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a result, most citizens were completely u t'?. are of
the horrific incidents happening around them.But
what started out with a few isolated cases quickly
spread into a full-scale epidemic—an epidemic that
couldn’t be ignored or covered up. Quarantines : T .
were established and evacuation orders were Defautt Co""ms o Y
issued, but the infection spread faster than the Xbox 360
government and military could respond. Soon, Right Control

entire cities and regions were overrun with the Move ght® w}, (), (a), (d)
infected. The root cause of the outbreak appears Stick

to be a virus or infection that causes the death ---
and reanimation of affected individuals. Upon
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reanimation, corpses retain the same motor skills Jump (Spacebar)

as a normal living human but lack all cognitive

functions and reasoning. As a result, the undead _—_
seem to have only one purpose: to attack and kill Use

the living.There is no cure for the infection.The only

hope is to escape it and the thousands of zombies ---
who have succumbed to it.

Fire/Special Mouse
This guide is filled with vital information to help you b
y i Attack Button 1
and your teammates survive the zombie apocalypse
niensoeasnessedmepovn et oo |
zombie-countering tactics with an emphasis on

teamwork—a crucial component to any successful Crouch Ctrl

escape attempt. Later in the guide, all four movies
are covered in-depth, including detailed maps ---
illustrating the quickest path from one safe house

to the next. So set aside your shotgun and read Flashlight &

up.The information in this
guide could save your life

and those of your \
teammates.
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TEAMMATE
HEALTH
SUPPLIES

PIPE BUMB/
MOLOTOV

HEALTH BARS

Aiming Reticle: This crosshair icon is
superimposed on the HUD and shows
where your weapon is aiming—place the
icon over a target to shoot it. The size of
the reticle differs based on the weapon
currently selected, indicating accuracy.
Rifles are more accurate than shotguns and
thus have a tighter reticle. The reticle also
expands during movement and as a result
of recoil, indicating a decrease in accuracy.
For optimal accuracy, fire from a stationary
position, preferably while crouched, and go
easy on the trigger when firing automatic
weapons.

Avatar Portrait: This image shows which
survivor you're playing as: Bill, Francis,
Louis, or Zoey.

* Health Bar:This bar indicates how much
health your character has. If the bar is
green, your character is healthy, but if
the bar is orange or red, your character
is injured and requires medical
assistance. A movement penalty is
applied to characters with low health,
reducing their maximum speed.

* Hit Points: This is a numerical
representation of how much health your
character has.

Inventory:These four icons show what
items your character is carrying.

AN‘! MO N
MAGAZINE

OINTS

“ Flashlight: You always have access to a
flashlight regardless of which weapon
you're carrying. It can be toggled on and
off—if on, the flashlight icon is white.
The flashlight can agitate and startle
some infected, so use it sparingly.

"]

First Aid Kit: Each survivor can carry one
first aid kit. If you have one, this white
icon appears; otherwise it’s grayed out.
First aid kits can be used to heal yourself
or other survivors.

@ Pills: Survivors can each carry one bottle
of pills, too. These painkillers replenish
hit points but don’t completely heal like
first aid kits. They can be consumed by
yourself or handed to other survivors in
need of health.

b

Pipe Bomb/Molotov: Only one hand-
tossed weapon can be carried at a time,
represented by a white icon in this
inventory slot.

Primary Weapon: The silhouette icon
represents which primary weapon your
character is carrying.

* Ammo in Magazine: This number
indicates how many rounds remain in
the weapon’s current magazine.When
the number reaches zero, a new
magazine must be loaded to resume
firing.

wWww.primagames.com
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~ Total Ammo Count:’ hls'h y
represents how much surplus a mmo
character is carrqu It does notjrplu
rounds loaded into an active magazme

When this number reaches zero, you must .

find more ammo before reloading.

Secondary Weapon:This icon represents
which backup weapon you’re equipped with:
a single pistol or dual pistols.

“ Ammo in Magazine: This number
represents how much ammo is left in your
secondary weapon’s magazine(s). A single
pistol can hold 15 rounds; dual pistols
carry 30 total. When the number reaches
zero, the weapon(s) must be reloaded. The
pistol has unlimited ammo and can be
reloaded anytime.

Teammate Health Bars: The health status of
all three of your teammates is visible along
the bottom of the screen, along with their
names and associated avatar portrait.

Teammate Health Supplies: If your teammates
are carrying first aid kits or pills, small icons of
each appear next to their avatar portraits, just
above their health bars. Consider asking them
for help if you need to heal.

Movement

All major methods of transportation have been
either destroyed or rendered useless. Streets are
littered with abandoned cars effectively serving

as roadblocks.Train lines are blocked by derailed
cars. Airport runways are littered with the wreckage
of crashed aircraft. So escaping on foot is the

only option.Walking and running are the primary
forms of movement.and function.as in any other

j-: first-person shooter—Ilook'in the direction you

[ mcred‘ib&y_ ow but i far the best way to sneak _
around, particularly when attempting to slip pasta
Witch. In rare circumstances you may be forced to
swim.This sometimes occurs in Death Toll during
the riverfront finale. Movement in the water is
identical to movement on land, so swim to the shore
as quickly as possible.

I PLAYING ON THE XBOX 360, GET
USED 10 USING THE 180-DEGREE SPIN

WITH THE PRESS 0F A BUTTON YOuR
CHARACTER RAPIDLY HURNS COMPLETELY
AROUND, ALLOWING YOI 10 ENGAGE
THREATS ATTACKING FRUM BEHIND,

Ranged Combat

Firearms have been proven the most effective
method of neutralizing the infected, so all survivors
must be well versed in how these weapons
operate. Although each weapon in Left 4 Dead has
its own characteristics, they all function similarly.
The crosshair icon in the center of the HUD is the
weapon'’s aiming reticle. Simply place this over a
target and squeeze the trigger.The size of the reticle
indicates how accurate you are based on weapon
selection and the stability of your current firing
position. If the crosshair icon is small, your shots are
quite accurate, but if the crosshair icon is spread
out, it indicates poor accuracy. Accuracy can be
improved by firing from a stationary or crouched
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or assault rifles is just as lethal as a headshot.
Because of the zombies' speed, scoring headshots
can be difficult to pull off, so simply aim for center
mass. It may take more rounds to stop a zombie in
this fashion, but the torso presents a much larger
target, helping ensure your bullets find their mark.

When using automatic weapons, holding down
the trigger fires off a continuous stream of rounds.
The increased rate of fire can come in handy
during chaotic swarm attacks, but this benefit

is offset by a lack of accuracy (due to recoil) and
increased ammo consumption. Therefore, exercise
extreme restraint when using automatic weapons.
To maintain accuracy and conserve ammo, never
fire more than 3-4 rounds per burst. Ammo is
often hard to come by, so the more you waste with
automatic bursts the more you put your team at
greater risk if your stores run dry. Another way

to conserve ammo is by equipping your pistol.
Pistols never run out of ammo and should be used
regularly, particularly when engaging individual
common infected. Save your automatic weapons
for engaging larger groups.

CAUTION
FRIENDLY FIRE 1S ALWAYS ON, S0
BE CAREFUL WHEN ENGAGING
TARGETS NEAR YOUR TEAMMATES,
A CARELESS AUTO BURST cOULD
INJURE, INCAPACITATE, OR EVEN KilL
A TEAMMATE. THE DAMAGE DEALT BY
FRIENDLY FIRE 1S INCREASED AT THE
HIGHER DIFFICULTY LEVELS, REQUIRING
EVEN GREATER CAUTION,

limbs—severing limbs with shotguns, sniper rifles,

All firearms can be used as melee weapons during
close encounters with the infected. Simply aim at

a target and press the melee attack button or key.
Melee attacks are rarely fatal, but they’re useful

for knocking zombies backward, often allowing

you a better chance to take aim and kill them

with a head or torso shot. Melee attacks can be
performed anytime, even while reloading a firearm.
This is particularly useful when performing a
lengthy reload on a shotgun or sniper rifle. When
confronting gassy, bile-filled Boomers, melee attacks
are essential. If you shoot a Boomer at close range,
you and your teammates will get slimed with bile as
the grotesque threat explodes, prompting a swarm
attack.To avoid this, always melee Boomers first and
shoot them only when you're a safe distance away.
Melee attacks are also the preferred method of
knocking a Hunter off a pinned teammate or freeing
a buddy ensnared by a Smoker’s tongue. It may take
some practice, but performing melee attacks should
become second nature when encountering threats
at point-blank range.

Health Management
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Health is goverrlned byﬁ
player starts out with 1’00 blt pomt
while taking damage from infected a
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fire, or by falling from a great helght Ify 3 ?""

50 hit points or more, you're considered healthy,
as indicated by a green health bar,and can move
at full speed. But as your health dips below 50 hit
points you're considered wounded (indicated by
an orange health bar) and suffer a slight movement
penalty, causing your character to limp. If your
health drops below 15 hit points the health bar
turns red, indicating your character is in critical
condition and in need of first aid. At this point
movement is slowed even more, making it difficult
to keep up with healthy teammates. So heal up or at
least ask your teammates to slow down to prevent
being left behind.First aid kits are the best way to
heal.You can either heal yourself with a first aid kit
or have a teammate heal you.Pills are another way
to gain health, but they are more of a temporary
solution. While pills recover hit points they do not
completely heal, as indicated by the dashed vertical
lines in the health bar.For example, if you use pills
while your health bar is in the orange zone, it will
remain orange after using pills even if your hit point
level is above 50. As a result, you still suffer from a
movement penalty.

Incapacitation

N

When characters lose all their hit points, they fall to
the ground, incapacitated.The avatar portrait and
health bar in the bottom-right corner of the screen is
replaced with a new interface during this phase, with
an icon showing your character on his or her back
and a new health bar filled with red dashed vertical
lines. At the start of incapacitation youricharacter

has 300 hit pointsiinithis:new:health.bar.These hit
points slowly melt away over time and can disappear

- TR

: !-.l.:' he use
button/ke “m I tea tE's‘are mcapaatated at
once, there’s nobody left to revive, bringing the
round to an end.Once you've been revived you're
given 30 temporary hit points, as indicated by red
dashed lines in your health bar—you must heal
quickly before you run out of health. A player can

be revived three times per map; after the third time,
you can still heal to full health, but if your health bar/
hit points are depleted again, you simply die instead
of becoming incapacitated. If you die in the co-op
campaign or single-player, your character respawns
in a“spawn closet.” These are small rooms scattered
throughout the map.To be released from a closet a
teammate must open the door, at

which point you can
rejoin your team.In
versus mode, there
are no

respawns.

I A TEAMMATE 1S DANGLING FROM THE

ROOFTOP LEBGE OF A BUILDING, YOU CAN
HELP BY STANDING OVER #iM OR HER AND
PRESSING THE USE BUTTON OR KEY, JUST
AS YO WOULD PERFURM A REVIVE,

Premise and Game
Modes

The premise of Left 4 Dead is quite simple and
shares the same basic concepts across all four game
modes. As a character in a B-grade horror movie, you
are part of a group of four survivors who must travel
through zombie-infested environments in search

of rescue. Each of the four stand-alone movies
consists of five maps that your group of survivers
must advance through, stopping at safe houses at
the end of each map, where they can find supplies
and weapons. In the final map of each movie, your
group of survivors must withstand a massive attack
by the infected called a finale. If they survive the
finale, they can board a rescue vehicle and escape,
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Dur;'hg co-op play, your tea"ﬁmates’names
‘appear aboye their characters,making it
easyidentify and address the proper player.

Y L
In the campaign mode, you and up to three other
players can choose one of the four movies and

~ play through it cooperatively.There are aIwayE\ 5

four survivors while playing in this mode, even if
only two of them are controlled by actual players.
Any unassigned player slots are taken over by Al-
controlled survivors.But new players can join at any
time, taking the place of one of the Al-controlled
survivors. Such co-op sessions can be played online
or over system-link on a LAN. If you want to join

a match already in progress use the Quick Match
option. This automatically connects you to a game,
allowing you to jump in and join the action within
a few seconds. If you want more control, choose the
Custom Match or Play with Friends option. Choosing
the Custom Match option allows you to specify
what movie and maps you want to play on.The
Play with Friends option takes you to a lobby screen
showing all matches your friends are currently
playing—select one and join in.

Omine CoiOpi(Splitscreen)
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> Only two players can play in splitscreen—
! @ the other two survivors are controlled by Al.
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The Al Director

On movie sets, it's the director who
dictates everything, from the pacing of the
action to the placement of objects integral
to the progression of a story.Valve took

a similar approach when designing Left

4 Dead. All enemy placements and most
pickups are determined procedurally by
an entity known as the Al director.The

Al director helps ensure each gameplay
experience is unique no matter how

many times you've played through a map.
But the director does much more than
randomly place enemies and objects. It
also monitors the progress of your team
and tailors the gameplay experience
based on how successful your team

is. If your team is doing really well and
everyone has full health, the director will
ramp up the difficulty by throwing more
common infected and special infected
bosses at your team while holding back
on dropping useful pickups. If your team

is barely alive, the director will ease off on
attacks and provide more health supplies
and pickups, giving your team the chance
to heal and re-arm.The unpredictable
nature of the director leads to hours and
hours of replayability on every level. Even
if you've played through all the movies
multiple times, there’s no way to predict
what the director will throw at you
next.This requires heightened alertness
from all players—there’s no room for
complacency because the director can be
absolutely merciless in its drive to provide
a challenging and memorable gaming .
experience. " L
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The game's four dlfﬁculty
settings (easy, normal,
advanced, and expert) can
impact the aggressiveness of
the director, but mostly the
difficulty adjusts the health of
the infected. For instance, at
the normal setting the Tank has
4,000 hit points; at expert, the
Tank's health tops out at 8,000.
So at the more difficult settings
1t's much tougher to kill the
infected, eating up much more

of your team’'s ammo 1n the
process.

Single-Player

In the single-player mode you play the role of

one of the survivors—the rest of the survivors are
controlled by the Al. When starting a single-player
game you must first choose from the movies and
their individual maps. Once one is selected, the
game begins and continues until you reach the
finale at the end of the movie. During the single-
player mode the Al bots always follow your lead,
so it's up to you to set the tempo for the advance.
This often means you take the brunt of the attacks,
so keep a close eye on your health. If you die, you
must start the map over from the beginning. If your
Al teammates die, they respawn in closets and are
released when you open the door.

Versus is an adversarial game mode pitting the
survivors against the infected. Only No Mercy and
Blood Harvest can be played in this four-on-four
mode, offering 10 maps total. The gameplay is

nearly identical to that of the other modes, with the
survivors tasked with making it from safe house to
safe house and ultimately escaping after surviving
the movie's finale. It's the job of the infected team to
stop the survivors. Unlike in the other game modes,
in versus the survivors cannot respawn, but the
infected team can.This provides a unique twist to the
game mode, forcing the survivors to work together
and watch each other’s backs.

While the survivors spawn as the main protagonists,
the infected team members take on the roles of
the special infected. At any given time the infected
team always has one Boomer, two Hunters, and
one Smoker on the map.Who spawns as what

is random, determined by the director. At some
points in the map, one player on the infected team
is given the chance to spawn as a Tank, providing
the team with an extra boost in offense.The Witch
is not playable by the infected team, but Witches
do make appearances on occasion.Witch spawns
are determined by the director and are never in
fixed locations. Still, the infected team should use
appearances by the Witch to bolster their numbers
during coordinated ambushes.

During these matches, each team gets the chance to
play as both the survivors and the infected on each
map. So after the survivors have escaped or died in
the first round, the same map is replayed and the two
teams switch sides, with the former infected taking
on the roles of survivors and vice versa.Playing as
the survivors is completely different from playing

as the infected, and winning requires different skills
and tactics. Regardless of which side you're playing,
communication and teamwork are always essential.



While playing as the infected, players begin in
ghost mode, which allows them to pick their own
spawn points. During this phase, the infected can
wander around a map, completely invisible to the
survivors.While in ghost mode players can use
infected-only climb points (look for a series of claw
icons) and pass through closed doors.The infected
team can spawn anywhere they want as long as
they're a few meters away from the survivors and
outside their line of sight.Once these requirements
are met, the infected can spawn by pressing the
fire button or key. But once they spawn, all normal
rules apply.They can be spotted and killed by the
survivors, and they can't pass through doors—or
open them. Closed doors must be broken down
with melee attacks, so be careful where you spawn.
Breaking down a door may give away your position
and lead to a quick death. Spawning also causes
the infected to make the telltale growls, grunts,
and hisses associated with each variant.These
involuntary vocalizations not only give away an
infected'’s position but also warn the survivors

as to what type of infected is nearby. So to avoid
giving the survivors time to react, try to spawn just
before attacking. Coordinating spawns and attacks
with teammates is the best way to take down the
survivors. During finales, ghost mode is disabled,
and you randomly spawn somewhere around the

finale site.
TV

THE INFECTED TEAM CAN MONITOR
THE HFALTH STATUS OF THE

UPPUSING TEAM BY STUDYING THE
COLOR OF FACH SURVIVUR'S GLOWING
SILROUETTE, SURVIVORS SURKROUNDED
BY AN URANGE UR RED GLOW HAVE

OUT FOR ATTACKS. A& St

QUTUINED WiTH A PURPLE SILHOUETTE
IS COVERED IN A BOUMER'S BILE AND
SUBJECT 10 ATTACK BY THE Al-

CONTROLLED COMMON INFECTED.

Infected
For map-specific tips and tactics
while playing the as the infected,.
look for these boxes:scattered.
through the No-Mercy. and Blood
Harvest chapters. They reveal vital
tips.on how.and where to attack
the survivors, with an emphasis on
staging coordinated ambushes with
your.teammates. Ifiseeking advice on
* how to play as the Boomer,.
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ahead to the “Survivors and
Infected” chapter and read the
& “Anti-Survivor Tactics” for.
each of the special infected.

So how do you determine who wins a match
in versus mode? After playing a round as the
survivors a score is calculated based on four
criteria:
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Average Distance Traveled: The points

awarded in this category are based on how

far your team traveled during the round. If

your team made it all the way to the end of ,9



16”

~ the map and rea ch

awarded the ma n *'f'!' 0 ‘. ‘

your team made it hrough

~ of the map before being st opped by
opposing team’s infected, ou get or

points. The percentage of the map your tea

i

completes determines this score. i

Health Bonus: This bonus is determmed by
averaging the hit points of the survivors
who made it to the safe house—survivors
who were killed en route are not part of this
average. So if everyone makes it into the
safe house with full health, 100 points are
awarded. Sometimes teams heal up before
closing the safe house door to try to boost
this bonus.

Survival Multiplier: Once the average
distance traveled and health bonus have
been added, the score is multiplied by the
number of survivors who made it into the
safe house at the end. If all four survivors
made it in, the score is multiplied by four.

If only one survivor made it, the score is
multiplied by one and thus has no impact. If
nobody survived, the score is not multiplied
by zero. Rather, the score remains untouched,
with no multiplier applied.

Map Difficulty Modifier: Each map is assigned
a predetermined difficulty modifier.The
easiest (or shortest) maps have a modifier

of 1,and the hardest (or longest) maps are
given a modifier of 2.The rest of the maps
fall somewhere in between, sometimes rated
as a 1.5 or 1.6. Whatever the modifier is, it is
then multiplied by the score, giving you your
team’s final score for the round.

So what'’s a good score? Usually posting a score close
to 1,000 points per map is considered a praiseworthy
achievement. But ultimately it all depends on how
well the opposing team performed in their turn as
the survivors.While no points are awarded when
playing as the infected, stopping the opposing
team’s survivors is critical, preventing them from
postinga high score.Killing even one survivor can
have a dramatic impact on the final score, especially
in close matches, as it robs the opposing team of
that vital survival multiplier. So don’t fool around
while playing as the infected. Stopping the opposing
team is just as important as reaching the safe house
when you're playing as the survivors.

‘l' s .‘-*
5:&:.*

-lin-

.‘ lii

e I
e i o i e, il e S el et
& b P

o

Can't find a match you want to join? Try
creating your own. Start by creating a
lobby.When creating a lobby you must

first choose what game mode you wish to
play:the co-op campaign or versus mode.
Once you've selected a game mode you can
choose the difficulty level (campaign mode
only), campaign (which movie), and the
match permissions.The permissions allow
you to choose who can join the match. If
you want to open the match to anyone,
choose Public Game.If you're connected to
a LAN select System Link, allowing everyone
connected to the LAN to see and join your
match. But if you only want to play with
people on your friends'list, choose Friends-
Only Game. After selecting the settings,
choose Create Lobby.This sends you to the
lobby screen, where you can wait for players
to join.While in the lobby you can edit the
game settings, choose your character, invite
friends, and change the permissions.Once
you have a group of players, select Start the
Game to begin your session.

Team Play: Getting
oStarted

Even when playing with a tight group of friends,
getting four individuals to play and react together
as a team is a challenge. Left 4 Dead takes the team
play concept to the next level. Not only is teamwork
recommended, it’s absolutely required. Teams who
don’t cooperate or communicate won't stand a
chance.But it's not as daunting as it sounds.There
are a few things you can do to ensure your team
play sessions run smoothly and successfully. Here
are a few tips to help your team get started.
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connected. If playing with strange”i's online,
say hi and establish a rapport with your new
teammates. Breaking the ice in the lobby will
pay off later as the game begins.

Get organized. Before beginning a game,
discuss your individual roles. It’s usually a
good idea to elect one teammate as the
leader. This player will not only physically
lead the team but make key pathfinding
decisions at branches, determining which
direction the team will go. Therefore, the
leader should have some experience with the
layout of the maps you’re about to blitz
through. But most importantly, the leader
should possess good communication skills,
constantly checking in with teammates and
ensuring everyone stays together and
healthy.

Diversify your firepower. When choosing
weapons at the beginning of a level, mix it
up, taking a couple of shotguns and two
SMGs or assault rifles. This gives your team a
good balance of firepower capable of
engaging threats at close and long range.
Never take more than one sniper rifle.
Although powerful, sniper rifles have a low
rate of fire and take a long time to reload.
And since most engagements occur at close
to intermediate range, therrifle’s scope isn’t
very useful; it can even be a liability.

Stay together, stay alive. It may sound easy,
but keeping four players together during a
chaotic advance is a constant challenge. But
it’s a challenge that must be overcome if you
hope to make it to the safe house. Stay in
constant voice communication with your
teammates, calling out targets and issuing
warnings. If you need to stop and heal, let
everyone know so they don’t leave you
behind. When stopping, make sure everyone
gets the message. Anyone who continues

advancing on their own won't stand a chance.
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ating. It's oft easier to say Bill,
Fran't|s, Louis, or Zoey in the heat of battle
than it is to decipher someone’s 15-character
Gamertag. So take note of what survivor
you're playing as and respond to any
questions or requests when addressed by

this name.

"i-

Share the health supplies. If your character is
healthy and someone else on your team is
seriously injured, either heal your teammate
with a first aid kit or hand over a bottle of
pills. Injured players slow down the whole
team, so it’s in everyone’s best interest to
keep everyone healthy and moving at
maximum speed. Each player can carry one
first aid kit and one bottle of pills, so there
are usually enough supplies to go around if
you all share.
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Make a habit of closing doors behind you.
The infected can’t open doors. Instead, they
must break them down with melee attacks.
While a simple wooden door won't last long
when faced with such violent attacks, it will
delay the infected, allowing your team to slip
away or prepare to engage the attackers.
Often the sound of the infected breaking
down a door is just enough to get your
team’s attention, preventing you from being
attacked from behind.

Use the vocalization command to quickly
relay information. This is a context-based
command that issues canned audio
messages to point out threats and supplies
to your teammates. Simply aim at an object
or threat and press the appropriate button or
key to make an announcement.

Keep tabs on your teammates. You can see
your teammates at all times, even if they're
not in your current line of sight. They appear
as blue glowing silhouettes if blocked by an
object such as a wall. If the teammate’s
silhouette turns orange, it indicates danger.
This could mean a variety of things. Your
partner could be covered in a Boomer’s bile,
dangling from a ledge, incapacitated, pinned
by a Hunter, or ensnared by a Smoker’s
tongue. In any case, get there as quickly as
possible to assist.
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The recent outbreak has Co t:‘*' ly change e

-

immune to or unaffected by the infection s N

dwindling every day, dwarfed by the rise of the un dea -
at the four survivors and all six infected varlants—o ering V|ta bacngBUnd information and

2 1d e ose | 0'

useful survival tactics for countering the undead menace.

1ne Survivors

When the outbreak first took hold, quarantines
were set up in an effort to contain the infected to
certain buildings and secure zones.The quarantines
were largely ineffective, though, prompting local
governments (backed by CEDA) to begin mass
evacuations. But by the time evacuation centers
were set up, the infection had expanded and could
not be contained. Many evacuation centers were
overrun by the walking dead. Others were simply
abandoned when it was realized they couldn’t be
defended. In the haste to evacuate, many citizens
were left behind to fend for themselves.Those
who waited for rescue were quickly overrun by the
swelling numbers of infected. But four strangers—
an unlikely group of—have taken their destinies
into their own hands, securing weapons and
formulating an escape plan.

Bill

Bill is a former Green Beret who served in Vietnam.
Although long removed from military service, Bill
proudly wears his beret to this day. An unapologetic
chain smoker, he has a gruff demeanor but brings
years of frontline military experience to his new-
found comrades. But-he’s not the type to issue
orders or flaunt his extensive knowledge and

experience.He's a man of action and doesn't really
care how he’s perceived. His only goal is to get out
of this situation and live to fight another day.

Francis

Everything about Francis screams rebel. He revels

in the image of an outlaw biker, complete with
leathers and intricate tattoo work covering his body.
Years of hard living have prepped him for the recent
crisis, hardening his senses to the everyday horrors.
While he comes across as someone who works best
alone, Francis is a consummate teammate and is
fiercely loyal, even to his diverse new friends.He
won't hesitate to risk his own life to rescue a fellow
survivor.



ZUEY'S RED JACKET 1S EASY 10 SPUT,

EVEN IN LOW LIGHTING CONDITIONS,
THIS MAKES HER A GREAT CHOICE FOR
YOUR TEAM LEADER, IDEAL FUR TAKING
THE LEAD DURING A SPEEDY ADVANCE
THROUGH ANY LEVELBJUST FOLLOW
THE RED JACKET. SO IF YOU PLAN 10
LEAD YOUR TEAM FRUM SAFE ROUSE
10 SAFE HOUSE, CHOUSE ZOEY,

T1ne Infected

Louis was working his regular job at an electronics

store when all hell broke loose.He managed to Those who have died and reanimated are referred 5 g
escape (still wearing his short-sleeve shirt and to as the infected. These are victims of a bizarre 52
red necktie) and eventually met up with the infection of unknown origin and transmission. = :
other survivors. Louis is the optimist of the group The infection manifests itself in different ways, B
but has alarmist tendencies. His ability to assess sometimes simply reanimating dead tissue and
situations and formulate solutions is a useful at other times triggering monstrous mutations, 2
asset. Like the other survivors, he’s committed giving the undead strange and terrifying abilities. %
to fighting his way through this crisis in hope of There are two subsets of infected: the common 2
reuniting with his friends and family. infected and the special infected. In a wide 3
majority of cases infection leads to death and
Zoey reanimation, turning a corpse into a common

infected or zombie.The common infected have
abilities similar to those of a normal living human.
But in the rare cases where postmortem mutation
has occurred, the corpse becomes a special
infected, often referred to as an infected boss.
These infected variants have different abilities
and characteristics, as detailed in this chapter. By
no means is this a definitive resource, but rather a
compilation of facts based on firsthand accounts
and credible reports from reliable sources.
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Upon first glance, Zoey seems completely out of

place in this group. But she plays a very important Common Infected -

role and has no problem keeping up with her { iy )

older and more experienced teammates.Only a (aka Zomb‘ef) { \g &

few years out of high school, Zoey has no formal QI t'he el #i\

military or survival training but has adapted well speellationof the :

to the chaotic situation. She’s proven to be a quick f;?—called S BEIS, N.F |

learner and has a wry sense of humor. Her quirky I Lzt i N

comments often break the tension, even in the really cal{sed the -

most dire circumstances. dead'to risg. And i
nobody may ever [ 7\
really know the / \ Y
answers to all the ead | f
hows and whys 'I / .

of the outbreak.
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somehow reanlmafe an r
living. Although they're C|ally rre "_}
the common infected, many survivors simply
call them zombies, since they resemble th"" 1-
walking dead popularized by horror movies. e,
However, such comparisons can be dangerous e i

because the common infected share few traits g  wastes ammo. The director
with the fictionalized zombie—see the “Zombie continually spawns more infected, so it's

Myths” sidebar. Most notable is the speed of the impossible to kill them all or completely clear
common infected, which has caught many a alevel. So keep moving and shoot only the
survivor completely off guard.Their clothes are zombies that get in your way.

also deceptive. Realize that some of the common
infected died and reanimated while on the job.
Although they may be dressed as police officers,
soldiers, or doctors, they have no intent to assist the

- -'__
1 0

In versus mode the commmon

living.

Anti-Zombie Tactics

-]

]

Zombies can be killed in a number of ways, but
the headshot is by far the most effective
method. All it takes is one bullet with any
firearm to score a kill. However, headshots can
be difficult to perform during chaotic attacks.
So aim for center mass, pumping three to four
rounds (or one shotgun blast) into a zombie’s
chest.

Some weapons can tear off a zombie’s arm or
leg. Severing limbs is just as fatal as a
headshot.

Individually, the common infected aren’t much
of a threat, but in great numbers they’re an
absolute menace. During swarm attacks, locate

the possible entry points and cover all of them.

If in an open area, go back to back with your
teammates and hold your ground while
covering all directions.

A Boomer’s bile, activated car alarms, and
finales can all trigger swarm attacks.The
director can trigger them as well, so when you
hear the cries of infected accompanied by
swelling dramatic music, get ready to make a
stand.

Shining a flashlight on idle or sitting zombies
gets their attention and prompts them to
attack. Sometimes these nonthreatening
zombies can be avoided.

infected are controlled and
automatically spawned by the

director. They are not playable
by the infected team. However,
the infected team can still take

advantage of their presence,
particularly for diversionary
purposes during swarm attacks.

&

Zombie Myths

As in any crisis, misinformation floods the
airwaves and permeates the streets as
those in power try to come to grips with
the situation.The recent outbreak is no
exception.The government’s own CEDA is
partially responsible for the circulation of
some these rumors, but the panicked public
is largely to blame for the proliferation

of these fallacies, fueled by pop culture
anecdotes derived from books, movies, and
video games. Here are a few of the common
misconceptions being spread about
zombies, countered by fact-based rebuttals.

Zombies are slow and clumsy. You can easily
walk right past them.

False.For reasons unknown, tissue decay has
not set in, and thus the common infected
have the same mobility as the living.They
can run, climb, jump, and perform vicious




melee attacks, sometimes at seemingly
superhuman speeds.

The only way to kill a zombie is by shooting
itin the head.

False.While headshots are fatal and often
the quickest way to dispatch zombies, the
undead can just as easily be neutralized

by severing a limb, lighting them on fire, or
simply shooting them in the torso several
times.

If you're bitten by a zombie you'll turn into
one.

Unknown.There are reports of this
occurring, but there is no hard evidence
to suggest that zombie bites or fluid
transference results in zombification. Still,
it's best to avoid any direct contact with
the common infected.

Zombies are weak and stupid. As long as you
shut yourselfin a room you'll be okay.

False.lt’s true zombies haven’t been
seen turning doorknobs, but they can
easily break through doors and boarded-
up windows. Staying put in a room or
structure with multiple insecure entry
points is a death sentence, even if you're
well armed.You'll run out of ammo at
some point,and the zombies just keep
coming.

Since they’re dead, zombies have dulled
senses, making it difficult for them to detect
the living.

False.While it's unclear how effective the
zombies' senses of taste, smell,and touch
are, their sight and hearing are sharp. Upon
: making visual contact with the living, they
- launch directly into attack mode, charging
at their prey at top speed. Even slight
noises prompt them to investigate in the
direction of the disturbance.Loud, high-
pitched noises send the common infected
into an absolute frenzy, causing multiple

-

www.primagames.com

EX T . AR

infected to swarm to the source in search
of prey. Some survivors have witnessed
such swarms when car alarms or metal
detectors are set off.

A zombie’s heart doesn’t beat, causing the

-

blood in its circulatory system to congeal. % 4
-

False.The functionality of a zombie’s 3 5
heart is unknown, but the blood remains 8; E
in a liquid state. Survivors engaging the 2 a

common infected at close range with
shotguns have reported being sprayed
with infected blood, particularly when
firing a decapitating headshot. Direct
contact with a zombie’s blood is not
advised, but it doesn’t appear to be
fatal, either. Some survivors have been
completely coated with infected blood
and have shown no signs of infection.
However, it’s strongly advised to avoid
contact with infected blood when
possible, especially around the eyes and
mouth.

[
e

Stay away from cemeteries. That’s where the
zombies are coming from.

False.There have been no confirmed
reports of the dead literally rising from
the grave.The infection seems to have
affected only the recently deceased.As a
result,zombies are much more likely to
be found at hospitals, coroner’s offices,
funeral homes, and crematoriumes.
Quarantined buildings and evacuation
centers are also likely locations and are
best avoided.

}SAALCH

(VEIVIEY ETITRIV



Common Infected
Achievements

=7 Name: Zombie Genocidest
M Description: Kill 53,595 infected.

Gamerpoints: 20

Name: 101 Cremations

01,4 | Description: Set 101 infected on Tips: Just keep playing.The stat is tracked
across all game modes, so every zombie you
kill while playing under the same gamer

profile is counted toward this achievement.

Gamerpoints: 20

Tips: Create a wall of fire between your
team and the source of a swarm attack
using molotovs or fuel cans.This is a great
way to kill multiple infected with flames.
Focus your blaze in narrow choke points,
such as alleys, doorways, or stairwells, for
optimal results. It will take multiple setups

e T

to accumulate the required kills. Ag e A atisnot
¥ the case with the Boomer.
. Name: Pyrotechnician ~ Along with exhibiting

I YN o P
certain mutations, the i f N
~ Boomerisinanadvanced F,,;‘_....-
~ state of decomposition. : e

Description: Blow up 20 infected
in a single explosion.

Gamerpoints: 20 lr'rfe‘rpaj_xissq'.é'ae_ca N -

. ,Jed to up of gases within the Boomer’s
Tips: Toss a propane or oxygen tank into - body, explaining the round, distended shape of
a large gathering of infected, then shoot - the torso and bubble-like growths beneath the
the tank to trigger a massive explosion.Try | skin.This condition is fuggher exacerbated by the .
you kill at least 20 infected. Pipe bombs ~essentially makes the Boomer a goo-filled balloon

% rarely attract enough attention to earn this just waiting to pop.And thaé&@fﬂy what occurs;
when the Boomer is shot, he explodes and splashes

achievement, plus they have a relatively 3

small blast radius anyone nearby with bile. But that’s not the worst

of it. The Boomer’s bile contains some chemical

=] Name: Spinal Tap property that attracts common infected, prompting
them to wildly attack anyone coated with the
Description: Kill an infected with a viscous muck. As a result, the Boomer often uses the
single blow from behind. bile as a weapon, vomiting on survivors to trigger a

. massive swarm attack.
Gamerpoints: 10

Tips: Perform this hit against one of the idle Anti-Boomer Tactics

infected. They're usually facing a wall with » The Boomer is a highly volatile target and
their heads buried in their arms.Turn off should be dealt with delicately. When you
your flashlight, sneak up behind one, and encounter a Boomer at close range, don’t
smack your victim in the back of the head shoot it. Doing so only coats you and your,
for a one-hit melee Kkill. teammates in bile, triggering a swarm attack.
- Instead, melee the Boomer, pushing him away
. ; from you. Backpedal to a safe distance and ~

shoot him.

*h "




' take
~ shotgun blast ora sniper rlﬂe round hz 125 the
same explosive effect.

W

When you are coated with a Boomer’s bile,
your vision is obscured for several seconds
by the thick yellowish goo. Instead of
shooting wildly at the incoming horde, resort
to melee attacks until your vision is restored.
This prevents you from accidentally shooting
teammates. Tossing a pipe bomb can also
come in handy, helping distract the infected
until you can see again.

“ If teammates are covered in bile they are
highlighted with an orange silhouette. Upon
closer inspection, you can see that they're
dripping with bile. Help them fight off the
attacking infected until their vision is
restored.

Because of the low health and limited
mobility, Boomers rarely expose themselves
in open areas. Instead, they usually hide
behind corners, waiting to vomit on
survivors.

Anti-Survivor Tactics

“ The white reticle in the center of the screen is
the Boomer’s aiming indicator. But the vomit
attack has a very short range, so pay close
attention to the reticle before losing your
lunch—the reticle turns red when a survivor
is within range. Only attack when the reticle
is red; otherwise, your bile will fall short of
the target. After vomiting, more bile must be
built up before you can attack again, as
indicated by the circular red meter in the
bottom-left corner of the screen.

» Boomers have a very short life span, so
embrace their volatility. Immediately
following a vomit attack, charge directly
toward a group of survivors.There’s a good
chance one of them will shoot and kill you.
But don’t feel bad; your bile will likely coat

e

ack. Chances are you'll be shot before you
can attack again.

T T

~ In addition to the vomit attack, the Boomer
can perform a standard melee attack. So try

to swipe at a survivor during melee fights. It’s

tough to get more than one hit in before
being blasted, but it’s better than nothing.

* A Boomer-initiated swarm attack is a great
way to launch a coordinated ambush. Once
the Boomer has vomited or exploded on at
least one survivor, the team'’s Hunters and
Smoker should attack.

* Spawn as close to the survivors as possible,
preferably right before you attack. This cuts
down on travel time and gives the survivors
less warning. As soon as you spawn, they’ll
hear your burps and grunts, giving them a
chance to prepare for a Boomer attack.The
less warning you give them, the more
effective your attack will be.

* Embrace your role as a bile bomb! Infected
can access rooftops and other high points
inaccessible to survivors. So look for
opportunities to drop onto survivors from
high elevations. The fall damage incurred
from long drops usually proves fatal, but if
you land close enough the survivors they’ll
all get covered in bile.

Boomer Achievements

4.
fe

Gamerpoints: 20

=1 Name: Barf Bagged

Description: Cover four survivors
with Boomer bile at once.

Tips: Hitting all survivors with one vomit
attack can be tough. For best results, try to
ambush the survivors in a narrow choke
point, such as a doorway, alley, or stairwell.
It can also be possible to hit them as they
exit a safe house.
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Name: Blind Luck

Description: You or another
survivor takes no damage after
being vomited on by a Boomer.

Gamerpoints: 20

Tips: Surviving a swarm attack without
taking damage can be tough, but it’s not
impossible. It’s easiest if you're in a room
with only one entry point.That way you
and your teammates can focus your fire

on a single doorway to eliminate the
stampeding horde before they can advance
to melee range.

(\EY CHEEE

Description: Shove a Boomer
and then kill him without him
splashing on anyone.

Gamerpoints: 10

Tips: This one’s easy as long as your
teammates keep their distance.When
encountering a Boomer at close range,
simply use a melee strike, back up, and
shoot him.If nobody is covered in bile
following the explosion,you'll earn the
achievement.
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The Hunter G)

Some survivors have reported ‘ \

seeing infected leaping great J,

distances,pouncingon ~_ # \ l‘ "‘*
the living and tearing -

into their flesh with animal-like - |
claws. At first, such terrifying ’,f |
accounts were ignored, N ih
believed to be unreliable 3 )
reports from panicked survivors : ]

suffering from post-traumatic

stress syndrome. Others theorized

that these attacks were actually

performed by large cats that escaped from zoos.
Still, the reports persisted and these shadowy
infected attained an appropriate yet disturbing
nickname: Hunter. Little is known about the Hunter’s
physiology, but the infection seems to have caused
mutations in the legs, giving this infected leaping

ﬁlj‘\.‘; ME t{'!{_h.,,!" i : .
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I CEAMOT
ed.This the Hu unter’s most terrifying
attrlbute and | elps ez(plam why some survivors
have reported—seelng these mfected attacklng from
nowhere . :~.~.
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Anti-Humer Tactics

“ Hunters produce a distinctive raspy growl when
stalking nearby, so keep on your toes when you
hear this. When attacking, they emit a high-
pitched shriek as they fly through the air.

“ Looking for Hunters? They're always dressed in
gray hooded sweatshirts. They’re also the only
infected that can crouch low to the ground like
a frog.They must crouch before they leap, so
be prepared for an attack when you see a
Hunter take a low stance.

# The Hunter’s primary attack is the leap. If
leaping at a survivor, the Hunter will pin his
prey and begin slashing away. The victim is
completely helpless if this occurs, so it’s up to
teammates to engage the Hunter.

“ When attacking a Hunter on top of a pinned
teammate, use melee attacks to knock him off.
This prevents you from injuring your
teammate with friendly fire—an important
consideration when you’re equipped with a
high-powered weapon like a shotgun or sniper
rifle. But be prepared to shoot the Hunter as
soon as he’s knocked off your teammate.
Otherwise, he will attack again.

# It’s possible to blast a Hunter and kill him as he
leaps through the air. But due to the speed of

the Hunter, killing a Hunter outright is difficult.

Shotguns are most effective at killing Hunters
in mid-flight. '

# A Hunter’s pinned victim is highlighted with a
red silhouette, making your teammate easy to
locate even when out of sight. Rush in the
direction of the Hunter and save your
teammate before it’s too late.
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~ Hunteris crouched a gray line circles around  When leaping long distances it may be
the reticle in a counterclockwise fashion.

e 1

screen also tracks this.When t|
' ~ . <

When the gray line becomes a ring, it turns
white, indicating that a leap attack is
possible. While still crouched, press the fire
button to perform a leaping attack.

If you successfully pin a target, continue
holding down the fire button to slash away at
your victim with the Hunter’s claws. Continue
attacking until you're attacked with a melee
strike or killed by another survivor.

Although the Hunter can run around in an
upright position, it’s far quicker (and safer) to
travel by leaping. Simply keep the crouch
button depressed and leap from one spot to
the next. This not only allows you to cover
great distances, it also makes you much
harder to hit. However, it isn’t very stealthy
since the Hunter shrieks with each leap. After
each leap keep the crouch button
depressed—if you stand up, it takes longer to
recharge the leap attack. If you land near
survivors, they're affected by a small
concussive impact that causes them to
stumble backward for a few seconds, buying
you more time to attack or escape.

Sometimes survivors separate, providing the
perfect opportunity to pounce.Try to isolate
lone survivors located on higher or lower
elevations than their teammates. You might
be able to incapacitate or kill a lone survivor
whose teammates have no way to get back to
the attack site to stage a rescue attempt.
Most maps have critical one-way elevation
transitions where such attacks are very
effective.

In most cases, Hunters must rely on their
teammates to stage successful attacks. Try
letting a Smoker drag prey away from the
main group, then pounce once the snared
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own—you won't last long.
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necessary to aim up, to compensate for
range. This launches the Hunter in an arc-like
trajectory, allowing you to cover more
ground. It may take some practice, but once
you get the hang of it, it’s a great way to
travel far in a short span of time.

AT e Tl i .

Hunter Achievements

- Name: Dead Stop
Ry N
/%" 58 | Description: Punch a Hunter as

he is pouncing.
Gamerpoints: 10

Tips: This is easiest if a Hunter is leaping
directly at you.If you time it just right,

you can hit him with a melee strike as he
leaps through the air.But just like hitting a
fastball, it takes precise timing to pull this
off; otherwise, you'll be pinned.

Name: Double Jump

e "e . e
¥4 | Description: Pounce on two

different survivors in one life as a
Hunter.

Gamerpoints: 20

Tips: When knocked off a survivor with

a melee attack,immediately leap onto a
second survivor. If that’s not possible, leap
to safety and regroup. If you can get away
and pin a different survivor, you'll earn this
achievement.But it’s not easy, so it may
take several attempts.
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Name: Hunter Punter

Description: Shove a Hunter off of
a pinned and helpless survivor.

Gamerpoints: 10

Tips: Simply use a melee strike on a Hunter
that has pinned a teammate to earn this
easy achievement.

Name: Jump Shot

Description: Headshot a Hunter L
while he’s leaping.

Gamerpoints: 20

timing and aim.To increase your chances of
scoring a headshot, use a shotgun or a full

When Smokers were first

encountered, it was believed the

lasso and drag survivors great |

distances.The prospect of the /

impact on survivors. But the

truth behind these attacks was

infected, mutations have rapidly

constrict victims. Severed tongues from neutralized

specimens have measured up to 50 feet long.The

the source of the green gas emitted by these special

infected, but there’s no hard evidence to indicate

but somewhat misleading name. Military and law

enforcement personnel have reported Smokers

Tips: Like Dead Stop, this requires precise

auto burst from an SMG or assault rifle.
The Smoker
common infected were using ‘ \\
ropes or similar implements to
infected using such tools and
advanced tactics had a chilling
even more unsettling.In some
altered the length and function of the tongue,
giving it the ability to snatch prey and either drag or
Smoker’s skin is covered with boils and growths. It’s
been theorized that these skin abnormalities are
how or where these noxious fumes are generated.
This green “smoke” gave rise to this variant’s popular
exploding when fired upon, emitting large clouds of
this putrid but otherwise harmless gas.

.":_-'-

~ thei oW , withou -n- rt from other mfected. :
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© Listen closely for nearby Smokers.They make

gasping and coughing sounds, undoubtedly
caused by the gas they produce.

© If ateammate is ensnared by a tongue attack,

quickly locate the responsible Smoker and
shoot him. If the Smoker isn’t within view,
perform a melee attack on the tongue to
release your teammate. Avoid shooting the
tongue to prevent inflicting friendly fire on
your teammate. Once a Smoker has snared and
released a target, he can’t attack for several
seconds. Use this time to hunt him down
before he can strike again.

= If you're grabbed by a Smoker’s tongue there
are a few things you can do to escape. First,
turn toward the Smoker and shoot him. If
being dragged from long range, you will have
a few seconds to fire your selected weapon. As
the Smoker draws you closer, you lose the
ability to fire your weapon, and the camera
switches to a third-person view. At this point,
try to wiggle your way out of the Smoker’s grip
by quickly moving back and forth. You'll
eventually be trapped as the Smoker performs
melee attacks or constricts you. During this
stage of the attack you must rely on a
teammate to set you free, otherwise you'll be
incapacitated and possibly killed if nobody
responds.

# The green gas emitted by a Smoker during
death is not harmful, but it causes survivors to
cough and gasp for air while moving through
these clouds. Furthermore, the gas inhibits
vision, preventing you from seeing clearly. So
move through these noxious fumes as quickly
as possible.

# Like Hunters, Smokers can blend in easily with
the common infected. They wear blue pants



Antl S vwor Tac acs

@ n

]

The Smoker is the infected equivalent of
sniper, the only variant that can stealthily
attack at long range. The white reticle in the
center of the screen is the aiming indicator
for the Smoker’s tongue attack. Pay close
attention to the reticle before attacking.
When placed over a survivor who's within
range, the reticle turns red—press the fire
button to snare the survivor within your
sights. If a target is within the reticle but it’s
still white, the survivor is out of range. Move
closer and attack only when the reticle is red.
After a successful attack, the Smoker’s
tongue attack must recharge, as indicated by
the red circular meter in the bottom-left
corner of the screen.

Once a victim is snared the Smoker can inflict

two kinds of damage: melee and constriction.

If there are no obstacles between you, your
victim is pulled directly to you, allowing you
to pummel the survivor with your fists—just
hold down the fire button. However, there are
times when survivors get hung up on objects
while being dragged toward you. In these
circumstances, when a survivor can be
dragged no farther the tongue takes over,
automatically constricting the victim.

The damage output of melee-based and
constriction-based attacks is identical, so
there is no benefit to one over the other.
However, constricting a victim allows the
Smoker to inflict damage at range, often
while remaining concealed, so always look
for constriction opportunities. For example,
try targeting survivors through chain-link
fences or other barriers.They’ll be pulled up
against the fence, allowing you to hang back,
preferably behind a piece of cover.You
cannot move while the tongue attack is
active, so scout out your location carefully
before attacking.

~ constri

poftop usually provides cover,
~ preven mg"h‘e-other survivors from
targeting you.

© The Smoker’s long-range attack is a great

benefit to teammates. Pull a survivor into an
isolated area or room so your Hunter or
Boomer teammates can attack without
exposing themselves to the full group.

# Like the Hunter, the Smoker can benefit

greatly from exploiting areas with one-way
elevation transitions. Wait for three of the
survivors to drop to a lower level and then
snare the lone straggler. If you remain
concealed, you can constrict or pummel your
prey to death with no fear of retaliation. With
no way to get back up and rescue their
teammate, the survivors will simply have to
press on without their comrade.

urthermore, the edge

Smoker Achievements

Name: Chain Smoker

Description: Constrict two
survivors in one life as a Smoker.

Gamerpoints: 20

Tips: This is easiest if attacking from a
rooftop or other elevated position. Grab
and constrict one survivor while remaining
concealed. Once your first victim has been
rescued, recharge your attack and grab a
second survivor. A different survivor must
be attacked and constriction damage
(even minimal) must be dealt in both cases.

Name: Drag and Drop

Description: Rescue a survivor

damage is taken.

Gamerpoints: 20

from a Smoker’s tongue before ,;
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Tips: React quickly and target a Smoker just
as a teammate is being dragged. During
this portion of the attack, no damage is
inflicted on your teammate. If possible,

i strike the tongue with a melee attack for a
S B quick release. Otherwise, shoot and kill the
Smoker. =€

|

TS e friace and s a3

- boulde ive chunks of concrete, and even
for hfts Whl| all infe ted have melee atta
Tank’s are by fa Q’ne ost dead'ly By some reports

- Tanks have sent vgcﬂms?l}r:ng overa hundred yards

with one swipe.

Name: No Smoking Section

) Description: Kill 10 Smokers as
they are pulling helpless survivors.

Gamerpoints: 15 5 - s
Anti-Tank Tactics

TipS: You must kill the Smoker while he’s “ TheTank s by far the most deadly of the
dragging a teammate. The kill won't count infected and must capture the attention of the
if your teammate is being pummeled or entire team if you have any hopes of killing
constricted at the time of the kill. It must one. Although incredibly strong, the Tank isn’t
occur during the drag portion of the attack. [ very fast. It's entirely possible to backpedal

while firing at the Tank without getting
touched. But that’s assuming you don’t run out
of room or back into a corner—in which case
you're pretty much screwed.

Name: Tongue Twister

&ll} Description: Free yourself from a

Smoker who has grabbed you with

his tongue. “ You can hear a Tank long before you can see
o l him. His thundering footsteps echo
Gamerpoints: 20 : throughout a level once he’s spawned,
Tips: The easiest way to earn this ' providing your team with plenty of time to
achievement is by shooting the Smoker, but prepare for an attack. Use this time wisely to
you can also free yourself by shaking loose relocate to an open area that will allow you to

evade his attacks. The sound of his footsteps is
accompanied by foreboding music, so there’s
no mistaking his arrival.

while being dragged. Once constriction or
melee damage has been dealt, you must
rely on a teammate to save you.

The Tank

The full mutative qualities
of the infection are in

full effect in this muscle-
bound variant commonly
referred to as the Tank.
Instead of promoting

= Assault rifles and auto shotguns are the most
effective weapons for killing a Tank. Their high
damage output and rapid rates of fire can
quickly deplete a Tank’s health.

# If a Tank stops and picks up an object, he’s
preparing to heave it in your direction. Instead
of backpedaling, move laterally (strafe) to

tissue decay, the (A avoid getting smashed by the incoming
infection has triggered | i" projectile.

dima-yue 9T°W?h | ( * When first encountering a Tank, try to smack
PO Uit ol him head on with a molotov cocktail. Setting a

rapid development of J \
muscles.The muscles ;
not only give the Tank
. . . incredible strengthibut.also serve.as.a
< @& type of organic body armor, preventing bullets

Tank on fire (with a molotov or ignited fuel
can) initiates an internal death timer, giving
the Tank only 30 seconds to live, regardless of
what his health bar reads. But fire also slowly
eats away at the Tank’s health. So if you keep
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This is when fire becomes an essential Tank
killing tool. Simply light one on fireand
evade for the remaining 30 seconds.
Shooting it just wastes ammo.

Anti-Survivor Tactics

“ In versus mode, the Tank spawns usually no
more than twice in a map.Who spawns as the
Tank is chosen randomly among your
teammates. But everyone is notified when a
Tank is about to spawn, warned by a message
that appears in the center of the screen—
included in the message is the name of the
player who will spawn as the Tank.

The Tank has two attacks: a standard (yet
powerful) melee attack and his throw attack.
The melee attack is the most effective and
can be delivered at more frequent intervals.
When initiating the throw attack you must
first stop, pick up an object (usually a chunk
of concrete), and throw it. While remaining
still you present an easy target for the
survivors, so stay on the move and chase
down the survivors while taking swipes at
them.

]

While playing as the Tank, there’s a white
progress bar on the right side of the screen.
This is the control bar. Every second you're
not attacking a survivor, the white bar
decreases, indicating how long you have until
you lose control of the Tank—if this bar is
depleted entirely, another player is given
control.To prevent this you must hit a
survivor to reset the control bar. So you must
play aggressively as the Tank and stay on the
attack at all times. There’s no time to hide and
set up ambushes.

"

Since the survivors can outrun the Tank, look
for opportunities to corner your prey. If you
can get a survivor up against a wall, you can
dish out some serious damage with melee

. v
B

Tank attac-ﬁs‘ generate all sorts of panic
among the survivors, creating the perfect
opportunity for your teammates to attack. If
your teammates spawn as a Smoker and two
Hunters at the time of the Tank attack, you
can really pour on the hurt. While the Tank
engages one survivor, the Hunters and
Smoker can pin and ensnare the other three,
practically neutralizing the opposing team
within a matter of seconds.

If you spawn as a Tank on a rooftop or other
area with long drops, try to knock survivors
off these high areas—the hospital rooftop at
the end of No Mercy is the perfect location for
such attacks. One hit in the proper direction
can send a survivor flying off a rooftop in a
fatal plunge.This is by far the quickest way to
kill a survivor.

Tank Achievements
Name: All 4 Dead

Description: Kill all four survivors
in one life while playing as a Tank.

Gamerpoints: 30

Tips: This is nearly impossible unless the
survivors are all at low health.So it's up

to your team to deal as much damage as
possible before the Tank spawns. If you
spawn as the Tank, focus on incapacitating
the survivors one at a time, starting with
those with the least health—they’ll

be highlighted with a red or orange
silhouette.

o | f they're all incapacitated, there’s L
no one left to revive them, ending the match.
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Name: Man vs.Tank

&=
‘.{'[V Description: Single-handedly kill a
Tank.

Gamerpoints: 30

Tips: This achievement requires the
cooperation of your teammates.Tell them to
hold their fire and simply evade the Tank's
attacks. Meanwhile, engage the Tank on
your own, preferably using an auto shotgun
or assault rifle. For best results, attempt this
achievement on a low difficulty setting so
the Tank doesn’t have much health to begin
with.This will not work in single-player
because your Al-controlled teammates
automatically engage the Tank.

ol Name: Tank Busters
: : Description: Kill a Tank without _ sn:ﬂar ittrllbuuas Iand Iclt\airﬁacterlstlcs mclug!uﬁg-‘p
t him dealing any damage to a RAICEA] °ngcaW
- “eyes—clearly signs ion-base

survivor.

Furthermore, they wi ing uncontrollably
Gamerpoints: 20 ~when dis ed,a behavior that has caught many a A
- good samaritan completely unprepared. As word of
" Tips: Attempt this achievement at one A -'S|m'“1ar attacks spread, these infected became known
of the easier difficulty settings, otherwise - as Witches. Firsthand accounts of Witch attacks are -
it's very tough.The terrain largely dictates rare and somewhat dubious, but that hasn't stopped
your team’s success. If you can continue the proliferation of rumors and tall tales.In some of
L backpedaling while shooting, you can all these stories individual Witches have been credited
avoid getting hit by the Tank. But this only with wiping out entire squads of well-armed troops.
works in large open areas. ~ While the body counts differ from story to story, there
~ are afew disturbing common threads in these tales:
: = Name: Towering Inferno the Witch's alarming speed, her tenacious ferocity,and
i:i Description: Light a Tank with a gupmg alange :
L
molotov. - Anti-Witch Tactics
Gamerpoints: 10 - = While aggressive behavior is a common trait
. . . shared by all infected, the Witch is the only
Tips: If you have trouble targeting a moving variant that has a truly passive side. It's
Tank, wait until he stops to pick up an object entirely possible to walk past a Witch (ata
to throw. But act quickly or else you may get distance) without provoking her.But if startled .
| hit by the flying projectile before you can she will attack, singling out the individual ~ -
toss the molotov. responsible for the disturbance. 5

® As with Tanks, the presence of a Witch is easy to
detect if you listen closely. For one, she has her
own spooky musical soundtrack, which plays as
long as you're within her area. Second, you can -
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‘Sometimes they’re placed in areas that can be
bypassed, and at other times the director puts -

ted, Witches art '-- nly spa
by the dlrectoﬁz increase the difficulty.

them right in your team’s path. In these cases
you must kill the Witch. Distance is your best
ally when confronting a Witch, so back off as far
as possible before opening fire. When everyone
is at maximum range, open fire simultaneously.
The Witch will come charging at the first player
who hit her, so if that teammate is knocked
down, be sure to provide protection. Given the
Witch'’s speed, it’s tough to score headshots, but
this is by far the quickest way to kill her.

If you can’t engage a Witch at long range,
look for other ways to delay her attack. If
she’s in aroom, toss a molotov at her and
shut the door. She'll eventually claw her way
through the door but will sustain heavy
damage from the molotov while doing so.
Pipe bombs will not draw her attention, but
she will attack whoever threw it.

Sometimes Witches are spawned next to cars
equipped with alarms, testing your team’s
ability to remain calm. If the car alarm is set off
it not only startles the Witch but also triggers a
swarm attack. This is a very bad situation and is
best avoided, but if it occurs, kill the Witch first,

then turn your attention to the incoming horde.

T
THE WITCH 1S NOT PLAYABLE IN VERSUS
MOUBE BUtT SHILL MAKES APPEARANCES
DETERMINED BY THE DIRECTUR. THE
INFECTED TEAM SHOULD ALWAYS

TRY 10 SET UP AMBUSHES NEAR
WITCHES IN AN ATTEMPT 10 CAUSE
THE SURVIVORS 10 STARTLE HER,
SHE'S A VERY POWERFUL rURcE
MULTIPLIER FOR THE INFECTED,
TAKE ADVANTAGE OF HER,

|ﬂ ||.1l"-
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3 Name: Burn the Witch

e |
A% | Description: Light a Witch with a
molotov.

Gamerpoints: 10

Tips: Don't wait until she attacks.Toss a
molotov at her while she’s crying and in
a seated position—then be ready for the
consequences.

"{ =1 Name: CrOwnd
2

Gamerpoints: 30

Description: Kill a Witch with a
single headshot.

Tips: Startle a Witch and then shoot her in
the head with a sniper rifle as she charges at
you.Make sure nobody else on your team
fires.Only attempt this at long range so you
can fire follow-up shots if the first one misses.

o

‘l;&\
v

Name: Do Not Disturb

Description: Sneak past all
Witches in a campaign without
disturbing one.

Gamerpoints: 20

Tips: Earning this achievement depends
largely on the director’s placement of
Witches, but if you keep your flashlight off
and crouch while moving, you can sneak
past most of the Witches the director
throws at you.

=2 | Name: Witch Hunter
0 s

—

Y

et
<08

Description: Kill a Witch without
any survivor taking damage from
her.

Gamerpoints: 20

Tips: Distance is the key to earning this
achievement. Attack a Witch at extreme
long range, preferably with four assault
rifles. If you're back far enough and land
your shots, you should be able to kill the

Witch before she advances to melee range.

If necessary, have the targeted teammate
backpedal as the Witch draws near.

|eAlAang

—_—

-

}SOAIRH
SIUIUWIIAINYIYY poolq 11y peaq lIel yeaq A213|A] ON

¥

i

suodeapp

saiddng g

25"



26"

of rescue.You must defend yourself against the growing populatlon o?

doing so requires a firm understanding of firearms and the speC|aI|zed tactics ¢ assoaated

with each type.In this chapter we take an in-depth look at each weapon, prowdlng stats
and vital employment tips, helping you make each shot count. During your trek you'll

also encounter a variety of supplies and pickups your group of survivors can use to their
advantage.These items and all health supplies are also discussed, so pay close attention.

Standard Wedanons

These basic weapons are available at the start

of every movie.They can also be found in early-
stage safe houses. Although they lack some of the
advanced features of the weapon upgrades, they're
still formidable weapons capable of dealing with
any threat the director throws at your team of
survivors. But choose your weapons wisely. Always
start with a mix of SMGs and pump shotguns to
balance out your team'’s capabilities.

Pistol

DET) ET T-HINeIY

Penetration: Low

Accuracy: Moderate

Range: Short-Intermediate

Rate of Fire: Moderate

Reload Time: Fast

Fire Mode: Semi-automatic

Magazine Capacity: 15 (30 for Dual Pistols)

Ammo Count: Unlimited

Descrintion

Based on a popular design dating back nearly a
century, this semi-automatic handgun is a formidable
backup weapon. Its widespread use among police
departments, the military, and civilians ensures

it's easy to find during any outbreak. Although it’s
not the most powerful firearm available, it's quite
accurate and can fire multiple rounds in a short
span of time. Furthermore, a spent magazine can be
ejected and a fresh magazine loaded within a few
seconds. Since the weapon can be operated with
one hand, a shooter can carry and fire two pistols
simultaneously.

Field Notes

The pistol suffers from low damage output and
penetration. For best results, aim for the head
for instant kills against common infected—all
it takes is one shot. Otherwise it may take two
or three rounds to the chest to guarantee a kill.

Pistol rounds cannot sever limbs or decapitate,
no matter how many shots are fired.

Two pistols are always better than one. Look
for pistols lying around and pick one up so you
can wield dual pistols. This essentially doubles
the pistol’s magazine capacity, rate of fire, and
damage output. There is no downside.Once a
second pistol is acquired, it cannot be dropped
unless you're killed.

The pistol has an unlimited supply of ammo, so
use it as frequently as possible to conserve
ammo for your primary weapon. Equip it when
engaging isolated threats in low-density areas.
Then switch to your primary weapon when
dealing with larger groups or infected bosses.

When armed with a shotgun, use the pistol to
engage threats at intermediate to long range.
It's far more effective at these distances than
either shotgun.

» If you're incapacitated and lying on your back,

the pistol is the only weapon at your disposal.
While the situation is desperate, it’s not
completely hopeless. Continue firing on
nearby threats while waiting for a teammate
to revive you.



Pistol Achievements

Name: Akimbo Assassin

|eAlAang

#."| Description: Survive an entire
campaign using only pistols. e

-;'hn;'
| st ually ejected and a new
shell loaded by worl g the pu p-action handle,

Tips: This is tough and is best attempted - giving it a comparatively slower rate of fire than all
at the easier difficulties or when playing - the other weapons. Loading time is also a concern,
with a competent team willing to cover ~ as the weapon must be loaded one shell at a time.
you for an entire campaign. Avoid picking But the awesome damage output more than

up any other weapons while attempting makes up for these deficiencies.

this achievement. : '

Gamerpoints: 30

p3ayp3juj pue 'F"I
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Field Notes

“ This shotgun is an absolute meat-grinder at

Name: Ground Cover

Description: Save another close range, capable of blowing off zombie
survivor from a special infected limbs and heads with one shot. Accuracy isn'ta
while on the ground. big issue either—just point and shoot. Severing

B a zombie's arms or legs is just as lethal as
exploding its head or peppering its torso, so
don’t worry about fine-tuning your aim.

-

Gamerpoints: 30

e

Tips: While incapacitated and lying on

your back, look around and open fire on = The weapon’s shot is capable of penetrating

a Hunter, Smoker, Tank, or Witch that is multiple targets, so it’s great during swarm
attacking a teammate.You must kill the attacks. For best results, aim at a doorway or
attacker with your pistol(s) to get the another bottleneck to kill multiple zombies
achievement—it’s easiest when targeting with a single shot.

a Hunter or Smoker that has pinned or

- “ The pump shotgun is the heavy hitter of the

standard weapons and should always be
equipped by at least one member of your

P um P S h Otg un team. It’s perfect for close-combat situations

in buildings and other cramped spaces. While

clearing interiors have teammates equipped

with this weapon take the lead.

Damage: High
= Make a habit of loading fresh shells into the

weapon after each engagement. If the
Accuracy: Low weapon runs completely dry, it will take
Range: Short-Intermediate several seconds to completely reload it,
leaving you vulnerable to attack.

Penetration: High

Rate of Fire: Slow

Reload Time: Slow # Like all weapons, the pump shotgun can be
used as a melee weapon.This is critical and
should become second nature, particularly
Magazine Capacity:8 when reloading or when confronting a

Total Ammo Count: 128 + 8 Boomer at point-blank range.

}SOAIRH
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The weapon’s damage output is a double-
edged sword, particularly when playing at the
harder difficulties. One misplaced shot could

seriously injure or incapacitate a teammate. So

be extremely careful when firing around
teammates. If in doubt, use melee attacks until
you can get a clear shot.This is critical when
trying to knock away Hunters or Smokers,
because attacking them directly could hurt a
pinned or ensnared teammate.

The auto shotgun is better than the pump
shotgun in all categories. So look for the
opportunity to upgrade—and never
downgrade.

Submachine Gun (SMQG)

-

Damage: Low
Penetration: Low
Accuracy: Moderate

Range: Short-
Intermediate

Rate of Fire: Very High
Reload Time: Fast

Fire Mode: Automatic
Magazine Capacity: 50
Total Ammo Count: 480 + 50

Description

Although illegal in most jurisdictions, automatic
submachine guns like this are prized possessions of
rural hunters and urban street gangs, making them
relatively easy to find, regardless of setting. What it
lacks in stopping power, the SMG more than makes
up for with its blazing rate of fire; it can empty its
50-round magazine in a few short seconds. As a
result,ammo consumption is a serious concern,

requiring great discipline from the shooter.The high
rate of fire also results in excessive recoil and muzzle

climb.To conserve ammo and keep the weapon on
target, fire in short three- to four-round bursts.

Field Notes =Y
_ Bullet for bullet, the SMG inflicts less damage

than the pistol. Therefore, it may take up to
five rounds to neutralize a-sl%ﬁ

When time allows for precise aiming, go for
headshots for the quick takedown. Scoring
headshots helps conserve ammo, too.

The SMG'’s small, low-velocity rounds don’t
have the power to penetrate multiple targets.
Nor can they sever limbs or cause heads to
explode.

Consider equipping the pistol when
confronting individual targets or clearing
low-density areas. This helps save your SMG's
ammo for true emergencies.

Operating the SMG requires a cool head and a
steady hand. Even during swarm attacks, avoid
holding the trigger down for a long time. This
simply wastes ammo as your weapon pulls off
target or pumps round after round into an
already-neutralized zombie. And never swing
the weapon left or right while firing—this is a
good way to hit teammates. Lay off the trigger,
aim, and then shoot.

At point-blank range, push zombies back
before engaging them. If firing at such
extreme close range, it’s difficult to aim, and
often bullets fly off target, over a zombie's
shoulder. After the melee attack, recenter your
aim and perform a headshot as the zombie
stumbles backward.

The SMG'’s low damage output and lack of
penetration can work in your favor when
engaging Hunters or Smokers attacking your
teammates. If you're not within melee range,
simply shoot the attackers until they’re no
longer a threat. Even if you hit your teammate,
it won’t do too much damage.

The assaultrifle has a lower rate of fire than
the SMG, but in all other aspects, the assault
rifle is a far superior automatic weapon.
Upgrade as soon as possible.

zombie.
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Auto Shotgun

Damage: High

Penetration: High

Accuracy: Low

Range: Short-Intermediate
Rate of Fire: High

Reload Time: Slow

Fire Mode: Automatic
Magazine Capacity: 10
Total Ammo Count: 128 + 10

Descrintion

This combat automatic shotgun performs similarly
to the standard pump model but can be fired
automatically by simply holding down the trigger.
The increased rate of fire is a welcome addition,
particularly when confronting large swarms

at close range. But unlike the other automatic
weapons, it utilizes an under-barrel tube magazine
that must be loaded one shell at a time, just

like the pump shotgun. However, the weapon'’s
long reload time and limited range are its only
drawbacks.

Field Notes

» The damage output of the auto shotgun is
identical to that of the pump shotgun, with
the same spread and penetrative qualities. As
a result, it’s best employed at close range
against tightly clustered targets. Take
advantage of choke points for optimal
results.
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you're pomtmg the

“weapon a'l:.AIso, when it's fired automatically
~ the weapon’s recoil causes the muzzle to

climb. So let the weapon settle before firing
follow-up shots.

~ Always be aware of your backdrop.

Teammates standing behind your target
have a strong chance of being sprayed by
penetrating shot. Firing the weapon
automatically can pose a huge threat to your
teammates, especially at the higher difficulty
levels.

* Like the pump shotgun, this weapon can

[®
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sever limbs and heads with a single shot, so
go easy on the trigger when engaging
individual zombies.

Avoid shooting the auto shotgun at distant
targets—it will do little to no damage,
wasting ammo. Instead, rely on your pistol or
the long-range weapons of your teammates
to deal with such threats.

Keep the weapon loaded to capacity at all
times. If the weapon runs dry, it must be
reloaded one shell at a time. This can take
several seconds thanks to the weapon’s
10-shell magazine. Be prepared to knock
away zombies with melee attacks while
reloading. Also, let your teammates know
you're reloading, so they can cover you.

As with the pump shotgun, have teammates
equipped with the auto shotgun take the
lead when clearing building interiors or
other confined spaces.They're best suited to
engage infected that leap or rush around
corners.
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As with the SMG, avoid g!l%'ng bursts~to
enhance accuracy and conserve ammo. The

Damage: Moderate
Penetration: High
Accuracy: High
Range: Short-Long
Rate of Fire: High
Reload Time: Fast
Fire Mode: Automatic
Magazine Capacity: 50
Total Ammo Count: 360 + 50

Descrintion

This is the standard-issue infantry assault rifle
employed by the military and some police agencies.
These rifles can usually be found in areas that have
been overrun or completely abandoned by the
armed forces and local law enforcement. It’s a highly
versatile weapon perfectly capable of engaging
targets at short, intermediate, and long range.
Although equipped with automatic capability, it's
most accurate when fired in short controlled bursts
from a stationary, crouched stance.

Field Notes
The assaultrifle is easily the most well-
rounded weapon available thanks to its solid
performance in a variety of situations and
settings. It’s a vast improvement over the SMG,
so upgrade at the earliest opportunity.

While not as powerful as the shotguns, the
assault rifle can still shear off zombie limbs
and heads with a quick automatic burst.

Given the rifle’s automatic capability and
penetration power it's possible to score
multiple headshots with a single auto burst.
Bullets fired through one target’s head
continue traveling in a straight line,
penetrating anything behind it. Also, try
aiming therifle at head level and panning the
crosshairs across multiple targets to decapitate
a line of approaching common infected.

assault rifle’s recoil isn’t as harsh as the SMG’

but muzzle climb is still whﬁn M‘:
- b i ,‘

Iengthy bursts.

If you're running low on ammo, switch to the
pistol and preserve the assault rifle’s ammo for
critical events like run-ins with Tanks or
Witches. Two or three assault rifles firing on
full auto can quickly deplete the health meter
of a Tank or Witch.

When engaging targets at long range, always
drop to a knee before firing. This not only
increases the rifle’s accuracy but also
minimizes the effects of recoil.

During swarm attacks try to take advantage of
bottlenecks such as doorways. Firing
automatically into a doorway filled with
infected is a great way to mow down large
groups of infected in a matter of seconds.
Unlike the SMG's, the rifle’s penetration
ensures any targets behind the first row take
ETGET[-R

Sniper Rifle

- =

Damage: High

Penetration: High

Accuracy: Very High

Range: Intermediate-Long
Rate of Fire: Moderate
Reload Time: Slow

Fire Mode: Semi-automatic
Magazine Capacity: 15
Total Ammo Count: 180 + 15

Description

Primarily designed as a hunting rifle, this semi-
automatic “ranch rifle”is fitted with a scope ideal
for engaging targets at long range. Constructed
of blued steel and hardwood, the rifle is extremely
durable and reliable. But its stopping power is its
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ield Notes

' The sniper rifle is the most specialized

weapon available and is most effective at
mid-long range. For this reason, equip your
team with no more than one of these rifles—
greater balance is required.

* Use therifle’s scope only when a teammate is

nearby to cover you.While peering through
the scope it’s easy to get flanked. In most
situations, the crosshairs on the HUD are
adequate for aiming.

“ This weapon delivers the same punch as a

shotgun, but with far greater precision and
range.There’s no need to try for headshots. A
single shot to the chest of a zombie is just as
deadly. Single shots also sever limbs and
explode heads.

Due to the rifle’s penetrative power, a single
round can pass through and kill multiple
zombies. So don’t be afraid to fire the rifle
into large clusters of infected gathered in
doorways or other choke points. Just make
sure none of your teammates are in the path
of the unstoppable bullet.

Despite its box magazine, the reloading
process is cumbersome. So be ready to knock
away infected with melee attacks while
reloading.

» Always supplement a sniper rifle with at least

one assault rifle and one auto shotgun to
balance out your team’s firepower. You'll
need the assault rifle’s automatic fire and a
shotgun’s close-quarter proficiency to make
up for the sniper rifle’s shortcomings.

» Avoid camping out on high perches and

taking potshots at distant nonthreatening
targets. It's important to keep moving.

Damage: High
Penetration:
7 High

Accuracy: Moderate

Range: Intermediate-Long
Rate of Fire: Extreme
Reload Time: N/A

Fire Mode: Automatic

Magazine Capacity: N/A

Total Ammo Count: Unlimited

Description

Efforts to defend towns and evacuation centers
prompted the military to place these devastating
fixed weapons at critical sites, often oriented in a
defensive posture. But in the haste to evacuate,
these guns were left behind. With its rotating
barrel configuration, the minigun can fire several
thousand rounds per minute, perfect for mowing
down large swaths of infected. It does have a
tendency to overheat, though, so you must pause
for it to cool down.

Field Notes

* The weapon'’s rotating barrels are driven by
an electrical motor. When the trigger is
depressed, the motor starts and the barrels
begin to rotate. But it won't fire until the
barrels are rotating at top speed, so be
prepared for this one- to two-second delay
when squeezing the trigger.

* While firing, glance down at the barrels
occasionally. If they begin to glow red, the

weapon is close to overheating. Either lay off

the trigger or continue firing until the
weapon ceases to operate. In either case,
firing can resume within a few seconds.
Consider disengaging and using your

primary weapon until the minigun is ready.to

fire again.
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 The minigun has a ve ry limitec
most useful for cov __4';_)‘:'. arro
For this reason it's important that
teammate guards the gunner, providii
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_protection from flanking atta cks.
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- Look for opportunities to kill infected l;osses r

while firing the minigun. This is by far the
quickest way to take out a Tank. But if the Tank
moves out of the weapon’s field of fire, ditch
the minigun and continue attacking the Tank
with your primary weapon. If you stay behind
the gun, you're a sitting duck.

= Sometimes using a minigun isn’t the best
tactic for defending certain areas. So remain
flexible, even if it means using a minigun
sparingly during an infected attack. After all, if
the attack is originating behind the minigun, it
won’t do you any good.

e c.h-ti :.- b
L

h e-v;' 0

Minigun Achievement

Name: Red Mist

ia Description: Kill 1,000 infected
with a mounted machine gun.

Gamerpoints: 20

Tips: This is a basic incremental
achievement tracked over time. Simply
man the minigun as frequently as possible
during finales and mini-finales and you'll
eventually kill enough infected to earn the
achievement.

Hand-Tossed
ons

These weapons are thrown, and each is capable

of its own brand of destruction.You can only carry
one hand-tossed weapon at a time, so take this into
consideration before picking one up. If you already
have a hand-tossed weapon in your inventory, it's
automatically dropped when a new one is picked
up.These weapons are often randomly placed by
the director, but large stashes of them can usually

1-3‘.27.‘251: “be found at finale locations.

ame.The infected show
no fear of fire and will charge headlong
into flames while trying to reach you
and your team. But even the infected
can't survive fire and eventually fall to
the ground engulfed in flames. Creating
fiery barriers with molotovs is very useful during
finales, when your team must hold a fixed position.
They're also great for halting pursuers. For best
results, toss them in narrow choke points, offering
the infected no other way around.

TP
ALWAYS TRY 10 TARGET TANKS AND
WIHTCHES WitH MOLOTOVS. SETTING

THESE tOUGH BUSSES ON FIRE
WHITTLES DOWN THEIR HEALTH
QUUCKLYPTHE TANK CAN'T LAST MURE
THAN 30 SECUNDS WHEN SET ON FIRE.

Pine Bomb

The pipe
bomb is
a metal
cylinder
capped at both ends and filled with an explosive
compound such as gunpowder. These particular
pipe bombs are equipped with an electronic
beeping device and a flashing red light, designed
to attract the infected. Simply toss one of these

and watch the common infected rush to it and
vaporize into a red mist when it explodes.These

are great diversionary devices best employed
during swarm attacks or when your team is trying
to make it to a rescue vehicle at the end of a finale.
If you or a teammate gets vomited on by a Boomer,
immediately toss a pipe bomb away from your team
to divert the incoming horde. Unfortunately, these
explosives are only effective against the common
infected—the infected bosses will ignore them
completely, but they can still be injured or killed if
within the blast radius at detonation.
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However, you can perform a melee attack with
them, enough to knock infected back until you
can drop the item and retaliate with a more
deadly attack.

Fuel Can

These red cans are quite

common and are filled with a

flammable liquid. Shoot them

to create a large wall of fire.

Given the larger volume of the

container, fires created by fuel

cans are spread over a larger area

than those created by molotov cocktails. They're
best employed in defensive situations when you
can hand-place each fuel can in certain strategic
areas.But they won't ignite until shot, so don't
forget to blast them during the chaos of a finale.
The fire created by these cans can wipe out
dozens of infected, including bosses.

Oxygen Ta

These green
cylindrical
tanks contain

pressurized oxygen and can usually be
found at hospitals or inside ambulances. When
shot, a tank emits a hissing sound for a few
seconds and then violently explodes, liquefying
any infected within its large blast radius. The delay
can make it tough to time their detonation, so
they’re best tossed into high-concentration areas
where the infected have restricted movement,
such as doorways or small rooms.

residential backyards.

~ explode immediately when

oxygen tank, propane tanks

shot, making them far more
predictable and useful during
defensive situations. Scatter these
tanks around major choke points prior

to a finale and target them as swarms of infected
rush past.The blast radius is similar to that of an
oxygen tank, instantly killing all nearby common
infected.These can also be used effectively against
Tanks and Witches. Have one teammate toss a
propane tank at the infected boss while another
shoots it. Just make sure you're a safe distance
away when it explodes.

Contrary to popular myth, fire
extinguishers don't explode
when punctured. Instead, they
release their gaseous contents
with a loud hiss. While this
may annoy zombies standing
nearby, 1t won't kill them. In
fact, the hissing sound may
“attract more infected.
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X " First Aid Kit

3.4 supplies vital to restoring health.

Without ammo the primary weapons are I_ititle more
than crude bludgeons.Therefore, it's extremely
important to conserve and stock up on ammo

to keep these weapons firing.To retrieve ammo,
simply stand next to a stockpile and interact with it.
Always reload before interacting with an ammo pile
to ensure you're retrieving the maximum amount.
Ammo piles can always be found in safe houses as
well as in other static locations across each level.
Unlike with some supplies and pickups, the location
of ammo is not determined by the director. So each
time you play through a level,ammo will be located
in exactly the same spot each time. Study the
provided maps in the following chapters to locate

all the ammo sites, and make sure to stop at each
while advancing through each
level. .

These small red bags contain
bandages and other first aid

First Aid Kait Achievements

Name: Dead Giveaway -?l"
oy

. Description: Heal a fellow survivor
when your own health is below 10.

Gamerpoints: 10 oy
Tips: Don’t make a habit of doing this, but
it's worth trying it one time to earn this
achievement. Before using your first aid kit
on someone else, make sure somebody else
has a first aid kit ready to heal you.

= Name: Field Medic

Description: Heal 25 survivors with
a first aid kit.

Gamerpoints: 20

Tips: This will take some time to achieve
and means putting the health of your
teammates first. But don't be foolish. If
your health bar is in the orange or red
zone, always heal yourself.You won't do
your teammates any good if you're dead.
To speed up the process, offer to pick up
all first aid kits and heal teammates on the
spot.This works well in safe houses before
starting a level—you can perform as many
as three heals in a few seconds. -




You can monitor the types

of first aid supphes your
teammmates have by looking at
their avatars or glanaing down
at their health bars. If they're
carrying first aid lats, the red
bags appear on their backs. Pill
bottles are carried on the belt,

|eAlAang
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T ompletely heal serious injuries.So if
your health bar is in the orange orred
zone, it will remain the same color even after you
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down a bottle of pills. As a result, any mobility on the right hip. A quicker way

penalties associated with low health are still to collect this information1s —
applied, causing your character to limp and lag by looking at their health bars.

behind teammates with health in the green zone. First aid kat 1cons and/or pill

Anyone who's healed with pills has a health bar bottle 1cons show up next to

filled with dashed vertical lines instead of a solid their avatars’ portraits. So 1f you

bar. So take notice of your teammates’ health need to heal, consider asking

bars and provide support as needed—it may
mean slowing down to prevent leaving someone
behind. If you have a teammate in need of health,
you can hand over a bottle of pills by equipping it,
standing next to the teammate, and pressing the '
melee button.This simply transfers the pills from ‘ — o
one inventory to another—your teammate must &
then consume the pills.

one of your teamnmates for help.
-

First Aid Station k

Pills Achievement
S| Name: Pharm-assist

These large red cabinets always contain
first aid kits, pills,or a combination of both.
The contents of each first aid station are
Gamerpoints: 20 determined by the director, based on your
team’s progress. If your team is healthy and
hasn’t used any health supplies, the first

aid station may contain only a single bottle
of pills.But if your team is badly wounded
and has exhausted all health supplies, the
station may be filled with four first aid kits.
While their contents are dynamic, the first
aid stations are always in the same locations
on each level. Study the maps in the
following chapters to find and memorize
their locations.They’re usually found in

safe houses but also appear in other areas.
Knowing where these stations are gives
your team a tremendous advantage.

-..,,h’;

| Description: Give pain pills to 10
Survivors.

Tips: Simply hand over 10 bottles of pills
to your teammates.

}SOAIRH
SIUIUWIIAINYIYY poolq 11y peaq lIel yeaq A213|A] ON

g e



.InNQL.A4qLc5/,thes vivors—Bill, Fra :
Louis, and Zoey—are tasked with trave
an urban landscape in search of rescue.
Their objective is to reach Mercy Hospital in
the middle of the city. As the only suitable
helicopter landing pad for miles, the
hospital’s rooftop is the closest evacuation
point. But there’s one problem—thousands
of reanimated infected stand between the
survivors and the hospital. The journey takes
the survivors through the city streets,down
into a subway tunnel, into the sewer system,
and finally into the hospital. Each location is
swarming with the undead menace, requiring
constant vigilance among the survivors
during this nighttime trek through an
extremely hostile environment.

LEGEND

3RD FLOOR

il FikST Alb
[ cAR ALARM
l SAFE HOUSE
CRITICAL PATH

ALTERNATE PATH

REas

IND FLOOR Lo

ISt FLOUR




o L

l‘- . gl

H

At the start of No Mercy, the survivors find
themselves on the rooftop of an old apartment
building. Unbeknownst to them, this very
apartment building was quarantined early on
during the outbreak, meaning that dozens of

*%‘I’ i\ ’_I'i'p'!q 'f.ll'lﬁ (3%
x -Tm:- -..wt _rr‘:- o

and consider going i

your teammates
with two submachine guns
two pump shotguns. Also, don’t forget to max

~ outon ammo and grab one of the first aid kits.

The infected bosses cannot
spawn at the start point of
any level. So take this time to
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infected roam the rooms and halls below. From
this elevated position, Mercy Hospital can be seen
in the distance.While it doesn’t look very far away,
the path ahead is long and treacherous. For this
phase of the journey, the survivors must descend
through the infested apartment building and
make it to the subway station down the street.

gear up and talk with your
teammates, formulating a
plan for your trek. But in
versus mode, the longer

the time you spend at the
start point, the longer the
opposing team’s infected have

to stage elaborate ambushes
Rooftos

1n the passages ahead. So
make sure you grab all the
pickups, but don't nger too

dong in these safe areas.
kOOFTOP :

When your team has geared up and is ready to
move out, you must descend to the apartment’s
third floor.There are two paths downstairs.The most
obvious is the staircase at the center of the roof.But
your team can also drop down through the skylight,
landing in a bedroom below. Both entry points have
their advantages and disadvantages.The skylight

is the quickest way to reach the third floor, but it's

}SOAIRH
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Before moving out, gear up at the nearby table. All

survivors are armed with pistols at the beginnin o
g g 9 tough to clear the room below before dropping in,

of the level and can supplement their load-out ’ 1 r r
2 . . so your team is at risk.The staircase is a much safer oy
with one of two primary weapons: the pump o 3-7 3
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while moving through tt he s taircas o
Sphttlng up at this point could be disa

Third Floor

3kb FLOUR

' Wher playing as the infected in versus
Regardless of which entry point your team has mode, look for this breakaway wall
chosen, beyreach e o RSl B near the kitchen. While in ghost mode,
reach the third floor. Expect light to moderate _ : _ 3 5
concentrations of common infected on this floor. you can move through this wall and
Quickly survey your surroundings and make sure all hide inside this otherwise inaccessible
your teammates have clear angles on the hostiles. space. Spawn inside this space and
The lighting is poor on this floor so keep your wait for.the survivors.to.enter:the.
flashlights on to illuminate dark corners and rooms. third floor. M.Aé.?theyvpass your position,
knoek down the wall with a- melee:
strike and attack them from behind.
This is a great tactic for picking off
lone stragglers, particularly when
playing as the Hunter or.Smoker: Bt
a-Boomer: can also make use of this
space by spawning, breaking through
4 ; sthe wall, and vomiting on the.

i@ 4 survivors while they’re all
: - bunched up.in the staircase

-

Make quick work of the zombies on the third floor \
while pushing toward this stairway in the center of
the building. Be careful when turning the corner to
peer down the stairs. This is a popular ambush point,
particularly for Boomers hoping to trigger a swarm
attack. If you encounter one here, don’t shoot! Instead,
~__ push the Boomer down the stairs with a melee strike
‘3‘8’e and make the kill a safe distance away.

4

ar leading down to the second floor.



The path through the second floor is completely

linear, but be sure to watch the side rooms for

infected attempting to blindside your team.The
side rooms can also be good sources for pickups
such as pills and molotov cocktails. If you haven't
encountered a swarm attack by now, be ready for
one here.You can hear these attacks building up
before you can actually see them, so be ready to

take a stand when you hear an incoming horde
thundering through the building. Make sure
everyone in the team has a clear angle on the

hostiles and do your best to avoid friendly fire—if

a zombie is close to a teammate, move it away
with a melee attack before shooting.

Continue advancing through the second floor,
dispatching the undead as you go.When you
come to this hole in the floor, stop and wait for

everyone to catch up.There are usually multiple

zombies on the floor below, some climbing up
through the hole in an attempt to reach your
team. Clear the visible space below before

yoJF team drops through the hole at the same

time. This will prevent anyone from getting stuck

_ 'r" erate the zombies below.When
st floor looks clear, make sure everyone on

or pinned on the second floor. Plus, it allows your
entire team to impose its firepower on any threats

lurking on the first floor.

CAUTION

EXERCISE EXTREME CAUTION At

ELEVATION TRANSITIONS SUCH AS THE
HOLE IN THE FLOOR. THESE ARE ONE-

WAY TRANSITIONS, MEANING THAT
WHEN YOU BROP THROUGH, THERE
1S NO WAY 10 GET BACK UP. THIS
MAKES tHEM PERFECT PLACES FOKR

THE INFECTED 10 SET UP AMBUSHES,

PARTICULARLY DURING VERSUS MOBE,
FOR EXAMPLE, tFf THREE SURVIVORS
DROP THROUGH THE HOLE AND LEAVE
A BUDDY UPSTAIRS, A HUNTER OR
SMOKER CAN PIN OR ENSNARE tHE
STRAGGLER AND PUMMEL YOUR
TEAMMATE 10 DEATH. THE VICTIM'S
TEAMMATES ON THE FIRST FLO0OR
HAVE NO WAY 10 STOP THE ATTACK,

SINCE THERE'S NU WAY 10 GET BACK

10 THE SECOND FLOUR, FOR THIS
REASON, SURVIVORS SHOULD ALWAYS
DROP THROUGH AREAS LIKE tHIS

AT THE SAME TIME. If NECESSARY,
INITHATE A VOICE COUNTBOWN 10
ENSURE EVERYONE DRUPS tHROUGH
SIMULTANEOQUSLY. ON THE OTHER
HAND, tF YOU'RE PLAYING AS THE

INFECTED, EXPLOIT THESE AREAS AS

MUCH AS PUSSIBLE IN AN EFFORT 10
SPLIT UP THE SURVIVORS.
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In addition to lurking on the second
floor, the infected can easily. ambush
the survivors on the first floor,
attacking as soon as they drop
through the hole. This is.a good way. WHILE YO MA) BE wa:wf 10 L?AVF
»~ tosoak afew.survivors with THE DARK AND CONFINED SPACES OF

\{ {4 v fthe Boomer’s bile, triggering | THE APARTMENT BEHIND, CONSIDER

y /I £ aswarm attack. Jiist make | TAKING A FEW SECUNDS 10 CCWR

g e | PICKUPS. THE DIRECTOR MAY w’wz

M the survivors actually drop | PLACED SUME [TEMS LIKE PILLS AND

. through. MOLOTOVS IN THESE ROUMS,

Alley

First Floor

ISt FLOUR
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Once your teamyhas reached the first floor, you're
’ w . only a few paces away from the building’s exit.



Concentrating your firepower down these alleys
allows your team to dispatch zombies at long
range, mitigating the chance of close encounters.
However, there may be a few zombies huddled
near cars or dumpsters, so be ready to blast them
as they rush into view. While your team'’s firepower
and the tall walls of the surrounding buildings
may make you feel secure in this alley, don’t linger
here too long. In versus mode, the infected can
attack from the rooftops, so make a concerted
effort to reach the street ASAP.

When playing as the infected in
versus mode, utilize the climb
points in the alley to reach the
rooftops. Aftacking from the.
rooftops is the best way to attack

e ﬂl}‘-" e (7
»
axv il ¥

the:survivors moving through the
alley, particularly when playing as.
the Hunter or Smoker. The rooftops
provide much better cover and
concealment than the alley, helping.
you maintain the element of surprise..

w14 4 Just make'sure you remain

N\ in ghost mode until you reach

Remay be spotted and eliminated
before you can attack.

\ r‘ 4 the rooftop—otherwise you
¢
-

The alley empties into the street, the main artery
leading to the subway station and this map’s safe
house. Combat in the street differs significantly
from the action in the apartment or alley. For
one, the street is very wide and the infected can
attack from virtually any direction.
tS(()):\tlz)i/don ale._'rt and keep moving “ n.
getting surrounded. ol
Submachine guns and '
pistols work well for
eliminating threats at
intermediate tolong 4
range, but shotguns €
are essential for &
dealing with the
inevitable swarm
attack.
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o CIRCUMVENT THE TANKER TR

Immediately after exiting the alley, notice the chain-
link fence blocking the street to the left, just beyond

the abandoned police car. Zombies on the other
side will climb this fence and attack your group, so
watch for attacks from this direction. In the event
of a swarm attack, toss a molotov at the base of the
fence to torch any zombies attempting to reach
you.But don't linger here. Eliminate any immediate
threats and press on toward the subway station.

AFTER EXITING THE ALLEY, GO THROUGH
THE DUORWAY ON THE RIGHT 10 ENTER
A DARK ABANDUNED BUILDING. ENTER

THE HALL AND OPEN tHE FIRST DOOK
ON THE LEFT 10 LOCATE A FIRST
AL STATION, OUTSIDE THE SUBWAY
SAFE HOUSE, THIS IS THE ONLY FIRST
AD STATION ON THIS MAP. HOWEVERK,
1S CONTENTS ARE BASED ON HOW
WELL YOUR TEAM IS DUING. IF YOU'RE
JTRJGGLNG THE DIRECTOR MAY PLACE
St AID KITS INSIDE. BUT tF YOU'RE
powe WELL WitH ONLY MINOR INQURIES,
THE DIRECTUR MAY PLACE ONLY A
BOTTLE OF PILLS IN HERE. AFTER
STUCKING P ON FIRST AID SUPPLIES,
YOU CAN USE THIS SAME BUILDING 10
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UCK CHOKE
POINT IN THE STREET, SIMPLY BURST
THROUGH THE DOUBLE DOURS AND MAKE

- i A BREAK FOR THE SUBWAY STATION,

Follow the street, but be careful when passing

this tanker truck.There may be large numbers of
infected on the other side of the truck. Furthermore,
the truck creates a narrow choke point, ideal for
infected ambushes positioned in the buildings on
the sides. Quickly deal with any threats and move
past this area as fast as possible. For a safer path,
consider taking one of the alternate routes through
the abandoned building or dairy.

Infected

Tlie area around the tanker truck is
one of the last great ambush spots.

for the infected on this map. Instead
of attacking the survivors head on,

hide in the buildings flanking the
street. Baildings on both sides of the
street are accessible and provide the
perfect opportunity to.overwhelm the
survivors as they make a break for the

-|-



. Subway station. A combined
y jattack by Huanters, a Smoker,
and a-Boomer can really.
wreak havoe and give your
#f team the chance to kill at least
one survivor.
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If you want to avoid potential ambushes at
the tanker, turn left at the truck and head
into the building marked with the Simon
Dairy Products sign.This side passage
allows you to avoid the tanker truck choke
point altogether. However, the interior of
the building is pitch black, requiring the
use of flashlights. Still, the director may
have hidden some useful goodies for your
team in this passage, including first aid kits.
So keep your eyes peeled for pickups and
threats. Despite the darkness, the chances
of the infected orchestrating a crippling
attack in here are quite slim. Still, quickly
advance to the exit and make a dash for the
subway station.
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Regardless of which path you took, limit your
team’s exposure in the street and race to the
subway station. However, be careful not to shoot,
bump, or antagonize the red car parked outside

in any way—it's equipped with an alarm. Cars
fitted with alarms have windows that flash red.
Discharging weapons near them causes them

to emit a sharp but short beep. If the alarm is
completely triggered, you'll face an instant swarm
of common infected approaching from any
direction. If this occurs, make sure your team sticks
together. It would be tragic to lose someone when
you're this close to the safe house. If possible,

race into the safe house as soon as the alarm is
triggered. But if the attack comes up the stairs
from the subway, your team will have no choice
but to stay put and defeat the undead swarm.
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CAUTION

¥ YOUR TEAM HAS DONE REALLY WELL
UP 10 THIS POINT, THE DIRECTOR MAY
SPAVWN A WItCH NEAR THE SUBWAY
STEPS. DEPENDING ON THE WITCH'S
POSITION, 1T MAY NOT BE PUSSIBLE

10 SNEAK PAST HER. If 1T BECOMES
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Subway Safe House

Descend the steps to the safe house and clear this

room of threats. For the most part,a few common

infected will be wandering around down here.

But this room could also be the site of a last-

ditch attempt by the infected to stop your team,

especially during versus matches. Watch out for

Boomers and other bosses lurking down here.Once

it's clear, race into the safe house. If you're the first in the safe house, turn around and
provide covering fire from the doorway while the
rest of your teammates file inside. Encourage your
teammates to move as fast as possible so you can
shut the door and complete the level. The infected
cannot spawn in the room connecting to the safe
house, but they can spawn on the street above.So  ~
aim at the staircase, as this is the only access point
to the safe house—any attackers will come racing

dov.tthese steps.
‘ -
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Safe House

After dropping through the hole, turn around and
clear out this dead-end area filled with concrete
pillars and zombies. This is a favorite hiding spot
for infected looking to pounce on your team early
on, so don't turn your back on this area until it’s
clear.Watch for Boomers and other infected bosses
lurking down here.

Having escaped the apartment, the survivors

must now travel underground, utilizing the Red
Line North subway tunnel.This leads directly to

the hospital, but given the damage aboveground,
it's not certain if the entire stretch of the tunnel is
open to foot traffic. Before heading out, stock up on
ammo and health in the safe house. If you haven't
already, heal up, then replenish your supplies by
grabbing a new first aid kit. There are always four
first aid kits in every safe house, so be sure not to
leave one behind.The SMG and pump shotgun are
both adequate weapons for clearing the subway
tunnels—just make sure your team has good mix of
weaponry before exiting the safe house.

Juist outside the safe house, look for
this drainpipe climb point. Itleads
to.a-small ledge just above the safe
house exit. From here you can attack
the survivors as-soon.as they.exit. For.
best results, wait until most.of the

Just outside the safe house the floor is damaged, , : g _
dropping down into a stairway. Pause at the top of 'Sury.lvorshdve'dmpped'thmugh'the

this big hole and blast any zombies lurking below. i r hole near the stairway, then

If you or any team members have a pipe bomb, attack any stragglers on the
consider tossing it down the steps to flush out g upper level. -]}f.s»'you’re, lucky and
any infected skulking below.When it's clear, drop & B, patient, you may be able to kill
through the hole simultaneously. i at least one survivor here.




8 HOLLY STREET
STATION

assault rifle, or sniper rifle. If no weapon upgrades
appear here, the next best location is in the
subway tunnel below.
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Two escalators lead up to the tunnel system

above. Although each escalator leads to a separate
platform, the same tunnel is accessible from either.
The escalator to the left leads to the Red Line
North platform, putting you close to the tunnel you
need to travel through.Whatever your decision,
stick together. If your team gets split up here, the
infected will have an easier time dispatching you.
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While the survivors make their

decision on which. escalator to take,
position your.team on the platiorms.
above. When the opposing team
makes:a move for.one of the two
. escalators, call it out.so your.team
can attack simultaneously.
! {For best results, wait until
they reach the platform. Or.
if they have split.up, organize
@ your.team to eliminate any.
loners.
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Be ready for a fight when you reach the top of the
escalator. Even if no infected bosses show up, there
are usually plenty of common infected to mop

up before you can make a move for the tunnel.
Also, don’t linger around the escalators. Infected
spawning downstairs love to rush up these steps
and flank your team from behind. So remain vigilant
while pushing toward the tunnel ahead.

Red Line North

RED LINE

ge !.. Eii.-

-

Drop onto the tracks and start moving along the
Red Line North tunnel. Move quickly and drop

any infected that get in your way. But stay close
together and be ready for the inevitable attacks by
the infected bosses, such as the Smoker and Hunter.
The closer you stay together, the quicker your
teammates will be able to respond to these attacks.

While in ghost mode, continually
monitor the survivors as they move
through the tunnel. There are
many.opportunities for.them to:get.
separated here, giving your.team the
perfect chance to attack. Watch for
~ stragglers, then immediately spawn
‘just out of sight and initiate your
[  jattack. Hunters ean dish
out some serious damage,




Farther down the tunnel is a subway car with

a table next to it. This table always has ammo
and may even hold weapon upgrades. But
these supplies are in the middle of the tunnel
so be ready for ambushes. Cautiously clear the
area of threats before dashing for the ammo
and weapons. All the weapon upgrades are an
improvement over the SMG and pump shotgun.
Give the assault rifle or automatic shotgun a try
before moving on.

B TN

Side Tunnel

A large hole in the wall on the platform
near the ammo table leads into a narrow
passage that provides a slight shortcut
through the subway tunnel.It’s usually

a safe route, filled with few infected.
Consider taking it during single-player
games or the co-op campaign.But in
versus mode, it can be a trap, with the
infected team coordinating attacks from
both sides. So proceed with caution.

Alternate Paths :

1
o
N po— p— 9
- ? L

Continue down the tunnel and watch out for more

infected. An encounter with a Tank is possible in
this tunnel. If this occurs, mobility is your biggest
concern, so stay out of subway cars and other
cramped areas that prevent lateral movement.

The tunnel’s Y intersection is one of the best spots

to deal with such threats, offering some room to
sidestep the Tank’s advances and incoming rocks.
Keep firing while dodging the Tank'’s attacks.

At the tunnel’s Y intersection stay to the right—
the left branch is caved in.In this branch of the
tunnel your team must move through a subway
car. Cars can actually work to your team’s favor,

preventing you from being flanked from the sides.

However, it's important to keep weapons aimed
at the front and rear of the car—these are the
only entry points. Swarm attacks are particularly
easy to defeat in these cars, especially if a shotgun
or assault rifle is deployed against the incoming
horde.
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AMMO 1S VERY PREC u.f AND QUItCKkLY

DISAPPEARS F YOU'RE USING THE SMG
UR ASSAULT RIFLE. SO USE tHESE
WEAPONS ONLY WHEN ENCOUNTERING
LARGE OR TOUGH GRUUPS OF ENEMIES.
THE PISTOL Ok DUAL PISTOLS ARE
MURE THAN ADEQUATE FOUR DEALING
WitH SMALL GATHERINGS UR INDIVIDUAL
INFECTED.

When you exit the subway car, the tunnel ahead is
blocked.The only way out is a doorway to the left.

IKfe Cted This connects to a short staircase leading to the

If:you get the chance to play as the basement of an old powerhouse. Be careful when
stepping in front of this doorway.This area is a

popular choke point used by the infected team to
keep your team from advancing out of the subway
tunnel. So stick together and quickly deal with any
attacks by the infected while advancing up these
steps.

Basement

Tank in the subway tunnel, try to
attack the'survivors as.soon as they.

. exit the 'subway car, at the dead end
near the powerhouse stairwell. This
dead end (or the stairwell) is a good
confined space to dish out some
serious damage on the opposing team.
Ifyou attack them in the subway car

i or beyond, they can simply
! fbackpedal down the tunnel
and escape your attacks while
P inflicting massive damage on
& your Tank.

PUOWER HOUSE
BASEMENT

50~
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~and clea the corners.The basement’s e
~ onthe opp05|te side of the room, so advan :
through this area quickly to avoid getting bogged
down. But stay together; it's easy to get separated
in this large, dark room.So keep an eye on your
teammates and offer support as needed.

Thie basement is a-great spot to -
attack the survivors, especially.if
playing as the Smoker.or Hunter.
Hide behind a pillar.to spawn, then
‘lurk in the shadows until you can
initiate a'successful attack. The long.
sight lines in the room don’t favor.
the- Boomer as much. However, if you.
move.up.-into-the generator room, you
can vomit.on the survivors through
this hole in the floor behind the chain
"1 gun. This will trigger.a-
swarm attack, giving your.
teammates an even better

[ O]

Cross the basement as quickly as possible and
reach this set of steps on the far side of the room.
Beware:This is another likely spot for an ambush
by the infected. A Hunter can leap from the top of
the steps and pin you or a teammate with ease.
Make sure your teammates are within support
range before entering this area. Once the stairway
is clear, race up the steps and enter the generator
room.

Generator Room

GENERATOUR
FOOM

Expect more resistance in the generator room.
Leap over the overturned tables near the entrance
and clear the room while moving to the right

side, where you'll find a chain gun aimed toward
the generators.This is the site of a mini-finale, a
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sequence where the st g ors mus X
position for a short amount of ti me e w LIERGIS '
infected attack. In this case your team must'h d . .
out while a sliding door on the opposite side of the
room opens—interact with the controLpaneI onthe
left side of the door to open it. <

The chain gun isn't enough to stop the infected
attack. Some teammates should turn their attention
to the hole in the floor behind the chain gun.
Common infected will climb up through this hole
from the basement and attack. A Smoker positioned
in the basement can even pull a survivor through
this hole and pummel the victim to death.So it’s
important this hole is covered by at least a couple
of survivors while the other two open fire on the
hostiles in the generator room.

But before opening the door, take a moment to
prepare your defense. There’s usually a fuel can on -
the floor near the door.Pick it up and drop it in the IHfGCted
space between the door and the generator nearest & 3 :
the chain gun. Next, raid the first aid station behind
the chain gun and heal any team members with
low health.When you're ready to begin, have one of
your teammates man the chain gun while another
runs to the door’s control panel. Once it’s activated,
the lights in the room turn on and the door rises
slowly.This also triggers an attack by the infected.
Use the chain gun to mow down the attackers and
be sure to target the fuel can near the generator.
This creates a wall of fire in this gap by the door,

igniting any infected that attempt to pass. 'Flere are numerous climb points in

the generator room, leading to the
“upper-level catwalk and even the
steel beams high above the room.
Consider attacking from above while
the survivors attempt. to.fend off the
f common infected. Hunters are
particularly effective when
§ leaping down.on the'survivors
from these high points. Fhey’ll
never know what hit them!

i ¥OU THINK YOU ARE

INFECTED: =
AN A 2
ki
L= daal
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=
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THE INFECTED CANNUT OPEN BOURS,
THEY MUST BREAK THEM WitH
MELEE ATTACKS. SO WHEN PLAYING
AS THE SURVIVORS, MAKE A HABIT
OF CLOSING EVERY BOUR YOU PASS
THROUGH. NOT ONLY WILL THIS SLOW
generator room. Carefully make your way up the BOWN THE INFECTED, BUT (T WILL

stairs while watching for more infected stragglers ALSO GIVE YOU AN AUBIBLE CUT WHEN
eager to ambush your team.Once up the steps, ON > ngg +0 BR"WH% 4T"1~'F"<iv‘)U’éi~‘iA A
rush into the nearby control room. ‘(}‘()(P)Rv T -
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Once the attack has ceased and the door is fully
open, regroup and head through the passage.
This gives your team access to a staircase leading
to the upper-level catwalk surrounding the

saiddng g

Control Room

Offices

CONTROL
ROOM/OFFICES

ZND FLOOR

Attached to the control room are the
powerhouse’s second-floor offices. A few common
infected may be wandering around these halls
and rooms, so stay together and search each room
for useful supplies, such as molotovs and pills. As
long as you stay close together, the infected won't
have much of a chance to stage a serious attack—
unless a Witch is present in one of these rooms. So

keep your ears attuned to the tell-tale wailing of a
The control room serves like a mini-safe house, nearby Witch.

offering ammo and weapons. But don't let your
guard down.Your team still has a long way to
go-before it reaches a proper safe house. Before
stocking up, close the two doors to prevent the
infected from sneaking up on your team. For
the fight ahead, consider equipping your team
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Consider knocking out the windows in the offices
overlooking the street. From here you can pick off
the infected in the street below, helping clear a path
for your eventual run to the pawn shop. But don’t
linger in front of these large windows for long—a
Smoker on the street below may yank you out of
the building. Monitor the street, take a few shots,
then rush downstairs and prepare to dash down the
street. If you drop to the street through the window,
you will take fall damage, so use the stairs.

Infected

Iftplaying as the Smoker, look for.
opportunities:to-pull:survivors out of
the second-floor windows. of the offices.
' { 4 7H:you manage to pull one down
4 to the street level, the common
infected will provide plenty
gof assistance pummeling your.
vietim.
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Get down to the street and immediately make a
push for the pawn shop—this is where the safe
house for this level is located. Stay together, but
avoid stopping while moving down the street,
engaging the infected while on the move. In versus
mode, your opponents will undoubtedly throw
everything they have at you here to prevent you
from making it to the safe house. As you near the
pawn shop, watch the chain-link fence on the left.
Common infected will most likely climb over this
fence to attack your team. Hunters and Smokers
hiding around the corner can also pose a serious
threat, so stay alert.



The red car parked in front of the pawn shop
is equipped with an alarm. Avoid bumping or
shooting it, or else you'll be faced with a swarm

attack.The director may also have placed a Witch
near the pawn shop’s entrance, making it virtually

impossible to sneak past her. Between the car

alarm and a Witch, this is a very serious situation
that must be dealt with very carefully. If you must
engage the Witch, make sure no stray rounds hit

the car.

SNEAKING PAST A WITCH PUSTED
NEAR THE PAWN SHOP ENTRANCE
FRICULT, BUT NOT
SHUTTING

IS VERY Bt
IMPOSSIBLE, START BY
OFF YOUR FLASHLIGHTS, THEN KEEP
YOUR DISTANCE FROM HER WHILE
MAKING YOUR WAY 10 THE PAWN

SHOP'S CLOSEST ENTRY PUINT, BE (T

A WINSOW uR THE FRONT DOOKR, BT

KEEP YOUR WEAPONS ﬁwwu ON
THE witer AT ALL TIMES. If SHE'S
STARTLED, BE READY 10 UPEN FIRE.
HEADSHUTS DO THE MUST DAMAGE,
S0 TRY 10 TAKE HER DUOWN FAST
BEFORE SHE SERIOUSLY INJURES YOU
Uk A TEAMMATE,

J';-L U :ﬁ'czw
Lagh | DU A e

When playing as the infected, avoid
spawning in the middle of the street.

There is little cover and the survivors.

can.see.you, preventing a-spawn..

Inistead, hide on the sides of the street;
and look for opportunities to blindside
the survivors. There are several climb.
points on the buildings and semitruck,

Al allowing you to attack from.

b

%-- wait until she’s startled or.

spring your. attack.

P_awn Shop Safe House

Once you've cleared the street, race into the pawn

shop, through the door or the windows. Inside,

take the door on the right to enter the safe house.
Make sure your entire team makes it inside before
shutting the door. If necessary, hold just outside

the door and provide covering fire while your
team enters the pawn shop. Once everyone is

inside and the door is closed, the level is complete

and your team is safe—at least for a little while.
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The plan to follow the subway tunnel directly to
the hospital didn't go so well. But at least your
team found another safe house in this pawn shop.
Take a moment to heal and stock up on supplies.
Avoid grabbing the SMG or pump shotgun offered
here if you already possess the assault rifle, auto
shotgun, or sniper rifle—the SMG and pump
shotgun are downgrades. Once you've cleared out
the safe house, turn to the door and be ready to
make a move down the alleyway.

Upon exiting the safe house, you can move in
two directions. For the quickest path, turn left
and head directly to the Burger Tank fast food
restaurant. However, supplies can be found in the
small storage room directly across from the safe
house.The room is extremely dark, so watch out
for infected lurking inside. But the director may
have dropped some goodies in here, too, like pills
and pipe bombs.
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This garage outside the storage room may contain

pickups as well. Have one teammate scour the
garage for items while the rest of the team covers
the alley for incoming threats. Make sure all
searches for items are quick. Infected bosses may
attack from the surrounding rooftops, so avoid
loitering in one spot.

AS the survivors move through the
alleyways near the safe house, quickly.
~utilize the climb points to reach the
rooftops. Aftacking from above is
the best way to get the jump on the
survivors. in this area. ¥rom these
. . elevated positions, Hunters can
easily pounce on survivors,
Smokers can ensnare them,
and:Boomers.can jump.down
g into the middle of a-group.

After scouring the storage room and garage for
items, continue along the alley until you come to
the Burger Tank'’s back entrance. Step inside and be
ready to confront a few common infected milling
about.There may also be items in the restaurant’s
back room.

Clear the front of the restaurant from the kitchen
area, then proceed to the dining area. Hold inside
the restaurant and engage all visible infected
wandering around the loading dock area outside.
Pay close attention to the chain-link fence on the
left. Infected on the other side of the fence may
climb it in an effort to reach your team. Finish them
off before they can reach you.



Instead of attacking the survivors
inside Barger Tank, climb to the
restaurant’s rooftop and wait for

them to walk outside. If:ithey’re not pumps to trigger a massive explosion—just make
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From the restaurant, turn right and move toward
the gas station. Clear the loading dock as you
move, picking off the common infected one by
one.If there is a large cluster of zombies hanging
around the gas station, target one of the gas

saiddng g

paying close attention, you can hit sure none of your teammates are nearby when it
them from behind before they have goes off.

.

< from the restaurant is

which to attack.

Herscn Shipning Co.

The restaurant empties onto the property of
the Hersch Shipping Company loading dock.
Your team of survivors must advance through
the facility’s offices, warehouse, and basement

before you can reach the sewer system lead

to the hospital. The loading dock usually only has

&. another:good position from

, j& chance to retaliate. The
warehouse rooftop across.

4 n- B ) B

The only way up to the offices is the lift in the
corner of the loading dock, to the left of the

gas station. By using it your team can reach the
rooftop awning above the loading dock and
advance inside the warehouse’s third-floor storage
room.Climb aboard and wait for the rest of your
team to hop on.Once everyone is on the lift,
interact with the switch to make it rise.

ing
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a handful of infected, but their ranks may swell
quickly the longer your team loiters around.
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The sound of the lift triggers a large swarm attack,
with common infected rushing in from all directions,

including the rooftop to the right.To avoid getting

rushed on the rooftop, toss a pipe bomb to [IlStead Of.at’[aCking.invthe.loading
temporarily divert the swarm. This will buy your dock area, get ready to pounce on the
team enough time to cross the rooftop awning and survivors when they enter the storage.

get into the third-floor storage room straight ahead. room. Tiiis is particularly effective

when playing as the Boomer.
\ F ) Hide among the boxes.or
& along a side wall and vomit.on
%.‘- your.opponents.as.they rush.

-

into range.

Storage Room

Don't hesitate while moving across this awning.
The infected can attack from any direction, and the
possibility of getting split up is very high, especially
if a Smoker pulls one of your teammates down onto
the loading dock.The windows ahead may or may
not be open. If they're still in place, shoot them out
while running ahead.When you reach the window, { | _ o S0
traverse the small pipe running beneath it and jump ¥ £ B — e P
inside the storage room. s

Once in the third-floor storage room, turn your
focus to defeating the swarm attack. From this
large window it's possible to cover the entire
loading dock area, making it easy to pick off the
infected. However, pay attention to the hole in the
floor of this room. More zombies will try to climb
up through this hole and attack your team from
behind. For this reason, have at least one team
member watching the hole in the floor at all times.
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When the infected attack has sub5|ded drop
through the hole in the floor simultaneously with
your teammates. This is another critical elevation

"]
. o - transition, so make sure your team stays together. v 3
WATCH OUT FUR ATTACKS FROM If a lone teammate is pinned or constricted in the 5 §
HUNTERS, SMUKERS, AND BOUMERS storage room, your team will have a tough time 1:’- g
WHILE DEFENDING THE STUORAGE getting back up to assist.The room below contains G @
ROOM, ALTHOUGH YOUR TEAM MAY afirst aid station and ammo.Take a quick break
FEEL SAFE IN THIS SMALL ROUM, to stock up and heal before moving through the

THERE ARE NUMEROUS OPPORTUNITIES second-floor offices.

FOR THE INFECTED BUSSES 10 e -
ISULATE AND KILL TEAMMATES HERE, Infected
A SMOKER CAN PULL TEFAMMATES
OUT THE WINDOW OR DOWN THROUGH
THE RHOLE IN THE FLOOR, REQUIRING A
QUICK RESCUE THAT COULD LEAD YOUR
TEAM INTOU A BIGGER TRAP INVOLVING
A WAITING BOOMER AND/OR HUNTERS,
REGARDLESS OF WHAT TRANSPIRES,
Stick TOGETHER 10 AVOID BEING
PICKED OFF OUNE BY ONE,

While the survivors are fighting off

the common infected in the storage
Offices room, consider attacking from
below through the hole in the floor. I
playing as a Smoker; you.can pull a-
- survivor down into this lower:office
and administer.a pummeling until
1 . ,theteam responds. Hunters.
and:Boomers are better.off
waiting until the survivors.
2L, have dropped through the hole
in the floor before attacking.

OFFICES
ZND FLOOR
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The second-floor offices are usually clear of
common infected, but there may be a few bosses

lurking in these side rooms, so proceed with caution.

The rooms may also contain some useful pickups,
such as pills, molotovs, and pipe bombs. So take a

few seconds to search each room for supplies before
heading downstairs. But don't split up. Stay together

while moving room to room.

The offices and hallway are good spots

to harass the ‘survivors when playing as
the infected. Spawn behind the group,
preferably in rooms they’ve already
cleared. Tlhiere are plenty of rooms along
this hallway, and the survivors. may get.
split up while checking them all.-Use

this opportunity to:sneak up behind
a'survivor and attack. Hunters are.
particularly effective here as they can

often pin and battle a survivor for several
; 2seconds before other survivors can

respond. Tliis is a-very effective
tactic if one ‘survivor straggles:

&8¢ behind while the rest.of the team.
has moved on to the warehouse.
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The office at the far end of the hall has a window
overlooking the warehouse. Just below the window
is a crate that can be used as a step to access the
warehouse floor without taking fall damage. This

is a quick way to enter the warehouse without
traversing the staircase, where the infected may be
camped. Before moving out, make note of the open
doorway on the far side of the structure—this is the
exit. Drop down onto the crate, then drop to the

warehouse floor.
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The warehouse isn’t a place you want to spend
much time in.The tall shelves provide the infected
with numerous opportunities to attack your team
from above. Blitz through this building as fast

as possible while keeping your team together.
The exit is on the far side of the structure. If you
dropped out of the second-floor office window
above the crate, you'll already be aligned, with the
exit in view. Simply run to the exit and prepare to
respond to any sudden attacks.

Infected
When playing as the infected in
versus mode, try to keep the
I #survivors in the warehouse
as long as possible. The
darkness and various.climb.
& points benefit your.team
greatly.

Upon exiting the warehouse, follow the adjoining
alley into a new building and descend the
staircase to enter this room filled with white
storage tanks.This room is usually packed with
common infected, so hold at the doorway and
clear as many hostiles as possible. Crouch or stand
to the side so your teammates can get a clear view
of the room and assist in clearing it.

THERE ARE USUALLY SUME PICKUPS
At THE BOTTOM OF tHE STAIRWELL
NEAR THE tANK ROOM, CHECK THIS
DARK AREA FOUR ITEMS LIKE MOLOTOVS
AND PIPE BUOMBS.

Infected

The staircase at the tank room’s
..entrance is a great spot to.ambush
the survivors. When they pause at the
. entrance to.the tank room, they’re.
very vulnerable while crowded in this
cramped space, particularly when
'] . sattacked by the Boomer or
Tank. A Tank can effectively
A corner prey here and dish-out.a-
1 B tremendous amount of damage.
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Infected

.....

If'playing as the Smoker, remain in
ghost mode while the survivors enter.
and clear. the tank room. A4S they near.
one.of the manholes, hide behind.one. of
the tanks to spawn. Patiently wait for
Once your team has cleared out the tank room, the three of the survivors.o drop through

next stop is the sewers. There are two entry points the manhole, then snare the last
to choose from.The first is in the floor of the tank survivor with your tongue. Iftyou’re
room. Another is in the red-lit adjoining room.Both successful, you’ll have the survivor

manholes lead into the same sewer system, but at to yourself with no fear.of retaliation
slightly different locations. Neither entry point offers from the others. Simply pound the

a serious advantage over the other, but make your ) ; death. Tii : —Az
decision quickly and make sure all your teammates survivor o death. The same tactic is

L:-l—-——- !_" E —

follow. This is another critical -equally. effective when playing as the
elevation transition. A ~ Hunter. ¥or best results, don’t
straggler alone in the tank S < -. ) { s #spawn until you’re ready

room or red-lit room is easy
prey for an infected boss
like the Hunter or Smoker.

to-attack; but.if you wait
too long, you’ll miss the

So make sure everyone - _ ¥ opportunity to attack the lone
drops through the same ' . straggler.

hole at approximately the -

same time.

64
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The sewers are always filled with common
infected, so be ready to open fire as soon as

you drop through either manhole.The sewer is
broken up into two sections accessible by moving
through the narrow tunnels cut into the main
walls. Use the map provided to locate these tunnel
entrances from your entry point. While moving
through the sewer, always keep watch to the front
and back. Infected spawning in the tank room or
red-lit room may drop from the manholes and
attack your team from behind.

FOOM

By following the path indicated on the map, you
can quickly navigate through the cramped side
tunnels to reach the supply room.This room is in
the center of the sewer system and serves as a
central hub connecting the two tunnel systems.
There are usually a few common infected loitering
in and around this room. A Witch may also be
present inside. Consider tossing a molotov or pipe
bomb into the room before entering.
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A WHTCH IS IN Thr SUPPLY ROOM,
TUSS A MOLOTOV INSIDE, THEN
IMMEBDIATELY SHUT THE DUOOR. THIS
ACTION WILL STARTLE THE WITCH,

Bt CLOSING THE DOOR PREVENTS HER
FROM IMMEBIATELY COMING AFTER YOUR
TEAM, ALLOWING THE FIRE CAUSED BY
THE MOLOTOV 10 INFLICT SUBSTANTIAL

DAMAGE. SHE WiILL EVENTUALLY
BREAK THROUGH THE BOUR, S0 BE

READY 10 UPEN FIRE, BUT WHEN SHE

DUES EMERGE, HER HEALTH WILL BE

EXTREMELY LOW, MAKING HER EASY 10

TAKE DUOWN,

Infected:

ATl the infected bosses are effective in

the sewers, but if you get the chance
to play as the TFank, try to corner the
‘survivors in one of the cramped side
tunnels. They’ll have a-much harder
time escaping.in these passages,
giving you the perfect.opportunity.
to eorner and pummel them. Once.
you’ve incapacitated one survivor,
move.on to the next one while your.

71 .teammates finish off any

! { downed survivors, Such sewer

ambushes can be deadly,
P s0 work closely with your.
) teammates to: maximize your.
team’s damage output.

Once the supply room is clear, rush inside and shut
the door behind you.You can usually find weapon
upgrades in this room on the lantern on the large
wooden spool. Don't pass up the ammo on the
floor either.The room is far from secure, but it’s safe
enough to take a quick break and heal if necessary.
Just keep an eye on the room’s two entry points and
quickly dispatch any infected that try to breach this
sewer sanctuary.When you're ready to move out,
exit the room through the small tunnel next to the
No Smoking sign.

Sewer Exit

Once you leave the supply room, you're very close
to the hospital. Follow the tunnel out of the supply
room and keep going straight until you reach the
main sewer passage—don't take the left branch in
the cramped tunnel. But be ready for an onslaught
of infected along the way. They know you're close to
reaching the hospital and will do anything to keep
you wandering around the sewers. If you haven't
been attacked by a Tank yet, be ready to face one
here. If possible, exit the small tunnel system before
engaging the Tank.If necessary, backpedal all the
way to the supply room to avoid the devastating
swipes.
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e _- Upén exit'i‘ﬁg the small tunnel, turn right émé_iead

up a small slope in the sewer tunnel. An orange
ladder leads up to street level, just outside Mercy
Hospital. Before climbing, make sure your team is
together, and eliminate any nearby threats that
may hinder the team’s advance up the ladder.
Maintain a line of sight on all areas around the
ladder to prevent infected from spawning and
staging a surprise attack.

The ladder is another great ambush
point for the infected team. Af this.
point the survivors are so foeused on
Jleaving the sewer:that they may let
their guard down and bunch around
the ladder instead of forming.a-
defensive perimeter Let the first two
or three survivors.climb to the surface,

then spawn and attack the last survivor.

climbing the ladder. Hicoordinated

with an attack.on the street above, this.

-is.awvery effective method. to prevent

' the survivors from reaching
the hospital. Do your best to:-

4 split up the survivors between

the sewer and the street for.

g optimal results.

EMERGENCY
ROOM

L—HUSF’?T’AL |

EXTERIOR

Expect a serious fight when you reach the surface.
Numerous common infected usually wander
around the hospital’s exterior and will stage a
formidable attack on your team as soon as you
exit the sewer. Hold near the manhole and engage
all nearby threats before making a move for the
hospital’s entrance. Also, watch for attacks from
Hunters and Smokers lurking about the manhole’s
perimeter. Stay far away from the manhole itself to
avoid being dragged back down into the sewer by
a Smoker’s tongue.
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Quickly fight your way past the infected and
advance toward the emergency room. Expect
another batch of common infected to come
bursting out the doors of the hospital. Blast them
while advancing, and watch for more infected
bosses attacking from above the entrance.The safe
house is just inside the emergency room, so hustle
inside to end this challenging level.

TAKE A MUMENT 10 CHECK THE BACK
OF THE AMBULANCE FUR MEDICAL
SUPPLIES., SUMETIMES YU CAN

FIND FIRST AID KITS UR PILLS INSIDE
AMBULANCES LIKE THIS ONE PARKED
QUTSIDE THE EMERGENCY ROUM'S
ENTRANCE.

This level’s safe house is behind the emergency
room’s reception desk. Hop over the desk and rush
inside. Instead of running to the back of the room,
hold near the door and provide covering fire while
waiting for your team to enter. As soon as everyone
is inside, pull the door shut to complete the level.
Although you've made it to the hospital, your
adventure is far from over...

Ifyyour ambushes in the sewer and outside
the hospital failed, hide in this side room
near.the emergency room’s reception.
desk and attack the survivors as they
dash toward the safe house. Chances are
they’ll be so focused on reaching the safe.
house that they’ll fail to sweep this room,
giving you the chance to stage a last-ditch
attack against the survivors. Iplaying as
the Smoker, lasso the last survivor just
in front.of the safe house and drag your
victim into this room. This may draw the

rest.of the survivors out of the safe

! ghouse in an attempt to rescue their
friend, giving your teammates the
opportunity. to. pounce.
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Safe House

This break room in the emergency room on the first floor serves as a makeshift safe house. Inside are the
usual goodies necessary to outfit your team.Take a few seconds to grab some ammo, change weapons,
and take a first aid kit. Due to the close-quarter nature of the hospital, shotguns are very effective. But
maintain at least one assault rifle in the group to provide rapid fire, useful when engaging Tanks and
Witches. Before moving out, check over the health of your team and apply any first aid necessary to get
everyone within the green range on their health meters.The action in the hospital is fast and requires
optimal mobility on the part of every survivor. You can't afford to have anyone lagging behind due to
injuries.Once everybody is stocked up on gear and health, open the door and enter the first-floor hallway.
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ISt FLOOKR

When the outbreak first hit, many of the infected
were brought to this hospital. But the infection
could not be stopped, and the contagion eventually
spread to hospital staff and other patients, leading
to a complete quarantine of the facility. As a result,
most of the common infected here are dressed in
scrubs and hospital gowns. But don't let their attire
fool you.These infected are just as ferocious as the
ones you encountered in the streets and sewer.The

_high concentrations of them in the exam rooms

7z

While moving along the hallway, conduct a quick
sweep of each exam room. All are likely to contain
common infected. But a few of these rooms may
contain some useful supplies, like pills, molotovs, or
pipe bombs, all placed by the director. Most exam
rooms can be cleared without entering—simply
hold at the door and shoot every zombie inside. Still,
be careful when entering each room as there may
be some infected lurking in the corners that you
couldn’t see from the doorway. Clear these blind
corners as soon as you make entry to avoid getting
flanked.

USE +HE SIENS INS fur ﬂ»r w PiTAL
T0 HELP YOU NAVIGATE. YOUR TEAM'S
GUAL 1S 10 REACH THE ROOFTOP, SO
LOOK FOR STAIRWAYS LEADING UP. ALL
STAIRWAYS ARE MARKED WITH SIGNS
AND ARE USUALLY ACCOMPANIED BY A
LIGHTED GREEN EXIt SIGN. IF YOU LOOK
FUR m&z SIGNS, rw LL \IEVER Gz*r



when ascending these steps. Infected spawning
on the floor above (or behind you) may attack

your team in this confined space. So always look
up while advancing up the stairs,and make sure
your teammates are nearby to provide support if

something scary and painful happens to you.

Iiifected

Instead of attacking the survivors

as they enter the stairwell, consider:
hitting them from behind as they. exit
onto the second floor. Stay in ghost
mode as they climb the steps, then

spawn behind them after they exit. Ift
y jplaying as.the Smoker, try-to-
drag a:survivor back into the

# of your infected. teammates.

é. stairwell—then have the rest
halll ambush the rescuers.

Once you've completed scouring the first floor for
pickups and easy kills, proceed to the stairwell at
the end of the main hallway. However, be careful

IND FLOOR

The hospital’s cafeteria is on the second floor.
From the stairwell, turn left to access this large
dining hall, which has two main entry points.

You can enter from the hallway or the kitchen.To
enter the kitchen, go through the doorway on the
right, just past the fire extinguisher.Since there
are two separate paths, call out the path to your
teammates to ensure they stick together. Splitting
up here could give the infected a chance to stage
a serious attack on your team. Consider moving
through the kitchen—sometimes the director
drops some items in here.

wWww.primagames.com
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Regardless of how you enter the cafeteria, be ready
for a fight. Your mere presence may trigger attacks
by common infected filtering through either the
second-floor hallways or the third-floor walkway.
Keep your back to the outside wall and engage all
comers while slowly stepping toward the staircase
leading up to the third floor.The large size of this
room favors your weapons, particularly assault rifles.
Keep killing zombies until the attack subsides. If no
attack occurs, don’t wait for one to start. Simply race
up the nearby steps to the third floor.

Infected

Sneaking up on the survivors in the.
cafeteria can be tricky due to the

lack of cover: Ifnecessary spawn in
the hallway. or kitchen area once

the survivors are out of sight. The
restrooms near. the staircase are other
good spawn points. The Smoker can
wreak some havoe by. pulling one of
the survivors out.of the cafeteria-and
into the hall, kitchen, or restrooms.
Hunters can also experience some
success by performing leaping attacks
from the third-floor walkway. Bat

-Boomers are better off waiting until

the survivors move upstairs.

A | J .
\ @ ' There are plenty of side rooms

from which to spew bile on.
IR passersby.

.
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if the doors are open Either -
-l'ear each r'Uemand kill everything inside, or at
L least close each door as you pass. Also, watch for
~ more infected approaching from the cafeteria
on the floor below.The thin railing on the right
side of this walkway won't prevent you from
being pounced on by a Hunter or constricted by a
Smoker.

3RD FLOOKR
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The stairwell leading up to the fourth floor is

only a short jog down the third-floor hallway, just
beyond the desk.But don't rush inside. There may
be more infected waiting in here eager to pounce
on your team—Tlike all stairwells, this one is a
popular ambush point for Boomers. Peek through
the doorway from the hall and eliminate any
visible threats before stepping inside. If necessary,
toss a molotov or pipe bomb inside to wipe out
any zombies. Enter the stairwell and climb to the
fourth floor.
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On the lower three floors, the
elevator 1s out of service, but don't
let that stop you from checlang
out the rooms surrounding the
elevator shaft. These rooms are
not along the main path between
the stairwells, but the director
often places useful pickups
N these less-traveled rooms.
‘Still, searching these rooms :
can be risky SInce they re often !-g
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Infected

Itplaying as the infected in versus
mode, avoid attacking the survivors.
on the third floor. Instead, save. up.
for.the mini-finale at the elevator.on
the fourth floor. A" combined attack by

P your.team here can totally
cripple the opposing team. So:
A4l begin coordinating while the
. 1 T survivors move through the
‘_ﬁ* third floor.

Fourtn Floor

414 FLOOR

ELEVATUR

After exiting the stairwell on the fourth floor, turn
left and hop over these desks in the middle of the
hallway. This path doesn’t lead you closer to the
elevator, but the rooms lining this span of the hall
often contain items useful when confronting the
infected horde at the elevator mini-finale. Scour
these rooms for molotovs, pipe bombs, and pills. But
watch out for common infected and bosses hiding
in these rooms too. As usual, stick together and
avoid the urge to raid each room as individuals.

L]
-

Return to the overturned desks near the stairwell
and proceed down the hall toward the nurses’
station. Sweep each room along the side of the hall
while advancing, but also keep an eye on both ends
of the hall. Hunters, Smokers,and Boomers may

be prowling these halls, so listen carefully for their
presence.Impromptu swarm attacks by common
infected are also possible, so stay together and keep
the halls clear.



At the nurses’ station, follow the signs leadir‘ﬁ#

to the elevator and ICU. Watch for more infected
inhabiting the halls and side rooms around the
nurses’ station.There may also be a Witch hiding
in one of these rooms. If you hear the wailing of
a Witch, sometimes it’s best to avoid these side
rooms altogether, as entering with your flashlight
on is sure to startle her. And being in a small dark
room with a pissed off Witch (and other infected)
is a very bad place to be.

Infected

The side rooms lining the halls of
the fourth floor provide the infected
with so.many. great opportunities to
attack the survivors. Ifthe survivors.
are moving slowly through this floor,
set.aside your plans for the elevator.
ambush and start attacking now. For.
best results, wait until the survivors
have passed, then quickly spawn and
attack them from behind, preferably
' by.barging out of a side
room. This is a great tactic
when playing as the Boomer,.
and is a‘sure way.to move
@ within range and vomit on
your. prey..

The hospital’s Intensive Care Unit is in this long
hallway beyond the nurses’ station. A number of
small exam, biohazard, and surgery rooms line
both sides of this hall, making it a very dangerous
passage, ideal for infected ambushes. A slow

and methodical advance is the safest way to
clear this area.There’s no need to enter each

side room. Instead, sweep each room and alcove
from the hallway, shooting anything that moves.
Most importantly, keep your team together. Any
attempts to enter and search these rooms for
items should be communicated to all teammates.
Otherwise, it's very easy to get separated and
overwhelmed by a coordinated attack by the
infected.

Elevator

D §— M ¥ By

At the end of the ICU hallway, turn left to spot the
elevator—and a spray-painted sign indicating that
the next safe house is somewhere up the elevator
shaft. Before pressing the button to call the
elevator, grab some ammo from the nearby bed.
The elevator is currently on the 30th floor. As soon
as you press the button, it begins its long journey
down the shaft.In the meantime, your team must
hold off a massive attack by the infected. So take
a few moments to stock up on ammo, reload, and
heal any serious injuries. All hell is about to break
loose.

p3ayp3juj pue
|eAlALng

SIOAIALDG 3Y ]

saiddng g
suodeapp

}SOAIRH
SIUIUWIIAINYIYY poolq 11y peaq lI°l yieaq

v



s .,H.

: ‘Iﬁf‘eCted‘i

When your team is ready for the undead onslaught,
interact with the elevator control panel—this
triggers the attack.Back up against the elevator
door and be ready to shoot.The infected not only

The elevator mini-finale is your

come racing down the hall from ICU, but they also team’s best chance to lay the hurt
burst through the walls to the left and right of the on the survivors during this level.
elevator. More eventually drop from the vent above. Instead of attacking at the outset,
Quickly coordinate cover points with your team, wait until they’re overwhelmed by the

with each member covering an entry point. Make
sure someone is covering the main hall and ceiling
vent.Have another teammate watch the breach on

common infected before spawning and
attacking. Communicate with your

the left and another cover the breach on the right. teammates and attack simultaneously.
If you split the workload, your team should have from multiple directions. This will

no problem holding this position until the elevator greatly benefit. the Hunters on your
arrives.

team, allowing them to pounce on
separate prey—just call out your

[ targets.before attacking.
4 ! f Meanwhile, the Boomer and
; Smoker can single out the

&, other two survivors.

-

TP
DURING MINI=FINALES LIKE THIS, PIPE

BOMBS ARE INCREDIBLY VALUABLE. TOSS
ONE DOWN THE #ALL 10 DISTRACT A

b

LARGE NUMBER OF INFECTED. THIS
HELPS ALLEVIATE PRESSURE ON YOUR
TEAM AT THE ELEVATOR AND CAN BUY
YOUR TEAMMATES HIME 10 RELOAD OR
HEAL.
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Get inside the elevator as soon as the doors open.
Wait for your team to get inside, then interact with
the control panel to begin your ascent to the 28th
floor.While riding in the elevator, keep an eye on
the opening in the ceiling. The infected can spawn
in the elevator shaft and may attack through this
opening, particularly Smokers standing on top of
the elevator.

saiddng g

ELEVATOR

Aftacking through the hole in the
. elevator’s ceiling is.possible, but

quite risky unless playing as the As the elevator doors slide open, be ready to
Smoker. Even. then, it’s tough to.deal engage any visible threats. Don't be surprised
much damage. However; Boomers. if you're immediately jumped by Hunters or a

can have some success at pulling Smoker. During versus matches, the survivors'long

“3 T ’ . elevator ride gives the infected team plenty of
off such attacks. When the elevator time to stage an elaborate ambush on the 28th

.s.top.s,.simply.drop.thr‘ough the hole. floor.So be ready to open fire as soon as you step
Whether you have the chance to vomit out of the elevator.
. on.a:survivor or.not shouldn’t
1 jmatter—if they kill you at
close range they’ll be covered
in bile and greeted by.a-horde.
¥ of infected as the elevator.
doors open on the:28th floor.
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' Infected

The 28th floor was under construction when the
outbreak occurred. Now its interior and exterior

walls remain unfinished, perhaps forever.This 8 - : . i
presents a unique challenge when moving through The labyrinth-like layout of this floor.

this floor. While you can see great distances, works to your.team’s advantage,
the unfinished walls create impassable barriers, buying you valuable time to stage
requiring you to move around them. If you're not coordinated attacks. Take every

careful, your team can get lost in this maze. For best hy, &
results, stick to the building’s outer edge and look SENORMInILY TpesERled 10 stopithe

for the spray-painted signs pointing toward the safe “survivors.‘bgfﬁore t.hey'rea":hthe' safe
house. house. If‘a- Witch is. present, center:
your.ambush around her. Once she’s.

C‘A»U T,ON startled and attacks a 'survivor, use

this as your ‘cue to attack. With all

survivors focused on killing the Witch,
they won’t be paying attention
! fto your team, giving you the
§ chance to vomit.upon, pounce
¥ o1, or snare the other standing
'survivors.

I A TANK SPAWNS ON THIS FLOUR,
IMMEDIATELY RACE 10 THE CENTER,
MOVING AS FAR AWAY FROM THE
LEDGES AS PUSSIBLE, ONE SWIPE FROM
THE TANK COULD SEND YOU FLYING OFF
THE SIDE OF THE BUILDING, KILLING YOU
INSTANTLY.

8-



THE UNFINISHED WALLS ALLOW B WALLS SUPPURTED BY CRUSSED
SMOKERS 10 ENGAGE AT EXTREME B WOUDEN PLANKS LIKE THIS CAN
RANGES AND SQUEEZE THEIR PREY BE DESTROYED. SIMPLY AttACK
AGAINST THE VERTICAL SUPPURTS, OR SHOOT THE PLANKS AND THE

CAUSING CONSTRICTION DAMAGE. VERTICAL SUPPURTS WILL FALL

WHEN PLAYING AS THE SMUKER, LOUK DUWN, ALLOWING YOU T0 ENTER

FUR UPPURTUNITIES TU PERFURM NEW AREAS. THIS MAY NOT HELP YOU

SUCH ATTACKS. If YOU'RE CAREFUL, REACH THE SAFE HOUSE FASTER,

RSNl SRl T BUT 1T DUES EXTEND THE PLAYABLE

pdb E s RS AREA, ALLOWING YOUR TEAM 10

N THE FLOOR, AVOIBING THE POTENTIAL
DANGERS OF FOLLOWING THE PATH
ONG THE BUILDING'S LEDGE.
Construction Site Safe House ALUNG THE BUILDING'S LEBG

If you're having trouble finding the safe house, / .
reference the provided map for its exact location. i f

The spray-painted directional signs can be helpful / \
too.When you see the green glow of an exit sign, | -
you're very close. Quickly get inside with the rest /
of your team and slam the door shut to complete (

this intense sequence. You're not far from the | | S
rooftop now... \ |rl
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The hospital’s rooftop is finally within reach, but
your team still has a long way to go before it's
safely aboard the rescue chopper. As usual, take a
little time to prepare for your journey.Your team is
probably pretty banged up from the race through
the hospital. Check over everybody’s health
meter and make sure everyone is healed before
moving out. Also, grab some ammo and consider
swapping out weapons. Both the assault rifle and
auto shotgun are good choices for the finale on
the rooftop.The sniper rifle can come in handy
too, but no more than one teammate should be
equipped with it.

When your team is ready to move out, open

the safe house door and cautiously enter the
adjoining stairwell. A few common infected may
stumble around in here, so clear the steps as you
proceed to the 29th floor.Infected bosses may also
be waiting to pounce as soon as you exit the safe
house, but they can’t spawn in the stairwell.So all
attacks will originate from the doorway at the top
of the steps. Keep your weapons focused on this
entry point.
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ELEVATUR
SHAFT
LADDER
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Be prepared to encounter more common

infected as you exit the stairwell and step onto
the 29th floor. Former patients, medical staff,and
construction workers fill the halls and unfinished
rooms of this floor. Advance quickly through this
floor, but be sure to keep an eye on the side rooms
as you pass.These rooms often contain infected
but may also hold useful pickups.

]
"]

[ -

As your team clears the side roomes, stick together
and rush inside simultaneously.This helps prevent
the infected bosses from getting the jump on anyone
left alone in the hallway. Plus, multiple flashlights help
illuminate these dark rooms, making them much
easier to clear.When the team is ready to leave a
room and return to the hall, communicate with your
teammates to make sure everyone is ready to move
out at the same time.It's very easy to get separated
on this dark floor, so keep in touch with your
teammates at all times, both visually and by voice:
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The dark and cramped spaces of the
- 29th floor benefit your team greatly.
Remain in ghost mode and monitor
the movements. of the survivors. If:
they split up to check the side rooms,
quickly find a spot to spawn, then
immediately attack any stragglers..
Try to coordinate ‘such attacks with
your teammates to ensure maximum
| s sdamage output. Ifplaying as.
the Smoker or:Boomer, do:
é your best to distract the other:

WX

&l survivors while your Hunters.
bl pick off stragglers.

Continue advancing down the main hallway, clearing
the side rooms as you go.If you don’t want to enter
the side rooms, still take time to kill any infected
inside. Have two teammates stand watch, covering
both ends of the hall, while two other teammates
open fire on the side rooms. Move as a unit, pausing
near the entrance of each room long enough to
shoot everythihg inside, then proceed tothe next
room.|It’s just'as.easy to rush past these rooms, but

you may miss some useful'pickups in your haste.

'?‘

Follow the main hallway to the left to locate the
elevator shaft.The elevator isn't functional on this
floor, so your team must enter the shaft and climb
to the rooftop. Before entering, hold at the open
doorway and engage the hostiles inside. Clear as
much of the shaft as possible from this point before
entering. Otherwise you'll be faced with engaging
the infected at close range while attempting to
climb the ladders. Some infected bosses may

be waiting for you inside the shaft, too. Use this
opportunity to take them out before they can
spring their trap.

DON't GET COMPLACENT WHILE
CASUALLY PICKING OFF TARGETS t

THE

INFECTED MAY ATTACK FROM THE
HALLWAY BERIND YOU, CATCHING Y
TEAM OFF GUARD. SWARM ATTAC
ARE PARTICULARLY DANGEROUS W
PAUSING AT THIS DEAD END. BE

CAREFUL NOT 10 BACKPEDAL INTO




THE ELEVATOR SHAFT. 1T'S A LUNG

| WAYS DOWN AND YOU WON'T SURVIVE,

| LEAVING YOUR TEAM SHORT—HANDED
FOR THE FINALE.

I =
i
ke

When the elevator shaft is relatively clear, crouch
through the vent on the right side of the door—
don't enter through the main door! If necessary,
attack the vent to create an opening.Two ladders
inside this shaft lead up to the roof.The first is

a red ladder on the opposite side of the shaft,
connected to the outer wall. Follow the walkway
to the ladder and climb it to the next level. But
don't rush the ladder all at once.Have at least
one teammate provide cover while everyone else
climbs. Attacks originating from the 29th floor are
still possible.

After climbing the red ladder, turn around to
locate the next ladder, suspended from the
rooftop. Before climbing it, make sure all your
teammates make it up to the small walkway. If
someone is pinned or constricted on the lower
level, it may be necessary to climb back down the
red ladder to assist. Getting separated here could
be a disaster, so stay together and promptly make
your way up to the rooftop.

THE LOWER AND UPPER WALKWAYS IN
tHE ELEVATOUR SHAFT ARE EQUIPPED
WiTH ORANGE RAILINGS DESIGNED 10
PREVENT YOUR TEAM FROM FALLING
DOWN THE SHAFT, HOWEVER, THERE
1S A GAP IN THE RAILING NEAR FACH
LADDER, JUST WIDE ENOUGH 10U FALL
THROUGH. STAY CLEAR OF THESE GAPS
IN THE RAILING TO PREVENT PLUNGING
10 YOUR DEATH.

Infected

The elevator shaft is a-good spot to -
ambush the survivors, but doing so -
can be tricky. Once the survivors.
have entered the shaft, it’s nearly.
impossible to spawn inside, as they’ll
have established aline of sight.on
nearly every accessible spot. So -

. either spawn in the shaft before the

‘survivors enter, or. spawn.on the
rooftop.or:29th. floor. A'Smoker.on.
the.29th floor can pull a survivor.
off the lower walkway, through the
gap in the railing, and dangle the
victim over the edge of the shaft. In.

. either case, the survivor.is dead,

dying either of constriction damage.
or.by falling down the shaft once
the Smoker is killed. Causing the
survivors to. plunge down the shaft

# - is by far.the quickest way.to

! {kill them, but such kills are
tough to come by.and require
perfect timing and plenty of
& luck. Still, it’s worth giving it
‘ashot.
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high points. Consider spawning in

the elevator shaft and climbing up

E the ladder:to attack the survivors.as.
ROOFTOP : 8 they descend to the helipad.or lower:

: 8 levels. Both the Smoker and Hunter:
are very.effective when attacking from
above. Inflicting heavy damage on the
survivors now can pay.off later once
the.finale gets underway. Killing a-

N i survivor before the finale even
f begins definitely. tilts the.odds

in your.team’s favor. So attack
1 i relentlessly before the survivors

-

ELEVATOR Ml call the rescue chopper:
SHAFT

Don't bother clearing the entire rooftop. Instead,
make a move for the radio room as quickly as
possible.Stalling only gives the infected more time
to inflict damage. From the helipad, descend the
long ramp and keep moving straight until you see
this small structure with a mini gun mounted on
the roof. Blast any zombies gathered around this
structure, then race inside.

The ladder in the elevator shaft leads to the top of a
structure on the rooftop near the helipad. Make sure
all your teammates make it to the rooftop, then spend
a few seconds clearing the surrounding area.There
are usually a few common infected loitering around
the helipad. Neutralize them before hopping across.

Finale Preparation

This small radio room is stocked with a first aid
+'Liook for opportunities to attack the. station, weapon upgrades,and ammo.Take a
survivors from the rooftop’s various brief moment to stock up and heal before using




Join your teammates on the rooftop and make
sure someone is manning the mini gun. But don't
let this weapon give your team a false sense
of security. Despite its amazing rate of fire, the

Don't interact with the radio again. Instead, take weapon has serious limitations. Most notably, its
a moment to prepare for the attack. There are firing arc is rather limited, making the operator
usually propane tanks or fuel cans inside or near vulnerable to attacks from the side and rear.So
the radio room. Scatter these explosive items it's up to the rest of the team to watch the mini
outside, placing them in critical choke points like gunner’s back.The infected can climb up to this
the ramp leading down from the helipad.When rooftop position from the left and right, so both
the attack starts, target these items to wipe out sides should be watched at all times.

large swaths of infected attempting to rush your
position. Also, look for stashes of pipe bombs and
molotovs on the nearby structures around the
radio room. Knowing where these stashes are
located can greatly increase your team’s chance of
survival.So when you find a stash, call it out so all
team members know where to go to resupply.

Infected

Fhe Smoker plays an instrumental
role in dividing the attackers during
the finale. One successful attack can
Once your team is well prepared for the attack, pull a'survivor. off the rooftop, away
return to the radio room. But don’t touch the radio » from teammates: This is a-good.
until your team is in position, preferably on the 1 jway. to get the survivors away
rooftop near the mini gun.When you interact with £ e ;=

: X : rom.the mini gun, giving
the radio a second time, the chopper pilot tells . _ . :
you he’s on his way. This in turn triggers the finale, . the common infected a better:
prompting the infected to attack. & chance of swarming the group.
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Infected

1 |

Hold out on the radio room'’s rooftop as long
as possible, but once you hear the rumbling of

an incoming Tank, drop to the rooftop and stick
together. If you stay on the radio room'’s roof, the

When playing as the Fank, attack

Tank’s powerful strikes could send you flying off the the survivors.on the rooftop. They're
side of the building.You have a much better chance " usually clustered up.here, making
of surviving on the lower level.If possible, try to hit them an easy target. One hit could
the Tank with a molotov cocktail. Torching a Tank

; ysend asurvivor flying off.
| 4 the roof, resulting in instant
. ‘&‘ death. Bt you must properly.
A

diminishes health quickly. A steady dose of rapid fire i\
will ensure the Tank goes down in a hurry.

TP
I ANY TEAMMATES ARE
INCAPACITATED, QUIUCKLY HELP THEM UP |

e align yourself to get the right
trajectory for such a kill.

.

EVEN If YOU MAY TAKE SUME DAMAGE | =
WHILE DOING SO, YOUR TEAM DOESN'T |

HAVE 10 BE KILLED 10 LUSE HERE.

IF ALL YOUR TEAMMATES ARE SIMPLY

INCAPACITATED, THERE'S NO WAY FOR
YOU 10 REACH THE CHUPPER AND THE
MATCH WILL END SOUN, S0 BON't LET
TEAMMATES STAY BUWN FOUR LUNG. YOU
| NEED THEM UP ON THEIR FEET AND
FIGRTING IF YOU WANT 10 STAND A .
‘ CHANCE ACAINST THE INFECTED BURING Ifyou_r team must_va_cate the rooftop, consider
| 145 FINALE, heading downstairs into the radio room.The room'’s

double doors and windows must be covered at all
times, but if you still have your whole team together,
you can lock down this location quite easily.
Furthermore, the room provides an endless supply of
ammo and the opportunity to switch weapons.The
auto shotgun is ideal for defending this location. Just
be ready to vacate if another Tank attacks. You don't
want to get cornered in here by a Tank.

88’



While.in the spectator mode waiting. When the chopper arrives, try to-
to.respawn, pay close attention to - single out and incapacitate at least
the locations of the survivors and one of the survivors. Ifia survivor goes
their health. Those with a green halo- down while all the other survivors.
around.them are in good condition. are in the chopper, the match
-But those with.a yellow.or orange automatically ends, and the chopper
halo around them have low health. leaves. This could make a-huge
When you respawn, focus f , simpact.on the score, especially
\\ {4/ fon the players with the \ i@ 4 in avery tight match. The
least amount of health. Al Smoker, Hunter, and Tank are
Simply incapacitating these & b all well equipped to pull off such
g players can give your.team a- last-second upsets.
LI (remendous advantage. .

Chopper Rescue

Hold out in or on top of the radio room until the
chopper arrives. At that point, make sure your
team stays together and race up the ramp directly
across from the radio room. This leads directly to
the helipad. A new swarm of attackers (including
a Tank) usually spawns soon after the chopper
arrives, so don't waste any time.Immediately hop
in the chopper.

The movie may not be over as soon as you reach
the chopper.You may have to hold out until the
rest of your teammates hop inside. Stay in the
chopper and provide covering fire while your
teammates race to safety. Just be careful not to
shoot them as they run toward you. Keep firing
until the final cutscene plays, showing the chopper
pulling back from the helipad.Your team (or what
remains of it) is finally safe! Good work!
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// of Rlverside Various rumors Ors persist about

. \\ | 1 | Riverside but nothing is s known for sure.
. } &~ £ Some say the town is the only safe haven
e y q \ R, = for hundreds of miles. Others say it's been
af t 1 completely overrun by the infected.The
survivors don’t have much of a choice.The

A sun has set and the surrounding woods rustle
: with sound of approaching infected.The

road ahead is treacherous, to say the least.In

' addition to navigating the dark tunnel ahead,

B e T AT s B OUR ANE QO ENT the survivors must cross miles of zombie-
infested territory (above and below ground)
DEATH TOL - before reaching the town. Even then, there’s

no promise of rescue. Hopefully the rumors of
Riverside’s survival are accurate. Either way;, it’s
going to be a very long night..
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The survivors begin this movie on the road leading
to Riverside. Numerous automobiles have been
completely abandoned here, many with their
headlights still on.It’s unclear where their occupants
are—or where they've been dragged to. But this
eerie sight is a bad omen for what lies ahead.

Even at this early stage, remain vigilant and watch
for movement in the trees lining the road. Early
detection is your best defense against a sudden
swarm attack.

Before beginning your trek, move to the back of the
police car just ahead.The trunk is already opWen
and contains first aid kits,ammo, SMGs, and pump
shotguns. In the journey ahead, your team will
encounter undead threats at various ranges. So
consider equipping two shotguns and two SMGs

to maintain a solid balance of firepower. Also, don't
underestimate the usefulness of the pistol for taking
out small concentrations of infected.This can help
your team conserve ammo.

Versus mode 1s not available
while playing Death Toll, so
there are no tips for playing
as the infected 1n this chapter.
Instead, the tips and tactics
provided are oriented toward
survivor co-op play.

Once your team has grabbed weapons,ammo, and
first aid kits from the police car, set out down the
road ahead.While advancing, stay near the center of
the road with one team member leading.Traveling
down the center of the road gives you more
reaction time to target zombies emerging from the
trees.The rest of the team members should keep
their weapons trained on the woods flanking the
road. Listen for the sound of >

infected moving through the "g
trees. Call out threats for your | /%y
teammates to let them know '

which directions you're ‘

being attacked from.

Stick together and ‘_

be ready to take i | a8

down any Hunters = \ *

or Smokers

attacking from the & |

woods. > f
(75
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A concrete bridge spanning a ravine has collapsed;
your team must find another way across. A trail on
the right side of the bridge leads down into the
ravine, but before racing down there, spend a few
seconds targeting zombies below. It's much easier
to fire down on the zombies in the ravine from

this position than it is to greet them face to face.
Don’t worry about completely sanitizing the area,
but try to eliminate large groups to clear a path for
your crossing. Pistols and SMGs are most effective
at blasting zombies from this range.

WHILE FIRING DOWN ON THE ZOMBIES
IN THE RAVINE FROM THE BRIDGE,
DON'T FURGET 10 GLANCE BACK
UCCASIONALLY. INFECTED BUSSES

AND EVEN SWARMS MAY SNEAK UP
BEHIND YOUR TEAM tF YOU'RE NOT
CAREFUL. CONSIDER DESIGNATING ONE
TEAMMATE 10 WATCH THE TEAM'S
BACKS DURING THIS SEQUENCE,

When you're ready to make your move through
the ravine, locate this slope on the right side of
the bridge and cautiously descend.There may
be a large congregation of zombies beneath the
collapsed portion of the bridge that you couldn’t
see from above. Be ready to open fire on this
group with the shotguns and SMGs. If necessary,
fight the group off with melee attacks while
reloading.
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Don't travel down the ravine.
Moving in either direction
leads to a dead end and only
exposes your team to more
infected.

L

Cross the ravine and locate the ladder on the other
side—a similar ladder is located on the left side of
the bridge. Establish a semicircular defensive zone
around the base of this ladder and blast any infected
that approach. Send two teammates up the ladder
first to establish a presence on the road above. Once
they've reached the top, have the remaining two
teammates climb the ladder and join them.

E- 5

Prepare to engage more infected when you reach
the top of the ladder. Attacks can come from any
direction, so stay on your toes and stick together.In
particular, watch for Hunters and Smokers attacking
from the trees.It's almost impossible to spot these
infected bosses until they attack, so be ready to
respond if one of your teammates is targeted.
Common infected can pose a threat, too. It's very
important to defeat any infected in this area before
moving into the nearby tunnel.You don‘t want any of
these zombies following youinside.

TUNNEL

This tunnel is just beyond the bridge.It's not the
most ideal passage, but you must pass through
here to reach the level’s safe house. Hold outside
the tunnel for a few seconds and try to draw any
infected outside. It's much easier to take them out
at long range than it is to shove your way through
their putrid flesh while pushing through the tunnel.



Like the road outside, the tunnel is filled with
abandoned cars, providing perfect hiding spots
for the infected. Carefully sweep the tunnel,
clearing every blind corner.When you spot

this white van, consider moving through the
maintenance passage on the left side of the
tunnel. Usually, several common infected loiter on
the other side of the van, just waiting for you to
step into view.

Enter the maintenance passage to bypass the
potential zombie ambush just beyond the

white van. But this passage is usually filled with
common infected too. Expect a rush of infected,
especially as you near the maintenance passage’s
exit. Any zombies hanging out by the van will

run in your direction. But your team’s SMGs and
pump shotguns should make quick work of these
hostiles. Just stay together and avoid shooting
each other. If the zombies move to close range,
rely on melee strikes to keep them pushed back.
This is also a good way to avoid shooting your
teammates.

; ..-,-ﬂ “'-'-"'*.r
"o I-'---" ‘
'. 1' ls'ﬁ.' of l.-'

This logjam of crashed vehicles farther down the
tunnel can seriously hamper your team’s progress.
This isn’t a good place to get stuck, so jump onto
these cars and get past this obstruction as quickly
as possible. Keep your team together during this
transition. It's easy to get separated here, with
some teammates on one side of the barricade and
the rest of the team on the other side. So don't
move over these vehicles until everyone is with
you. If a swarm attack occurs while you're making
this transition, stand on top of the vehicles and
finish off the rushing zombies from a slightly
elevated position.

A large concrete barricade adorned with barbed
wire blocks the tunnel ahead. It looks like the

local authorities had the right idea, so there might
still be some hope of finding more survivors in
Riverside. In the meantime, locate the doorway

on the left side of the tunnel;it leads into a
maintenance area, which is now the only way to
exit the tunnel.
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Maintenance Area
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UPPER LEVEL
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Enter the doorway off the tunnel, but beware of
infected in the adjoining stairwell.This is a perfect
ambush point frequented by Boomers. If one
manages to vomit on you or explode close to you
or a teammate, you'll be faced with a swarm attack
in this confined space. If this occurs, locate the
direction of the incoming swarm and open fire as
enemies rush into view.The shotgun is ideal for
cutting through large groups of zombies in tight
quarters.In any case, advance through this stairwell
as quickly as possible to avoid falling victim to more
attacks by the infected.

The stairwell leads down to this large room with

a lower level, usually occupied by a few common
infected. Don't descend to the lower level,and
avoid firing on the zombies below. Instead, stay on
the upper-level walkway on the room’s perimeter
and move toward the passage on the opposite
side.|f you move through this area quietly you can
sometimes avoid agitating the common infected
on the lower level. But if they see or hear you, they
will climb to the upper level and attack. Be prepared
for such assaults and try to eliminate the hostiles
before they reach the upper-level walkway. Smokers
and Hunters may also attack in this room, so keep
moving and quickly respond if teammates are
targeted.

Ay = T_i[o {
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Infected bosses like this Boomer may attempt to
slow down your team as it approaches the stairs on
the far side of the room. Exercise restraint and avoid
shooting these gaseous, bile-filled balloons at close
range. Instead, strike with melee attacks to push
them back before shooting. Instigating a swarm
attack in this room can be dangerous; one of your
teammates could fall to the lower level, and it might
be difficult to offer support.
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Keep moving up the path until you can see this

old waterworks building on the hill above.The red

steel door in the bottom corner indicates that it's
EE o a safe house.Rush up the path and throw the door
open.Hold near the doorway and wait for the rest
of your teammates to get inside, then slam the
door shut to complete the level.

The short set of stairs in the maintenance room
leads outside—the level’s safe house is just up

the hill. Even if you can’t see any infected outside,
move out of the concrete passage quickly, as more
infected are likely to spawn behind your team,
inside the maintenance area. Be prepared for the
possibility of Smokers and Hunters attacking your

11y peaq

Don't bother chmbmg the
exterior stairs near the safe
house door. They lead to a

dead end. Exploring this

}SaAIRY
poolga

team from the rear or among the trees lining this space can waste valuable time,
path.Don't let the safe house’s proximity lure you gwving the infected more

into moving ahead of your team. Stay in contact time to attack your team and
and call out if anyone is in trouble. You might potentially overrun the safe

have to backtrack a few times before everyone is house.
moving together.
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This safe house is part of the waterworks facility,
which explains the presence of the large pipes and
other industrial equipment. But don’t get distracted
by the decor. Near the steps on the right is a table
holding first aid kits,ammo, pump shotguns, and
SMGs. Use the first aid kits to heal any injured
teammates. Otherwise, save them for later. Also,
make sure your team has a good mix of weapons.
Shotguns are great for clearing out the areas ahead,
but you'll also need the range and rate of fire
offered by the SMGs. So split the load-out evenly by
taking two SMGs and two pump shotguns.
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When you're properly outfitted, climb one of the
sets of steps flanking the room and move toward
the red steel door. Before opening it, engage any
visible infected through the bars.The room on the
other side is very large and filled with common
infected. If you simply throw the door open, they
could rush inside the safe house before your team
has a chance to exit. So clear out any zombies
gathered near the door. Even when you open the
door, a few more infected may try to rush inside,
so be ready to stop them with a shotgun aimed at
the exit.

Junction

VERTICAL SHAFT

L GATE ROOM
SUNCTION

.4 ’ ! '/‘ "
{ By [ .
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- ﬁre s 500N as you enter.Hold at the safe house
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on| fected, so ready"toopen

exit and form a semicircular line in front of it. Now
your team can cover the room in all directions, and
everyone has a clean angle on the approaching
infected.This is a good way to clear the area in
front of the door, but more infected lurk behind
the large pieces of equipment and near the two
massive drainage tunnels.So be prepared to move
out, but stick together. Although this is a single
room, it’s very large and it’s easy to get separated,
giving Hunters and Smokers the chance to strike
and inflict serious injury on stragglers.

CAUTION
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L " g 5 o
N =
-]
P W= . — ., .

STAY CLEAR UF THE DRAINAGE
TUNNELS UNTIL YOUR TEAM IS READY
10 EXtT THIS JUNCTION ROUM, A
SMOKER POSITIONED IN ONE OF THESE
HINNELS CAN DRAG ONE OF YOUR
TEAMMATES OUt OF tHE ROUM, BUT
ONLY if THE TARGETED TEAMMATE
1S STANDING IN THE TUNNEL,
OTHERWISE, THE VICTIM IS HUNG UP
ON THE TUNNEL LEDGE, LEADING 10
CONSTRICTION DAMAGE. IN ANY CASE,

MAKE SURE YOUR TEAM RESPUNDS
10 SUCH ATTACKS AS QUICKLY AS
POSSIBLE,
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Don't linger in the junction room too long. Endless
supplies of infected continually enter from one of
two drainage tunnels. Wasting time in here only
depletes ammo and health, so form up and prepare
to move through one of the tunnels. Both lead to
the vertical shaft, so it doesn’t matter which path

is chosen.But the tunnel to the right of the safe
house is the safest and closest route. Just make sure
your team sticks together. While moving through
the tunnel, watch out for Boomers.They can pose

a serious threat in this confined passage, especially
if any of your teammates get splashed with bile.
Confronting swarms of infected in this tunnel isn't
too challenging, but make sure everyone in the
team has a clear angle on the stampede to avoid
friendly fire incidents. If leading the team down the
tunnel, crouch so those behind you can fire over
your shoulder.

Vertical Shaft

Both tunnels exit into this large vertical shaft ringed
by a narrow catwalk. However, be careful when
exiting the tunnel. Infected bosses may be waiting
for you here, hoping to flank your team as it exits.
Such attacks are tough to prevent, but if you stick
together, they're easily dealt with. Consider having
the healthiest teammate exit the tunnel first as a
decoy. Once the.trap is sprung, the rest of the team

_can come to the rescue, usually before any serious
damage is inflicted.

Circle around the catwalk and scour the area below
for infected. Don't let the lure of ammo and weapon
upgrades below make you rush to the lower level.
Instead, keep your eyes peeled for infected bosses
(like Hunters) lurking below. Eliminating these
threats from the upper level makes the transition
much safer.But don't just focus on the lower level.
Common infected may rush out of the tunnel you
just exited, so be ready to blast any rushing toward
you on the catwalk.

s B

While circling the catwalk, look for this ladder on
the outside wall. But don't rush to it and begin your
descent. Instead, look down the ladder and blast
any infected climbing it. Common infected and
bosses alike can climb ladders like this, so be ready
for anything. If a Boomer is climbing the ladder,
make sure it’s a safe distance away before blasting
it. Otherwise you'll have to confront a swarm attack.
When the ladder and the area below are clear,
quickly transition to the bottom of the shaft. Make
sure all your teammates descend the ladder at
approximately the same time. A lone teammate left
behind on the catwalk can be attacked by a Hunter
or Smoker, and it’s difficult to climb back up and
help out in time.
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After climbing down the ladder, quickly survey
the surrounding area, then locate the ammo and
weapon upgrades resting on the two green crates.
All of the weapon upgrades are useful here, so
consider going with one auto shotgun, two assault
rifles, and one sniper rifle. This mix of weaponry
gives your team a good balance of range, rate of
fire,and stopping power. If anyone in your team

is injured, this is also a good location to heal. Just
make sure at least two teammates stand watch

at all times.When everyone is ready to move out,
descend the nearby steps and enter the concrete
tunnel just ahead.

CAUTION

LN
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MOVE THROUGH THE WAIST—HIGH
WATER AS QUICKLY AS PUSSIBLE,
CROUCHING HUNTERS CAN LURK JUST
BENEATH THE SURFACE, MAKING
THEM IMPOSSIBLE 10 DETECT UNTIL
THEY LEAP TOWARD ONE OF YOUR
TEAMMATES,

Expect to encounter a few common infected in
the concrete tunnel. Blast them while rushing
forward, ascending the shallow slope.This passage
eventually dead-ends, blocked by a high concrete
wall. But another large drain pipe is to the right.
Before entering the red-lit pipe on the right, make
sure your team is together—the action in the next
room can get rather frantic.

Gate Room
5~ gud
oo
L, i

Cautiously approach the end of this tunnel.
Quickly scan the room ahead for Smokers and
other infected bosses. A Smoker may attempt

to drag one of your teammates down into the
water, so watch for incoming tongue attacks and
immediately target their source.The director may
have placed a Witch somewhere in this room,
too, so if you hear her wailing, try to uncover her
location before dropping out of this tunnel.
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COMBINED ATTACKS BY INFECTED
BOSSES CAN SPLIT YOUR TEAM UP IN
THIS LARGE ROOM. IF THIS OCCURS,
PRIORITIZE THE THREATS AND

RESPOND ACCORBDINGLY. tf SOUMEONE
HAS STARTLED A WITCH, ELIMINATING
THE WITCH SHOULD BE AT THE T0P

OF YOUR LIST. ATTACKS BY HUNTERS
AND SMUKERS SHUULD BE DEALT WitH
NEXT, FOLLOWED BY tHE ELIMINATION
OF THE COMMON INFECTED. IF YOU FIND
YOURSELF IN THE WATER, BLAST ANY
NEARBY THREATS, THEN CLIMB THE
STEPS NEAR THE TUNNEL ENTRANCE 10
REJOIN YOUR TEAM ON THE WALKWAY.

From the tunnel, follow the narrow catwalk to the
right side of the room. Here a ladder leads to an upper
level.The exit is on the opposite side of the room, but
it'’s currently inaccessible.To reach it you must lower
the gates in the center of the room, used to control
the flow of water through the drainage system.

. 16’? - This will in turn lower the catwalk above the gates,

make suté,ev 1"""

| DURING THIS MiNI—F1

inale.You _
e “.-‘!-
your team has reIoaded and
has plenty of health. There may be some molotovs or
pipe bombs on this upper level, which can come in
handy when the attack is underway.

As the gates begin to lower, do your best to keep
your team on this upper level, near the switch.
Most of the infected attack from the lower level,
climbing ladders to reach your team. But some
attack through a hole in the wall near the gates. By
focusing attention on these critical points, you can
control the upper level and avoid getting split up.
But attacks by a Smoker may require dropping to
the lower level to rescue a teammate. If this occurs,
move together as a team. Otherwise you may be
overwhelmed by the infected, particularly if you fall
in the water.

SMOKER ATTACKS ARE A RUGE THREAT

NALE, AND CAN
DISTRACT YOUR TEAM FROM TARGETING

| THE SWARMS 0F COMMON INFECTED,
SUMETIMES SMUKERS HIDE IN AREAS




WHERE THEY'RE BIFFICULT 10
TARGET DIRECTLY. THEREFURE, TRY
10 FREE YOUR BUDDY BY BITHING

THE SMOKER'S TONGUE Wit MELEE
ATTACKS. If THAT'S NOT PUSSIBLE,
TARGET THE SMOKER BDIRECTLY.

|eAlAang

The tunnel leads into this large concrete-lined
room supported by several vertical steel beams.
The steel beams help conceal the infected inside
this room, so hold at the entrance and open

fire on anything that moves.This may trigger
more infected to rush toward your team, but it’s
better to engage them head on here than to be
surrounded once you enter the room.
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Once the gates have been fully lowered, the
infected attack subsides. Finish off any stragglers
and cross the newly lowered catwalk. A small
room on the far side of the catwalk contains a first
aid station. Any teammates you lost during the
mini-finale may spawn inside this room.

. e

From the tunnel, turn right and look for a circular

R passage leading into an adjoining room. Don't
climb the yellow ladder—this leads up into a o
small warehouse. Instead, stay in this lower-level §_
g ° - i, passage to bypass the warehouse entirely.The >
ceiling has collapsed in a portion of this next =
room, and an old stairway can be used to climb
out. At the top of the stairway turn left and hop x
out the window. Steer clear of the open doorway = 65
PR 3 r <
in this small room—it leads into the warehouse. e
N . - _n:; v
' X ]
4 & 4 1 Alternate Paths Warehouse
A Iag e >
/ =
o
<
o 2. [ — . &I §
> P
5 3
After raiding the first aid station, continue along 2

the upper-level walkway to enter yet another large
drainage tunnel. More infected may occupy this Pt
tunnel, so stay sharp.There’s even a possibility you
could encounter a Tank. If this occurs, backpedal

down the tunnel and return to the gate room to Cl.ltrEbltngthe yr:||ow Iac:(tjer |r; the r(r)?mm ) o
finish him off. with steel beam supports puts your tea I 1@3—(
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in a small warehouse. It’s best to avoid this
path if possible as it's almost always filled
with infected. The room also has an upper-
level walkway ideal for Hunter and Smoker
attacks. However, you might have to take
this path if you've lost a teammate. A small
closet inside this warehouse can serve as

a spawn point. But if your team is at full
strength, bypass the warehouse and stay in
the passages below.

Rail Yard
Grounds

Hop through the window on the right and race
toward the caboose ahead.The caboose is on a
narrow platform, suspended above the floor of this
large building. So watch your step while rushing for
the door.f you fall off the narrow walkway leading
to the caboose (or get pulled down by a Smoker),
you stand a serious chance of being mauled by the
infected below.If you or a teammate does fall, the
upper level can be accessed via two staircases on
either side of the building. Get inside the caboose
as quickly as possible and shut the door once your
teammates are all inside.

B |-~ Ly i

Gulp in the fresh outside air as you hop through the
window. Your team is now outside the warehouse
near a rail yard—the safe house isn’t far away. Watch
for more infected lining this path. Keep your team
together and cautiously round the corner to the left.

I YOU MAKE it +0 THE CABUUSE BUT
YOUR TEAMMATES ARE LAGGING BEHIND,

E— B— M e CONSIDER TUSSING A PIPE BOMB INTO
g ot THE PARKING LOT THROUGH ONE OF THE
Cross this small parking lot to reach the building WINDUWS, THIS WILL RELP ALLEVIATE

straight ahead—the one with the long rectangular SUME APRESSURE .ON Y‘OUR A_TEAMMATES'
windows. A caboose serves as this level’s safe house BY PRUMPTING tHE COMMON INFECTED

.. - inside that large brick building. Keep moving toward 10 CHASE AFTER THE PIPE BUMB.

104
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 but Riverside is still a long ways off. S
moment to stock up and heal inside the caboose.
SMGs and pump shotguns are the only weapons
available here.If you still have assault rifles, auto
shotguns, or sniper rifles from the previous level,
hold onto them and make sure you've maxed out
your ammo count.When your team is ready to
move out, open the red steel door at the end of
the caboose and be prepared to race through the

rail yard.

The rail yard is dark, with only sparse
lighting. Upon exiting the caboose, check
your left and right flanks for infected
lurking in the shadows.There are a few
key structures in the rail yard you can
use as landmarks during your journey.
Identifying and using these landmarks
as navigational aids can help your team
stick together in this otherwise open
yard.The first major landmark is the tall
tower at the center of the yard. Staying
together, move out for this tower and
engage any infected along the way.

TORIER RAIL YARD

It's not necessary to climb the tower, but
it's always worth checking out. Sometimes
the director stashes weapon upgrades and
other pickups up here.So make a habit of
checking out lower- and upper-floor rooms
of the tower, even if your stop is very short.The
tower offers a clear view of the entire yard, making
it easy for those equipped with assault rifles and
sniper rifles to engage a variety of targets at long
range.While this may seem like a sound tactic, it
actually does very little for your team. For every
LE e Hs 1}—'”— infected you kill, the director will only spawn
more. By holding in the tower you're only wasting
ammo. Grab any supplies inside and move out.
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The next major landmark is this loading platform
on the far side of the yard. After raiding the tower,

makea beeline for this st.ructure. Hoyvever,the LOUK FOR ITEMS LIKE MOLOTOVS, PIPE
director often places a Witch near this structure. ‘

d o . f . BUMBS, FUEL CANS, AND PROPANE
So if you hear a wailing Witch anywhere in the rail ‘ HANKS IN THE SIBE ROOMS ON tHE
yard, this is mostly likely where she’s located. If this LUA'D#NG PLATFURMBTURN ON ‘)"OUR
is the case, keep your distance while moving toward ‘ FLASHL#GHT’ ‘T’U SF’(')T; VT’HEM, THESE
the platform’s steps. And remember to shut off ‘ iT"EMS‘CANVBVE lSEFlL LATER ON OR
your flashlights to avoid startling her.To maximize ‘ RELP YOU FEND 0?? A LARGE‘JCALE
your distance, you can climb on top of some of the : AT“T‘ACK At T‘Ht LOADING PLATEORM,
boxcars near the steps. e - ‘m - '

l_:"'_

Climb the steps up to the loading platform and

cross the narrow walkway as quickly as possible. At the end of the loading platform’s walkway, some
This is a popular site for ambushes by infected, so wooden planks have been placed to bridge the gap
sweep the side rooms as you pass—there may be between a couple of boxcars, forming a bridge over
some pickups inside as well.|If an attack does occur the rail yard's perimeter fence. Make sure everyone
here, consider backing up into one of the side stays together while crossing these boxcars. If
rooms and fending off the attackers as they barge someone falls off or is pulled off by a Smoker and
through the doorway. If you stand on the walkway lands back in the rail yard, it could delay your team,
your team can be attacked from multiple angles, forcing you to cross the loading platform all over
including from above. The side rooms offer a bit again.

more protection and allow your team to focus its
firepower on one entry point.




i

.in{pr 0 ;; i’;,;,
T4 r-l ! n *F- 1 ek
- - '-‘_

ROAD 10
RIVERSIDE

CHURCH BUS
WRECK

MAINTENANC
B

SHE

the right direction when you see this road
sign on the right side of the road—you must
be getting close to Riverside. As usual, stay
together during this sequence and travel
down the center of the road while watching
the trees on the sides for incoming infected.
This is a very common site for ambushes, so

After dropping off the red boxcar and down
onto the flatbed car, turn right and proceed
down the road. Heading the opposite
direction leads to a dead end, so make sure
you turn right.You'll know you're headed in

wWww.primagames.com

stay on your toes and keep your eyes peeled.
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HUNTERS AND SMUKERS HIDING IN THE

TREES ARE ALWAYS A SERIVUS THREAT

DURING THIS SEQUENCE, THEY'RE
ALMOST IMPOSSIBLE 10 SEE, S0 YOUR
ONLY OPTION 15 10 QUICKLY RESPOND
10 THEIR ATTACKS BEFURE THEY CAN
INFLICT HEAVY DAMAGE. THIS 1S WHY
11'S SO CRUCIAL 10 Stick TOGETHER
AND WATCH EACH UTHER'S BACKS.

IF A TANK ATTACKS WHILE YOU'RE
BACKPEDAL WHILE FIRING. THIS IS ONE
AREA WHERE tHERE'S ENOUGH ROUM
10 MANEUVER AND DUBGE tHE TANK'S
ATTACKS. BUT WHILE RUNNING AWAY
FROM THE TANK, TRY 10 KEEP tABS
ON YOUR TEAMMATES, 1F YOU'RE NOT
CAREFUL, YOUR TEAM CAN BECUOME
SEPARATED DURING TANK ATTACKS,
MAKING EVERYONE MucH MORE

VULNERABLE 10 ATTACKS BY THE OtHER

INFECTED.

g e - Wiy

Keep moving down the road at a quick pace, but
slow down when you near this wrecked church bus.
There are usually a few common infected stumbling
around this wreck. But what you can't see is what's
waiting for you on the other side. Listen and watch
for enemies gathered on the other side. Consider
shooting beneath the bus to take them out. Or
simply toss a molotov or pipe bomb around the
corner.

e b Sma.

Beyond the bus, look for this small maintenance
shed on the right side of the road.There’s a first aid
station inside, but approach this small structure
cautiously, as there are usually several infected
nearby, hiding in the woods. Have three teammates
stay outside while one teammate goes into the
shed and opens the first aid station, reporting what
goodies await inside. Rotate your
team through the shed to stock
up on medical supplies, keeping
three outside at all times to
provide a defensive perimeter.
Any healing should be performed
inside the shed itself. The director
may have placed pipe bombs or
molotovs on the table inside the
shed, too.

WARNING
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A jack-knifed big rig blocks the road ahead, Inside the house there is ammo in the living
making the nearby house the default detour.The room, beside the television set.There may also
wrecked vehicles outside this house should cIearIy be weapon upgrades in the gun case next to the
communicate the hazards of this location. So try ammo, but the director doesn't a|WayS place them
to get into and through the house as quickly as here.The bedrooms may contain other pickups,
possible while staying together. Step off the right but it's usually not worth taking the time to search
side of the road and make a dash for the house’s the entire house. Make sure everyone grabs some
front porch. As you approach, watch for movement  ammo, then make a concerted effort to get out of
inside the house and blast anything that shows the house as soon as possible.

itself. Don't be surprised if a Hunter tries to leap in

your direction.
J 2
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defenswe\perlmeter around the-am l ce while
another searches the interior for supplies :J'u can

- sometimes find pills, a first aid kit, or an oxyger‘n.'tank
inside. If there is an oxygen tank, consider lug'gﬂ19 it
along to the church for the mini-finale.

-

Beyond the ambulance is the entrance to Riverside.
However, the road is barricaded at this point, forcing
your team to find another path.The barricaded
entrance may be a good sign, showing that the
locals made an attempt to hold off the infected at
some point during the outbreak. But the Welcome
to Riverside sign outside now reads Welcome to
Hell. This doesn’t bode well...
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e @ 17 infected with some cover. Teammates
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L equipped with assault rifles and sniper g ?

T rifles have the best chance of engaging 2,
= i these long-range threats.Those with 3 5
- - - shotguns should establish a perimeter 8; E
around the long-range shooters, g a

protecting them from sudden rush
attacks by nearby infected.
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CANS. THESE CAN BE USED 10
CREATE WALLS UF FIRE WHILE
DEFENDING THE CHRURCH DURING
THE MINI-FINALE, CONSIDER LUGGING
A FEW CANS UP THE HiLL AND
PLACING THEM AROUND THE CHURCH'S
PERIMETER.

WHEN ENTERING THE CEMETERY,
| 0 CHURCH HIRN 10 THIS SMALL EQUIPMENT
® | SHED IN THE LEFT CORNER. THIS g
I SHED USUALLY CONTAINS FUEL g
. ) -]
=

}SaAIRY
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To the left of Riverside’s entrance is a cemetery.
If creeping through a cemetery during a zombie
outbreak is your idea of fun, then get ready for
some action.Your team must cross the cemetery
to reach the safe house in the church, at the top
of the hill. The tombstones make it difficult to

SIUIUWIIAINYIYY
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Make a deliberate push toward the church at the
far end of the cemetery, dispatching infected as you
go.This isn't a good place to get bogged down, so
keep moving. Most importantly, stick together.The
cemetery is quite large, giving Hunters and Smokers
the opportunity to isolate and attack stragglers that
wander off from the team. So if you have to stop

or can't keep up with the team due to injuries, tell
everyone to slow down.

Church Sate_ House

An open window on the side of the church reveals
the safe house door, just inside. But it appears the
safe house is already occupied, and the paranoid
occupant won't let your team inside. Don't interact
with the door yet—doing so triggers a mini-finale,
requiring your team to defend the church from a
large attack by the infected.

by o~ -, . L
i P, Y, e

Enter the church through the hole in the wall by
the safe house door and turn left. Stop at this table
in the side room off the main chapel to stock up

on ammo.You can also swap out weapons. For this
defense-oriented sequence, the assault rifles and
auto shotguns are the best choice. Consider arming
your team with two of each.While there are no
medical supplies here, now’s a good time to heal
any serious injuries. Take a look at your team’s health
bars, and if any teammates are in the yellow or
orange range, tell them to heal or offer to heal them
if they have no first aid kit or pills.You may not have
time to heal once the attack begins.

T
I YOUR TEAM SCORED ANY FUEL CANS
UR PROPANE TANKS IN THE SHED NEAK
THE CEMETERY'S ENTRANCE, SCATTER
THEM ARQUND THE CHURCH'S EXTERID
BEFORE INTERACTING WITH THE SAFE

HOUSE DUUKR, THERE'S UUSUALLY ONE
FUEL CAN ALREADY IN PLACE NEAR
THE SANDBAGS VUTSIDE. ONCE ALL
THE EXPLUSIVE UBJECTS ARE IN PLACE,
MAKE NOTE OF THEIR LOCATIONS SO YO
CAN QUICKLY TARGET THEM DURING THE
ATTACK.




Once your team is prepared for an attack, interact
with the safe house door.The coward inside won't
open the door; he's not convinced your team is
safe, fearing there may be infected among you.
Even worse, he rings the church’s bells in an effort
to draw the infected to take care of you.Take a
deep breath and get ready for a fight.
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Before the zombies arrive, decide where your
team will make a stand. Holding near the safe
house door is always a good idea.The large
window provides everyone with a clear angle
on the attackers outside. Plus, if you back up into
the corner by the safe house door, the infected
can only attack from two directions—through
the window or through the side room where the
ammo and weapons are located. Furthermore,
your team can quickly rush inside the safe house
as soon as it opens.

THE SIDE ROUM MAY SEEM LIKE

AN IDEAL LOCATION DURING THE
STANDOFF. AFTER ALL, THIS IS
WHERE ALL THE WEAPONS AND
AMMO ARE. THERE'S EVEN A SMALL
PORTHOLE IN THE WALL NEAR tHE
REFRIGERATOR, IDEAL FOR AIMING

A WEAPON THROUGH. HOWEVER,
THAT SMALL HOLE IN THE WALL CAN
BECUME A VERY LARGE ONE AS tHE
INFECTED BEGIN POUNDING ON tHE
QUTSIDE WALL, QUICKLY MAKING THIS
ROOM A POTENTIAL DEATHTRAP. IN
ADDITION 10 THE NEWLY CREATED
ENTRY POINT, THE INFECTED CAN
ENTER THROUGH THE SIDE DUOOR ON
THE RIGHT AS WELL AS FRUOM tHE
CHAPEL. IF YOUR TEAM IS ORGANIZED
AND COVERS ALL THESE ENTRY PUINTS
11’5 POSSIBLE 10 WITHSTAND tHE
SIEGE, BUT 1T WON'T BE EASY.
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For best results, stay near the safe house door and
try to keep everyone inside the church. Smoker
attacks may drag survivors outside. If this occurs,
move together as a team for the rescue and then
get back inside. Don't forget to shoot any fuel cans
or propane tanks your team scattered outside. This
is a good way to eliminate large swaths of undead.
Just avoid contact with any flaming zombies
charging in your direction.

' i A . m:‘. wlf . :_ E _ ]

When you hear the bells stop 'rinfﬁng, the safe house
door is opened—it’s unclear what happened to
the occupant. Quickly move to the safe house and
get inside. However, watch out for infected that
may have entered before you arrived. Boomers
can sometimes spawn in here, making entries a
bit tricky. If any of your teammates are sprayed by
a Boomer’s vomit, quickly blast the bloated fiend,
enter the safe house, and slam the door shut before
the swarm attack can commence. It won't matter if
everyone is dripping bile. As long as the safe house
door is shut, none of
. the infected can reach
4 #‘ :: your team.Take a deep
.‘." breath and get ready to
investigate the town of
Riverside. If the scene
at the church is any
indication, chances
of arescue are
looking slim...
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DOWNTOWN
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Riverside is looking less like a safe haven
considering the welcoming party your team
encountered at the church. But you're only on the
outskirts of town.There may be more survivors
somewhere else.Plus, you can't stay in the church
forever.The last occupant of this room seemed to
go crazy, writing “Better safe than sorry”all over the
walls. Climb the ladder to the upper-level attic. This
is where all the weapons,ammo, and first aid kits
are located. While moving through the town your
team will advance through several streets, alleys,
and some interiors. So take along a sniper rifle, two
assault rifles,and one auto shotgun to balance out
your team’s firepower. Also, make sure everyone is
completely healthy before moving out—you can't
afford to have someone lagging behind.

WEAPONS

il FikST AlD

8 AR ALARM
SAFE HOUSE
CRITICAL PATH

ALTERNATE PATH

Once your team is ready to move out, open the safe
house door and step out onto the church'’s roof.
From this elevated position your team can survey
the immediate surroundings—and things don't
look good. Dozens of infected wander the streets
and businesses below.Target any infected around
the church grounds, but avoid engaging every
single visible target.The director continually spawns
new infected, so it’s impossible to clear this area
completely. So make sure the church grounds are
clear, then climb down the ladder on the right and
prepare to enter the street.
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The sign at the convenience
store states Closed Until
Further Notice Due to
Sickness. Although brief,
this statement confirms
that Riverside was not
immune to the contagion.
T This should give your team
ample warning that the
town 1s completely infested.
The best course of action
15 to advance through the
town and get out as quickly
as possible. Large population
centers such as this only
mean you'll encounter larger
numbers of infected. Stay alert
and keep moving!
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After descending from the church’s roof, race

past this delivery truck crashed outside. Sidestep
around the back of the truck and watch for
infected waiting to surprise your team.There’s
usually a fuel can in the back of the truck. Shoot
it:to create a large wall of fire at the back of the
truck, engulfing any infected that try to race
toward your team. Once the fire dies down, make a
break for the Quik Buy parking lot.
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- Advance throubh the'-éﬁbk qu
parking lot toward the makeshift b
buses.While it’s possible to %-e
store, doing so puts youpteam at

reward. It’s best to keep moving dow_n the street.

Look for this low sandbag barricade between one
of the buses and a white delivery truck, not far from

" the convenience store’s entrance. Simply_hop over
this low wall and continue down the street.

,-
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Alternate Paths
Convenience Store

If you choose to enter the convenience

L]

AFH

store, do so carefully and with the full
support of your team.Don't let anyone
wander off alone inside.There are likely
several common infected inside, and maybe
even a few bosses looking for easy prey. If
you want to stock up on ammo, there’s a

1 stash in the office near the counter. An auto

shotgun usually lies on the floor nearby.

‘-"'i | the warehouse, they’re not worth the

i

ag}f "

B store provides access to a small warehouse.
" Don't bother investigating this area.
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| A narrow aIIey behlnd the convenience

' While there may be a few supplies inside

| risk of encountering large swarms of

| infected. Entering the convenience store

| or warehouse doesn't get your team any

| closer to the end of the level.These are just
| dead-end side paths. So think twice before

' moving in this direction. If you need ammo,
| raid the office in the convenience store and
| get back to the parking lot.

Once past the barricade by the convenience store,

continue moving down the street straight ahead.

Engage all infected along the way but avoid

stopping.When you near this bus, look for a parking

lot on the right side of the street.The street ahead is

blocked by a chain-link fence, but you can continue -

your progress by moving through the Poppy Field - =

Florist. The florist’s rear entrance is accessible f@m

this parking lot. But be careful when maneuvering

past this bus on the way to the parking lot. Blast

any infected on top of the bus first, to prevent them *

from leaping down on top of your teammates as L4

they pass. . ,1
L

Q%I * :
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More infected loiter in the parking lot by the
florist. Clear the entire parking lot before entering
the florist. You don't want any infected sneaking
up on your team and attacking from behind once
you enter. Swarm attacks can also be a threat in
the parking lot, with infected attacking from all
directions. If this occurs, stay together and stand
back to back with each teammate covering a
different direction.This not only allows you to
cover multiple angles, it also prevents you from
shooting each other—a common problem during
chaotic swarm attacks.

CAUTION

S .

SHAY FAR AWAY FROM THE CHAIN-
LINK FENCE BLOCKING THE STREET
BEYOND THE PARKING LOT. A4 SMOUKER
ON THE OTHER SIDE OF THE FENCE
CAN TARGET AND DRAG ONE OF
YOUR TEAMMATES UP AGAINST

THE FENCE 10 BE CONSTRICTED
AND THEN PUSSIBLY PUMMELED BY
COMMON INFECTED. SIMPLY KEEPING
YOUR BDISTANCE FROM THE FENCE
WiILL PREVENT SUCH ATTACKS FROM
UCCURRING.

Www.primagames.com

-

L— B N—

Enter the florist’s rear entrance from the parking
lot and make sure your flashlights are on—it’s
dark inside. It looks like the building has been
abandoned for some time, even before the onset
of the outbreak. However, you can pick up some
supplies in the front room, including a fuel can
and some pipe bombs.These can come in handy
later or right now. Sometimes infected attack
through the florist’s front window. If this happens,
toss the fuel can outside and blast it to create a
fiery barrier between your team and the infected.
But while focusing on the front entrance, be sure
more infected don't sneak
up behind your team
from the rear parking lot.
Even if you cleared the

lot earlier, the director
may spawn more

undead.
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Don't hold out in the florist too long. Exit through
the front door to enter another parking lot. Turn left
and advance toward the street. Make sure everyone
stays together while moving through this lot. There
are likely several common infected as well as a few
bosses hiding among the vehicles here. If your team
comes under heavy attack, consider tossing a pipe
bomb to draw the common infected away from
your team.

Exit the florist’s parking lot and move
toward this big rig in the street. In this
area houses line the left side of the
street and businesses are on the right.
None of the houses can be entered,
so ignore them and keep moving
through the street.To the right of the
big rig is a small office and garage.This
can be a good place to stop if any of
your teammates need to heal. Avoid
stopping in the street as infected

can swarm your team from multiple
directions.

After passing the big rig, turn right to enter this
large parking lot behind a few businesses. While
clearing this area note the white van parked in the
corner.Your team must climb atop this van to reach
the next area. But bypass the van for now and-head
toward the light-brick building with the satellite
dishes on the roof.
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Enter the building’s doorway near the van. It’s dark
inside so make sure your flashlights are turned
on.There may be a few infected inside, so hold at
the doorway and clear out any hostiles lurking

in the corners.When it’s clear, enter the building,
close the door, and turn right to find some ammo
resting on this table. Reload your weapon, then
grab some ammo. Make sure everyone gets

a chance to stock up before moving out.The
adjoining room may hold some more supplies, like
molotovs or pipe bombs.

Enter the office and close the door behind you
once all your teammates are inside. A mix of
common infected and bosses may inhabit this
building, so stay on guard, particularly while
sweeping the room filled with cubicles. Don't

get separated checking all the side rooms. Stay
together and sweep the office for infected. Also,
watch for infected rushing through the same
doorway you entered. Even if you closed the door,
the infected can still break in and attack your team
from behind. Consider having one teammate
cover this door while the rest of the team sweeps
the office.
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Once your team has stocked up, return to the
parking lot and move toward the front of the
white van.Jump up onto the van to reach the
upper-level walkway to the right. Follow the
walkway to an open door leading into a second-
floor office.

— | I

After clearing the room with the cubicles, enter the
adjoining conference room. Out the window to the
left is a ladder leading down to an awning.This is
the only way out of the office. Make sure your team
is together before climbing down. Before leaving,
fire down on any infected wandering the street
below.Once it's relatively clear, climb down the
ladder, one after another.
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Downtown

DOWNTOWN
RIVERSIDE

After climbing down the short ladder, turn left and
watch for infected moving toward your team.The
awning has collapsed, creating a makeshift ramp
to the sidewalk below.This provides an easy way
to reach the street without taking fall damage, but
it also gives the infected a clear path to your team
as it exits the office. So as soon as you descend

the ladder, establish a defensive line, blasting any
infected that rush up the ramp.Once everyone is
out of the office, rush down the ramp together.

Azg

WARNING

KEEP ABOMT &I, T
MEAD AT ALL ¥

OO WL v L
SHOT ON 5)

At the bottom of the ramp, turn right and head
down the street toward the theater.In the middle of
the street a table and a couple of crates hold ammo
and weapons. Take a few seconds to stock up and
change your weapon load-out. For the next phase
of this level your team is best equipped with assault
rifles and auto shotguns—two of each.Now's a
good time to heal, too. Your team should be at full
health before triggering the swarm attack farther
down the street. Share first aid kits and pills as
needed to make sure everyone’s health bar is in the
green zone.



Beyond the theater another barricade blocks the
road. A forklift on the left sidewalk holds up an
awning above the barber shop. By interacting with
the forklift you can lower the awning, creating a
ramp to the other side of the barricade. But the
sound of the forklift triggers a swarm attack, so
make sure your team is ready to hold off a large
swarm before you even touch the forklift. The
nearby mini gun aimed toward the barricade can
come in handy for mowing down the incoming
horde. Consider setting up a defense around the
mini gun, with one teammate operating it while
the others cover the flanks. Once three teammates
are in position at the gun, elect someone to
activate the forklift.

CAUTION

SOMETIMES tHE DIRECTUR DROUPS

A WIHTCH IN THE STREET OUTSIDE
THE THEATER. WHILE 1175 USUALLY
POSSIBLE 10 SNEAK PAST HER, YOU
BON'T WANT 10 RISK STARTLING
HER DURING THE SWARM ATTACK, 50
GATHER YOUR TEAM AND KiLL HER
QUICKLY BEFURE ACTIVATING THE
FORKLIFT,

P = o
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If you're in a hurry, sometimes it’s best to push
through the swarm attack by hopping onto the
awning as soon as the forklift is activated. From
the awning your team can fire down on the
infected as they climb the barricade.This sort of
aggressive approach can help prevent your team
from getting surrounded at the mini gun.By
holding on this elevated position all your team has
to do is cover both ends of the awning and the
barricade while keeping your backs pressed up
against the building.

b
. OSTE

Once the swarm attack has subsided, cross the
awning to reach the other side of the street. But
the street dead-ends near the bus and diner,
blocked by another barricade. So turn left at the
dead end and move toward this alley. Before
entering, make sure everyone is together and

in good health.You'll need everyone to stick
together while moving through the alley toward
the safe house. Anyone lagging behind due to
injuries is a liability, so share any pills or first aid
kits to heal your teammates.
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Enter the alley and make an immediate left at the

first corner, moving toward this arched passage.The

alley is surrounded by a few side rooms. Don't get

sidetracked by checking all of them.There are rarely

any supplies inside. Still, as you pass each doorway,
stop long enough to blast any infected inside.

I A TANK ATTACKS WHILE YOUR

TEAM 1S MOVING THROUGH THE

ALLEY, MUBILITY 1S YOUR BEST ALLY.
BACKPEDAL WHILE FIRING 10 AVOLD
HIS DEVASTATING MELEE STRIKES. BUT
BE CAREFUL NOT 10 GET BACKED INTO
A CORNER. If PUSSIBLE, BACKPEDAL
ALL THE WAY BACK DOWN THE ALLEY
I NECESSARY, FIRING ON THE TANK
THE ENTIRE TIME, MAKE SURE YOUR
TEAMMATES JOIN IN, 100, BLASTING
THE TANK UNTIL HE'S DEAD.

A chain-link fence blocks your team’s path at the
end of the alley, but there’s another way around.

At the fence, turn left and dash up the steps to
reach an upper-level room—sometimes this room
contains pills or a first aid kit. From the upper-level
room, smash one of the two windows and carefully
cross these wooden planks spanning the alley
below.Once on the other side, maneuver through
the small room and out onto the adjoining rooftops,
dropping back down into the alley once you're past
the chain-link fence. This little obstacle course can
really slow down your team, so make sure you know
the fastest way through this section. Otherwise
your team can get pinned here for several minutes
trying to find the way to the safe house, becoming
easy prey for the infected. For this reason, the most
experienced player should lead the team through
this section. If your team moves quickly and sticks
together you can navigate this area in a few
seconds.
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Once you're on the other side of the chain-link
fence, turn down the alley and race toward the

safe house door.Throw it open and provide cover
while the rest of your team files inside. Watch the

area around the chain-link fence for Smokers. A
Smoker on the opposite side of the fence can

snare your teammates as they rush toward the

safe house. Be ready to assist if this occurs, strlklng

the Smoker’s tongue with melee attacks before 'i.
your teammate is constricted up against the fence.
Get inside the safe house and slam the door shut
once everyone is inside to prevent further last-
ditch attacks by the infected. It's time to get out of
town!
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ore cue if you reach the river. If anyone escaped

~ Riverside, they were most likely evacuated by
boat. If evacs are still underway, you may be able
to hitch a ride. But don't get ahead of yourself.
Use this opportunity to select weapons, stock
up on ammo, and heal. Round out your team’s
weaponry by equipping two assault rifles, one
auto shotgun, and a sniper rifle. This will give your
team adequate firepower to reach the river.Once
everyone is geared up and healed, open the safe
house door.

ENTRANCE

The safe house is part of a commercial garage
with a white van parked inside. There may also

be a few common infected lurking in the corners.
There’s only one exit,and the door’s closed, so take
a few seconds to sweep the garage for threats and
supplies.
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Once the garage is clear, cautiously open the
door leading out into the street.The simple act of
opening the door may trigger a swarm attack, so
be ready to step back into the garage and hold off
the attackers at the doorway. This doorway is the
perfect choke point, allowing your team to focus all
their fire at the incoming horde. Just make sure you
don’t shoot each other.Place two teammates at the
front in a crouched stance while two teammates
fire over their shoulders.This way everyone can
contribute. Once the attack subsides, peek out of
the door and try to draw more zombies within
range.

Because you cleared most of the street from the
garage, the path to this nearby house should be
relatively safe. Still, stay together and make a direct
advance for the house’s front door. Along the way
look for pickups on or around the abandoned
military Hummers—you may find some pipe bombs
or molotovs.

430

Upon entering the house, immediately set up a
defensive perimeter.This house has been fortified,
with bars over most of the windows. Given the
barbed wire on the roof and the ammo inside, it
looks like this house was used by the military.The
only entry points are the front door (where you
entered) and the back door by the kitchen.Have
two teammates, each equipped with either an auto
shotgun or an assault rifle, cover these doors at all
times. If you fail to cover these entry points quickly,
you'll face a constant attack by common infected
swarming the interior.

Although it’s relatively secure, holding out at

the house doesn’t help your team. So take turns
covering the two doorways while stocking up on
ammo.The adjoining bedroom and kitchen may
contain supplies, so be sure to check these rooms
before heading out.



EVEN If YOU HAVE BOtH DOURS
COVERED, A SMUKER CAN STILL
ATTACK THROUGH THE BARRED
WINDOWS, CONSTRICTING HIS VICTIM,
S0 BE READY 10 RESPUND 10 AN

THE SMOKER OUTSIDE, SU STRIKE
HIS TONGUE 10 MAKE tiM LET GO,

When everyone is stocked up on ammo, exit

through the door by the kitchen to the back yard.

The gate along the back fence leads to an open
area near the entrance to Riverside Park.Hold at

the open gate and fire on any infected wandering

around the vehicles by the park’s entrance. But
this isn't an entirely secure choke point because
common infected and bosses can climb over the

fence and rush through the house. So have at least

one teammate cover the rear to prevent attacks
from behind.Try not to get stalled here too long.

ATTACK. 1T MAY BE BIFFICULT 10 SEE

THE PRUPANE TANK ATTACHED 10 THE

BARBECUTE CGRILL IN THE BACK YARD
CAN BE REMOVED. PIck {1 tP, 10SS
It NEAR THE PARK'S ENTRANCE, AND

SHOOT 1T 10 CLEAR LARGE GROUPS OF

INFECTED.

Riverside Park

The entrance to Riverside Park is just beyond the

vehicles parked behind the back yard.Be very
careful when entering this area. It's completely
open and the infected can attack from any
direction. Stay together and constantly survey
your surroundings, calling out threats to your
teammates. The small building near the park’s
entrance is accessible and may contain some
health supplies.The building can also serve as a

decent shelter if a swarm attack is triggered. Rush
inside and fire through the window and doorway
until the attack is defeated. It may be cramped, but

it beats weathering an attack in the open.
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oKing It. 5peed Is your
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you.pome._a 0ss. T sew'ﬂh eithe
assault rifles should lead the way. But be { -
~ stop and respond if a teammate is attacked"by,.a.- o

Hunter or Smoker. Stop, rescue your teammate:and
keep moving down the trail.

The river isn't far away by the time you reach
this shelter.But don’t stop moving yet. This
shelter only offers protection from rain,
ideal for picnics on stormy days—there are
no walls. So don't stop and rest here.The

boathouse is only a few meters away, so keep
moving.
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DOCK BUATHOUSE

Move through the shelter near the trail and A fresh batch of supplies awaits your team inside,
continue to the boathouse on the edge of the including first aid kits,ammo, and weapons.The
river. The lights are on inside and a radio can radio can be found near the supplies; it repeats a
be heard. Quickly blast any infected wandering message.The message is allegedly being broadcast
around the house’s exterior, then rush inside by John and Amanda Slater, the owners of a small
through the front door and close it once your fishing boat anchored somewhere nearby.They say
team has entered. they have “provisions and a route to safety.”They

request that anyone with firepower respond to
their broadcast. Sounds like your lucky day. Interact
with the radio to get in contact with fishing boat’s
crew.They say they’re headed for the military
outpost upriver and will stop at the nearby dock
along the way to pick up your team.You must
contact them again when you're ready. Contacting
the boat again triggers the finale, so hold off and
take a moment to prepare for the attack.
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A CABIN IN THE WOO0BS NOT FAR FROM
THE BOATHOUSE CONTAINS SOME AMMO,
BUT DON'T TRY 10 #OLD OUtT tHERE
WHILE WAITING FOR THE BOAT 10
ARRIVE, IT'S 100 FAR FROM tHE BOCK.
HOWEVER, tF YOU FIND YOURSELF IN

A DESPERATE SITUATION DURING THE
ATTACK, 1T CAN BE A PLACE 10 HIDE
OUT AND GRAB SOME AMMO,

Finale Preparation

- A

Before contacting the fishing boat again, do a quick
tour of the house to locate supplies. Head upstairs
and step onto the upper-level deck. Here there’s

a mini gun covering the front of the house. Next

to the mini gun is a crate with pipe bombs and
molotov cocktails—a similar stash is on the ground
floor, outside the back door. Make sure everyone

on your team has a molotov or pipe bomb.These
weapons can make a huge difference while
defending this location.
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Next, search the house and its perimeter for fuel
cans and propane tanks. Grab them and scatter
them around the front of the house, preferably
within the mini gun’s firing arc.Triggering huge
explosions and fires during the finale can come
in handy for dispatching large groups of infected.
Don't take the fuel can found at the nearby docks,
though; leave it where it is for now. It'll be very
useful later.

Before imtiating the finale,
make sure you know where the
dock 1s located. This 1s where
the fishing boat will arrive to
rescue your team. You'll need

to get there quickly, so rehearse
your exit from the boathouse or
wherever you plan to fend off
the attack.

&




[eAlaang e

—
e

; L < & S ®

al-pa—-'ﬁ = I — - o W 51?

- ! "= E & During the siege, listen for the thundering e
a '_.—,.f.i | h e footsteps of an incoming Tank. Locate and target =S
'.ik‘."&-:!-_-ﬂ*_-_ﬂ.‘ 2 e = the Tank as quickly as possible, hitting him with e 3

mini gun fire and molotovs. If you fail to take him
out quickly, he enters the house and attacks your
team on the deck. If this occurs, ditch the mini gun
and run away while firing. Such attacks can totally
disperse your team, so stay in constant contact
with your teammates and try to meet up inside the
house once the Tank is dead. A Tank’s strikes are so
powerful, they may even knock you into the river,
requiring you to swim back to shore to rejoin your
team—assuming you survived the hit.
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Once you're ready to initiate the attack, return ~ ] ‘
to the radio and contact the fishing boat. They '&,‘A’U T:ON
acknowledge and say they'll arrive at the dock :

in ten minutes—in actuality, it's closer to five .
minutes. Still, the survivors have their work cut
out for them.There are many areas from which to
defend the house, but the upper-level deck is one
of the best. Have one teammate man the mini gun
while everyone else holds nearby and defends
the gunner’s flanks. Infected can climb up the
sides of the deck as well as advance through the L
house, so covering the gunner is a full-time job for b
the entire team. Don't forget to use the molotovs,

pipe bombs, fuel cans, and propane tanks to your THE TANK ISN'T THE ONLY ENEMY tHAT
advantage.Try to target massive swarms with CAN SEPARATE YOUR TEAM. SMOKERS
these explosive and flammable devices. ARE ANUTHER BUGE THREAT, CAPABLE

OF SNARING TEAMMATES AND
DRAGGING THEM OFF INTO A SECLUDED
AREA. If YOU'RE ATTACKED BY A
SMOUKER (UR HUNTER), ALERT YOUR
TEAMMATES AND TELL THEM WHERE
YOU ARE SO THEY CAN RESPOND

AS QUICKLY AS PUSSIBLE. VOICE
COMMUNICATION 1S KEY; OTHERWISE
THEY MAY NOT REALIZE YOU'RE IN _
TROUBLE. <185
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During the siege, listen for the sound of the
approaching fishing boat. One of the survivors will
alert the others of its arrival. As soon as the alert is
given, vacate the boathouse and make a beeline for
the dock.This is a very critical stage, so make sure
your team sticks together. Don't be surprised if the
director cranks up the tension by spawning multiple
bosses, including another Tank. Stay on the move
and get to the dock as soon as possible. If you leave
the boathouse right after the alert is given, you can
reach the dock just as the fishing boat arrives. Race
across the dock and hop on board.

ool C— T
I A A e

If ybu.’re'the_ﬁﬁs:’q one on the boat, turn around and
provide covering fire while your teammates make
it across the dock. Your teammates probably have
a swarm of infected nipping at their heels. Locate
the red fuel can on the dock and be ready to blast
it as soon as your last teammate approaches the
boat.This creates an impassable wall of fire on the
dock, preventing any infected from reaching the
boat. However, be really careful when you shoot
the fuel can. If you trigger the fire too early, one of
your teammates could be caught on the wrong side,
faced with either rushing through the flames or
getting killed by the incoming horde.

The boat leaves once all able-bodied survivors have
made it aboard. Anyone incapacitated back at the
house or on the dock is left behind. So if you have a
teammate who might not make it,don’t board the
boat.That way you can stage a rescue if someone

is incapacitated on the way to the dock. However,
reviving a buddy amidst the chaos of the infected
attack is very dangerous. So don’t attempt a rescue
alone. Still weigh the pros and cons carefully—
staging a rescue attempt could put your entire
team in jeopardy. If everyone dies during the rescue
attempt you'll have to play this level over again. It
may be best to cut your losses and get away while
you still can. It’s a tough decision and you will have
a only few seconds to make it.If it's any consolation,
those left behind will be memorialized in the
movie’s closing credits.



THEIR FLIGHT JUST GOT DELAYED. PERMANENTLY.
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'Spread qwckly A few isolated cases quickly
ballooned into a full-scale epidemic.
Attempts to quarantine the infected were
ineffective, prompting the government to
order a complete evacuation of the city.
But not everyone got out. Four strangers
have banded together, determined to fight
their way through the throngs of undead
in an effort to reach the airport. All other
evac points have been either overrun
or abandoned. Occasional low-level
overflights by military cargo planes suggest
the airport is still operational. Getting there
won't be easy, requiring the survivors to

traverse city rooftops, abandoned buildings,

construction sites,and an infested airport
terminal. But there’s no other choice.The
ranks of the infected grow at exponential

rates, day after day. Before long they’ll occupy every square foot of the city.The time to

escape is now!
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As Dead Air begins, a C-130 cargo plane zooms
above this rooftop greenhouse, giving the survivors
hope that the airport is still a functional evacuation
point. But there’s no way to tell for sure, so they
need to travel to the airport on foot and investigate
the situation for themselves. The outbreak is so
severe that evacuating by air is the only viable
method of escaping the city.

Before setting off on your journey, stop at the table
inside the greenhouse and stock up on supplies.

In addition to the usual first aid kits,ammo, and
weapons, there are stashes of molotov cocktails

and pipe bombs.The first leg of your team’s trek
sends them across large open rooftops and inside
cramped buildings. SMGs and pump shotguns are
effective in these locations—make sure your team is
outfitted with both types of weapons. Also, take an
even mix of molotovs and pipe bombs.

After gearing up, approach the short set of steps
near the table.Have your team hold at the top

of the steps while someone creeps down and
throws the door open.Once the door is open, fire
through the doorway from the top of the steps.
This is a good way to funnel your team’s fire into
this narrow doorway, killing all infected that try to
rush through. If the infected presence on the other
side of the door is heavy, consider tossing a pipe
bomb through the doorway. This should attract the
majority of the infected in the next room and blow
them to tiny bits, making it much safer for your
team to advance through the greenhouse.

NOTE

Versus mode 1s not available
while playing Dead Aur, so there
are no tips for playing as the

infected in this chapter. Instead,
the tips and tactics provided
are oriented for survivor co-op

play.
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Once the infected stop pouring through the door
at the bottom of the steps, replenish your ammo
and then enter the next room in the greenhouse.
This is a very large room, so stick together and
engage all infected as you move past the rows of
untended plants. As you near the wall at the far
end of the room, look for these two windows—
they lead out onto an adjoining rooftop. But

don't hop through the windows just yet. Instead,
hold inside the greenhouse and open fire on any
infected that try to rush through the windows. You
can also fire through the windows to eliminate
infected on the adjoining rooftop. A doorway in
the nook to the left also leads out onto the roof,
so watch out for infected attempting to flank your
team from this angle.

Rooftops

GREENHOUSE

APARTMENT

ROOFTOPS
ROOFTOPS

Secure the adjoining rooftop by firing through
greenhouse windows, then step outside through
the windows or the door. A network of rooftops
lies before your team, requiring you to hop from

l'&" A "IL;__ Wi
l ‘!.i: . "*?‘ﬂ?{:r'l w A ~ L]

cross g the wooden planks, fire down on the
infected occupying the next rooftop. Try to spot

- and engage Hunters and Smokers hiding among

the common infected.These bosses are very
dangerous while you're crossing the rooftops, so
try to kill them before they can strike. When the
lower rooftop is clear, quickly but carefully cross
the wooden planks connecting the two rooftops—
if you fall, you're dead, so watch your step.

CAUTION

TEAMMATES MAY TRIP WHILE

CRUSSING THE PLANKS, Bilt YOU CAN
HELP THEM P AS THEY CLING 10

THE LEDGEBTHEY'LL BE HIGHLIGHTED
IN ORANGE (F THEY'RE IN TROUBLE,
WALK OVER AND INTERACT WitH
THEM 10 PULL THEM UP, JUST AS If
YOU'RE REVIVING AN INCAPACITATED
TEAMMATE. MAKE SURE EVERYUNE
MAKES 11 ACRUSS THE PLANKS SAFELY
BEFORE CONTINUING.
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After crossing the plank, turn left and watch for Clear the kitchen and then turn left to engage

infected pouring out of these three windows. Keep any infected occupying the living room. Have two
your distance, holding near the center of the roof, teammates clear the living room while everyone
and blast anything that barges out.This is a good else holds in the kitchen and covers the hallway,
way to kill Boomers that attempt to rush your team. preventing the team from getting flanked. Still, don't
Hold outside the windows until the infected stop get too far out of each other’s line of sight. You still
rushing your team. If a swarm attack breaks out, need to support each other if attacked by a Hunter
toss a molotov or pipe bomb through one of the or Smoker.

windows to alleviate the pressure on your team.

Apartment Detour ’::A'UTION
u.._‘t & % i.l'
LA 1A 4
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The three windows in the adjacent building lead

into an apartment—the left and middle windows IF YOU LOOK OUT THE WINDOW IN THE
lead into a bedroom and the right window leads KITCHEN YOl CAN SEE WHERE YOUR
into a hallway connecting to the kitchen. Moving +EAM IS HEADED NEXT, INCLUDING

through the apartment is the only way to reach the +HE HOLLY STREET APARTMENTS ON

next set of rooftops, so get ready for some close- :
quarter fighting. Enter the apartment through the THE LEFT SIDE OF THE STREET AND

window on the right to access the hallway.The THE HARBUR VIEW HOTEL ON tHE
bedroom is also accessible through a doorway in RIGHT SIDE. BUT THE WINDOW {SN'T
the same hall, but the room rarely contains any A SHORTCUT, S0 BON'T tRY 10 JUMP
pickups, so skip it. Cautiously proceed down the hall OUTBYOU WON'T SURVIVE THE FALL.

toward the kitchen, but make sure someone guards
the rear; infected can spawn on the rooftop outside
the apartment and attack your team from behind.
Blast any infected loitering inside the kitchen.

40



Enter the living room once it’s clear, then
immediately turn to the three windows on the
right side of the room.These lead out onto
another rooftop, but don't hop through just yet.
There are likely more infected waiting outside, and
they may rush inside the apartment once they
spot your team. Have three teammates cover each
of the three windows while the fourth watches for
attackers rushing in from the kitchen. Covering the
windows helps prevent the infected from getting
inside. But attacks by bosses can complicate
matters, sometimes leading to a breach. If this
occurs, try to stick together inside the living room
so you can all support each other.

Rooftop Escape
| - —

Exit the living room through one of the three
windows, stepping out onto the white metal
rooftop. As you make the transition, locate the
yellow ladder on the brick wall to the right—
climbing this ladder is your next goal. Before
rushing the ladder, engage all the infected on
the rooftop. You don’t want them clawing at your
backs as you climb the ladder. Watch for more
infected leaping off the ledge above the ladder
and attacking through the apartment windows.
Once all attacks have been defeated, quickly climb
the ladder before more infected arrive.

" -

After climbing the ladder, race across the next
rooftop toward the Holly Street Apartments sign
connected to the adjoining building.To reach

the apartments your team must drop onto a
metal duct, then down onto a patio outside one
of the apartments. During this series of drops,
make sure your team stays together. If necessary,
initiate a voice countdown before each elevation
transition to ensure your team sticks together.
This is an area that Hunters and Smokers can take
advantage of, pinning or ensnaring stragglers on
the rooftop while the rest of the team has entered
the apartment. Once you've dropped down, there’s
no way to get back up and rescue incapacitated
teammates.

Holly Street Apartments

e A TR AY
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After dropplng onto ‘N'o"t‘*'s out
apartment, make sure yol tea ni : _
storm inside the adjomlﬁ iving rc »‘ m. In -'
v

side of the room.The sound of your footsteps may

turn your attention to the stairway oﬁt e opposit _.-_;,*_— of

alert the infected downstairs, triggering themto

come rushing up the steps. Establish a ﬁ:'ring linein
front of the stairway and blast them as they surge
up.There may be other infected in the nearby
bedroom and bathroom, so don't turn a blind eye to
those rooms.Two teammates can adequately cover
the stairway while the rest of the team sweeps the
other rooms for infected and supplies.

IN THE APARTMENT LIVING ROOM

THERE'S USUALLY A PISTOL UPGRADE O
THE FLOOR BY THE WINDOW NEAR THE

PATI0. MAKE SURE EVERYBOUDY GRABS
ONE Tu TAKF ADYANTAGE OF DUAL

Once the upstairs area is clear, head downstairs.

In the hall at the bottom of the steps are two
doorways.The one on the left leads to a relatively
empty room with a large hole in the ceiling.The
door on the right leads into the kitchen, and to the

rushe Otherwise, cl Eqar " Syy

both rooms 5|multaneb0'.<:ly with two teammates

storming each. But before rushing into action, draw
out any infected and gun them down in the hallway
to thin out the resistance.

As you sweep the kitchen, notice the two windows
on the opposite wall—the window on the right

is the apartment’s exit. Before racing over to the
window, make sure this area is clear, including the
closet to the right. Infected may also attack from
the open window or even flank your team from
behind by rushing down the steps.So don't get too
cozy in here.

Move to the window and examine the scene in the
street below. There’s a big rig parked just beneath
the window, which means your team can drop onto
the rig’s trailer. From there your team can safely
drop down onto the street and rush into the hotel,
where the safe house is located. Regroup and exit
the apartment together. Stragglers may fall victim
to Hunters or Smokers.
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THE RED SEDAN PARKED OUTSIDE
THE HOTEL 1S EQUIPPED WitH A

CAR ALARM. BE REALLY CAREFUL
WHEN ENGAGING THE INFECTED IN
THE STREET. ONE STRAY BULLET CAN
SET OFF THE ALARM, TRIGGERING

A MASSIVE SWARM ATTACK. IF THIS
0CCURS, QUICKLY TUSS A PIPE BUMB
AWAY FROM YOUR TEAM 10 ATTRACT
THE INFECTED. HOWEVER, THAT
WON'T BE ENOUGH. YOU'LL NEED

10 FEND OFF EVEN MORE COMMON
INFECTED AFTER THE PIPE BUMB
EXPLOBES. WATCH FOR ATTACKERS
RUSHING YOUR TEAM FROM tHE
STREET, THE HOTEL, AND THE
APARTMENT'S KITCHEN WINDOW,

Harbor View Hotel

After climbing out of the apartment window,
move along the top of the big rig’s trailer toward
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The Holly Street Apartmen'(s
building has a first floor that s
accessible from the street—just
hop off the right side of the
trailler—but these two rooms
are dead ends and usually
contain no pickups. So avoid
mvestigating and stay focused
on reaching the safe house
amsude the hotel.
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The hotel lobby is very dark, so make sure you
have your flashlights on as you enter. There may
be a few infected lurking in the corners, but most
attacks come from the street, with the infected
chasing after your team. So keep an eye on the
hotel’s entrance while backpedaling toward the
safe house.

Kitchen Safe House

W= iF |
F

a

The hotel’s first-floor kitchen serves as the safe
house for this level—it's just past the front desk at
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the back of the lobby. Get inside and hold near the
door, waiting for all your teammates to get inside.
The safe house doorway has a clear view of the
hotel’s entrance, making it easy to provide covering
fire while inside the safe house.Once everyone’s
inside, slam the door to complete the level.

the Harbor View Hotel on the opposite side of the
street. Infected can climb up the sides of the trailer,
so don't get too comfortable up here.Rush along
the trailer’s length or drop off one of the sides to
access the street.

1435
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Like all safe houses, the hotel’s kitchen is stocked
with supplies. Be sure to grab a fresh first aid kit
and some ammo from the table in the center of
the kitchen.The only weapons on the table are an
SMG and a pump shotgun. In this level your team
must advance through more cramped interiors and
across rooftops. So mix your team'’s load-out evenly
by taking two SMGs and two pump shotguns.
Before exiting the safe house, peer through the bars
in the door and wall to scout the storage room on
the other side for infected. Clear the area around the
door by shooting through the bars and then push
the door open.

o’ -
-

e

The safe house door opens into a large storage
room at the back of the hotel. After exiting, turn left
and scan the room for threats. The storage room
may be empty for now, but more infected can enter
from the alley by passing through the open sliding
doors at the far side of the room.Have at least a
couple of teammates watch these entry points at all
times while other team members search the storage
room for infected and supplies.

T
=

-5

The alley outside the storage room is usually
crawling with common infected—a few bosses may
lurk out there as well. So don't rush into the alley.
Instead, hold at the two sliding doors and gun down
all visible threats. This allows your team to focus
their fire through these narrow doorways while
avoiding getting flanked. If the infected attacks
increase in volume, toss a molotov in front of these
doors to create a fiery barrier. Just watch out for
infected foolishly dashing through the flames. Hold
inside the storage room until the alley is clear.



After clearing this section of the alley, exit the
storage room and turn left. The alley is divided by
a tall chain-link fence. Fortunately, the large pile
of dirt allows you to climb up onto a dumpster
and hop over this obstacle. Proceed with caution;
infected on the other side can climb over the
fence and attack your team. Also, make sure your
team hops over the fence together, or at least in
pairs.Once on the other side of the fence, there’s
no way to get back across. Anyone left behind
could get attacked by a Smoker or Hunter, and it
would be impossible for the rest of the team to
respond. So make this transition together.

é’?f/ - - 3, )

E.._. -.

The second half of the alley is a dead end.The
only way out is by going up the fire escape above
the white delivery truck. Instead of climbing the
cardboard boxes, locate the green dumpster along
the brick wall. Hop up onto the dumpster, then
onto the white electrical box next to the truck.
From there you can reach the top of the truck and
the yellow ladder leading up to the fire escape.
Staying together through all these jumps and
climbs can be difficult, but it's very important. The
fire escape dead-ends on the fourth floor outside
the hotel. Climb through the window to reenter
the hotel.
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The fire escape leads into a bathroom on the
fourth floor of the hotel. If you're the first inside,
wait for your team to catch up before entering
the adjoining room. However, watch out for
Boomers attempting to corner your team in this
little bathroom. A swarm attack here could really
test your team’s ability to operate in a tight space
without shooting each other.If an attack occurs,
don’'t move around. Just aim at the

doorway and open fire.If there
are teammates behind you,
crouch so they have
a better view of the
doorway.
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Exit the bathroom into the bedroom.There are
usually weapon upgrades on the bed, offering your
team a much-needed boost in firepower.The auto
shotguns are ideal for clearing the hotel halls and
rooms, but your team also needs some long-range
punch and rapid fire once you get to the rooftops.
So consider equipping two auto shotguns and two
assault rifles. A sniper rifle can be a good substitute
for one of the assault rifles, but don't proceed

with any more than one—and make sure the best
marksman on your team carries it.
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After grabbing new weapons, regroup and enter the
adjoining hallway.The hall is lined with similar hotel
rooms, all sharing the same floor plan. All the hotel
rooms are open, presenting a risk as you walk by.
Stay in the hall and peek inside each room as you
pass it, ensuring there are no infected inside. Don't
bother performing entries at each room—there are
rarely any supplies inside these side rooms. Also,
don't let the side rooms draw your attention from
the hall.If an infected attack occurs in this area, it's
mostly likely going to originate from the stairway
at the end of the hall. For this reason, designate at
least one teammate to watch the end of the hall

at all times. Systematically sweep the rooms while
moving toward the stairs leading up to the fifth
i[e]o]

BE CAREFUL WHEN APPRUACHING tHE
STAIRWAY AT THE END OF THE HALL
A VARIETY OF INFECTED BUSSES MAY
BE WAITING HERE T0 AMBUSH YOUR
TEAM, INCLUBDING A TANK. CAREFULLY
SIDESTEP AROVUND THE CORNER WHILE
AIMING 1P THE STEPS. If NECESSARY,
BACKPEDAL DOWN THE FOURTH-FLOOR
HALLWAY 10 SAFELY ENGAGE THE
THREAT. SHOOTING A BOUMER IN THIS
CRAMPED SPACE 1S LIKELY 10 GET
YOURSELF COATED IN BILE, TRIGGERING
A SWARM ATTACK. TANKS CAN CORNER
YOUR TEAM IN THE STAIRWAY AND
PUMMEL 11 RELENTLESSLY. SO N ANY
CASE, BE READY 10 RETREAT 10 A

SAFE DISTANCE.

Once your team has safely made it to the fifth

floor, turn right in the hall beyond the stairway.and
proceed to room 50.The room down the left span of
the hall may contain supplies, so consider searching
it before heading to room 50.0n the right side of
room 50 is an open window leading out onto a
rooftop. Make sure everyone is together, then-step
out onto the roof.



CRANE
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ROOFTOPS

HOTEL: 518 FLOOR

After exiting the hotel, turn left to spot a large
crane holding a shipping container. Your team
must activate the crane to lower the shipping
container to create a bridge between this rooftop
and the next. But starting up the crane triggers

a mini-finale, with infected swarming toward the
sound. So before interacting with the crane, make
sure everyone is healthy and has a fresh magazine
loaded. Also, look for two red fuel cans near the
crane.Toss these cans along the sides of the crane,
near the chain-link fence. Creating a wall of fire
around the crane during the attack can keep your
team relatively safe.

MERRILL
LAW OFFICE

Once your team is ready to fend off an attack, elect
a teammate to climb into the crane and throw the
switch to lower the container.The crane’s control
cabin can be used as a sniper perch, so select a
teammate equipped with an assault rifle or sniper
rifle to throw the switch.The chain-link fence
around the crane gives your team a tremendous
advantage during the attack.The infected can climb
the fence, but doing so slows them down, giving
your team ample time to gun them down.The gap
in the fence is a critical choke point that must be
watched at all times. Infected will come rushing
through this entry point. Consider igniting one of
the fuel cans at this point. But the fire won't last
forever, so make sure at least a couple of teammates
are watching this area throughout the attack.Once
the crane has lowered the container into position,
the infected attack dwindles. Still, hold this position
for a few seconds before moving out.
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When the attack is over regrouﬁ'and m ward
the lowered container suspehdéd frq.rfn ﬁb‘t ne
E cable.Watch for infected moving acros the s
( _ﬂ V container and leaping toward you'r.team BIastaII ) g
~ incoming infected, climb the yellow ladder on the
side of the container, and then cross over to the
adjoining rooftop.

g

Memtl Law Om 'xe

Wooden planks connect the next set of rooftops.
Before rushing across these rooftops, kill all visible
infected. However, listen for a Witch. Sometimes the
director hides a Witch on one of these rooftops. If
you hear one wailing, turn off your flashlights to
avoid agitating her.Try to locate her as quickly as
possible to determine your next course of action.
You can usually sneak past a Witch here if you're
careful. But if she’s directly in your path, you'll need
to take her out. Distance is your best ally when
engaging a Witch, so back up as far as possible
before opening fire.If you're lucky, your team can
take her out before she gets into melee range.

At the last rooftop, turn toward the two windows
leading into this law office. Approach the window

on the left and open fire on any infected occupying

this room filled with desks and computer monitors.

The window on the right leads into a break room— =
both rooms lead to the same central hallway, so it %
- really doesn’t matter which room your team enters.

= Just make sure everyone sticks together once a path

is picked. '
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Enter the building and proceed to the central
hallway. Enter the doorway near the Merrill Law
Office sign and continue to the adjoining corner
office. A few common infected may be loitering
inside this office, so enter and clear the room

with your team. More infected may come in
through the window to the left of the doorway.
This window is connected to the adjacent office
building via a couple of wooden planks, so watch
for infected rushing across this makeshift bridge
between the two buildings. Once the office is
clear, move toward the window and stop short

of crossing the wooden planks. Instead, open fire
on any infected in the next building, shooting
anything that moves. Clear a path, then rush across
the planks with your team.
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MERRILL
LAW OFFICE
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You're now on the fifth floor of another office
building. Your team must fight its way downstairs
to the first floor and access the street to reach
the next safe house. After crossing the planks,
rush forward and turn left to aim down this
hallway.There may be several common infected
on this floor, usually in the restrooms on the right
side of the hall and in the supply room straight
ahead. Hold at this corner and blast all threats.
But watch for more infected attacking across the
wooden planks from the Merrill Law Office. Have
teammates cover each of these areas until any
attacks subside.
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ALL WEAPOUNS CAN PENETRATE tHE
STHALL DIVIDERS IN THE RESTROOMS,
SU THERE'S NU NEED 10 CLEAR FACH
STALL. SIMPLY SHO0T THROUGH THE
DIVIDERS AND WATCH THE ZUMBIES
SLUMP 10 THE FLOUK,

Proceed to the supply room, just beyond the
restrooms.There may be a few more infected
lurking about, so clear the entire room before
dashing for the ammo and first aid cabinet. Heal
anyone with serious injuries.The fight in the offices
downstairs can get rough, so it's best if everyone is
at full health before moving out. Share first aid kits
and pills as necessary until everyone’s health bar is
in the green zone.

rooms near the stairwell for supplies, but stay alert.
These rooms often contain infected that will attack
as soon as the door is thrown open. Once all threats
have been eliminated, enter these rooms and look
for pipe bombs, molotovs, and any other pickups
the director may have placed.
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Time to head downstairs. The stairwell is often
occupied by a few infected, so gun them down as
you rush down the steps.The fourth floor of the
office is off-limits, so keep moving down the steps
toward the third floor.The door to the third floor
is open and your team’s approach may startle the
infected; be prepared for a stampede of zombies
through this doorway. If a swarm attack commences,
toss a pipe bomb or molotov through the third-
floor doorway to prevent the stairwell from being
completely overrun.



ICE BUILDING
3RD FLOOK

Enter the third-floor office and turn left, moving
along the room’s outer wall. The center of this
floor is filled with cubicles, making it tough to spot
the infected. The low light conditions don't help
matters, so make sure everyone has a flashlight
turned on—unless you hear the wailing of a
Witch. Look for the green exit sign on the far
side of the room.This marks the entrance to the
next stairwell. Keep an eye on this exit sign while
navigating through this maze of cubicles. And
don't bother checking the side rooms.They're
usually empty except for a few infected.

I A SWARM ATTACK IS TRIGGERED
WHILE YOU'RE MOVING THROUGH THIS
OFFICE, THE INFECTED WILL LIKELY
POUR OUt OF THE STAIRWELLS

ON THE OPPUSITE SIDES UF THE
ROOM. GO BACK 10 BACK WitH YOUR
TEAMMATES AND TARGET THE TWO
STAIRWELL BOORWAYS. 11’5 EASIEST
10 STOP THE ATTACK AT THESE tWO
CHUKE PUINTS THAN 10 LET THE
OFFICE GET OVERRUN BY INFECTED,
TUSSING MOLOTOVS At FACH DOORWAY
CAN HELP BLOCK THESE CRITICAL
ENTRY POINTS.
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Second Floor

OFFICE BIULDING
ZND FLOOR

Descend the next stairwell to the second floor.
Expect to encounter more infected down here. Hold
at the top of the steps for a few seconds and shoot
anything that moves.The gunfire may trigger more
infected to the bottom of the steps, but your team
has enough firepower to deal with them.

1
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The layout of the second floor is nearly identical to
that of the third floor; it’s filled with the same type
of cubicles.Work your way along the side aisles as
much as possible to avoid getting bogged down

by the cubicles in the center. A green exit sign on
the far side of the room marks the location of the
next stairwell. Rush through this floor as quickly as
possible, but stay together. Attacks by Smokers and
Hunters can separate your team, so stay within line
of sight of everyone so you can offer support. Get to
the stairwell as quickly as possible and rush down to
the first floor.

The stairwell leads to this lobby on the first floor of
the office building.Blast any lurking zombies, then
turn your attention to the exits. Two paths lead out
to the street.The doorway on the left heads directly
out to the street, while the one down the hallway
leads into an alley, which eventually leads to the
street.The alley is a longer route, and it doesn’t

get your team any closer to the safe house, so exit
through the door on the left and make sure the rest
of the team follows suit.



If you choose to move through the alley
behind the office building, watch out
for infected hiding around the corners
and in side rooms. Make sure your team
sticks together in this narrow passage;
otherwise, it’s easy for stragglers to fall
victim to Smokers, Hunters,and common
infected.The alley empties out onto the
street near a car equipped with an alarm.
Be careful not to bump or shoot the car
while exiting the alley.

Regardless of how your team reaches the street,
be ready to engage more infected on your way to
the self storage business. Be particularly careful
around the car with the alarm. Infected may climb
over the car in an attempt to attack your team, so
be careful when targeting any threats near the
vehicle, otherwise you'll trigger a swarm attack
with infected attacking from all directions. If this
occurs, go back to back with your teammates and
open fire on all approaching threats. Just be sure
not to shoot the car again once the alarm resets.

¥ W e

Race down the street toward this self storage
business—the safe house is inside. If you're not
being chased down by swarms of infected, take

a few seconds to check out the side rooms inside
the building before entering the safe house—you
may find some pipe bombs and molotovs inside
these rooms.Once you've finished scavenging

for items, race into the safe house and shut the
door before
the director
spawns
more
infected.
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When your team is ready to move out, open -2'8
PARKING GARAGE the safe house door but don’t walk through it. § 2

LEVEL C The alley beyond the safe house splits in two

directions—Ileft and right.If you rush outside, your

team could be attacked from both directions.

Instead, open fire on the infected in the alley

g to draw them to the safe house door. From this

S a’e H ouse Positign your.team can c.Iear most of.the infected
in the immediate area without worrying about

getting flanked.

Stashed among the boxes and crates inside this
self storage safe house are some first aid kits,
weapons, and ammeo. If you still have your assault
rifles, sniper rifles, and auto shotguns from the
previous level, don’t bother grabbing an SMG or
pump shotgun—they’re both downgrades. Still,
take quick'stock of everyone’s health and consider
using those fresh first aid kits to heal up before

heading outside.
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 theo quickest path to the constructlen—* X
zone.Heading r«ght‘s'l?n'ply sends you
on a detour around the storage units.
There are no pickups or any other
ELECTRIC . reason to head in that direction—it
SUBSTATION A : will only delay your team and expose
it to more infected. So turn left and

pass this sedan on the left side of the
alley.

As the alley turns into the construction
zone, watch for infected on the
scaffolding lining the right side of

the alley. If you're not careful, they can
drop down on your team. Hunters and
Smokers are particularly dangerous
when attacking from these upper

levels. So keep watch on this area while
approaching the construction zone.




This area is relatively open, but infected can lurk in
every little corner, as well as on the uncompleted
structures. So stay together and maintain a
complete 360-degree coverage while moving

through this area. Locate the large red water tower

straight ahead and move toward the ladder next
to it.

The ladder by the water tower leads up to a small
platform. Given the presence of a sleeping bag,

it looks like someone was camping here.There

are usually some supplies near the sleeping bag,
such as pipe bombs, molotovs, and a pistol. This
platform connects to the larger concrete structure
via a scaffolding and some wooden planks.

S l_“
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From the second floor of the concrete structure,
locate the wooden barricade in the alley ahead.
There’s a fuel can right next to it. Blast the fuel
can to burn down the barricade.The fire triggers
a large swarm attack, with infected rushing your
elevated position from the ground, but your
team should be relatively safe here—just don't
fall down. Maintain complete coverage of the
concrete structure during the assault, as the
infected can climb up to your perch and attack
from any angle.There are usually some extra fuel
cans lying around.Toss them onto the ground
around the building and ignite them. Creating a
wall of fire at the base of the structure provides
even more protection for your team.

Following the attack, drop back down into the
construction zone and turn down the alley where
the wooden barricade once stood. Although the
attack has subsided, watch out for more infected
lurking around, including bosses like Boomers.
Keep your team together and engage these
threats as they're encountered. Just beyond the
scorched remains of the barricade a couple of
side rooms flank the alleyway.These rooms may

contain supplies, such as first aid kits, pipe bombs,

and molotovs, so take a few seconds to check
them out.
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G Farther down ﬂ,:le allewéfg sm@n gon i
) the ground in the corner.Be Car& e
Nl the corner;infected may be waiting your
( .ﬂ ‘ team at this point. So carefull2 te around1 ?.i':.-._-

~ the corner.If a large-scale attack is trlggered toss
a molotov to incinerate the incoming horde. Don't
forget the alleyway behind you. Once the area is
I clear, make sure everyone gets a chance to dip a
hand into the ammo pile.

ElectricaESubstation

The alley empties into a street across from a large
electrical substation—the airport’s control tower
can be seen to the right, so your team must be
close.Both ends of the street are either damaged
or blocked.That means the only way to the airport
is through the substation. Before dashing across
the street, clear out any infected within sight—

especially bosses. Listen for the burping sounds Stay together while weaving around the sets of
of a nearby Boomer and try to draw him out into transformers. Once past the second set, turn right
the open.Encountering a Boomer while moving and approach the main building—this is the way
among the substation’s transformers can be deadly, out. But stay alert. More infected are probably | %
resulting in a chaotic swarm attack. lurking nearby. Given the number of obstacles 2
_ " lining this path, they can be tough to see.Your best
ﬁ ) ° ) defense is to stay close to your teammates and -
respond as soon as an attack is launched. g
A
¥




Enter the building, passing beneath this red
sliding door.The room beyond contains a forklift
and several white storage tanks.There may be a
few infected hanging around here, too, so don't
hesitate to paint those white tanks with splotches
of red. Next to the tank room is a small break
room—rush inside and shut both doors.This
room may contain some common infected, so
blast them before dashing for the supplies. This
room holds ammo, a first aid cabinet, and, in some
instances, weapon upgrades, molotovs, and pipe
bombs. But don't let your guard down. Zombies
can still attack from either doorway, so stay on
your toes and listen for rotten fists banging on
the closed doors. If necessary, use the supplies

in the first aid cabinet to heal before moving out
through the door next to the large window.

From the break room, turn left and approach

the desk at the end of the passage. This table

may hold some weapon upgrades, so consider
swapping out your weapons. Still, it's best to
maintain a balance of two auto shotguns and two
assault rifles. While picking out new weapons,

be sure to watch the adjoining entry points for
infected attackers hoping to get the jump on your
team.

Move into the adjoining locker room next.
Carefully sweep the room for threats, including the
two small restrooms. An open doorway and a hole
in the wall both lead to the airport.It’s a complete
mess outside. The wreckage of a jet plane is
scattered across the street in front of Terminal A.
To make matters worse, several infected wander
around the wreckage. So take a second to reload
your weapons and heal anyone who needs it. The
trek into the airport can be frantic and you can't
afford to have team members lagging behind due
to low health.
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LISTEN CAREFULLY FUR THE WAILING
OF A WITCH SUMEWHERE QUTSIDE
TERMINAL A. THE BDIRECTOR
SUMETIMES PLACES A WITCH IN THE
MIDBLE OF THE STREET NEAR THE
PLANE WRECKAGE OR IN FRONT OF
THE PARKING GARAGE. S0 1 YOU
HEAR ANY WEEPING, SHiUUT OFF YOUR
FLASHLIGHTS AND TRY 10 UNCOVER HER
EXACT LOCATION. DEPENDING ON HER
PLACEMENT, YOUR TEAM SHOULD BE
ABLE 10 MANEUVER ARDUND HER. If
NOT, ATTACK AT LONG RANGE AND DROP
HER FAST.

Exit the locker room and race directly up the large
mound of earth in the middle of the street.There’s
no telling how many infected may be waiting on

the other side, so stay together and be prepared to = 2
make a stand on top of this hill. But don't loiter here

too long. Neutralize any threats, then proceed to When you reach the sidewalk outside Terminal A,
the sidewalk in front of Terminal A.In the event of turn left and follow the path toward the skybridge
a swarm attack, consider backtracking to the locker ~ connecting the parking garage to the terminal’s

room and holding out there until the horde is _ ", upper level—this is the only way inside. Piles of
defeated. ~ | luggage line the sidewalk, providing excellent

' (: & hiding spots for the infected. So stay together
/ i . ', and peek behind each pile of luggage as you
/ | " pass to avoid getting blindsided. Stay in
i . . contact with your team while moving
"> t\ * —_ along this sidewalk and quickly
b backtrack if anyone is attacked
! r 1l by a Hunter or Smoker.



HiM OR HER GET SURRVUNDED BY
COMMON INFECTED. IN THE MEANTIME,
WATCH 0T FOR INCOMING BOOMERS,

HUNTERS, AND SMOKERS LOUKING 10
TAKE ADVANTAGE OF THE CHAOS,

pP3j234uU) pue
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As you near the police car at the end of the
sidewalk, turn left to locate the parking garage’s
entrance. Be careful; the red car parked outside
the garage is equipped with a car alarm. Keep your
distance from the vehicle to avoid accidentally
bumping it. Most importantly, avoid shooting it
when engaging infected (or a Witch) in this area.

saiddng g
suodeapp

~ . After entering the garage, rush to the back of
{,v‘)b"u T;ON the structure and turn right.You need to reach
' the stairwell on level B to access the skybridge
crossing over into the terminal. Follow the
Additional Parking signs to locate the ramp
leading up to the second level.This area is often
frequented by infected bosses, so stay alert and be
prepared to support each other while making the
transition to level B.

SIMULTANEOQUSLY SETTING OFF

THE CAR ALARM AND STARTLING A - ==
WITCH COULD SPELL BOOM FOR YOUK - » \
TEAM, IN THE EVENT OF SUCH A J TR 1 .
CATASTROPHIC SCREWUP, TARGET et et VR

THE WITCH FIRST. OTHERWISE SHE'LL

SLASH ONE OF YOUR TEAMMATES At the top of the ramp in level B, turn right and

look for the Airport Skybridge signs—follow the

}SOAIRH
SIUIUWIIAINYIYY poola

10 DEATH, ONCE THE WITCH 1S arrows to the stairwell. There are usually several
DEAD, DON'T BOTHER RELPING YOUR common infected on this level, mixed in with a
INCAPACITATED TEAMMATE UP UNTIL few bosses. Strafe left to right to scan the area by
THE RUSHING RURDE IS DEFEATED. the stairwell and engage as many visible targets as

; ; ible at long range.The gunfire may draw more
“VEN WHILE N o, YO Rossib grang g 2
EVEN WHILE INCAPACITATED, YOUR infected out of cover, but it's better to engage

TEAMMATE CAN ST‘#UT »FfRE A PISTOL them now than to have one bite into your neck as
IN DEFENSE. SHLL, LOOK AFTER you rush past a car or pillar.
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few mfetted vandering on ’che sk_ybrldge 0 mow
them down before crossing. Also, scan the far end
of the skybridge for infected bosses.There may be
a Smoker, Hunter, or Boomer loitering near the safe
house entrance, eager to initiate one last attack on
your team. Use assault rifles or sniper rifles for long-
range annihilation.

e Jd

Terminal Safe House

PARKING GARAGE
LEVEL C

Once the path is clear, race across the skybridge
with your team and enter Terminal A on the other
side.The safe house door is on the left side of the
passage beyond the skybridge. Although there
may be infected chasing after your team, suppress
the urge to engage them as they race across the
skybridge. Get inside the safe house as quickly as
possible and slam the door shut before they can
advance to melee range. You've finally made it

to the airport. But you still have a long way to go
before your team can book a ticket out of here...

Cautiously enter the stairwell on level B and scan
the interior for threats.The stairs lead up and down
from this point, so don't forget to check the steps
leading down.Sometimes there’s a small group of
infected gathered at the bottom of the steps, so
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Given the situation outside the terminal, it appears
the airport has been overrun.But it’s a very large
facility and evacs may still be underway, at least
for the next few minutes. Your team must race
through the terminal and reach the tarmac to
search for any signs of rescue. Before rushing out
of the safe house, stock up on supplies. An even
mix of assault rifles and auto shotguns is well
suited for the fight ahead. A sniper rifle can also
come in handy when clearing some of the larger
areas, but don’t take more than one. Be sure to
grab a first aid kit, too, and use it now if necessary.

Before opening the safe house door, peer through
the bars and engage any infected visible on the
other side. After clearing out the area on the other
side of the door, open it and engage any other
threats that rush toward the safe house. Attacks
can come from the left or right side of the door,
so it’s best to hold inside the safe house and let
the infected come to you.That way you don't get
flanked.

The safe house door opens onto an upper-level

, promenade above the baggage claim area.Don't

waste your ammo by firing at the zombies on

. the lower level near the luggage carousels—the
director will only spawn more. Instead, focus
on the infected wandering around this
walkway. Quickly move along this L-shaped

| passage and look for pickups scattered

about.The walkway is blocked by a chunk of

'Ii collapsed roof, detouring your team through

'* the nearby conference center.
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Sandleford
Conference Center

BAGGAGE
CLAIM

CONFERENE
CENTER

Ensure your team is together before entering the
conference center. The main hall is lined with side
rooms, each a potential ambush site for the infected.
Stay out of these side rooms and stick to the main
hall. However, be sure to stop long enough to peek
into each room and blast any threats. There may

be some useful pickups; just make sure a room is
clear before rushing inside to grab supplies. As you
approach the first turn in the hall to the left, be
prepared for infected rushing around the corner.

THE MAIN HALLWAY IN THE
CONFERENCE CENTER IS SUMETIMES
BLOCKED BY A WITCH. IN SOME
INSTANCES YOUR TEAM MAY BE ABLE
10 SNEAK ARUUND HER ViA THE SIDE
ROOMS. JUST BE SURE 10 SHUT OFF
YOUR FLASHLIGHTS (F ATTEMPTING
SUCH A MANEUVER. AT OTHER TIMES
YOUR TEAM HAS NO CHOICE BUT 10
CONFRONT THE WITCH HEAD-ON,
BEFURE ENGAGING HER, ASSUME A
FIRING LINE AS FAR BACK FRUM tHE
WITCH AS PUSSIBLE, ENSURING EVERY
TEAM MEMBER HAS A CLEAR SHOT.
THEN INITHATE A VOICE COUNTDOWN,

SO EVERYONE FIRES AT THE SAME
TIMEBIHF A MOLOTOV 1S AVAILABLE,
CONSIDER STARTING THE ATTACK BY
LIGHTING HER ON FIRE. KEEP SHUOOTING
UNTIL THE WITCH IS DEAD. If SHE GETS
100 CLUSE, BACKPEDAL WHILE FIRING
UNTIL SHE'S DOWN, ALL 1T TAKES IS
ONE SWIPE FRUM HER CLAWED HAND
10 INCAPACITATE A TEAMMATE, S0 B0
YOUR BEST 10 KEEP YOUR DISTANCER
FASIER SAID THAN DONE IN THIS
CRAMPED HALLWAY.




Continue advancing along the main hall, quickly
sweeping the side rooms for threats and supplies.
The main hall leads back out to the promenade
above the baggage claim area. As you exit, close
the double doors behind you.This won't prevent
infected from attacking your team from behind,
but it helps delay the attack. As you advance to the
escalator leading down to the baggage claim area,
keep an eye on these doors. If you see infected
trying to break through, open fire while they're
trapped in this narrow choke point.

Baggage Claim
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SAGGACE CLAIM

CONEYOR
SYSTEM
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Now that your team is ready to move through the
baggage claim area below, take a few seconds to
clear the floor from the promenade.There could
be a stash of weapons on some crates near the
escalator. If so, have most of your team switch to
assault rifles. For the next sequence your team
will need the range and rapid fire offered by these
weapons. But keep one auto shotgun to help deal
with close-quarter threats.

Although the baggage claim area is now
accessible, the ticketing/check-in area beyond is
blocked by a chain-link fence. At the bottom of
the escalator a van has partially crashed through
the terminal entrance. Elect one team member to
go down the escalator and interact with the van.
Doing so causes it to start up and crash through
the chain-link fence.The rest of the team should
remain on the upper-level promenade near the
top of the escalator. Starting the van triggers a
large-scale infected attack, and the upper level

is the best defensive position.Whoever is tasked
with starting the van should rush down the
escalator, interact with the van’s steering wheel,
and then immediately dash back up the escalator
to rejoin the team before the infected attack
commences. So make sure everyone is in position
and set the plan in motion.
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While you're on the promenade above the baggage
claim, there are only two paths the infected can take
to reach your team.The closest entry point is the
conference center’s double doors—the same ones
you closed earlier. Assign a couple of teammates

to watch this doorway at all times. Large swarms

of infected will come dashing out of this hallway,

so answer back with auto shotgun and assault rifle
fire. The other two teammates should cover the
escalator. However, before the infected reach the
escalator, they must dash across the baggage claim

floor, making them vulnerable to long-range attacks.

The teammates defending the escalator should be
armed with assault rifles to deal with both long-
range and close-range attacks. By covering these
two critical choke points, your team can withstand
the assault. But before heading downstairs, heal
up and balance your weapon load-out, taking two
assault rifles and two auto shotguns.

A0

Once the baggage claim area is relatively clear,
head downstairs.The van has crashed through the
gate in front of the ticketing/check-in area. Before
advancing to this new area, check around the
baggage claim for supplies. There are usually some
pickups on the counter near the breached fence.
However, don't split up while scouring the entire
ground floor and restrooms for supplies. Hunters
and Smokers may still lurk in the dark corners on
this floor, so stay together and within each other’s
line of sight at all times.

Ticketing/Check-In

Pass through the breached fence to enter the short
hall leading to the ticketing/check-in area.On

the left side of the hall is the currency exchange
counter—watch for infected hiding in this alcove
as you pass by.Turn left at the next corner to spot
the Vector Airlines ticket counter.There are likely
even more common infected here. Open fire on

all threats quickly, preferably before they crawl
over the counter. Most attacks originate from the
luggage conveyor system behind the ticket counter,
but there may be other undead hiding in the dark
corners of this large room. So sweep the room
carefully.



o L

THERE'S A CHANCE THE BDIRECTUR
MAY SPAWN A TANK AS YOUR TEAM
NEARS THE TICKET COUNTER. IF THIS
OCCURS, BACKPEDAL AND OPEN FIRE.
THIS AREA BENEFITS YOUR TEAM
MORE THAN THE TANK AS LONG AS
YO MOVE IN THE RIGHT DIRECTION,
BACKPEDAL IN THE DIRECTION OF tHE
BAGGAGE CLAIM AREA. THIS GIVES
YOU PLENTY OF ROOM 10 MANEUVER,
ALLOWING YOl 10 TAKE DOWN THE
TANK BEFORE HE CAN LAND A STRIKE.
BUT HE MAY STOP AND PiICKk UP A
CHUNK OF CONCRETE, SO BE READY 10
SIDESTEP OUtT UF THE WAY.

Luggage Conveyor System

Now your team must navigate through the maze-
like luggage conveyor system behind the ticket
counter. Duck in through one of the entrances and
immediately turn left. This area is often frequented
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When you reach this long room filled with
conveyor belts, transfer over to the central
catwalk. Although the conveyor system isn't
functional, the catwalk makes navigating through
this room easier; you don’t have to jump over
obstacles, which helps keep your team together.
This allows your team to focus on moving ahead
while shooting zombies. Be careful when moving
past conveyors belts above the catwalk. Infected
lurking above (including Hunters) may leap down
and attack your team. Infected may also attack

from behind, approaching from the ticket counter,

so make sure one teammate is watching your
backs at all times during this advance.
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Follow the catwalk to the room’s exit, at the
bottom of these steps. Hold at this position for a
few seconds and watch for infected approaching
through the open doorway ahead. Infected
spawning in the security area ahead may come
rushing through this doorway. Holding at the
top of the steps gives your team optimal range
to neutralize the threats as they rush through.
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may be loitering at the bottom of the steps waiting
to douse your team in bile.When the area is clear,
barge down the steps and exit through the open
doorway straight ahead to enter the security
checkpoint.There are some side rooms on the lower
floor of the conveyor system room, but don’t bother
searching them.The longer your team stays in here,
the greater the risk of a large-scale swarm attack.

Security

RESTAURAN
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RESTROOM

Upon exiting the conveyor system room, shut the
doors behind you and sidestep left into this dark
corner while aiming to the right. Fire through the
slats in the metal fence to engage the common
infected around the security checkpoint.They may
attempt to climb over the fence to get at your team,
so drop them before they can leap in your direction.
More infected may circle around the fence, racing
past the piles of luggage to flank your team from
the side. So watch these two areas and hold here
172‘ :ljﬂti| the attacks subside.

Also, listen carefully for bosses like Boomers.One

‘)
1 b

L

Cautiously make your way to the security
checkpoint. Although some areas of the airport

are without power, the metal detectors at the
security checkpoint are still active. If any of your
teammates walk through one, it will sound an alarm,
accompanied by a bright flashing red light. The
result is like setting off a car alarm—infected will
swarm around your team from all directions. If this
occurs, go back to back with your teammates to
cover all angles and prevent friendly fire incidents.
Most infected will rush toward the security
checkpoint from the adjoining foyer or through

the conveyor system.Try to locate the source of

the attacks and focus your fire on these key areas,
eliminating as many infected as possible before
they can surround you. But the best defense against
a swarm attack is to avoid triggering one in the first
place, so play close attention while moving through
the security checkpoint,and make sure no one
passes through a metal detector.



Just beyond the security checkpoint is a massive
(and heavily damaged) foyer.Rush to the Atlas-

like statue at the center of the foyer to grab some

ammo. Sometimes weapon upgrades are placed
here too, as well as molotovs or pipe bombs.
However, this is hardly the place to take a break.
Infected still surround this large room and can

attack from any direction, including through holes

in the ceiling. So grab some ammo and anything
else here,and move out.

CAUTION

(!

"

B N—

CONSTANTLY WATCH FUR ATTACKS
FROM ABOVE WHILE MOVING THROUGH
THE FOYER. A SMOKER ON THE ROOF
CAN ATTACK THROUGH HOLES IN THE
CEILING, CONSTRICTING TEAMMATES
WITH 115 TONGUE. HUNTERS CAN
ALSO LEAP DOWN FRUM THESE HiGH
POINTS AND PIN TEAMMATES. SO
MOVE THROUGH THIS AREA QUICKLY,
BUT STAY IN VISUAL CONTACT With

YOUR TEAMMATES WHILE DUING SO 10

OFFER SUPPURT AS NEEDED,

1-"‘..

.*.'_'n &
-

L

b N

, N

The foyer is flanked by a restaurant, a duty-free
store, and a restroom.While these areas may

contain some useful supplies, sweeping them for

goodies prolongs your team’s exposure in the

foyer,and thus to attacks from above.You're better

off racing up the escalator (by the restroom) and
making a move for the safe house at gate B2.

B Gates

SHop
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At the top of the escalator turn left and advance
down this corridor toward gates B1 and B2. Expect
heavy resistance from the infected along this

path, advancing from the B gates as well as up the
escalator behind you. If necessary, stop and cover
these two avenues of attack, with two teammates
blasting zombies rushing up the escalator while
the other two teammates cover the corridor ahead.

When it's time to move out, stay on the right side Sl S
of this passage to avoid getting snared or pounced o
by Smokers or Hunters attacking through the Most of the common infected hanging around
large hole in the foyer’s ceiling. ‘i the gates are idle. But as your team draws near,
N they will attack, so don't take any chances. Shoot
| ’F'_‘ every infected you encounter in this area, whether
-3 they look threatening or not. Infected flank
ot both sides of the corridor here, sitting or
standing near the large windows on the
» o right or loitering in the bar, shop, and
O THAK YOUARE 2 smoking lounge on the left.So be
WFECTED: "= sure to sweep both sides of the
.. ‘ corridor as you advance to
Vo ate B2.
b S’
o - &

1
]
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The safe house is located at gate B2, inside the

. = . ®
' _ etway. Rush inside and wait for your team to -3
Ej i%?é T_Esiog D;\N(‘}D S.‘:! .Oé( f:gkléiug(;‘ﬁ Jenter);efore shutting the door. I?necessary, hold .g g
il '. " NF rh' 12 at the doorway and provide covering fire while 'g.g
ARE PERFECT RIDING "POTS FOR your teammates dash inside.Your team is only 2@
INFECTED BUSSES. S0 DON'T TURN A steps away from the tarmac, but it’s still uncertain
BLIND EYE T0 THESE AREAS AS YOU what they’ll find once they step outside. Given the
PASS BY. HUNTERS, SMUKERS, AND state of the terminal, the prospects of a rescue are
BOUMERS ARE LIKELY WAITING 10 lookin Sl

AMBUSH YOUR TEAM AS YOU RACE

T0 THE SAFE ROUSE. CONSIDER
AVOIDING THESE AREAS ALTUGETHERY,
BY MOVING THROUGH THE SEATS BY 4

1]

-
’
"
"
4

b

MAY CONTAIN SUME SUPPLIES, IT'S e
WORTH THE RISK WHEN YOU'RE S0 ¢ \.
CLUSE 10 THE SAFE HOUSE, Wy

}SOAIRH
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because more first aid kits await your team at the

tanker truck outside. As for weapons, take three
i assault rifles and one auto shotgun or two assault
rifles, one sniper rifle,and one auto shotgun.The

L assault rifles and sniper rifle are very effective at
. long range, and there are many opportunities
i outside to engage targets at long distance. Once

everyone is geared up, open the safe house door at

- } " 1 the far end of the jetway and step outside.
The airport’s tarmac and runways are just outside

this makeshift safe house, but before searching
for rescue, stock up on supplies and heal. It's okay
to use the firstaid kits immediately, especially

if anyone’s health is in the orange or red.range,

A6
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But this jet isn't the first to crash here, as witnessed
during your trek through the terminal. The tarmac
is littered with even more aircraft wreckage,
creating a dangerous obstacle course. However, off
in the distance is a C-130 cargo plane that looks
intact. Is this the same plane your team saw earlier
at the greenhouse? If so, it could be your ticket out
of here. Make note of its location while standing
atop the jetway and then formulate a quick game
plan to get there as quickly as possible. Also, fire

As you exit the safe house and approach the end down on any infected before dropping onto the

of the jetway, a plane can be seen approaching in tarmac.

the distance—but something is wrong. First the

left wing dips and smashes into the ground.Then

the nose plunges into the tarmac, causing the

aircraft to erupt in a fiery explosion that shakes

the ground. Stay on the jetway as the fiery wreck L
comes to a stop only a few meters

away, but don't let the crash ‘“ \

distract you from infected .l
fé-‘x

saiddng g
suodeapp

trying to attack your
team. It’s unclear what
caused the plane
to crash, butiit’s
safe to speculate
that the crew
were overrun by
infected.

When it's time to move out, drop to the tarmac
simultaneously as a team. If someone is
kh attacked and incapacitated on the jetway,
E+ ;;1 there’s no way to get back up to help. Stay
" 1, together once you reach the tarmac and
> be prepared to put down all the infected
that swarm to your team'’s position.
Quickly sweep the area beneath the
jetway—there are usually a few infected down
here that you couldn’t see from above.

}SOAIRH
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Once the area around the jetway is clear, turn
toward the broken-up aircraft at gate B1. Advance
through the gap between the nose and fuselage,
passing directly beneath the B1 jetway. This area
is dark, so turn on your flashlights and watch for
infected hiding amid the wreckage.You can also
score some long-range kills from this position,
targeting shambling silhouettes in the distance.

The C-130 cargo plane is parked just beyond the
B1 jetway.Turn left and navigate around the large
crater in the tarmac to reach it. As you near the
plane a voice can be heard

echoing over a radio:
“Gas me up and I'll get
you out of here.”"Why
does there always have
to be a catch? At least
you've found a way to
escape. Now comes the
hard part.

A7’

Move to the tanker truck near the plane and locate
the corpse lying next to the large hose protruding
from the side of the vehicle—it looks like the last
person to take on this challenge wasn't successful.
Interact with the radio resting on the corpse’s torso.
The pilot tells you to start up the pump on the
tanker truck to fuel up the plane.But he warns you
that the pump will make a lot of noise, attracting
the infected and requiring your team to fend off a
large attack while the plane refuels.

Finale Preparation

Before starting up the pump on the tanker truck,
take a few seconds to prepare for the incoming
attack. Start by resupplying and healing.There are
weapons, ammo, and first aid kits on the crates near
the tanker truck. When choosing weapons for the
finale, go with a mix of assault rifles and auto
shotguns. Most of the combat takes place at
close to intermediate range. The sniperfrifle
isnt well suited for such frantic encounters, so
avoid equipping it unless you have an expert
marksman on your team. Even then, the rifle
fires and reloads so slowly that it may be more
of a liability than an asset. In addition to
the standard weapon upgrades, there's
usually a stash of molotovs and pipe
bombs near the tanker truck as well.
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Next, note the mini gun near the tanker truck. It’s When your team is ready to fend off the attack, a3
positioned on the edge of the large crater.This move to the side of the truck and interact with
weapon is ideal for covering the area on the far the pump.This starts the pump and begins the °J] s
side of the crater, but the gunner can be easily flow of fuel into the cargo plane.But it also alerts 4 ]
flanked from the sides and rear. If you plan to use the infected, prompting a series of eerie cries and :g 'g
this weapon, discuss a plan to keep the gunner growls echoing in the distance. Move into position = J
safe. Also, test out the weapon'’s firing arc to see and get ready for the assault. <

which areas it can cover and which areas it can't.
Finale

Usually a few red fuel cans lie scattered by the
tanker truck. When ignited, these cans produce a
large wall of fire that can help your team defend
the tanker truck during the attack. Drop one near
the front of the truck to create a fiery barrier near
the mini gun.Toss another one on the far side

of the crater or along the back side of the truck.
Make sure everyone on your team knows where
these fuel cans are placed so they can target them
during the attack for optimal impact.

The mini gun can be very effective early on during
the attack, so have one teammate settle in behind
it while everyone else stands guard.The weapon
has a high rate of fire ideal for mowing down large
swarms near the large crater, but it can’t swing too
far to the left or right. So the gunner should be
ready to disengage once the attack has shifted to
a different direction, outside the mini gun’s limited
firing arc. Don't expect to sit behind the gun for
the duration of the finale, because you won't last
long.

}SOAIRH
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When guarding the mini gunner, stay nearby

covering the front and rear sides of the truck.The
front of the truck is a particularly critical area that
must be watched at all times. Otherwise infected

have a direct path to the gunner’s back.The infected

won't just run around the truck—they’ll climb over
the top of it and attack your team from above. So
don't forget to look up.

CAUTION

CONSTANTLY BE ON THE WATCH FUR
SMOKERS. If YOUW'RE NOT CAREFUL, A
SMUKER CAN DRAG A TEAMMATE OFF
10 A REMOTE LOCATION AND PUMMEL
1S VICTIM 10 DEATH WITH THE AiD
OF COMMON INFECTED OR A HUNTER.
DURING THE CONFUSION OF THE FIGHT,
YOUR TEAM MAY NOT NOTICE SOMEONE
IS MISSING UNTIL 1175 100 LATE. TRIS IS
WHY COMMUNICATION 15 SO IMPORTANT
DURING THIS FINALE. SO tF YOU'RE
ATTACKED BY A SMUKER (UR HUNTER),
i11'S YOUR RESPONSIBILITY 10 SHOUT
10 YOUR TEAMMATES FUR HELP,

THIS MAY BE THE ONLY WAY 10 GET
THEIR ATTENTION, AND DON'T WALT

~ LUNG 10 ASK FOR HELP. THE LONGER
YOU GO WITROUT ASSISTANCE, THE

MORE HEALTH YOU'LL LOSE, AND If

ANYONE DIES, THE TEAM'S CHANCE OF
SURVIVING DROPS SIGNIFICANTLY.

During the attack, expect at least one attack by a
Tank. Unfortunately, Tanks usually approach from
behind the truck, so the mini gun isn’t of any use.

In fact, if you hear the Tank’s thundering footsteps
while manning the mini gun,immediately disengage
because he's probably sneaking up behind you.
Once you've spotted the Tank, he’s relatively easy to
get away from, but it means running away from the
relative safety of the tanker truck. If you're not careful,
your team can disperse in all directions, making
stragglers easy targets for lurking Hunters and
Smokers.So when you flee, flee together, escaping in
the same relative direction while peppering the Tank
with automatic and shotgun fire. After the attack,
return to the tanker truck and resume your defense,
healing and stocking up on ammo as necessary.

Don't forget to blast the fuel cans you scattered
earlier. But make sure they're ignited at the right
time, preferably as a large group of infected passes
nearby.Torching an entire swarm with a large wall
of fire isn’t just rewarding to watch; it gives your



' YOU NEED 10 HEAL, TELL YOUR
TEAM SO tHEY CAN HELP PRUTECT
YOU, WHILE HEALING YOU'RE TOTALLY
VULNERABLE 10 ALL ATTACKS, SO

YOU NEED AT LEAST ONE TEAMMATE
10 WATCH YOUR BACK DURING THE
FEW SECUNDS 1T TAKES 10 APPLY
BANDAGES. FUR THIS REASON, NO
MORE tHAN ONE 1EAM MEMBER
SHOULD HEAL AT A TIME, YOU'LL NEED
At LEAST tHREE GUNS FIRING AT ALL
TIMES 10 HOLD BACK THE HORDE,

Aircraft Rescue

sve or

- grabbed b

our team and ma
Smoker or pinned by a Hunter while
racing toward the plane. If this occurs, stage a

quick rescue attempt.

e S PP R
The sound of the plane’s engines triggers another
massive swarm attack, so get on board the plane
as quickly as possible.To buy a little extra time,
toss a pipe bomb (or several) away from the plane
in an attempt to divert the crowd away from the
cargo ramp. Otherwise the common infected may
gather around the ramp, creating a barricade of
undead flesh, preventing your team from getting
inside the plane.Once everyone is on board, a
cutscene shows the C-130 taxiing to a runway and
taking off.You finally made it—and hopefully your
teammates did too.

e sure someone isn't
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> lood Ha’rve t
In BIoWarvest a full‘scal'é
outin a rural area, causing th
attack the living. Once ly p e
forests and'fn'dustrlal faCIlltles a_gng-t-he rallroad
tracks now teem with a new form of life. It's
believed most of the infected have trickled in from
the surrounding urban areas in search of fresh prey.
In the middle of this outbreak are four well-armed
survivors in search of rescue. Early on during the
outbreak, the government established several
evacuation centers, but most were overrun or

{ abandoned, particularly in the urban areas where
staff were initially unprepared for the violent nature
of the infection. However, some evacuation centers
are rumored to still be operational, reinforced by
military personnel. One such rumored military safe
zone is a farm not far from the railroad tracks. If the
{ survivors can make it there, they might find a way
out and rejoin what's left of civilization.

HARVEST

N0 HOPE. NO CURE. NO PROBLEM

WARNING

18%

1he Woods

Level Map
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The thick forest ahead sets an ominous tone for the
survivors at the start of Blood Harvest.But despite
the hazardous trek that lies before them, there

is a dim ray of hope. Francis has heard there is a
military safe zene to the north. His story is backed
up by the evacuation center notice posted on the

ALTERNATE PATH



Before rushing through the forest, turn right and

stock up at this picnic table covered with weapons,

ammo, and first aid kits.When choosing weapons,
equip your team with an even mix of SMGs and
pump shotguns.The SMGs provide decent range
and an unparalleled rate of fire, while the pump
shotguns offer tremendous damage output
during close-quarter encounters. Make your
selection quickly—the longer you spend here, the
more time you give the infected team to set up
ambushes during versus matches. So grab your
gear and head out as quickly as possible.

The narrow trail winding through the forest is
extremely dangerous. Infected usually hide in the
trees along the sides of the trail, making them
nearly impossible to see until they attack.So
speed through this area as quickly as possible, but
be sure to stick together.It's easy to get separated,
especially when the teammate in the lead doesn’t
look back frequently to check on teammates. So
while speed is important, maintaining a line of
sight on your teammates is even more crucial.

Using the concealment of the surrounding forest,
Hunters can creep up extremely close to your
team and seemingly leap out of nowhere to pin
your teammates. Coordinated attacks by two
Hunters are particularly dangerous, instantly
pinning two teammates.There’s little you can

do to prevent such attacks before they occur, so
always stay near your teammates and respond as
soon as a Hunter pounces.To prevent inflicting
friendly fire damage, always strike with melee
attacks to get a Hunter off your teammate. Once
the Hunter is knocked off your teammate, shoot
him repeatedly before he can pounce again.

Infected

When you’re playing as the infected,.
the forest trail is the single best.
ambush point on this.level, giving
your.team.the perfect chance to:
inflict some heavy damage on the
survivors. It’s very important to work
together; otherwise, the survivors.
will have no trouble blitzing through
this area. So have your teammates
hide along both sides of the trail,

" using the trees for concealment.

s SR

.
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AS the survivors draw near, spring
the ambush with everyone attacking.
simultaneously. Ifyou carefully pick
out.your targets the Hunters can pin
two survivors while the Smoker: snares

another. If'the Boomer can vomit on the

last standing survivor, you stand
| 4a good chance. of wiping out all
or most.of them at once. Af the
B very least, you’ll inflict some
K& massive damage and create a-
very.chaotic situation.

As your team keeps pushing through the woods,
look for this picnic table on the right side of the
trail. Sometimes there are some molotovs or pipe

bombs placed here.Don't stop here long—

'm
oo o 1
-

” 'l'#l 1

ﬁlj‘\.‘; ME t{'!{_h.,,!" i : .

When playing as the Smoker, team up
with a-Hunter. The Smoker can easily
snare stragglers with its tongue,
dragging them off into the woods
away.from their teammates. Once the.
Smoker has dragged its prey away
from the other survivors, the

2l Hﬁnter.v.should pounce on the

N/ victim. This gives the Hunter:

\ l an easy and defenseless target.

&.‘-. while freeing up the Smoker to:
P attack again.

Footbndge

.
o the infected still pose a big threat. ;’ e
'.’. However, this is a landmark worth
.n"- _noting; it indicates your team is p ——
near the footbridge. It's best : e
to race past this area and - i

v "I make it to the bridge

AN

before the infected 1 X
can make a stand at f; R e S \ v -
| . P weri PP
F that critical choke
; point. If your team hasn’t encountered too many infected

- f bosses, expect them to be waiting at this narrow
footbridge. Fortunately, there is little cover or

f!" concealment on either side of this bridge, making
i _ it easy to spot any threats attempting to hide
] among the sparse trees. Make sure your team is

together and race across the bridge as quickly

as possible. Although the terrain doesn't suit the
infected particularly well, attacks aren’t impossible,
particularly by Smokers.



If'staging an attack at the footbridge,
wait until the survivors cross.
There’s virtually no cover on the
bridge itself, so spawn.in the woods.
near. the trailer and wait for the
survivors to-approach. IHipossible,
initiate the attack as soon as the
survivors step.off the bridge. I

playing as the Boomer, this bottleneck

-is the perfect spot to splash multiple

| { f #survivors with vomit. But

/ wait until your.teammates:

' M have attacked before rushing
&.‘ gin. Otherwise you’ll be picked

A off before you're within range.

Trailer

-

‘:'J"..‘.l.u a W ~, OW.

W hey can protect you.It's also

a good |dea o |ﬁform them so they don't take off
while you're still bandaging yourself.

IF YOUR TEAM DUESN't NEED AMMU
OR TIME 10 HEAL, DON'T STOP AT THE
TRAILER. THIS PiT STOP ONLY DELAYS
YOUR TEAM, GIVING THE INFECTED
MORE HIME 10 ATTACK. FROM tHiS
POINT, THE SAFE HUUSE ISN'T VERY
FAR AWAY. SO CONSIDER PRESSING
AREAD AND SKIPPING THE TRAILER.
DURING VERSUS MATCHES SUCH
MOVES MAY CATCH THE OPPUSING
TEAM OFF GUARD, FORCING THEM 10
REORGANIZE AND SCRAMBLE 10 SET
UP ATTACKS NEAR THE SAFE HOUSE.

As you exit the trailer, be ready for more attacks.
While your team was in the trailer, the infected
have likely regrouped and prepared an ambush—
some may be waiting on top of the trailer. This is
also a common area for a Tank to spawn.When
fighting a Tank in this area, try not to get cornered,
otherwise he'll pound you relentlessly until

you're incapacitated. So don't run back inside the
trailer. You're much safer outside where you can
maneuver. If possible, hit the Tank with a molotov
to slowly whittle away at his health meter.

WwWww.primagames.com
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Infected il

Don’t attack the survivors while
they’re inside the trailer. With only
one door and a window, this location is.
relatively easy for them to lock down..
So-hide in the surrounding woods
or.climb.on the roof of the trailer
and wait until they exit to initiate a-
combined attack. A Fank should lead

» the attack if there’s one on your

| { 4 #team. The survivors will be so.-
/ foeused on killing the Tank,

j they probably won’t even notice

% [ a Hunter, Smoker, or Boomer:

e

-

approaching.

Depot Trail

i
Tim
_".
- rfon
.J.'qh-;- :;-\.: - =
4 W i
| o

Exit the trailer and rush past the white sedan
outside to access the next segment of the trail
leading down to the Richardson Atlantic freight
depot—the depot has rail line access heading north
toward the farm. Like the previous trail, this one is
narrow and lined by trees, but the trees on the left
side of the trail give way to a chain-link fence. Rush

- down this trail as quickly as possible and get to the
1 B “safe house, but keep an eye on your teammates

CAUTION

s/ 4

THE CHAIN-LINK FENCE ON THE tRAIL'S
LEFT SIDE HAS SEVERAL HOLES IN 11,
SO WATCH YOUR STEP. ON THE OTHER
SIDE OF THE FENCE IS A LUNG DROP
10 SOME TRAIN TRACKS. If YOU FALL
THROUGH ONE OF THESE GAPS IN

THE FENCE, YOUU'RE DEAD. BE EXTRA
CAREFUL F YOU ENCOUNTER A TANK
IN THIS AREA. ONE SWIPE COULD SEND
YOU FLYING THROUGH ONE OF THE GAPS
IN THE FENCE, KILLING YOU INSTANTLY.
OFf COURSE, THIS WOULD BE A GOOb
TACHIC FUR PLAYERS PLAYING AS THE
TANK DURING VERSUS MATCHES.

Infected

Ithe survivors have commenced
moving down the trail behind the
freight depot, it can be tough to find




a:spot to spawn due to line of sightv
| issues: But if you hide behind this
- small shed near the fence, you can
spawn and blindside the survivors.
‘as they run past. This is a good
| { 4 shiding spot for Boomers. Jiist
L/ # make sure your bloated body
@l doesn’t stick-out from behind
&r g the shed and give away your.
bl position.

Dpp_ot Safe House

Follow the trail as it turns left, leading toward the
yellow building straight ahead—the safe house is
just inside.This is a very critical part of the trek, as
the infected are likely to throw everything at your
team in an attempt to stop it from reaching safety.
If facing a large swarms of common infected, toss
pipe bombs to keep them from chasing after your
team. Attacks by infected bosses can be put down
rather easily too, assuming your
| team sticks together.In versus
,:h | matches, infected attacks here
\are often frantic and not
‘ very well organized.
These last-ditch
attempts by the
¥ 1‘ %, opposing
team are best
| confronted by

B ¢ denying the opposing
/ team easy opportunities
| | to pick off stragglers. As
\ /" long as you stay together,

' they won't have much of
a chance to stop you from
reaching the safe house.
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The open doorway in the yellow structure is not
the entrance to the safe house.Once inside, keep
moving to the adjoining room with the familiar
red door. Consider backpedaling to the safe house
while covering the open doorway to prevent any
infected from pursuing. It may also be necessary
to hold at the safe house door and provide
covering fire until your teammates can get inside.
Fortunately, you can cover the open doorway from
within the safe house. Just watch your fire and be
ready to slam the safe house door once everyone
is inside.

Infected

The drain pipe on the yellow building
near the safe house is a climb point
for the infected. This is a good spot
to:spawn and attack the survivors
as they rush into the safe house. I
playing as.a Smoker, try to share. the.
last’survivor trying to rush through
the doorway. This prompts the other
» ‘survivors to.leave the safe house
f #in.an attempt to rescue
their constricted teammate,
providing the Hanters and
#® Boomer on your team one last
chance to attack.
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well. So always have a

Lake sure the last person in

closes the doczr

The safe house at the Richardson Atlantic freight
depot is on the third floor of the facility’s massive
shed, where train cars are repaired. Your team
must advance through this shed, reach the ground
floor, and proceed outside to a tunnel, heading
north along the tracks. Before moving out, be sure
everyone stocks up on first aid kits and ammao.
There are no weapon upgrades in this safe house,
so stick with the same load-out of two SMGs and
two pump shotguns.

Offices

AS the match begins, remain in ghost
mode and hide in one of the side
offices near the safe house. Once the
survivors have swept the third floor:
and turn toward the stairwell, spawn
and attack them from behind in the
hallway if possible. Or.work with.
g gyour. teammates to ambush
them in the stairwell with.
two.of you attacking from the
% third floor and the other two-
attacking from the second floor.

Upon exiting the safe house, turn right to spot the
stairwell leading down to the second-floor offices.
There are other offices on the third floor worth
sweeping before heading downstairs, but don't
expect to find any pickups. However, they may
contain infected. The third-floor offices outside

Enter the stairwell and carefully monitor both
entry points as you descend to the second floor:
Have one teammate stand watch at the third-floor
doorway and blast any infected that try to bust
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teammate watc h your backs as you proceed into
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through the door. Meanwhi ek’!e the |

landing and shoot any‘"lnfe(:ted tha y ﬂ

team through the second-floor doorw ong

as incoming traffic is managed at these two e ntr _ i

points, your team can avoid getting ambushed

here.But don't hang out here too long. Clear out all !

threats and proceed into the second-floor hallway.

Ifplaying as a-Smoker.or Hunter,
hold in the second-floor office until
most.of the survivors.have advanced
into the train shed. Tliis is the
perfect opportunity to ensnare or.
pin.a'survivor lagging behind in the
office. It’s even more effective if your
victim’s teammates have dropped

1 s gdown onto the train shed’s

/ ¢ floor. Yow’ll have an easy time
é- incapacitating and eventually

%

@ killing this straggler if there’s.
no:support from the team.

At the bottom of the steps, carefully sweep this
office on the left side of the hall.It's most likely
swarming with common infected and may also
contain some bosses hoping to pounce on your Tf a"n Shed
team.While clearing the office, make sure someone
watches the hallway and stairwell. Be careful to o - AT
not get separated. Keep an eye on your teammates

and don't advance outside their line of sight. Once
the office is clear, step inside and proceed to the
adjoining room through the hole in the wall—the
same room can be entered from the main hallway.
The broken window in this room leads out onto

a catwalk running above the large train shed.
Before exiting, make sure everyone is together;
step outside and watch your step—falling off the
catwalk results in fall damage.
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Advance across the central catwalk suspended
above the train shed. From this elevated position
it's easy to pick off common infected and bosses
on the ground floor. In some instances, a Tank
may spawn somewhere in the shed. If this occurs,
remain on the catwalk and pepper him from
above with SMG and shotgun fire. However, if

he makes a move up the yellow steel beam, get
ready to backpedal.But as long as your shots hit
their mark, you should be able to drop a Tank on
the ground floor before he poses a threat to your
team up here.

:
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After clearing most of the train shed from the
catwalk, descend the yellow beam to the ground
floor. At the bottom of the beam, head to the desk
in the corner of the shed, next to the exit sign, for
some ammo. There may also be some weapon
upgrades sitting on this desk, so stock up and
choose your weapons carefully. Bring along at
least two assault rifles and two auto shotguns for
the trek through the railway tunnel outside. But
for the next sequence, consider equipping your
entire team with auto shotguns.You can always
come back to the desk and balance your team'’s
load-out later.
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The room next to the desk contains a first aid
cabinet and a door marked with a warning sign:
Emergency Exit Only, Alarm Will Sound. Take this
as a clue before interacting with this door. Usher
your team inside this room and shut the door
behind you, blocking access from the train shed.
Use this quiet opportunity to heal. As you've been
warned, opening the emergency exit triggers an

alarm that initiates a large swarm attack. However,

if your team holds out in this room, there are only
two doorways to cover: the emergency exit and
the train shed door. But before throwing open the
emergency exit, locate a red fuel can in the room
and be ready to toss it out the emergency exit
once the door is open.

Have one teammate open the emergency exit’s
door while another tosses the red fuel can into
the adjoining room—just make sure it lands far
enough outside the doorway before shooting
it. This creates an impassable wall of fire in the
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Meanwhile, the two other teammates should cover
the door leading out to the train shed. Even if it" o i
closed, it won't be long until the infected break _
through. So keep weapons aimed at thisdoorand |
mow down anything that tries to get in.The alarm E E
eventually ceases, as does the swarm attack. Before
heading into the cistern room, return to the train

shed and restock ammo. Also, make sure your team’s  containing three very large cisterns. Locate the

weaponry is properly balanced with two assault staircase near the emergency exit and climb it
rifles and one auto shotgun. to the upper-level catwalk. While it's possible to
advance through this room on the ground floor,

o ., the catwalk gives your team a height advantage,
Iﬂfe Cte d making it easier to clear the room.On your way
up the steps, check the small closet on the center
landing—there are usually some supplies inside.

AS the survivors approach the
..emergency.exit doorway, get ready to
launch an attack. Take advantage of
the confusion caused by the massive

Make sure your flashlights are on while advancing
across the catwalk. Most of the common infected
swarm at_tack when the alarm are on the ground floor, so in addition to monitoring
sounds. If*the survivors take refuge the catwalk for hostiles, aim downstairs. As you pass

in the small room with the first aid. above the infected, they may go on alert and start
cabinet, have a.Smoker pull a:survivor. charging up the stairs at your team. So try to stop
. . S , = them before they can reach your team. Feel free to
outside so.a Hunter can pounce. If'the p
k 5= , ) re through the mesh grate of the catwalk to target
survivors retreat to the train Sh(éfi_, infected directly beneath your feet.
attack from the catwalk above. A
-Boomer positioned here can vomit.on
1 jthe survivors as they gather.
near.the desk containing
l the ammo and the weapon.
.é:.‘, upgrades, causing even more.
Il common infected to attack.

Keep moving down the catwalk and look for this
window on the right side. It opens out onto a

Castern Room
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Instead of stepping through

the window along the catwalk,

you can proceed to the stairs
at the end of the catwalk.
These lead down to the aistern
room's exit and the same
tunnel area. However, this
passage puts you on the same
level as most of the infected.
So proceed cautiously.
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There are many climb points outside
the cistern room. Climb them while
in. ghost mode and then spawn high
above the start of the tunnel area:
as the survivors exit the
\\ |{/fcistern room. Hunters and
/X 4 Smokers are very.effective
. when attacking from these
é_ high points. The survivors will
never . know what hit them.

RAIL TUNNEL

s

Once outside the cistern room, move to the corner of

this rooftop and leap across to the coal car to access the
narrow side tunnel and advance through a large part of
the tunnel system along the tops of railcars.The elevated
path provides better protection against the infected and
often more time to react when attacked, as the hostiles
must usually climb up to the cars before they can attack. If
you fall while making the jump, climb the yellow ladder on
the nearby car to access the roof and try again.
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down one tunnel, hide in the other
Tz }} and attack as they pass. A Smoker:
THERE'S A TABLE NEAR THE TUNNEL 8 can drag an unsuspecting survivor.
ENTRANCE, AT THE DIVIDER BETWEEN [ agreat distance down the adjoining
THE TWO SPANS, THE DIRECTUR MAY ‘tunnel; causing the other survivors to
PLACE WEAPUN UUPGRADES UN THIS backtrack and stage a-rescue. This

TABLE, S0 (‘*'F(f/ I ﬁ” BEFURE . could be the perfect.opportunity for
RSN ONE UE e TUNNELS. your.team’s. Hunters. to pounce. During
the confusion a:Boomer can rush in
and coat the other survivors in bile,
setting off a swarm attack. Tanks
, are also great at distracting the
% | { /survivors. If:anyone spawns as.
! a Tank in the tunnel, quickly.
organize an ambush to take
B advantage of the survivors’
panic.

Proceed down the narrow tunnel on the right,
moving across the top of the coal car and the
adjoining boxcar.When you reach the end of this
boxcar,immediately engage the common infected
loitering below, in both this tunnel and the adjacent
one, visible through the large hole in the left side of
the wall.The sound of gunfire may trigger a swarm
attack, so constantly monitor both ends of the car

you're standing on.The tunnel ahead may look P [

blocked by rubble, but it’s still accessible.When the

area below is clear, drop from the boxcar and race The narrow tunnel is eventually blocked by rubble
forward, moving up the pile of rubble to climb atop  and a large fire, forcing your team through a hole
another boxcar. in the wall on the left. Before passing through the

- hole, make sure everyone is together. Hunters or a
IHfQCted Smoker may be lurking behind your team waiting
A1) | { to attack a straggler, so don't leave this tunnel
until everyone is together. You'll need everyone’s
firepower to cut through the swarms of infected in
the next span of the tunnel.

+'Look for opportunities to spllt the
survivors. up by attacking through
the holes in the walls between the
two:tunnels. While the survivors race
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As you enter the larger tunnel through the hole in
the wall, turn right and approach this barricade. A
boxcar has derailed in this span of the tunnel, but
a mound of debris on its side allows your team

to climb to the top of the car. Don't waste much
time on the low terrain.Blast any infected in your
way and get to the top of the boxcar as quickly as
possible. Don't forget to check the tunnel behind
you, as there may be more infected chasing

after you. Once on top of the car, make a stand if
necessary.There are likely multiple infected on
both sides of the car, but the elevated position
gives your team a slight advantage, allowing them
to fire down at the infected clawing their way up
the sides of the car.Hold here momentarily until
your team has a clear path to the white tanker car
farther down the tunnel.

From the red boxcar, step onto the overturned
gray boxcar and approach the white tanker car

e sure your entire team is

~ together. Wait for r anyone lagging behind to catch

- up.Once the team has regrouped, quickly climb
the ladder and be p prepared to open fire once you
reach the top of the tanker car—there are likely
several infected waiting to greet your team on
the other side. Stand on top of the tanker car and
fend off the rushing infected.The tunnel ahead is
blocked, but a hole in the left wall leads into the
safe house.

Infected

Hide on the safe house side of the
white tanker truck as a last-ditch
_effort to stop the survivors. A"Boomer:
positioned here can vomit on the first
survivor. up.the ladder. Even if the
-Boomer is spotted, the survivor won’t
be able to respond since weapons are
stowed while climbing. Triggering
aswarm attack paves the way. for.
the rest.of the.team to ambush the
survivors at.this dead end. But the
Hunters and Smoker should wait
"1 .until the swarm attack is well
underway before jumping
into the fray. The survivors
may make a break for the safe
[ house, so be ready to respond.
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Just beyond the tanker car is the side passage leading into the safe house—look for the safe house icon
spray-painted on the wall of the tunnel. Once everyone has climbed over the tanker car, dash toward this
red-lit passage. But be aware that more infected may be hiding inside this passage. Enter together as a team,
then rush down to the safe house, on the left side of the concrete corridor. Quickly get everyone inside and

then secure the door to end the level.
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ik FiRST Al pump shotguns; if you still have
your assault rifles, auto shotguns,
and sniper rifles from the previous

l SAFE HOUSE level, hold onto them. Also, make sure
everyone’s health bar is in the green
zone. Anyone with low health may
ALTERNATE PATH be singled out by the infected as the
team moves through the adjoining
maintenance tunnel.

CAR ALARM

CRITICAL PATH

Maintenance Tunnel

GENERATOR
KOOM

39

an
The collapsed rail tunnel has sent your team The safe house door opens into a dark
off course.You must find another way around maintenance tunnel, allowing your team to travel
and reacquire the rail line at a different point to left or right. Turn left, toward the red light,and
continue your trek north toward the farm. It’s advance to the corner ahead. As you exit, watch
unclear where this side passage leads to, but for common infected hiding down both spans of
your team has no choice but to follow it. Before the tunnel. It's important to establish rear security
heading out, stock up on supplies.There are while moving through this tunnel, so assign at
weapons, first aid kits,and ammo on and near the least one teammate to watch everyone’s backs
bench by the lockers in this dimly lit safe house. during the advance.This prevents infected from
The only weapons provided here are SMGs and attacking or spawning directly behind your team.
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WANT 10 FIND THE QUICKEST WAY

OUt OF THE TUNNEL? FOLLOW tHE RED
LIGHTS. THERE ARE tHREE RED LIGHTS
IN THIS TUNNEL, ALL PLACED ALONG THE
SPANS LEADING DIRECTLY 10 tHE EXiT.
SO IF YOU GET TURNED AROUND, JUST
LOUK FOR THE RED LIGHTS T
YOUR WAY 04T,

0 FIND

In the next span of the tunnel, keep going straight,
advancing past the dark corridor on the right. But
don’t completely ignore the passage on the right;
sidestep past it and blast all visible threats.The
sound of gunfire may attract more infected from the
other spans, so make sure all three directions are
covered at this T intersection. If you're not in a huge
rush to exit the tunnel, consider traveling down

the passage to access the small generator room

on the left. There are usually several pickups inside,
sometimes including pills, a fuel can, a propane tank,
and molotovs. But make such supply raids as quickly
as possible and be sure to backtrack to the red-lit T
intersection and turn right—turning left takes you
back to the safe house.

{iven the long spans of the tunnels,
it’s difficult to find a-good spawn point
and hiding spot in this area. The small
generator room is about the only
good spot to stage an ambush, but the
survivors will probably expect one
here. For best results, stay in ghost
mode until the survivors have.
'{ cleared this room, then spawn
J as soon as they exit. Now you
¥ can attack them from behind in
8 the adjoining tunnel.

The tunnel eventually dead-ends due to a roof
collapse, forcing your team through the well-lit
passage on the left, near the Authorized Personnel
Only sign.You're not far from the tunnel exit now.
Dash to the end of this span (toward the red light)
and take a left to spot the tunnel exit. Stay together
as you approach the corner ahead. Infected bosses
may be hiding in the next span, looking to pounce
on or snare the first survivor who rounds the corner.
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The tunnel’s exit leads outside, to a narrow forest
trail. This is a very popular ambush point for the
infected, so hold here for a few seconds and
engage all visible threat