyone to load
up with UAV Jammers and silencers. Split into two squads of equal
numbers, and smoke the west and east routes on the main road
simultaneously. Let the smoke billow up a bit and make your way
across. Meet each other at the back of the map, clearing the way
as you go. Then regroup and head back through the middle of the
map. Make for the tunnels. Always be ready to knife someone who

-

©BradyGAMES

comes up on you too quick. Clear the tunnels and comb the other
side of the map before making your way back where you started
and repeating the process.

A great way to switch up this assault is to run it once the same
way, but then on the next round, pop the smokes in the same
places simultaneously, but run as a single unit and circle the map.
Continue to rotate through different ways of getting across the road
and eliminating the enemy on their turf. Another tactic is to have
everyone pop smoke on both sides of the road, and then one at
each end of each tunnel entrance. Move through the tunnels quickly
and you should still be able to exit under cover of smoke. You'll
have to do this in a very coordinated manner, so everyone knows
where they need to throw their smoke.

MULTIPLAYER
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U.S. Forces vs. OpFor. This urban desert setting contains
many two-story buildings, including the hotly contested
Construction Zone. A lot of fighting takes place just in front
of it, especially down the north/south streets on either side.
There's p|enty of cover here, but you'|| need a buddy to
watch your back.

These are basic suggestions for ground-pounders and
snipers. The Basic Assault CCS is great for tooling around
and infiltrating enemy strongholds. This custom class setup
enables you to quickly acquire targets on the run with the
Red Dot Sight, and still lets you fire from the hip with good
accuracy from the AK. Use the additional frags fo clear out
those pesky squirrels hiding in your affic, and if they bite you
to death even with your extra health, Martyrdom will finish

the job (or at least aid the next gang that tries to come in).

The Sniper class is designed for sniping from the high-
ground rooftop of the Construction Zone. Use your .50 cal
to pick off counter-snipers and stop the enemy advance
on the roads. Set up your Claymores on any ladders and
stairs leading up to your position. Use the UAV Jammer

to conceal your position, and the Iron Lung to steady your

hand for longer periods of time.

SUGGESTED LOADOUTS

BASIC ASSAULT

SLoT

NAME

PRIMARY WEAPON

AK-47

NOTES/
ATTACHMENT

Red Dot

SIDE ARM

M1911

SPECIAL GRENADE

Stun

PERK 1

Frag x3

PERK 2

Juggernaut

PERK 3

SNIPER

Martyrdom

NAME

PRIMARY WEAPON

Barrett..50 cal

SIDE ARM

M1911

NOTES/
ATTACHMENT

Silencer

SPECIAL GRENADE

Smoke

PERK 1

Claymore x2

PERK 2

UAV Jammer

PERK 3

] -
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Iron Lung
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TIPS & LOCATIONS

Use the rooftops to your advantage. There are several buildings
that only offer two-story levels or balconies from which to shoot
down on your enemy. These are great spots, but use them sparingly
because you'll stand out before too long. There's a lot of cover

™ on this map, so consider ghosting (UAV Jammers and silencers).
There are plenty of places to hide even out in the open, such as
cerfain tall grass patches and various other nooks. The two roads
in the center of the map, the east and west roads that run north and
south, are where most action develops, but try to get a UAV up as
quickly as possible. There are so many avenues of approach on
this level, and it's easy to lose someone in the alleys and buildings.

Since this map is chock full of rubble, walls, buildings, cars, efc.,
use motion fo defect enemies when UAVs are unavailable. Wait for
someone to move before you decide which way you're going to
head. Think about using the Eavesdrop perk on this map, because
you'll be in fairly close quarters and might hear something useful
that you can relay to your team. Try setting up in the Garage in the
center of the map, where you'll have a great vantage point on most
of the map. Be wary of snipers while you're up there. Don't forget
to use Martyrdom on this map from time to time, because there

are many things fo get hung up on while you're trying to run away
from the clink, clink, c<link...
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When playing Domination on this map, note that the Construction
Zone offers a great view of the B flag. You can camp the C flag
fairly well from inside the building at the parking lot, but most
players will immediately look for enemies there. Try waiting for
enemies to come in and retake the C flag, and then detonate
your C-4. The B flag area in the center of the map just west of

the garage can be guarded by one player in each building west
and east of it. You can access the second stories of both of those
buildings, making it more difficult for the enemy to see you and
eliminate you.

©BradyGAMES

In Headquarters, take note of the Café, the Construction Zone, the
Highground Rooftop, and the Apartments, and keep teams close
to those points when possible. It may be more beneficial to let the
enemy capture an HQ and then destroy it, as opposed to losing
too many players trying to capture it yourself. Remember that your
camouflage, on both your body and your weapon, will make a big
difference. Be sure to use flanking maneuvers as often as needed,
and fry to bounce from cover fo cover to avoid the mass carnage
on the main roads connecting the high ground rooftop to the
Construction Zone.
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TEAM TACTICS

A solid plan here is o set up at least two snipers with UAV Jammers
or Overkill in case they need to help you out on the ground. While
your two snipers get set up on the Construction Zone, Highground
Rooftop or Garage, Café, efc., make sure they set Claymores to
waitch their backs (the rest of your team will be on the ground,
assaulting either the Construction Zone or the Highground Rooftop).
By the time you get the ground team up fo the Construction Zone,
hopefully you'll have racked up enough kills to call in a UAV.
Find out what the enemy is doing before you decide what to do.

= If they're holed up in the Construction Zone, use your grenade
launchers or frags to take control of it. Use stun grenades and
Juggernaut or Martyrdom to assist.

Split into two squads of three (assuming you're running a six-person

team), and use similar factics as those described for Ambush.
Smoke both sides of the road to mask your numbers and direction.
Take one squad up each side and commandeer the building of
your choice. The next round, switch it up on your enemies by
popping smoke on both sides again but running up one side as a
single unit. Be sure someone brings grenades, and blast your way
through fo your destination if necessary. The Construction Zone is
fairly easy to camp if you have a few players in there, so lock it
down once you've gained control. Set up Claymores on the bottom
level, and then sit up top and snipe.

Ultimately, you want to kill everyone else as many fimes as
possible, right? Try splitting up info wingman teams and take over
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a few of the smaller buildings in and around the Garage in the
center. Try to control the Garage, the Café, and the Highground
Rooftop or the Construction Zone to keep a good eye on things.
Have a long-range rifleman and a defender on each team. While
the rifleman picks off enemies from up high, his wingman can cover
his back. This is a great way to cover a larger portion of the map,
but it will be difficult for all teams to commandeer their buildings. If
you can get only two of your three teams into buildings, either split
up your third team or bring one team over to the heaviest action.

Try splitting up your team again into two squads, but this time
divide them into four and two. Send the team of two up one of the
main roads to make some noise and draw the enemy’s attention,

©BradyGAMES

while the squad of four moves off to the right to take the Garage.
Once your team of four is set, have the other team call them in
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