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DISCHARGING YOUR WEAPON
Call of Duty: Ghosfs is called a first-person shooter for a reason: most of the action takes place from the protagonist's perspective while firing a weapon. There are tvuo

differentways you can fire yourweapon:
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THE INTERACT BUTTON
Throughout the game, one of the most useful buttons is the lnteract button. You can

use this button to complete a vflriety of actions, including hacking computers, cutting

a hole in glass, or settlng an explosive.

Whenever you see a yellow glowing object, this usually means you must hit the

hteract button to advance the story. lfyou aren't sure whatto do next, try checking

your 0bjectives in the Pause menu and looking around for a glowing object.

STANCES
ln the field, there are three stances a player can adopt standing, crouching, or

prone. You can cycle through these stances by using the Jump and Crouch buttons

(on PC, there is an additional Prone button that takes you straight t0 that position).

Crouching and prone both increase your firing accuracy, butthey restrict how

quickly you can move. Crouched players move at about half speed, and prone

players move along at a crawl.

Additionally, you need room in the surrounding environmentto go prone. lfthe game

tells you that you can't go prone where you are standing, that means you should find

a more 0pen area.

Besides making your shots more accurate, going prone and crouching also makes

you harder to hit. Whenever you take some damage, you should go prone behind

cover to regenerate your health before returning to battle.

MELEE
There are two uses for melee attacks. lf an enemy accidentally gets too close to you,

the quickestwayto down him isto use a melee attack. Melee attacks are always

one-hit kills.

Melee attacks are also silent kills, so there are a few stealth sequences in the game

where you can use your knife to execute a perfectly silent kill.

Be aware that if you melee an enemy while in view of other opponents, it opens you

to attackfor as long asthe melee animation is playing. As such, it's a good idea to

avoid melee attacks outside of emergencies or stealth scenarios.

GRENADES
fhe Call of Duty:Ghosls campaign has two kinds of grenades: Tactical and Frag.

Tactical grenades include Flashbangs, Tear Gas, and Smoke Bombs that you can

use to stun your enemies or provide cover. These are particularly useful against

adversaries behind cover, as these grenades let you advance on your foes, or pick

them off when they come stumbling out.

Frag grenades are explosive grenades that can kill an enemy outright. They are also

useful forforcing an opponent outfrom cover. Enemies in Call of Duty: Ghosts are

smaG and they won't just stand on top of a ticking grenade. lnstead, they run in an

attempt to find different cover. This gives you an opportunity to pick them off safely.

Additionally, Frag grenades can be "cooked." To cook a grenade, hold down the

Frag Grenade button" A red set of dots appears in the middle of the screen. This is a

counter for your grenade, and when the four red dots fill up, the grenade detonates.

Cook the grenade until there are three red dots, then release it to have a better

chance of killing an enemy outright with the explosive.

lf an enemythrows a grenade atyou, an indicator on-screen illustrates in which

directionthegrenadeisrolling. Whenyouseethisindicator,youhavehryochoices:

run, or throw it back.

lf you think you have enough time to throw a grenade back, run toward the grenade.

When you are close enough, you will see a grenade throwback indicator. press the

Frag Grenade button to toss it back at the enemy.

TAKING STOCK - YOUR INVENTORY
ln the single-player campaign, you can always carry hir/o weapons. The Switch

Weapons button allows you to toggle behn/een your h^/o active weapons. When you

first pull a weapon out, its name appears on the bottom-.right cornei ofthe screen.

The weapon's current clip level and the ammo stock you have for the weapon are

displayed next to the name.

Just above the weapon ammunition indicator

is your grenade count. You can see both your

Tactical and Frag grenade supply. There's also an

indicator that shows your current stance in the

same area.

After you kill an enemy, they drop the weapon they were holding. You can pick up

the weapon by walking over to it and pressing the lnteract button.
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BREACHING

When your team l<nows there's a large group of enemies on the other side of a door, they usually set up a Breach. When a Breach is set, your character must either place a

charge w th the lnteract buttbn, or move toward a door. When the Breach blows, the game enters slow motion.

While in slow motion, you need to ta <e down any enemies you see before tlrey start firing at y0u and y0ur team. lf you miss a shot, you may get killed instantly.
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It's very impofant t0 make sure y0ur wea pon is reloaded before you siart a Breach. Additionally, use a lightweight weapon s0 that you can enter ADS quicker and start firing

accurately ai your foes.

TACTICAL
EOUIPMENT
ln several levels in the campaign,

you gain access t0 special Tactical

equipment that you can use to activate

a laptop, detonate an explosive, or even

take the conlrols of your air support.

Each type of Tactical equipment

operates differently. Luckily, there are

in-game tutorials whenever you operate

eq uip me nt f o r the first time. Ad d itiona lly,

this guide provides specific hints on the

best way to utilize the equipment in the

campaign walkthrough.



MEDIC! TAKING DAMAGE

Even the best Call of Duty players are going to get shot once in a while. Unlike real

life, ifyou are shot in the game,lt has no lasting repercussions. Even on the hardest

difficulry you can still take two or three shots before getting killed.

When you are shot, your screen becomes bloodied. However, you start regenerating

health shorlly, as long as you are not hit again by another bullet. Ifyou are shottoo

many times, your character dies, and you must restartfrom the last automatically

saved checkpoint.

ln addition to your health indicator, you also see a bloody smear whenever you are

shot in the game. This smear indicates the direction you were shot from, making it

easlerto find where an opponent is targeting you. Learn to interpretthese smears,

and quickly react byturning toward your enemy. Even blind firing in their direction

may force them into cover.

CHECKPOINTS
The game automatically saves your progress whenever you clear a significant

hurdle in the single-player campaign.

lf you quit the game and then come back to play later, be sure to hit "Resume

Game." lfyouselectthelastmissionplayedwiththeChapterselectoption,youlose

your checkpoint progress and must startthe chapter from the beginning.

The game also features a "Last Checkpoint" option in the Pause menu. Use this to

immediately restartfrom the last saved checkpoint. This is useful ifyou are going for

a particularly hard Achievement, or if you missed something and wantto try again.
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There are four game difficulties in all Call of Duty games. The harder the game is, the

more accurate and deadly your enemies are. Additionally, you can take less damaqe

before dying, and some of the mini-games are more difficult.
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lf you find a difficulty to be too hard, you can lower it in the Pause menu at any time.

For this reason, you should challenge yourself with the hardest difficulty you think

you're up to. lf you get too f rustrated, you can always lower it later.
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This guide covers strategy for dozens of specific scenarios in the campaign

walkthrough. However, you should utilize the following advice throughout the

campaign in every firefight. lt can help you succeed in even the most difficult

combat scenarios.

USE COVER
Always, always, always find cover when engaging enemies. Use crouch and prone

stances to get behind short cover, or lean outfrom the side while standing in large

cover. Cover can be blown-out cars, rubble, or concrete barriers. Whatever it is, it's

better than standing out in the open.
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WEAPON
PENETRATION

0ne warning about cover: wdod and

thin metal won't stop bullets. Your

enemies rarely take advantage of this

fact, but you should capitalize on it.

Whenever an adversarytakes cover

behind a flimsy item, just shoot them

directly through the cover. Provided

you have a powerful enough weapon

(light machine guns or assault rifles

both have good penetration), you can

kill them even from behind cover.

WATCH
YOUR AMMO

The sound of a dry-click on your

current ammo clip can spell out a quick

death. As such, it's always a good idea

to keep an eye on your ammo level.

Eventually, you'll be able to keep track

of how much ammo you have left in

your clip by memorization.

Whenever you are at less than half a

clip, think about reloading. Look for

some safe cover and a good opening

before you start the reload. Depending

on the weapon, reloading can take

q uite a bit of time.

STAY CROUCHED IN COMBAT
Crouching doesn't restrict y0ur movement too much in combat, but it dramatically

increases your accuracy and ability to avoid incoming fire from cover. lt's good to get

into a habit of always crouching when you enter combat.

FIRE IN BURSTS
Just because a weapon is fully automatic does not mean you should just hold down

the trigger when attacking an enemy. Firing in bursts extends the time between

reload and also increases your accuracy, making your shots more deadly.

GO FOR CRITICAL SHOTS
Always aim for the upper half of your enemies' bodies. Headshots are best, but

they can be difficultto nail in combat. lnstead,justfocus on hitting your opponents'

torsos. Adversaries who are hit above the belttake significantly more damage and

go down fast,

COOK YOUR GRENADES!

To actually score a kill on an enemy with a grenade, it's imperative that you cook

your Frag grenades before you toss them. Your challengers are good at evading a

tossed grenade, so don't give them the opportunity. Try to time your cooks so that the

grenade explodes exactly when it hits the ground.

SUBTITLES
Consider turning in-game subtitles on in the'0ptions rnenu. This ban help you hear

your teammates' instructions in the middle of a heated firefight.
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There are several classes ofwbaponry in Call ofDuty: Ghosts Everyone has a favoriteweapon, butinthe campalgn,theweaponsyou can use are limited bywhats
available. As such, it's a good idea to familiarize yourself with the strengths and weakness of all the weapon classes,

HANDGUNS

Handguns are generally not as effective as the other

weapon types. They are good at shorl to medium

range, but they're somewhat ineffective at long range.

The advantage of a pistol is thatyou can switch to it

and run wlth it faster than other weapon types.

You start a few campaign missions with a handgun,

but it's best to immediately switch it out for one of the

weapons you find on enemy bodies or in arsenals.

ASSAUTT RIFLES

Assault rifles (or ARs) are the primary weapons in the campaign- Assault weapons are good at medium

and long range, and you can even hipfire them at short range in a pinch. They also have excellent damage

when balanced with their rate of fire and accuracy. Even if you miss an enemy's head, two or three shots

to their upper torso almost always kills them. Generally, you always want to have an assault rifle as one of

Vour two weapons.
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ASSAULT RIFLES (coNrrNUED)



SUBMACHINE GUNS

Submachine guns (or SMGs) are designed for close-combat fighting. ln a pinch, you can use them at medium to long range with a decent scope, but generally, you should

use them at short range with efther hipfire or ADS.

You find more SMGs than shotguns in the campaign, and they are a good choice for a short-range weapon when coupled with a longer-range rifle.



LIGHT MACHINE GUNS

Don't let the word "light" fool you: light machine guns (or LMGs) are heavy weapons that are designed for stationary combat. LMGs have large clip sizes and inflict very

heavy damage.

You can use LMGs at all ranges, but because of how long it takes to reload them and their slow speed, they are not recommended at short range.

MARKSMAN RIFLES
Marksman rifles are unscoped semi-automatic (meaning one shot per trigger pull) weapons. Even without the sniper scope, marksman rifles have excellent range and are

very good at scoring critical hits.



SNIPER RIFLES

Sniper rifles are the l0ngest-range weapons in the game. You can pick enemies off from complete safety. The disadvantage is that they are slow to fire and completely
useless at shoft range.

SHOTGUNS
Like SMGs, shotguns are designed for close-quarters c0mbat, Unlike SMGs, shotguns are only effective at short range. Their damage falls off quickly as an enemy

approaches middle range. However, shotguns compensate forthat by being incredibly easyto aim. As long as you are facing directlytoward an opponent, you can hitthem

with a shotgun blast, You should generally not use ADS while firing a shotgun.
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"*Sin= E€'* **i*€'-
When the second tremor hits, Elias realizes the heavy rumblings are more serious. Follow Hesh over the log (the Jump button allows you to climb over obstacles) and up
thetrail Whenyouemergeonthestree!followHeshclosely.Avoidwalkingintothestreetasseveral out-of-control carsbarrel downfromthehill.

Press the Sprint button to keep up with Elias. This definitely isn't an earthquake!

"W**t th* H*trL is #*Eng *m?3'-
Elias takes a separate route from Hesh. Follow Hesh on the second mountain trail

and charge up the back of the house. Hesh pulls you inside. After another tremor

knocks you down, push forward to help Hesh burstthrough the door.

Whats 0din? You're aboutto find out.
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Fol ovv Moselythrough Airlock C. Inside, move toward the crew. There's nothing you can d0 t0 stop the surprise attack.

REACFI THE ODIN SI.IUTDOWN EONTROLS

In moments, everyth ng goes t0 hell. Somehow, the friendly shuttle c0nta;ns enemy operatives with nefarious
purp0ses. Y0u must shLrt down 0din be{ore they can Llse it.

Fol ow Mosely through the c0ntrol statr0n. When Mosely is attacked, the enemy operative's weapon ls sent

to\,"/ard yo!. When you getthe gun, airn the weap0n atthe attacker's face with the Look analog. When the gun

{* =*trAL AwARENEss

.$*-.d

Their objective is likely to use 0din on U.S. cities.

Shutling down 0din is now vitai t0 the survival of the

United Statesl

Follow Mosely through the passages. You now have

a rifle eqLripped. Shoot the three Federati0n agents

in the next chamber. Note that you don't need to

get headshots to take down the agents a shot

arrywhere 0n their suits is enough t0 killthem.

rs targeted, press the Fire button to fintsh the attacker.

l\4osely Ds the attacket.s as members cf the Federati0n



Follow Mosely past the dead Federation soldiers. 0din unloads its first payload

before you can drsable the controls. Ground control is forced to destroy the station,

ESCAPE FROM THE SPACE STATION

Follow Mosely, You are both sucked out 0f the station into space near 0din

DESTROY THE ODIN SATELLITE

lgnore the struggling Federation soldiers; your job now is to bring down 0din

before it can hit more U.S, cities,

Follow Mosely up to

0din. You need to set

it off 23 degrees left

or right to stop its

second payload from

finding its target,

When you reach

the satellite, hold

the lnteract button

to open the RCS panel, 0nce the RCS is open, fire with your rifle. Keep firing even

after you are blasted from the satellite.

Baker's last mission is a success. But sadly, there's no way for him to

make it home.
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LANDSLIDE

Back on Earth, Logan and Hesh are in the middle of the 0din strike. The key to surviving the attack is to follow Hesh closely. Be careful of fissures as they open, and jump

to clear them safely. Watch when Hesh jumps; it means you must follow with a jump of your own.

#Ghcet Steriectt Horke Flle
Rorke Files are special eomputer cslleetible$ that can be found on erery level. This n:isrion has one sl the most dtllicull ftorke liles lo snag.

Whe* you regain {ontrol sl Logan baek 0n farth. sprint ailer Hesh as normal.

When you pass the lirst house on the riglit, t00k ior a dusty car in a driveway. lnslead oi following Hesh here, jump on top oi the car, then

jump ihrotgh the open tioor. ihe hrielcase is on the grouird inside this setond ho*se.

lf you get hit by a tremor, you may be forced to crouching position. When this happens, hit the Jump button to get

back to standing so you can more easily move and jump.

HOUSE HUNTING

Carefully navigate through the sliding house. When you reach the other side, wait for Hesh to jump. Then follow

him down. Avoid the obstacles and follow Hesh closely to escape safely.
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FINISH SECURITY SWEEP
WITH HESH AND RILEY

The second mission begins '10 years after the events

of the first. You still control Logan, but now both Hesh

and Logan are members of the mil tary.

This s your first time meeting Riley, the brothers'

fa thfultrained military dog. Rrley smells s0mething,

and it's t me for yoLr to pick up your patroJ. Follow

Hesh and crouch through the debris t0 explore the

bui d ng corrdor.

Hesh opens the way into an abandoned theater.

Follow Hesh up the rubble heap nto the theater lobby

Then move to the door 0n the right to sp0t what has

R leV so exc ted.
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MEET WITH TEAM 2 AT THE WALL

Jusl ahead, you meet with Team 2-Private Moore and Corporal Davis,

Continue your patrol with Riley and Hesh by crossing the destroyed interstate. 0n the other side, Riley gets the

scent of a real threat: Federation troops.

Enter the building on the left. Wait for Riley to attack. When he d0es, shoot the other troops nearby. Riley can

take care of his target on his own.

d

Exlt the front of the theater and follow Hesh down

lhe street.



Stay behind cover and wait for the Federation

troops to appear and attack your position. About five

soldiers are in this recon team. After you've killed

them all, search the bodies to replace your pistol with
one of the enemy SMGs.

Follow Hesh after he smashes the brick wall, and

come t0 a building hole overlooklng the area. This is

Overwatch position; Team 2 willjoin you shortly.

The Federation is killing civilians! Crouch next to the

ambulance, and open fire on the troops. There are

several Federation soldiers in the gas station. A small

group of reinforcements also arrives when you move

down toward the gas station.

When you've safely cleared the gas station, another team radios that they've encountered the Federation at the
LA River. Follow Riley and Hesh through the tunnel into the dried-up river.

BACK UP TEAM AT LA RIVER CHECKPOINT
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The Federation is assaulting the LA River checkpoint, The enemy is attacking from the bridge overhead as well as from the lower river basin. Before charging into

the area, stay ;n cover and unload on the helicopter flying overhead. lt takes several clips t0 shoot it down, but if you are successful, you can prevent a wave of

reinforcements from landing.

With the bird down, stay crouched and move to the center Jersey barrier. There you can {ind a long-range rifle, the MKl4 EBR. Focus 0n the troops in the basin. Hang

back and pick off any troops that pop their heads out.

With the nearby troops clear, move t0 the smashed car where Hesh and Riley are positioned. Stay crouched behind the car and use your Honey Badger to pick off the

Federation resistance.

Let your team m0ve up while you hang back. Use the extended range of the AC0G scope to safely pick off the enemy from behind the smashed cars.
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When you've cleared the basin, your allies pop green smoke on an overlook

ahead. You now need to grab the rocket Iauncher and take down quickly-

approaching helicopters.

The rocket launchers are available on both the left and right side of the river.

0ne is in front of the small building at the river's left side. This launcher is the

MAAWS guided rocket system.
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TAKE OUT ENEMY CHOPPERS
WITH THE MAAWS ROCKET
LAUNCHER

When firing a rocket with the MAAWS, you must keep

its laser sight on your target in order for the rockets

to hit. The rockets are bound by physics, so they don't
go directly to your target. They may need to loop

around a few times to get close enough for a hit.

There are a few tricks to uslng the MAAWS

successfully:
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When you getthe MAAWS, yourfirsttarget is a

helicopter atthe bridge you just crossed under. Turn

around and immediately fire on the helicopter to

down it before it can unload its troops.

Shortly after, an attack chopper arrives, The attack

chopper has a deadly MG as well as rocket attacks.

Stay in cover behind the MATV and the Jersey

barrier until the attack chopper passes by. After its
first pass, fire two rockets and try to guide them into

the helicopter.

lf you miss, don't worry. Go back in cover and wait for it to circle around again. Never attempt to take down
the chopper while it is facing you; it will kill you very quickly.

GET IN THE BACK OF THE MATV

With the chopper down, it's time to load up and move out- Press the lnteract button to enter the back of the MATV.

REPORT TO FORT SANTA MONICA FOR MISSION BRIEFING

After a shoft trip through the LA River, you arrive at Fort Santa Monica.

REPORT TO ELIAS WITH HESH

When you unload, follow Hesh into the base to reunite with Elias. Elias leads the brothers to a briefing that ends

the mission.
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MEET UP WITI{ THE
RSEON TFAM

Wrth the recon gr0up hai^Cled, y0ur ne\;v 0bjective

rs ro locate the nearby recolt team. Fol tyv Hesh and

Biiey rp the irail to the ange ic statue fcLiniain.

HeshandLogan'spre-warhome sjustpasttheangelstatue.Thlsistheh0usethatyousawduringihe0din
strike in the first missron

Continue past the house an0 aiong the ledge 0verl00l(ing the remains of San Diego. When Riley starts barking,

stay in cover and approach him. Press {"rse near Rileyto sync up with him aoain.

Now that you're back in control of Riley, look to the

left for the Federation s0ldier in the 0range hazmat

suit. Appr0ach the enemy with Riley and hit ihe

Tactical Equipment button for a silent kill.

Move Riley into the maln courtyard and press tlie

[.lse button to comnrand Rileyto bark. Waitfor Hesh

to snipe the sec0nd soldier, then move Riley past him

into the destroyed house.
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Switch back to your Honey Badger and eliminate

the next group of enemies on the forest trail. The

trail leads to a large, destroyed structure. There are

several Federation troops in the area. They are too far

away to send Riley, so instead use nearby cover and

your sniper rifle to pick the enemies off.

When the initial resistance is dispatched, move

forward and look down the trail on your left to spot

another group of Federation. Use Riley to distract

them, then shoot them with your rifle. Hesh moves up

when the area is saf e.

0n the other side of the house, Riley approaches a group of three soldiers. Hesh will kill the sniper above; the

other two are for Riley. Sprintto the armed guard (the one in the camo)first. Now, have Riley attack the hazmal

suit on the left.

With the Federation gr0up d0wn, control returns to Logan

Move to the door opposlte Hesh, and you automatically prepare for a breach. Riley charges inside. Moments later,

Federation enemies tumble out. Dispatch the two enemies leading the charge; Riley and Hesh have the rest.

ln the next house, replace your pistol with the 1115 sniper rifle. The rifle is leaning on a vertical support beam in

the middle of the house.

There's another small group of Federation behind the metal debris. Use the sniper rifle to pick them off from

inside the house.

re this abitity throuqhout the

..",.,.,.ti

Follow Hesh. Another group of defenders is camped

on the right. USe Riley to kill any enemies behind

cover, and use your AC0G Honey Badger to pick off

any soldiers dumb enough to pop their heads out.

More soldiers are inside the work facility. Use the

c0ncrete walls for cover, and shoot at them through

the windows. When the building is quiet, approach it.

6sffi@ S€&enes fumse'd,, ffiepke F$Ec

Tfuis R*rke iile is insirfe lhe large w*rk fa*iLity. il's sn the desk

in ll':e ffiair area"
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The work facility leads to a corrugated walkway. Keep your scope trained on the doorway at the opposite end

i,,lu,n,r* ii ;,l.,ii "

of the area, Fire at the Federation troops that emerge.

When you've cleared that group, follow Hesh down a fire trail full of semis and heavy-duty construction equipment. Charge ahead and slide down the hill to the paved road.

Hesh picks up the Federation trail and proceeds down the road. Follow him into the tunnel.

]i+cu stand up in the open or

the enemy and automaticatty faiI

Hitthe Crouch button to stay low and hide on the right

side of the cars in the tunnel. A Federation convoy

approaches. Stay in cover and wait for it to pass.

The tunnel exits into an open area. 0n the left, a

second convoy is slowly proceeding ahead. Use Riley

to silently down the guard on the right. Crouch behind

Hesh and follow him through the tall grass.
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As ycLr proceeC, n0t ce a arge run-,ler or troops slow y movrng

fon'i,a;d to a Federatlon base lv{ove rp and sync with Ri ey He

s your <ey tc gen ng throrgh this ar:"a ufdetected. To prevent

Rr ey fronr be ng spotted, keep r m r the ta grass.

,i:

frihen R ey has made t safely thro-r'lh the fieid, use the camera t0 spy 0n the Federation

B e'i s pos tron

Afte- "ecoril ng the n'ys:erioLrs coi.j -rntation, steer Rr ey to the exii po ni. The exit is a

stra ghi s,r0. thr0Lrgh the grassy f e r Have Rrley spr nt ahead t0 return corrtrol to Logan.

Crase R e'; a cng the forest pair, s cling down the hll aheac.

R lev s bar< ng frr ous y n the c ear ng. Wo f pack rncomingl

Sr tch t0 your Honey Badger, ard stirrt fr"lng at ihe wo ves. When the wolf junps on Logan

i.r1i6ir,r 1113 orrscTeen prompts:0 sl'\,'r'e ilie attacl< long enorqlr for Riiey tc save yoLr. \,A/hen

l0rTero\.leT,ctrabihepsto ancl srcc.thel,volf before icanctoserousciamactetcRiley.

l"litthe Zooi.ri buttoii and focus on the orange-highlighted enemy slightly above



After an abrupt introduction t0 the N0 l\lan's Land recon team leader, Captain Merrick, Hesh hands over the intel you retrieved from the Federation base. Merrick is in

charqe now. Follow hlm up the trail.

REACH
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FIREBASE CI.IARLIE
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Past the iron gate, y0ur team enc0unters more Federation patr0lling the flooded

road. Wait for Keegan to open fire, and then charge across the street t0 Llse the

large transformer box for cover. Your sniper rifle comes in handy here. Fire at the

soldiers in the buildings across the road. When the gunfire dies down, switch to

your Honey Badger and follow Hesh throLrgh the building on the right. Use Riley to

distract the arriving soldiers, and mow them down with your AR.

l\4ove to the seconcJ floor oJ the next building to find more sniper rifle ammuntti0n.

Use the hole in the side of the building to fire on the enemy holding the hill ahead.

0nce you've cleared the Federation defending the hill, Merrick leads a charge up

the side. Follow him to successfully complete the mission.
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LOCATE AJAX USING THE
REMOTE SNIPER RIFLE

You start this mission looking through a sniper

scope. Your team needs to ascertain Ajax's location.

Use the Movement controls t0 zoom in and out. Ajax

is located in the press box ahead and just to the left

0f where you're looking when the mission starts (261

horizontal, -2 vertical incline).

Wait for your orders to stop using the rifle.

MARK THE CONVOY
WITH EXPLOSIVES

After deactivating the sniper rifle, grab the MK32

holographic grenade launcher. Load the weapon and

look outthe window ahead.

The convoy you need t0 tag with the grenades

approaches from the left. Fire the launcher into each

truck as it passes. You have six shots, so fire one

or two at each vehicle. Aim carefully-there's not

enough time to reload.

After the convoy passes, head to the lower area and

board the convoytruck by hitting the Use button near

the door

Keegan is driving the truck; you are in charge of

detonating the planted grenades.

RESCUE AJAX
Wait until the truck is just outside the guard checkpoint, then press the Fire button to set off the chain of

explosions. Keegan keeps the truck on the road as you blast through the enemy defenses. Use your rifle to

blast enemies through the smashed-out windshield.

When the truck stops, find some cover-the enemies are dense in this area. Move to the concrete barrier and

switch to the MK32 grenade launcher. Fire at the Federation defenses from the safety of the wall. Send Riley

after any enemies that are hiding behind cover.

;
' .,:3 '



When you've cleared the enemies at near and mid-range, switch your grenade

launcher for the L1 1 5 sniper rifle located on the t0p of the concrete barrier. Use the

rifle to finish the long-range enemies.

N0w strafe to the area's left side and pick off any visible enemies. When the area

is clear, inch to the next concrete barrier. This causes more enemies to advance to

your position. Stay safe, behind cover, and fire at the enemies with your sniper.

lf you run out 0f amm0, feel free to move ahead and hit enemies with your SC2010

assault rifle. There's more sniper ammo atthe ammo crates nearthe outdoor bar.

The enemies like to flank from the right. Keep your eye there to ensure you d0n't

get surprised while moving.

You can use the upper walkways here to get some leverage on your enemies, but

you probably won'i need to. Just keep in cover, and keep pushing forward.

Follow your squad up two flights of stairs until you reach the large double-door.

Muffled shouting is audible from the other side. Use the lnventory button assigned

t0 the remote sniper to get a better look.

Six soldiers are visible on the other side of the door. Waitforthe two guards

shouting near the door to line up so you can take hrvo down with one shot. Your

squad will charge in to

finish off the remaining

troops. Keep firing to

clear the room.

ln the press box, Riley

picks up Ajax's scent.

Slide down the collapsed walkway, then take cover behind the debris. 0pen up the

remote sniper again to pick offthe RPG soldiers in the bleachers.

';;

When you get the all clear, continue f ollowing Riley through the stadium. Riley

leads you into a flooded basement below the stadium. After your team dons the

gas masks, hitthe Grenade button t0 toss a gas grenade under the garage door.

Wait for the stunned soldiers to come out on the left. Mow them down with your

rifle, then move in to the under-stadium area.

: :: j r:r,

# * $ ci:: !' ;;: :.,* i:i i {"1 f';':

Like the outer-stadium upstairs, this underground corridor is heavily defended by

Federation. Use the same strategy. Stay at range, behind cover, qnd pick offthe

enemies as they attempt to charge your team. Don't fbrget to use Riley for any

enemies hidden in cover

When you've made it to the end of the corridor, Riley resumes tracking Ajax's scent.

Stay behind Keegan as he uses a flare to find an alternate route t0 Ajax. When he finds

the locked door, use the lnteract button t0 pop a gas grenade into the locker rooms.

When the breach stafts, you have about a dozen enemies to contend with. Hesh and

Merrick attack from the door opposite. Focus on the enemies directly ahead.
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Equip the remote sniper again. You need to clear a path forthe evac. Use the

rifle to shoot any soldiers you see, and the Ghosts will make their way to the first

evac chopper.

When the view returns to Logan, Riley takes down the Federation chopper.

With the chopper ready for takeoff, follow Hesh closely as he moves from crate

to crate t0 the chopper. When you get to the last crate, sprint to the chopper to

automatically board.

0nce inside the chopper, Logan switches back to the remote sniper. Use the

powerful .50 caliber rounds to explode the approaching machine trucks and clear

the evac route.
't3truck Dowsltt
Rerke File
This Rorlie Fite is in the locler room"

look lo one of lhe lockers on lhe lelt as

you enter lhe room.

"ffi=r,qe s ke##ta=# Ghmstm"'#

With the room clear, Riley quickly finds Ajax in the next room. Follow him, and

Merrick leads a search that uncovers the name of the Federation leader you saw

on the trailer at the previous level's end.

When you head back to the locker room area, the doors to the stadium burst open.

A heavily fortified group of enemy soldiers opens fire on your team.

ESCAPE FROM THE ENEMY BASE
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This mission picks up where the previous one left off.

You are still in the captured Federation helicopter and

about t0 land at F0rt Santa Monica, which is currently

getting hammered by a Federation invasion,

GET TO THE FRONT LINES

After the helicopter lands, follow Hesh through the camps.

Follow Hesh indoors to the base where you first

reunited with Elias atthe end of "Brave New World."

=€F€*me€€rtif ffi S=E *eske FSE*

Fjn* thls Rorke file In a sice rscr:: *efrre $aing ili:3lsln ;n the

r*inmacd ll0. Beicre irlirwlrg 3*sh up the siairs, eri:{are ii:e

r00n! 1* th€ iefi. !nside, the Rarke la;;lp is a:': a sandi:aq tairle.
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After you've blunted the initial Federation attack, they pop red smoke on the beach and call in mortar strikes

Dismount from the MG, and take cover further into the building, away from the beach.

When the next wave of attack choppers arrives, stay in cover and wait for your A10 reinforcements to get in

position. Use the lnventory button to switch to the 410 when it's ready.

S-{d Go 
'GLY 

EARLY{y

The A10 is far overhead, and you only get a few seconds to strike. Prioritize the tanks and helicopters

highlighted with the orange circles.

DEFEND THE BEACH FROM
THE FEDERATION INVASION

Sprint up the stairs after Hesh, and get on the

mounted MG (use the lnteract button). lmmediately

fire on the helicopter ahead. With the first chopper

down, fire at the black helicopters arriving to drop

troops on the beach.

This sequence can be tricky on the harder difficulties.

By the time you get the warning to take cover because

you've taken damage, it's too late. Make sure to keep

track of the damage you take, and dismount well

before your vision stafts to turn red.

Stay low behind the sandbags to recover your health.

When your vision is clear again, remount the MG.

After your first successful strike, stay in cover and wait for the 410 to ready a second time. Destroy the

helicopter, and you are blasted out of the bunker onto the beach.
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FIGHT THROUGH THE TRENCHES
TO DRONE CONTROL
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Move down the trenches, keeping the beach on your

left. As the trench turns lefttoward the beach, be

ready to fight some Federation invaders. Stand with

your allies, and when the enemies are eliminated,

push forward toward the trenches.
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Stay behind your allies and use the barrels and sandbags for cover. Use a long-range weapon (there are some available in the trenches) to pick offthe enemies from safety.

There's no reason t0 move too quickly through this area. Take your time, and don't move forward until the incoming gunfire subsides.
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As you push into the trenches, a hovercraft arrives

with armor. 0nce again, you gain ?ccess to the A10

controls. Use it to destioy the tank before it can do

serious damage to your squad.
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Continue pushing through the trenches, and a hovercraft

flies over. Stay in cover and waitforthe A10to activate

again. Use the 41 0 to destroy the attack chopper.

With the first chopper down, wait in cover a few more

se c onds fo r th e Al 0 to rea ctivate s0 you c an d estroy a

second attack chopper. Unfortunately, the Federation

is ready this time, and your A10 is shot down.

RETREAT

With the drone control down, fight with your team

to the building so you can evac the injured soldiers

inside. The front of the area is defended by about a

dozen Federation. Stay in cover and pick them 0ff.

When the area is safe, Hesh moves to the building.

Follow him inside.

,j"

When you reunite with Riley, turn your focus down the street on the left. Federation reinforcements rappel from
the helicopters above. Shoot them from cover and wait for Hesh and Riley to join you.

Hesh and Logan now need to find Elias back in the command center. Hesh opens the door to the command H0,

which is now in flames. Follow Riley up the stairs and wait for Hesh t0 lift the support beam. Hold down the Grouch

button to go prone and crawl underthe beam. Now head upstalrs, and be ready for a quicktime eventto complete

the level. Hitthe displayed button as fast as possible t0 prevent Logan from getting stabbed to death.

GET TO THE COMMAND CENTER AND FIND YOUR FATHER

Continue through the building. The U.S. Army is in full

retreat mode now. Keep up with your squad as they

move to the main streets of Santa Monica, away

from the beach.
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LOCATE ALMAGRO

This flashback mission takes place 12 years in the past, when Rorke was leading

the Ghosts, You now play as Elias, Logan's father.

The leader of your squad in this mission is Rorke, but note that another Ghost-
Merrlck-rs with your team. After landing, follow Rorke and Merrick up the street.

Use the tank for cover; the Federation is attacking from the opposite side ofthe street.

When your tank blows, stay in cover and wait for lron Horse to reinforce your position.

Move up thr0ugh the destroyed parking garage and take cover at the edge

overlooking the street. 0pen fire on the r0cket launcher soldiers on the balcony

across the street. 0nce they are eliminated, rain hell on the soldiers in the streel

DISABLE THE MOBILE ROCKET LAUNCHER

You need to approach the stuck missile truck and hijack it. Clear the street first,

and when you have an opening, sprint down the building's side and charge to the

right door. Move toward the do0t and Elias automatically scales the truck's sicle,

Use a melee attack to stab the truck 0perator.

When the tank blasts through the wall, charge across the street into the parking garage

Move fastto avoid taking shots from the Federation tank parl(ed atthe junction.
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When you're clear of the missile truck, immediatelyfind cover. The area on the wall's other side is reinforced

by at least a dozen Federation soldiers. Use grenades and flashbangs to flush the enemies out from behind the

defensive barriers, Rorke and Merrick help y0u clear out the soldiers. When the street is quiet, charge to the

second missile truck.
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GET TO HIGHER GROUND

No time to waste; follow Rorke closely to avoid the rushing waters. If you delay, you'll get swept awayl

When you make it inside the warehouse, keep sprinting untilyou find the stairs. The stairs give your team a

m0ment to rest before continuing the mission.

Follow your team outside and take cover behind one

of the metal air ducts. Line up the Feds on the roof

and open fire. Some reinforcements arrive from the

area's right side. Unfortunately, the floodwaters prove

too strong for the roof you're standing on, and the

Ghosts get swept downstream.

After Rorke pulls you up, use the Crouch button t0 get

low in the water and stay out of sight of the patrolling

Federation soldiers. Stay down, and wait for Rorke to

kill the trailing soldier.

Go back underwater and move to the left. There

are two soldiers t0 deal with here. Approach the

closest one and use a Melee attack to kill him;

Rorke takes care of the far guy.

Search the area for a Bizon SMG.

When you emerge outside, sprint after Rorke across

the glass bridge. Two soldiers are.in the office area

ahead. Rorke waits for you to open fire.
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lf you get tnjlred here, crouch down and wait for your wounds to heal before popping back 0Lrt and resuming
the fight.

When yoLr make it to the end of the flooded area, watch for the extra Federation reinforcements that arrive on the

rlght. These enemies have better weap0ns than the Bizon, so search tneir c0rpses to upgrade to an LMG like the

Ameli or an assault rif e like the FAD

When yoir've downed the t\'v0 so diers,

seaf ch the crates for a Btzon Holograltiric, Lvh ch

ma (es V0ur Bizon a bit more accurate

Proceed up the stai-s A half dozen so diers are

g!arding an attack chopper. Find som." cover, and

d spatch all of the enem es.

GET T8 THH F{OTHt

ThroLtgh the next section, y0r can hear N4err ck rn a gun battle l le's engagecl with forces on the opposite side

of tne newly-formed river going through the mlddle of the city. Ta (e cover behind some rubble and fii-e on the

so d ers across the street.

REGROUP WITH MERRICK

\il/hen !ou'i'e c eared the roof, Merr c < iadios

n. YrL] and Borke must get t0 I\4errick's !0sition.

Fo lorr,r Rorke down t0 the lower floodecr rooftop.

Use the \,vater f0r cover, and unload on : p atoon of

Federatron enemies.
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Rorke leads your team across the river via a capsized bus. More Federation troops

are defending the other side. You can use the water for cover in this section as well.

To make it through this area, move left and right between cover. Stay above the

water when you're safe, and duck down if you take a shot. There are a lot of

enemies in this area, so be patient and don't proceed too quickly.

When you make it about halfu/ay through the parking lot, the hotel maintenance

entrance is visible. This is Almagro's last line of defense, and they aggressively combat

your advance.

STOP ALMAGRO

When you've cleared the hotel entrance, Rorke sees Almagro's helicopter taking

off. Sprint after Rorke and jump into the back ofthe helicopter. Be readyto fire

when prompted.

After struggling with and killing Almagro, you awake with the helicopter teetering

over the floodwaters. Follow the onscreen instructions to grab the rope as you slip

past it. This requires some timing. Try to hit the buttons when you are just about to

slide past the overhanging rope.

To complete the level, you must release Rorke.

ti
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Deactivate the 0ptic Scanner, and follow Keegan to

the building s edge. Hesh is waiting below.

FIRE THE ZIPLINE LAUNCHER

The middle crate is yours. lnleract with the crate to

reveal the massive zipline launcher. lt's used to get

to the target's skyscraper.

Fire your line in the general direction of the

skyscraper. Then move in front of the launcher

to hook up.

CONFIRM TARGET'S IDENTITY
Back in the present day, the mission starts on the rooftops of Caracas, in the middle of Federation territory.
Logan and Keegan are waiting for victor Ramos to arrive in the capital via helicopter.

When the helicopter lands, press the appropriate lnventory button to activate the 0ptic Scanner. Zoom in on

the helicopters and wait for the passengers to exit.

You can spotyourtarget easily; he'swearing a white suit, which makes him stand outfrom the gray jackets

surrounding him. Track the target's face to confirm his identity by holding down the Fire button while the target
is facing the screen. The 0ptic Scanner automatically tracks the target until released, so keep the button held
down until confirmation is received over your radio.
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CAPTURE THE HVT

0utside the skyscraper, you can walk around as

you normally would, except that pushing Up on the

movement controls causes Walker to scale the

skyscrapers side, and pushing Down causes Walker

to slide down the side.

Move down two floors. A Federation soldier is

working at a desk on your left. Shoot the soldier in

the head. Walk to the right to see the next room.

There, two soldiers are talking to each other. You are

responsible for taking both of these guys out.

Unless you are particularly good with the sniper

rifle, the Vector is the safer bet to quickly down both

targets. Take your time and use ADS to line up your

shot on the left guy. When you've killed him, continue

firing short bursts to eliminate the second guy before

he can fire on your team.

t",

Move down another floor. Directly ahead, three soldiers are in an elevator, and three are at a poker table, Hold

your fire and move to the left. Notice an enemy digging through the fridge on the left- Ouickly kill this soldier before

he can turn around.

Now, focus on the kitchen entrance. Drop this next

guy once he is out of view of the poker table. When

he stops moving, shoot him.

Swing back to the right and wait for the poker table to

return to normal (one soldier gets talked back to the

table). When Keegan gives you a go order, work your

way around the table, killing the other two before

theV can get to their weapons.

SKYSGRAPER
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Move down one more floor. Then hit the lnteract button to cut a hole in the glass and slip through

..FederatFon Dayti Rorke File
Beiore iollowing Keegan to the Corlrol Ceillet lake a leit at lhe lirst

hallway in lhe dark ollius. ll you see Hesh hanginq on outside, ycu are in

the corre{l room. Seareh a cubicle to lind this Rorke File. The screen is

lacing the wal[, sa il's hard lo see until you walk around the side nl il.

Follow Keegan through the door on the back-right wall into a server room. A glowing computer panel is on the
left. lnteractwith the panel to pull outthe hacking device. Now, hold down Fire until the device reads 100.

lf you're quick, you can upload the virus before the wandering guards arrive. However, you can cancel the process

early and hide in the shadows if need be. There are a lot of guards, so you don'twantto fire on these guys. Justwait
until they've passed.

With the virus uploaded, it's time to head back outside the skyscraper. lvlove to the glass hole you cut and use
the lnteract button to hook back up.

..Kc{[ {h* L$*h€.*""d

When Keegan gives the order, press the Fire button

to activate the hacking device and kill the building s

power. Two soldiers step outside on the left balcony

Shoot them, and then continue forward"

Straight ahead is another balcony. Continue moving

down the building s side, and Logan automatically

takes out a knife. Keep the enemy in your crosshairs

and hit the Melee button when close enough.

After landing on the soldier, tvro of his buddies arrive

0uickly press the Fire button to killthe Ieader with a

thrown knife. Keegan finishes the second guy.

UPLOAD VIRUS TO THE POWER SYSTEM
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Follow Keegan down the hall on the right. Descend the stairs, and have your weapon ready. Two enemies

stand in front of the elevator. Wait for the elevator's light to reveal their position, and then quickly drop them

with your rifle.

Follow Keegan to the next office area. Five soldiers

are inside. Find a good spot for cover and open fire.

Keegan helps clear out any survivors.
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Keegan leads you to a banquet room filled with soldiers.

Take outthe TV on the leftto darken the room. With

the room completely dark, use your weapon's strobe

attachment (activated with the lnventory button).

The strobes can be somewhat difficult to use. Stay

in cover and move to the right side of the divider

Keegan is using. Peek out and pick off any troops

stumbling around in the banquet area. Some

reinforcements arrive from the bar's opposite side.

When Keegan gives the all clear, turn y0ur strobe off

and follow him to the other side of the room.
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Follow Keegan untilyou exit into a large area with

a balcony. Hesh arrives through a door on your left.

Move to him.

A cache of SA-805 guns and some elevator controls

are inside this small room. Press the lnteract button

to disable the elevators, then-grab a gun and join the

firefight outside.
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About eight enemies are in the large area. Take cover behind

one of the amm0 crates and open fire. When the enemies are

dead, Keegan issues another all clear Move to the balcony

and lnteractwlth the glowing rope 0n the ground.

As soon as you start rappelling, a group of Federation arrives

to reignite the attack. Fire at any troops that lean over the

edge. Be readyt0 movetothe lettwhenthe giantprinterfalls

from the top floor.

Ho d the Jump button to rappelto the next flo0r. Watch ou1

lor more troops firino at you from the other side. Use the

edges oltl-e b-i ding fo cover.
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lnstead ol using the Step-By-Step run-and,gun

strategy, y0u can lind a high-powered sniper

rifle near the atrium entrance. Hang back and

Tl]E CAMPAIGN



Your target is on the other side of the atrium. Follow

Keegan as he pushes through the corridors and into

Ramos'office.

The mission is successful, but it's all been a setupl

Time to leave.

ESCAPE THE BUILDING

Sprint after Hesh and Keegan as they rush down the

building's stairs. The building is coming down. Keep

up with Keegan and press forward, When y0u start

sliding, move left or right to avoid the debris.

When you get thrown out of the building, hit the lnteract button to quickly deploy your chute
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FLY WITH TEAM

ln the first part ofthis mission, you fly with a team of Apache helicopters that are

providing air support for the Ghosts.

The helicopter controls are a modified version ofthe normal first-person controls.

You can move your helicopter around, and lt automatically rises and lowers to avoid

obstacles. Additionally, it's impossible to crash your helicopter by steering it into a wall.

You also have three types of weapons at your disposal in the chopper. The Fire

button unleashes a mounted machine gun. The Aim Down Sight button zooms

in. The Frag Grenade button fires a set of dummy rockets. Holding down the Frag

Grenade button fires locked missiles that track enemies. Finally, the Tactical

Grenade button fires flares, which help your chopper evade enemy missile locks.

At the start of the mission, feel free to f amiliarize yourself with the controls

and helicopter HUD indicators. All of the Apaches ammunition automatically

replenishes (slowly).

ASSAULT FACTORY

The canyon exits onto a large, open factory area. Enemies are everywhere. Your

initial focus should be the factory atthe base ofthe smoke stacks directly ahead.

Use your weapons to demolish the troops on the roads below, but keep moving

toward the factory.

lf an enemy gets a missile lock on you, fire your flares (Tactical Grenade button)

a nd ste e r yo ur heli copter to the left or right.

Circle the factory,

destroying the anti-air

crews, helicopters, and

gun trucks. Use the

explosive gas containers

to more easily destroy

the fortifications.

CLEAR THE ANTI.AIR TARGETS

When the factory is cleat break from the factory and proceed to find anti-air

enemies positioned on the roads around the factory. ln addition to the enemies on

the roads and buildings near the factory, there are also some gun boats floating

in the water. When the area is completely clear, you get the green light to move

ahead to the main island.

CLEAR THE MAIN ISLAND ANTI.AIR TARGETS

The majority of the

Federation anti-air

defenses are in the

buildings to the right

of the gigantic smoke

stacks. Search the long

rows of buildings for

rocket launcher soldiers

and more giant guns.
When you're

comfortable with the

helicopter controls,

push forward and follow

your flight team through

the canyon.

When you've destroyed the majority of the ground enemies, enemy choppers arrive.



CONTROL THE AIR

The initial air attack is three helicopters to your right. These attack choppers aren't much of a threat, as long as you use y0ur locked-on rockets and keep your flares
ready for incoming seekers. lf you get in close to an enemy, feel free to engage with the MG; however, the locked rockets are the quickest way to down them.

With the first three down, three more helicopters arrive in the western part of the city. Fly toward them,

a lock on your Apache. You can use the giant smoke stacks for cover When you're close enough to get

three choppers are down.

kicking out flares and veering left or right whenever they get

a lock ofyour own, begin firing pairs of locked rockets until all

PROTECT THE BLACKHAWK

After eliminating the last helicoptet the Ghosts'

Blackhawk chopper flies onto the scene. A large

number of enemy machine gun trucks arrive to

defend the ground. You must clear 0ut these trucks to
give the Ghosts a chance at landing.

CLEAR THE LANDING

To make matters m0re ditficult, the buildings in the

area have Federation soldiers armed with rocket

launchers firing at your helicopters. Kill the soldiers

before engaging with the less deadly MG trucks.

r When the area is clear, the Blackhawk can finally

move in and drop off the Ghosts.





FIND RORKE

After the helicopter section of the mission, you regain control of Logan Walker

as his Ghost team is deployed from the Blackhawk. 0nce on the ground, move to

the crates with y0ur team. The Federation is well aware of your presence and has

mounted a serious defense.

Stay behind cover and fire into the MG truck until it explodes. This should soften some

of the enemy resistance. Move behind your team and cautiously scale the raised

platform to the left. Peek through the dooruuay and shoot any Federation that charge.

LOADING BAY

When you reach the garage, use the area indicated in the Air lntel for cover.

A lot of enemies are spaced throughout this area. To survive, be patient. Wait for the enemies to pop out from cover to get a clear shot.

After clearing the area, lead your team through the opposite building. Watch out for a pair of defenders near the red vending machine.

The doorway nearthe vending machine leads into a second outside area. This section is also heavily defended. Use the large windowfor cover and waitforthe enemies
to reveal themselves from behind their cover in the open yard.

YARD
Secondary reinforcements arrive from the back

of the main area once you step through the glass

window. Use the large ammo crate on the right

for cover.

G*rsray HQ ,ffi rruruv ffi noo<rr LAUNcHER ENEMY



After you've ki led some of the lnitial reinforcements, cLimb the amm0 crate to Ieach the building's second floor

and access a nice vantage po ni for this battle. Kill the remarning enemies and your team proceeds through the

burldrng on ihe right.

FACTORY EXTERIOR

The building leads to another tough battle in an outdoor factory area. Initially, the defenses are light, but as you

pr0gress, many more Federation arrive to reinforce their positions.

EN EI\,{Y ROCKET LAUNCHER ENEI\{Y

The primary concern here is the rocket Iauncher

troops. These enemies hang back and pop out from

cover to deliver an explosive payload. Stay in cover

near lhe stairs and wail lor Lhe enemies to present

themselves there's no rush here. A run-and-gun

strategy ,s not snarL with rhis many enemies.

When the f re dies down, stay low and move from

c0ver t0 c0ver. There are likely more enemies hiding

in alcoves. lf you're having trouble getting a bead on

a defender, use a flashbang to flush him out.

When you've cleared the factory exterior, cautlously

climb the stairs on the opposite side of the area. When

nearthe top ofthe stairs, drop a f ashbang t0 stun the

nearby soldiers. Then mow them down with a Sl\4G.

FACTORY INTERIOR

Follow your squad rnto the factory. There are more

Federation defending the nght room area. Stay in

cover atthe end ofthe ha l, and toss frag grenades

at the other end. Keep your gun ready to mow down

troops running from the grenades.

At the end of the hall, c0ntr0l temp0rarily switches

back to the Apaches. Fire missiles into the guns

blocking the side of the building, and use your

machine gun on the soldiers. When the area is clear

control reverts to Logan.



I

As Logan, move wrth your team to the factory roof. About eight more Federation soldiers are fighting from the

rooftops. Use the air conditioners for cover. When yourteam has cleared the roof, it's time to head inside and

retrieve Rorke.
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J ernos oF PREY

Foilow Merrick through the corridors into Rorke's control room. Merrick captures Rorke. Mission successful!
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This mission starts in the back of a cargo plane. All the Ghosts are here, and Rorke's interrogation is just getting started.

When Elias prompts you, move to Borke's chair and hitthe lnteract button to grab hold. Then, push Rorke to the back ofthe plane. There's nothing you can do to change what

happens next.

Luckily, Logan is wearing a parachute. Unluckily, the plane debris makes the landing anything but safe.
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When you awake hanging from the tree, press the Melee button to cut yourself down. Crawl forward through the jungle.
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This Step-By-Slep breakdown avoiri: alertinq

the enemy. Thal means slaying croi ihed or

pr0ne, m0vin!l slowty, and using tfr foliage

for ccver.
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EVAC TO THE RIVER FOR EXFIL

Follow the Ghosts up the watery path. Federation

troops are helicoptering a crate out of the area. Wait

behind a boulder for the tro0ps to clear out.

Continue moving up the stream bed. Another large

group of Federation appears. Sprint to the waterfall

and hide underneath until the group passes,

When you are through the grass, sprint after the squad.

After the rocket blasts 0ff, sprint to the left to avoid

the attack chopper. Slide down the hill and keep

sprinting through the forest, chasing Merrick.

When you make itto the waterfall, the level is complete

S THE HUNTED

Sprint to stay with Elias as he runs up the stream. The stream Ieads to the jungle. Crouch behind Elias and wait

for the team orders to advance. lf you follow his orders precisely, y0u can make it through this section without

getting spotted at all, Just crouch alongside Hesh and move when he moves.

The jungle leads to tall grass. A number of ghillie-suited Federation arrive via helicopter.

.: i:",. ' i.;:-i::,

Forthis section, move with the Ghosts singleJile through the grass, Keegan is an excellent leader, and he gets

you through undetected-provided you stay low and keep close,





GET INTO BASE UNDETECTED

This mission starts moments after your team has neutralized and exchanged uniforms with a group of

Federation soldiers. Follow your team to the snowy path.
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When you reach the Federation H0's checkpoint, Merrick counts the soldiers. He gives you the order to kill the

tower guard. The target enemy is standing at the top of a very tall circular tower-look up, and to the right. You

must use your silenced Lynx to take him down.

CLEAN UP CHECKPOINT

Move down into the base and press the lnteract

button on the soldier slumped over the front

concrete barrier. Now, wait for the convoy to arrive.

Stand near the body you just cleared.

TAKE OUT THE VEHICLE'S DRIVER

After a few moments, the mechanical patrol arrives.

Approach the driver of the jeep and use a Melee

attack to kill him. Press the lnteract button to board

the back of the ieep.
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Keegan drives the team into the base. Your

disguises are solid, so you won't initially attract

any enemy attention.

Take your time to line up the perfect shot, and down the defender. Dont forget, you can hold your breath to

steady your shot.

Now Merrick changes focus to the three soldiers in front of the second floor of the building on the left. Line up

the middle soldier, and down him when ready. Your team eliminates the other two.

Now pick any of the lower targets, and open fire when ready. When the checkpoint is clear, Merrick instructs

your team to move up.



Get out of the vehicle and keep your weapon down. Follow your team through the security doors. When the
countdown c0mpletes, the lights go out in the base. Press your lnventory button to equip your Night Vision

Goggles. llme to clean house.

0pen fire with your SA-805 on the blind enemies.

Keep up with your team as they move to a

computer room.



ADVANCE TO THE DATA CENTER

I

ElGleskworlt't Rorke Flle
lind this tevel's Rorke tile in the same raom thai Hesh pl*nts

the bug on the Federation server. Look on a desk io the right

of where Hesh and the resl of the grcup are standing.

Wait for Hesh to run the computer program. When

he's done, follow y0ur team down the hall. The

Federation troops have found some flashlights, but

they are still pretty much helpless against your night

vision. Mow down any resistance while proceeding

to the blast door.

DISABLE THE SECURITY DOOR
BEFORE POWER IS RESTORED

When you reach the blast door, you automatically

remove your NightVision Goggles. Waitfor Hesh to

mark the door. Then pick up the drill with the lnteract

button and press Fire to begin drilling on the X.

When drilling, watch the screen above the drill. You

d 0 n't wa nt to d rill into the " Fa u lt Lin e" point in the

x-ray diagram.

When the door blows, push through to the secure laboratory. lnitially, the guards are very confused and won't

attack y0ur team, but that quickly changes. Find cover and pick off the defenders in the main hallway.

Some enemy reinforcements arrive from the left. Keep firing until Merrick issues an order to go. Move with

the team down the corridor and through a doorway on the left. When you see h/rlo soldiers run past through

the double doors, open fire. About a half dozen more defenders are past the double doors on the right. Stay in

cover and work with your team to clear out the area.
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When you've defeated the resistance, Keegan leads the team t0 an outside walkway. Follow him until you see

the large rotunda area. You have the drop on these troops. Move to the end ofthe walkway, and use the square

structure for cover Fire through the glass at the enemies inside. Your team charges ahead, but you should hang

back and provide cover.

When you've cleared most of the enemies, it's time to move through the rotunda. Advance cautiously and use

the pillars for cover. Some stragglers arrive toward the end of the area. Keep a cautious eye t0 the walkway

above; one or two guards may still be alive there.

When you reach the end of the rotunda, you've

cleared the data center's defenses. 0nly unarmed

scientists remain. Fire your weapon to clear the

scientists, and then move to the raised platform in the

data center's middle. At the top of the platform, notice

a hot spot to drop your bag 0ff. 0uickly hit the lnteract

button to deposit the bag.
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DEFEND HESH AS HE RETRIEVES THE DATA
Your job now is to set up defenses to protect Hesh while he hacks into the data center. You have claymores,
mines, and an automated turret at your disposal.

A large amount of enemies are about to arrive. There's no perfect strategy for this section. you also dont have
enough time to place allthe mines and claymores. We recommend you prioritize planting the claymores, then
the mines. Save the turret for when the enemies start arriving.

Plant your mines and claymores on the indicated chokepoints. Make sure t0 space any mines you put down
outside of the chokepoints far enough apart so they don't cause a chain explosion.

When the enemies start arriving, quickly plant the turret in the main window. Then grab either the Lynx sniper
rifle or the lV27-lAR LMG resting on the main platform's edges. Finally, grab the Tear Gas Grenades out of the
bag. This keeps the enemies at bay once they've destroyed your traps.

When the enemy charges your position, yourtraps won't be enough to stop them. You need to use coverto kill the
troops before they can get close to Hesh. Initlally, fire at the troops as they advance from the entranceways. Later,

take cover behind the control panel to shootthe enemies as they make it onto the raised platform near Hesh.

When the enemy starts making itto your position, flip the auto gun around so it defends Hesh directly.

When the enemy starts charging the platform en masse (Hesh will have his progress at around 90%), start
using your flashbangs or tear gas to slow down the enemies. You need to keep the enemies off Hesh for a few
more seconds t0 complete the objective.

ESCAPE THROUGH
THE VAULT DOOR

When Hesh is done, sprint to the back of the area t0

the open door. 0nce through, turn toward your team

and provide cover as everyone fights through to the

door. Take the freight elevator up to exit the area.

EXIT THE FACILITY

Keep your gun down and follow your team through

the destroyed facility. Your team makes it all the way

to the jeep area where you first arrived at the base.

Avoid firing or meileeing once in the jeep. When the

alarm goes off, you automatically get on the jeep s

missile turret.
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You start this mission staring through a tactical

periscope; a Federation base is in view with several

soldiers walking around. After getting an eyeful, you

return under the ice where your Ghost team has

planted charges.

DETONATE CHARGES

When Merrick gives the order, press the Fire button

to detonate the ice charges, sending a swathe of

Federation soldiers into the icy waters. Use your

machine guns to finish them, then follow Hesh and

Merrick as they head to the ice break above. Push

into the ice break to automaticallv exit the waters.

CLEAR THE BASE CAMP

Keegan helps you to y0ur feet. The Federation

defenses are in shambles. Take cover on a nearby

wooden crate and pick off the remaining defenses.

A helicopter brings in reinforcements. Stick to cover

and continue picking off the enemies from long range.

When you've killed most of the nearby enemies, search the downed troops for a second assault rif le to

replace your pistol.

ASCEND TO CATWALKS USING ASCENDER GUN

$nce the Federation reinforcements are defeated, Merrick orders you to the area below the oil rig. Move close

to your team, then press and hold the lnteract button to pull out the Ascender Gun. Press Fire to release a

grappling hook. Hold down the Fire button to climb to the catwalks.



FIGHT TO THE PRESSURE REGULATORS
A significant enemy

force guards the

catwalks. lmmediately

move to cover, and then

start firlng on the closest

enemies to soften the

incoming fire. lf you're

getting some trouble

from this force, use

a flashbang to soften

them up.

When the lower area is

clear, crouch and proceed

up the steep stairs. These stairs provide excellent cover while crouching. Creep up and look for enemies perched on

an upper walkway. Kill both the enemies above, and then turn your focus to the defenders on your level-
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Follow Merrick and Hesh into the crew quafters. They do the job of clearing the rooms, so just hang back and

wait. Replace one of your guns with the MTS-255 shotgun from the enemy Hesh kills.

When Merrick gives the order, press the lnteract button to place a charge on the door. A serious contingent of
about 10 enemies is on the opposite side ofthe door. Press the Tactical Grenade button t0 toss flashbangs into

the room, and fire on the enemies with your newly acquired shotgun.

SHUT OFF THE
PRESSURE REGULATORS

When you've cleared the ro0m, your team now has

access to the oil rig's pressure regulators. proceed

with Merrick and press and hold the lnteract button

to blow the pressure regulators.

4.Atlas FallE t Rorke Fi6e

Bel0re hillin$ the piessure regulalor butt0n, check lhe rosm

eil the ri$ht. The Rorke File is sn a file eabinet.

FIGHT TO THE COMMAND CENTER

Follow Merrick topside and wait for the pressure

containers to blow. When they do, open fire on the

enemies running through the area.

are considered

are armed. You may

throughout this area.

When you've cleared the initial group of Federation

enemies, move to the building on your right. Use

the windows inside for cover while firing on the

remaining defenders at the back of tiis area. pay

special caution ofthe soldier on-the catwalk above;

he has a rocket launcher.

The flashbangs have limited range, so be cautious of the enemies at the back of the room; they may not be

affected by the stunning blast.
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When the area is safe, Merrick runs forward to lead the charge along the cahrualk to the rig's next section.

Follow Merrick into the smoky corridors, but keep crouched to avoid taking damage from the smoke.

Push through the smoke and use your shotgun to mow down the enemies before they can muster a defense.

Climb the staircase atthe back ofthe area to get above the smoke.

. .. l : . .

When you make it up top, air support hovers nearby. Climb one more set of stairs, and your gunship opens fire

on the enemies trying to contain the fire. l'ime to make your final assault to the command center.

The command center is well defended by many Federation troops. Stay behind the nearby barrels to pick off any

white uniforms popping out from cover. Pay attention to the catwalk above; one rocket launcher troop is up there

As you push forward, some enemies move to use

the machine gun at the back of the area. When this

happens, move to the rocket launcher marked on

th e Ai r I ntel. Use th e roc ket to ta ke out on e 0f th e

machine guns. Then use your long-range weapon

from the good cover there t0 take out the second.

fi€

When the balcony is secure, your helicopter arrives to

eliminate the remaining troops. Follow Merrick up the

staircases into the fire suppression command center.

DISABLE THE WATER
SUPPRESSION AND
DESTROY THE OIL RIG

0nce inside the command center, press the lnteract

button t0 remove the corpse from the console.

This starts a mini-game where you must keep the

three bars in the middle green zone long enough for

Merrick to overload each of the pumps.

Keeping it in the yellow is fine, but if the dial is in the

red for too long, you fail.

ESCAPE THE OIL RIG

0nce the rig blows, it's time to go. Sprint after

Merrick as he runs outside to the catwalk. Run to the

catu/alk's end and jump to complete the mission.
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NEUTRALIZE AEGIS CLASS COMBAT SHIP

This missign takes place entirely underwater. You and Keegan are in charge of destroying a Federation ship.

You're equipped with an APS Underwater Rifle. The rifle does low damage and has a slow rate of fire, but it's

more effective and reliable than a normal weapon underwatet

Press the Jump or Tactical Grenade button to move up in the water; press the Grouch or Frag Grenade button

to dive. Follow Keegan through the underwater passage.

Throughout this intro section, follow Keegan's path very closely. lf you stray too

far, you may get eaten by a shark.

his location is always

the edge ol the

the arrovl.

Swim to the shipwreck, and stay in cover as the submersible fioats by.

Follow Keegan as he swims out of the shipwreck and to the next section. When

you spot a group offour swimmers, get some good cover on the debris, and then

open fire. The divers take cover behind the balloon submersible; keep firing at any

body parts poking outfrom behind the cover.

Eventually, you encounter a boat patrol overhead. The boats deposit some

Federation divers. Waitfor Keegan's order, then slowly approach the divers. At

the next rocky outcropping, line up the right diver with your sights. 0pen fire when

Keegan gives the go ahead.
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When you've finished offthe divertroops, Keegan gives

the order to swim through the cave at the other end of

the area. As you move through the cave, sonic blasts rip

through the water. These blasts cause damage ifyou're

caught out in the open when one goes off.

n At the end of the tunnel, hit the lnteract button to help

I Keegan weld through the sealed ship door. When

rlew seconds before the

Wten you hear the

or undernealh a

lrom the

you're outside, swim to the shipping crate t0 avoid

taking damage from the sonic blast. lmmediately after

the blast, hold the Sprint button to quickly move to the

second container."E*e Target 6s *ra €h* M*v*.
Y*u **ys ffised t* Smmble*T*rffis Eq..."
Keegan leads you to a Iarger group of enemies working in an underwaterfield. Swim up the large rock on the right
to get a good flanking position above the divers. Fire atthe closer divers first,then startworking yourway to the
enemies atthe back.



Now swim to the rnetal overhang, Wait there while

to sound, and then quickly swim to the lighthouse.

Move to Keegan and hold the lnteract button to

deploy the Proteus missile, Press Fire to release the

missile, and you automatically switch to the missile's

inf rared camera. You must steer the missile into the

ship's red "h0t zone" t0 destroy it, Be careful to avoid

the netting in front of the ship. lf your missile gets

caught in it, you failthe mission,

g DAVTD & G'L'ATH

Keegan swims ahead to the lighthouse. Wait for the "ping"

When you've escaped, hold down the Sprint button

to keep up with Keegan as he swims to a safe area.

As long as you stay directly behind Keegan, you can

avoid the incoming wrecl<age.

When you see the submersibles pass overhead, use

the nearby metal piece for cover: enemies incoming I

Keep in cover; it frustrates the divers, causing them

to charge you. This makes them easy targets.
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After the lighthouse collapses, follow the onscreen

prompts to escape from the debris.
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When the waters are clear, inch forward. A second submersible arrives with six

more enemies on board. Use the coral for cover and pick them off before they

release from the vessel.
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Through the natural underwater arch, more soldiers defend an area near another

shipwreck. As you move towards the arch, the Federation ships starl dropping

depth charges on your position. lgnore the underwater defenders and swim after

Keegan as he travels to the shipwreck.
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SHARK WATERS

lnside the wreck, Keegan slows down. Keep behind him until you see the great white shark pass. The sharks
are full on Federation, so they aren't very aggressive. Just keep your distance to avoid getting eaten.

Follow Keegan's orders closely to make it through the patrolling sharks. ln the overhead shark room, wait patiently
for an opening betuveen the patrolling sharks.

When you've cleared the shark room, follow Keegan through the ship's ballroom and down the hatch to the
lower deck. The other side leads to safety and the end ofthe mission.
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This mission starts just outside a Federation factory. This top-secret facility contains whatever weapon the

Federation has been constructing in secret

Startthe mission with a drop-kill. Press the Melee

button to drop down with Merrick and dispatch the

pair of guards.

Follow Merrick to Entry A. When you see the solo

guard move, finish him silently with a melee attack.

INFILTRATE THE FACTORY

Kick heads off on his own to prepare your evac and get eyes on the base. Follow the bulk of your squad to the left.

Around the corner, a large truck arrives. When your squad is in position, use your silenced weapon to down a

guard; your team finishes the rest.

Hesh secures an access card and opens the bay

door. Merrick and Keegan killthe two guards near

the door. Grab an assault rifle to replace your pistol

from one of these guards.

lnside the facility, follow Hesh to a computer room.

A lone guard blocks the corridor. Kill him with your

silenced weapon. Around the next doonrruay, use a

Melee attack to finish the guard sitting at the computer.

Then regroup with your team at the south vault door.
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A half dozen Federation guards are inside the BIack

Zone. Your team has the jump on them. Stay in the

doorway and down any enemies out from cover.

More reinforcements arrive from the room to the left

and back of the area.

ACCESS BLACK ZONE

UPLOAD VISUAL SCANS
OF THE WEAPONIZED RODS

When the area is clear, move to the room where the

reinforcements came from-
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Beiore laking pictures of lh* !i!nelic rods, iind the Rcrke File

0n the eraie beh!iid ihe stairs ie*ding inlc lhe r00m"

Hit your lnventory button to take 0ui the camera.

With the camera engaged, look up at the satellite

until the kinetic rods are highlighted (Elias instructs

you where to look).

INVESTIGATE THE FACTORY
COMPUTER RECORDS

Followyourteam out of the area. When yourteam stops,

lnteract with the computer to search the records.

When the lights go dim, back away from the door,

ESCAPE THE FACTORY

After the blast, use your gun to eliminate enemies breaching from the right side. When they're clear, crawl to

the desk and shoot over it to kill the enemies attacking from the left side. Defend from the desk area until the

team pops the smoke.
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Dcn't bcther sircoitng ilre nra n force

of enemies here,lust fo.rLts on the

0nes that tr\, to {lank youi' r-igirt stde.

When Krc < arr rres, spr-int tc the bacl<

of the flatbed iem .

For this last secrion, go prone to

avoid tal< ng darage. F re on iire

iiucks as they appr-oach, bLrt the

air strike cioes most of the work to

secure your extt.
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The Ghosts return to their Vegas safehouse and are ambushed by Rorke. Upon

waking to find yourself tied to a chair, you must wait for an 0pp0rtunity t0 escape.

When Rorke iurns to hit Ellas, that's your chance. Hit the lnteract button as fast as

possib e to s p free ofthe bonds. 0nce free, Logan automatically grabs Rorke's gun.
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The number of presses needed t0 break free ol your bonds is clepenclent 0n the

game s difficulty. Players on Veteian must hit lnteract 40 times; ptayers on Regutar

onLy need to hit lnteract 25 times.

After the Rorke incident, Logan finds himself surrounded by Federati0n tr00ps.

When the shots staft raining down 0n the Feds, wait for the opportunity to grab a

P226 pistol on the floor,

When you've grabbed the pistol, open fire on the soldier to your left. Now, help

yourteam killthe remainingtroops. Lookforthe gun closetto arm up. lnside,find a

L1 '15 sniper rifle, a Bulldog, and a Remington R5 rifle. Be sure to grab a long-range

weapon and complement it with a short-range weapon like the Bulldog. Now that

you're armed, it's time to escape.
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ESCAPE

Move to the big doors where Hesh is readied. When Hesh opens the doors, he

takes a nearby soldier as a human shield. Stay in cover and fire on the soldiers at

the back of the room.

Keegan reunites with the team in the kitchen. Heed his advice, and tal<e cover in

the side room with the rest 0f the Ghosts as the enemies pass, Don't fire on any

enemies or you'll be quickly overwhelmed.

Move with the team through the casino exit into the mall area. Find cover atthe
top of the escalators and wait for Keegan to begin firino.

B'.



Your primary concern here is to eliminate the enemies arriving on the top 0f the bar to your left, and the club on

your right. Use your long-range weapon t0 pick off the enemies that rappel down. lf you take some damage, go

prone behind the center divider.

When you've cleared the enemies above, turn your attention to the enemies below. They have now filtered into

the club and bar areas. Stay back and exercise some patience, waiting for the enemies to move from cover

When your team moves, stay behind cover and let them lead the charge to mop up the remaining Federation

forces. When the fire dies down, move to the fountain level and use the generous cover there to defend against

a second wave of Federation reinforcements,

When you've downed the second wave of enemies,

move t0 the second set of escalators. More

Federation defenders are in the casino area below.

These defenders are well spread out. Use the

upper railing for cover and fire down on the

scrambling enemies.

ffixx*m6Asesma9

enemies may cause you to run

"range vveapon. ll you run

,near the lountain and in the

ritte or more ammo.

Many enemies are in the lower area, along with a

couple waves of mini-reinforcements. Continue using

cover and pick off the enemies from safety until the

casino floor is silent.

With the area temporarily safe, proceed down the

escalator. Switch to your short-range weapon in case

you run into any enemies still hiding behind cover.

Keegan opens the dooi for you. Crouch under it and

follow Merrick down the frozen escalators into the

hotel area.
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Unfortunately, Rileytakes a bullet. You must carry him to the extracti0n zone.
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Press and hold the lnteract button to pick up Hiley and move him to the cover of the blown-out police car. Put

Riley down and open fire on the helicopter hovering in the courtyard. Shoot atthe soldiers in the helicopter until

it crashes. lf you can find a LSAT LMG from a downed enemy, it makes taking out the choppers much easier.

Carry Riley again and move up the area's left side. Pul

him down near the Hiero monolith, and open fire on

the second helicopter.

When you've destroyed the helicopter, leave Riley

and move to the couftyard with the wrecked subway

cars and miniature sphinxes. You must clear outthis courtyard before moving up with Riley. About a half-dozen

enemies are scattered throughout this area. Wait for them to reveal themselves from cover and pick them off.

When the area is quiet, pick up Riley and move to one of the mini sphinxes. More enemies are arriving on the
left. Stay in cover and fire on the reinforcements arriving via helicopter. 0nce you've cleared the area, pick

up Riley and move to the next subway car. The subway car and the sphinxes provide plenty of cover against
another helicopterfull of reinforcements. Continue fighting and progressing from coverto cover until your air
support arrives.
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With your air support inbound, your team advances, clearing out any remaining hidden Federation troops. Grab

Riley and sprint down the path through the wrecked automobiles to the level exit.

When Merrick stacks up on the door, you run into a

huge team 0f Federation troops. You definitely don't

want to tangle with that many enemies out in the

open. Unfortunately, your retreat has been blocked by

another platoon.

Sprint after Keegan down the opposite hall. Yet

another platoon arrives to c0rner your squad. Crouch

down for some cover, and wait for your team to move

through the door on the left. As soon as Merrick is

through the door, sprint after him.

Jump out the casino window
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After your less-than-graceful landing, you're

immediately besieged by enemies arriving via

helicopter on the outside ofthe casino. Stay away

from the large windows and find cover in the middle

of the room you wake up in. Clear out most of the

enemies, and then move toward the big doors.

CARRY RILEY TO THE EXTRACTION POINT





GET TO THE F'.IGFIT DEEK

Y0! now loin the US lnvasion fleet as it heads deep into Federation territory t0 stop the Federati0n saiellites

from coming onlrne. Nlarch after Hesh and he leads you through the lower carTier area and up t0 the carrier

dec < The battle has a ready begun.

ELEAR THE FLEGHT DECK

.,.. : :: :.4,4:: :tat:: :

LAH I

COVER

CART
COVER

Topside, a strong f0rce of Federation enemies

is wreaking havoc on the deck. Move to the golf

cart-like vehicle, take cover, and pick off enemies.

Eventually, Hesh points 0ut the 0spreys (a special

helicopter that can fly like a jet) to your left. You must

fight y0ur way t0 that p0siti0n. Stay crouched ancl use

the parked fighter jets for cover.

When you make it about halfway to the 0sprey, a

group of enemy choppers arrives to your left. Fire at

the choppers to drop as many enemies as possible

before they Iand. Stay in cover and shoot any

remaining reinforcements untii Hesh gives the order

to move on the 0sprey.

REGR@L'P WITH h{ffiSH

Follow the objective marker to Hesh. When Hesh

instructs y0u, press the Interact butlon t0 acquire the

0sprey MG controls.

THE CAI'lPAIGN
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Shortly after ihe 0sprey takes 0ff, the Federation attacl(s with a full force of Zodiac

lacticai rafts on the ship's left slde. Follow Hesh to the carrier's side and fire on the

rarders below,

$ END oFYouR R'PE

It's on y necessary to hoid off the enemies for about a minute before the 0sprey's

guns are in p0siti0n to ra n havoc 0n the invasion force. Press the lnventory button

to activate the 0sprey.

While controlling the Osprey's guns you have two weapons, the minigun and the rocket

launcher. Unlike other machine guns Lrsed up to this point, this one never overheats,

That means you should always hold down the Aim Down Sight button to keep the

maclrine gun spun up and raining lead on the Federati0n. Use the Fire button to release

rockets at enemies in the 0spreys crosshairs. These rockets are powedul and will

down ships that are anlwhere near where the rocket hits the water

After your initial run with the 0sprey, control returns to Logan. Don't worry too

much about defending the ship from this position. Prioritize finding cover as you

wait f0r the 0sprey to ready a second time.

When the 0sprey is ready, reactivate. This time you have the option to hit some of

the Federation's destroyers. Use the 0spfey missiles to demolish the highlighted

targets on the side 0f the ship, Destroy as many targets as possible before control

returns to Logan.

TAKE CONTROL OF THE SPARROW LAUNCHER

It's time to really hit back at the Federation. Follow Hesh as rncoming mortars

begin striking the deck. Slide down the destroyed section and open fire on the two

Federation enemies on the right while sliding to the Sparrow deck in slow-motion.

Climb to the upper area and hitthe lnteract button to remove the dead navy officer

from the Sparrow's control laptop.
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DESTROY THE FEDERATION GUNSHIP
The Sparrow rocket launcher has a special lock-on system. Get any enemy in its square crosshairs, and the Sparrow automatically locks on. A wireframe representati0n
of the target appears at the HUD's right. At the bottom of the screen, a radar graphic displays enemies as red dots. Use it to locate and lock on to enemies throughout this
sequence When you've locked on to an enemy, press the Fire button to unleash a series of powerful rockets.

The first target is the gigantic gunship floating directly ahead. You can only lock the gunship once. When you have one hit, turn your focus to the helicopters flying
behind the gunship.

Now use your radarto locate incoming Hind attack choppers. Target and down them before they get close enough to open fire on your position.

Between helicopter runs, the gunship returns to attack your position, Whenever it's in range and vulnerable, an onscreen indicator appears. Hit the gunship as quickly as
possible, then return to targeting and firing on the Hinds. After three hits with the Sparrow, the gunship crashes.

ESCAPE THE SINKING CARRIER
The Federation threat is online-the US must make its attack or be wiped out. Follow Hesh up the ladder to the
carrier deck. Unfortunately, a Rod of God crashes into the carrier causing it to begin sinking. Sprint after Hesh
across the deck. Avoid the sliding debris on the right. As long as you stay reasonably close to Hesh, you should
have no problems clearing this area and making itto the chopper.

Reach the helicopter, and don't letthe blast deter
you. Get back up with the Jump button and sprintto
the side of the chopper.
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When you reach the satellite dish farm, enemy tanks

are retreating from your advance. Use your tank's

cannon t0 pick them off while continuing to speed

through the farm.

0n the satellite farm's far side, some Hinds fly in to

attack your position. Hit the Hinds with the patriot

XM11 guided missiles,

When all four anti-air vehicles are

Ghosts to move in.

in pieces, the first part of this mission is complete. lt's time for the

Reach the opposite side of the sateliite farm, drive up the hill, and blast through the concrete barriers to the
mountain path on the other side. Continue moving forward to avoid getting hit by the mortars. The airstrip is just

through the thin fence ahead.

ELIMINATE AIRSTRIP DEFENSES

Now that you've made it to the airstrip, you must destroy the four anti-aircraft vehicles hidden among the hangars.

Keep moving and use the objective indicators to locate the missile batteries. lf one of the rocket soldiers or Hinds

manages to get a lock on you, pop a wall of smoke and use your thermal to evade the enemies.

You can charge through this section focusing entirely on offense, popping smoke to avoid missile attacks.
Alternatively, you can take a more careful approach, downing the incoming Hinds with your XM11 missiles.
Charging is a bit easier, but if you're playing on Veteran, you might want to try taking the more careful approach
since yourtank cann0ttake much damage.
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SECURE THE CONTROL ROOM
AND LAUNCH THE MISSILE

ln this next part of the mission, you lead the Ghosts into

the Federation base to launch a missile atthe station.

As Logan, you control a minigun on the side of an

attack chopper. Use the minigun to strafe the enemies

you can spot on the exterior of the buildings.

When you approach the building with the large glass

windows, open fire into the windows and kill as many

enemies as possible. Y0u're about to rappel into this

room, so it's imp0rtant that most of them are dead to

ensure a safe entry.

Stay on the MG until most of the enemies are clear.

Then hitthe Jump button to breach the airtraffic
control room- Use the railing for cover and clear oul

any surviving enemies.

Follow Hesh through the air traffic control room to the
Iower double-doors. Press the lnteract button to start

the breach. Hesh throws a fire extinguisher toward

the large group of enemies on the other side. Blow

the extinguisher to stun the enemies, and then mow

them down with your LSAT. ln the next room, follow
Hesh's orders and lnteract with the glowing button t0

launch the misslle,

Launching the missile starts a nine-minute timer.

However, radio chatter indicates that Rorke is nearby,

The plan has changed! Follow Hesh to the lower area

and start the fight toward Rorke.
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Nine minutes is plenty of time to make it to your goal, so don't feel too rushed in this section. Stick to the basics,
as these enemies are very challenging. Stay in cover and fire on enemies when they pop out. The enemies here
are very difficult, and they're well-armed. They will kill you quickly if you don't use caution.

Continue fighting until you make itto the cargo elevator. As the cargo elevator descends, several enemies
are working on the missiles in the next room. Use the large crates for cover and open fire on the enemies.
Several Federation troops are in the bottom area, and as you advance, some more reinforcements arrive on the
overhead walkway.

When you get to the back of the area, the train begins to move. Ignore any remaining enemies and sprint for the
train car's side. Use the rails for cover and ride the train out of the area.REACH THE TRAIN





€,.=

::==i::.

:....:]j..::# 'rffi

&

t:::..r.::,. 1- 'gn L

HSEAPH SHFORH TFE€ MISS!tE H!T5
When yol've regained c0nsci0usness, sprinttowarcl your objective marl(ert0

board Badger 0ne. 0n top of Badger 0ne, you control a grenade launcher. Use the

launcher t0 tear a hole in the Federation's line 0f defense as your tank attempts t0
exit the inc0ming missile's blast radius.

when time slows cown, focLrs your grenades on the h0vering Hinds. This will clear
the way with only a few seconds remaining on the clock. Mission completei
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\'^,/hen you've destrcyed a I the targets, ,roui tanl< is disabled.
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ASSAULT
THE STATION

You're now in control of the lcarus

team that's assaulting the L0Kl

space station moments after the

previous mission's end. lt's been

awhile slnce you've had to fight

in zero graviry so take a moment

to re-familiarize yourself with the

controls, Press Tactical Grenade or

Jump to move up, and Frag Grenade

or Crouch to move down. You don't

have too much time to float around

aimlessly, so move to the gold

structure and use it for cover. Fire

on the enemies Jloating ahead.

LOCATE AN ENTRANCE TO THE STATION
When you've killed the enemies in the initial area, more arrive from the hatch ahead. Try to kill as many as

possible as they exit the hatch. Any survivors make a dash for cover. You don't need to move up, just wait f0r
them to pop out of cover.

when all of the Federation are dead and floating, you get the order to move on the hatch. Doing so
automaticallytriggers an explosion in the fuel lines. waitto regain control afterthe blast.

LOCATE THE CONTROL MODULE
Hang back in the structure as Collins moves up. Pick offthe Federation thatfloat into view. When Collins
continues to proceed further, follow him.
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Find cover near the large, white, rectangular

containers in the next area. The enemies are well

hidden throughout this section. Hang back behind

cover and wait for the enemies to reveal themselves.

You might need to get a better angle, so move from

cover t0 cover if you don't see any enemies in view.

{lates rellecting oll space suits

a well*hidden enemyt position.

ENTER THE STATION THROUGH THE OPEN HATCH

LOCATE THE
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BREACH THE CONTROL ROOM

\rVhen your squad has completeLy cleared the area of Federation, it's time to move into the control room and

attempt to activate Loki. Follow Colllns t0 the c0ntrol r0om entrance. Press the lnteract button near the glowing

charge rnd catorto beg nthe breach.You musttargetthree Federation astronautsduringthe breach. Killthem

all to clear the control room.

ELIMINATE THE INCOMENG
FEDERATION FORCES

A huge Federat on armored battalion rs movtng

through the satellite field. 0pen fire on the orange-

highlighted targets t0 absolutely devastate the area

ACTIVATE THE KINETIC ROD TARGETING CONTROLLER

lnteract with the g owing console near where you entered Press the Fire button to begin the Loki Kinetic

Rod vol ey.

Watch out for the biue-marked train moving slowing

through the area from the right Hesh and Logan are

on this train, so don't target it.

You now a!t0matica ly connect to a targeting dr0ne that gives you eyes 0n y0ur targets. Pressing Fire while in

thls view aLlows Vou to specifv where Loki's incoming rods land.
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DEFEND THE ALLIES
More friendly targets are past the train. Be very careful to avoid hitting the blue-marked targets when firing on the remaining Federation forces.

TARGET THE TRAIN

When you've hit the majority of the orange Xs, you get some special orders. The orders may seem strange, but hit the Fire button to successfully complete the mission.
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FIND RORKE

Thrs misslon takes place 15 minutes pri0rt0the
events rn "Lo <r." Logan and Hesh are on the same

tra n as Rorke. lt's :ime to get revenge for Elias.

Follow Hesh orrsrde to the tra n's side. I he train

wa kwa.v leacs forward. When it branci'les out, find

s0ne cover. There's no rush to kill the Federatrorr

here. Hang back in cover and pick them off.

When you've kil ed the tr00ps, move for.ward up

the stairs t0 the fext tra n car. This leads to another

separated tratn iar. Jump overtlre qapto c ear t.

' ':::r ..

:!@t.$

When you clear the gap, rLrn behinrj Hesh on the cars left side. Jump into the cargo container and use it for
cover. Ahead, severa enemies are using the metal train car pieces for cover. These enemies are vicious, so

use extra caution when p0pping Lip to pick them off. If you take some hits, go prone t0 get c0mplete cover and

heal. Be careful nott0 fall olrt 0fthe cargo crate. There is a Chain SAW hidden in tlre hangar car.

When Hesh moves up, follow him

in the mission easier.

Search the bodies for an LSAT LMG; it makes the helicopter sequence later
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JUMP TO THE ROOFTOPS

The stairs atthe carg0 area's back lead to train car rooftop access. Jump to the train car rooftop. Stay in the rooftop's centerto avoid getting blown off by incoming blasts.

TAKE OUT ENEMY HELICOPTERS

When the Little Birds arrive, sprint

to the left side of the train cars

and take cover behind the rail

attachment piece. Shoot at the

soldiers in the side of the chopper

to down the helicopter,

lf you grabbed the LMG earlier,

taking out the helicopters is not

difficult. lf you don't have the

LMG, stay in cover and try to pick

off the soldiers.

When Hesh says all the choppers are down, sprint after him and jump to the next car.

Several more soldiers are defending the nexttwo

train cars. Stick to the left and right sides of the train

cars and use the railings and rail attachment pieces

for cover. lt's best not to move to another car until

you're sure it's clear. When you've cleared the last

car, jump down and join Hesh to breach the door.

This is the hardest breach in the qame. Enemies are

on the left and right, plus there's a third enemy at the

back that fires a r0cket at y0ur position.

Kill the enemy before he manages to aim his rocket,

or fire at the rocket to blow it up Qnd avoid getting

caught in the blast. Regardless, when the rocket

explodes, you're sent tumbling into the train's engine

room. Now use Rorke's gun to kill the enemies ahead.

@ rcrcets'FLEA=E
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After the blast, crawl toward Rorke's Desert Eagle on

the ground in front of you. Fire the gun to discover it's

empty. Hesh tosses you some ammo. You must press

the lntelact button to grab the rounds out of the air.

0nce the gun is loaded, fire directly at Rorke. After

Logan grabs Hesh, swim toward the light. Follow the

onscreen directions to drag Hesh down the beach.

Stick around through the credits for the true ending.
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Handling your weap0n proper y in combat is vital to your survival. Here's a

breakdown of some 0f the mechanics, aL0ng with advice f0r how to best use your

ioo s in Cal/ of Duty: Ghasts.

ArM DOWN STGHTS (ADS)
Arm ng down the sights is simply the act 0f bringing your gun's iron sights or sc0pe

!p to y0ur face s0 y0u can airn accurate y at a distance. ln any mid-range or

onger combat, yo! should always have your sights up when firing, as it is the most

accLrrate method of shooting.

When y0u ADS, your f rst shot is always perfectly 0n target after that, rec0il f0rces

pu y0urairnofftarget.Carefultriggerc0ntrol isthewaytohandlethiswhenfiringal

d srant targets with frlly automattc weap0ns. Short controlled bursts!

Going nto ADS slows y0ur movement speed, making y0u an easier target in C0B,

so be carefui about staying in ADS longer than necessary. Bring up the sights, take

ihe shot. and move on.

ariti .1:.:::r '
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HIPFIRE
Hipfire is exactly what it sounds like-firing your weapon from the hip, without ADS. This

is an inaccurate and wasteful method offiring for anything beyond short-range combat,

but ceftain weapons are designed for effective hipfire in C0B-specifically SMGs,

shotguns, and dual-wielded pistols. lf you plan to hipfire often with an automatic weapon,

take the Scavenger or Fully Loaded perks to help your ammo supply.

ihe $i**riy Ai*': p*rk reduc*r ti;:liie spr**d.

J*m::i*9, ir**el:il;9. l: g*ing rinl:* *ll lf{s{1 y*:;r 1':iglir* lprc*r}.

5*iper tiii*s lse lheir h!p'lirr ae:rr::*y pr+iil* lvhex l!rirg i:iil*$$ ysi! fiie
iaifg i*€ ;ld :1+:i+:r:11.

ACCURACY
Accuracy in combat is affected by weapon type, whether you're firing from the hip

or while ADS, and if it's full-auto, semi-auto, or burst fire.

Semi-automatic and burst-fire weapons are naturally more accurate than fully

auto ones, simply because their fire rate is automatically slower and more

controlled- Fully auto weapons quickly become inaccurate at a distance ifyou hold

down the trigger, so firing in short bursts is crucial for accurate long-range fire.

Sights do not directly impact accuracy in any way, butthey can make landing long-

range shots much easier, as they bring distant targets into focus for accurate shots.

Your stance in combat matters for accuracy-if crouched or prone, you have

more accurate hipfire.

Accuracy is particularly importantfor all weapons, but it's vitalfor sniper rifles,

which deal killing shots based on whereyou hitthe target.

Each time you hit an enemy, the Iocation is checked-headshots dealthe most

damage with almost all weapons, and sniper rifles can deal lethal shots to the

chest or above. The Lynx and the 1115 sniper rifle are deadlyfrom the knee up by

default, even without Chrome Lined Barrel.

Certain attachments can affect locational damage, specifically the Semi-

Automatic and Burst Fire attachments for assault rifles, and the Chrome Lined

Barrel for sniper rifles.

For all weapons except sniper rifles, your sights are 100% accurate when you

bring them up. Sniper rifles require holding your breath to steady your aim-you
can only do this for a few seconds. Taking too long causes you to lose control and

your sights sway wildly. So line up your shot as you hold your breath, and quickly

shoot-don't hold your breath looking for a target.

RELOADING
Reloading is a simple and common action on the battlefield, but there are a few
quirks you should be aware of.

Weapons in Call of Duty:Ghosfs reload in three stages: adding ammo, reloaded,

and reloaded after an empty magazine.
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Thefirstandfastestpartof reloadingiswhentheammoisaddedtothegun-thishappens beforethe reloading

animation is complete. There's usually both a visual and audio cue on each weapon when this happens.

The instant the ammo is considered reloaded, you can sprint or switch weapons and cancel the remaining

animation. This is reload cancelling, and for some weapons it can save you a second or more on the reload

time, That's long enough to save your life if an enemy comes around the cornerl

You can cancel an animation with a single-step sprint or a doubletap weapon switch, and your gun will be up

and ready for use immediately.

The Sleight of Hand perk halves reload times, For most weapons, this is so fast that you don't need to bother

reload cancelling (butthe option to do so still exists),
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b*llcr to.,drqp and raise }oar,*eapon quic*ly.
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Normal reloading is simply allowing the reload

animation to finish completely. There's no penalty for

doing this, beyond the time lost from not reload

cance{ling manually.

To chamber the first round on a new magazine, pull the

charging handle on a rifle or rackthe slide on a pistol.

This extra animation adds even m0re time to the total

reload animation. For some weap0ns, this can be a considerable amount of extra time.

Regardless ofthe animation triggered when reloading, it can be reload cancelled.

Note that some weapons don't have an "empty magazine" reload-because they d0n't have a magazine!

This applies to some belt-fed LMGs and shotguns that reload shells manually.

.Ww$****wW w$€tu ffi&w$e

l&er an eye ofiille, animali0ns when retoading

yaririin'ifCliiinq" :$0me gu ns have lota lty dif le re nl

afi lrHilf 08s,$nen'teliladin g them lrom an em pty

4,,9aar@'@dapons atso have custom

anittdlcq!':tll€r.ysu pick them up lrom the ground

ari*iorA.*eN. iliisrtllloE't hetp you on the batttefietd,
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SWITCHING WEAPONS
Switching weapons seems like a simple enough act,

but you need to be aware that different weapons

have different times for switching fo them and

switching fromthem. These are known as the ralse

and drop times, and they are longer and slower for

heavier, more unwieldy weapons. LMGs and sniper

rifles are very slow to bring to bear or drop, while

pistols are lightning fast and most SMGs are quick.

Weapon switch speeds tend to follow a certain

baseline speed for their weapon class (pistols and

SMGs being faster than LMGs or snipers), but there

are variations between weapons within a given class

See the Armory section for more specifics-the total

time it takes to switch from one weapon to another

is the combination of one weapon's drop time with

the second weapon's raise time. This is important

information because being mid-swap when an

enemy comes around the corner can getyou killed!

These times also apply when picking up a weapon

off the battlefield, so be careful about scavenging a

weapon from a downed enemy if you suspect other

foes are nearby.
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'parlicularly important lor sniper

quickly il you're ambushed

so quickly. Switchinq to a pistol

. learning and masterinq

EXPLOSIVES
Explosives are useful backup weapons. You gain access to them through your

Lethal and Tactical equipment slots, from the secondary Launcher weapon

categ0ry, or the Under-Barrel Grenade Launcher attachment on rifles and LMGs.

Explosives are useful for dealing with entrenched enemies, groups of enemies,

and clearing objective areas. Explosives deal a certain minimum amount of

damage no matter how far from the detonation's center an enemy is located. lf you

get a hitmarker with an explosive, you know your targets are weakened.

There are quite a few perks that interact with explosives:

trh* Si;ist 5h:*1d aed ?ae Resist perks prai*ct vuu frum ex;:icsiue* ard
la;liral e:ipl*sives re:peclively'.

The Da*ger flese perk *r:osi: e:ipicsive ife,n*i;r {rull:ilt:ig*ific;r;rlly.

?l* !xtf* lt.'iitai and frtra lethei p*iks giva y*il an extra Tf,{tieal ilr
i"ei;r;i gr*rade respectively.

1!e Str*rg-Ar*: p*ik lcts you thr$yr $reliader Jarthsr anri safeiy l0$$ !:aek ir*q Srenades

*r Ca::jsler 8e*th: *; r*:etiing :*eir lln:eis.

The *eii*x per! lel: y:ru fi':rclv grrflades a*d drlpi.ctr eti;ii:mrfii at rlar.:j:le :i:*ad.

Note that the Scavenger and Fully Loaded perks have no effect on explosives. you

can't resupply them and Vou don't start with extras.

MELEE
Your soldier is a trained combat operative skilled in allforms of combat, including

up-close-and-personal. You can instantly kill any enemy player by getting close to

them and tapping the Melee button-this causes you to enter a special animation

with your combat knife, silently dispatching your foe.

There are a few different melee options in Call of Duty: Ghosts. The most basic is your

backup combat knife; you always have access to this even while your gun is raised.

Be careful aboutstabbing ifyou arentsure of a hit. Performing a missed stab drops your

gun, and ittakes a second to raise again. This can getyou killed in a COB situation.

v'lhen you atlack

,he ar'lare that they lreeze you

:has a teammate nearby, don't

'e0emies; don'l use it to attack in

6this extra animation-it kills in

thalt the altachmenl lo use!



The next melee option is the acfual combat knife weapon. You can only gain access to this weapon by

dropping your primary weapon entirely. ln exchange, you get a main-hand combat knife. This weapon functions

identicallyto your normal backup knife (though you can also swing itwith the Trigger button, notjustyoul

Melee button).

The combat knife has tv/o important perks. Firsf holding it gives you the fastest possible movement speed in the

game (1 05% of baseline movement speed). And second, you can sprint tuvlce as farwhile holding the combat knife.

Combining this with the Agility perk can get you around on the battlefield very fast indeed.

Finally, there is a Tactical Knife attachment for pistols only. This specialty weapon has the same range and

stealthy instant kill properties as either of the regular combat knives, with one important difference-there

is no animation freeze after a stab" You can sprint into a room using a Tactical Knife with Marathon and Dead

Silence and quickly stab every foe before they're even aware you're attacking.

COVER
Cover is simple, basic,

and absolutely criti cal

to your survival, Cover

can protect you directly

(by stopping bullets from

hitting you) or indirectly

(by preventing an enemy

from spotting you in the

first place).

When traveling around

the battlefield, alwavs

move with yourflankto a wall or other large surface, minimizing your exposure. When moving down a hallway

or other enclosed space, always keep the largest line-of-sight-blocking cover in front of you so you can duck

behind it if an enemy appears. When reloading, duck behind a wall 0r crouch behind hard cover.

€er*:::y €p*tted
Because Call of Duty: Ghosfshasthenewautomaticenemysightingsystem,anenemyplayermaymissyou,

but their soldier may well spot you and call out your location to the team. The only way to prevent this is to

avoid being seen in the first place-good combat policyto begin with.

The lncognito perk prevents automatic voice callouts of your position. lt also removes the red nametag over

your head, which can help with moving stealthily around the map.

Leaxmlmg flm €*v*r
The new leaning system changes the way cover

aff ects f iref i g hts-th ere a re m a ny new potential ly

strong defensive positions due to leaning. Every

corner, doorway, window, and solid block of cover can

potentially be used for leaning. Be aware of how this

influences likely hiding spots on offense and defense,

and make cover work for you.



M$1/EMHIWY
Movement is fundamentalto your survival on the Call of Duty: Ghosfs multiplayer

battlefield. Moving from place to place swiftly and safely is crucial in every single

multiplayer game mode. Using all the options atyour disposal for quick and stealthy

movement is critical to flanking and surprising the enemy team. Aiming your weapon

is important, but knowing how to morze is just as (and possibly more) important.

The Marathon perk grants unlimited sprinttime. This is a powerful mobility perk,

but be careful about running into enemies headlong.

The Ready Up perk brings your weapon up 40% faster after coming out of a sprint.

This is very useful for fast-moving C0B builds.

*ormbmt $lides

Sliding is a new type of movement in Call of Duty: Ghosfs. Sliding allows you to

transition from a sprint into a sliding crouch.

Combat slides are performed by holding the Crouch button while sprinting. Doing

so causes you to go into a quick evasive slide-very useful for rounding corners

or getting into cover quickly. You can freely turn and aim once a slide has started.

Sliding can protect y0u from mid-range enemies when moving from cover to

cover. lt can be used to quickly enter cover, allowing you to crouch and prepare

to fire immediately.

While sliding is a useful and versatile method of movement, it does have its

limitations. Sliding has limited range, and atthe end of a slide you're immobile

and either crouched or prone.

coyer. Thelb's a very stiqht

to*tiding in lhe open,
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MOVEMENT SPEEDS
Your movement speed is affected bythe weapon you're holding. This means thal

you can change your movement speed by carrying a fast secondary weap0n.

Fastest 1O5%! Combit K*ife {anti d**bl* lentrth $printr}

Fast 100%t $hstgun, SMS, Fist6l.!

GuFek 95%l Kasiet

34edi*:*r **9r'o; &s:ai:li FiJi*s, l,{arilsnan &ifl*s. *lrain :e!4i li$lt $nipe r fiilie

5!ow 85%: !K$;r** lllS Snil*r *!ll*s

ga*sect 8O%: 0lher LSlSs, lynx Srlper Rifl*, &ir:! $irietd, Pan;i:ri*u*i, and M&&\$S

Be mindful that while switching to your pistol and running around is a good

idea with a slow weapon, the delay in bringing your primary weapon up can get

you killed if you encounter an enemy mid-sprint. Be sure to switch back to your

primary weapon as you get closer to expected enemy contact.

The Agility perk increases your movement speed by 7% at all times.

SPRINTING AND SLIDING
Sprinting lets you move more quickly, atthe cost of lowering your weapon and

making more noise while running. You can sprintfor a short distance before

running out of breath, and you recover your "sprint time" gradually while walking

,:::' ::, .9r"
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A stide normally ends in a crouch, so don't slide if you plan to continue moving

quickly, lf you continue to hold Crouch while sliding, you transition to a prone

position at the end of the slide. This is particularly useful for sliding around a

cornerwhen expecting a hostile in a specific position, as it can throw offtheir aim.

Consider this an alternative to the jump shot around a corner.

It's possible to perform a slide and immediatelytransition into a sprint again. But

be careful about using this to make yourself a more difficulttarget-sliding isn't as

fast as sprinting, and the shift from a sliding crouch into a sprint may not always be

perfectly smooth. This can get y0u killed if a hostile is tracking your movement.

Spend the first few weeks of play intentionally overusing sliding to learn its

quirks, lfyou reallywantto get serious about using {and abusing) slides, hop in

a private match with a few friends and see exactly how it looks from a shootert

perspective. You can also discover how, where, and when sliding is useful on

various maps.

MANTLING, CLIMB|NG, AND JUMPING
ManrtEir:g

Mantling has been in Call of Dutyfor years, but Ghosfs amps up the mobility and

speed of mantling. This time around, you can mantle over low cover and keep

your momentum. lf you're sprinting at a low wall or groundJloor window, you can

mantle the cover and continue sprinting on the other side.

Additionally, you now keep your gun up during this combat mantle maneuver. This

allows you to fire {rom the hip while mantling, potentially gunning down any target

in immediate view on the other side of cover. Plus you look pretty awesome while

doing it, The combat mantle can be performed while pressing forward or sprinting.

The soft mantle is useful for pulling yourself onto a fence, windowsill, ledge, or

otherwise narrow surface. You can pull yourself up and look around without

dropping over the edge-this is important if your mantle target is high in the air!

Perform a soft mantle by pressing Jump near an obstacle, wlthoufpushing forward.

Jump whi[e against a

you can do this without

you automaticalty conlinue

#9Er*bk*g

Climbing ladders is as simple as moving to one and pressing forward while looking

up to climb (or backwards to climb down). You can press Jump to detach from a

ladder quickly. lt's also possible to jump onto a ladder and begin climbing. Your gun

is down and you cannot fire while climbing a ladder.

"iumping
Jumping lets you get around a level more swiftly by clearing small gaps and utilizing

objects. You can jump through windows, onto ladders, and mantle onto ledges.

With practice, you can find shoftcuts on different maps that let you get around

the level and ambush enemies from unexpected directions. Just be careful with

your trick jumps-some take a lot of practice and time to pull off, and you're quite

exposed while trying to jump around and mantle.



You can perform one full-strength jump at a time. lf
you attemptto jump again immediately, only a short

hop is performed, lt takes a few seconds to getthe

srrength to jump at full height again.

Keep in mind that jumping causes your hipfire

accuracy to degrade severely, both during the jump

and just after. Jumping out a window and opening

fire like an action-movie hero sounds like a great

idea, until you land hard, damage yourself, slow your

movement, and kill your accuracy.

CROUCH AND PRONE
Crouching and prone positions are both very useful

and important for concealing yourself from enemies

at a distance. By crouching, you can minimize your

silhouette at a distance and still peek over low cover

or out windows. Going prone restricts your field of

view more heavily, but it can also be used to take

cover behind even the shortest cover at long range.

Movement is slow while crouched and very slowly

while prone.

Sprinting automatically cancels crouching or prone

positions, allowing you to move quickly after ducking

behind cover to reload.

Crouching or going prone improves accuracy, but

your mobility is impaired. Don't spend too long

immobile and firing or you risk making yourself an

easy target f0r explosives and flanking enemies.

CORNER ASSAULTS
There are several ways to round a corner and attack an enemy you know is waiting for you. You can ADS,

sprint, walk, slide, and jump around the corner.

Rounding a corner in ADS is the slowest method, but it also allows you to fire instantly if you spot a target.

The Stalker perk lets you ADS and move at full speed. This means you can round corners at full walking

speed-very usefulfor moving quickly and firing accurately.

Sprinting around corners is usually a very bad idea, but you can potentially sprint and utilize a knife stab. Qtherwise, il

takes a momentto bring up yourweapon and fire.

Walking around a corner without ADS is a bad idea, unless you have a good hipfiring weapon. A shotgun, SMG,

dual pistols, the Chain SAW LMG, or an AR with Steady Aim are all viable options.

You can also slide around a corner. This looks cool, and it does present a different silhouette to the enemy,

potentially causing them to miss. But it onlytakes a split second for them to adjust. Even worse than that, you're

left immobile and crouched at the end of a slide. Not a great position to attack from. That said, you can surprise

people by sliding

occasionally; if their aim

is off, you may get the

killshot before they can

c om pe nsate.

Finally, you can jump

around a corner

while firing, This is

usually a bad idea

for most weapons,

but it can score a kill

with accurate hipfire

weapons. The only real

advantage to going

around the corner in the air is your head is out of line for usual upper body shots. But your center mass is still
likely to take plenty of hits.

Your jump's trajectory can also let you land a bit further out from the corner. Jumping from an elevated
position around a corner can get you the drop on an enemy who was aiming at chest height. You end up

going over their crosshairs and landing to the left 0r right of their sights. Corners are always dangerous to

round, so experimentwith different approaches (and throw grenades ahead of you!).
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LEANING
Leaning is an old Call of Dur,/feature reborn in a new form. ln Call of Duty: Ghosts, leaning is now automatic and context sensitive-instead of discrete lean buttons, you

can now simply approach the edge of anywall, go into ADS, and automatically lean around the corner. This is extremely useful and powerful when defending an area,

especially if you have the drop on incoming enemies who are unaware of your position.

Because you can hide at the edge of almost any wall, doorway, window, or large

chunk of hard cover, you can vary your position from encounter to encounter,

limiting your exposure and making yourself a very tricky target to spot.

Be aware that while leaning exposes less of your body than standing in the open,

it does have the unfortunate side effect of focusing enemy fire at your head. This

can lead to quick deaths against accurate opponents. Also keep in mind that even

though your body is shielded behind cover, enemy bullets can certainly penetrate

the cover, especially if they are using armor-piercing ammunition.

.aJ,lug as there's enough

ADS. 0nce in a [ean.

cover. ll you strale too

Leaning is a boon for defensive play. lfyou're an aggressive player, be aware that

enemies can and will be hiding around corners and beside windows and doors. They'll

be a bit tougher to spot than if they were simply standing at the edge of their cover.

6t*a& allhough this is

il you're sliding into so thal

as yolr stide is completinq.

is tined up wilh good

you end up behind hatd
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The basics of your HUD are very simple and easy to use, but we're going to touch

on a few key aspects that are importantfor combat.

HITMARKERS AND INFO MARKERS
F4!tmarkers

Your crosshair conveys a lot of useful information at a glance. When you aren't in

ADS, it shows the rough radius of your hipfire spread.

When you score a hit on an enemy, you get a red flare and an audio cue; we

call thisa hitnarker.Thisisanindicationthatyouscoredahit,andit'susefulfor

confirming long-range shots and detecting enemies.

You can use hitmarkers to locate enemies by shooting them through walls. But

more commonly, throwing a Lethal or (especially) Tactical grenade can give you

warning of enemy presence.

lf you toss a Concussion or g-Bang into a room and get a hitmarker, a dazed or

partially blinded enemy is inside. Same story around objectives, around corners, in

sniper perches, or anywhere you suspect an enemy might be lurking.

!E:fs Mmrk*rs

The other important cues t0 watch for are the info markers over objectives in

objective game mode play and the death icons that indicate fallen teammates.

The objective markers typically convey immediately useful information-if the

objective is under assault, which team holds it, and so on. You can use these to

instantly identify a position that has an enemy presence and needs backup.

Death icons

appear 0n your

HUD whenever a

teammate dies.

The skull over

where they died

can give away a

nearby enemy if

they were killed in

close- or medium-

range combat. This is less useful if they were sniped from across the map. But in

general, if a death marker pops up nearby, stay alert.

The reverse of this is true as well. lf you kill an enemy, expect nearby enemies

to investigate.

The Takedown perk removes the death marker when you score a kill, which is
particularly valuable for stealth and COB builds. This suppresses the warning and

gives you an edge in ambushing more targets.

MAP AND MINIMAP
Your minimap is a simple but vital part of the HUD. ln non-hardcore modes (where

you have no minimap without SATC0M coverage!), your minimap is a constant

source of local information.

Friendly players show up fullywith directional indicators so you can see what
they are covering. Enemy indicators show up as filled red dots (ifthey're firing

an unsilenced weapon) or empty red dots {ifthey're being spotted by Eyes 0n

coverage from a single active SATC0M).

Multiple SATCOMs cause a scanner sweep that makes enemies appear

periodically {with or without f riendly eyes on the target). Be aware that players

with the Off the Grid perk are immune to SATC0M coverage.

Various equipment and perks can also give local enemy positions-the Ping perk,

the Radar attachment on the Riot Shield, Juggernaut Recon, and the Night Owl.

Enemy positional indicators are also marked with a tiny up or down arrow,

indicating whether they're above or below you-important to know on many maps

that have complex, multi-level environments.

Your main map (accessible by hitting the Main Menu button)displays the entire

level. This map respects SATC0M and other forms of intelligence information,

so bringing it up occasionally can be useful to get a full map view of enemy
positions and to see your team's location.



Even without SATC0M coverage, you can often infer the enemyteam's location based on objective control and teammate positions. lts likely they're where yourteam and

your objectives are not, though this varies by game mode.

KILLCAM
The killcam might be an obvious game element, but it's a very important one.

Veterans can skip this, but for new players-use the killcam.

The killcam tells you who killed you, f rom where, with what, what loadout they were

using, and if any oftheirteammates are nearby. You can use this information to figure

out where players commonly camp out, what sort of load0uts they're using, h0w they

attacked you, and a lot of other information that can help improve your play.

Don't mash past killcams when you're learning the game and the maps. You can

learn a lot by paying attention to the kiilcam.
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Sound is one ofthe key pillars ofyour situational awareness. Hearing enemies

move, fire, climb, or even call out enemy positions can give away their location.

Sound is extremely important for catching threats that are nearby but not

immediately in view. lt's also important to be aware of the noises you are making-

something as simple as priming and throwing a grenade can give awayyour position

and get you shot if you're deep in enemy territory.

The Amplify and Dead Silence perks directly impact your ability to hear or be heard

by enemy players. Amplify doubles your hearing range; Dead Silence cuts your noise

level in half. Moving while crouched or prone is quiet, while sprinting or moving on

noisy surfaces is louder. All gunfire makes noise, even a silenced weapon.
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We touched on explosives briefly earlier in this chapter, but the other forms of Lethal, Tactical, and Killstreak equipment are also important parts of your arsenal.

The Trophy System, Motion Sensor, SATC0M, LM.S., Sentry Gun, Weapon Crate, and Ballistic Vests can all be placed on the gr0und.

You can pick up a Trophy System or Motion Sensor,

as well as undetonated C4 or lEDs. You can also move

the IMS and Sentry Gun around once they're placed.

Try to choose your placement locations carefully, and

avoid setting up equipment while exposed to enemy

view-it's a great way to get killed and end your

streak. This is particularly important in the case of

the Sentry Gun, which may be part of a run to a 9 or

higher Assault killstreak.

The Sitrep perk allows players to see all equipment at

a distance and through walls. Players with the Armor-

Piercing attachment can deal increased damage to any

equipment.



GAME MECFIANIC$
Most of the number crunching that goes on behind the scenes isn't important for moment-to-moment gameplay,

but there are a few topics worth knowing more about.

DAMAGE
Playersin Call of Duty:Ghostshavel00healthasabaseline.BallisticVestscanaddl50armortothisvalue,

and the ICU perk causes you to regenerate heahh

more quickly.

Most weapons deal in the neighborhood of 35 damage per bullet, but this value varies heavily from gun to gun.

Also, with few exceptions, most weapons deal less damage the farther away from your target. This is known as

danage falloff. As a result of this, the number of shots it takes to down a target can rise from 3 to 4 to 5, or even

more, depending on the specific weapon.

Most weapons fall from their maximum damage to some minimum value. 0nce that minimum is reached,

they cannot lose any more damage at a distance, regardless of how far away the target. See the Armory

section for details on the damage profiles for every weapon in the game.

Most explosives deal a high (and lethal) amount of damage at the center of their blast, and decrease to a
certain minimum damage at the blast's outer edge. This means that even a grazing hit can leave a player near
death from an explosion.

Shotguns and sniper rifles both bear special mention. Shotguns have a maximum effective range, beyond which their
shots do no damage. Don't use a shotgun for ranged combat. Even your backup pistol is a better option! Sniper Rifles

on the other hand, do not lose damage at a distance at all. lnstead, they deal a very high, static amount of damage,

and rely on damage multipliers to ensure a lethal one-shot kill if you're accurate with your shot.

Most weapons (except shotguns) deal increased

damage with headshots. This is usually enough

damage to drop the number of needed shots to kill

by one. Sniper rifles have damage multipliers from

the lower torso up to the head. A sniper rifle with the

Chrome Lined Barrel attachment can even kill with

shots to the upper legs or arms. A few weapons or

attachments can modify damage multipliers. See the

Armory for more details.
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PENETRATION
Penetration is an important

paft of combat in Call of Duty:

6hosts. Almost any weapon

can penetrate thin surfaces,

and more powerful weapons

can punch through thick

surfa c es.

The thickness of the cover

(or wall)fired through and

the shot's angle aifect the

damage 0f the round that comes out the other side. ldeally, you want to shoot a thin surface dead on at a clean

90-degree angle. The sharper the angle and the thicker the surface, the less damage done.

Shooting enemies through walls and cover tends to be an ammo intensive endeavor, so bring Extended Mags,

Fully Loaded, or Scavenger if you intend 10 take advantage of penetration in combat. The Armor-Piercing

attachment triples penetration values, increasing the punch from bullets that do penetrate and hit a player

through cover.
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TARGETING ASSISTANCE
Call of Duty:Ghosfs uses a sophisticated system for

targeting and tracking enemies-different weapons

and different scopes influence how easily you can

get your crosshairs on a target. While this largely

happens behind the scenes, there are two areas

where you can impact it, and that comes from the

weapon you have in hand.

Long-range weapons have longer aim assist ranges, and they have longer spotting distances for sighting

enemy names while ADS.

Unsurprisingly, a pistol isn't as good as a marksman rifle or sniper rifle for picking off long-range targets, and

notjust because ofthe damage that it does at a great distance. The Tracker and Thermal sights increase aim

assist distance for any weapon using them, though the Tracker sight lacks the long-range zoom capability of

the Thermal sight. Rememberthat lncognito enemies don't have red names visible. lfyou're using a long-range

weapon and can't spot a hostile's nametag, that's likely the reason.
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There are many changes, large and small, in the Cal/

of Duty: Ghostsmultiplayer experience- The following

includes the changes that most directly impact your

moment-to-mome nt ga me play.

There have also been a lot of additions and changes

to "meta" aspects ofthe multiplayer gameplay-

expanded support for clan play, automatic clan wars,

a unified account system {accessible in-game, or from

your PC or smartphone), new customization for your

squad member models, and nryeaks that enhance

everything sunounding the core multiplayer game.

MOVEMENT

Mantling has been revamped, sliding has been added,

and leaning has new easy-to-use context sensitive

controls. Experiment with all three-they greatly

smooth out battlefield travel and add new tactical

options for engaging in combat.

PERK SYSTEM
The perk system in Call of Duty:Ghosfs has been

revamped, giving you total control over your

perk loadout.

You are given 8 perk points that can be spent on any

perks of your choice. Perks now cost from 1 t0 5

points to equip, and you can equif any mix of perks

up to your perk point limit.



Acquire additional perk points (up to l2 maximum) by giving up your primary or

secondary weapon, and your Lethal or Tactical equipment. This allows you to pick

and choose the precise makeup ofyour perk loadout, and lets you swap your main

gear in exchange for more or less perks as you see fit.
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FIELD ORDERS
Field 0rders are a new dynamic item that appears on the battlefield as a small

blue briefcase when the first player in a match is killed. Whoever picks up

the Field 0rders is given a simple mission to accomplish, such as killing three
players, earning a melee kill, etc. Completing this mission awards you with an

Assault Care Package.

lf a player carrying the Field 0rders dies before they complete their objective, the
Field 0rders are dropped on the battlefield again for another player to pick up.
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Maniac Back Kills Earn 3 kills from behind, throwing knives or melee
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Recon Pistol Kills Earn 4 kills with the .44 Magnum
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Maniac Knife Earn 6 kills with melee only

DYNAMIC MAP EVENTS
Mapsin Call of Duty: Ghostsnow have dynamic elements. These range from very
simple changes (doors that can be opened or closed, walls that can be blown
out) to massive changes

(the entire map getting

bombed and shattered).

Typically, the more

devastating level-wide

effects are restricted to

the Field Order packages,

but some large-scale

effects are automatic. 0n

Tremor, for example, the Ievel experiences periodic earthquake aftershocks that
affect everyone on the map equally.

There is always one set

both teams as the match

a regular Assault Care

Package; it's no longer

a killstreakl

When you earn a Field

0rder mission, you won'l

be given an impossible

mission (no explosive

kill challenge with no

explosives equipped; no

of Field 0rders making its way around the battle between

pro g resses. N ote th at th is is n ow th e on ly way to ea rn

secondary weapon challenge without a secondary weapon).

lf you are (or become) a Juggernaut, you gain access to a special set o{

J u g gernaut-only missions.

Prone

Earn i trill while jumping

Earn 2 kills with a weapon you picked up
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Earn 2 kills while crouched
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Calt of Duty:$hosfsintroduces a newwayto playthe multiplayer game: Squads. With Squads,you can set up a team of six customized Squad members,five of which

will will fight by your side in online multiplayer matches.

You can challenge your friends'teams one-on-one, even when they are offline.

The really greatfeature ofsquads isthatyou can earn multiplayerXP and Squad points by playing against bots.The lull Call ofDutyonline multiplayer experience isn't

for everyone, and Squads offers up a great alternative.

L0CAL VS. 0ilLtNe $&UAm$
Local Squads are different than your online Squads. 0nline Squads require that you earn Squad points to unlock additional Squad members to customize.

These Squad points are the same ones you earn playing online in the regular multiplayer game. Additionally, you need to earn more Squad points to unlock killstreaks,

weapons, and perks.

lf you play a local game, you can fully customize your loadout, and everything is available to you. This is beneficial if you want try out certain weapons or abilities but

haven't reached a high enough Ievel in multiplayer to earn them.

ln local mode, there are only tvvo game types available: Saf eguard and Wargame. Wargame allows you to set up an off line game of your choice. Your custom Squad is

not utilized, but you can customize your personal loadout.

ln online Squads play, you can play four game types: Squad Assault, Squad vs. Squad, Safeguard, and Wargame.

Playing the following online Squads mode earns you Squad points that carry over into multiplayer.

SOUAD ASSAULT
With Squad Assault, you can challenge your friends even if they aren't currently online. When you battle, the team your friends have set up becomes your opponents in a

multiplayer game of your choice. All multiplayer maps and game modes are available.

When you first log on to play Call of Dufy. Ghosfs multiplayer, the game automatically sets up your team with default settings. lf one of your friends attacks your Squad,

they will encounter the Squad you have set up.

lf you don't have any friends you want to challenge, you can search online, and the game will automatically find someone for you to play against. lf your Squad defeats

another team while you are offline, you will be notified when you return (and may get some nice XP bonuses).



SOUAD VS SOUAD
ln Squad vs. Squad, you can challenge someone online to a versus match where you both lead your Squad of bots. The standard multiplayer Wargame game types are
available. The game type and map are randomly determined once you find an opponent.

WARGAME
Wargame is a botsversus game where you can invite friendstofightalongside you. Bring a partyof friends into the Wargame lobby, or invite them from the lobbyto
battle together.

lf you dont have enough friends to fill up your team, the game automatically assigns bots to fight on your team to even it out.

*ffi$T$Mtzrru$ YmuR $&w&m
When you are online, you can enter the Squad Customization screen at any time by selecting the "Create a Soldier" option. You startwith one soldier in your Squad, bul
as you play and unlock more Squad points, you can unlock up to l0 Squad slots.

Until you unlock the Squad slots, those Squad members are automatically added (uncustomized) to your Squad when you start a Squad Assault or
Squad vs. Squad game type.

0n the Select Squad Member screen, you can select Squad 0rder, which determines which members of your Squad are active. You can even do this before you have
unlocked the slot. The squad member you have selected will show up as a gold icon, while the other active members will display a silver icon. When you change the
active member you are playing, it will not move the gold icon player to the top.

0nce a slot is unlocked, you can change the Squad member's name and edit their appearance, gender, and outfit.

$&wem m&$€ ANm ffiAxwK YYpm
Your Squad base and game type can be setto any ofthe available options, which include ail the maps in the standard rotation and all the standard multiplayer game
types (including the new ones, like Blitz).

When any online opponent attacks your Squad, the battle occurs on the map and game type of your choosing.
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This chapier has been prepared t0 gLride y0u thr0ugh

a I of the optrons avarLable t0 you in the Squad

crstomization system. Brush up 0n y0ur multiplayer

bas cs, and dig rnto details 0n every weapon, perk,

k streak, and piece of equipment in lhe game, The

Squad customrzati0n system in Call of Duty: Ghosts

allov,;s you to maintain a roster of highly trained,

indivldual y equ pped special forces.

However you choose to deve op your Squad, this

chapter has the rnformation you need to make

informed decisions about how to use every prece of

gear in the game.

Each member of your team can be leveled, equipped,

and customized ind vidually. You can choose to focus

on a srngle Squad sold er and maximlze their loadout options, or spread your attention 0ver multiple Squad members. Browse the weapons, attachments, and equipment

to get an idea of the options available for arming your Squad. Refer to the Perks and Killstreaks sections for customizing their capabilities and support options.

Th s guide inclucles some of the mosi c0mprehenslve statistical and informational breakdowns of the weapons in a Call of Dutyritle ever. To guide.you rhrough howthis

lnformation s presented and what it means, read on.

Use the statistics presented here to guide and aid in your choice of weapon, but don't be a slave t0 the

numbers. The most impoftantfactor in choosing a weapon is whatfeels bestt0 you.

Rate of fire, recoil pattern, damage range, handling characteristics, iron sights, available attachments, all of

these things and more influence the way a gun feels, and that's ignoring pure personal preference if you love

the way a certain gun lool<s or sounds.

lf you narrow down your favored weapons to a few specific guns within one category, use these stats to inform

you about choosing between them. Experiment, explore, and enloyl

i
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RECOIL PLOTS

These scatter plots are simulations of thousands of shots fired with a given

weapon in 10-shot spreads.

The plots are shown in two colors: the inner color shows an approximation of the

firstthree shots fired, while the outer color shows the next seven shots.

For burst-fire weapons, they simulate multiple bursts fired in quick succession.

Semi-auto wea pons are fired at their (theoretical) maximum rate of fire.

Use these recoil plots to give you an idea of how a weapon kicks when it is
fired on fully automatic, or if you hammer the trigger on a semi-automatic or

burst-fire weapon.

You can also use the plots to compare the performance of one weapon with a

recoil-modifying attachmentto another weapon in the same class withoutthe

mod. This is a useful way of evaluating the recoil patterns of any two weapons, no

matter which set of attachments you choose to use.

The waythat a weapon recoils can have a dramatic effect on its performance,

and it can also affect which types of weapons you prefer. Two weapons that are

otherwise very similar may have a clear favorite for you personally simply because

you prefer one type of recoil pattern over another.

ln general, weapons that kick in a single direction are easier to predict than

weapons that bounce around the center of the plot. lf a weapon kicks straight

up, you can pull down, and if it kicks up and left or right, you can pull down and

right or left.

However, a weapon that kicks consistently left and right or up and down is more

difficult to predict.

The magnitude of the recoil is also an issue, as some weapons simply have very

low recoil overall. This makes them very accurate at a distance, regardless ofthe
pattern ofthe recoil.

The Grip attachment reduces recoil slightly on any weapon it is attached to. Note

it does nothing to change the pattern of the recoil, simply the intensity.

The Rapid Fire attachment increases recoil in trruo ways: first by simply increasing

rate 0f fire, and second by slightly penalizing kick on top of that. The two effects

combined mean that firing a Rapid Fire submachine Sun (SMG) or light machine

Sun (LMG) becomes very unstable very quickly.



Weapon DAMAGE RANGE

Each weapon categ0ry has a chart (or series of charts) that shows you the shots to kill at a given distance.

Mostweapons can kill in three to four shots within their optimal ranges, but some can kill in one or two. Short-

range weapons used on distant targets can take five, six, or even more shots to down a target.

For all weapons except shotguns, once a gun reaches its minimum damage, it keeps that low damage no matter

how far out you hit a target. lf a weapon takes six shots at long range, it takes six shots even if an enemy is on

the other side of a map.

For shotguns specifically, once they hit their maximum distance, they deal no damage past that point. You can't

use a shotgun for long-range combat at alll

ln the case of shotguns, these figures reflect pellets to kill, not shots. Each shotgun fires eight pellets at a time

(the under-barrel shotgun fires six pellets). Pellets lose damage over distance. Up close, you may only need to

hit with a few pellets, but at longer ranges, you may need to hit with most or even all of the pellets to get a kill.

The Tac 1 2 shotgun can potentially be a one-shot kill

out to its maximum damage range, but your chances

of consistent one-shot kills are much greater at close

range for all shotguns.
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The ranges on these charts, like all of the ranges

presented elsewhere in the multiplayer sections, are

all usable with the maps in this guide. You can eyeball

the distance between any n/tlo points on any map and

get a good feel for how many shots you need with any

given weapon.

Silencers, the Muzzle Brake, and the Select Fire

attachments can all impactweapon range pedormance.
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RATE OF FIRE

A simple chart displays the rate of fire for each gun

in a given class. Rate of f ire can be increased with
the Rapid Fire attachment, but this is only available to

SMGs and LMGs,

The various Select Fire attachments for ARs also

affectthe rate offire ofthe differentARs and MRs.

Semi-Automatic lowers the maximum rate of fire
(assuming you can pull the triggerthat quickly), while

Burst Fire raises the rate of fire within the burst.

There is still an inherent delay beh/veen bursts!

As a general rule of thumb, high rate of fire weapons

are more lethal in close-quarters battle (C0B), and less

accurate at a distance. A high rate of fire also means

that you see the more extreme patterns in the recoil
plots quickly if you aren't careful with trigger control.

RELOADS

Reload times are handled in three stages: the time

it takes for the ammo to be loaded, the time f0r the

reloading animation to finish normally, and the time

for a reload from an empty magazine to finish. These

three stages are marked on the chart as Add llme,
Reload llme, and Empty Time.

Shotguns and the P226,.44 Magnum, and pDW pistols

do not have an empty time. For the two pump-acti0n

shotguns (the Tac 12 and Fp6), the reload times

shown are per shell.

At any time after the "ammo added" portion of a

reload, you can cancel the remaining animation time

t by either sprinting or switching weapons (switching

to and from another weapon by doubletapping the

Switch button counts),

The 0n the Go perk Iets you reload while sprinting,

atthe cost of being unable to reload-cancel with a

sprint (you can still switch weapons to cancel the

animation). The Sleight of Hand perk halves reload

times across the board.

AMMO LOAD

This is a simple breakdown of the magazine sizes,

starting ammo, and maximum ammo counts for

the weapons.

Extended Mags gives you a 50% boostto magazine

size, the Fully Loaded perk starts you with maximum

ammo, and the Scavenger perk and Weapon Crate

Support streak let you refill ammo on the battlefield.

WEAPON SIGHTS

WEAPON DATA

This is a small collection of extra useful information

about each weapon: how long it takes to switch

to or from a given weapon, base aim down sights
(ADS) times, base penetration strength, and damage

multipliers for headshots (or other body parts, for
some weapons).

Drop time is the time it takes to put a weapon away.

Raise time is the time it takes t0 equip that weapon,

Pistols tend to have very fast drop and raise times,

while LMGs or snipers are usually quite slow. The

Reflex perk cuts these swap times in half.
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Reliable, Al3-Areetnd We*Bcns

Assault rifles are powerful, versatile weapons. When

you need a reliable weapon for any mode or map, you

can always count on an assault rifle. They are attheir

best at medium range, but with customization and

trigger control, you can effectively use them at close-

medium to medium-long range.

Assault rif les have a wide range of attachments that

you can use to tune their capabilities, from shorter

range, high rate of fire models that come close to an

SMG, to burst or semi-automatic fire options with

magnifying scopes that come closer to a marksman-

class rifle.

You can also equip under-barrel mods to give you

an edge in C0B with a shotgun, or use a grenade

launcher to clear enemies around an objective target

Assault rifles can work well in almost any situation;

while they may fall in combat with very c lose- or very

long-range specialists, at almost any other range

band, they are a strong and viable option.

When using fully automatic ARs at long range, be

sure to use short, controlled bursts. While the lower

fire rate ARs can maintain their accuracy longer

when the trigger is held down, you are always going

to have better accuracy when you carefully fire in

short bursts, emulating a burst-fire rifle.

An assault rifle with a simple Red Dot sight is a great

place to starl if you can't settle on a weapon to dig

into multiplayer with.

S*leet Fire

There are seven fully automatic rifles, and one three-round burst rifle (the MSBS).

Assault rifles can be customized with hruo different Select Fire attachments: one for burst fire, the other for

semi-automatic fire.

Taking these attachments shifts an assault rifle from a medium range all-purpose automatic weapon to a mid-

long range marksman-style weapon.

These attachments completely change the damage profile for the weapon, giving them additional torso damage

multipliers and increasing their effective kill shot ranges t7you are accurate. This means that if you score on-

target chest hits, you can get reliable kills in just a few shots at long ranges, but inaccurate fire is punished.

While this makes them similar to marksman-class rifles, there are a few key differences. First and most

obviously, you're giving up an attachment slot for this change in performance.

Next, the damage profiles aren't exactly the same as those in the marksman class, which generally hit harder

and at longer ranges without the demand for center-mass hits.

And finally, assault rifles do not have the integrated scopes fitted on marksman rifles, meaning you have to

spend another attachmentfor a precision optic. 0n top ofthat, marksman rifle scopes have inherent recoil

reduction, making them naturally accurate weapons at long range.

lf there is a ceftain weapon that has a recoil pattern you find very comfortable or y0u simply want to use your

favored AR at a different range on larger maps, give the Select Fire attachments a try. You may find you like the

way they handle.
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Submachine guns are specialist COB weapons, builtfor speed and close-range engagements. They have

excellent mobility and handling characteristics, high rates of fire, and good hipfire accuracy.

SMGs are best used on highly mobile and/or stealthy builds so they can getto a target area quicklyto engage and

disrupt enemyforces. Stealth allows them to operate in close proximityto the enemyteam while picking off isolated

targets and then changing positions to lure in more prey, while speed lets them get into COB where they belong.

SMGs are generally poor at medium range or longer, though a few of the SMGs are somewhat more suited to
slightly longer range ADS fire than the others. They don't c0mpare well to long-range weapons, but they can
get the job done.

Along with LMGs, SMGs are the only other weapon class to have access to the Rapid Fire attachment. This

attachment pushes their already high rates of fire up into truly lethal territory (at the cost of increased recoil
and ammo consumption).
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Th s chart illustrates the number 0f 0n-target shots needed to kill a targetfrom a given distance.
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Light machine guns are powerful mid- to long-

range weap0ns with massive ammo capacity, great

penetration, and high damage even at long range.

The tradeoff: LMGs have very poor handling

characteristics, with bad hipfire spreads, movement

speeds, slow switch and ADS times, and glacially

slow reload tlmes. They're also quite loud and

noticeable when you're firing them fully auto!

Because of these traits, LMGs are the wrong choice

for mobile "run and gun" combat, or even AR-style

generalist mid-range battling. What they do excel at

is locking down an area cold.

lf you can get into positi0n with a good line of sight

and already be in ADS when an enemy (or two

enemies, or three, or four, 0r...) comes around a

corner, you can easily mow them all down without

breaking a sweat or thinking about a reload.

Ducking around a c0rner or behind coverto waitfor

the person firing on you to reload works {ine against

most other weapons, but it's a terrible idea against

an LMG. Not only does the LMG rarely need to reload

in a single engagement, but they can also drill you

through the wall you're hiding behind !

When using an LMG, watch for players to temporarily

take cover from your barrage of fire. Stop your shots,

wait, and then cut them down the instant they poke

out again. lf you know the map well and know where

they're likely hiding, simply keep firing on their cover

and take them out through the wall.

LMGs have comparable rates of fire t0 the ARs,

but they have access to the Rapid Fire attachment,

which ARs do not. This pushes up their lethality

considerably (at the cost of increased recoil).

lf you expect to be engaging targets at shorter

ranges, Rapid Fire works well, but if you intend to

keep your distance and pick off enemies at long

range, skip it. The increased recoil tends to nullify any

time to kill benefits Rapid Fire grants.
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This chart illustrates the number of on-target shots neecied to kill a target from a given distance.
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MRs bridge the gap between assault and sniper

rifles. lf you have a fast trigger finger, these highly

accurate weapons can down targets extremely

quickly, while retaining an AR weapon's mobility.

All marksman rifles feature a recoil-suppressing,

high-zoom, integrated scope. They're semi-automatic

and deliver very high damage at range.

With its integrated scope, an MR is idealfor

long-range combat. lf you swap in a Red Dot or

Holographic sight, it's suited to mid-range fights.

AC0Gs split the difference; they're still good for

longer-range engagements, but less awkward at

shoft range than their full scopes,

The Thermal Hybrid and Tracker sights provide nrvo

specialized options: the Thermal for long range, the

Tracker for close-medium ranqe.

All marksman rifles can be equipped with the Burst Fire attachment, giving a three-round option for potential

one-shot kills. Be aware that the burst fire's kick is typically greater than firing rapidly and carefully in semi-

auto mode. Burst fire can increase instant lethality at shorter ranges, provided you land all shots.

MRs are generally poor in COB or when hipfired. Though they're slightly better with Burst Fire equipped,

carrying a favorite backup pistol is wise. Marksman rifles share mobility and handling characteristics with

assault rifles, so they're good for fighting on the move while retaining significant punch at a distance.
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Sniper rifles are long-range, precision weapons with powerful scopes and the

ability to kill in a single shot at any range. Unlike other weapons, most sniper

rifles do not have damage falloff at distance. lnstead, they deal fixed damage with

multipliers for different parts of the body. Generally, all SRs kill with a t0rso or

headshot, though the specific multipliers vary for each model.

Sniper rifles are very poor at close range, with huge hipfire spread, low fire rate,

slow movement speed, and worse handling than COB specialists. You can get

lucky with a hipfire shot, but don't rely on it.

With the 0uickdraw perk, it's possible to get by at medium range if you're fast and

accurate. However, this depends heavily on both your personal skill and the speed

of your connection. Bring a favorite pistol and possibly the Reflex perk when you

use a sniper-you want a reliable backup if you get jumped in C0B.

fi rep*r€*mt! Sm*p**' ffi$f** Aeeunm*g

A sniper scope's gentle sway can throw off your aim slightly, To steady it, hold your

breath by holding the Melee button while you ADS. You can hold your breath for

only a short time before the scope sways wildly until you recover.

To take accurate shots, stand stationary, hold your breath, and fire once you're

fully stable. Doing so guarantees accurate shots at any distance. lfyou fire a

sniper rifle before you are fully ADS in the scope oryou move while firing, the shot

uses your hipfire accuracy profile-which is very, very badl

The fastest accurate shots involve using the 0uickdraw perk, stopping your

movement entirely for a split second, sighting while holding your breath, and firing

once stabilized. lt's easier to use SRs at their native long distance, where you can

rest stationary, scan for targets, and then briefly hold your breath and fire from a

crouching or prone position.
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All brute force and no finesse, shotguns exist to kick in the door and clear the room with speed and finality. Shotguns are literally useless beyond short range, as their

shots cannot inflict damage past a certain range. Unlike SMGs, they must get into COB to do their work. However, with that weakness in mind, shotguns are also the only

weapon class that can get reliable one-shot kills at close range. Unlike sniper rifles, you don't even need to be pinpoint accurate to do so-get your crosshair near your

target, and pull the trigger



Shotguns are also lethal when hipfired, even more so than SMGs. with the steady Aim perk, you can

essentially ignore ADSing entirely, m0ving and firing atfull speed at all times.

Pump-action shotguns have better range profiles (for a shotgun at least), butthe tradeoff is a lower rate offire
compared t0 the semi-automatics. The semi-automatics are better suited for room clearing against multiple
targets, butthey often require two shots to getthe job done, whereas an accurate pump shot is almost always
fatal at close range. A stealthy or speedy build is paramount with shotgun usage. Map knowledge will tell you

where you can stay out of sight and flank enemy positions without being engaged at a distance.

Shotguns have excellent handling, equivalent movement speed to SMGs, and good hipfire spreacls. Because shotguns

are so tightly restricted to CoB, picking up a long-range weapon on the field is smart. Withoutthe Reflex perk, switch

betvueen your shotgun and your l0ng-range weapon early because ofslow primaryweapon switch speeds.
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Sholguns hale been luned iir Call of0uty;6h0stst0 have more ron$isteRt spread patterns. They stitt have ranclom peltet

spreads, and at lhe edges ol their damage ranges, you ca* exlecl 10 use more than ons slol t0 kitt. However, il you are

cleanly on target at sh0rt distances, you shoutd lind that you get more c0lsistenl kitts and tess lrustrating hitmarkers.
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This chart illustrates the number of on-target pellets needed to kill a target from a given distance. This is distinct from other weapons, which list the number of shots
needed to kill Shotguns can and do frequently kill in one shot. For ranges that indicate B+ or 6+, you need more than the maxlmum number of pellets you can fire in a

single shot. This means that you need at leasttwo shots to kill atthat distance and possibly more, depencling on how many pellets actuallv hittheir mark.
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The Riot Shield is a bulletproof shield that can be used

to protect you and your teammates from enemy fire.

Note that it can only shield you from the front, and while

moving, your feet are exposed unless you crouch.

The Riot Shield is extremely useful in some ob.ie0tiVe

modes, but considerably less so in deathmatch modes

iocused on kill scores. Don't expect to rack up a great

k/d in a round, but you can seriously help your team with

proper Riot Shield usage.

lf you take a pistol secondary (especially with the

Reflex perk), you can easily kill opponents armed with

automatic weap0ns when they open fire, then stop and

back off or reload. Wait for the hail of bullets to end and

watch for the reload, then switch and pick them off.

At very close range, you can still turn and block

incoming fire, but because of the realities of internet

latency, expect enemies to be able to sneak around your

flank and either shoot you or knife you.

The Riot Shield works best at medium distances

where you can crouch and face y0ur target squarely;

it is extremely difficult to kill a Riot Shield user under

these circumstances.

6'1.9 $hrw td &t Fei. 
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$ Scramnter lltanium Frame Radar

Pair the Riot Shield:with,extr.aTirctiCal a,nd Smoke..,

grenades 0r the Tiopiit Systerir, and,you qaniapture :

and hold objectives all ori y'0r own:rWithteam baekup,
you can lead the c,harge intoa' defe.nded. are'a.and:br:.eak

their defenses. r''... . ,.':..'

ln COB, you cirn melee an enemytftiie.to kiil,them-but ,

at these ranges, do.n'i be surprised if.you get stabb_ed

or shot in retaliationl Still, there's nothing quite as

humiliating as a good Riot Shield bash kill.

The Riot Shield wor.ks veryWell when your.teammates

guard your back while you take point. When adversaries

spot you and open fire on your impregnable {rqnt, this

gives away their location and lets your teammates pick

them off with ease.

The Riot Shield is a great tool for a teamwork-oriented

player. lt's not the right choice if you want to be running

and gunning or sniping at I0ng rangesl

the',Rtot Shietd
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The combat knife can only be "chosen" by removing your primary weapon entirely.

The combat knife is simply a main hand knife that f unctions almost identically to yournoimal.iknife stab; except that
you can press your Triqger button to stab in addition to y0ur dedicated Melee bu.ttOn. i

While in theory being stripped gJ your prirnary weapon is only usef ul for the perk point it providec thqle is one :

somewhat hidden bonus t0 the combat knife: while using it, you can sprint double your ngrmal runninq'41g1snrr1. . ,

This isn't quite a free Marathon perk, but it comes close in a lot of situations {particularly.those...involving.chasinq
down an enemy from behind while you have Dead Silence).
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Pjsto s are very effective sec0ndary weapons with

two-sh0t kill capability at close range for certain

types in the class and extremely fast switch speeds.

Pistols have farr y low ammo capacities, and they aren't

impressive at long range. However, when used properly,

1-ey a-e vel g0oo aT suppo.1 ng vour or;nary weap0n.

While you can choose to grve up your pistol for a

perk point, doing so is a reaL sacrifice, not a free point

ga n. lt's usua ly not a good idea at all for sniper rifles

or marksman nfles, which need an effectrve close-

range backup weapon.

The Aklrnbo attachment allows you to dual-wield

pjsto s, trading off any ADS accuracy f0r the ability to

un oad a letha ha I of bul ets at close range. This is

taxing on your arnrno supply, but it can increase your

close-range power.

t;*a*i*M *:*';;t& j$g*tj Fei-e

Learning t0 swilch t0 yolr pistot and linish 0ll a damaged enemy is an important skitt to master to improve your game. This is

particutarty imp0rtant l0r assautt riftes and SM0s, which olien get into sholt-range engagements with multiple enemies.

Rather than retoading when you run dry after your lirst or second enemy, quickty switch t0 your pistoI and open lire.

Done we[t, ygu can atl but guaraniee a kitl against an opponent who has already taken a hit 0r two, 0r if you get the

drop on an enemy leammate when they come around the c0rner to investigate the gunlire. With most pistots, two quick

shots center mass is enough to pul lhem down.
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lvlK52: Lethal to 56, Hilmarker to 180 Kastet: lethal lo 35, Hitmarker to 500 Panzerlaust: Lethal to 104. Hitmarker to 256

Launchers are specialist explosive weap0ns useful for clearing 0ut enclosed spaces of multiple enemies, bombarding objective locations, or clearing out enemies who

are out of reach of a gun.

Launchers have sharply limited ammunition and cannot be resupplied, so be aware that y0u are giving up the utility of your pistol if You take one.

You need to be getting a few kills with them every time to justify taking one. ldeally, these need to be critical kills removing enemies from objectives oi taking out

adversaries entrenched in defensive terrain.

All launchers benefit from the Danger Close perk, greatly increasing their lethality and nullifying enemy Blast Shield users.

0f the three Iaunchers, the MK32 has the lowest radius, but it fires two explosives at once. The Kastet shares its attributes with the under-barrel grenade launcher: large

radius, low lethaliry. Finally, the Panzedaust has the best lethal range but is the most unwieldy of the three Iaunchers.
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LAUNCHER

MK32

Kastet

ATTEffiruMKruY$
Attachments are modifications for y0ur primary

and secondary weapons, as well as the Riot Shield

{though not launchers).

Each weapon can have up to two different

attachments, and the Extra Attachment perk lets you

take a third.

Attachments let you customize a weapon to y0ur

personal liking, selecting from a variety of sights,

barrels, modifications, and under-barrel attachments.

A carefully customized weapon should suit your

personal preferences above all else, There are no

right or wrong ways to modify a weapon, only the

way that feels best to you.

That being said, this guide provides advice about

all of the attachments so you can make an informed

decision on how to pair a customized weapon with a

specific perk setup to suit different combat roles on

the battlefield.



ALL ATTACHMENTS BY WEAPON

.'' ASSAULT RIFLE ATTACHMENTS

-.: AK-12

AhA- Jnll

': sA-805
:,

i FAI]

! Honey Badger

MSSS

Remington R5

sc-201 0

SUBMACH INE GUN ATTACTIMENTS

CBJ-MS

K7

Vector CRB

MTAR-X

Bizon

Ve pr

LIGHT MACHINE GUN ATTACHMENTS

Ameli

tv27-tAR

LSAT

Chain SAW

MARKS MAN RIFLE ATTACHMENT.S

MR-28

tA-2

IVK14 EBR

SVU
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Red Dot Sight (RDS)

ACOG Scope

) nnslc TARGETING [PTI[, sIMPLE AND ILEAN VIEW

The most basic of all sights, the RDS gives a clear targeting reticle, with a minimally obscuring housing.

The Red Dot sight is a great choice if you're new to the game, as it's easily the most comfortable of all

the sights in the game t0 use. 0n the other hand, the RDS does nothing special in terms of zoom or target

acquisition, so as you grow m0re comfortable and gain experience, you may want to look to other options for

your attachment slot.

> 8A5I[ TARGETING I]PTII WITH A EAMAGT FALL-I]FF DISPLAY

The Holographic is an alternative to the Red Dot sight. ln exchange for a slightly more obscuring frame, the

Holographic sight has a very slightly higher zoom than the RDS, and it has an integrated rangefinder on the scope.

' The rangefinder shows you what percentage of damage you are dealing with your weapon. This gives you a

quick eyeball check of how many extra shots you may need to take down a target at a distance. (This rangefinder

actually works with the charts provided in the weapon section if you feel like fooling around with distances and

shots to kill in a private match!)

Because ofthe slightly enhanced zoom,the Holographic is a good choice overthe RDS ifyou are using a semi-automatic

or burst-fire weapon that is stable enough to use accurately at slightly longer ranges than a fully auto wea pon.

) 8A5r[ L[NE-RANGI IPT|C, M0DERATI Zi][M

The Advanced Combat 0ptical Gunsight is the most basic of the high-magnification optics. lt provides a

greater zoom factor than the Red Dot sight or Holographic sight, but it works well for mid- to mid-long-

range engagements. The ACOG is poorly suited for close-range engagements, and it's not great at close-mid,

either, so be mindful of your engagement distances when using an AC0G.

The AC0G pairs well with marksman rifles, but assault rifles customized with a Burst or Semi-Auto mod also

work well. Sniper rifles with an ACOG are a different story-you trade off long-range zoom for faster target

acquisition at medium distances and retain the high lethality. Just be aware that snipers have a significant

amount of sway with an ACOG in comparison to a perfectly steadied normal sniper scope.

Holographic Sight (Holo)



VMR Sight

) vnnraeLr MAGNTFTIATISN RtFLtx srGHT. swrT[H BtrwttN RtFLtx AND z00M srGHTs.

The VMR combines the functionality of a Red Dot sight and a ACOG scope into a single hybrid sight. By

pressing your Melee button while in ADS, you can switch between the two optics.

With practice, the VMR is a "best of both worlds" option, but be aware that as fast as the switching is, getting

into a fight with the wrong scope up can be fatal.

When you are using an RDS/Holo or ACOG, you know exactly f rom which dislances you want to be.engaging

enemies. Conversely, the VMR demands that you constantly switch scopes to suit the combat environment.

The zoom on the VMR is also slightly more intense than the AC0G, which makes it even less suited for short-range engagements.

Try to plan ahead and switch to the scope you expect to need momentarily just after you down a target, rather than after you raise your gun on a new target.

lf you can master the switching, the VMR can be a remarkably useful sight, but it does require some extra effort from the operator to reach peak effectiveness.

Tracker Sight

) ADVANIID TARGETINE SIIHT. HIEHLIGHTs ENTMY IUTLINE5.

The Tracker sight is a sophisticated targeting optic that outlines hostile players in your line of sight while you

are ADS. This can make spotting them in rough cover or obscuring foliage easier, but the Tracker sight also

blurs your peripheral vision, dampening your situational awareness.

lncog players are shielded from the highlighting effect ofthe Tracker sight-you can still see them, butthe
highlight does not appear. The Tracker sight also has a poor zoom factor, so it is not an ideal weapon for
engaging targets at long range, but it is useful at close-medium distances for quickly identifying targets.

The restricted view of your surroundings while you focus on the Tracker sight display makes it risky to hold ADS for extended periods of time. Bring it up occasionally to
sweep a likely area for hostile targets, and then move on. You also pay an ADS speed penalty for the aid from this optic, making the Tracker a poor option if engaging in

frequent head-to-head quick draw contests is your intent!

The Tracker sight is a hybrid sight that can be disabled, switching to an integrated set of irons. When you don't need the Tracker assistance, or when you want a clear
view of your surroundings and a slightly befter zoom for longer range targets, flip the Tracker sight off. While the Ouickdraw perk is important for all gunfights involving
quick ADS combat, it is particularly important with the Tracker sight. The Tracker sight is an optic most useful at close range, and in CqB, fractions of a second count.

With their faster ADS times using this sight, SMGs can get away without it more safely, but be aware that you're still slower than another SMG user or any shotgun user
firing from the hip.

Thermal Hybrid Scope

> ADVANIED NPTII DETTITs INIMY HEAT SIGNATURTS.

5WITIH BTTWITN THTRMAL AND ALTERNATT REFLIX 5IGHT.

The Thermal Hybrid gives you a heat-sensing zooming scope that makes target acquisition in poor lighting
conditions or through obscuring cover much easier, as it outlines all hostiles in bright white.

Be aware that the Thermal scope has a high zoom factor and fills your view with a color-shifted image of the
world, which can dull your situational awareness.

Also watch outfor lncog players-they are protected from Thermal highlighting. You can still ;potthem, but it
takes a bit more effort, especially if they are motionless and in cover.

The Thermal is a strong alternative to the VMR, and it can give you an edge in long-range engagements on certain maps. Experiment with it and see if you like the
visibility with the Thermal scope. You may find you prefer one or the other depending on the map in question.
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Thermal Snipsr Scope

) tL:MlNATr5 MilZZL[ FLASH. t'iI t14pA[T IN PIRF[RMp.t';i:[.

Taking this overthe other barrel options is a questionable choice, given their performance improvements, but il

is worth experimenting with in at least a few games. You may be surprised at howthe removal of muzzle flash

improves your aim.

Zsonn SnBper SeopeVcriable
i

1

I

l
l

The Variable Zoom Sniper scope is a flexible upgrade that gives you access to additional lower magnification

settings for your sniper scope. Toggle through the three settings by tapping your Melee button while you're

zoomed in-you can adjust your field of view to per{ectly suit the distance f rom which you are engaging targets.

The VZS is essentially a straight upgrade in functionality over the regular sniper scope, but you pay for it with

the cost of the attachment to modify the default scope.

I npTtnNALATTAUHpi[hiT rilR MAftKSMAN-ilLA55 RlFL[5, RlMnVtS INTIGRATIn 5[ilF["

A special attachmentfor marksman rifles, lron Sights allows you to disable the integrated scope and reveftt0

basic iron sights. lf you're switching off the integrated scope because you want a less obscuring optic, you may

want to consider one of the other sights instead. However, if you simply prefer a clear view of the world while

ADS, there's nothing wrong with taking lron Sights!

Do keep in mind thatthe integrated scope on marksman rifles provides some additional stabilityfor long-range

shots, suppressing recoil slightly, so you are making a long-range accuracy sacrifice by giving it up.

Sisht

Fl*sh Suppressefl

> [LlMlN,{T[s MIJZZLT rLAgl-i. N! ll"trFAIT ilN FIRrilRMAhl[[.

A simple attachment, the Flash Suppressor eliminates muzzle flash entirely. This has no impact on weap0n

performance, but it can increase your visibility 0n targetfor weapons with intense muzzle flash, a high rate of

fire, or both.

Taking this over the other barrel options is a questionable choice, given their performance improvements, but it

is worth experimenting with in at least a few games. You may be surprised at how the removal of muzzle flash

improves your aim.

to test it in-game a lot, and

this attachment and the

when it h worlh takinq over

'l'oiI team to the modes you

-ol:'yqu can just use it because
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Silencer

DeS!

> ELIMINATES MINIMAP RED DIT WHTN FIRING, 5UPPRE55E5 EUNFIRE NOI5T,
RTDUCTS TFFEITIVE DAMAGI RANGT.

The Silencer is a powerful stealth attachment that eliminates your red dot on the minimap when you

fire your weapon. This trait alone makes the Silencer vital for stealth builds and a useful attachment overall,

but it also has the effect of reducing your gunfire noise significantly. The tradeoff for these advantages is a loss

of effective damage range. You lose about 20% of your effective damage range with a Silencer attached. ln

general, this tradeoff is worth it for builds focused on stealthy combat, particularly builds that expect to be used

in COB situations where you donl need long range on your weapon.

lf you're planning on playing in a more standoff, long-range role, a Silencer is less appealing. The loss of

damage at a distance is more of a concern than appearing on the map where most enemies can't reach you

easily in the first place!
lalloll with

fret$een the

Barrel attachmenl is a

> IN[REA5E5 EFFECTIVT DAMAGI RANGE.

The Muzzle Brake improves your damage range by 20%, giving any weapon a bit of extra punch at a distance.

This is useful on almost any weapon you intend to use at medium range or longer with any regularity. lt is even

helpful on short-range weapons to keep their highest lethality out to the maximum possible distance.

This is a simple and effective attachment. lt should usually be your default barrel attachment unless you need

a Silencer or feel that the Flash Suppressor actually improves your personal accuracy to such a significant

degree that you can give up the added range safely.

> sNIPER R LE EXILUsIVI BARRTL ATTAIHMENI IMPRT]VIs K|LL SHt]T DAMAGT PRIFILT
AT THT [[5T OF MASSIVTLY INIRTASTD RT[t]IL,

The Chrome Lined Banel attachment improves the damage profile of any sniper rifle, extending the kill shot hit

zone out to upper arms and upper legs. This means that a shot almost anywhere near center mass becomes a

guaranteed one-shot kill. Given the importance of landing a single-hit kill shotwith sniper rifles to begin with,

this attachment is useful for improving consistency at long range.

The Chrome Lined Banel effect is particularly noticeable at very long ranges where even a sniper scope has difficulty picking out your target. At those distances,
especially against a moving target, it is easy to score a hit that looked like a kill shot but resulted in a hitmarker instead. This attachment can reduce those occurrences,
improving your overall lethality.

The VKS cannottake the Chrome Lined Barrel, as it has an integrated silencer. Note thatthe 1115 and Lynx already kill with shots to the upper leg, so onlythe USR
benefits from the upper leg addition. However, all three gain the upper arm kill shot.

Muzzle Brake

Chrome Lined Barrel
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> REDUIE5 REIi]IL.

The foregrip attachment reduces recoil when you fire your weapon on full auto or rapidly tap the trigger on semi-

auto weapons that have high recoil. lt can also very slightly improve the shot grouping for burst-fire weapons.

Grip tends to be more useful on weapons with heavy recoil, where even a slight improvement in controllability

can increase the number of shots on target at range.

After you have spent some time in multiplayer with all of the weapons and settled down to a handful of favorites,

experiment with Grip. While it is almost always effective for any gun you plan to use at medium range or longer,

you need to weigh the slightly increased accuracy againstthe benefits other attachments can provide.

Shotgun

> UNDER-BARRtL 5HUT6UN. FrRtS INSTANTLY WITH ERINADt BUTTIN.

REPLAITs LETHAL SLI]I [[NsUME5 A PERK PIINT.

A powerful close-range backup tool, the under-barrel shotgun fits your AR or LMG with a shotgun that can be

fired with a single tap of your Grenade button. The price you pay for this easy access is the loss of your Lethal

equipment slot and its attendant perk point. You cannot equip any Lethal equipment with this attachment.

Because of the ready access to this weapon via a single button press, the under-barrel shotgun is considerably

more effective than it has been in past Call of Dutytitles. Rather than switching to your backup pistol in C0B

situations, you can simply rely on your always-ready shotgun to deal with ambushes or surprise encounters.

This attachment is especially useful for semi-auto or burst-fire ARs and any LMGs if you aren't running Rapid Fire, but it is helpful on any AR or LMG in general. The

under-barrel shotgun is not as powerful as any ofthe primary shotguns, but it does its workwell enough at extreme close range ifyou are on targetwith your shots. Aim

for one-shot kills but expecttwo to three shots. 0h, and be careful when using the under-barrel shotgun on a silenced weapon: it can give away your position!

Grenade Launcher

> UNDER"BARREL IRENADE LAUNIHER. FIRIS INSTANTLY WITH GRINADE BUTTIN.

REPLAIES LTTHAL SLW [t]N3UM[5 A PtRK Pt]INT.

lmproved in the same manner as the under-barrel shotgun with quick{ire capability, the under-barrel grenade

launcher gives you instant access to a ranged explosive weapon. This can be useful for giving some added

punch to a build built for sieging defended positions or objectives, but keep in mind that you're giving up your

Lethal equipment slot

How you configure an explosives-heavy build comes down to whether you prefer the flexibility of the various Lethal options or the ease of access to another launcher-

class explosive weapon on your Grenade button. ln general, avoid taking this attachment in isolation.

It tends to be more effective if you commit fully to its use with some combination of Danger Close, Extra Tactical, and a secondary launcher-class weapon. But that being

said, if you coordinate with your teammates well, you can almost always ensure easy kills at known enemy positions. Even the slighteist gr6ze from thb grenade launcher

explosion puts opponents into two-shot kill territory for most weapons. You're also completely avoiding the potential deaths that come from having your weapon down

when you cook or throw a Lethal grenade.

0ne other warning: while this launcher has a good radius on the blast, it is only lethal on a near direct hit, and it drops to a lower minimum damage at the edges of its

blast than the other explosives. Most other explosives leave their target half-dead with even a grazing strike; this leaves them at close to three-quarters full.



Tactical Knife

OPTIONAL ATTACHMTNT F[R PI5TOL5. PRIVIDT5 I]FFHAND [[MBAT KNIFT

IOR RAPID LITHAL KNIFE 5TABS.

The tactical knife is a special pistol only attachment that gives you access to a combat knife held in your off

hand while you still retain full use of your pistol. This specialized knife gives you faster knife stabs. Normally,

you "stick" in your target for a moment while performing a knife animation kill, but with the tactical knife, kills

are a quick instant kill stab.

This is a surprisingly powerful attachment it you are aggressive about using melee in COB, and it is vital if

you're running a dedicated knifing class. However; donttake the tactical knife ifyou're not planning on using it

heavily. lndecision aboutwhetherto knife or shoot a target is a great way to getyourself killed. The tactical knife

shares the benefits of stealthy kills with the regular knife, being quieter than even a silenced pistol.

) DUAL-W|tLD PrsT0L5. DilUELt FrREPIWIR AT THt C0sT [F ADs pREilsrnN AND LEAN.

Akimbo is an attachmentthat can only be used on some ofthe pistols, giving you dual{isted combat action.

This completely eliminates your ability to use ADS or lean around corners, so you can't expect to use your

pistol for even close-medium combat.

ln exchange, however, you gain greatly increased lethality at short range. ln COB encounters, Akimbo pistols

stack up favorably againstthe under-barrel shotgun, and you can often come out on top against almost any

primaryweapon except a shotgun if the distance is short enough.

You need to be quick on the triggers if you use this attachment, and getting a lot of lead on your target with the twin pistols is important. Accuracy is not a defining trait

of dual wielding. lt is possible (though very unpredictable) to land a "one-shot kill" when you pull both triggers and the first two bullets hit your target. This can down an

enemy in close range as quickly as a shotgun, Magnum, or lucky hipfired sniper. Ammo quickly becomes an issue when using Akimbo pistols due to their inaccuracy and

rapid ammo expenditure, so bring Extended Mags, Scavenger, or Fully Loaded if you expect to rely on them often. Get in the habit of pulling out your tvvin pistols before
you move into a COB situation to have them atthe ready.

Akimbo

Extended Mags

) 5[% tNIRIASE rN AVA|LABLT AMMI p[R MAGAZ|Nt.

A simple and effective attachment, Extended Mags is almost always a good choice on any weapon with a

high fire rate, particularly SMGs and some ARs. 0n slower firing weapons and semi-automatic or burst-fire

weapons, it is less critical, though the free extra ammunition can be a boon. For weapons without an actual

magazine, Extended Mags still increases your available ammo supply (like LMGs or shotguns).

Full Auto

) CNTvERTS THE M5B5 TB FULLY AUTIMATI[.

A unique mod attachment specific to the MSBS, this converts the only natural burst-fire AR in the game to full auto.

This changes the damage profile of the weapon, as well as its fire rate. But just as with the other Select Fire

attachments for the regular ARs, remember that you're paying an attachment slot for this privilege.



Armor-Piercing

> TRIPLES PTNETRATIIN, 8YPA55T5 BALLIsTII VI5T5,

DEAI-S 5I]% INIREASID DAMAGI TO ..JUGEERNAUT ARMIR AND KILLSTREAKS.

Armor-piercing ammo significantly increases your baseline penetration, delivering more damage when you shoot

through walls. This is especially valuable with deep magazines, as you can afford to burn the extra ammo to

score a kill on a target hiding in cover or in a room. LMGs are practically purpose-builtforthis attachment it lets

them slice through concrete like butter Their deep magazines and high damage at range make them effective

at eliminating enemy equipment or armored killstreaks. lf you plan on using armor-piercing ammo extensively,

consider taking Fully Loaded or Scavenger to handle the increased ammo expenditure.

Armor-piercing deals 50% more damage against all types of Juggernaut armor, the lMS, Sentry Guns, helicopters of all types, and other hostile killstreaks. Note that

armor-piercing ammo has no effect on Guard Dogs or the Support Squadmate. Keep a class with an LMG, the Blind Eye perk, and armor-piercing rounds-an instant

remedy for an enemy Battle Hind, Helo Pilot, or Heli Sniper.

Semi-Automatic

I

I

\

While equipped with the Semi-Automatic mod, your weapon has a better damage profile at a distance and

gains damage multipliers to the torso and neck. This shifts your assault rifle's ideal engagement range outt0 a

greater distance, similar to a marksman rifle. Keep in mind that, compared to a marksman rifle, your AR lacks

the integrated zooming scope, and you're paying an attachmentforthe semi-automatic fire mode. Additionally,

you need to land body or headshots to benefit from the increased damage multipliers, so accurate fire is impoftant.

Consider pairing this attachmentwith a zooming scope ifyou intend to engage at long ranges.

) SWITIHE5 AN AssAULT RIFLI FRilM FULLY AUTDMATII TN THRTT-RIUND BURSTS.

INCREASIS FIRE RATT WITHIN EURsT. ADDS DAMAEE MULTIPLIIRS TN TNRSN AND NEIK HITs.

The Burst Fire mod changes your assault rifle from fully automatic to a three-round burst. This raises the fire

rate (within the burst, not betvveen trigger pulls) and adds body shot multipliers, similar to the way that the

Semi-Automatic mod works.

Burst Fire can potentially kill a target in one "shot," but you have to be precisely on target and land center-mass

hits. This is different from the natural burst rifle (the MSBS), which does not require landing perfect hits to deal

its full damage.

Like Semi-Automatic, Burst Fire is useful to extend your AR's average range, so experiment with the two on your favorite assault rifles to see which you prefer. 0f the

two, Burst Fire is more effective at closer range, as it's more likely that you can land all three shots from the burst on target at medium distance than at very long range.

Burst Fire is a bit harder to use on targets running perpendicular to your line of sight-they often sprint away from the follow-up shots, and landing clean body shots is

tough with their arms in the way.

Titanium Frame

) EAsTER MELtt ATTAIKs W|TH Rt[T SHttLD.

The Tjtanium Frame upgrade for the Riot Shield lessens the burden of slinging around the heavy protective

chunk of metal, allowing you to perform multiple shield bashes more quicklythan normal.

It takes two melee strikes with a Riot Shield to down a target, and even with the titanium frame, you're not

going to be performing any amazing multi-kills with a shield equipped (usually). However, this mod does give

you the option of having slightly improved lethality at close range without the risk of switching to your pistol.

5WITIHT5 AN ASSAULT RIFLI IROM FULLY AUTIMATII T[ SINELT 5Ht]T.

RTDUITS FIRT RATE. ADDS DAMAGT MULTIPLIERS Tt] Tt]RSI AND NEIK HIT5.

Burst Fire



Rapid Fire

> tNIREAS15 RATE UF FtRE AND Rt[0lL UF 5MG5 UR LMG5.

Rapid Fire raises your weapon's rate of fire, increasing its lethality significantly at the cost of a very noticeable

recoil increase. 0nly SMGs and LMGs can take this attachment. ln SMGs, it boosts short-range power but

makes accurate fire at a distance extremely difficult. 0n LMGs, it can increase the slow{iring models to a

moderate fire rate without an uncontrollable recoil penalty. Experiment with all the LMGs to get a feel for how

the increased fire rate impacts their handling.

Generally, Rapid Fire is more effective at improving your gun's power at short range, trading off accuracy at a

distance. Depending on the weapon, the Grip can reduce the recoil to manageable levels for longer-range fire

if you're careful with the trigger.

Because of the increased fire rate, you'll burn a lot more ammunition-less of an issue with LMGs, but still a concern. Fully Loaded or Scavenger are advisable. lne
other note: Rapid Fire works quite well with the Deadeye perk. Because Deadeye has a percentage chance to raise your damage on every hit, more hits in less time
gives you more damage potential.

Slug Rounds

> IHANGES 5HI]TGUN AMMUNITION Ti] ELUG ROUNDS.INIREA5I5 PENTTRATION Tt] MEDIIIM.

ERANTS A HEADSHOT MIILTIPLIER.

Slug Rounds changes your shotgun's default buckshot into a single slug round. This provides a pinpoint-

accurate "sniper" in the form of a shotgun. Note thatyou do nofhave sniper rifle range, butyou can indeed

score accurate one-shot kills at short distances.

Pump-action shotguns have slightly better range with slug rounds, while semi-automatics can more easily

follow up a missed shot or a second killing shot at greater distance. Using SIug Rounds grants shotguns a

headshot damage multiplier of 1.2, which can extend their effective one-shot kill range if you're highly accurate.

Slug rounds demand extreme accuracy, and unlike normal shotgun hipfire, hipfiring a slug round is usually only marginally more effective than hipfiring a sniper rifle.
Ouickdraw and possibly Stalker are advisable if you're serious about using slugs; you need fast ADS and quick movement to take down targets with slugs. Much like

Select Fire for ARs. slug rounds aren't necessarily any better or worse than regular buckshot: they're simply a different way to use the weapon. Experiment and see!

> GRANTS THE RI[T SHITLD A PERSINAL RADAR WHILE iN HAND.

Radar should be your default attachmentforthe Riot Shield unless you have a strong reason for choosing

other options. Radar periodically emits a ping on the minimap, equivalent in size to the Ping perk or Night Qwl

This is extremely useful in conjunction with your teammates. With one or two supporting gunners, you can
push into an area with your Riot Shield up, detect nearby enemies, and move in on them with your teammates

alerted to their presence. 0n this attachment's receiving end, be wary if you spot adversaries using a Riot

Shield nearby. lt's very possible they've alerted their teammates to your position.

Radar

Scrambler

) ATTAIHt5 A RADAR 5IRAMBLIR TCI THE Rl0T SHtELD.

The Scrambler generates a short-range broadcast that scrambles nearby enemy minimaps, completely

whiting them out if you get close enough. While this seems helpful, there are two problems: firstly, the range is

extremely short; secondly, it alerts enemies to your proximity, instead of the other way around with Radar

Unless you work with a teammate in a building or other enclosed area to draw enemies inside, stick to the

Radar or lltanium Frame. lt's possible to stand below or above a camping enemy on a different level and get

close enough to shut down their minimap. However, this requires knowledge of an adversary's position and

alerts them to your presence.



EOUIPMENT
Equipment options give you a variety of expendable explosives and tactical tools to aid you on the battlefield.

You can expand your equipment options with perks in the Equipment category.

The SitRep perk can spot almost any type of equipment through walls. lt can also be useful out in the open, as it

highlights even small explosives like the Frag grenade or Semtex.

It is especially helpful on the placed equipment, like the lED, C4, Trophy System, and Motion Sensor. Not only

does it warn you of their presence, but it can also give away the enemy who planted the equipment and is still

lurking nearby.

All types of explosives in the Lethal and Tactical categories can be used to tag enemies with the Recon perk.

ilerll this is most

Strong-Arm also adds

Lethal equipment offers a variety of explosive tools to

bombard the enemy or defend an area.

Excepting the throwing knife, all explosives are lethal

when detonated in close proximity to an enemy.

They inflict serious damage if an adversary is even

scratched, typically knocking them down to a tvvo-

shot kill at most.

Blast Shield protects against explosives, while

Danger Close increases their power and also nullifies

the effect of enemy Blast Shields.

The various Equipment perks can improve your ability

to take advantage of Lethal gear.

> BASIC IDOKABLT ERENADI. F[]UR.SE[[ND FUSE^

The simplest type of grenade is the classic Frag grenade. You can hold and cook this grenade by holding it

before throwing for up to four seconds.

Mastering this fuse is vital for using the Frag grenade to its full effectiveness. Not only can enemies simply run

away from an uncooked grenade, butthey can also throw it back!

While rare, any opponentwith the Strong-Arm perkwho happensto be near a Frag grenade can also pick it up

and throw it back safely regardless of the fuse time remaining. This is usually not something to worry about, but

it can happen from time to time.

However, when a Frag grenade throw is cooked and you time it correctly, you can detonate the grenade in

midair precisely near your intended target, causing an instantly lethal airburst explosion. This is especially

useful for flushing enemies out of windows and enclosed rooms.

Near objectives, it's reasonably effective to briefly cook a Frag grenade and toss it into the objective area. You

can score easy kills on heavily contested points and flush out adversaries nearby.

Strong-Arm is helpful with Frags, letting you cook them in half the time. Just be sure to practice with Strong-

Arm if you're used to timing your throws at a certain distance without it!

> STICKY EXPLOSIVE, FIXED TWO-SEIOND FUsE.

Cousin to the Frag grenade, Semtex is a throwable explosive that sticks to any surface, including enemy players.

It is possible to airburst a Semtex, but as the "fuse" is fixed, doing so is tricky because your detonation

range is inflexible

You can throw Semtex to stick to a wall or ceiling near an opponent, particularly when you are on a lower level

relative to your target.

Semtex is quicker than a Frag grenade in the sense that you dont need to cook it. You can always simply throw

it and then keep moving, but the cost of that is the loss of a precision detonation.

Get used to the distance at which you can throw and cause Semtex to detonate; landing a Semtex near an

enemy just as it is about to explode is quite effective.

Frag Grenade

Semtex



Throwing Knife

> LETHAL THRDWINE 8LADE.

The throwing knife is a specialized piece of Lethal equipment. You can throw itfor instant one-hit kills and even

bounce it of{ of surfaces to score kills.

It takes a lot of practice to master the throwing knife, however-this is not the Lethal item to take if you're

looking for ease of use!

It is possible to automatically retrieve your knife by simply stepping on top of it after it lands.

) sTtIKY PRIX|MITY M|NE.

The improvised explosive device is a proximity-triggered charge that can be thrown a short distance and sticks

to any surface.

This makes the IED ideal for guarding your back, blocking a narrow passageway, or covering an oblective.

Careful placement can all but guarantee a kill against any enemy who stumbles across your trap.

Stick lEDs in out-of-the-way places-above doorways, on ceilings, on walls around corners, tucked behind

cover near objectives, and so on.

It is possible to shoot and destroy an IED or detonate it with another explosion nearbv.

) REM0TE DilnNATED HtGH-pUWtR txpL[5tVE.

C4 is an alternate remote explosive to the lED, but where that explosive has a proximity fuse, this one is

manually detonated. C4 is most useful for covering part of an area you are already watching or an objective.

You need to have eyes on the target area, be watching for an objective HUD element to change colors, or have

an announcer voice warning you of an enemy near an objective so that you can detonate it in time.

When you are covering an area defensively, placing a C4 on one path and covering the otherwith your gun lets

you deal with tvvo possible avenues of approach without the risk of being aimed in the wrong direction when an

opponent appears. Simply detonate the C4 if they come down the wrong path.

Like an lED, you can stick a c4 to basically any surface (though not other soldiers, nice try), so try to place it out
of view whenever possible, as enemy fire or explosions can destroy it.

Remember you can quickly detonate a C4 by double-tapping the Reload button. This also allows you to use

the C4 as a sort of short-ranged grenade. lf you toss a C4 pack and detonate it quickly enough, you can kill

an enemy around a corner or over cover before they can react. This is typically faster than cooking a Frag or
throwing a Semtex if you are close enough.

IED

c4

Canister Bomb

> HIGH-PNWERtD 5HIRT-RANGE EXPLESIVt.

The Canister Bomb is a specialized explosive, considerably more powerful than the Frag grenade and on the
level of a C4 blast.

However, you pay for this increased lethality with a much shorter throwing distance and a fixed tvvo-second
fuse. This makes the Canister Bomb a specialized tool largely useful for clearing out a packed objective or very
small room from short range.

Because you must expose yourself to more risk to get the Canister Bomb on target, it is a riskier piece of Lethal

equipment to use than either Frags or Semtex.

Also, note that you can use a C4 pack for essentially the exact same task, as it has the same damage profile and

blast radius.
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Tactical equipment gives you support options for disabling your opponents or

protecting yourself.

Unlike Lethal equipment, which is largely a class of explosive weaponry, the

explosives in the Tactical category tend to be useful for disabling multiple enemies

simultaneously so you can then take them out with gunfire.

The Smoke grenade, Trophy System, and Motion Sensor are all very useful in

objective gameplay or for guarding your back.

9-Bang Grenade

The Tac Resist perk can protect you from the effects of 9-Bangs and Concussions,

along with the Thermobaric's armor-stripping effect.

The Reflex perk is particularly usefulwith Tactical grenades, as it allows you to

toss them in half the time. This lets you bring your gun up to take down any nearby

disoriented targets from your toss.

> MULTI.DTTONATIIN FLASHBANG GRTNADE WITH INTEGRATTD TMP"

The 9-Bang is a specialized form of flash grenade that can explode up to five times with the blinding and

disorienting effect of a Flashbang grenade each time. lfthe 9-Bang is fully cooked before being thrown, it

also f inishes its detonations with a final EMP blast that can disable enemy equipment and shut down hostile

minimap usage for a short time. The 9-Bang takes 2.5 seconds to charge fully, and each .75 second increment

adds another flash when you throw the grenade. You must charge it fully to get the EMP effect.

The 9-bang has a 1.5 second fuse, so you can airburst it over a target area. There is an 800-unit radius for the

flash effect and a 512-unit radius forthe EMB both of which are large by regular explosive standards. Be sure

to land it near an offending Sentry Gun or IMS to ensure the EMP hits.

The EMP lasts for eight seconds if it hits an adversary. However, the flash blind effect varies based on whether or not your opponents were looking directly at the 9-Bang

whenitdetonated,andhowfarfromthecenteroftheblasttheywere. Lookingfull onata9-Bangwhenitdetonatescompletelywhitesoutyour.screen,ontopof

deafening you. lf you are turned away, you are still disoriented slightly, but the blinding effect isn't as bad.

Strong-Arm's fast cooking is especially useful for the 9-Bang, letting you ramp it up to its full effectiveness in half the time. 0h, and be careful, as you can blind yourself!

Concussion Grenade

> DISABLING STUN GRTNADI.

Concussion grenades are stunning grenades that disable enemy movement, rendering them helpless ifthey

are stuckfacing the wrong direction when you hitthem with the grenade. Concussion grenades are ideal for

stopping a fast-moving target, and if you ambush an opponent's position from the flank or rear, odds are they

won't be able to turn in time to prevent you from cleaning house.

The Concussion grenade has a 512-unit radius and a six-second maximum duration on the stun effect. How

long it lasts exactly depends on the distance from the center of the blast, scaling from the center to the edge.

Like the 9-Bang, don't drop Concussion grenades near you; stunning yourself is embarrassing and usually fatal.

> [RtATtS AN ilBSIURtNG ILBUD IF TMPtNETRABLt sMnKt.

The Smoke grenade is a quick-detonating Tactical grenade that creates a huge cloud of smoke at its detonation

point. This cloud is extremely useful for creating instant visual cover in the open or for obscuring an objective

area. ln a pinch, you can use it on an enemy position, but it is usually better to block theii line of sight and move

behind the cloud.

lf you are pinned down, you can also toss the grenade at your feet (how often is that a good idea?) and create a

smokescreen to sneak out from suppressing fire.

It's not a guaranteed method of escape, but its much better than running in the open! Smoke grenades are easy to underestimate compared to other equipment options,

but they are invaluable in objective modes. Using the cover from smoke intelligently (especialiy in concert with a Riot Shield and defensive perks), you can seize an

objective area from under the opposing team's nose. Even if they know you are taking a point, with smoke cover, it is all but impossible to land accurate shots. lf there is

any decent cover near the objective, you can hide behind it while the smoke makes it impossible for them to discover where you are located.

Smoke Grenade
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Motion Sensor

> 5fiFHi5TICATIil ELEITRINiI ANTI-EXPLOSIVIS DTVI[8.

The Trophy System is a point defense unit that can intercept and destroy any two incoming projectiles.

This includes all forms ofthrown Lethal and Tactical grenades, IMS projectiles, and even the Trinity

Rocket missiles!

The Trophy System is particularly useful for securing a contested oblective area that is being bombarded with
explosives on a regular basis, though whether to take a Trophy System or a Smoke grenade depends on the

map and mode in question.

With the Reflex perk, you can set up a Trophy System fast enough to catch an incoming explosive or Trinity

Rocket before it hits, which is always a nice party trick.

> PRIXIMITY-AITIVATTD INIMY DETTITIIN DTVIIE.

The Motion Sensor is a one-shot proximity mine thattrips when an enemy player gets in range and explodes,
"painting" them on your HUD with an outline for eight seconds.

The outline is identical to that provided by the 0racle Support streak, and it makes the adversary extremely

easy to spot and eliminate once tagged.

However, a good part of the value in the Motion Sensor is simply being able to guard your back-when you

hear the Motion Sensor trip, you know someone is coming.

Two points here: first, lncog perk users don't get tagged by the Motion Senscir (but they do still set it off), and

second, anyone tripping a Motion Sensor when they enter a building is going to be looking for whoever placed it.

The Motion Sensor prevents you from being completely blindsided, but it isnt a total safeguard against an

enemy attack.

Thermobaric Grenade

l 
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> 5PEf; IALIZED ARMIR.STRIPPING ERTNADT.

The Thermobaric grenade is the most directly dangerous ofthe Tactical grenades, dealing 50 damage

anywhere in its 400-unit wide blast radius and stripping the armor from anyone hit by the blast.

For five seconds after being tagged by a Thermobaric grenade, any equipment or enemy hit with it suffers 85%

increased damage from any explosive.
i
t.
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Thermobarics are best used as part of a one-two punch on a highly populated area. Throwthe Thermobaric, then toss the Lethal immediately after.

The Reflex perk makes this combination especially nasty, as you can get both explosives in the air before your nearby opponents can react to the Thermobaric going off.

Similarly, Thermobarics work extremely well with the fast{iring under-barrel grenade launcher, and quite wellwith a secondary launcher if it is already in your hands
when you toss the Thermobaric grenade.

Thermobaric grenades are also useful for aiding in the takedown of Juggernauts, enemies with Ballistic Vests, or any kind of emplaced equiiment or killstreak, though
the EMP from the 9-Bang serves as a more direct answerto equipment in general.

This means that with the Extra Tactical perk, a second Thermobaric is lethal, and essentially, any primary Lethal

explosive is guaranteed to be fatal if it even tags someone hit by a Thermobaric grenade.
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Ready Up brings your weapon up more quickly after ending a sprint. While this is extremely importantfor COB weapons like SMGs and shotguns, it is still useful for

assault rifles on mobile builds.

For slower or longer-range weapon setups, Ready Up is less critical, as you typically have time to get set up and aim down your sights (ADS) before you engage your

targets. But for in your face, around thd corner surprise engagements, Ready Up is a powerful perk for aggressive setups.

Sleight of Hand is a useful utility perk that gives you much faster reloads.

This is particularlyhelpfulforweaponswith a high rate of fire and lowammo capacity, notablySMGsorsomeARswithoutextended magazines.

Sleight of Hand is not a direct combat perk, but it can save your life in C0B engagements by allowing you to down one or two enemies, then reload in time to deal with

any nearby adversaries who come to investigate the commotion,

Avoid developing bad reloading habits from using Sleight of Hand often. This can get you in trouble when y0u aren't using it on other setups, especially with moderate

fire-rate ARs or marksman rifles that don't always need an immediate reload after every kill.

Bear in mind that a quick switch to your backup pistol can be just as effective in C0B situations as double speed reloads, but Sleight of Hand can potentially free up your

pistol slot for another perk point, and it provides overall benefits for your combat momentum.



Agility is a useful mobility perk that increases your movement speed at all times. This is especially useful for COB builds where you rely on mobility to stay alive, and it is
also useful in game modes that require rapid movement between objectives.

Agility combos particularly well with Stalker, Steady Aim, or Marathon, giving you even faster ADS movement, quicker movement while hip-firing, or the ability to traverse
the map very quickly. Agility also pairs best with weapons that are already fast, giving you an even stronger movement edge. Pistols, shotguns, SMGs, or the combat
knife complement it well.

While you can use Agility to bump up a slower weapon, this usually isn't worth the perk points, as you're gaining extra mobility on weapons that may not need it quite as
much to fight efficiently. Note that Agility does slightly increase your maximum sprint distance when you aren't using Marathon. This is most noticeable on the combat knife,
which already has doubled sprint distance, but it is a meaningful bonus on SMG or shotgun builds, or if you move with your pistol out even if you have an AR primary.

A simple, powerful movement perk, Marathon allows you to sprint indefinitely around the map. This is vitalfor objective modes that require constant movement and very
important on larger maps in general, as it lets you get into key positions more quickly.

1ou also make more

every nev'l c0rne1,

Marathon is also very useful and importantfor builds that must get into COB to be effective (notably shotguns and SMGs).

Slower weapons still benefit from Marathon, as they can use it to get into an effective firing position more quickly. This can be particularly relevant in objective modes
that require you to shift positions constantly while lugging around a heavy LMG or sniper

Marathon's utility also changes significantly based on game mode and map size. 0n the larger maps in oblective modes, Marathon is all but mandatoryfor any build
focused on capturing objectives swiftly. 0n smaller maps, or when playing on offense is less important to you, Marathon isn't as crucial.

Stalker is a powerful, game-changing combat perk. lt allows y0u to break the mobility rules of ADS combat-normally, entering ADS slows movement speed
considerably, making you an easier target to hit.

With Stalker, however, you can still move at full speed while aiming. This allows you to strafe constantly while ADS, presenting a difficult target for your enemies,
especially at longer distances.

ln an otherwise evenly matched mid-range encounter, Stalker can give you a powerful evasive edge against an opponentwho is ADS without it.

Even in COB encounters, Stalker lets you move quicklyto dodge incoming fire, place cover between you and a target, or back out of an engagementwhile continuing to
put accurate ADS fire on your opponent.

Stalker also allows you the luxury of moving while already ADS around corners and into hotspots on the map, ready to fire at any target that comes into view. you

maintain enough movement speed to present a much more difficulttargetthan someone who slowly steps around a corner in ADS without Stalker.

St'alker is most useful on close- to mid-range weapons, from shotguns and SMGs to mid-range ARs. lt is less important on longer range setups, though beware of LMG
players moving through mid-range combat zones with their guns always up!
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Strong-Arm is a specialty perk for loadouts making heavy use of Lethal and Tactical grenades. lt is most useful when paired with equipment perks to expand your

explosive arsenal. Strong-Arm allows you to throw grenades across tall buildings and at greater distances than normal. This is particularly useful in objective modes

when you know the exact position that you need to target with your grenades.

It does take some practice with Strong-Arm to learn exactly where you can take advantage of the extra throwing distance on each map. lf you really want to explore the

possibilities, create a private match with a few friends and spend some time lobbing grenades around the map to get a sense for how you need to adjust your aim to hit

useful targets.

The second ability of Strong-Arm resets the fuses on Frag grenades or Canister Bombs, allowing you to throw them back safely. This doesn't come up very often, but it is

occasionally useful when you are standing near an objective and an errant grenade lands at your feet.

Finally, Strong-Arm decreases the cook time of grenades. This is relevant for Frag grenades and 9-Bang grenades especially, which normally cook slowly and can get

you killed ifyou're "charging" one up and an enemy comes around the corner.

0n the Go is a useful perk for fast-moving mobile classes, as it can provide you with what amounts to a slightly cheaper version of Sleight of Hand on certain builds.

howevet, you cannol

ttiitthis in mindl

With 0n the Go, you can reload your weapon while sprinting, which gives you the ability to down an enemy or two, then take off for another position while reloading your

weapon. This speeds y0ur transition from area to area very slightly.

0n the Go is also useful for the slug-loading shotguns or belt-fed LMGs, where reload canceling does not apply in the first place.

lf you don't mind the lack of reload canceling or you're comfortable switch canceling, you can use 0n the Go as a cheaper version of Sleight of Hand, enhancing your

mobility and aiding your reload speed at the same time.

Heflex is a very useful perk for sniper, marksman, and LMG builds that require quick weapon swapping and it can aiso be useful on a build utilizing

Overkill with a mix of close- and long-range primary weapons.

Reflex also has applications for builds making heavy use of Lethal and Tactical equipment-double speed grenade throws and Trophy System setup dre nice bonuses.

You can take Reflex on a build with a short- 0r long-range weapon with the intent to pick up a matching long- or short-range weapon on the field. ihis lets you skip out on

a secondary weapon for an extra perk point and make good use of scavenged weapons, but it definitely takes some extra work and involves an element of chance.
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Steady Aim is a simple and powerful perk: it reduces hip-fire spread significantly, making SMGs and shgtguns especially lethal when fired on the move.

This has a double benefit for those weapons, as it lets you take advantage of their already high movement speeds without needing to pick up the more expensive Stalker
and/or 0uickdraw perks to make use of accurate fire while moving quickly.

0n ARs or LMGs, Steady Aim can tighten the spread about enough to improve them one "class" (from LIVIG to AR, AR to SMG), but in general, hip{iring with snipers,
marksman rifles, and semi-auto or burstfire ARs is a poor choice in close combat.

There is one exception in the LMG class: the Chain SAW is built for mobile combat at medium distances. Using Steady Aim can be helpful for that purpose.

Similarly, the AR class has the ARX-160, which normally has a spread between that of ARs and SMGs. Steady Aim can make it very lethal when hip-fired in CqB.

STEADY AIM
RtDUIES HIP-FIRE SFREAD' BY,S.SYo.

SUICK.[}RAW : ::..:l

Dt]UBLE-SPEED AD5.

0uickdraw is a powerful all-purpose gun combat perk. By halving your ADS times, you are always at an advantage whenever you get into an otherwise even firefight
with another player and neither of you is already looking down the sights.

0uickdraw gives you the edge in combat with opponents using the same weapon {or an extreme edge against challengers with a slower weapon), but it can also give
you the speed advantage even against faster weapons if your target isn't using 0uickdraw, too.

0uickdraw is a generally useful perk for any weapon class, but shotguns and SMGs can often get away with using Steady Aim instead to save a per! point. lf you,re
focused on keeplng your distance, Ouickdraw isn't a critical perk to use for very long-range weapons. Sniper rifles and marksman rifles only receive half the speed
benefit from 0uickdraw. This is still a potent speed increase, but they are not as fast as other weapons when using 0uickdraw.

For mid-range engagements, however, or for mobile builds using ARs or MRs, 0uickdraw is a very strong cholce.



Takedown is a subtle but powerful stealth perk, eliminating the "friendly killed here" marker that appears when you down an enemy player.

Experienced players know to watch f0r these markers and hunt in the immediate vicinity. By denying them this intelligence, you can fight in close proximity to the

opposing team without alerting them as easily.

Be aware that this does not protect you from an organized enemy team communicating when and where they die to each other, nor does it help with any noise you make,

bullet tracers from your weapons, or any other oveft warning of your presence.

But with that in mind, Takedown is still a cheap and useful perk that can act as a strong capper for a stealth-focused build.

E

Blind Eye provides protecti0n against all forms of automated killstreaks, including the lMS, Sentry Gun, Battle Hind, and Vulture. lt also provides some limited protection

against the Trinity Rocket, Helo Pilot, and Loki by cloaking your signature on an enemy players HUD.

Blind Eye also protects against the 0racle support streak, but it does nofprotect against radar sweeps of any kind. (See the Off the Grid perk to obtain that protection.)

Blind Eye is an unusual defensive perk in that its utility is tied strongly to the performance of your team and

tafryf the loadouts of the enemy team. lf the other team isn't even running the streaks that Blind Eye protects

imlrsssed Yllith your usage ol
against, it won't do you much good. Similarly, if your team is playing well, they aren't likely to earn many

dangerous Assault killstreaks to begin with!

Still, it is a good idea to keep a build with Blind Eye around, as it can be extremely useful for destroying enemy

ti[[ hunl you down!

Sentry Guns or Battle Hinds. Bring an LMG and armor-piercing rounds to dispatch their streaks with ease. The CBJ-MS SMG also has inherent armor-piercing rou.nds

and can be used for destroying some equipment up close.

Dead Silence is a simple stealth perk-it severely dampens any sounds you make while moving, sprinting, or mantling around the map,

halving the distance from which enemies can effectively hear you.

This is useful for COB builds, particularly those running the tactical knife, shotguns, or SMGs, as it lets you get into range of your prey

without alerting them to your presence with an errantfootfall on a metal surface.

Keep in mind that while Dead Silence does muffle your movement noises, it does nothing for your weapon. Additionally, nearby enemies

can still spot you, of course.

Also,rememberthatnotall playersaretotallyawareoftheirsurroundingsbasedonnoises. DeadSilenceisbestagainstenemieswho

are using good audio setups orwearing headphones and are very aleftto begin with-and that's notsomething you can know before

going into a match!

Dead Silence pairs quite well with silenced weapons.
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lncog is a powerful stealth perk, giving you immunityto mostforms of "special" detection while providing a direct combat benefit by removing the red name 0veryour
head when an enemy targets you. This last point might seem mlnor, but in practice, your name tends to give away your position as fast as or faster than your actual body
does. Your name often pokes through soft cover, and at longer ranges, an enemy may only see your name if you are well-hidden in shadow or cover.

lncog can cause an enemy to hesitate just long enough when spotting you to give you the drop on them, and this is usually enough time to put a lethal burst 0f fire in
theirface lncogisuseful atanydistanceandonmanybuilds(eventhosenotexplicitlyrunningastealthsetup,asithelpswithgunfightsingeneral),butitisparticularly
useful for long-range builds.

When setting up in a building or behind hard cover in deep shadows, you become extremely difficultto spot. As long as you keep your motion to a minimum, it is unlikely
that an enemy scanning the battlefield in your direction will spot you before they notice any of your lncog-free teammates running around.

will no longer ca[[ youl

tott didn't actuatly notice you!

lncog also protects against detection via the various advanced scopes, including Thermal and Tracker. The scopes can still seeyou, butyou aren't highlighted in white
or outlined in either scope.

Finally, keep in mind thatwhile lncog prevents you from beingtaggedbylhe Motion Sensor, it does not preventthe Motion Sensorfrcim actually going offand exploding.

This means that an alert player who is camping near their Motion Sensor will know that it has been triggered. Though you won't be outlined, they will still be on guard.
Be careful if you're entering an area with only one likely entry route, as the foe may already be aimed in your direction.

offthe Grid is the cornerstone of any stealth-based build where you plan to fight in close proximity to the
enemyteam. Paired with a silencerto hide your minimap dotwhen you fire a weapon, you are invisible to
anything but direct visual contact or audio cues (and lncog and Dead Silence can help with those
two problems).

Offthe Grid is most usefulfor aggressive builds where you need to get into C0B with the enemyteam on a

regular basis. Concealing your radar signature is less important if you are planning on playing defense or
staying at long range.

The besttime to strike when using Offthe Grid is when the enemy does have SATC6M coverage. These
attackers tend to pay more attention to visible enemy marks on the minimap, giving you an opportunityto
blindsidethem. Be aware thatstaying nearteammates who do nofhave Offthe Grid isjust as bad as not having
it yourself, as an enemy can see them on the minimap, which can give away your location.

nuttilies att SATC0M

Note that Off the Grid does nof protect you from the 0racle support streak or from being tagged by a Motion
Sensor or the Recon perk.
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Recon is a team intelligence perk. While equipped with it, whenever you tag an enemy with any

explosive (including all forms of launchers, Lethal and Tactical grenades, and the under-barrel

grenade launcher), they are highlighted in the world as though they had been hit with a Motion

Sensor or an active 0racle system.

The tag lasts for a second, giving you or nearby teammates enough time to spot and eliminate

any reasonably close tagged targets (a cross-map Strong-Arm grenade toss might be a bit out

of range for anyone but a sniper),

Recon is most useful when you c0mmitt0 using it heavily and take the Extra Tactical perk and

eitherthe Extra Lethal perk or an under-barrel grenade launcher. For maximum use, add a

secondary launcher on top of the above.

Having explosives that can tag enemies can be extremely useful in objective modes when you

are atiempting to flush out defenders located near an objective.

Recon is less useful if you are running with a regular Lethal and Tactical loadout, and it's not

useful at all if you lack explosives!

Recon can be countered by taking the lncog perk, preventing you from being tagged.

SEAVENEER

REPLENISH AMMt] FRt]M
DRt]PPID BY ENEMIES.

Scavenger allows you to resupply one magazine's worth of ammo from any fallen enemy. Simply

step over their body to pick up the pack and reload.

Scavenger is a useful perk for Specialist builds or any playstyle that emphasizes staying alive :'

over taking risks. ',,'

When you last a long time, you tend to run low on ammo; Scavenger lets you avoid the risk of

picking up a weapon from the battlefield.

While you can maintain a streak with enemy (or friendly) weapons, using a custom weapon that

suits you and your build personally is usually a better option. Scavenger lets you keep your fully

customized weapon loaded with ammo as long as you stay alive.

Any kill by a teammate or from you generates a pack from an enemy. Just be careful about

exposing yourselfto pick up a pack out in the open. The whole pointto using Scavenger is to stay

alive longer and keep topped off, so dying to get a pack is counterproductive in the extremel

i::1 :ll
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SitRep is a powerful but situational perk that provides visual intelligence on enemy equipment placement. This includes all types of placed Lethal or Tactical equipmen!
as well as any placed killstreak items like SATCOMs or the lMS.

SitRep lets you spot targets roughly 600 units away, and about 50% farther if you are looking down your sights while ADS. Any enemy equipment is shown as a bright red
outline' This means that you can "sweep" a building by going ADS and looking it over; any equipment inside should show up.

SitRep is very helpful notjustfor locating enemy equipment, but also for locating enemies. Because players tend to camp out near a placed IED or Motion sensor, SitRep
can be helpful to spot them before they are aware of your presence.

SitRep is also helpful for warning teammates of an enemy lMS, as well as for locating and disabling enemy SATCOM emplacements quickly.

This increases your abilityto hear enemy footsteps, sprinting, and mantling. However, the exact effect depends heavily on the terrain around you and if there is an active
firefight occurring nearby.

Amplify is most useful ifyou have a strong audio setup or a good pair of headphones and you are already attuned to the sounds during a match. The more you practice
with it, the more this perk gives you.

Note that if you switch between builds using Amplify and those without, you may find that you have problems identifying enemy positions accurately because you are
used to hearing them at a certain range.

Amplify is a very useful situational awareness perk when you are using COB builds, as it lets you identify new targets to hunt while warning you of incoming threats.

It can also be a valuable perk when defending an area, as it may alert you to an incoming enemy who is otherwise stealthy (off the Grid, lncog, silenced weapon, etc.).

Dead Silence and Amplify actto cancel each other out, returning sounds to their default range.

wiretap ties your team's sATc0M network into the enemy team s, giving you the benefit of any active SATCoMs the opposition places on the field.

This means that if your team and the enemy team each has a single SATC0M active, you get a regular satellite sweep, while everyone else only has eyes on coverage.

Keep in mind that Wiretap s enhanced SATCOM benefit only applies to you personally, not your entire team.

Consequently, you should make an effort to relay enemy positions as often as possible to your teammates when you are using Wiretap. ln un uurr.n, ,nrtch, you are
typically going to have better SATC0M coverage than your teammates.

Like off the Grid, wiretap has an odd quirk in that if the enemy team somehow fails to use any sATC0Ms at all, it's essentially a dead perk choice. However, this is an
unusual situation, and you can always simply switch to another build without Wiretap if you aren't seeing a lot of enemy SATCgM coverage.

rom-'T:.,=*"ffiffilT'''::':'''i'''.':''"-1:.''':''''-:'i'2
Amplify is a simple and useful awareness perk that increases the noise made by enemy movement, roughly doubling the distance from which you can hear an enemy.
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RESILIENEE

ELI MI NATTS FALLI NE DAMAGE.

Resi tence is a cheap perk w th a very m nor effect: it eliminates falling damage. This is usefu on s0me maps for traversing them more safely, and it can occasionally

save your life if yoLr happen to jump (or fall) from a signrficant height during a combat enc0unter.

aBitzgame,0rrunnngamobiletactlca knifeorCOBgunbuiid).Otherwise,theeffectistoofocusedtobeusefulinallmapsandmodes.
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ICU greatly increases your ability to recover from combat damage, halving the time it takes to begin regenerating, and doubling the speed of that regeneration.

The total effect means that you should almost always be fully recovered from a firefight before you next encounter an enemy, as long as you have at least a brief span of
time to regenerate lCU is more useful for aggressive builds where you expect to engage in a lot of close- to medium-range firefights, and you are all but guaranteed to
come out of a fight having taken some damage.

ICU is an unusual perk in that it is potentially useful on a great many builds, but it is not exceptionally useful in any specific build. As a result, it makes an excellent
specialist reward, but it can be hard to find the perk points to squeeze it into a focused build.

Still, make an effort to experiment with it on your CoB and mid-range builds. You may find that it suits your style of play well if you often emerge from fights damaged and
must engage fresh targets soon after.

Focus is a powerful general gunfighter perk, both greatly reducing flinch when hit in combat and reducing visible weapon sway, aiding with long-range accuracy.

At mid to long ranges, Focus can mean the difference between winning and losing a firefight, as Focus lets you stay on target even if hit by incoming fire. Furthermore, it
ensures that your weapon has less idle sway while you are ADS. Focus is especially useful on builds built to take advantage of sniper rifles, most LMGs, MRs, and ARs
with burstfire or semi-auto attachments.

It is also useful on mobile mid-range builds, typically those using Ouickdraw and/or Stalker to engage at a medium distance. At short ranges, Focus is less potent. lf
you're using a truly short-range build like a shotgun or SMG with Steady Aim, there are better perk choices.

Tac Resist protects you from g-Bang grenades, concussion grenades, the Thermobaric armor strip, and anyform of EMP effect (including fully charged g-Bang
explosions, the 0din support streak, and the Ground Jammer support streak). Tac Resist is particularly useful for defense when you're guarding an objective area that is
likelyto be bombarded with explosives.

A quirk that applies to both this perk and Blast Shield is that with the option to completely remove Lethal and Tactical gear from loadouts, you may encounter few (or
even zero) enemy Tactical grenades on the battlefield. Keep a build handy with Tac Resist equipped for when you are encountering dedicated Tactical grenade usage, as
it does its job very effectively.

Blast shield is a powerful defense against enemy explosives, severely dampening the incoming damage and ensuring survival against all but the most powerful of
explosive weapons. lt is still possible to be killed by direct sticks or powerful killstreak explosives, but for general protection against nearby grenade detonations,
Blast Shield does its lob very well.

Blast Shield ensures that you will survive one explosive, no matter what-only one time-so you arent completely safe in all situations, but the protection is substantial.

ir{ra grenades and



Extra Tactical does what it says on the box: you get one extra piece of Tactical equipment each time you spawn.

This works on any piece ofTactical gear, and it is particularly useful when paired with Trophy System (to defend an objective against bombardment) or Motion Sensor (to

set up a safehouse).

All of the Tactical grenades simply give you an extra usage, providing one extra shot at disabling or crippling your targets, or creating extra cover with smoke.

Extra Tactical fits well on any build set up to support your team, but because it is essentially a one-shot perk, you tend to get more use out of it in modes that have a high

body count (or if you naturally tend to play aggressively, with a high risk of frequent deaths).

As with Extra Tactical, Extra Lethal gives you more firepower in the Lethal department. You pay extra for the privilege, so be sure to use your explosives wisely-flinging

them across the map is a bad idea unless you're tossing them directly at a known occupied objective area'

Extra explosives tend to be most useful in modes that force players to cluster in a small space so you can all but guarantee a kill or at least heavy damage

to multiple enemies.

Taking an extra Lethal with the IED also lets you set up nasty defensive traps, while the various offensive options all give you a bit more oomph to clear an objective or

severely damage even Blast Shield-equipped targets. As with Extra Tactical, Extra Lethal gives you more usage if you die somewhat frequently, but don't use this as an

excuse to play foolishly. Simply remember that a defensive or long-range build may not get as much mileage out of this two-point perk as one that is focused on clearing

ortaking objectives with it.

Fully Loaded is a simple perk: it gives you a f ull ammunition loadout for your primary and secondary weapons. (Note that it does not affect ammo for launchers or the

under-barrel grenade launcher.)

Fully Loaded tends to work out to four extra magazines on most weapons, though this varies slightly depending on the weapon in question (belt-fed LMGs, shotguns, and

so on). The overall effect is that you can be a lot more aggressive with your bullets, freely using hip{ire (especially strong with Steady Aim), drilling targets through walls

or cover, and burning extra ammunition to ensure kills. '

Unlike Scavenger (or the Weapon Crate streak, to a lesser extent), Fully Loaded gives you all of the ammo up front, and you don't have to expose yourself to any risk to

get that ammo. The downside is that once you've spent the ammo, your two-point perk is no longer doing any work, so you must be sure to get maximum value out of

those extra bullets.

Fully Loaded is most useful with ARs and SMGs that have a high rate of fire, or LMGs with the Rapid Fire attachment. lt is effective when used aggressively with armor-

piercing ammunition, and it also pairs very well with extended magazines.

Ittakes practice to learn where enemies tend to hide behind walls on any given map and mode combination, but Fully Loaded gives you the extra ammunition to dig them

out, pafticularly with AP ammo.
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Extra Attachment lets you further customize your weapons with a third attachment. You can fill out three of the four possible attachment categories, and if you donl mind
skipping a sight, you can make every possible modification to your weapon.

Also note that Extra Attachment has special value for weapons that have an integrated attachment. For example, the Honey Badger AR and K7 SMG have integrated
silencers. With Extra Attachment, you can have a silenced weapon with a sight, under-barrel, and mod all at the same time-the ultimate.in tricked-out weapons.

Extra Attachment also works with Overkill, allowing you to take two primary class weapons with extra attachments.

and lhe Weapons

Danger Close is an expensive brute force perk that boosts damage from all of your explosives.

Because it is so pricy, using Danger Close encourages you to go all-in on an explosives build, taking Extra Lethal and possibly Extra Tactical and Recon or Strong-Arm, as

well. Doing so gives you the armamentto bombard an enemy position forfrequently lethal damage, and anyone who doesn't end up dead from the barrage gets marked

with a tracking outline.

Since taking Danger Close restricts your perk options significantly, it's usually a good idea to have it set aside for a dedicated explosives build that you pull out when an

enemy is particularly dug in around an objective.

You can certainly use a Danger Close setup during a normal match, but you lose out on general combat power, stealth, or mobility. This isn't a great tradeoff for a perk
that only works while you still have explosives remaining.

lnstead, use Danger Close to break an entrenched enemy team, and then swap out of it once your work is done. Danger Close nullifies the Blast Shield perk, returning
explosive damage to normal.



Gambler gives you a weighted chance at acquiring any other perk besides Overkillwhen you spawn. Whatthis means isthatyou are m0re likelyto get a low-cost perk

than an expensive perk. Note that Gambler does not respect your current build. That is, if you have no Tactical or Lethal equipment, you can and will acquiie Strong-Arm,

Recon, Extra Tactical, and so on.

Because Gambler only costs a single point, you can use it as a capper perk if there are no better options. However, Ready Up and Takedown are m0re applicable to many

builds, and even Recon is helpful for your team if you have at least n^/o grenades. That said, if you do want to gamble, you may occasionally luck out with something pricy

and appropriate for your build!

A AKI

Hardline is a unique and useful Elite perk that reduces the kill requirement for killstreaks. Hardline is particularly effective when paired with low requirement Assault

streaks, as it allows you to chain together streaks much more easily.

It is less useful for support streaks, where you are essentially guaranteed to secure the streaks once or more every match. lt's not amazing on Specialist, either: it cuts

the kill requirement by one to reach your Specialist bonus but otherwise does nothing to help you on your way there.

Running a 31517 or a 5/7/9 Assault loadout with Hardline is quite effective, but another option is to run a 3 setup. That is, take a SATC0M, Hardline, and no other streaks.

Seem odd? Consider that every uninterrupted double kill you get in a match grants your team a SATC0M. That's a lot of satellite coverage! Running a 3/5 setup is another

similar option, giving you the potentialto loop SATCOMs with IMS or Guard Dog assistance-not a bad streak combination.

Ping is a powerful COB perk that gives you immediate local intelligence on enemy positions after you kill a target.

The sweep from Ping has a 700 radius, like other similar effects (the Riot Shield Radar and Recon Juggernaut), but be aware that it takes two sec(

for the sweep to reach the edge of that radius.

This means that you can kill a target, sprint away, and bump into someone nearby who is not yet tagged by the sweep. Get in the habit of getting

into cover and reloading while you check the minimap for Ping to complete. Keep in mind that players with Off the Grid wont show up on the Ping

sweep, s0 don't get complacent even if you don't see any targets light up on your minimap.

Ping is very useful for any build that you intend to use in close proximity to the enemy team, as the extra information it provides can save your

life and keep a streak going. Ping lets you play offensively or defensively, as well, hunting down extra targets or avoiding them if the situation

is unfavorable.

PingsharessomesimiIaritieswithAmplifyintermsofthesituationalaWarenessitgrantsyou,butitfunctionsabitdifferently.Experiment

with both and see which suits you. Note that Ping radar sweeps are personal only and do not show up forteammates. Be sure to warn

them if an enemy is nearby!

The sweep from Ping has a 700 radius, like other similar effects (the Riot Shield Radar and Recon Juggernaut), but be aware that it takes two seconds
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Overkill lets you break the equipment loadout rules instead of having the option for a primary and a secondary weapon, Overkill grants you the ability to equip n/vo primary

weapons. This means you could take a sniper rifle and a shotgun, a marl<sman rifle and an SMG, or even tyro LMGs if you're feeling particularly action hero-esque.

Overkill pairs well with a long-range weapon and a short-range weapon, or a Riot Shield and a different primary weapon, along with the Reflex perk t0 let you switch
quickly benveen your two options.

Extra Attachment and Scavenger or Fully Loaded are also useful 0ptions, as the former gives you an even more customized loadout, and the latterhi/o letyou use your
primary weapons longer on the battlefield.

Overkill is a fairly expensive perk, so if you aren't getting maximum benefit out of your weapon choices by actively switching betuveen them and using them in the proper

range bands, you would be better served with a different option.

Deadeye gives you a 10% chance to deal 40% more damage when you hit an enemy. Each time you kill an opponent, this chance increases by 10%, up to a maximum of

50%, This means that after four kills, half of your shots are dealing 40% boosted damage. 0n average, a single Deadeye hit knocks one shot off the number needed to kill

an enemy.

Because the percentage chance of a damage boost is not scaled to fire rate, high fire-rate weap0ns are naturally more effective with Deadeye, HighJire rate ARs,

SMGs, and LMGs with rapid fire are all particularly deadly.

Shotguns are also noticeably nastier with Deadeye because Deadeye has a chance to trigger on each pellet, rather than each shot. A close-range shot is all but
guaranteed to make Deadeye fire, frequently making the shot lethal if itwas on the edge offatal damage.

For veteran Call of Duty players, you may recognize this damage increase as the same given by the classic Stopping Power perk. Deadeye is a tuned version that gives

paft of the benefit, but you have to work to earn itl

Because Deadeye is so expensive, y0u want to be running it with a weapon that can take maximum advantage of it. Also, you may need to give up your Lethal and

Tactical slots and possibly even y0ur sec0ndary weapon to squeeze in additional combat perks. Deadeye is effective, but you need to weigh the increased lethality
against the chailenge of sustaining a long killstreak and the loss of perk points. Deadeye is a very powerful perk to pick up as part of a Specialist bonus.

.1.:
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Perk builds are listed as eight (or around eight) point setups with an optional bonus addition if you are willing to

remove equipment from your build to free up the extra perk points.

These are simple, basic perk setups focused on different aspects of combat rather than purpose-built full

classes for specific game modes.

ln general, the type of weapon, equipment, and killstreaks that accompany any given perk build should be

dictated bythe map and game mode you are playing, along with a healthy dose of personal preference.

But in this case, these are simply examples of how to put t0gether perks to support a single focus. With 35 perk

choices, it can feel a bit overwhelming putting together builds atfirst, especially ifyou are a new playerl

The lesson here is straightforward: when you're customizing your classes, always build with some goal in mind.

It can be anything from aiding y0ur team in a specific mode to best supporting your favorite weapon setup.

The goal doesn't matter, only that you choose perks that suit your purpose and complement each other welll



Get close, stay close, and use your close-range

weaponry to dominate your enemies.
Load. up on explosive gear and bombard the

enemy team. Clear out objectives, clear ouL rooms,

clear out anyone in your way.
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Stay off the minimap, out of sight, and silen[r' : 
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Eliminate enemies without alerting their teammatis,
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Keep your distance, pick off targets at long tange,

and instantly react with a backup weapon if

anyone gets too close.

N ffi
REFLEXINEOG



K=Lt=Yffiffi&Kffi

&$$&9,$tY
You earn Assault killstreaks by reaching consecutive kill targets without dying. Dying breaks Assault streaks, s0 these are the hardesttype of streaks to earn.

ln exchange, Assault offers powerful battlefield support and has the most directly lethal killstreaks.

Assault killstreaks can be chained to one another. Kills earned by your streaks while you are alive count toward your next streak.

Running a build with something like 5-7-9 is a traditional Assaulttechnique. For example, you can earn your Guard Dog to aid in acquiring your Trinity Rocket, and then

use your Trinity Rocket to propel you to your Battle Hind or Vulture.

Generally speaking, the 3-5 slot items dre fairly easy to acquire, 7-9 demand more effort, and anything above g requires careful play.

Hardline with 3-5 streaks is especlally effective if you like Assault streaks but have a hard time consistently earning higher streaks. Running Hardline and simply SAT

C0M and IMS or Guard Dog lets you saturate the battlefield with turro kill SAT C0Ms and four kill boobytraps or a constant canine companion.

0nce you're comfortable with the conservative style of play required to chain Assault streaks, 5-7-9 is a good place to move up to. From there, it's a short jump to 5-7-1 0

or 5-7 -12.

There is no fast and easy way to earn the Loki. You can chain a Trinity Hocket to a Battle Hind or Gryphon, but doing so leaves you with no support{or seven kills.

The IMS and the Sentry Gun are slower for earning additional kills than the Guard Dog or especially Trinity Rocket, but they are also very powerful defensive tools that
are useful in objective game modes. lf you place them well, they can even earn you more kills over time.

Both Juggernauts can be very effective if used with care, a trait you should be mastering if you run Assault regularly. A stick and move Maniac or an Assault Juggernaut

used to defend an objective area can be extremely lethal.



SUPPORT
As the name implies, Support streaks are useful for aiding your team.

Unlike Assault streaks, your kill streak for Support does nof reset when you die.

No matter which Support streaks you select as long as you earn enough kills in a

match, you are guaranteed to acquire the streaks.

Whatthis means in practice is thatyou must decide between looping the low-end

(and very useful) Support streaks, or aiming for the higher streaks. You may not be

able to earn the higher streaks more than once or twice in a match simply because

of kill and/ortime limits in any game mode beyond your own personal skill.

Support streaks are also ideal if you're a new player, as they let you play with

some fun and useful streaks and don't demand the same perfect play that Assault

streaks do.

However, don't infer that you should discard Support streaks once you're good

enough to chain Assault streaks. lf there's anything more dangerous than a skilled

player, its a skilled player wearing Ballistic Vests with a full ammo load and SAT

C0M coverage.

Looping SAT C0M through Ballistic Vests is a strong baseline setup. This gives

your team constant SAT C0M coverage, constant ammo supplies, and constant

vest upgrades.

You can also simply loop SAT C0M (with or without Hardline), though whether this

is superior to running Assault SAT C0M with Hardline is debatable.

lf you're looking to go into the middle tier of streaks, the Night Owl and Ground

Jammer are both very useful all-purpose Support streaks.

The MAAWS and Air Superiority are both most useful in specific situations {though
you can certainly use the MAAWS as an anti-infantry addition to an explosives

build if desired), Vpicallyfor clearing the skies in the mid to late game.

For the high-end Support streaks, the 0racle and Odin are both exceptional, and

they can shift the course of a battle if you and your team use them well.

The Recon Juggernaut is a very powerful streak reward, but its power also partly

depends on the strength of your team- A Recon Juggernaut with backup is a

serious pain to deal with, but if you're solo and unsupported, you can be flanked

and taken out with relative ease.

Finally, the Support Squadmate and Helo Scout are entirely unique rewards.

The Support Squadmate gives you an AI combat buddy who faithfully follows

you around and attempts to protect you with a Riot Shield. However, he is

very vulnerable to enemy fire, so you should weigh the additional momentary

distraction against the potential value of the Night owl or Ground Jammer.

$PHCIALI$T
Specialist is the personal, lone wolf killstreak package. Rather than rewarding you

with aggressive Assault killstreak rewards or team-assisting Support rewards,

Specialist gives you and only you more power in the form of extra perks.

You can select any three perks as your first three Specialist rewards. The base perk

cost of each perk, plus a few points, sets the kill totals that you need to reach to

unlock your first three perks.

Beyond the firstthree perks, you also getto pick eight perk points worth of bonus

perks as your Specialist bonus. 0nce you have earned the firstthree perks and

two more kills, you unlock your bonus perks.

Specialist can turn a good player into an unstoppable force on the battlefield, but

atthe same time, it doesnt give you any special resistance from stray bullets.

Don't get overconfident.

You must decide if the benefit f rom Specialist outriveighs the power of Assault and

Support streaks for you and your team.

A typical Specialist strategy is to start with a general combat supremacy perk

setup, pick up key stealth perks as the initial unlocks, and then grab the luxury
"power" perks as the final Specialist bonus.

This gives you the advantage in your initial firefights, gradually makes you more

difficult to detect, and finally gives you the extra edge you can squeeze out of the

final perk points.

Because Scavenger is almost certain to be one of your perk rewards, carefully

choosing your weapon is very important. You'll likely use it for a long time if you

survive to unlock your bonus regularly.

Shotguns and sniper rifles tend to be too extreme for the all-purpose combat

demanded ofthe Specialistfighter. Consider a silenced submachine 9un (SMG) or

assault rifle (AR), wittr the possibility of a marksman rifle on certain maps if it suits

your playstyle well. Pairing a silenced weapon with stealth perks keeps you off the

map and alive.

0ne last note about Specialist: you don't need to go for a generalist setup. lf you

have a very specific sort of defensive or offensive build in mind, you can tailorthe
perk rewards to fit that particular setup and weapon completely.

Removing an entrenched light machine gun (LMG) gunner guarding an objective

can be highly annoying, but an LMG gunner who is also packing Blast Shield,

Tac Resist, lCU, and Deadeye on top of his normal perk loadout is an order of

magnitude worse.

.-.:
The Helo Scout is something else entirely: it can give you and yourteam useful

recon if you quickly call out enemy positions while in the air, and it can aid your ':,i,,.,,,

team with sniper support bytaking out key enemies on or near objectiver -,'-..,.i.,

However, the Helo Scout is very vulnerable to focused enemy fire, so an alert . .1.:,,

enemy team can cut your streak short. Additionally, your ability to snipe from the 
i

chopper largely depends on the map: open maps with little cover make it much ' . 
l.l

easier to pi ck out targ ets.
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SAT C0M lets you place a single satellite communications terminal anywhere on

the map. 0nce placed, the SAT C0M links up with any other friendly SAT C0M

units and provides satellite coverage of hostile enemy targets 0n your minimap.
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SAT C0Ms work best when multiple players on the team are running them (or

you have a dedicated SAT C0M specialist running Hardline), as the benefits from

having two or more SAT C0M emplacements are significant.

lhey are Al-contro[[ed aulomatic

watches where your Al

Note that because SAT C0Ms are physical terminals that must be placed on the

map, the enemy team can find and destroy them. Try to tuck them away in the

corners of buildings and behind rough cover; leaving them

out in the 0pen 0r near a high-traffic objective is

guaranteed to get them destroyed early.

SAT C0Ms lastfor 30 seconds each,

and any friendly SAT C0M units

stack their effects while

they are active.



tMs o
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The lntelligent Munitions System is a high-tech proximity mine-more specifically,

four of them.

When an enemy is detected within a shoft distance, the IMS targets and launches

one of its four explosive payloads atthe target.

The IMS is almost always guaranteed to be lethal. The only way to avoid it is via

extreme movement speed (say, already sprinting with Agility), or by getting behind

hard cover very quickly.

The IMS makes for a perfect objective defense tool. Placed carefully, it can delay

an attack, and it is very common to score multiple kills if you place it in a high-

traffic pathway.

Avoid placing the IMS in plain view, and instead, tuck it just around a corner that

an enemy is Iikely to pass. By the time they hear the beep from being detected, it's

already too late for them to avoid the incoming explosive.

The IMS can be destroyed with regular gunfire or explosives, though it is fairly
sturdy-standing out in the open firing at one is a bad idea.

Armor-piercing

ammunition can destroy

it quickly, a 9-Bang EMP

can disable it, SitRep can

detect it, and Blind Eye

can prevent you from

being targeted in the first

place. Be careful in the

last situation, though: if a

teammate near y0u doesn't have Blind Eye, the explosion can still kill you!

It is also possible to block IMS expl0sives with the Riot Shield.

GUARD DOG o

Guard Dog brings man's bestfriend al0ng to protectyou. A combat-trained German

shepherd, the Guard Dog follows you loyally around the map, attacks any enemies

who gettoo close, and growls to warn you of any nearby threats. He also whines if

you tactically defend one spotfortoo long. You camper.

The Guard Dog Iasts until an enemy takes it out, and it faithfully returns to your

side even if you are killed and respawn on the other side of the map. lt may even

pick up a few kills on its way to youl

0f the two five-point Assault streaks, the Guard Dog is the more offensive, but it

also serves as mobile protection. lt guards your back and ensures that anyone

who takes you down instead of your dog is not long for the world {martyr dog!).

lndeed, getting into combat with another player who has a Guard Dog at close

range is a lose-lose proposition, as you can either shoot atthe player and get

taken down by the dog, or shoot the dog and get taken down by the player.

Whenever possible, engage the Guard Dog at long range, and when using it

yourself,tryto move around in hard cover and buildings" Your buddy is especially

lethal in enclosed spaces and COB situati0ns.

SENTRY GUN O

The Sentry Gun is a powerful area denial tool that you. can use to lock down an

area defensively. This is particularly useful in objective game,modes when you

know where the enemy is approaching from and what their target is.

The Sentry Gun can quickly take down targets exposed in the open, but it is

possible to avoid its fire if there is a lot of hard cover in its line of sight. Try to place

the Sentry Gun in an elevated position with a good clear line of sight to the area

you are trying to protect. When seeking to avoid or destroy the Sentry Gun, you

can disable it with a fully charged 9-Bang EMP blast, shoot itfrom out of its arc of

fire (ideally with armor-piercing ammo), or avoid it entirely by making use of Blind

Eye, hard cover, or alternate approach routes.



The Sentry Gun is only slightly vulnerable to the knife, and ittakes three knife hits

to down it. This is quick enough if you're unopposed, but it's rather slow if any

enemies happen to be nearby and spot you attacking it.

Be careful when placing your Sentry Gun; don't expose yourselfto needless risk

to get it in place. Also, remember that you can move a Sentry Gun. lf the area you

place it in becomes irrelevant due to changing battlefield conditions, pick it up and

move itto a new position.

A Sentry Gun paired with some defensive Lethal and Tactical equipment (or the

lMS, Guard Dog, or Vulture) can also make for a very nasty hidey hole.

Set up shop inside a defensible position with your equipment and streaks

protecting you, and pick off enemies while your friends guard your back.

TRlNrrY ROCKET €)
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The Trinity Rocket gives you an aerial view of the battlefield from the mouth of a

powerful guided missile. While in the air, you can press the Fire button to launch

up to two automated submunitions that home in on a target automatically.

When yourtuvo secondary missiles are fired, you can then guide the final main

rocket to anytarget of your choosing, activating the booster rockets to speed up

your descent by pressing Fire.

The Trinity Rocket's firsttuvo missiles'auto-homing is fast and accurate, but it's

not intelligent-if a target seeks cover in a building or under other hard cover, the

missile impacts harmlessly on the roof 0T cover.

The final missile, however, can be guided carefully. This means that you can potentially

send itthrough cracks in a roof, into doorways, or even into some windows.

Landing directly outside of a dooruuay also often serves t0 kill anyone inside, as

the blast radius can catch them even ifyou didn't getthe missile all the way inside.

With a little luck, you can land triple kills with the Trinity Rocket, and even scoring

two is enough to instantly propel you on t0 a 9 streak. Consequently, the Trinity

Rocket is definitely the more useful of the two 7 killstreaks in terms of propelling

you toward a higher streak quickly.

The Trinity Rocket is also useful for clearing an area around a crucial objective. lf

you c0ordinate an offenslve push with your team, y0u can bomb the area around

the targetjust before they attack, clearing the way for yourteammates to secure

an area or an objective,

0ne last note: the final missile of the Trinity rocket inflicts very high damage. You

can destroy a Vulture or Gryphon or deal serious damage to a Battle Hind or Helo

Pilot, as well as any ground-based equipment.

VULTURE o

The Vulture killstreak calls in drone support for you, giving you 60 seconds of

robotic escort. The Vulture flies in close proximityto you while active, and itflies

to your position on the map should you get killed and respawn elsewhere.

The Vulture automatically targets and attacks enemies within range (about

1 200 units), though there is a slight delay before it picks up and begins firing at

adve rsa ries.

This makes the Vulture more dangerous when it has a clear line of sightto

attackers, butthat also typically means you are in a more exposed position.

The Vulture is less effective in cramped quarters or areas with a lot of blocking

hard cover, as enemies can duck in and out of view before the Vulture can take

them out.

Note thatthe Vulture can still save your life by detecting an adversary even if it

doesn't kill them immediately. Because itturns and highlights nearby foes, it can

give you a chance to attackthem yourself or retreatto a better position.

The Vulture is fairly vulnerable to small arms fire, particularly with armor-piercing

ammunition, though it is dangerous to engage it at close to medium range, where

it can retaliate effectively,

Blind Eye serves to protect you from Vulture targeting entirely.



BATTLE nlno O

The Battle Hind killstreak calls in an attack chopperto strafe the battlefield with cannons, rockets, and bombs for 60 seconds.

ThishelicopterisnoticeablynastierthantheAttackHelicopterkillstreakfromprevious Call of Dutytitles,andtheenemyteamcannotsafelyignoreit.

While active, the chopper sweeps the battlefield, seeking targets in the open and gunning them down. lt also periodically fires rockets or bombs, often at enemies who

think they are safe indoors!

The Battle Hind provides excellent cover for making an offensive push in an objective mode. Otherwise, it simply serves as good support for forcing the enemy team to

keep their heads down under hard cover for the duration while it is active.

You can avoid the Battle Hind entirely with the Blind Eye perk (just don't stand near a teammate without it). You can take it down with the MAAWS or Air Superiority

Suf port streaks. Another option is armor-piercing ammo, though only LMGs have enough ammunition to gun down a Battle Hind quickly.

0ne warning about shooting at the Battle Hind: it generally picks whatever targets it can spot easily in the open, but if you open fire on it, you become the priority target!

The Battle Hind is twice as durable as the Gryphon, sharing this durability with the Helo Pilot and Helo Scout.



cRYPHon @
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The Gryphon is a personally controlled attack drone armed with

ground-targeted rockets.

For 60 seconds, you can rain down an infinite supply of rockets onto the battlefield.

Control the Gryphon carefully and avoid exposing yourself to needless enemy fire,

and you can deal a lot of damage while it is active.

The rockets from the Gryphon kill in a single shot as long as you hit near your

target. While targeting with the Gryphon, you get a ground-painted red targeting

reticle. Be aware that this also warns your targets that you're looking in their

direction, so try to "sweep" the target over their heads and then down onto them

to avoid giving any advance warning.

The Gryphon isn't the speediest drone, despite being airborne, so hug building

ceilings and use large chunky cover to avoid enemies taking shots at you from a

long drstance. Because you turn somewhat slowly, getting caught in the open with

a long-range gunner firing at you can easily end your run.

While you can fly, you cannottake the Gryphon too high above the battlefield, or

you lose radio c0ntactwith the Gryphon and end the streak early. You get plenty of

warning before this happens, as your screen starts to fuzz when you get too high.

0n most maps, you're safe to go over any terrain or buildings as long as they're n01

extremely tall,

Dealing with the Gryphon when you're on the other end of it is best d0ne with an

armor-piercing gun (ideally an LMG or an AR with extended mags), though you

can take it down with the MAAWS, as well. Curiously, Air Support also targets the

Gryphon, but only if it is out in the open.

You can also survive single rocket impacts with the Blast Shield perk, but a second

shot is lethal, Otheruuise, simply try to avoid it-if you're fast, you can get away from

a Gryphon pilot if there is decent cover nearby. The Gryphon is particularly vulnerable

when indoors or in other tight spaces, as its lack of maneuverability renders it

vulnerable to massed small arms fire. The GrVphon is tuvice as durable as the Vulture.

MANnC @

The Maniac Juggernaut lets you call in the airdrop of a care package containing

a specialized suit of Juggernaut armor, This armor grants you Juggernaut damage

resistance, along with greatly increased movement speed. The catch? Your sole

armaments are a combat knife and a throwing knife.

Maniac is builtfor players who love using the knife. lf you're careful while using

Maniac, you can g0 0n long sprees with it. Play with a stick and move style

{literally...), and don't needlessly expose yourself to enemy fire. You're tough, but

you're not invincible,

Unlike other Juggernauts, the Maniac d0es not automatically appear on the

minimap, s0 y0u can use y0ur speed and stay stealthy. Move around the outskirts

ofthe map, hide inside buildings, pick off isolated targets, and move on quickly.



JUGGERNauT (D

Juggernaut calls in an airdrop of a specialized suit of assault armor equipped

with a minigun.

The minigun has 250 rounds of ammunition, and even triruo shots can be lethal. It is

a devastating weapon for mowing down enemy infantry.

The Juggernaut is slow and shows up 0n the enemy minimap, so try to call in the

armor near where you need to engage the enemy.

Because of this speed issue, Juggernaut is a poor killstreak in modes that demand

mobility, but it is an excellent killstreak for guarding a defensible area. Taking out

an entrenched Juggernaut without specialized equipment is somewhere between

difficult and suicidal.

Juggernaut is also harder to use on very large maps, so definitely pay attention to

the mode and the map before you setthis killstreak.

The trick to using Juggernaut well is ignoring the negatives {slow movement,

visible on minimap) and forcing the enemy to engage you where y0ur strengths

are most evident (high-powered assault cannon, extreme durability).

The Juggernaut comes equipped with a single Canister Bomb-use it to flush out

enemies around an objective orto clear a r0om you wantto occupy.

HELO PrLOT @

The Helo Pilot killstreak puts you in the pilot's chair of an armed attack helicopter

equipped with unlimited high-powered machine gun rounds and tuuo flares to

protect from enemy anti-air.

For 60 seconds, you can rain down death on the battlefield. The chopper is quite

Curable against anything but dedicated anti-air weaponry or an LMG with armor-

piercing rounds.

You have full movement control of the chopper, but keep in mind that you must aim

the nose down to get a good line offire on many positions on the map. This means

you can't idle in one spot, and you need to make gunning passes that push the

nose down as you move forward.

0n some maps with larger multi-leveled buildings or elevated areas, you may

be able to hover some distance away from them and shoot directly at exposed

targets. 0n denser maps with a lot of cover, though, you often need to reposition

the chopper to seek out and pick off targets on the ground.

You have unlimited ammunition for your cannons and they deal slight splash

damage, so you don't have to be completely accurate. lt's enough to get near your

target to take them out.

Use the tyiro flares you have to ward off a MAAWS attack or to save yourself from

an Air Superiority attack if you fire the flares in time.

Dealing with an armor-piercing LMG is trickier-you have a short clock to identify

where the fire is coming from and take outthe gunner before you are shot down.

Typically, you have a shorttime on the field before any hostiles switch to a build to

take you out, so make those seconds count.

lf left unchecked, the Helo Pilot can be a devastating killstreak, especially on open

maps with little cover. Don't let this happen to your team. lf an enemy chopper
goes up, switch builds and take it out swiftly, or suffer the consequences.



loxr (D
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For 60 seconds, you are placed in control of a lethal orbital attack satellite armed with kinetic strikes and the ability to drop an Assault Juggernaut and up to three

Assault Care Packages.

The Loki is a powerful, game-changing killstreak. If you can manage to earn the 1 5 kills required to take control of it, you can lay waste t0 the enemy team and support

your own while doing so.

The Loki's four abilities are Large Kinetic Strike, Small Kinetic Strike, Assault Care Package Drop, and Assault Juggernaut Deployment.

While in control of the Loki, you are given a bird's eye view of the battlefield-a fringe benefit that lets you call out targets for your teammates and get them to flush out

the enemy team when they inevitably run for cover.

Drop the care packages quickly. You have a long cooldown before you can drop an additional one, but as long as you get the first one out fairly quickly and then use the

nexttvvo as soon as they are available, you can always getthree Assault Care Packages on the battlefield.

These care packages always contain a random Assault killstreak, the same as the care packages awarded from completing Field 0rders.

The Juggernaut deployment lets you drop an autonomous friendly assault Juggernaut on the battlefield, and while in the Loki, you can then order itto move to a specific

position on the battlefield. After you exitthe Loki, ifthe Juggernaut is still alive, it moves to escort you on the ground until it is killed.

Finally, and most impressively, the Loki can drop tuvo different types of kinetic bombardment: one Iarger, one smaller.

The large strike is instantly lethal to enemy players near the impact point, whereas opponents at the outermost edges of the small strike's radius can survive.

The large strike is more than double the size of the largest conventional explosives you have access to, while the small strike has a lethal range a little larger than that

of a normal grenade.

The large strike reloads every seven seconds, and the small strike has a very fast reload at two seconds. Drop small rods on targets continuously, and drop a large rod

whenever you spot a group. 0nce it is active, the only effective defense against the Loki is to get under hard cover and stay there until the skies are clear again. Unless

someone on the otherteam has earned 25 straight kills againstyourteam...



SUPPORT
Support streaks are used to support and enhance the capabilities of your team.

sAr coM @

ldentical in effect to the Assault SAT C0M, the only difference is the increased killstreak cost. You need an extra kill, but your streak can't be interrupted, so you are
guaranteed to get some SAT C0Ms on the field every match.

AMMO CRATE @

il

The Ammo Crate deploys an ammo resupply box that can refill any primary or

secondary gun (not launchers). Additionally, it allows you to pick up a randomized

new weapon from the box. You and your team can take up to four new weapons

from the crate before it vanishes, or before g0 seconds expire.

Stepping on the crate provides you the equivalent of one Scavenger "pack,"

usually one magazine. Thls has a 10-second cooldown, so you can fully load up

on ammo, but you'll be out of the match for a short time if you choose to do so.

Grabbing one or two magazines at the most and moving out is usually a better use

of your time.

0h, and you have a very small chance of pulling a minigun out of the

Ammo Crate...

The Ammo Crate is a generally useful Support streak, and since you often want
to be running at least up through Ballistic Vests, there's no reason not to run the

Ammo Crate on the waythere!

The random weapons you get out ofthe crate can be just about anything, as

it picks a random weapon type and gives it a random set of attachments. This

definitely isn't guaranteed to mesh well with your perk setup, but if you need a

repla cement weapon and don't have time to wait for a f ull ammo supply, go ahead

and grab one.

lf your team is particularly coordinated, your team can grab three weapons from a

crate and then leave the fourth. This lets you get the maximum ammo resupply time

out of every crate because picking up the fourth causes the crate to disappear early.

BALL|STIC VESTS o

Ballistic vests are a powerful defensive support streak that gives you and your team the ability
to equip up to three Ballistic Vests from one Ballistic Vest "drop.,, 0nce placed, you and any
players on your team can approach the drop site and pick up a vest. when the last vest is taken
(or 90 seconds pass), the vests vanish.

while equipped with a vest, you are bumped up from your baseline 100 health to a total of 250,

making you massively more durable in a directfirefight.

Note that Ballistic Vests don't give perfect protection. They don't protect against headshots at
all, explosions ignore them, and armor-piercing ammo does what it says, completely ignoring the
extra vest armor.

Ballistic Vests also dont help with falling damage, and a knife stab is still instantly fatal. All that
said, Ballistic Vests are still very powerful armor, and they can save your life multiple times before wearing off.

A team with one or two players running Ballistic Vests, one or t\ /o players running Hardline SAT C0Ms, and a few Specialists is a very potent combination



MAAws o

The MAAWS is a two-shot guided anti-air launcher that can lock on to any enemy

aerial killstreak threats.

Because none ofthe default launchers is guided, this is your only option for a

surefire hit on an enemy Battle Hind, Gryphon, or other nasty offensive killstreak.

You can even use it on a Sentry Gun if you want.

Keep in mind that while you can lock on to a Helo Pilot, an alert enemy will use

their flares to throw off both of your shots. You may want to save the shots for

easier targets.

The MAAWS is laser-guided until it achieves a final lock on an enemy killstreak,

but this also means you can use it as a highly accurate anti-infantry launcher if

desired I

The MAAWS fires two guided missiles with each shot, which arc out and then

converge on their final target. For this reason, give yourself a bit of distance if

you're trying to hit an enemy player on the ground.

Also, because each MAAWS shot is two projectiles, MAAWS can disable an

enemy Trophy System in a single shot.

NrcHT OWL @

The Night Owl is a defensive drone that hovers nearby for 60 seconds, providing

periodic radar sweeps that extend 700 units every two seconds, and most

importantly, destroying all incoming projectiles, just like a Trophy System.

The Night Owl is a very useful defensive Support streak, but its value is also

related to how heavilythe enemyteam is employing Lethal and Tactical grenades.

lf they are using them heavily, the Night Owl can provide near-immunity while

defending an objective area.

The Night Owl radar sweep is also useful for detecting opponents on both offense

and defense, though be aware thatthe Night Owl itself can give away your

position occasionally (a hovering drone isnl the stealthiest companion).

The Night Owl can be useful either on defense (to hold down an area), or on

offense (to attack a defended position and locate lurking enemies). Be sure to

relay enemy positions when you spot them on the minimap so your team gets the

full benefit of the Night Owls intelligence.

suPPoRT SOUADMATE o

Support Squadmate gives you an Al-controlled battle buddy to escort you around

the battiefield.

The squadmate tries his best to stay out in front of you and give enemies a ready

targetto fire at, but keep in mind that he is not especially sturdy. AIert enemies can

quickly flank his Riot Shield and gun him down.

The squadmate also occasionally attacks enemies by either bashing close foes or

pulling out his sidearm and firing atthem. You may even see him pick up an enemy

weapon if he lasts long enoughl

The squadmate can serve as a more defensive alternative to the Guard Dog when

you're running Support streaks, but just be aware of the cost involved in taking the

squadmate. lt takes a lot of kills to earn a companion who can die fairly easily.



Ground Jammer is a powerful Support streak that shuts down the enemy team s

electronic support, disabling their minimaps and destroying all ground equipment

and drone support (including the Vulture and Night Owl).

This takes out enemy SAT C0Ms, the Ammo Crate, Sentry Gun, lEDs, Motion

Sensors, C4, and other devices. lt does not affect aerial or controlled streaks like

the Gryphon or Helo Pilot.

Disabling your opponent's minimaps also gives your team a window while the
jammer is active to drive home an offensive push or disrupt an enemy push.

While the Ground Jammer is powerful, ittakes a fair number of kills to reach it. You

may want to save it rather than firing it off instantly in case the other team calls in

any nasty supp0rt against your team, or if you're coordinating a team attack.

0h, and if you get especially lucky, you might just kill the owner of a C4 charge or

IED ifthey happen to be standing nearthe jammerwhen you pop it.

ArR SUPERTORITY (D

Air Superiority calls in a friendly CAS sweep that strafes the battlefield twice t0
eliminate all enemy air support, This takes out Battle Hinds, Gryphons in the open,

potentially the Helo Pilot, care package choppers, and the Helo Scout.

Note that an alerl Helo Pilot can avoid Air Superiority ifthey both have flares intact

and are very alert.

Given Air Superiority's kill cost and the limited number of targets itworks against,

this isn't a Support streak you should take regularly, unless you have strong reason

to suspect that the enemy team is good enough to call in a l0t of air support.

You can accomplish much of the same work with a class using Blind Eye and

armor-piercing rounds on an LMG, and the MAAWS also offers a cheaper support

option t0 accomplish a similar goal,

With that said, Air Superiority does do its job well-if the sky is full of enemy

supporl for any reason, it can clear the field nicely.

HELo scour (D

Helo Scout arms you with a high-powered, low-recoil sniper rifle and puts you in

direct control of a hovering helicopter that you can guide around the battlefield

airspace to locate and pick off targets below.

The Helo Scout lasts for 45 seconds, and while it is in the air, you can turn the

chopper or move it around the map as needed to locate enemytargets.

There are some caveats, though. First off, you are exposed in the gunner seat of

the chopper. Alert enemies can and will fire at you directly, and you don't have any

special resistance while you are in the chopper.

Additionally, 0pponents can target and destroy the chopper itself, though it is far
sturdier than you, of course.

lf you do take light fire, quickly rotate the chopper to break the enemies' line of

sightto you, and reposition the chopperto get a different angle of attack.

0n top of the ability to simply snipe targets below, the Helo Scout is also a useful

reconnaissance tool. While in the air, you can call out targets for your teammates,
providing valuable information on enemy positions and movements.

lf the enemy calls in a Helo Scout on your team, all you need to do take it down
quickly is get your teammates to focus fire on the gunner. A skilled Helo Scout pilot

can dodge one or two lazy attempts t0 take them out, but a whole team gunning for
them is all but impossible to avoid.



oRACLE @

The Oracle network is a very powerful Support streak that periodically pulses a

map-wide detection sweep on the enemy team.

Every 10 seconds, the enemy team is highlighted for 1.5 seconds. This outline is visible

through walls. This detection works for you and your entire team, so for the 90-second

duration of the 0racle, you have fantastic intelligence on enemy positions.

This is a very strong Support streak, and its definitely one that justifies aiming for

a higher kill score. Triggering it even once can tip the balance of a match in your

te.am's favor if it is used well while active.

Because the actual outline duration is very short, you can get maximum use out of

the sensor pulse by moving to the edge of a map and facing inward. This gives you

the maximum possible chance of spotting enemies, particularly if you aim away

from yourteam's position and toward objectives in hostile tenitory.

The 0racle can help you (or save you) in COB situations, as well, butthe duration

between pings and the short highlight does make it easyto miss enemies who are

very near you but on a different elevation, or on your flanks or rear.

JUGGERNAUT RECON (E

This Support streak gives you access to a care package marker that calls in a suit

of Juggernaut Recon armor.

This is a defensive and support suit, equipped with a Riot Shield that has the radar

attachment, a secondary Magnum, and the Scavenger perk.

You also get one Smoke grenade, which can be useful for forcibly securing a key

objective area.

Juggernaut Recon armor is slow-moving, and it does show up on the enemy

minimap. However, it has the same dainage resistance as the other suits of

Juggernaut armor, and with smart use of your Riot Shield, you can be very difficult

to kill if you playwell.

Be sure to take maximum advantage of your radar-equipped Riot Shield. While it

is out, you can advise your teammates of enemy positions near you, and block for

them while they take down any hostiles.

lf you are alone, you can still use the Riot Shield just as you would normally

against a single target, quickly switching to your Magnum to down your opponent

when they reload or attempt to disengage.

.Juggernaut Recon is particularly useful in objective game modes, as long as you

call in the armor drop fairly close to the area you want to reach (remember, you're

slow movingl). lf you work with your teammates, you can lock down an area very

effectively, especially if any ofthem is running area denial loadouts or killstreaks.

ODIN (D

The 0din is the Loki s support h^/in. For 60 seconds, you are given control of

an orbital support satellite that can mark and EMP hostile targets, drop smoke

anywhere on the battlefield, call in a Recon Juggernaut, and deploy up to three

Support Care Packages.

While not as overtly destructive as the Loki, the 0din is still a very powerful

Support streak, and proper use can turn the match in your team's favor.

The 0din s four abilities are Mark Target, Smoke, Juggernaut, and Airdrop.

While controlling the 0din, just like the Loki, you are given a top-down bird's eye

view of the map. This allows you to call enemy positions while you are marking

them and smoking areas.

The target mark is a ground-targeted EMP pulse that outlines enemy players in

the same manner as a Motion Sensor or Oracle for three seconds, and EMPs their

minimap for 10 seconds. The mark has a quickfour-second refresh, so you can

either keep one player continuously marked, or chain EMPs on a fewto disrupt

their minimaps if they are near each other

Marking targets should be your default usage for the Odin. Sweep around the

map, call out enemy positions, and mark as many as possible to give your team a

serious combat edge- ln addition, you can call down a smoke drop that impacts

just like a Smoke grenade and has a quick seven-second refresh. This is very

useful for creating cover over objectives, or in open areas that your team

needs to cross.

Be careful about smoking enemy positions, as this can make it just as hard for

yourteammates to shootthem as it does forthe op.ponents to iee out. Careful

use of smoke can give your team a mobility edge by creating areas of safe visual

cover, which aids in securing objectives.

The Juggernaut drop allows you to call in an Al-controlled Juggernaut Recon

buddy. 0nce placed, you can order him around the map as long as you are

in the 0din.

Unlike the Loki's AssaultJuggernaut, tryt0 keep the Recon Jug back in safe

territory. lf he's still alive when you come out of the 0din, he'll link up with you on

the ground, and having a Recon Juggernautfollowing you is useful.



Pius, the Recon Juggernaut is considerably less dangerous on his own againstthe enemy team, so it's bestto save him as a distraction.

Finally, you can call in up to three Support Care Packages. Be sure to drop these in friendly territory. Each crate contains a random Support streak, all of which can give
your team an edge.

Because 0din is much easier to acquire than the Loki, you

can expect to see it more frequently in matches, both on

your team and the enemy's team. There isnl anything you

can do to disrupt an enemy Odin {short of a KEM strike),

but try to get maximum benefit out of every friendly one.

A skilled 0din controller can give his or herteam a very

strong informational edge, on top ofthe other

support benefits.

The 0din, the 0racle, and Ground Jammer are some of

the stronger arguments for running high Support streaks

rather than simply looping low-cost ones. These have

enough of a battlefield impact to be worth the extra time it

takes to acquire them.

SPECIALIST
Specialist is a unique type of killstreak that rewards you with perks instead of

attack helicopters or support satellites.

Specialist lets you choose a set of three perks to unlock with kills. 0nce all three
are unlocked and you earn two more kills, you unlock a Specialist bonus, instantly
granting you access to an additional eight points'wor1h of perks.

The kill cost ofthe firstthree perks increases based on the point cost ofthe chosen perks.

That is, if you choose lncog, lCU, and Focus as your three initial perks, you would acquire them at 4,7, and 10 kills, with your Specialist bonus unlocking at 1 Z kills.

By choosing all cheap, one-point perks, you can unlockyour Specialist bonus as quickly as possible, buty0u mustweigh the greater ease of earning your bonus against
the reduced power ofthe perks you are acquiring as base kijl bonuses.

Specialist is a very selfish sort of killstreak selection. lt is focused entirely on improving your performance, and your team does not benefit from its usage in the same
way that Assault or Suppoft streaks aid your team.

The upshot here is that if you are a skilled player, comfortable with chaining solid streaks regularly, you can unlock your additional perks very frequently, and a fully
Ioaded Specialist build on top of a strong starting perk setup makes you very dangerous on the battlefield.

It is possible to unlock nearly all of the combat superiority of stealth perks by making use of Specialist, or by adding powerful but normally excessively expensive perks
like Deadeye as a "capper" perk to your build.

Always remember that as strong as Specialist is, you're stili vulnerable to just a few bullets or an errant explosion or killstreak. Consistently nailing your streaks is
impofiant for Specialistto stack up against builds using Assault or Support.

Hardline does affect specialist unlocks, though the overall impact is fairly minor.

One last note: if you are actually planning on going after the 25 kill reward, a carefully selected Specialist loadout is the way to do it.
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Welcome to 0ur tactical maps chapter. These highly detailed renderings of the levels have been drawn by hand, using the in-game architecture and textures as the basis

to give you a clear and clean view of every map in the game

sEen =EfftFfrgsEgEgJ : ts&rkh
E-EIE! E I I kV
We have created four different special map types to give you a different perspective on each ofthe levels in multiplayer:

r. CLEAN MAP

lnprevious Calt of Dutyguides,thelargenumberof calloutmarkersandiconsthatweplaced0ntothemapsoftenobscuredimportantarchitectureorterrain. lnthis

guide, the first view of each map is free of these markers. 0ur intent is provide a clear view of the entire level, without anything placed on top that might otherwise block

the map's features. We've enlarged these views as much as the page dimensions will allow

Also, note thatthe background of each clean map divides the level into four numbered sectors. These sector numbers can serve as c0nvenient shorthand when

discussing regions or quadrants with your teammates.

2. RANGEFINDER MAP

The second map view is a simple gridded map. This map has no other markings on it, but is gridded in 500-unit increments for distance/range.

you can use these range markings with any range unit references anywhere in the multiplayer portion of this guide. All of the weapon ranges, explosion ranges, throwing

and hearing distances, running distances-all ofthese measurements correspond to these map grids.

Use these maps to help you decide ideal loadouts and weapons t0 take into each map and mode

Alongthebottomof eachgriddedmap,you'll seecoloredbarsmarkedwithweapon 
$FG_ 3r,org'i 

mAR*A$sa,,uclass abbreviations. These bars serve as a quick-reference tool to judge the ffi -
average ellective range tor each of the following *ruoon .,ur.o w sF4m - luhni:rhrne fu* ffi L*4ffi * li$ht

itlil* W tstawx = Fd*rksin*c F!fl*

f,,{*e hinrX**

These quick "cheat" scales give you average ranges for the weapon classes, but be sure to check the armory for exact numbers on a given weapon.

SniperRiflesdonotneedascale.ExceptingtheVKS,theyall dealfull damageat anyrange.EventheVKS'srangeislongerthanotherweaponsandcanstill kill inone

headshot at ultra-long distances.

Pistols have very similar optimal ranges to Shotguns.

With knowledge of how the weapons perform on every level at any given distance, you can make informed decisions about how to kit-out your squad for combat in C0B,

medium-, or long-range combat.
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g. oe.rscrlvE MAP

The third map is marked with the locations of MP game mode ob.iectives. This has all of the objective locations for all of the various objective-based game modes:
Domination points, Grind targets, Blitz points, Search & Destroy and Search & Rescue bomb locations, and so on.

Use this map to identify routes through the levels, key hotspot areas where conflict is likely to erupt, and alternate flanking paths that are not near an objective.

4. TACTICAL MAP

Finally, the last map view is marked with two types of callouts to draw your attention to key features of each level.

The first type is an overwatch indicator, indicated by the letter "0" inside a blue circle. These mark places on the map where you have good, clear line of sight and
preferably some hard cover to hide behind. These markers include an arrow pointing in the direction of the line of sight.

The second callout marker is a jump point, represented by the letter "J" inside a red circle. These mark areas where you can climb, jump, or mantle up from one place to another.

Naturally, there are manyother areas on every level where you can set up in overwatch positions, and tons of other places where you can trick-jump and climb from one
spotto another-the map markers in this guide are simply meantto give you a head start on learning the maps.

RANGES
Following is a collection of usef ul distances that you can use with the Rangefinder maps in this guide. Keep in mind that, while distances for weapons are quite exact,
ranges for sprinting, hearing, and throwing can be a little fuzzier depending on terrain, ambient noise, throwing arc, and so on.

Strrint Distance Lethal Explosives

I ansr

Tactical Explosives

Thermobaric grenades deal 50 damage anywhere inside their radius.

Hearing Ranges

I

I

I
I

Throwing Distances

Explosion Ranges

The Claymore (only appearing in Infected) shares the same damage profile with

C4, but it only fires in a 60-degree arc from the front of the Claymore; it's not

omn idirectiona l.
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The colored bars marked with weapon class ahbreviaiions serve as a quicl<-reference
tool to judge rhe average effective range for each 0f the foilowinq weapon classes:
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The colored bars marked with weapon class abbreviations serve as a quick-reference

tool to judge lhe average effective range for each ofthe followrng weapon classes:
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The coloreci bars marked wiih weap0n class abbreviations serve as a qu;c! ,:ie;.erce

iool to jLrdge ihe average effective range for each ofthe following weapon classes:

MP MAPS
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The colored bars marked with weapon class abbreviations serve as a quicl<-reference
tool to judge lhe average effective range for each of the following weapon classes:
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The colored bars marl<ed wrth weapon class abbreviations serve as a quicl<-reference
t0ol t0 judge the average effective range for each ofti-re following weapon classes:
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The colored bars marked with weapon class abbreviations serve as a quick-reference t0ol t0 judge

lhe average effective range for each of the foilowing weapon c asses:
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The coLored bars marked with weapon class abbreviati0ns seTVe as a quick-reference too to judge

Ihe average eflective range for each of the following weapon classes.
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The colored bars marked with weapon class abbreviations serve as a quiik reference tool to judge

Ihe average elfective range for each of the following weapon classes:
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The colored bars marked with weapon class abbreviations serve as a quick-reference t0ol to judge

Ihe average eftective range for each of the following weapon classes.
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The co ored bars marked with weapon class abbreviations serve as a qutck-reference tool to juclge

Ihe average eflectrve range for each of the following weapon classes.
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Ille averaqe ellecr ve Tange for each of the fo lor,vlnq weapon classes
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The colored bars mar<ed w tr v/eap0n c ass abbreviatrons seTVe as a qLr ck-reference tool to judge

lhe average eflective range for each of lhe followtng weapon classes.
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Call of Duty:Ghosfs multiplayer matches are played in a variety of game modes. From the straightforward deathmatch modes t0 the intense single round Search and

Destroy 0r grinding wars of control in Domination, there are many ways to engage your fellow players online.

Game modes in Call of Duty are grouped into a variety of playlists. You can use these to find like-minded players f0r Squad battles against Al, clan battles against

organized groups, or your regular evening matches with a friend or two against another random lobby of players.

t
fu, Fer€s yEmc!
*\
f ) ln addition to the modes that are inctuded in lhe game at taunch time, lnlinity Ward can add and tweak new playtists lor special events and in response l0 c0mmunity requesls.

ljjj.* j,---,., .-.,*--,.-..,.-.. -.:j -j,::::, 
- 

-* 

-

iFr g* gEE*€ s *t E +e*6s ! *

eiL&E ffif-€eEil=n*

Mffireffi%

rn'
,'

Deathmatch modes are the most basic

multiplayer modes, focusing on killing orher

players and racking up a high kill count

above almost any other concern.

Unlike objective modes, where focus

on the objective takes pri0rity over self-

preservation to score a win, deathmatch

modes have a strong focus on your personal

pedormance. Killing more frequently than

you die is paramount in deathmatch modes.
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FREE FOR ALL (FFA)

Every woman for herself. First player to the score target wins.

Free for All is won by earning kills atthe fastest p0ssible rate. You can suffer a Iol

more deaths in an FFA match than you can get away with in a Team Deathmatch
(TDM) or Kill Confirmed (KC) match.

0ne viable tactic for pulling off FFA wins (and racking up streaks while doing so) is

to pick a defensible area ofthe map as "yours." Then, simply patrol it, pick off any

players who spawn nearby, and take out anyone who comes backfor a revenge kill

This technique removes a lot of the danger of having hostile players spawning

around or behind you if you are patrolling the map, and it gives you a good chance

to rack up a streak.

Another option is to patrol the edges of the map, moving around in a clockwise or

counter-clockwise fashion and clearing out enemies as you move. By avoiding the

center, you minimize your exposure, and by staying on the move, you are at slightly

less risk from opponents spawning behind you.

Stealthy builds are highly recommended in FFA, as showing up on the minimap can

be a death sentence with so many hostile players gunning for you.

TEAM DEATHMATCH (TDM)

The team-oriented version

of basic deathmatch, where

the first team to the score

target wins.

TDM has much more of an ebb

and flowto itthan basic FFA,

with the ni/o teams forming

firing lines as they meet.

This opens the possibility of powerful flanking

front line and attack the enemy from behind.

Be awa re that spawns tend to shift throughout a TD M match. When your team
pushes into or through an enemy position, the opposing team is likely to respawn

in an entirely different part

ofthe map, possibly

even where you started

the match.

Payin g caref ul attention

to your position relative to

your teammates and where

adversaries are appearing is

a vital skillto master in TDM.

lf you can predict where the enemy is likely to spawn, you can be in position and

ready to engage them instead of being surprised when they show up behind youl

K|LL CONFTRMED (KC)

Kill Confirmed is basic TDM with a twlst: every time a player dies, they drop a dog

tag. An enemy can pick it up to score a point, while a teammate can pick it up to

save a point.

The first team to reach the dog tag score limit wins. 0h, and your dog can pick up

dog tags. 0f course.

KC is almost identical to TDM in terms of combat flow, with one very important

exception: because players have to expose themselves to pick up enemytags in

the open, KC tends to be a more aggressive mode than TDM.

While it is possible to sit back at long range and pick off targets in KC, you won't
be scoring any points doing so. This can be helpful if your teammates are quick to
pick up dropped tags, but in general, fast and aggressive builds work best here for

scoring well.

attacks if you can push past the
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Cranked is a TDM mode that amps up the intensity of

conflict past even than of KC.

0nce you score a kill in Cranked, you have 30

seconds to get another kill, or you explode!

This turns Cranked matches into frantic run-and-gun

affairs, as players race to locate each other to avoid

dying from the timer.

€et €ra*e*c*d9

When you kiI an adversary and get Cranked, you automatically

earn a host ol perks. Don'l use these on your builds unless

you d0n't mind the "waste" 0l getling them again.
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lhe olfense: the location where

tft:.lhe:larget is importanl. The

it lrom the same locaiion in
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As classic no respawn modes, these two target

demolition modes are played in a series of rounds.

The offense is given a bomb to take to one of two key

targets on the level and destroy it. ln each round, all

players on the team have one and only one life.

The defense needs to defuse the explosive to win.

Either team can win a round by eliminating all players

on the other team.

INFECTED

BRAAAAAINNNSSS...

0ne zombie armed with a pistol and a Tactical lnsertion begins looking for live foes to consume.

Human players are armed with a shotgun, a Claymore, and a 9-Bang grenade. Whenever a human playerfalls,

they join the zombie team. How long can you survive?

they allow you to

prey and keep up a

lhey can only be p[aced on

HUNTED

Hunted is a unique gameplay mode, as you do nofhave

your normal builds in Hunted.

lnstead, you spawn with tuvo throwing knives, a 9-Bang,

and a lot of care package choppers flying inbound.

These choppers drop special weapon crates, each

containing a random weapon with one magazine!

Hunted is a constant nonstop scramble to pick up new weapons and steal weapons from other players.

You can only carry one weapon at a time, and picking up an enemy weapon just gives you any ammo remaining in

the chamber. Get good with your knives, and covet high-damage weapons with low ammo consumption or LMGs.

Stealth perks like Dead Silence are particularly useful in these modes, as surviving to sneak in a plant, defuse a

bomb, or ambush enemy players are all crucial goals in these limited respawn modes.

Leaning is a significant change for demolition modes, as it is now possible to cover an area while exposing less

of your body. Leaning naturally affects all modes in the game, but with no respawns, the stakes are higher in

demo modes. Get used to hunting for enemy heads and shoulders hiding around corners!



SEARCH AND DESTROY (S&D)

Search and Destroy has h/vo target bomb locations, A and B.

The offense spawns near a single bomb case-one player must pick up the bomb and

deliver itto a bomb site, where it must be armed and then detonated after a countdown.

0n defense, the team spawns near the bomb sites and has a slight time advantage

t0 get into position and set up before the oflense arrives.

Because there are n0 respawns in a round of S&D, playing sloppily and carelessly

on offense or defense is a really bad idea. Throwing away your life can severely

damage your team's chances of victory, as each player down costs the team

manpower and intelligence.

Planting the bomb takes time and is a noisy pr0cess. When on offense, either be

sure a teammate has your back, or only go for the plant if you think it is your sole

chance of victory. 0nce you've planted the bomb, you can set up shop nearby and

take down any enemy who lries to disarm it.

For defenders, if you hear the "bomb planted" warning, y0u can expect that the
offense is in the process of setting up around the bomb site, Depending on your
positioning, you should either rush to engage immediately before they can get

set up, or approach more cautiously if you know you can't arrive before they get

into position.

and set.up shop in good delensive tenain
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SEARCH AND RESCUE (S&R)

Search and Destroy with a twist when a player dies, they drop a dog tag, similar
to Kill Confirmed.

lf a teammate picks up this tag, the friendly player respawns instantly" lf an enemy

picks up the tag, they are 0ut for the round.

S&R's simple tweak t0 the core gameplay of S&D has a lot of ramifications

for play-for one, this is no longer a one-life mode. lt is possible to get a few
respawns in any given round with some luck and good teammates.

This also means that moving in groups is often a good ldea. lf you engage at long

range with a buddy watching your back, retrieving your tags becomes much easier.

This is importantfor both defense and offense, butdefense can t;ke advantage 0f

the respawning slightly more easily simply because they can Sei:up in pairs at a

distance. Meanwhile, the offense naturally hasito expose thdmsqlvesto advance
and plantthe bomb or.eliminate.defenders. l'' ::'.: :,:.:. .:
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All three of these modes focus on key hotspot objective areas scattered around the map. Because these modes have known target areas, expect more explosive Lethal

and Tactical usage here than in other modes, and more players camping out around objective areas hoping to rack up big killstreaks.

The fixed nature of the objectives in these modes is shared with S&D and S&R, but unlike those modes, respawning is not restricted at all. Basically, victory in control

point modes can c0me down to the team that works better together, even if they suffer more deaths to secure objective points.

Unlike the deathmatch modes, your personal kili score is nofthe most important factor for winning matches. Still, don't let that encourage excessively suicidal play; you

don't want to give away free streaks to the enemy team. Reckless play can aid the enemy team greatly.

9,,'

DOMTNATTON (DOM)

The most classic of all Call of Dutyobiective modes, Domination is a tug of war

overthree control points scattered around the map: A, B, and C.

Standing on a point long enough captures it for your team. Holding points

increases your team's score over tlme, and the firstteam t0 the score limit wins.

Typically oriented in a straight line or a triangle, A and C are usually located very

near each team's initialspawn points, while B is either s0mewhere in the middle ol

the map or off on an edge forming a triangle.

EYen a momenlary

Like TDM and KC, it pays to carefully monitor the spawns in nomin;tlontWnenll,1.1111

your team controls tuvo points, the enemy team typically spawns near the third.

This can let you lock the enemy tea.m into their spawn point.and seal.a victory.

lf this happens to you,

m a ke a n effo rt to push

out and capture the

other team's rear point.

This can cause your

team's spawn point to

shift around, breaking

a lock on your original

spawn location.
B is naturally the most hotly contested of the three points when the points are set

up in a straight line, as the action gets focused in the middle of the map. However,

on a triangular setup, the action can continuously shift around the level as points

are laken and lost,
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A classic Domination tuirk:,waitfor a lriindly to touch a ltag, and when you hear the

audio cue, immediatety $ep 0nto a second flaq.

:, Yolr second capllre wonil lrip an announcer audio cuq and unless an enemy player

i,,::::1: ::l 1:T 1i::ll :::::":1T:::-

$,J 
notices lhe Domination ftag tlasking',on their HUS,lyou can sneak a ltag without

F- attracting any altention.

ij Thisladic is parlicularly eiferlive il you coordinate and have one ptayer tag B

i while you steal eilher A 0r C:,[ven il Ihe ptayer who touches B dies instanrty, their

BLITZ

Blitz is a new game mode and a spiritual replacementforthe classic Capture the
Flag mode. ln Blitz, each team has a single c0ntrol point attheir base. When you

reach the enemy control point and touch it by running into it, y0ur team scores a

point, and you are teleported back to your side of the map.

Blitz is a very offense-focused mode because it is extremely difficultto completely
lock an enemy team out from scoring when all they have to do is touch your

control point.

That said, much like Capture the Flag in the past, a strong defense can win the
match by simply delaying the opposing team from scoring. lf your offense can pull

ahead because your defense ls stalling the enemy pushes, you can cruise to an

easy victory.

It's importantto understand that y0u don't need to stop every enemy player from

scoring when playing defense; you just need to stop enough opposing players to
give your team an edge.

0n offense, speed is paramount, Bring yourfastest builds. Every second longer it
takes you to cross the map and reach the goal means fewer points for your team,

lf the enemy team is actively defending, you may need to switch your weapons

around to suit the map and pick off the defenders once you know where they are

likely to be hiding. ln general, though, a fast-moving build that can engage rapidly
in COB to mid-range fighting is what y0u want.

When halftime is reached, teams switch sides and play untilthe score or
time limit is hit.

0ne viable tactic is to save up your hard-hitting killstreaks for the second round and

bombard the enemy team. Though this is typically more useful to cement a victory,
you can use this technique to come back from behind !f you can disrupt the opposing

team enough t0 score some extra points while you delaytheir offense.

GRIND

A new team- and objective-based variant of Kill Confirmed, Grind challenges you

to collect dog tags and deliverthem to one 0fhryo points on the map (A and B). If

you are killed, you lose a single dog tag,

You can carry any number of dog tags with you, but the number 0f tags y0u are

carrying shows up over your head, making you a very appealing target if you have

a lot of tags, You can only deposit one tag on a point every two seconds.

The first tag you deliver is instant when you touch a point, so if you are concerned

about nearby enemies, you can sprint past a point to drop a tag, then seek cover

nearby to see if any adversaries investigate the delivery.

HIJD is

and e0gage as appropriale.

,€*n:aad WiUlurk nearby lo
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Following is a list of class templates for various

game modes,

Rather than simply mimicking them point {or point

(though you can ceftainly do sol), look atthe intent

behind the builds presented here. You can use the

basic concepts here as a basis to build your own

custom classes.

Much like the perk builds, these custom classes are

intended to show you examples of cohesive builds

that use a combination of weapons, equipment, perks,

and killstreaks to create a powerful and effective

class suited for different game modes and playstyles.

Similarly, when putting together killstreak packages,

customize them to suit your personal playstyle and

the specific mode you are playing.

There is no "one size fits all" build in Call of Duty:

6hosfs, and part of the fun is experimenting. The

Squad system lets you build up a roster of soldiers

with different gear, and you can organize your

soldiers by game mode, each with a set of custom

classes specifically tailored to that mode,

A combat supremacy setup, use your

edge in gunfights to rack up the kills.

Try to keep your engagement ranges

to medium distance, and abuse your

perk edge to take down targets.

Use your under-barrel shotgun or

quick swap to your pistols when

entering COB environments. and use

them to eliminate targets at close

range quickly.

lf you expect multiple rapid

engagements, take Sleight of Hand.

lf the map is larger or speed is a

priority, take Marathon or Agility.

l{ you run Specialist, swap the position

of Scavenger and lncog depending

on which weapon you choose. lfyour

ammo consumption is low, you can

j delay acquiring Scavenger.
I

When assembling your own classes from scratch, use the advice in the Armory, Perks, and Killstreaks sections,

and build with a specific purpose in mind.

Your primary weapon determines your preferred engagement range, y0ur secondary weapon can give you

backup, your equipment aids your role on the battlefield, and your perks enhance your performance in specific

aspects of combat.

FinallV, use your killstreaks to complete the class, aiding you or your team in a way that most suits your

personal taste and the mode you are playing.

FFA, TDM, KC, CRANKED

&u want ctasses that you can ptay

ryhll'o* r&*gNgensannrr

{*su} ff"'rl''-s \r,%
ry



Choose your favored submachine gun

{SMG)with a silencer. Abuse your

Scavenger ammo with Steady Aim, and

mow down targets from the hip while

you move swiftly around the map.

It is possible to run this setup with

a shotgun, but shotguns (especially

when silenced) are even moTe

restricted in their range than an

SMG, and they rely on picking up a

longer range weapon on the field to

be fully effective,

That said, on certain maps, a shotgun

can be even more effective than an

Sl\4G if you can keep to knife fight

distance for the reliable one-shot kills,

The Chain SAW light machine gun

{LMG) is particularly well-suited for

this setup, and the K7 or CBJ-MS with

their integrated silencer or armor-

piercing ammo also work quite well.

Most imp0rtantly, choose the gun you

are most comfortable with.

No subtlety whatsoever to thls build.

Use your high rate of fire and the

Deadeye perk to mow down enemies

anywhere from close- to close-

medlum range with your tricked-out

wea p0n.

This build is well-suited to Specialist,

using the consecutive kills to power

up Deadeye and unlock more perks,

lf you are running Specialist with the

SMG, you may want to swap Sleight

of Hand with 0uickdraw to pick it up

earlier on account ofthe mlch more

frequent reloads than the LMG setup.

lf you're runnlng it with an LMG, swap

the order of 0uickdraw and Stalker

W-\ &f"'F# (.'kwlrHisrLENcER W

5LEI6H?



Overkill and Extra Attachment together

give you your pick of the perfecl long-

and close-range setup,

Customize your two favorite long- and

close-range weapons to tlreir fullest,

Reflex removes most of the speed

danger from swapping between tuvo

primary weapons.

It is very imporlantt0 switch weapons

irequenrly. 0t"erw se. you're -ot getting

full val ue out of the points spent on Overkill

and EKra Attachment, and you should run

a different build.

Specialist gives y0u the extra punch

to compete with builds running gun

combat perks, Scavenger ensures that

your custom weapons stay loaded,

butyou can get away with using the

Weapon Crate, as well,

S&D AND S&R

.%,a]\ 
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Choose your primary weapon

based on map size and expected

engagement range. Use your silenced

pistol if you completely get the drop on

a defender to stay off the radar

Use Smoke grenades to cover (or

fake) a plant,

rc
. ,rllEAD SILENCE

ffi
', STALKER',it,..,



Set up your explosives near expected

approach routes bythe offense, then

setlle in to pick off any players who

make it through safely. Depending

on the map size, a marksman rifle or

even sniper rifle may also be effective,

though mobility can be a problem

for the heavier snipers f you need to

relocate in a hurry.

lf you're using an SMG, you may

want to swap out Incog for Marathon

or Agility t0 aid your mobility. Doing

so also opens up the option to drop

Ready Up f0r another t\ruo-point perk.

DOMtNAT|ON, GRtND, BLTTZ

%].- @-'.
{sue p-ll i;-ktr '\_"dfltrry

@-w
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Particularly elfective in Domination

for securing impossible points, Use

your Trophies or Smoke qrenades

aiongside your Riot Shield and perks

ro fo.ce uncap or fully cap a point.

With any team backup at all, it's

extremely difficult to srop this build

from taking a point.

{flT*2-"\ fl*x
(s H 1e1o) (ersro uF\/\;w

Blilz'tends to ca[[ lor more locused o{felsive or defensive setups, thougtr you can stitt play eilher in a pinch with

breakilg points 0r delending them. {You mighl uncharilabty say camping ftem.) Either way, it is ellective lor
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The other brute force approach to

clearing any point or any defense.

Use your explosives to lay waste

to enemies guarding an area. Use

the large blast radius from your

Thermobarics to Iight up 0pponents

with Recon, then finish them with your

Lethals, your launcher, or y0ur under-

barrel grenade launcher.

lf you irritate enemies enough that

they start skrpping the objective and

comrng after you, you're doing your

job. lf you're comfortable with0ut extra

protectron from the Trophy System

or Motion Sensor, you can swap the

equipment and Extra Tactical out for

another two-point perk.

Another option if you take the Assault

Package: determined poLnt defense can

rack up very long streaks, so you could

take Trinity Rocket, Battle Hind, and any

one of Gryphon, Juggernaut, Helo Pilot,

or Loki.

Set up s"op a good distance away from "**,-\
anv ooint Vou wanrto guard. Gun down | 1."O L [[t
anyone who gets anywhere rear it \ -*ffi
from long range. Shift position to make , "
Vourself oitricu tto spot, ano dor't leL

anyone get to grips with you.

'ffi
DANAER ELOSE
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Particularly usefulfor Blitz. but it

can also be used to run rear flags in

Domination.

Take a shotgun or SMG. lf you go

Specialist, aim to pick up a second

mid- to long-range weapon from the

battlefield 0nce y0u've expended your

launcher ammo.

ry-\ %zrgy-F \%::

:
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READY:UF

Continuously deploy cheap SATC0Ms

on the battlefield with Hardline

looping, giving your team powerful

situational awareness. Use your other

awareness perks to keep tabs on the

opposing team's movements even

when they are running Offthe Grid.

Locate enemy equipment (and nearby

enemies) with SitRep, hear nearby

foes with Amplify, and boost your

already strong satellite coverage

even further with Wiretap.

And on top of all that, every enemy

you kill generates a mini radar sweep

and gets you one step closer to yet

another SATC0M

HARDLI'NE
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Safeguard is a cooperative game mode that pits you and up to three other players againstwaves of increasingly difficult bots. The Safeguard maps are all from the

Multiplayer game. Additionally, experience and Squad Points earned in online Safeguard carry over into the main Multiplayer game.

$&pKffie$&mm YYpK$
There are three types of Safeguard games that contain different Leaderboards.

mmY&xxwsruffi wK&pffiru$ &ruffi pffiffiK$

€*f*gu*ad i*rtr fe r ?i r*ririiii.

SafeEa:ard Exte*ded lnsir i*i 4iJ r!l!nfi;.

Safeg=*rd $efiF'?it* co*tinue s rirlii 1*ur sqrleii !$ d€l{ialfld.

Selectthe game type based on how much time you have to play, Safeguard Extended and lnfinite

games can take over 45 minutes, depending on how well your team does.

You earn Support Drops by killing enemies. Your Support

Drop bar is just below your Weapon bar in the screen's

upper-left corner. As your team kills more and more

enemies, this bar increases. When filled up, a helicopter

arrives and drops Support Crates. You get h/vo crates,

plus one for each additional player in the game.

Support Crates can contain weapons as well as Perks.

The only way to obtain new weapons is via Support

Crates; you cannot loot enemy corpsds for munitions.



LOOT ROUNN$
The first round in Safeguard is a Loot Round. Everyfive rounds afterthat(Round
6, 1 1, 16, etc.) is also a Loot Round. During a Loot Round, you have 20 seconds to
grab as many Killstreak bonuses as possible. You can hold up to three Killstreaks,

and you can obtain multiple Killstreaks of the same type.

KILLSTREAKS
ln Safeguard, you can carry up to three Killstreaks. There aren't as many

Killstreaks available as in Multiplayer, but the ones that are available function

identically to the ones in the MP game.

IlvlSl Plant this device 0n ths gI0und and it lsbs grenades 61 enemies lhal c*nle iflt0 rafi$e. $00d {cr c*vering $tresi$, alleys,0r e0rridtrr$.

Sentry Gun: Set tltis weapon up, ani il irlr!$s rl0!{n eIemier that csry!e 100 fLsse for a liinit*d ii*e. You caii tt$s it i0 ci]{er eiiltg;1er'o1a1l$.

escape a hairy situalion.

8*ttle Hind: ilris is an eiliotn6tle atiack ch0pper that arrives and hla'rrys 6$ry enemle$. ll cafi tarils1 i*l about sixly seccnri*.

8Fr8ST$
Your most potent deployable asset is a Ghost. The Ghost is a powerful botthat can

resurrect y0u. They do a pretty good job of killing enemies too. ln solo mode, you

get one Ghostto deploy every 20 rounds; in multiplayer, you only get one to use.

You cannot stack multiple Ghosts.

Ghost squad members last as long as you can keep them alive. Try not t0 run off

without your Ghost when lots of enemies are around. This usually ends with a

dead Ghost.

The Ghost can take a lot of damage, but as soon as he's overwhelmed, he can get

killed. Therefore, your top priority is to keep enemies off the Ghost while he's alive.

lf you can keep enemies back, the Ghost can survive many rounds, keeping you

both alive much longer.

The Ghost is parlicularly vulnerable to the Striker enemies. Use stun grenades if

one gets too close.

FT FFT I 
';:HEKNU

Perks work the same as they do in the Multiplayer game. They provide a powerful

edge againstyour enemies, allowing you to reload faster, sprint longer, or inflict
more damage.

The following is a complete list of Perks available in Safeguard, For in-depth

coverage of these Perks, please refer to the Multiplayer chapter:

AgiEity: Mr:ve facler.

$leight ef Hand! Roionrl your r,^reapnn tu;iee as felt,

Qufekdrewl ilalves time to Ail$.

Marathonr llnlimited sgrrint.

Reflexr {uiekly swap !!€aFsne"

$teady Airm: ReiJuces hiplir* spre*d"

Ready Up: Srings lrreapon up m0r0 quickly aitcr a sprint.

S!ast $trield: pr*vid6s ilii,fimge resislaili:s againsl exph:ives.

$talken A0$ dres not slfirnl ylrri donil.

Focu$: &ed*c*s llinchinE in c0mbst: redtlfr$ tcr€aptln $t'Jay"

ICU: iltmeases health reg*n*ralion rpecci.

&c the 6o: tan reload *liile spri:rting,

Triggcr Happy: This is the only Perlr unique to Salequard. Wte{evcr vou gei a kill,
your $un eut*-rel{}ads, prnvided yoil haye the Emin* rts{k. ffuis is an amalirg Feik that
pretly rsu{h eIminal** ihe neeri lo ever reload ]0ur qun.



WEAPOru$
You always start a Safeguard session with a meager pistol. But as Supply Drops are earned, you get better and better guns. You start off receiving SMGs and shotguns,

but as you get to further rounds, you can find more powerful weapons like assault rifles and LMGs.

ln Safeguard, you can always carry two weapons. lf you pick up a new weapon, your old weapon disappears forever; it can't be picked up again.

Generally speaking, you should stick to long-range weapons. This gives you an edge on the enemies with medium- or short-range weapons {the exception is the final

enemy type). Looting a crate for a weapon that you currently have equipped provides two benefits. First, your weapon gets a free level (see Upgrading Your Weapon

section); second, you get a full stock of ammo for the weapon.

Here is a list of all the weapons that can be found in crates:

34P-443 Gredh (p:stol): Siading wca!:on; arrner pierri*$.

MTS=353 {€hst€e.:): iquipped witi i'lr:zrle $take and Re{i i}$t $iqili.

F95 (Sh*tgun): lq*ipped witir ldu;:le Sraile *rd Red $ci $lghi.

veBr {=ffiG): lq*:pped wilit *tip.

!v!TA*-X {S14G}: iquipped i"{illr }101*$ashi{ $ighl.

"&?(*I2 (Assa:ilt Rif!a): lqr;!;rped i*itit fNasii $upprelsor ;lnt1 0tip

ARX-1SG {Asssult Rifle}: lq*ipp*tl wilfu f,lash $uppressot an.i VM[ $e0p*.

Ffi=7-f&* {{"MG}r lqili***{l v{ith rlel* 5,,rpprel**r and {ME $eope.

*h*in SAlrv {LH6}: [quippe* with Flash S*ppressar.

U$ff {5*ip*e ffif;Sle}: lq*iFFeti with Varlable lei:s $rope *i1d hten.i*d Ma$s.

Tkr*wir*g Knife

Wild ti€idewr A rare weapon ii:at has exlrs"hi[li dam*g* {*xe hit kills} and erlta-high penetscti$*

uP6RAnrru& Ymrum wK&pmru

lhan twice as

GEntN& mmvwruKm
ln Safeguard, when in Last Stand mode, you receive unlimited ammunition for your weapons. Just because you're down, doesn't mean you're helpless! 0nce in Last

Stand, you have 30 seconds to be revived. When downed, you can still activate your Ghost (provided you haven'tyet), and he will come and try to revive you.

ln multiplayer, either the Ghost or a teammate can revive you. lf you revive another playel you are rewarded with a Flak Jacket, which can absorb some damage. Also in

multiplayer, if you die in Last Stand, you return at the start of the next wave.

When downed, you slowly lose the Perks you've earned. lt's very important that your team revives each other as quickly as possible.

While using each of your weapons for kills, the weap0n increases in level. The higher your weapon's level, the

more damage it does. This is important because the enemies'health slowly irtcreases as the waves increase. You

need to pick your primary weapon within the first 2-10 waves; this gives you time to level it before the enemies get

too difficult.



POWER-UPS
As you kill enemies, they have a chance of dropping one of two power-up types.

WEAPON LEVEL.UP

The sheriff's badge icon grants a free weapon level on your currently equipped weapon. Your weapon level jumps to the next level's start, so if your current weapon is
about to level up, consider sharing it with a teammate or switching to an alternate weapon before grabbing it.

AMMO REFILL

You can also find much-needed Ammo Refills on enemies. These look like a rotating

line of assault rifle rounds. Grabbing one of these power-ups refills your entire

team's ammo stocks. As an added bonus, it also refills your entire team's health. lt
can be a viable strategy t0 charge through enemies to grab an Ammo Refill since it

instantly heals you. Be sure to let yourteam know before grabbing one.

GRF}IADE$
You're equipped with lEDs for your Lethal grenade, and Flashbangs for your Tactical grenade. These grenades are refilled whenever you find an Ammo Refill power-up.

You can only have two lEDs deployed on the map at once. lf you throw out a third, the first explodes.

ENEMIE$



TSAM PXKTM ffiKMKK$
ln round 4, you receive special Field 0rders. These can be things like get 10 Headshots, or get 10 Melee Kills. When your team reaches

this target, everyone receives a Death Machine minigun with explosive ammo for 60 seconds. This essentially makes your team

invincible forthe duration, so try notto waste it by completing a challenge atthe end of a round.

After round 4, every fourth round presents a chance for new Field 0rders. But you first need to complete the previous orders.

&NffiKM&L $YM&YffiffiY
MULTIPLAYER

Safeguard is a game best played with friends. The number of enemies that appear can be very difficultto defend against solo. Plus, the chance to be revived multiple

times by y0ur teammates gives you a huge edge.

When playing with friends, search the map for a room that has one or two entrances and can easily be defended. This way, you and your teammates can all stay near

each other in case someone is downed. Wait to go for supply crates ben^/een rounds to ensure no one gets caught in the open.

Getting downed is the worstthing that can happen in the game. Not only could it mean the beginning of the end for your team, but it also means you might lose some of

your hard-earned Perks.

.f
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Solo play in Safeguard is an extreme challenge. You only get one Ghost every 20 rounds, so y0u need to save him for when you really need it. Unlike in multiplayer, holing

up in a room is not the best strategy since it means the enemies will eventually be able to overwhelm you. The enemies always know-your position, and even if you kill

the f irst four enemies, the fifth might get you when your clip clicks empty.

The best strategy is to find a room or hallway that has a good escape route. A one-way escape route like a hole in a floor is perfect since you can be sure enemies
won't be coming up that way. As soon as you start taking damage, evade thr0ugh the hole. Then come back around to surprise the enemies from behind with a fully-
reloaded weapon.

Eventually, you're going to get downed. When you do, pull outyour Ghost. Your Ghost has excellent range, accuracy, and health. When you've summoned your Ghost,
your strategy should change slightly. Both you and y0ur Ghost have superior range over your enemies. Try to find a long corridor or street that only allows enemies to
approach from one direction. Use your superior range to wipe out the enemies before they get close enough to y0u. Stay near your Ghost, and keep him alive. 0nce he
goes down, the game gets much, much harder. Good luckl

TI FTA
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9Ji:eit *nty a iew enemies are left te kiii ir + rsurld, th*v *r* hightight*d witir *n ore::qe *ul{in+. Tliis lxakes theifi eff$irr i0 $p{rt fffirl hill.

ll yox're hit by aa *;ie:nt. ihey are ciltlineii.ci: yi;ur HIJ*. nniri*g !'t c;i:"J te see !th* ;i lfir{letillll y{}il_

li;:!fing ::': rileny grnnts erperieree fer y**r iL:rrertly-cquippe:! w*apr:n.

All ene$ies ar* *;ie-li;: n*l** kills except far 'lhc Sestructcr$.

ihe lJ$R, are n0i as $00d at ealli:;g in ir:pp*it *inps.

f*;-*letinq a rolnd ai:lc-revivei any dottneii player:.

Pi*,vers take slightly less da::::ge wiiiie they ar* rsviy;il$ a ledill:*erilber.

the pr*gre:s bar fin!slres).

ll every*ne 0n yolf lram gces 5sr msle€ kills lhe ilrsl rsxnd. y0r e;;n s**rc sir ef;rly $ilppsrt &rop belore ihe rouild !3 *ver.
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Call of Duty:Ghosts includes an entirely new type of cooperative gameplay mode. You and your friends will be pitted against a tremendous horde of aliens as you work to

nuke the aliens and serd them back to wherever they came lrom,

You unlock Extinction mode by hitting rank 5 in MP or Squad mode and completing the first chapter of the Ghosts campaign.
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EXTIilICTION BASIC$
Your goal in Extinction is to destroy 14 hives, activate a nuke, and evac to the drop

zone without getting killed. You can play with 1-4 people. lf you are playing at

home, you can play split-screen with a friend.

Completing Extinction is possible with any number of players, but if you are playing

with more than one player, it requires greatteamwork, a solid understanding of the

gameplay fundamentals, and lots and lots of practice.

PURCHASING WEAPONS
Among all three maps, there are purchasable weapons scattered on the ground.

To acquire a weapon, move near itto see how much it costs. Hold down the

lnteractbutlonto purchase the weapon and equip it.

Unlike other game modes, in Extinction, you can only have one primary attack

weapon (although there is a pistol skill tree upgrade that allows you to carry a

second one).

ln order to replace your primary attack weapon, you must equip it and

purchase the new weapon. lf you have already purchased one weapon and

then try to purchase a second with your pistol out, the game informs you that
you can't do that.

DESTROYING HIVES
There are two types of hive encounters in Extinction: drillable hives and

helicopter hives.

Drillable Hives

Drillable hives require a team memberto place a drill in a marked sensitive hive

zone. 0nce the drill has been placed, a special HUD element appears on the left

side ofthe screen.

The vertical bar shows how close the drill is to destroying the hive. The

percentage shows how much health the drill has. As enemies attack the drill, this
percentage goes down.

0nce the drill is below 75% armor, you can repairthe drill by hitting the lnteract
button. Repairing a hive restores itto the full 100% no matter how much damage

it's taken.

All damage to the drill is repaired automatically when you successfully destroy a hive.

As you progress through the game, the aliens inflict more damage more quickly. lf
the drill ever decreases to 0% health, you lose the mission, so protect that drilll

Blocker Hives

Some hives are too big for your drill, and you need helicopter support. When you

reach one of these hives, a helicopter flies on the scene for support. your job is to
protect the helicopter from taking damage from the Scorpion alien type.

lf the helicopter takes too much damage, it evades and temporarily won't be able

to attack the hive. The longer it takes for the helicopter to down the hive, the

tougher the enemies get. Keeping fire off your helicopter must be your top priority.

lfyou find an opening in the aliens'attack, you can help speed up the Helicopter's

damage by attacking with incendiary weapons and propane tanks.

LAST STAND
lf you are playing single player, you get one automatic revive. If you are downed,

you automatically get back up in a few seconds. You get a new revive as you break

through to each new area (after each blocker hive). Multiple revives (Last Standsl

stack up to two.

When playing cooperatively, you need to have a teammate revive you. When

you are first downed, you enter last stand mode and can attack with your pistol.

You now have 30 seconds until you bleed out, and your teammates can come to

revive you-

lf the 30 seconds expire, you are moved to spectator mode, and a set of dog tags

drops on the ground where you died. Your teammates can still revive when they

have an opening but it takes longer than when you're in Last Stand.

Whenever you are downed, you automatically lose $500.

TRAPS
You can find traps in all areas of the map. When deployed, traps damage enemies

when they move through them.

Fire and electric traps work the same way; just start the trap up, and it will inf lict
damage when an adversary runs over it.



iraps vary in cost from $300-$700. lt's almost always

worth activatlng a trap if it is near a drill you are

defending. Remember, any aliens you don't have to

kill are saved ammunition refill costs.

The Engineer class has a special ability that makes

traps cheaper, deadlier, and last longer.

There are special traps in the Town and Cabin

sections (see the map).

ln Town, there is a laptop located on the second

floor of the middle building (see the map). Put$3,000

(or$6,000 in MP) into thls laptop, and the helicopter

gunship arrives to help you defend the drill. This

cannot be done while attacking a blocker hive.

ln the Cabin area, look for the cabin in a basement

that opens after you destroy the first hive. (The hive

covers the entrance to this basement.) The cost is

the same, butthe helicopter does not do a good job of

covering the Crater area (the area that opens up after

you clear Cabin).

Scorpions

These ranged attackers fire acidic mini-bombs at your team. lf one hits you, you take ongoing poison

damage, and it becomes harder to see. These are the primary attackers of your helicopter during the

helicopter siege objectives.

Scorpions prefer to attack from buildings. 0nce they show up (starting at the first helicopter event), keep your

eyes on the top of structures in the surrounding area. You need a long-range weapon to attackthem effectively

Scorpions attack with gas clouds. Unless you are a Medic, you continue taking damage from the cloud if you

stand in it. Always move out of the way whenever a Scorpion hits you;that ongoing damage can really add up.

Keep a careful eye on the ground for yellow pools of acids, as stepping in_ these causes severe damage.

Scorpions begin appearing during the first helicopter barrier event.

Hunters

ALIENS
Scouts

Scouts are the first type of creature you encounter in

.Extinction mode. These little guys move fast and have

fierce melee attacks. They also have moderate armor

on their heads and backs.

They aren't a major threat to your drill, but you should

do your best to keep them off- Tra ps work very well

a g ainst th em.

Hunters are heavily armored, larger versions of Scouts. Hunters deal massive damage to the drill, and their
good amount of health and armor makes them difficultto kill quickly.

lf a Hunter is on you, quickly switch t0 your pistol, and sprint to get some distance. 0nce they are in melee

range, they can take down your entire health bar in no time.

Hunters begin appearing when you reach the Town area.



Se*ksrs

When meteors fall from the sky, these nasty little explosive buggers come out and

attack your drill and your team. They don'ttake many hits to kill, but if they are too

close, their explosion still hurts you.

Seekers begin appearing when you startthe second drill in the Town.

Rhiclcs

Rhinos are the ultimate alien defense. These massive, armored creatures emerge

from the ground and have a charge attackthat does major damage and is difficult
to evade.

Their thick armor can absorb massive damage. When they appear, they are always

a significantthreat. Taking them down needs to be a top priority.

Try to get to higher ground and use buildings to evade them. Armor-piercing

weap0ns are the best type of attack t0 use.

Rhinos first appear when you reach the Cabin area.

SCAVENGE LOCATIONS
You can search random hot spots called scareng e locationslhroughout the

campaign. These appear in different places each time you playthrough Extinctlon

mode. Sometimes they appear as ammo crates, sometimes as garbage heaps.

These scavenge locations wiil provide a random item.

The item is never bad, and the worst thing you can get is a semi-useless item

like an ammo clip. Therefore, it's always worth taking a few seconds to search a

scavenge location when you find them.
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LEVELII{$ I'P ANM tMAM$WT$
Extinction features its own leveling system separate from the Multiplayer game. As you play Extinction sessions, you gain access to new skill trees that you can use as

you playthe game.

After each session, the game shows you what levels and abilities you've earned.

There are six skill slots that you can customize. Each skill slot has four possible skill trees that you can choose from, but you won't have access to any skill trees except

the first one until you rank up in Extinction.

As you rank up each skill, effects that are for the same skill do not stack. For example, the Tank class gives bonus health. The maximum health bonus is 100%, not 250%.

CLASS
Weapon Specialist Engineer

LEVEL REQUIRED: Q LEVEL RESUIRED: @

+3
:*:tEi+i:;*

-€.HA.-;_G

The Weapon Specialist skill tree dramatically increases your lethality when

utilizing regular weapons. No matter how much you focus on secondary abilities,

you still use your weapons as your primary means of attack.

0ther skills like the Ammo trees can provide additional damage to your enemies,

and it's smartto stackthis with a high-end Ammo upgrade.

The biggest disadvantage to the Weapon Specialist is what you don't get. lf you

are the Weapon Specialist, you'll be more vulnerable to attacks since you don't get

the extra health from Tank or the regen f rom Medic. Additionally, you won't get the

drill bonuses that Engineer receives, meaning that protecting the drill is even

more important.

Stick to Weapon Specialist only when you are playing on a team where the

Engineer and Medic roles are already filled (or when you are low level).

Tank

LEVEL RESUIRED: @

Like the Weapon Specialist, the Tank increases your abilities to perform as an

individual. The melee damage bonuses are not very helpful, but the health bonus

can be huge, particularly when you're paired on a team with a Medic. A well-

armored Tank working side by side with a Medic can make for a formidable force.

The first melee upgrade allows you to one-shot Scout enemies.

BASE

Swap weapons faster. Move faster-while 1 skill nnint
aiming down sight (ADS). Faster offhand use. I o^r'r tsvrr'-

Faster reloading. ? ikill,Boiurr,' ,,,;

The Engineer not only provides a few great bonuses to the drill, but it also makes

better use of the traps. Plan on spending a lot of your money on traps since these

provide your team with the most bang for your buck. Additionally, the Engineer

should always plant the drill so that it gets the 25% bonus to armor.

Medic

LEVEL REQUIRED: @

The Medic requires the highest level to unlock, but Medics are the most vital

paft of any team. Resurrecting players and getting them back into action is much

easier, and the Medic can actively regenerate everyone's health.

The class'benefits are not all team-oriented. The extra speed and invulnerability

to the nasty Scorpion gas clouds can make a huge difference. "

Melee,attacks da 25:ok narp damage.

75%'rnore health + 5O%,more m6lee damage



PISTOL TYPE il
Long range, med damage, large clip size High caliber six-shooter Three round burst{ire pistol Fully automatic close-range pistol

LEVEL REQUIRED: Q LEVEL REQUIRED: @ LEVEL RESUIRED: @ LEVEL RESUIRED: @
Upgrade Tree

ALL PISTILS SHARE THE SAME UPGRADE TREE.

UPGRADE

,+1

It's easy to overlook the pistol tree since you can so quickly move on to better weapons in the game. However, the +3 upgrade allowE you to carry a third weapon, which
is a stellar improvement. Keep in mind that not only do you have a third weapon, but you also get a full allotment of ammo for that weapon whenever you grab an

ammo chest.

The Akimbo {+4 upgrade} is too expensive. lts unlikely you will be seriously using pistols once you reach the Town and can afford it. Additionally, Akimbo makes it so you

can't use ADS with your pistols, dramatically shortening their range.

AMMO TYPE
Ammo

LEVEL REQUIRED: $
IUSTT0 DEPL0Y: $1 250

BASEABITITY RERTI
:::, : r::.: : - .:::::t-::: :.!:+:w8ffi@

+1 Refill bullet weapons to 70% of max ammo.
:irtl ll!:.:.:ild:il:l'i:::i

The base Ammo upgrade isn't too shabby, and an argument can be made that it's more efficient than the enhanced ammunition since it only takes two upgrade points to
completely refill your team's ammo with each pack.

Howevel the aliens gain more hit points and armor as you progress through the game, and eventually, you need as much bonus damage as you canget in order to
efficiently kill the aliens. As such, the base Ammo upgrade does quickly become obsolete.

lf you do outfit with the Ammo upgrade, you should hold off on the +3 and +4 upgrades. While they provide some benefit, they aren't worth the high cost of upgrade points.
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Stun Ammo
LEVEL REQUIRED: @
[[5T TU DEPLUY: $ 1 000

Stun ammunition temporarily shocks any enemy it hits, doing a small amount of

bonus damage. lfthe enemy is vulnerable, it also stuns them for a moment.

lncendiary Ammo
LEVEL REQUIRED: @
[[ST TD DEPL0Y: $ 1 200

Armor*Fiercing Ammo
LEVEL RESUIRED: @
[0STT[ DEPL0Y: $1 oBo

,GivCS 40%i ma.X:$o6'(:6mo1:pidriinQ:€nimrt:
to allweapons.

lncendiary ammo lights an enemy on fire, inflicting a small amount of ongoing

damage to the creature, lt also can be used to help attack Barrier Hives.

Explosive Ammo

E-iveg oqyq max st0ck.qr.rior-pi:(irciirg.amirio
to a{lrwe'apon3.

Armor-piercing ammo is vital against Hunters and particularlythe Bhinos later in the

game. Withoutthe armor-piercing rounds, it can take many clips to down a Rhino.

TEAM SUPPORT
Team Explosives

LEVEL REQUIRED: Q
C05TT0 DEPL0Y: $8OO

Generally speaking, Team Explosives is not a vital stat to invest in. lf you really like

the Panzerfaust weapon, then it might be wofth it, since you get a significant amount

of extra ammunition for it. Bouncing Betties are decent defense, but the weapons in

the Strike Package are much more effective. This skill is only recommended if you

are 0n a team of four and your teammates have already invested in Armor.

Feral lnstincts
LEVEL RESUIRED: @
IUSTTU DEPL0Y: $800

Due to its low cost, it becomes easy to constantly keep Feral lnstincts up later in the

game. Not only does it provide better health regen and faster speed, but it allows

your team to see through walls. This is an incredibly useful ability when you are

fighting Scorpions that are hard to track. lt also makes fighting a chaotic swarm of

enemies much easier, as it's much harder for the aliens to sneak up on you. lf you

have a team of two or more, Feral lnstincts is recommended on the guy wh0 is not

upgrading Armor.

. 

. 
. J,:ikill Ptilnt. r

W

BASE

ABITITY

+1

+3

Gives 40% max stock incendiary ammo
to all weapons.

Gives 60% max stock incendiary ammo
to all weapons.

1,skiu pitjrlt

1 skillpoint

I skjtlp'oint

LEVEL REQUIRED: @
DEPL0Y: $ 1 250

Gives 60% max stock explosive ammo
to all weapons.

Explosive ammo deals a lotof damage, inflicting small explosions on each enemy

it hits. ln addition, it can cause minimal splash damage if you fire into groups of

opponents. This splash damage can also set off explosive items like propane tanks.

Gives 40% max stock stun ammo to all weapons.

Gives 60% max stock stun ammo to alf weapOns:

0ive-s:2'canlstsr,rBotnhls + z:alnmo
for explosives launchers.

0ives4 0lbymor'es i 4 armrro fqr qxploiiveq,launelieii,:l t,skill point



Armor
LEVEL REqUIRtO: @
[05TT[ DEPLIY: $1000

BASE:
ABITITY

+1 Light armorwith double the effectiveness: 1 skill p6int

+3 Maximum armor for the team. l,qkilt Foini

Armor acts as a buffer when you take damage. Whenever an enemy hits you, your

armor absorbs the vast majority of the damage. Armor is vital to a team's end-

game survival. 0ne caveat, however, is that it can be more difficultto notice that

enemies are hitting you when you have armor up. Keep your eye on your armor

level if you are in a place where you can get hit from behind.

Team Booster

STRIKE PACKAGE
tMs

LEVEL RESUIRED: Q
CUSTT0 DEPL0Y: $1 250

Deploy lMS, and it automatically fires an airborne grenade at any enemy that

comes within range. These grenades are powerful and can inflict significant

damage. The major drawback to the IMS is that it only has four canisters, so it
quickly runs outwhen you use itto defend the drill. The upgrade to six canisters is

a major improvement.

A great thing about the IMS is that its effective against the Rhino. Drop it near the

Bhino, and run it back and forth near the IMS for some easy explosive damage.

Mortar Strike
1 skill point

LEVEL REQUIRED: @

The Mortar Strike is a difficult attackto use effectively. lt's bestto use against

large groups of enemies. The damage inflicted bythe mortars is moderate, and it's

very hard to aim precisely. lf you can score a direct hit with a Mortar, it can hurt a

Rhino. Two mortar strikes can kill it outright. However, scoring a direct hit can be

costly and difficult due to the difficulty of aiming them.

Mortar Strikes can also be used to aid taking down Barrier Hives.

LEVEL REQUInIO: @
[05TT0 DEPLOY: $700

BASE
ABIllTY

The Team Booster is an excellent upgrade, particularly in Solo play. "Weapon

handling" includes reloading, which is vitally important when using a light

machinegun (LMG) since the reload times are so long. Since the booster is cheap,

keeping it active allthe time in the Cabin area isn't too difficult.

Additionally, you get a bonus for repairing the drill, letting you repair it at double

speed. This can be a huge benefk in the late game.

Random Supplies
LEVEL REQUIRED: @
CISTT0 DEPL0Y: $900

Random Supplies gives you one random item, which could be anything from a

random loot item, to armor, to a particular type of ammunition. While you do get

better items as you level it up, the unpredictability of the items makes this ability

too much of a money sinkto recommend.

+1 Faster weapon handling for 30 seconds.

11ffii
+3 Faster weapon handling and drill repairfor45 seconds:

C05T T0 DEPLOY: $ 1 300

nirirriro*ars,strirewitiiimeOidoiiriiaqe;:snraltriadiusI- rskil'lpoint,

A random mix of +l level supportiitems,:as we[ a-s,,,,,11;. 
f ,if<lif pqint

a variety of rare items. I rNrr

A random mix of +3 level supporr iterns; qa well as.,t i ., 
t ;iiif pqint

a variety of other items. I r^rr



I
Trinity Rocket

LEVEL REQUIRED: @
CNST TN DEPLOY: $1 8BO

When you activate the Trinity Rocket, you will pull out a laptop that you can

activate and control the rockets as they fire down around you. When you receive

the smart drone upgrades, you can hitthe Fire button repeatedlyto fire smaller

rockets before the main rocket ejects to hit the ground.

While you are firing the rocket, you remain vulnerable to incoming attacks, so be

sure you activate it in a safe area.

The Trinity Rocket is not very effective against Rhinos, but it works well against an

overwhelmed drill defense.

Trinity Rockets are great at completing the "Kill the Leper" challenge since it can

often be difficultto find the Leper in time, and it avoidsthe player.

Sentry *ur':
LEVEL REQUIRED: @
[05T T[ DEPLIY: $20t10

BASE
ABILITY

I skill psint

The Sentry Gun is the closestthing you can have to a second player in a

Solo game (well, until you unlock the Vulture). These aren't the wimpy Sentry

Guns from the Multiplayer game; these are devilishly engineered machines of

alien destruction.

Don't worry about deploying the Sentry Gun early in the game. lt's overkill, and it

doesn't really hit its stride until you have at least level +3. 0nce you start regularly

encountering Hunters and Hhinos, the Sentry Gun becomes your best friend. The

weapon can cutthrough enemy armor, and when deployed in adrill defense-,it .;:::

Vulture

LEVEL REQUInED: @
CISTTD DEPLUY: $22ltr

The Vulture is the closest thing to having an extra teammate on your team.

When you launch it, it f lies closely behind you, targeting and firing on any

nearby enemies.

There are two big drawbacks t0 the Vulture: its short duration and the high cost.

While you can upgrade the duration, the factthat it only lasts about 60 seconds

makes it a cost-prohibitive option until the very end game. However, if you have a

fully upgrade Vulture, it can make the final couple of hives much easier.

EOUALIZER
Fortable Milnigum Turret

LEVEL RESUIRED: Q
C05TT0 DEPL[Y: $1 l uo

BASE
ABITITY

+l Lalger anmo Capacity, and..a much faster sBin,up time.

fiilffi:'i.i.,rn 
smmo 

lips 
thfough,thg headpratee: ,,2iskiil 

points

The really nice thing aboutthe minigun turret is thatyou can put it in a corner of

the level and not have to worry about any aliens getting behind you. 0ne problem

with the turret is that if an Scorpion targets you, it can hit you with a gas attack. lf
you are hit by a gas attack while on the turret, quickly get off the turret, and wait

for the acid to dissipate before you get back on it.

All of the upgrades for the minigun are fantastic and are well worth the cost if you

decide you like the turret and want to focus on it.

BAST
ABILITY

+1

:l:::i.:ia==

+J

;:;:;:;,::;l$;l: I:::

lmproved targeting outlines the enemies

Fire nruo high-velocity smart drone projectiles.

The ViLlture's tuiret delivers.ihtieas.ed damagg tq. i rl l,skill pgint
enemy targets.

skill point

pays back its costs in enemy kills alone.

Hunters are good at sneaking up behind'yourSeIirV

such, always be sure ta remain:in,vierluaf

a re defending a dritl. ,lf,a

kill them before



€renade Turret
LEVEL RESUIRED: @
IUST T0 DEPLOY: $ 1 000

The grenade turret starts off very weak, but as you upgrade it, it gets better and

better. The grenade turret isn't something you should use much early on, but it

becomes more useful when you hitthe seventh hive. Use itto take down powerful

enemies like Scorpions and Hunters.

The turret has a blast guard that means you won'ttake damage if you fire a

grenade too close.

With both manned turrets, the malor disadvantage is that you must remain

stationary while on it. This can work well in the early sections of the game, but it

can be very difficultto use effectively once you reach the Town because enemies

come from so many different directions.

Crowd Contral

?i$1|,p6:itii$ri:l

EO

I
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I
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LEVEL RESUIRED: @
5TT0 DEPL0Y: $ZOO

BASE

Riot Shield with medium speed and l5phield heafth; , 
,....'.t,.'St<il! rc]

+3 Fast Riot Shield melee with 20 shield heahh.

Crowd Control gives you a Riot Shield. The Riot Shield itself is so-so in combat

against the enemy. Where it really becomes a benefit is when you switch it out

for your primary weapon. When the shield is on your back, it absorbs damage

whenever enemies hit you f rom behind. This is a great pairing with Armor, which
makes it hard to tell when you are hit from the back.

As long as the shield icon is above your health bar, your shield remains active.

Each time your shield takes a hit, it loses some health. Be sure to replenish your

shield when it runs out.

Upgrading the shield can be low priority, as the shield gives you quite a bit of
protection even at 10 shield health.

MK32 Launcher

LEVEL REQUIRED: @
[[STT0 DEPLUY: $1 500

The MK32 is an excellent grenade launcher. lt has extremely high damage and

supreme accuracy (use ADS to increase precision).

The grenades are powerful enough to kill two hunters, and one volley of six

grenades can inflict serious damage on a Rhino. lt won't deal quite enough to

kill one outright, but it'll provide enough softening for you to down it with your

primary weapon.

The MK32 Launcher is a good choice, especially when enemies heavily

surround you.

Death Machine

LEVEL REQUIRIo: @

The Death Machine is a gigantic minigun that cuts through enemies like butter.

The Death Machine never overheats and has great damage at long, medium, and

short range. Best of all, you never have to reload it.

The disadvantage of the Death Machine is that it is extremely expensive, and

you only get 100 rounds per activation (200 once you hit +4.) 0ne hundred

rounds wontt last very lon g if you spray and pray. lnstead, you should fire your

ammunition in short bursts. 0nce you getthe +1 upgrade for the Death Machine,

it's highly accurate when you use ADS.

One fantastic use for the Death Machine is as an emergency alternative to
your primary weapon. lf you are ever surrounded by enemies and must reload,

consider activating the Death Machine instead to avoid getting killed. Remember,

a down costs you $500 (and potentially a game overl), so the $2.000 cost is not as

severe when you consider the full ramifications.

An Upgraded Death Machine can cutdown a Rhino. A+3 Death Machine can kill

a Rhino with about 100 rounds.

Fire faster grenades, and utilize a larger
grenade capacity.

E05TT0 DEPLOY: $2000



CHALLENGES
Whenever you start a drill objective, you receive a bonus challenge. lf you can complete the challenge, you earn a bonus Skill Point.

The challenges you earn are random, butyou only get a challenge if it is possible to complete on your current drill session. For instance, killing 25 enemies with shotguns

is not possible on the flrst drill objective, so you wont receive that challenge there.

Use only melee attacks to damage aliens until you destroy the hive. ll lhis chattenge appears, it is always on lhs {irst hivo. Ju$l don't sh00t lhe aliens.

metee them instead.

Don't take any damage from aliens before the hive is destroyed. This is one ol lhe chattenges lor the very firsl hive. Hhve your team back atl lhe way

againsi the ctill {as lar away lrom the dritl as possibte). Then, lire at the atiens lrom a tong dislance lo ensrre n0 0ne lakes damage.

Kill 15-25 aliens with shotguns before the drill completes. Att ol lhese 15-25 chattenges are dependenl 0n the number ol players in lhe game. With one player,

the requirement is 15; wilh lout the requirement is ?5.

Kill f5-25 aliens using pistols before the hive is destroyed.

Kill 15-25 aliens using an SMG before the hive is destroyed.

Kill t5-25 aliens using LMGs before the hive is destroyed.
'Kill 15-25 aliens using sniper rifles before the hive is destroyed.

Kill f5-25 aliens while prone,

Kill 5-IO aliens with propane tanks before the hive is destroyed. These 5'10 challenges change depending on lhe number ol players in lhe game. ()ne player

requires live kitls, whereas lour players require '10.

Kill s-tO aliens with traps before the hive is destroyed.

Kill 5-lO aliens with turrets before the hive is destroyed.

Kill 5-1O aliens while in the air before the hive is destroyed. You musl catch an enemy white it is iumping. Scorpions ate lhe best bet lor lhis since lhey

kequentty jump belween aeriaI p0siliofis.

Keep shot accuracy al 50-75% or above until the hive is destroyed, Like atl chatlenges, this one is shared wiih yolr leammates. What makes this more

lhal your team primarily rse sholguns and avoid lutty automatic uleapons l0 avoid missing ihe atiens as much as possibte.

You can also use manned lurrels t0 delend the drilt. The shots you lire with lhe tunels do nol count againsl your shol accuracy.

Do not go into last stand before the hive is destroyed. lasl sland is what happens when you have 0 heallh and are "downed" by an alien.

Do not bleed out before the hive ls destroyed. "Bleeding 0!t" is.what happens il youl leammales don't reyive you belore your revive limer runs out. li you bleed oul

in a single-player game, the game is oyer, so you don'l have lo wony aboui lhis challenge.

Don't let the drill health get below 5O%.

Don't reload your weapon for one to two minutes. Since lhe game aulomalicatly retoads when yor reach zero bullets, you musl be extra carelul n01 l0 lire tlrhen

you only have one 0r ttro bullets lelt in your weapon. Slicl to melee and speciaI atlacks unlil lhe timer erpires.

Find and kill the Leper in less than 3O seconds. The leper is a special enemy that spalvns in and runs lrom you inslead ol lrying lo allack your squad. Searrh the

outskiltr 0t the area for it- Y0u can distinguish the leper fr0m its regutar alien c0xnlerparts by its brighl red gt0yv.

Don't use any abilities for 9O seconds. This one should be easy as long as everyone's paying allenlion. Just dor'l use any ol y0ur speciat Taclicat abitities lor the lirst g0

seconds ol the dritt (ammo, armor, Deptoyable M0, and so on).

Do not take any damage from the Seeker aliens until the hive is destroyed. Seekers are lhe aliens lhat arrive in the spikey meteors. They love i0 attack

Spend tlXX before the hive is destroyed, The amounl you have to spend increases based on lhe number ol lhe players in lhe game.

Don't spend any money for two minutes. This mission lends l0 pop up in lhe second seciion ol lhe game. For lhis reason, it's best to buy any ammo belore you activate
a drill hive in the Town area.

Kill five Scouts with melee damage before the hive is destroyed.

Kill a Scorpion with metee damage before the hive is destroyed

PTotect Player X from entering last stand. This is onty appticabte in multiplayer games. The player you have lo protect is chosen randomly. 
-



TEAM STRAYK&Y
Your goal in Extinction is to make itto the 14th hive, setthe nuke, and extract

before the bomb goes off.

You won't be able to play all the way through Extinction mode the first time you

play. Most Iikely, you won't be able to complete the Point of Contact map the 20th

time you play. The strategy provided here can get you in and out in a Solo game,

but only once you've sufficiently mastered the ins and outs of Extinction mode. The

best way to get better is to practice.

Jump online into some public games, and communicate with the other players.

The more you communicate, the more you can learn from others.

Team Roles

0nce you have leveled up a bit, you will have many choices aboutwhich classes

and abilities you can use in the game. You need to coordinate with y0ur team

members to determine who will play what role on your team. There are several

vital roles to your survival:

While your team can survive without the vital roles, it's recommended that ote
playerfocus 0n the roles because spending upgrade points in those skills makes

them significantly better for everyone on the team.

frftt ft fi?Ft l?Ffilt
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Yes, Extinction can be conquered in Solo mode. You don't even have to getto the

max level to stand a good chance of winning. More important than the upgrades is

map memorization, practice with fighting the aliens, and knowledge of how each

ability works. Luckily, this guide covered all that earlier in this chapter

The following strategy is designed for experienced players who can use their
ammo and money efficiently and nail most ofthe challenges. You don't need to

play perfectly, but being smart about when to reload and when to buy things goes

a long way.

This strategy requires thatyou have unlocked the Sentry Gun, which you do not

acquire until Level 22. Getting to Level 22, you will learn a lot about the game, and

you can use the strategy up until the Cabin area. lt's still possible to beatthe game

without the Sentry Gun in Solo mode, but you'll have to be crafty, as all of the good

abilities to kill the Rhinos don't start unlocking until the 20s.

THE LOADOUT
The recommended loadout is:

Class: Medic {for quick*r health rsqen, reduceri Scarpicn d;mage, and f*ster run speed

and sprinti*$!.

Pistol: Piayer's eiioiee (vlhich*ver y** prcier. The MfAl ir quile good, btl tir!: ri:*iee is

rriativell rllimporlant.).

Amil!or ixplosive {arnrar-picrcing is iretler, but n01 reqr;r*d}.

T€arn guppsrtl Tefiffi B:r*ster ispee*s up drill repair, elirnin*ling the need jsr an

In$iriser. Spesds up rel*ad tiines, infrking ihe i.M$s more yiab{e in ihe end qam*.}.

Strike Fackage: $entry $un {{ate-game offenlive powerhtuse}"

Equalizen fr*wd lcntri:{ {lar clieap hack arn:or}.

SKILL UPGRADE PATH
Here's a recommended skill upgrade. Since the speed atwhich you receive the

skill points depends on how many challenges you complete, exactly when you can

purchase each upgrade depends on how well the Extinction session is going for you

I lxploslve Ammo +1

2 lxplosive Ammo +2

3 fxplosive Ammo +5

4 $xplosivc Arnmo +4

5 Medie +t

6 Mndie +2

7&SMedie+5

I $entry 6un +1

10 Sentry 0un +?

11 Team Bocster +1

1? Team Sooster +2

15 T*am Boost*r +3

14 Team Sooster +4

15 & 16 Senlry Sun +5

X7,18, & 19 Sentry 0un +4

No further skills are required forthis strategy. lfyou earn skill points beyond 'l9,

feel free to use them to finish off Medic (which gives you more speed, making the

evac easier) or Crowd Control (which improves the durability of your back shield),

lf you a re playin g with f ewer than four players, you'need to
the roles. This is easy to do, since only Medic and
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PLAYTHROUGH: LODGE
For the first drill, you receive one of two challenges. The melee Challenge is

preferable, since it requires you to waste less ammo and is easier. lf you getthe

"Don't Take Damage" challenge, hang all the way to the back and to the left of the

area,andlettheenemiesattackthedrill (theycanlhurtitsignificantly). Beready

in case you attract the attention of any Scouts.

Put the points into Explosive Ammo to ensure you get the most ammo for your

buckwhen you eventually run out. lfyou have anytrouble surviving these firstfew

hives, feel free to putthe points into Medic instead. The extra health regen makes

meleeing the Scouts much easier

When you reach the main area, you get a random selection of hives to destroy.

Destroy the hives in this priority order:

The Scorpions attack from the house on the right, the billboard, and the cliffs on

the left. Fire on them whenever you see them, but also be aware of the Scouts that

attack from the ground level.

PLAYTHROUGH: THE TOWN
0nce the barrier hive is down, the road to the Town is clear. The Town section is

a much harder version of the 0utskirts. You now have to contend with Seekers

and Hunters.

Grab the reward money near the hive, and bring the drill into the Town. Drop the

drill, and move left into the Town. You wantto purchase the M27 LMG. lt's located

up a ladder in a raised area atthe Town entrance. (Referto the map for its specific

location.) This gun remains your weapon until the end of the game, and it's well

worth the $3,000.

You want to save the parking lot of the lodge for last since there are traps to

make the attack easier. You should attack the harder hives first since the waves

increase in difficulty as you play.

Don't buy any weapons before you place a drill. lt's common to getthe "Destroy 15

enemies with shotguns" or the SMG or assault rifle variants for challenges. lf you

do score one of those challenges, grab the appropriate weapon (see the Extinction

map) for an easy challenge complete.

lf you don't get any of those challenges, just get your favorite weapon at some

point before the barrier hive. A recommendation is the AK-12, located immediately

at the beginning of the area.

Be sure to use both traps at E to make it easier.

PLAWHROUGH:
THE FIRST BARRIER HIVE
At the end of 0utskirts, hopefully you've completed at least two of the challenges,

which means you have unlocked Medic +2 for the barrier hive. The Scorpions

appearthere, and they can pile on the damage.

It's not worth lighting the fire trap here, as it just doesn't hit enough enemies to be

worth it. lnstead, spend the money on yourfirst Crowd Control purchase. Select

the shield, then hir the Fire button to purchase it. Now, switch back to your main

weapon. The shield protects your back as long as it still has health. Keep your eye

on the shield icon in the bottom-left corner of the screen.

lf you are stuck with the shotgun, you need to switch it out for a longer-range

weapon so you can effectively attack the Scorpions. Don't worry about spending

money here; you receive a bonus for clearing the hive as well as a bonus for
getting into the Town area, and a ton of moneyfrom killing the enemies. ltt easyto

hit the money cap after you complete this hive.

Yes, its possible you'll get a challenge requiring a weapon other than the M27.

lf you do, it's best to just fail the challenge. Buying another weapon and then

rebuying the M27 is a tremendous money sink and not worth the one skill point.

Now that you have a gun, it's time to tackle the hives in the recommended order:

As above, you should work on the harder-to-defend drills first to ensure that you

have plenty of traps for the harder waves.

For the C hive, be sure to activate all three electrical fences. The front fences are

particularly helpful.

For the D hive, be sure to activate the nearby electrical puddle, as well as the fire

trap. lt is not recommended that you spend the money on a Sentry Gun yet, You

should save the moneyto ensure you have itto use a Sentry Gun on the second

barrier hive.

When you get to your third hive, before you drop the drill, run up to the helicopter

laptop (see the map), and put $3K in it to get some air support. The third hive can

be very difficult, so you need all the help you can get.

PLAYTHROUGH:
THE SECOND BARRIER HIVE
The second barrier hive is much more difficultthan the first. lt's essential thatyou

keep all four traps in the area active, and that you are familiar with the patterns of

the Scorpions' movements,



Th-ere are two electrical traps directly in front ofthe barrier. These are crucial

to keep live, as they can kill Scorpions, keep Scouts off ofyou, and inflict heavy

damage to Hunters. Additionally, there are a third electrical fence and a fire trap.

With your back to the barrier hive, you can find the third electrical fence to the left

and the fire trap to the right.

When you have all the traps activated, it's time to set up yourfirst Sentry Gun. Set

it up directly in front ofthe hive, as close as possible. Even if you don't have the

turret maxed out, it can still help a lot in the defense.

PLAYTHROUGH: THE CABIN
After breaking through the barrier hive, the path leads to the Cabin area. Before

you get to the Cabin, you encounter your first Rhino. lf you leave the Rhino alone,

itrunsaway. However,it'snotaterribleideatopracticedowningaRhinoforthe

upcoming drill events.

Fire on the Rhino to lure it to attack you. With +4 Sentry Gun, you can place two

Sentry Guns. Use the reward money to purchase another Sentry Gun, and place it
in the open. Activate your Team Booster to decrease the reload times of your LMG.

Now, unload on the Rhino with the MG. You can take a couple of hits from the

Rhino, but do your best to evade its charges. ldeally, the turret will distract it. lf
this happens, immediately reload the LMG, and unload on the Rhino at point-blank

range. This should kill it before it has a chance to turn its attention back to you.

With the Rhino down, itt time to move on to the Cabin area. While a drill is active,
you wantto keep two things up at all times: the Team Booster and the Sentry Gun.

Losing a Sentry Gun can happen, but it's not the end of the world. Try to keep the

Sehtry Gun with a good view of the drill, but backed into a corner so it's harder for
Hunters to get behind it.

Always keep moving. Whenever you have a moment between waves of enemies,

reload your LMG. Luckily, the Team Boost makes reloading your LMG much easier.

Remember, you can go up and down ladders while reloading the weapon.

Whenever a drill drops below 75 health, heal it between any waves of opponents.

With the Team Booster, repairing the drill takes much less time.

For the Gabin A hive, you should put the Sentry Gun on the wooden stairs. lf a

Rhino arrives, try to run it in front of the Sentry Gun to inflict extra damage. Evade

the Rhino by moving up and down the wooden walkway. The Rhino spawns when

drill completion is around 50%.

Gabin B hive can be in one of two different locations. lt's also the toughest

because it's more in the open than the others. There are some traps you can

activate in the area, butthey don't help much. Position the turret on the right side

of the hive. This way, the electric fence defends its rear.

Gabin C hive is in a barn and is fairly easy to defend since you have so much

cover Place the Sentry Gun near the drill, and hide out on the porch area (facing

the drill, this is the porch on the right). Fire on the aliens safely from here, and

duck into the barn if the drill starts taking damage. Toward the end of this drill,

another Rhino shows up. Run it in front of your Sentry Gun to inflict damage, and

keep moving up and down the barn ladders, unloading with your LMG when you

get a clear shot. The Rhino spawns when drill completion is around 75%"

PLAYTHROUGH: THE CRATER
With the Cabin hives down, an area opens up near the Cabin B hive that leads to a

Crater area. This Crater area has the last two hives.

Again, you should do these hives in the alphabetical order as they are marked.

Grater A hive is on a cliff. Set up the Sentry Gun near the hive so it can look out

on the upper cliff area. Keep moving along the upper and cliff areas to pick offthe
Scorpions and Hunters as they arrive. (There won't be too many Scouts atthis point.)



lfyoumakeitpastGraterA,youonlyhaveonehivelefttoclearl SetuptheSentryGunnextt0theGraterBhive,andthenlookaroundforthedownedtelephonepolein

the upper area to activate the electrical trap. 0nce you've activated the telephone pole, place the drill, and get ready for the best the aliens have gotl The Rhino spawns

when drill completion is around 50%.

The keys to success here are to have a fully upgraded Sentry Gun and to keep the enemies offthe Sentry Gun. lf a Rhino or Hunter attacks the Sentry Gun, be ready to

quickly replace it {money is no longer an obstacle atthis point).

You can also get a /iffle help by calling the helicopter from the basement laptop (see the map). Just don't do that once you startthe drill. The Hunters can down the drill

before you can make it to the laptop and back.

PLAYTHROUGH: THE NUKE
lf you survive the last hive, you can now arm the Nuke. The Nuke is activated via a laptop right near the Grater B hive. 0nce you lnteract with it, you will have five

minutes to get back to the evac zone.

Luckily, if you are following the recommended skill tree, you are playing the Medic, the fastest class in the game. Switch to your pistol, and sprint back through the way

you came. When you reach the passage back to the Town, you encounter a meteor blocking your exit" Don't panic! The meteor persists for about 30 seconds depending

on how quickly you arrive at the stop point. Just turn back around, and fire at incoming enemies. lf a Rhino gets to you, just evade it. No point in fighting one now.

Now, sprint back through the Town. When you reach the first barrier hive, another meteor blocks your exit out. Switch back to your LMG, and hold off the aliens until the

meteor crumbles. As soon as it does, switch backto the pistol, and sprintto the evac zone to complete the mission!

TIPS
>> Don'tputdownteamitemslikeammoorarmoruntil afteryouspendpointsupgradingthem.Thecostdoesnotincrease,andyouwill givemoreofthe

resources to everyone.

>> Whenrunningfromaliens,switchtothepistol,asyoucanevademuchmoreeffectively.

>> Nevereverturnandrunfromanenemywhilecarryingaheavyweapon,asthey'lljusthityourvulnerableback. lnstead,backawaywhileyou'rereloading,

and fire as soon as your weapon is ready.

>> Trapsdon'tjusthurtthealiens: theycanalsohurtyou.Becareful whenrunningthroughfireandelectrictraps.

> The strategies you employ should vary based on the number of players in the game. Solo players will have very different leveling strategies than four-player games.

Additionally, teams of two need to employ different tactics than teams of four.

>> The damage, health, and quantity of aliens drastically changes depending on how many players are in the game.



lf you like sniper weapons, consider upgrading your pistol tree early. This ensures that you are not defenseless when you need a reload or an enemy makes it to shorl
range. Melee attacks quickly become ineffective as you progress through the game.

Skill Points are almost always more important than money. lf you have to waste some money to earn a challenge (for instance, buy a shotgun for a challenge), it,s
almost always worth it' Money is plentiful, but stat points are very limited, and you need as many as you can get before you get to the really difficult areas.

)) Dont wait too long before moving the drill. Fierce waves of enemies spawn in if you wait too long.

>) Listenforaudioclues.Yourteammemberswill shoutoutwarningslike"scorpionsl" Thesewarnyouof imminentthreatsandshouldgiveyouabitoftimetoprepare
for incoming enemies.

>) Watchoutforpost-drill waves.Afterthedrill isdestroyed,thealiensmakeyoutheirprimarytarget. ltsduringthisperiodthatyouareatthegreatestriskofenemies
overwhelming you. Keep an eye on the drill progress, and reload your weapons before it finishes.

>> Thereisamoneycapofonly$6,000.Thismeansthatanymoneyyouearnpastthatislost.Useyourabilitiesregularlytomakesureyouneverlosemoney

because of the cap.

>> Youcanbuymoreammoforaweaponbygoingtotheweapon'sspawnpointonthemap.Unfortunately,theammocostsasmuchasbuyinganewweapon,soit's
generally notworth it. lt's betterto spend the money on ammo crates.

>> Noneedtocarrythedrilluptothehelicopterevents.Afteryoudefeatthebanierhive,thedrillautomaticallyteleportsup.

)> Youcansearchwhileyouarereloading. lt'snotabadideatostartareloadbeforeyoustartsearchingatrashpile,particularlyonceyougettosomeoftheharder
defenses. You can also search while you are firing!

D Yougetmoremoneyperalienkill ifyouscoreaheadshottokill it.Thisscoresa33%bonustothemoneyearned.

> lfyoucanpreventthedrill fromgettingdamagedatall,youreceiveabigscorebonus.andinturn,moremoney.

>> RiotShieldsonyourbackprotectyoufromattacksfrombehind,soyoucanreloadwhilerunningfromanenemywithoutworryingabouttakingdamage.

>> Wheneveryouuseoneofthelevel turrets,alwaysaskanotherplayertobackyouup.Thealiensaregoodatgettingbehindtheturretsandhittingyoufrombehind.
But ifyou have a teammate watching your back, you can open up on the attackers.

>> Asneakytactictouseforthehelicoptersequencesistolurethealiensbacktothebeginningareaofthezone.Sinceyoucan'toutrightfail thebanierhivemissions,
it's no problem to abandon the hive completely. Eventually, the enemies start spawning in near the starting zone, well away from the barrier hive. While the strategy
works, this tactic is time-consuming, and the barrier hive events are generally not as hard as the drillable hive events. As such, it's usually notworth the effort.

)> lf you want to generate a lot of money in the beginning, you can avoid putting down the second drill. Eventually, an endless wave of Scouts arrives, which you should
be able to handle. You can use this wave to purchase some upgrades and ammo. However, because the money cap is so low itt generally not worth wasting the time
saving up money in this manner lf you use the outlined Solo strategy, you should have plenty of extra money by the end of the first section without having to waste
any time.

>> lnco-opmode,preventyourteammatesfromgettingdownedandbleedingouttomaximizeyourteambonusscore.

>> Spendcashanduseyourabilitiesduringadrill eventtogetbonusestoyourPersonal Skill scoreattheendofthedrill round.

> Completinghivechallengesdoesn'tjustgiveyouaskill point. ltalsorewardsyouwithamajorpost-drill scorebonus,whichtranslatesintobonuscashtospend.

>) Use propane tanks to help speed the demise of a Barrier Hive.

SECRETS
When you reach the max rank of Extinction (30), you go to Prestige, reverting you to Level 1 (don't worry, you get to keep all your unlocked loadouts), and giving you
special Prestige Relics you can use in-game. These Prestige Relics make the game harder in differentways

I 
nelic l: Take More oamage - Aliens deal more damage t0 you.

I 
Relic 2: Pisiols 0nly - You can only use pistols in,game.

: I 
Relic 3: smatter wattet - Your rnoney eap is decreased and atiens giys out less money per kitt.

I 
Relic 4: Morlat - l{o ctass selection is avaitabie.

I Relic 5: Do [ess Damage - You Inlli.t less damage against aliens.

You receive more points for completing a drill with these Prestige Relics enabled. Additionally, there is an Achievement that requires you to beat a session of Extinction
with a Prestige Relic enabled.
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CLANS ANM CLAXW WEM$
Clans can be formed with up to 100 players, allowing you t0 create a larger organized group to play Call of Duty:Ghosfstogether as a biggerteam.

Clans have 25 unlockable levels, and on each level, you can acquire a variety of new rewards: camouflage, reticles, character customization, wallpapers, backgrounds

for your player card, and other goodies.

Clan XP is earned for your clan any time you are playing in a match with a clan mate.

Gaining enough levels as a clan also allows you to unlock special colored clan tags for your clan only.

CLAN WARS
Clan Wars is a territory "metagame" overlaid on the regular playlist experience. You battle it out against a small group of similarly ranked clans.

Compete in two-week cycles to control virtual territory by playing specific game modes with your clan. Every two weeks, a new conflict zone on the global map becomes

the focus of online matches.

The way Clan Wars works is simple: you can claim each territory on the Clan Wars map by winning matches within a certain game mode. Win enough matches, and you

seize that territory.

0nce you hold a territory, every other clan begins to count their wins against yours, so while you can hold a territory a bit longer by continuing to focis on that game

mode, holding it against the dedicated force of several other clans is impossible in the long term. Why all the struggle over turf? Sweet, sweet XP.While you hold

territory your entire clan gains XP boosts for playing in that game mode. Rank up your Squad that much faster!

The best part: Clan Wars is totally automatic. You don't even have to pay any attention to the Clan Wars map if you don't want to. Simply playing matches online together

is enough. lf you win enough matches, sooner or later, you're going to earn turf and bonus XP in your favorite modes.

lf you want to get more involved in the Clan Wars metagame, there are "supply drops" and other special abilities you can use as a clan to bolster your position on the

bi-weekly ClanWars map. You can even send outnoticesto your entire clanto letthem knowtofocus on a specific game mode-

lf you manage to win a two-week cycle of Clan Wars (or even accomplish certain Achievements for holding and claiming territory), you can unlock special cosmetic

rewards, player card artwork, and other items. Additionally, you can access Clan Wars from anywhere: you can check it out in-game, or look up your battles on the web,

your PC, or your phone.
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The progression system in Call of Duty:Ghosfs has been revamped and improved

significantly from past Call of Dutytitles. Rather than having a single character
whom you would level and Prestige repeatedly, you are now given control of a
Squad of trained soldiers.

Each soldier in your Squad can be leveled, outfitted, and equipped individually. 0n
top ofthat, your entire Squad carries over between cooperative Squad match play

and online play. You can bounce seamlessly betureen matches against bots and

online multiplayer matches, always earning XP, always with the same Squad.

Whenever you are playing any Squad mode or online mode, you are earning

XP that goes toward earning Squad points. You can spend these Sp to unlock

new Squad members (until you reach your full roster size of 10) and unlock new

equipment for your Squad members. This is how you unlock new weapons,

attachments, equipment, killstreaks, and s0 on.

The system is very freeform. You can choose to focus on a single Squad member
justlikethe classicCall of Dufylevelinguntil youunlockeverything,oryoucan

spread your focus around, unl0cking stuff and customizing several different Squad

members. 0ne other cool thing aboutthis setup: each Squad member can have

their own set of custom classes,

With this enhanced flexibility, you can set up one Squad member for a specific
game mode and have all oftheir classes configured appropriatelyforjustthat
particular mode.

No more swearing about forgetting your Smoke grenades or Trophy System when
you're trying to play a serious objective match on a TDM class!

You also unlock new customization options for your Squad. you can modifytheir
gender, body type, armor type, helmets, face paints, hair color, and many other
choices. Make your Squad the way y0u want it!
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0perations is the name of the Call of Duty: Ghosfs challenge system.

Every day (and every few hours), new challenges pop up on the 0perations menu.

You can select one challenge from each different 0perations category. Completing

that challenge earns you bonus XP (and potentially straight SB too).

Note thatwhile the available 0perations change from day to day, you never need

to worry about losing progress. 0nce you select a challenge, it stays selected until
you complete it or drop it.

lf you wantto work on a tough, high-reward challenge, go for it; it's not going to
time out on y0u 0r waste your time and progress.

Alternately, you can focus on a bunch of easier challenges and earn bonus Xp for
completing multiple challenges quickly.

The 0perations system is a flexible bonus system on top of your normal match play

XP Be sure to set your 0perations after every match if you're knocking them out
quickly to boost your rate of progression.
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CAMPAIGN ACHIEVEMENTS
You can't miss these Achievements; you obtain them for simply playing through the campaign on any difficulty.

MAIG IT OUT ALIVE

0omplete'The Hunted"
ori aaVrdifficultv.

GATHERTIIETR0(}PS ]:

0omp l ete,llAll orr Nothing1
on,o,n'l diffiQultv. '

C{)NFR0NTR(]RKE.'

Complqte l'The Ghosl Killer'

MAKE IT TO SAN DIEGO

Complete "No Man's Land"
on any difficulty.

GATHER INTEL ON RORKE

Complete "Federation Day"
on any difficulty.

RENDEZVOUS I}I FORT SANTA MONICA

Complete "Brave New World"
on any difficultv.

DESTROY THE TED ERATION'S SATELLITE ARRAY

Complete "Severed lles"
on any difficulty.

DISTRACT THE FEDERATION FLEE'I

Complete "Atlas Falls"
on any difficulty.

C0MMANDEER THE ENEMY SPACE STATION

Complete "Loki"

on any difficulty.

,DESTROY THf .E.}IEMY StlIP
I,Co:mplete l'lnts the 0 ei;p"

'on anv difficultv.

,PLAN YOU R,lii:EXI lll0VE

,.Complelq Isin'City"'
ori dny {iffiro1*.

CAPTURE RORKE

Complete "Birds of Prey"
on any dif{iculty.

ST0RM,THE FACT0RY ,

Complete:llEnd of the Line"
on any difficulty.



SPECIAL SP ACHIEVEMENTS
You earn the following Achievements by performing special actions throughoutthe campaign. All levels have a special Achievementyou can earn, and some have more than one.

This section provides some basic coverage about each Achievemen! but if you want even more info, check out the descriptions in the individual walkthrough chapters.

KILL YOUR FIRSI E}IEMY IN THE :.' . ".1 : .

CALL OF DIJTY,6#OSTS CAMPAIGN :::. 
..

lMission: 6host St*ries :.:.:,,,. . .1,... .

You earn this during the second part of.the campaigf's ]l 
,,,.,,:..

first mission.

KILL SLEEPING ENEMY II'I FACE-D0WN RAPPET SECIION

lMission: I*iieralisn Sav ,

This snoozing soldier is located a floor below the first balcony
populated,with enemies as you iappeti'd6wn the side of the si<yscraper.

TAKE B{}WII BOI}I ATIACI( HELICOPTERS IN
.BRAVE 

NEW WORLD"

ttrlirsion: Brave Nery 1{orld

You earn this by killing both ofthe attack choppers atthe end of
"Brave New World" with the missile launcher.

POUNCE ON 1O ENEMIES WHILE CONTROLLING RILEY

lMissionl No hlan s Land

You need to kill a few extra soldiers with Riley during Mission 3. Your
opportunity to do this occurs the second time you control Riley. Kill
some df the pairs olsoldiqs instead of just walking by therh:

EVERY SHOT WITH THE REMOTE SNIPER KITLS A PERSON OR VEHICLE

EMission: Siruck |rown

You operate a remote sniper robotfoql,lirnesduringrM.igsi.on,4. Line up i

every shot, and only fire when you have an enemy in yow sights.
Don't worry: every shot with the weap. ori already,al|ne-hit,ki|1.':. r..,: 

,..,.:l:,::



BLBW THE PRESSURE VATVES t]il Y()UR FIRST AITEMPT

3 *€issio=: Atlas i*lic

"Atlas Falls" ends with a special mini-game. Simply pass it on the first
try to earn this Achievement.

TAKE BOWN THE LCS OI'ITHE FIRST GO

I 14Ession: lnlc tFe Drep

"LCS" stands for littoral combat ship, which is the ship you are asked

to destroy with the scuba torpedo halfway through the mission. lf you

miss, you must restart the level, so be very careful with your'aim !

KILL FIVE ENEMIES WITtlOUT BEING DETECTED

BEFORE INFILTRATING BLACK ZO}IE ,,

doors open into Black Zone

DESTROY 21 SLOT MACHINES

14issieer: 5i* ilty

There are 20 slot machines on the main casino floolwith:.five more

on a balcony across from the curving escalators a little liiter in the
level. The slot machines in question are the tall standing ondiwith 

',, r::: r:
the breakable screens.

CUT A GRAPPLIIIG HOOK R{}PE WITll AN ENEMY ON II

IFlissio*: All or l{clhing

ln "All or Nothing," you are tasked with defending the railing of an

aircraft carrier fiom Federation raiders. These raiders toss ropes up

the side ofthe ship. Use a melee attack to cutthe rope.

DESTROY ALL ENEMY 6ROU}IO IARGEIS, AND KILL NO ATLIES W1IH IllE RODS

lF4ission: loki

This is a very difficult task since it's at the very end of Loki, and if you

fail the last section, you must restart the level. J ust c arefully ta-rget a ny
ground Xs, and stay away from the blue Xs. Don't try to hit the flying
Federation targets, as they don't count toward this Achievement

EARNTIIEIIASK. FII{ISH THE CAMPAIGI'I ON VETERAN

Veteran is the hardest difficulty mode. Beating the game on Veteran

isn't easy, but it shouldn't be very difficultfor Call of Dutyvelerans.
lf this is your first Call of Duty game, consider playing ori Hardened

or Regular on your fiist playthrough to warm up and to better learn.
the game.
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Extinction Achievements are all secret! No one wanted to reveal the secret game mode too early.

MADE IT TO THE TOWN

The Town is the second area of Extinction.

MADE IT TO TtlE CABIN AREA

Therr0abin is the thii.drarea of Extinction.

COMPLETE ALL CHALLEI'IGTS. AND ESCAPE

Challenges pop up whenever.you plant a drill. Getting this Achievement means scoring all 14 challenges as you playthrough the mode, then making rtto the exit



BE THE GHOST THE COMPETITION FEARS

TURTLE
\'EIEAEH.
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