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Much of your time on E.D.N. lll is spent on foot exploring its mysterious structures.

EXPLORATION
Lost Planet 3 controls like a typical 3rd person game, where the left analog stick moves

the character and the right stick moves the camera.

....-OIIECX TUFI'I

Press Down on the directi0nal pad to do a quick 180-degree turn. This is a great maneuver
to face an Akrid after dodging its attack.

;1: GRoUCHtltc

There is no need to press a button to
make Jim crouch. As you move ahead,

he automatically ducks W[en it is
required. Note that Jim is unable to
f ire in the crouched position. lt is often
necessary t0 move out of a low area to
attack a nearby enemy.

;.,:., SftAPP!.|ilG H00K

Use the Grappling Hook to scale the high

cliffs and ledges of E.D.N. lll. Keep an

eye 0ut for the Grappling Hook icon that
signifies where you can rappel from or
grapple to a ledge. Line up your reticule on

the point for Jaster travel. 0nce you receive

the Zip-Line Attachment and Magnetic

Grappling Hook Upgrades, more locations
are accessible with this tool.

.':. sPnlHT

Click the left analog stick to cause Jim to.

sprint. Press it again to toggle sprinting
off. This is helpful in reaching objectives

faster, and is also necessary to escape

Akrid when things get hairy.

.:;r: llEAIl$ UP Bl$PLAY WllEl'l lN
UMBIIICAL RAI{GE OF NI8

When you are outside the Utility Rig,

but it's nearby, the Rig provides

supplemental power to the environment
suit that causes extra tactical readouts to
appear as a heads-up-display.
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This includes a mini-map I radar in the upper-right corner and

loadout details in the lower-right corner. The radar shows nearby

enemies as red dots. Weapon inf ormation includes the currently
selected weapon along with amount of ammo left in your weapon

and how many rounds you have in all. Your primary and second-
ary guns also appear, once you gain more weapons. The amount

of Thermal Energy that you currently have is also shown above

the weapon information. Move far enough away from your Rig,

and this information g0es away, so it is beneficialto stay close

whenever possible.

..:... PULSE I{AV.MAHKERS

Any time you are lost, simply press Up on the directional pad.

This gives you a green icon in the distance along with a number

on top. This leads you in the direction of your Active Quest.

The number represents the distance to that marker. As you get

closer, it goes

down until you

reach the marker.

At that point, a new

marker appears

and directs you

even closer to
your objective

goal. Always select

the mission that you wish to work on, or else you may end up at

the wrong Iocation. This becomes an issue later when y0u are

working on multiple missions.

'.: J{}$ 16ff

Press the Job Log Button to access your log. This gives you

access t0 Missions, map, lnventory, and Collectibles. 0nce you

have 0ptional Missions, the mission that you wish to work on

can be selected. Nav-Markers and objective markers show you

MAP
Select the second

tab to look at the

map, if one is

available. A thin

triangle represents

Jim's position and

a circular icon

shows where your

mission objective is located. Be caref ul when accessing this menu,

as the game does not pause while you do so. Ensure the area is

safe before viewing your Job Log.

COLLECTIBLES

Text Logs and Audio Logs provide extra story from the people on

E.D.N. lll. 0nce one is found, it is added to the Collectibles tab of
your Job Log. There, they can be read and listened to. 0nce you

get the Use DNA-Tagger on Akrid Optional Mission, a Bestiary is

added to this tab that shows which Akrid you have tagged,

Get the DNA-Tag 10 rare Albino Tarkaas Optional Mission to get

the final entry on this tab. Look there to get clues on where to find

the elusive Akrid.

. " T-EI{ERGY 8A$II$TER$ & SFEGIAI-EED COMPSI{EI{TS

T-Energy Canisters and Specialized Components are {ound all

around the environment. T-Energy Canisters provide Thermal

Energy when picked up, which adds to your in-game currency.

The components are required to upgrade your Utility Rig at Gale's

Service Pit. Take these back to Gale, where you can purchase

upgrades for your Rig. Keep an eye out for them everywhere you

go. Some are buried under ice, but they only require a shot or two
from your Pistol to uncover them. lf you collect every Specialized

Component in the game, you will have more than en0ugh t0
purchase everything from Gale.

the way to the

selected mission.

The lnventory

lists Weapons

and Upgrades that
you have received

or purchased.
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TALKIiIG TO IIPCS

You can strike

up conversations

with many of the

crewmembers on

Coronis and people

you meet later on.

While standing next

to an NPC press the

Use Button to hear

what they have to say.

, 'sHoPs

There are four
shops on E.D.N.

lllwhere you can

purchase weapons

and upgrades.

When you access

a shop screen, an

exclamation point

indicates a new

item. lf there is a checkmark in the Owned column,
that item or upgrade has already been purchased. The cost of the

item appears in the last column. A description 0f the item along

with stats shows up along the top of the screen. Y0ur currency
balance is shown in the lower-right corner. New inventory is added

to the shops at different points in the game, so be sure to visit
often to get the best items and upgrades.

COM BAT
Combat on E.D.N. lll is almost exclusively against the Akrid inhabitants of the planet. With a variety of weapons available, Jim is ready
for any situation that arises.

.. NEPftIR TIIOL

There are several times throughout the campaign, where Jim must
repair a piece of machinery. This requires finding the proper repair
frequency by using the two analog sticks. Press the Repair Button
to start the process. Now you see what looks like two dials with
an arched meter across the top. This yellow meter indicates the

amount of time you have to complete the repair. 0nce this meter

depletes on the right side, you fail the proced'ure. The left stick
controls the left dialwhile the right moves the other one.

Rotate each stick to spin the dials.

When a dial turns green from the usual red color, it is lined up

properly. Hold that stick in that position until you get the correct
spot with the other dial. At this point, the red wrench icon in the

middle turns green t00, which indicates a successful repair.

. EVABE ROLL

Press the Cover Button to perform a roll maneuver in the direction
you are facing. This is good for dodging incoming attacks.

: MELgE ATTAC+{

Click the right analog stick to hit a nearby enemy. This is not a
strong attack and only eliminates the weakest of foes, but it is
good for pushing back enemies when they become overwhelming.

!'e.....,,..w



uslilE TllE ttut{TtffG KiltF=

SmallerAkrid willon occasion jump on Jim when they land a

successful attack. At this point, you must struggle with it and take

it out with your knife. The first step is t0 push it back by rapidly

tapping the button that appears on screen. 0nce the ring is filled

around the button icon, you then get the opportunity to stab it

with your knife. Use the left stick to line up the aiming reticule

on the beast. 0nce it turns red, press the Fire Button t0 hit it.

Three successful

hits with your

knife take the Akrid

down. lf you miss,

or swing your knife

when the reticule

is white, you must

struggle with it
again by jamming

on the given button. You do not lose any pr0gress that y0u have

made though as three hits killthe beast no matter how many times
you had to struggle with it. Be carefulthough as missing a stab

opens you up to a damaging attack from the foe.

GRAPPLING AN ENBEE

When grappling an Enbee, the process of killing it with the Hunting

Knife is different than other Akrid. Rapidly pressing the Cover

Button to knock

it back and lining

up the reticule to

attack are the same,

but then you must
press the left stick
left or right when

you are prompted

on screen. This can

be after failing to

stab it or if you take

too long to line up

your attack. After

several successful

stabs, it pulls you

up so that Jim is
dangling by the

foot. Now it will

attempt to use its sting, as you dodge left or right with the same
given commands. By lining up the reticule and pressing the Fire

Button at this point, Jim kicks at the Akrid. A few successful kicks

sets him free as he kills the beast.

trs!$rG suil$
Jim can carry two guns along with his Pistol. Pressing the

Fire Button f ires the currently selected weapon. Hold the Aim
Button to aim down the gun, for better accuracy. Always keep
your gun loaded, by pressing the Reload Button whenever you

have the opportunity.

. $WIT*HII{G RIEAPOT{S

Jim always carries a NEVEC Pistol. Hold down the Switch Weapon

Button to select it. Tap the button to switch t0 your gun in Weapon

Slot #1 and press it again t0 change to the second gun.

,' $FEGIALTY AMIIfiII}IITIO}I

Each time you talkto Dr. Kovac after completing one of his

0ptional Missions, he makes new specialty ammunition available

at the NEVEC Armory and Forgotten Wares. Each ammunition is

made for a particular weapon and has a special effect, such as

bouncing 0nce or setting the target on fire. Each round

costs 2 T-Energy and is selected by holding down the Reload

Button with that

weapon selected.

Each round

of Specialty

Ammunition must

be purchased

and you can only

hold a certain

amount as you

walk around. The rest of the rounds that you purchase are held

in Munitions Lockers. The Pistol has Specialty Ammunition that

allows you to get DNA Samples of the different Akrid. Dr. Roman

gives Jim this ammo during a different mission.
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.:- CBEIIADES

You are given Frag Grenades fairly early on in the game and later
Disc Grenades become available for purchase. These are tossed

by pressing the Grenade Button, Hold the button down to display
an arc, ior more

precise throws.

lf you wish to

cancel a throw,

while holding down

the button, simply
press the Reload

or Switch Weapon

Button. You can

only carry two, but by accessing a locker, this is refilled. Purchase

a holster from both weapon shops to increase this number to four.

i=-:,-l gslt{G c0vEH

Walls and short objects can be used as cover from your enemies.

Step next to the object and press the Cover Button to duck behind

it or hug the wall. From there, y0u can blindfire by pressing the

Fire Button. Holding down the Aim Button makes Jim peek out of
cover. From there you can fire a gun with increased.accuracy,

but you are vulnerable. Press forward and the Cover Button to
vault over a short piece of cover.

MOVING BETWEEN COVER

When you have two pieces of cover that are close to each other,
y0u can move from one to the other by pressing the Cover Buiton,
while moving in the direction of the second object. This is good for
finding better angles to fire from and it reduces your vulnerability.

i.+ I{}OTIHE T.EHEFSY

As you de{eat Akrid, Thermal Energy spills onto the ground.
T-Energy is the blood ofthese beasts and can be looted from their
c0rpses, This is then used as currency ai a few shops on E.D.N lll,
where weapons and upgrades can be purchased.

l;:: ftMMt' GRATE

Small ammo

crates are often

found inside the

structures that
you explore.

These refill ammo

that you have used

to that point.

"i;+ AMMUTITIOil FOOTTOCKER

ln outdoor areas, look for big lockers along the paths. These refill
all your weapons to their maximum amount.

::.ii MUlllTl0t{S tgCKER

Muniiions Lockers

arti located on the
-feet of your Rig,

inside the NEVEC

Armory, and at

several other
locations around

the planet.

Access one to
assign a weapon to Weapon Slot #1 and Weapon Slot #2.
Here you can get all of the information you need for each weapon
in your inventory.
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Exploring the frozen tundra of E,D.N. Ill is safer and quicker inside Jim's Utility Rig. lt also provides a place to store c0llected

Thermal Energy.

EXPLORATION
When inside the Rig, control is in the first person perspective with

a view from inside the cockpit. Moving the Rig is still controlled by

the left analog stick while the right stick looks around.

,:,. xESll-aETRA3T0rS

Gale installs Kern-retractors on the back and f ront of the Utility Rig

that allows you to easily enter and exit the machine. Press the Use

Button when given the prompt near your Rig to enter the cockpit.
You may need to look up the machine to get that prompt.

I,L II,ItNIilG THE PfiTlI

As storms pass through the frozen terrain, ice often builds up

along the paths. Pressing the Attack Button to swing the DrillArm
usually clears it out o{ the way. Sometimes, you must hold the

Attack Button and use the drill to break it down.

:r.::,i : : : ;;::ti::.j-:



.,* SEITlilG THE JOB D0l,lE

The Glaw and Drill Arms are used in various
ways t0 complete objectives around the

environment. Follow on-screen prompts to
get the job done, such as clearing off ice

with the drill and grabbing a wheel with the

claw. As you get new upgrades such as the

Taser and Gas Torch, more tasks can be

completed with your Rig.

;i: wll{cH
The Winch & cable upgrade to the rig's

Claw Arm allows you to access previously

inaccessible areas. Look for the Winch
Button icon that indicates y0u can use this
upgrade to reach that location. Fire the

cable and once it is attached to the other
side, use the Zip-line attachment t0 reach

the other side.

,i.3i Must8 PIAYER CoilTR0tS

control the Rig's Music Player with the directional pad. Down Plays and stops the music,
while Left and Right skips back and forward.

}.Ii COCI(PIT TOCKED FOR YOUR SAFETY

The cockpit of your Rig locks down in areas where you are unable to exit the machine
This is noted by a message on the top of your screen that reads "Cockpit Locked".
Another message will let you know when it is safe to exit,

,..=.: JoB LoG

The Job Log is accessed in the same

manner as when on foot, but when inside
your Rig, the game is paused. Two extra
tabs are available for your lnbox and

Music Player. Use the lnbox to re-watch

any videos sent from Grace. The Music
Player gives you access to the music that is
played inside your Rig.

:+ UTITITY RI8 FA$T IRAUET

0nce you stari the Find the Thermal Pocket Mission, you gain the ability to quickly travel
to any location you have already visited by using the Rig Fast rravel. Any time you are
exiting an area,

Press the Job Log

Button to bring up

the World Map.

From there you can

select the location
you wish to go,



COM BAT
Jim uses a Utility Rig that is equipped with a Claw Arm and Drill

Arm, perfect for getting his 1ob done. But with some upgrades and

battle experience, it becomes a powerf ul f ighting machine.

NFIIL AFilI

Press the Attack Button to swing the Drill Arm. With two Rig

Upgrades f rom Gale, this attack becomes extremely powerf ul.

Be careful though, as the tougher enemies can counter your

three-hit combo. Hold down the Attack Button to fire up the drill

This is great when

you have an Akrid

in your grasp,

Once you are

equipped with the

Gas Torch, you

have two options

on your right arm.

Press the Switch

Arm Module Button

to toggle between

the Drilland Torch.

The Torch can be

used to toast a held

Akrid and mend

broken pipes.

ELAIV ARIII

On the job the Claw Arm allows you to grab wheels and turn them.

ln battle, it canbe used to grab yourfoes. lf you see an icon on an

enemy that represents the Grab Button, press it to grab that enemy.

Small enemies can

then be tortured

in a variety of ways:

drill it, squish it

with your claw,

throw it with the

Winch, ortorch it.

Once a bigger

enemy is grabbed,

it must be manipulated so that you can get a good angle at its weak

spot. Then use your drill or torch to damage the foe.

TltE wtffeH

This Winch & cable upgrade to your rig's Claw Arm fires a zip wire

that can damage or grab Akrid. This is a great way to grab smaller

enemies from a distance. Then they can be defeated in the same

ways as before.

,i B!"{lsK

Without the ability to quickly evade attacks, getting the timing

down on the Block Button is essentialin surviving battles with the

Armored Akrid. An icon that represents the Block Button f lashes

0n your heads-up-display when an attack is imminent. Press the

button to lessen the damage done by the foe. This allows you to

c0unter many of the Akrid's moves, as it lies vulnerable to attack.

Look for appendages to grab at this point so that further damage

can be done with your Drill Arm.

., 1t:.W
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Stats are provided for each weapon,

along with any available upgrades,

and where the upgrade is found.
The stats for a weapon may di{fer between

the regular ammunition and the Specialty
Ammunition. For guns with two types of
amm0, the second column of stats covers

the Specialty Ammo,

H U NTING KNIFE SHOTG U N
:srr:..A=:r::::r=1

Magazine Size

Max Ammo

Damage

Rate of Fire

Accuracy

When Obtained: Purchased from NEVEC Quartermaster "Birdie" Bowers
during Mission "Retrieve the Rig"

A blade used in close quarters combat. Rapidly press the Cover Button
when grappling with an Akrid to get c0ntrol. At that time a drifting knife
reticule appears. Aim it at the foe and press the Fire Button to stab with
the Hunting Knife.

N EVEC PISTO L
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N/A

N/A

N/A

Magazine Size

Max Ammo

Damage

o

go

7

I
54

7

E

2

N/A

N/A
late of File , 5

Accuracy 2

Specialty Ammunition: Bounce Shot

Upgtade: Stock

When 0btained: Available at NEVEC Armory

This pump-action shotgun has solid stopping power but limited range.
Use it in close quarters combat to knock back enemies. Due to its spread
fire, it is also great against agile foes such as the Tarkaas. The weapon
holds nine shells at a time, but be ready to switch weap0ns or move
away from the action, because the reload time is relatively slow. pick up
the Quick Fingers Technique from the Albino Tarkaa Exchange to greaily
improve this powerful weapon. The Stock Upgrade reduces the weapon
recoil allowing for faster recovery between shois and increasing the
accuracy. The Specialty Ammunition for the Shotgun is a Bounce Shot
that ricochets once after hitting hard surfaces. Use jt to hit foes who hide
behind cover.

ASSAU LT RIFLE
=iT4?q:::=::r:::r.::::::

Mag.azine Slze

Max Ammo

Damage

Rate of Fire

Accuracy

Specialg Ammunition: DNA-Tag jinq

Upgrade: Large Caliber Barrel

When 0btained: Received during the first mission

The standard issue NEVEC Pistol is a semi-automatic pistol with a
decent firing rate and solid short range stopping power. This is the 0nly
weapon with unlimited ammo. Use this weapon agalnst the Akrid Eggs and
weaker Akrid t0 c0nserve ammunition for your more powerful weapons.
The Large Caliber Barrel increases damage by 50%, but also increases the
firing recoil.

E*A#Sii:ltiil iliii,'.,j ijr,ir,rLt,

lVagazine Size 30

Max Ammo 300

Damage 4

Raie of Fire 8 
,

Accuracy g ;

Specialty Ammunition: lncendiary Rounds

Upgrade: Extended Magazine

When 0blained: Found during Find the 0bservation pod Mission
The standard issue NEVEC Assault Rifle is a versatile weapon well suited
for a variety of tactical engagements. pull out this weapon when you're
facing big groups of enemies. lts decent accuracy makes it a great choice
to include in your loadout. Purchase the Extended Magazine Upgrade to
increase the magazine capacity and reduce the reload frequency.

:==::=:::::=,:::::.:.=:.1!.: -ia:'r:::r.r.,
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PROTOTYPE PULSE RIFLE H U NTING RIFLE

!ryqrysiry________: ?! -
Max Amrno : 336

Upgrade: None

When 0btained: Found in Power Plant and Security lnstallation

The Pulse Rifle is a popular choice for NEVEC Troopers due to its relatively

high slats across the board. lt is an advanced tactical rifle that is best

controlled when aiming down sight. There are a few opportunities during
your exploration of E.D.N. lll to find this weapon.

VALKYRIE

Specialty Ammunilion: Depleted Uranium Rounds

Upgrade: 8x Scope

When 0blained: Unlocked at Ouartermaster after Find the 0bservation Pod Mission

The Hunting Rifle is a single-shot, bolt-action ritle with high accuracy and

damage" With a maximum range of 35 meters, this is your first choice for
sniping enemies. lt may not be worth taking indoors, but it is great when

you know where Akrid are hiding out in the open. Purchase the 8x Scope t0
get an extremely close look atthe Akrid. Aim down the sight and press in

on the right stick to look through the scope. The Depleted Uranium Rounds

do extreme damage to smaller Akrid and larger Akrid Cores. lt does not
penetrate the armor of larger Akrid.

GRENADE LAUNCHER

tvt1qary9_s11

Max Ammo

Damage

Raie of Fire

Specialty Ammunition: Explosive Rounds

Upgrade: Repeaier

When 0blained: Received during Find the Rig Mission

The Valkyrie fires 3 bolis in a triangular lormation that explode when

striking enemy targets. A slow raie 0f {ire means this is not the choice

against a big group of enemies, but the explosion does have a small area

of effect-allowing it to take down multiple Akrid if the shot is well placed.

Its high damage and accuracy make it a good choice forfiring at big Akrid

cores. Purchase the Repeater to allow for manual preload 0f up t0 2 bolt

clips, making rapid fire possible. Use the Explosive Specialty Ammunition
as proximity mines that detonate when enemies are near it.

PI.G. (PNEUMATIC INJECTOR GUN)

Specially Ammunition: Biotox Rounds

Upgrade: Range Finder

When 0btained: Unlocked at Forgotten Wares during Hunt Down King Crab Mission

The Grenade Launcher does the most damage of your guns with timed

canister grenades. They detonate after bouncing around for a few seconds"

This is the weapon of choice against the stronger Akrid as they do just as

much damage as Frag Grenades. Fire them along the ground for greater

control. The Range Finder Upgrade makes lining up your shots much

easier. The Biotox Rounds expel a ioxic cloud of gas upon detonation,
which inflicts damage to all live targets it touches.

HALBERD

_o.irq_s_q_ ,
Rate of Fire ,

Accuracy

Specialty Ammunition: Stinger Rounds

Upgrade: Stock

When Obtained: Available at Forgotten Wares

This creative makeshift weapon from the Forgotten uses compressed gas

to rapid-fire heavy metal rivets. lt has the highest rate of fire and maximum
'amm0 among the single-player weapons, making it a solid close quarters

weapon when facing big groups. The Stock Upgrade increases its accuracy
by reducing recoil during extended periods of firing. The Stinger Rounds

are fashioned from hardened Fire Wasp stingers. This ammo mysteriously

self corrects in{light as it attempts t0 strike targets.

Upgrade: None

When Obtained: Found in Security lnstallation by using Magnetic
Grappling Hook

The Halberd is available from a single location. lt has medium to long

range, and fires kinetic energy blasts. Hold down the Fire Button to build

up energy for stronger shots.



FRAG GRENADES DISC G RENADES
.-:e=!4.! :.;=:j=:==:=.=.

Magazine Size t
MaxAmmo : Z- ,

Damage 10

Rate of Fire N/A

Accuracy N/A

Upgrade: Extra Grenade gelt SLot

When 0btained: Added to Loadout during Rescue Laroche

This is a basic shrapnel grenade that damages anytarget within the blast
radius. The Frag Grenade has the highest damage and area of effect.
Hold down the Fire Button t0 show a firing arc for the explosive and aim
your shots more accurately. Toss these underneath the big, Armored Akrid
t0 stun them, then fire at their cores. Extra Grenade Belt Slots are available
at the NEVEC Armory and Forgotten Wares.

is. F.te
Magazine Size 2

Max Ammo 2

Damage A l

Rate of Fire N/A

Accuracy N/A

Upgtade: Extra Grenade Belt Slot

When Oblained: Unlocked at NEVEC Weapon Shops after completing Get to
the Source Mission

The damage done by the Disc Grenade is not as great as the Frag Grenade,
but rt is much easierto use. This aerodynamic fragmentation grenade can
be thrown long distances, slicing through the air in a straight line.
While not as effective as Frag Grenades against enemies who hide behind
cover, it is great when you have line of sight on your target. Extra Grenade
Belt Slots are available at the NEVEC Armory and F0rgotten Wares.

?
Mission

Player Upgrades are all meant to
make Jim's iob on E.D.N. lll easier.

They provide access to areas that
are otherwise inaccessible and teach

techniques that make f ights with Akrid
much easier.

REPAIR TOOL
When Obtained: First Used during Escort the pod Mission

AIlows access and control of repair zone for patching up
mechanical devices. Approach a broken device and press the Reload
Button t0 use the Repair Tool. Use both control sticks to turn two dials
until'they are both green, before the time runs out.

gRAPP_LJNQIILO_K
When 0blained: First Used during Escort the pod Mission

The standard-issue Camelot-Felding Grappling Hook allows
rapid vertical ascent and descent t0 and from stable grappling points.
Look for the Grappling Hook icon that signifies that you can rappel from
or grapple to that ledge and then press the Grappling H00k Button.
Line up your reticule on the point for faster travel.

zP__Lr N_talla c_H M E N T m}|#"?tAX'ff'.i'R;;;ffi-ffi
Motorized pulley upgrade to the Grappling Hook that allows propulsion
acr0ss metal zip wire. When a zip wire runs overhead, look at it and then
press the Grappling Hook Button to automatically slide to the other side of
the zip line. This is used in combination with the Wjnch t0 reach otherwise
inaccessible locations from your Rig.



H"ffil"'T&n*--ffi
When 0btained: Received during Test the Grappling Hook Upgrade Mission

Magneiic upgrade to the Grappling Hook allowing it to conneci to select

magnetized metal objects, such as magnetized ledges. This upgrade is

necessary to reach several locations around E.D.N. lll. lt is used in the

same manner as Grappling Hook, but allows connection to new points.

This is necessary when searching for the four Mementos.

itiU'iffifilfill' W
When 0btained: Received from Dr Kovac when starting his quests

The "Sniffe/' is a research tool that automatically gathers samples of

T-Energy particulates in the air after an Akrid kill. This upgrade is only

used during Dr. Kovac's Optional Missions.

Ellit'ffNADE W
ffi tr* roigotrcn wur.r, uno tlivrc nr.*or.y
(Gomplete Geiting to the Source Mission)

This slot adds an extra holster to your belt allowing y0u to carry an extra
grenade. Purchase both holsters io carry four grenades.

ALBINO TARKAA
ATTRACTOR
When obtained: Received from Ethologist when first met at Camp of
the Forgotten

The mating call is added to Jim's wrist computer. Any Albino Tarkaa within

range will respond by rubbing its hind legs together making a distinct
mating call. Listen for this sound t0 help locate this elusive species, as

they are heard well before they are seen.

TECH NIQU E -
LUCKSHOT
When 0btained: Purchase from Eth0logist

This technique provides an aiming reticule while blindfiring f r0m cover,

increasing your accuracy. lt is still not as accurate as peeking out from

cover, but at least you can aim your shots while staying behind protection.

TECHNIQUE -
QUICK FIN G ERS
When Oblained: Purchase from Ethologist

0uick Fingers improves your weapon reload speed by 25%. This is great

when using weapons such as the Shotgun and Valkyrie, since their biggest

drawback is their reload time.

the most expensive Technique that the Ethologist teaches because it is
the most valuable. lt allows you to gei back into the action quicker after

iaking damage.

il
Gives off intermittent beeping sounds when it's near T-ENG pockets.

Beeping rate increases as it becomes closer to the T-ENG source.

EXTRA AMMO PACK
When 0blained: Purchase one from Forgotten Wares and
NEVEC Armory

The Extra Ammo Pack allows you to carry more ammo per weapon.

Purchase both packs to carry the maximum ammunition.

il=1€l€=1E=5€:=i:=i

E N H A[! E.E- PJ-IILLIJY ffi
When obtained: Find all four Mementos and return t0 Soichi. 

ffi
The leader of the Forgotten ieaches you the best technique,

but you must iirst find and return the four Mementos. lt increases your

maximum health by 50%.

TH ERMALTZED SUIT
When 0btained: Purchase from Ethologist

lmproves your rate of Health Regeneration 100%. This is



Rig Upgrades improve your Utility Rig

with a tougher Hull, damaging attacks,

and valuable tools. They are all purchased

from Gale's Workshop in the Basement

Level of Coronis. Collect Specialized

Components that lie around the planet {or
Gale and he will make these upgrades at

his Service Pit.

T-ENG ABSORBER
When 0btained: Available from Gale

Allows the Rig t0 collect nearby T-ENG simply by walking
over it. lf you are tired of having to h0p out of your Utility Rig to
collect the T-Energy dropped by Akrid, grab this Upgrade once you
have five components.

qquqHiBM--st\1ta_$rf reil
When 0btained: Available from Gale 

ffif,A damaging 3-hit attack combo executed with the Attack
Button. Press the button three times in succession to perform the full
comb0, but be careful, as the bigger Akrid will often counter your attack
mid combo. Use this move when you have an Akrid stunned for its
greatest effect.

WINCH
When Oblained: Purchase from Gale during Upgrade
Time Mission

Winch & cable upgrade to the Claw Arm. Shoot it out to damage or grab
Akrid. Zip-line compatible to reach previously inaccessible areas.

EXTEN DED WINCH
When Obtained: Available for Purchase from Gale after
completing Get t0 the Source Mission

Shoots Winch out 50% further than before, opening previously
inaccessible areas.

GAS TORCH

HARD E \l ED_ llU L_L I ?s'u lffi
When oblained: Available from Gale roA reinforced hull that improves the Rig's armor by 25%.
Purchase these Hardened Hull Upgrades so that you can take more abuse
against the large Akrid of E.D.N. lll. Purchasing these upgrade unlocks the
next one.

H ARD_EN _E D_H U LL *s0nt H
yr?'il 3,*[f;x;**ihffi;' G'd' ",' tl"d'*d H'il ' ffi
A reinforced hull that improves the Rig's armor by 50%.

H A RD EN EJ H_U,L_r +/ Jvr ffi
ys[tn RTi,ff*fl'.-.r-'.'..-.^.. *'dr*d H'il ffi
A reinforced hull that improves the Rig's armor by 75%.

HARDENED HUI LIU0:,ffi
yr?til 

lstJiiif;f;Available 
rrom Gale once Hardened Hurl ffi

A reinforced hull that improves the Rig's armor by 100%.

IAREARM BASH- ffi
When oblained: Available from Gale 

ffiExtra shielding on the Rlg's forearm allows for a quick bash
attack by timing the Attack Button. This can be used to clear out ice that
blocks your Rig's path or damage the Akrid.

gAs-]qBCH ffi
ffi;;;:T*il',11': l',''ll[* 

", 
*,., "',,*, ffiPress the appropriate button to switch between the Rig,s drill and

gas torch. 
.. "

ffiffi*tr*.,red.,r,,,*ffiKing Crab.

Electrifies your Rig's claw pressing in on the Left Stick. Use to charge up
dead devices or electrocute grabbed Akrid.



There are four shops that you visit during
your adventures, two in the Basement

Level of Coronis and another two at

The Camp of the Forgotten. lt is well worth

visiting these places so that you can stay

on top of your game with new weapons

and upgrades.

N EVEC ARMORY
Shopkeeper: 0uatermaster "Birdie" Bowers

Location: Coronis - Basement Level

Birdie mans the armory in the basement of the Coronis. You must buy

the Hunting Knife to pr0gress the story and unlock the rest of the items

lor sale.

: 10

1 500 Purchase Hunting Knife

I tlnlocked here after Find the i

Standard issue NEVEC Assault Rifle. A versatile weapon well-suited for a 0bservation Pod Mission.
Assaurt Rirre . 2500 

I #i;;;rlil;arensasemenrs 
i **jl*:d;i;;,i;; l

l-jl9ir_199r_"_ _ ___* _l
': . I Unlocked after Find the ''

Hunting Rifle ; 7500 : A single shot bolt-action rifle with high accuracy and damage. 
I 0;ffi;ii#;rj'H,rirriln. i

Pistol - Large : : /E^ Di^+^r damaaa h,, Fnol h,,+ ^^,,.d. ^r^o+^r {irinn rnnnir i '

CaliberBarrel 1250 lncreasesNEVECPistol damageby50%,butcausesgreaterfiringrecoil. lPurchaseHuntingKnife Itl
Assault Rifle - | . lncreases the number of rounds held per ammo clip, reducing reload I Unlocked after Find the 

lj 0bservation Pod Mission. 
i

Extended Magazine I cuu 
frequency.

3LtJfltion'.o, 2500 Reduces weapon recoil allowing for faster recovery between shots. Purchase Huntlno rnrle 
"

HuntingBifleih.^,h^^^i#;6^d^.",.^i^h+UnlockedafterFindth-e

Disc Grenades , An aerodvnamic fragmentation grenade capable of being tossed long j Unlocked after completing 
l
l

Extra Ammo Pack i 5000 : An extra ammo pack that allows you to carry more ammo per weapon. i Purchase Hunting Knife 
l

Shotgun-:.:Carbonsteelbearingsthatricochetoncewhenhittinghardsurfaces.iCompleteDr.Kovac'sFirst
Bounce Shot ' Good for hitting targets in confined interiors. Optional Mission

Continued next page

ITEM

Hunting Knife

Shotgun

A blade used in close quarters combat. Press the Fire Button t0 stab
when the drifting knife reticule appears.

..;1;.:;1.i; :i,;: t:r; ir

. ! ,. r::liji lir! t-iii i.i,,ifi':;i;ir;.i:,ririi"i,: 11+:ffiW;llt. ,yry



N EVEC ARMORY .,.*"*U'O'

:Specialized
i Component

,-:i'ilu"ryry$r+-- --I
) . Rounds that create a small explosion on impact. Can cause Akrid cores Complete Dr. Kovac's Second ]' to catch fire and burn. ootional Mission

2 ,RoundsthatdoextremedamagelosmallerAkridandlargetAkridCores.;CompleteDr.Kovac'sThird ij uusr iluL peilsude oillut ut tdtgEr nnilu, , Upllonal Ullsslon 
I

and delonales when enemies near it. optional Mission

; f1:.hl?ne.11fi.h.'.q#Jii;w.'p 'til"',iiiiffi*;]"t';il;;ry j comptetaor, xovacs rittn -" j

2noo I unique satvased parts rhat can be traded at Gate,s workshop ror i ii::liT.lY]ilgjTl:":,^^^ :
Unique salvaged parts that can be traded at Gale's workshop for Purchase Hunting Knife -

Rig uporadesl : Always available for purchase

FORGOTTEN WARES
Shopkeeper: Forgotten Villager

Location: The Camp of the Forgotten - Near connecting tunnel

As you explore The Camp of the Forgotten, enter the right tunnel on the
north side of the southern camp. The F0rgotten's unique weapons are a
great asset against the Akrid.

Valkvrie - Reoeater .i tr^^--^L^ 4000 i Allows for mantlal nreloed of rrn tn 2 hnli ntinq Gnnrt fnr renirr-firot I Available once you reachUpsiade I 4000 
i 

Allows for manual preload of up to 2 bolt clips. Good for rapid-fire! 
I iJlJ;fl:t 

tl,:?Jrt' "t" i

n3ns,q ilndJr i 60:0 
_] T-t:-llsuar 

preview or the ririns arc when aimins down sisht. 
I fJl;'$llt 

tl,:?Jrt' "ttn 
i

-a-***-.. 
-..-".----".''.*i trEM i cosr (T-ENERGY) I DESCR|PT|0N I wnrN Rvlruolr 

I

: Pl G. (Pneumatic gooo A makeshift.weapon that uses compressed gas to rapid fire heavy metal nriirini. .rrr you reacn 
-* -l

Forgotten Wareslnjector Gun) rivets. A solid close quarters weapon.

Grenade Launcher 10000 Launches timed canister grenades. They can be remotely detonated. Available once you reach
i i ---- , otherwise they detonate 0n a timer. ] Forgotten Wares 

I

:

i Extra Grenade Belt
i ;illa 

urenaoe berl 5000 i noot un extra hotster to your bett attowins you ro carry 1 extra srenade. i f]31'll,lt"iffi?J.t, 
**n 

]r0rgonen wares

; Extra Ammo Pack 6000 i An urttu ammo pack that allows you to carry more amm' per weapon. , 
Available once y^ou reach 

l

-.1-----... i rurvutlElr vvdlED

shot ' cood for hittins tarsets in confined interiors. ilii;;;i Mi;#"" 
"," *"'i.--***-'*-.-

il':"1111^TlH-* --*;-*-lR';rl'. tl.t;*rt#'.ffi;b'b; il-p;;t^c" *ffiAkil;* I a;*t;r*;uuct secono l

;-[T!!gry nouldt-- 
-_ _ _:'_ __Igitl tireand burn. I vwrrrvruru ur' I\uv.! J oEUUrru ]

iH*i's Rin* - a'-- 
z iRounds tharJ, *t,r#o;*s, ilr'drilkrd 'id;rt Akild c;; I ::l|o;ll#i'LoJuu* Thi,d 

-*j
Depleted uranium t Does not penetrae armor of rarget Akrid. " """' " "-"" 

,-6.lliinlifrr;ii"n"'"" 
" ''t*.---'"-

j Valkyrie - Explosive t, 2 Erpi;d;; ;pon ilrilrsli* t"sri; othfibrjrilrtil pr.-rrty"ffi , comptete or. kovacts Fourth i

P.l.G. - stinoer 2 Fas-hioned Jrom trardened Fire wasp stingers, this ammo mysteriousty -ic.rpdi;D1iffi;;Fffih**-]
Hounos - self corrects in-flight as it attempts to strike targets. optional Mission--"^-*- ----tic-"*d' L*;h;lJ- 

*-- 
,---^il*l;il;i'c. t.'i;;'rd 'is* ,pild'b,;ffi1;b dild -f;;mm;b Fil;i-j

-@
W* 20 i:-!:ji: i:l::r. i:ii+:;ii;::;+,: +ilti5;1r;i*Oiiiirill,?iiiiilr



GALE'S WORKSHOP
Shopkeeper: Gale Holden

Localion: Coronis - Basement Level

Gale Holden is the Coron js Mechanic, in charge of keeping the Utility
Rigs going and installing upgrades when needed. Collect Specialized
Components to purchase these improvements for your machine.

rT;; Ctffitt'-tfiiiTt oescnrprrol iwr,r,AVATLA;LE
I

, 
IENG Absorber , 5 i Allows the Ris to collect nearby T-ENG simply by walkins over't 

i B,Tlt%Jl'[,13r,.|1

: ,4EO/ |.|i[1,:n'o'u,'',iAreintorcedhullthatimpr0VestheRig,sarmorby25%.|BHll1Jl'f,[,,,,':-_--
.1;5g,eneoHutt:,:AreinforcedhullthatimprovestheRig,sarmorby50%.lxum#*:enedHull

' 
Purchase Hardened Hull +50%y75lo ' _ ,. ^'."1'l'"'""".' 

.

Hardgned Hull ,i,,, +h^+ ih^.^.,^^ +h^ Di^,^ ^"*^" h., rnno/
; +1 00% I 5 A reinforced huil that improves the Rio's armor by 1 00%. 

I 
Purchase Hardened Hull +75% 

i

l;iWinch&cableupgradetotheClawArm.ShootoutuSingLeftBumperl'.^.^^'.^,
Winch 0 / I 1 to riamase dr srab Akrid. Zip-line compatible to readh previously Y,llTilr::ril,ltn 

0I upgra0e 
:, inaccessible areas.

, o ; shoots winch out 50% further than before, allowing Jim to access ] Unlocked for purchase 
IExtended winch I j previ.usty inaccessible areas. ' 

qrrv"r're 
I after completing Get to the i

. 1 , "uu'r)rur' 
.rEoD 

! source Mission 
I

I Forearm Bash | 2 
, f;iliffilffllixltll,'rl]rr 

rorearm arows ror a quick bash attack bv 
i BillttJfl'lrl3,,,, i'' '----'..'

I

. ;fti; "" " : 2 i A reinforced hullthat improves the Ris's armor by 25%. 
I ffild'rdil'ini*i*:-_--

,HardenedHull : ^ l^ lPurchaseHardenedHull

ALBINO TARKAA EXCHANG E
Shopkeeper: Camp Ethologist

Location: The Camp of the Forgotten - Near front gate

The Ethologist in The Camp of the Forgotten offers you an 0ptional
Mission, to find rare Akrid Species called Albino Tarkaas..Use the clues
from your Collectibles Tab to find where they are hiding, tag them,
and return to him to learn the following.

I C0ST
i (ALB|N0 TAHKAA)

-------"l.------*-

ITEM OESCRIPTION WHENAVAILABLE

Technique - i ' ,nrith rn eiminn rpiinrrte ruhitp htinrrfirinn frnm nnrror i Available once you findLuckshot , , Provides you with an aiming reiicule while blindfiring from cover. 
I the shop.

T*hrqd- 0,rrk
the shoo.31ee's_ __ _i___ _ :_ _ __ i::::Y::l:0":'i" :1'::"-': **_* r*: :-::::: _*-

' 
Thermalized Suit : S ! Irprouu, your rate of Health Regeneration 100%. J 

Available once you find
| ,, i I the shop.







PHIL BRADDOCK DR. BONNIE ROMAN
Braddock is the boss of this NEVEC

operation on E.D.N. lll. He keeps the

Coronis Crew {ocused on the task at

hand by dishing out the jobs.

Jim visits him on several occasions

to get new tasks and report on

what he has found.

Dr. Roman uses her Doctorate in
Atmospheric Sciences to study
the pop up storms on E.D.N.

lll. She loves her lob, but has

never felt like she fit-though
she still cares about the

crew. Jim gets several

opportunities to help her out
with her research. Visit her

at her private pod on the side

of Shackleton's Peak.

DR. KENDRICK KOVAC GALE HOLDEN
Dr. Kovac shares a ride to E.D.N. lll
with Jim. He is tasked with making

Thermal Energy a viable energy

source on Earth. Wilh is
arrogant attitude, the

crew is split whether

they like or hate him.

Take the Coronis

elevator to the Upper

Hangar to find his lab,

where he needs your

help gathering T-Energy

samples from various Akrid.

Gale is the Coronis Lead

Tech, in charge of the Utility
Rig upkeep and upgrades.

He knows whom to trust
and is extremely loyal

to those he likes.

Visit his workshop

on the Basement

Level of Coronis

to purchase Rig

Upgrades with

the Specialized

Components that
you find.

lsR24-w



RENARD LAROCH E CALFB ISEN BERG

Laroche is a dedicated French

freelancer for NEVEC.

He performs many of the

same duties as Jim,

though not as willing

to put himself into

danger for the

hazard pay.

SOICHI
As the long time leader of the

Snow Pirates, Soichi is extremely ;
protective of his people and will

do anything to keep them safe.

He has led them to safety

and taught them how to

survive. Due to experiences

in his past, trust does not

come easy to him.

lsenberg is an o{ficer of

NEVEC's own paramiliiary.

He joins Coronis in an

attempt to keep the

operation focused

on NEVEC's main

mission-make Thermal

Energy a viable energy

source on Earth.

MIRA
Soichi's daughter has lived

her entire life on E.D.N. lll,
spending much of her time

spying on ihe NEVEC

crew. Mira knows

whom to trust and will

also do what it takes

to protect the people. She is

young, but she has the faith of

many of the Snow Pirates.







I

These non-armored Akrid are vulnerable

everywhere on their bodies. Due to their
size and their vulnerability, they are easier

to defeat than their Armored counterparts,
but you often face them in large groups.

Alternate versions of some species are

found later on in the game. For these

enemies, a second column of stats is

added to the following tables.

AKRID EGGS
:=i:E=ct-=.n=:i:--=_-==

HP 10

Speed

Agility

Allacks to Player: Mine fxptosion
Attacks to Rig: N/A

Weak Spots: Everywhere

First Found: Diaz Cavern

An Akrid Egg is an embryonic storage sac with a proximity-based,
exploding defense mechanism. These line caves and structures all around
the planet. Step close t0 one to trigger it and quickly clear the area to avoid
taking damage. They can also be taken out with any weapon from afar.
Use the Pistol so that you do not waste precious ammunition.

:55!4TFl=::=-.:i...-':i..1::i::.j::'i:.f

Ag ility 8

Atlacks lo Player: Tail Attack,
Jumping Bite

Altacks lo Rig: N/A

Weak Spots: Everywhere

First Found: Mysterious Structure

Tarkaas are interior-dwellers, who are attracted to T-Energy. you will have
plenty 0f opporiunities to get well-acquainted with these Akrid. They are
small with little HP, but their high speed and agility make them Iittle pests
as you explore the mysterious structures of E.D.N. lll. Red Tarkaa Eggs
fill many of the corners of these locations. They look like Akrid Eggs, but
Tarkaas are hatched from inside as you approach them. Get the hang of
dodging backwards as they do their Jumping Bite and then blowing them
away with your Shotgun.

Attacks to Player: Bite,
Lunge Bite, Suicide Lunge

Atlacks to Rig: Bite, Lunge Bite,
Suicide Lunge

Weak Spots: Everywhere

Fitst Found: Crash Site

Sepia are weak, wall-walking swarmers with bite and suicide attacks.
They are the most common enemy on E.D.N. lll. Use an automatjc weapon
to mow down the big groups that you face. Genessas spawn these guys at
many locations. Quickly take out the Genessa before focusing on the Sepia.

I
N/4

N/A

TARKAA

HP

Speed

18

J

ERM M LID
iffi
HP

Speed

HP

S,p9ed

Agility

:-lAgility 4

Altacks to Player: Ram

Attacks to Rig: Power Drain

Weak Spots: Everywhere

First Found: Camp of the Forgotten

Ermmlid have a symbiotic relationship with the Sieragz and because of this,
you only find them with their hosi. They are swarmers with a spinning
dive-bomb attack. When they leave iheir nests on the sides of the Sieragz,
they form four groups. 0ne at a time, they dive-bomb their target.
This attack can be evaded or halted with the Shotgun. Inside your Rig,
these critters pose a bigger risk as they stick t0 the hull and drain the power
from the machine. Your Taser Upgrade clears the little guys off the Utility
Rig, but do not forget about the cooldown time of the Shock-Jumper.

SEPIA
ETAIET

€
%*28 :



BOLSEPIA
'@
HP80 70

Spee_d _ , _

Agility

Allacks to Player: Bite, Lunge Bite,
Suicide Lunge, Mortar

Atlacks lo Rig: Bite, Lunge Bite.

Suicide Lunge, Mofiar

Weak Spots: Everywhere

Firsl Found: Coronis

Bolsepia are first spotted near the Hangar after finding the 0bservation Pod.

It is a sub-species of Sepia with a ranged mortar attack. These projectiles

can be shot out of the air or evaded. The explosives can be harmful to the

Rig when surrounded by Bolsepia, so do whatyou can to eliminate them

quickly. They are also spawn from Genessas at many locations.

Weak Spots: Central Glowing Area

Firsl Found: White Canyon Junction -
Diaz Cavern

These non-sentient, organic homes io a multitude of Akrid can cause havoc

if n0t dealt with quickly. Sepia, Bolsepia, and Enbees are spawned from
within at a steady rate, so getting overwhelmed is not out of the question.

They are only vulnerable in the center, glowing area. Toss a grenade into

the center for the greatest effect.

rffi
HP 37 60

Attacks to Playet: Tail Sting, Ram,
Claw Swipe, Energy Lob

Attacks to Rig: Energy Lob

Weak Spots: Everywhere

First Found: Shackleton's Peak

Enbees are agile, venom-spewing flyers. When up close they have a

nasty tail sting and they will carry off weakened opponents. These pesky

enemies can become a big nuisance, so concentrate on destroying their

Genessas as s00n as you can, preferably before too many are spawned.

When grappling with an Enbee, the process of killing it with your Hunting

Knife differs slightly f rom other Akrid. When it attempts to get you with its

stinger, you must press the left stick in the direction indicated.

GOO N ROE
ffi
ill . 2?l i-1o9 .

:Speed 1 7 : 7: _-, --.-." '.-----_-," ,-:.'*_ '

iAsility : I I I
Altacks to Playen Claw Dash Attack,
Swipe attack, Tail Attack, Ram Attack

Attacks to Rig: None

Weak Spots: Mouth, Tail

Firsl Found: Crash Site

These cunning, cai-like Akrid work in coordinated groups to hunt down
prey. They are vulnerable everywhere on their bodies, but extra damage

can be done in the mouth and tips of the tails. They are quick and leap at

you in an attempt i0 grab you. Their attacks are avoided by dodging to one

side or the other. Focus your gunfire at the m0uth as it readies its move.

ihl.f-lf::.

,#-t"''Hfi

;E#

$$*$,t
i+*,f:$*
lffi{E$q;

10

waB_DluE
iffi
lHP --.- - . ?!9-i
tSpeed : 7 

i

Agility i 10

Atlacks to Player: Push Attack,
Punch, Barb Spit Attack

Altacks to Ri9: N/A

Weak Spots: Everywhere

First Found: Power Plant

The female Wardeyes use their ranged attacks to divert attention from the

flanking males wh0 protect them. Seek cover and pick them off from afar,

but always keep an eye out for the males. They will use melee attacks when

you get too close, so beware.

9lt*9_
Agility

Atlacks to Player: Barb Spii,
Death Explosion

Attacks to Rig: N/A

MRQ-EYE-(MATIIre
HP 3OO

Speed

Aqility

Attacks t0 Player: Push Attack, Punch

Allacks to Rig: N/A

Weak Spots: Everywhere

First Found: Power Plant

Wardeye are found in the different structures of E.D.N. lll. Males are

stealihy and nimble protectors of the females. They use their agility to

hunt down, flank, and strike opponents with melee attacks. Combine the

males with their female cohorts and these fights become difficult.
Move out of coverwhen these enemies approach and take them down with

your Shotgun or Assault Rifle. lf one grabs you from behind, rapidly press

the Cover Butt0n to break free 0f its grasp.



SUWAN KAA
=4.-,!+===.===,=-=::=.:=.,=.=.1':=;HP 5OO

Speed 7

4o1t1tY - 9 ,

Attacks lo Player: Claw Dash Attack,
Swipe attack, Tail Attack, Ram Attack

Altacks to Rig: N/A

Weak Spots: Mouth, Tail

First Found: Hanneman's Drop

The rare Suwankaa is an aggressive and powerful
Alpha Male version of the Go0nroe. lt has many
m0re hit points and for the most part its attacks
are m0re powerful. Just like the Goonroe, they are

vulnerable everywhere, but extra damage can be

done in ihe mouth and the tips of its tails. Take it
down in the same manner as the Goonroe, but be

mindful of its attacks as it hits hard.

Armored Akrid have a shell that protects

them from most attacks, but each has weak

spots that can be exploited. Focus your
gunfire at these locations and use grenades
to knockthem otl their {eet.

DONGO
= :.=_;__:=:;,_.,.,,.

HP 2?:0 :_1000 ,

Speed 5 5

As ility 5 5

Att:acks to Player: Claw Attack,
Claw Frenzy, Charge

Altacks lo Rig: Charge

Weak Spols: Tail

First Found: White Canyon Junction

The thickly armored Akrid can swipe with its claws, but you need to watch
out for the high-speed roll attacks. Avoid this maneuver with well-timed
dodges, and then target its glowing tail. Be careful when facing a pack

of them as you can be ambushed from behind while waiting for another
Dongo's roll attack. These guys are much easier to defeat in your Rig as
you just need to aim down at 0ne and pick it up with the claw arm.
Then you can decide how to torture the Akrid. Watch out though,
its Charge attack is much more powerful against the Utility Rig.

HP

bprco

Agility

Attacks to Player: Claw Strike,
Taunt Strike, Charge Strike

Attacks to Rig: Pincer Bash,
Crab Knock 0ut, Charge VS

Weak Spots: Elbows, inside mouth, back (underneath ice cap)
First Found: Shackleton's Peak Summit

This CAT-L Akrld is the first of the big armored beasts that you face in the
game. lt camouflages itself with ice shards on its back, but this only masks
a big weak spot. By targeting a core at each elbow of the front pincers,
you can remove the deadly appendages. Another core inside of the mouth
allows for big damage with a well-placed grenade. Wait for it to let out
a big scream for easy access. Finally, the main core consists of the soft
tissue underneath the ice. Eliminate the shards with c0nsistent gunfire and
then target this weak spot to destroy the thing.



GOREVORGG

=-=-===*
1 500

Altacks to Player: Claw Strike,
Taunt Strike, Charge Strike

Attacks lo Rig: Pincer Bash,
Crab Knock 0ut, Charge VS

Weak Spots: Small Core on Abdomen

Fnsl Fomt: brir\ejs tross\ng

The Gorevorgg is a CAT-L sub-species ofthe Vorgg with only one small

core 0n its belly. This is the only location where this behemoih can be

damaged. lt is encountered only in Bailey's Crossing. The idea is to counter

Its attacks and then use the Utility Rig to lift the pincher high in the air.

This allows you to exit the Rig and deliver damaging blows to the core.

Be careful though as he may break free 0f this grasp while you are

vulnerable outside of your machine.

Attacks t0 Rig: Tail Sting, Talon Attack, Tail Swing, Quick Tail Sting, Acid

Weak Spots: Glowing Spot on Tail, Brain in Base of Tail (0nce Tail
is removed)

F\rsl Tsssd'. 9 \tke\{ s F s\\y

This quick-witted CAT-L Akrid has a vicious Tail Sting along with the ability
to sho0t acid. Evade the tail, so that it sticks into the gr0und and then

use that f ree time to target the glowing portion of its tail. Watch out for
a wiggle of the tail, which signifies a stream of acid. Stay on the move

to avoid getting hit while focusing all gunfire at the tail core. The tail is
removed after a certain amount of damage. At that point, use your Drill on

its brain. located in the base 0f the tail.

SIERAGZ

Attacks t0 Playet: Swipe Attacks, Talon Stab to Player, Pincer Push back

Atlacks t0 Rig: VS Talon Stab, Player Pincer Push back, Pincer Push back,
Leg Bash

Weak Spots: Errmlid Nests (Exposed when they exit), Mouth, Fleshy Area in

Between Armored PIates

First Found: Camp of ihe Forgotten

The CAT-L Sieragz has a symbiotic relationship with Iittle Akrid called

Ermmlids, wh0 nest on the armored plates 0n each side of this beast.

Agitate the host t0 cause them to leave their nests, exposing numerous
cores. Hit these weak spots while the Ermmlids are away. Watch for the

Sieragz to bellow, which opens a fleshy area in between its armored plates,

giving you a big vulnerable spot t0 aim at. When fighting 0ne inside the

Rig, use the Winch and Claw to pull the big guy down, leaving

its cores vulnerable to the Drill.

HIVEEN
'ffiHP 4OO

Speed

Asility

Attacks to Player: Tongue Strike, Claw Strike, Bite, Tarkaa Eggs

Attacks t0 Rig: Tongue Strike, Claw Strike

Weak Spols: Brain Core (Under layers of exoskeleton plates)

First Found: Weather Station

The Hjveen is a CAT-G Akrid, which has sustained on First Colony

generators. lt is fought over four stages at the Weather Station. lt can be

tagged for the Bestiary during any 0f these phases, but ii you do miss
these opportunities, use a c0mputer in the Power Plant t0 download it.

It has a hard-hitting Tongue Strike that requires a well timed evade t0

avoid. The Act 1 Boss throws Tarkaa Eggs into the fight to divert your

attention from the behemoth. The tongue is vulnerable t0 direct attack,

while the torso is vulnerable to electrical attacks. Work 0n destroying the

chitinous exoskeleton plates so that you can expose the brain cores.
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Attacks to Player: Pulse Rifle, Shotgun, Grenades, Melee

Weak Spots: Head, Back, Chest

First Found: Shackleion's Peak

NEVEC Troopers generally remain behind cover as they fire at their target,

but they will occasionally charge your location. They mix it up a bit by

throwing grenades into your general area. Aim at their heads, if possible,

to eliminate them quicker

Attacks t0 Player: Tail Sting, Talon Attack,
Tail Swing, 0uick Tail Sting, Talon Push Back, Acid

.&







As the Artemis transport glides past the

planet, a pod is fired toward the surface,

carrying Jim Peyton and Dr. Kendrick

Kovac. A.pop-up storm causes the ship

to crash onto E.D.N. lll. Fortunately, the

ship has a transponder that produces a

signal for the welcoming party to follow.

Unf ortunately, it has been thrown a

distance away by the crash.
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li's up to Jim to recover the transponder. so the welcoming party

can find the new members of the NEVEC crevr. l\love toward

ihe nav-marKer straight ahead. Thls leads in the direction of

the transponder.

As Jim braves the cold, a loud noise lets him know that he's not

alone. Continue under the debris and into a cave, Partway through

the shelter, Jim crashes through the ice to a lower level. Using a

iight equipped on Jim's suit, use nav-markers t0 move through the

dark interior.
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FIND THE TRANSPONDFR CE



li appears the wildlife here is unhappy with
the disturbance. As you continue forward,
your first Akrid foe appears through a

crack in the ice and charges. It is a Sepia,

and it's easily handled with the Pistol.

Fire a few shots into ihe beast to take it

down. A melee attack can be used to f inish

it off, if it reaches your position.

Follow the tunnel to the right and climb

outside at the exit. Look for an objective

marker ahead, where the transponder

sits. Move toward its location.

Again, the ground gives way and Jim
falls into another underground cavern.

It's a Sepia hideout with the wall crawlers

hanging all over the place. Aim down your

sighi and concentrate your gunfire on the

ones charging along the ground ahead.

SEPIA
Sepia ane the most common Akr.id on E.D.N. lll.
They are vulnenable to all weapons, but they can
be a nuisance with their bite and suicide attacks.
One can be taken down easily with the Pistol;
however, multiple Sepia may nequine an

automatic-fine weapon.

NEVEC PISTOT

Jim always canries this semi-automatic pistol.

Hold down the Switch Weapon Butlon to select it.
Ammo is unlimited with this weapon, but reload

whenever you get a chance. Use this weapon on

easien tangets to save ammo fon the biggen guns. S *9S{;# #

** GUI{FIRE
Pressing the Fire Button

lires your currently selected

weapon. For the moment,

you only have a Pistol,

but that soon changes.

Hold the Aim Button to aim

down the gun for better

accuracy. Always keep your

gun loaded by pressing the

Reload Button whenever you

have the opportunity.

FSS.#F
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HIPFIRE
Aiming down the sights of your gun is great f0r improving accuracy, but it is slower to look around and dodge while doing so" lt's a good

idea to get used to firing your weap0n wiihout holding the Aim Button. Otherwise,.you may end up being overwhelmed by a pack of Akrid.

There are times that it's worth getting the extra accuracy, but if enemies are close, stickt0 hipfire.

Move backwards while elimrnating these enemies to avoid their suicide attacks and keep

from being overwhelmed. 0nce several of these foes are dispatched, continue further into

the cavern and notice the rest of them have cleared out. Move past the wreckage and run

up the incline on the other side.

.,; T-EffEHEY
As you defeat Akrid, Thermal Energy spills ontc the ground. T-Energy is the blocd of these

lll, vihere weap0ns and upgrades can be purchased. Walk over the glowing orbs alter every

Akrid kill. You also gain some after completing objectives.

Two more Sepia occupy the area just

beyond the narrow path. Stop and take

care of them with your Pistol befoie 
' '

proceeding. Climb out of the opening to

spot the transponder just ahead. Approach

it and press the indicated button to take it.

.:.: [r$ll{& THE ftllAP
Press the Job Log Bution to access your

lnveniory, and Collectibies. Select the seccnd

iab to look at the map, if one is available.

A thin triangle represents Jim's position,

and a circular icon shows where your

missi0n objective is located" Be caref ul when

accessing this menu, as the game does not
pause while you do so. Be sure the area is

safe be{ore vlewing your Job Log.

beasts and can be looted frcm their c0rpses. T-Energy is used as Gurrency at sh0ps on E,D.N log. This provides access t0 Missions, Map,
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At this point, a big group of Akrid charge
y0ur way. Stay behind the cover of the

wreckage as Sepia and then Goonroes

run overhead. Feel free to aim down your
pistol to peek out 0f cover and fire on the

thundering herd. 0ne of the Goonroes

manages to knock you back and jump on

top of you. Rapidly press the indicated

button. This fills the circle around the icon.

RETURN TO THE POD

Gc'c'NFIclE
Goonnoes are catlike Aknid that
are vulnenable in thein mouth

and tail tips. They are quick and

leap at you in an attempt to gnab

you. Usually, thein attacks can be

avoided by dodging to the side.

Something grabs the enemy just before it pounces again.

A fellow contractor saves you just in time with his Utility Rig.

Run straight ahead toward the new objective marker to meet a

couple of your new crewmates, Hutchings and Laroche.

,,.,.,_.,....=.:..:1,= ..:-,_:.i1j1 . .1. ;;.,

Helping Hand

This award is earned when Jim is saved by Laroche.
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J m climbs on top of Hutchings'dropship, which wili carry him io 0orcnis base as s00n as Hutchings grabs the supply drop. As they cut
through Bishop's Wake, Jim is forced to abandon the 00d. Since you're in Unbilicai Range of Laroche's Uiility Rig, extra tactical reaclouts
appeai or screen, l-ook at the radar to note incoming Sepia,

Moi'e backwards while shcoting ihe attacking foes. When ihey
dive at you rruiih their bite attack or"suicide move, dooge to the

side. 0nce the immediaie area is clear, move north and keep

elirninaiing ihe Sepia untii l-lutchings lets y0u know that the drill
needs reDaired.

40 ACT 
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REPAIR THE DRILL
Move north to the objective marker, which indicates Hutchings'drill. Press the Repair

Button to begin the repair process, and then use the two analog sticks to complete the

objective. This gets Hutchings going again.

SU RVIVE
Several more Sepia stream in from the holes on the sides of the cave. Turn around and

take each one down with your Pistol. Watch out for their attacks while finishing them ofl

RETURN TO POD

NEW PLAYEFI
UPGFIADE
FIEPAIFI TclclL
Thene are sevenal times throughou5

the campaign whene Jim must repair
a piece of machineny. This nequines

finding the pnopen nepain fnequency by

using the two analog sticks. Pness the
Repain Button to stant the pnocess.

Now what looks like two dials with an

anched meter across the top appean

This yellow meten indicates the
amount of time allotbed to complete

the nepair'. Once lhis meten depletes

on the night side, the procedune fails.

The Lefl stick contnols the left dial

while the Right moves the othen one.

Rotate each stick to spin the dials.

When a dial tunns green fnom the

usual red colol it's lined up pnopenly.

Hold the stick in that position until you

get the cornect spot with the othen

dial. At this point, the ned wnench

icon in the middle tunns gneen too,

which indicates a successful nepain
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As Hutchings gets moving, he informs y0u t0 climb back on his

dropship. Clear out any remaining enemies as you return to the

vehicle. Climb on and he takes you to the base.



Jlm Peirton and Dr Kendrick Kovac

enter ihe Coronis Conrmand Center as

Dr. Rcmal and Braddr:ck discuss the

mrssir-.E c0r'riractci D az Phit Braddock is
the conrmander of ihl; operation and most

miss ons are rece ved from hlm. l-le talks

aboui the riho e reasurr-t J nr s here-
T-Fnergy. He then 0i.."cts yoLl to visit ihe

Quartermaster after ii'st looking ln on your

Ut I tY Rlg t.r./lth Ca e.
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,:'. SOLIECTII{G Al,Bl0 Al'lU TEXT L0GS
You have a mission to 0o see Gaie and the Quartermaster, but tl'ris is

a good opportunity t0 explore the hangar. There are Text Logs and

Audio Logs that can be collected. These provide extra storyfrom the
people on E.D.N. lll.0nce one is found, it's added to the Collectibles

tab ol your Job Log. There, they can be read and listened to. T-Energy

Canisters also lie around the environment" These are good to pick up

as s00n as possible; they give you the currency needed to purchase

new upgrades.

From the Command Center, head north until a dead-end is

reached. Turn around and look in the cornerto find Audio Log

#11, NEVEC Survival Tip #4. Cut back through the Command

Center and continue south down the hall. Text Log #21, a letter

from H. Dumont, is on the right counter.
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Lost Log

For finding your first iag, an

Achrevernent/Trophy is awarded.

?ArKff'lC ?* }|PCS
You can strike up conversations with many

oi the Coronis crewmembers as lryell as the

peopie you meel later on. While standing next

to an NPC. such as Creurman Salvietti in the

Command Center, press the Use Button t0

hear what they have to say.

After having a candid conversation with Crazy Neil, who soaks in the corner hot tub,
grab Audio Log #10 from the table to the left. lt informs you of NEVEC survivatTip #3.
For now, they are still working on expanding this area, so exit back to the hallway and turn
left. Run to the far end and activate the elevator.

Select the Basement Level, where Gale and the Quartermaster are located. 0nce on the
lower level, move past the opening on the right and enter the left d00rway a little further
down. Gale's Service Pit is inside. Meet Gale Holden-Coronis lead tech.

Continue along the corridor and turn
Ieft at the intersection to find the crew's

Barracks. Just inside, on top of a bench at

the foot of the bunk beds, is Audio Log #3,

a recording from Diaz. A stack of lockers

is to the left. 0pen the top-middle one t0
find two T-Energy Canisters. Text Log #2,

a short letter f rom R. Brugate, is on a table
in the back of the Barracks.

He says that your Utllity Rig has already been built with some extra improvements that
he just threw in. He swears by his work and promises to break it all down, if it isn't to
your liking. lt is time to check out his handiwork after a visit to the 0uartermaster.
Before leaving the service pit, grab Audio Log #1 from the counter to the right. lt's an
entry from Gale.

,',lb-:
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LOCATE TH E QUARTERIVIASTER
Leave Gale's shop and turn left. Just after passing through the next doorway, look in the c0rner to the left to find two T-Energy

Canisters. Move toward the dead-end, where a crewman is hard at work shoveling snow. Audio Log#12, NEVEC Survival Tip #5, is in

the right corner

Return to the previous intersection and go down the left path.

Climb the steps to meet Crewman Fish and his brother. 0nce the

conversation is over, descend the other steps and look on the

railing io the left to find Text Log #19, a memo from E. Perkins.

Continue around the loop, turning right just past the metal steps

Follow the path all the way around another right turn to find the

Quartermaster. Before talking to him, pick up Audio Log #34,

is on the right shooting range stall across the room from the

shopkeeper. Listen to the recording to hear an IBR Newsfeed.

HUNTING KNXFE

Step up to the NEVEC Armory counter to talk to Quartermaster "Birdie" Bowers. He offers to sell you the Hunting Knife, which costs 10

T-Energy. 0nce it is purchased, more inventory is added to the shop. You should have enough T-Energy to afford the Shotgun, which is

highly effective against most Akrid.

SHOTGUN
This pump-action Shotgun is a huge improvement oven youn Pistol. With its
stopping powen, but limited nange, it is ideal fon close-nange combat. This is

extnemely effective against the quick-moving Akrid and gnoups of foes.

RETRIEVE THE RIG ...""".
'ss&**,
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There are a fet'v shops on F.D.N. Ill where weapons and upgrades can A Muniti0ns Locker is 0n the wall of the Armory. Access it to assign a
be purchased. $/hen a shop screen is accessed, an sxclarnati0n p0int uJeap0n to Weapon Slot #l and Weapcn Slot #2, ii you have two guns
indicates a nelv item. ll there is a checkma.rk in the 0wned column, besides your Pistol. Here y0u can get all of the neecied information
thal item or upgrade has already been purchased. The cost 0f the item icr eaeh weapon in your inventory. These are fcund in a few locations
is given in the last column. A description 0f the item along r,vith stats arcund the enviranment, plus there is a locker on the side of each fool
can be i0und along the top of the screen. Your curency balance is

sh0y/n in the Iower-right corner. New inventory is added to the shops

at different points in the game, s0 be sure to visit o{ten t0 get the besl

rlems and upgrades.

cf your Rig

GO TO YOUR RiG
Return to the elevator and ride it up to the Main Hangar on level 2. This is where your Utility Rig is stored, so mgst missions start andior
end here. More crewmembers populate the hangar. Take a little time to get to know them. From the elevator, walk to the right and climb
the steps to a big metal platform. A T-Energy Canister is next to the crates.

rt. iri.i:!..ini:,.
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Head'north aiong the right rail and get to know Dr. Ninnis before grabbing Audio Log #9 from the table ahead. Listen to it to learn NEVEC

Survival Iip #2 and nab a T-Energy Canister from a crate in the corner. A group of NEVEC employees discusses Dr. Kendrick Kovac

joining the crew. From them, head west and step into a small pit where a couple of tanks are. Text Log #1 , a letter from S. Walsh, is on

the ground next to the worker.

Further to the west, Audio Log #13, Survival Tip #6, is on a metal crate near Crewman Thomas. Climb the steps to reach the platform

where she stands. Now it's finally time to try out your Utility Rig. Go south to the objective marker to find Gale.

Talking to Gale gets Jim reacquainted with his Rig along with its new feature, Kern-retractors, which allows you to enter the Rig much

quicker. To test the machine, Gale runs you through its basic abilities.

First, press the Grab Button to use the Claw Arm. Tap the Attack Button t0 swing the drillarm when prompted, and then hold the Drill

Button to use the drill. Lastly, hold the Block Button to hold up both arms and perform a block maneuver. 0nce these moves have been

completed, the safety clamps are disengaged and you're free to move around in your Utility Rig.

Rolling Out

Get your Utility Rig by completing the Retrieve the Rig Mission to earn the Rolling 0ut award.
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SEARCH WHITE CANYON JUNCTION
Move through the hangar to the right. Approach the blast door
and it automatically opens. A short hall precedes another blast
door that leads to Coronis. Continue up the incline and a final blasl
door opens to release you outside. Just ahead, spot the Coronis
ship that hangs above the ravine-held up by three moorings.
Before following the nav-markers and looking for Laroche,
head southeast.

F8N V$Uffi SSFETV
The cockpit of your Rig locks down in areas where you are unable to

exit the machine. This is noted by a message 0n the t0p of your screen

ihat reads, "Cockpit Locked." Another message lets ycu knovri when

rt's safe t0 exit. ln these "Cockpit Lncked" areas. there's nothing t0 d0

but move through lhem in your Rig.

=&.
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Reach a narrow path, exit your Rig, and run

to a lower area, Move toward the big door.

Then search behind a couple of crates 0n

the lett to find a Specialized Componenl

buried in ice. Grab lt and then hug the

wall while heading back to the west.

Move around the corner to the right to

find a hidden den. Crawl inside to find

Audio Log #15, a message from Crazy Neil.
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Return to your Rig, turn around,

and f ollow the nav-markers to ihe west.

Continue down the hill into a man-made

tunnel. There is only one way to go at

the moment, and that is to White Canyon

Junction. Follow the sign to enter this new

location, As you walk through the tunnel,

a video message is played f rom Jim's wife,

Grace. She informs you of the music that

she sent.

RESCUE LAROCHE 49 1!s:s;



-::..UIDEO 
MESSAGES

When inside your Rig, your Job Log has a couple more accessible

tabs. The second tab from the right gives y0u access to your Rig's

lnbox. This allows you to view anyvideos received, such as this one

from Grace. The other tab is the Music Player, which provides access

to the music that is played in your Rig.

FOLLOW TH E TRAIL
As you move around the bend, notice part of Laroche's Rig on the

side of the path. Stalactites hang from the cave's ceiling, but your

Rig can easily bust through them as you walk forward. They can

also be taken down with a swing of your drill arm. Follow the trail

down the hill untilyou find the rest of Laroche's Rig, but still no

sign of the man himself. This is where the operation's Fuel Depot

is located. Expect plenty of action here. Exit the Rig and descend

the steps on the right. Follow the metal walkway to the left and

down to the ground below.

=: FRAG GREI{ADES
As y0[ exit your Rig, access t0 Frag Grenades is gained. At the

moment, you only carry two, but accessing Munitions Lockers and

ammo footlockers keeps you at this amount. Press the Grenade Button

to quick-toss one. Hold the button down to display an arc for more

precise throws. lf you wish to cancel a throw, while holding down the

button, simply press the Reload or Switch Weapon Button.

P ROTECT LA ROC H E

A few Sepia are attacking Laroche, who is bunkered in behind
some supplies on the area's south side. Help him fight them off,
and then approach his location. Talk to him to find out about the
giant crab that attacked him in his Rig. At this point, a couple

Dongos enter across a nearby bridge.



=,-.: EVADE R0LL
Press the Cover Button io perform a roll maneuver in ihe direction you

are facing. This is good tor dodging incoming attacks.
DclNGO
Dongos are well-anmoned

Aknid thal attack by

nolling dinectly at youn

location at a high speed.

Dodge to the side to
avoid this powenful

attack. Then tanget thein

weak spot in thein glowing tail as they necover.

A grenade blast that hits their tail causes them to flip oven,

making them an easy target for a shont while. €: "#;#'.f ii

Dodge the Dongos' rolling attacks and eliminate them with gunfire 0r grenades aimed at their glowing tails. Sepia join in the fight, so stay

0n the move as y0u take them all down. There is an ammo footlocker to the southeast if you need to restock 0n ammo and grenades.

0nce they are defeated, Jim radios in that he found Laroche and Braddock gives you another mission. Talk to Laroche before leaving the

area. He decides to wait for help instead of riding with you.

To the Rescue

Complete the Rescue Laroche Mission by successfully delending him. This earns y0u another Achievement/Trophy.
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ENTER THE ICE CAVE

Jim's predecessor, Diaz, deployed a T-Post inside a nearby cave

and it's been overflowing for some time-wasting precious

T-Energy, Run to the southeast until you reach an ammo
footlocker on the path's right side. Refillyour ammo and grenades

if you haven't already, and then search behind,a crate on the . _
path's left side to find Text Log #20, a message from C. Jimenez,

titled "No way l'm going back over there...".

LOCATE TH E T-EN ERGY POST

Continue along the path, following the

nav-markers into Diaz Cavern. Move deeper

into the cave and spot Sepia further inside.

Pull out your gun and pick them off while
proceeding inward, A Shotgun allows
you to push forward easier than a Pistol,

which may require some backpedaling to

eliminate all the Sepia. At the bend ahead,

you encounter your first Genessa.

This spawns Akrid until it's destroyed,

so it's worth concentrating your effort at

killing the Genessa.

GiENESiSiA
Genessa ane life fonms that r.eside

on a wall on the ground and pnoduce

Aknid fnom within. lt continues to
spawn enemies until it's destr-oyed.

As long as you'ne not in immediate
danger, fire at these

spawnens. They can

be destnoyed with
any weapon, but

the most effeetive

stnategy is to toss
a gnenade into the
mouth as it opens.



0nce the area is clear, move down into a

big open room, where more Sepia charge.

A Genessa produces the Akrid at a steady

pace as it blocks your path to the rest of
the cave. Destroy the Akrid spawner and

the Sepia to open the route. Before moving

through, search the corner to the left to

find two T-Energy Canisters and an

ammo crate.

Enter the newly revealed opening as Jim
crouches to fit in a short tunnel ahead.

At the top of the incline, three red Akrid
Eggs are on the right side. These have a

proximity mine-like defense mechanism.

When you get close to one, it starts
glowing. After a second, it explodes,

causing damage if you're standing next

to it. Nearby eggs are then set to go off.

Be careful walking through the cave-these
eggs are everywhere. Dodge away from
them when one is set. The damage is

minimal, but it can add up.

AKFIItrI EGiGSi
Aknid Eggs ane ned slonage sacs that act as proximity

mines. When you get close to one, it explodes,

causing a small amount of damage. Getting close to
one and dodging back the way you came eliminates '

them fainly easily. Your Pistol can also be used to
destnoy one with a couple of shots. Nearby eggs also

detonate if they ane close enough to the blast.

trffi
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Either destroy these eggs with your Pistol

or just try to keep your distance. ln the

next area, ihere are more eggs all over the
place. Take some time to blow up the ones

that populate the ground or sprint through

the room. Two ammo crates are also in this
r00m, s0 refill your weapons if necessary.

Crawl through another small iunnel to
reach the final room of the cavern, This is a

big room with Akrid Eggs everywhere.

Two Genessa, one on the right and another
on the left, spawn Sepia while more of
these Akrid move in from an inaccessible

section of the cave in the distance.

Pause at the roofnrs opening and pick off
the incoming Sepia while eliminating the eggs on or near the ground. Once the area ahead

is cleared, pull out the Shotgun and move into the room until y0u can get an angle on the
left Genessa, Eliminate it with some gunfire, followed by a Frag Grenade into its opening.



Continue t0 move into the room until you can get to the Genessa

on the right wall. Eliminate it and then clear out any remaining

Sepia. 0nce the cave is clear, move up the slope and then right
to the area just in front of the Genessa. Eliminate the Akrid Eggs

around the T-Post, and then approach the objective marker.

Be careful; these eggs are attracted to the T-Energy and even

grow up the posi.

Press and hold the Use Button at the T-Post to extract the

Thermal Energy. Then open the ammo footlocker just ahead to
refill your ammunition. Audio Log #2, another message from Diaz,

is also inside.

Complete the mission Empty a T-Energy Fost by extracting the Thermal Energy from ihe Diaz Cavern T-Post.

RETU RN TO TH E RIG

With the mission complete, it's time t0 return to y0ur Utility Rig"

Cut back through the cave, retracing your steps. Upon entering the

first big room of the cavern, more Sepia approach. Pull 0ut y0ur

Shotgun and blow them away while moving to the cave entrance.

Move into White Canyon Junction, refilling your ammo at the

ammunitions footlocker along the way. Fight through several more

Sepia while running toward the Fuel Depot steps. During your

return, Braddock informs you that the moorings that hold up the

Coronis ship need tightened, so make haste back to your Rig.
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TIGHTTN FIRST IVIOORTNG

lmmediately head into the tunnel as more Sepia litter the path.

They are easy fodder for your Rig. Hit them with your Drill Arm or
just walk on through. 0nce you enter Coronis, an emperor class

storm is detected, which threatens to rip the moorings out. As you

exit the tunnel, the objective marker can be seen just ahead on the
path's right side, marking the location of the f irst mooring.

Approach the mooring and find the valve that is used to tighten it

down. Press the Grab Button to use your Claw Arm on the valve.

0nce you have a hold on it, rotate the Left stick in a clockwise
direction t0 complete the objective. Be sure the light turns green

before letting go or y0ur efforts are not successful.
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TIGHTEN SECOND MOCIRING
Step backwards and turn to the left.

Move further down the path to find the

second mooring on the right. Step up to it
and perform the same grab maneuver with
your Claw Arm and attempt to turn it just

as before.

EXIT RIG AND REPAIR

The hydraulic tubes burst as the valve is turned, s0 it requires a repair before proceeding.

Exit your Rig and approach the busted machinery. Use your Repair Tool just as you did

with Hutchings'drillto get it working again. Jump back into your Rig and secure the

second mooring just as you did the first.

TIGHTEN THIRD MOORING (1000)
Step back and move left to just in front of
the hangar blast door. Continue to the right
to reach the third mooring. The storm is

getting rough now. distorting your vision
a bit Step up and use your Claw Arm just

as you did for the other two. Turn the valve

until the green light c0mes 0n to complete

the objective.

ff
Saving the Day

Secure the three moorings that hold up the C0r0nts ship i0 earn another award

ESCAPE INTCI
THE HANGAR
The storm is still incoming, so turn around

and head toward the hangar. Move through
the open blast door and continue down the

corridor until you are inside the hangar..

DOCK TH E RIG

Cheering can be heard as you wait for the

final blast door to open. You are the man

of the hour. Enjoy the attention as you walk

toward the Rig's docking bay (marked by

the objective marker).
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FIN D BRADDOCK

0nce your Utility Rig is docked, hop out, Braddock wants t0 see y0u. Consider

heading down to the Basement Levelfirst and visiting the Quartermaster and Gale.

Gale's Rig upgrades are now available. You probably only have one Specialized

Component, but more can be purchased from the Armory for 2000 T-Energy each.

Plus, it's not a bad idea to see what's available as y0u collect more c0mponents.

Visiting the Quartermaster also completes your f irst 0ptional Mission.

l:&-.- :,:.,. : .i . : ..:i,.:i.i rr:r.
ACT 1=;g=" 58



NEWOPTIONAL MISSION
CHECK OUT NEW ST(]CK
A few of lhe missions lhat Jim receives ane completely

optional, but they ane all wonth taking the time lo do.

These pop up in your Job Log unden the Optional Missions

header, This finst Oplional Mission is a simple one: visit the
Guartenmaslen lo keep up wilh new inventony.

60

Now head to the Upper Hangar and go t0 the Command Center to
find Braddock. He wants t0 congratulate Jim on a job well done.

But as he does,

a message is

received about an

observation pod

disappearing into

the ravine.

FIND THE OBSERVATION POD



ENTER TH E RIG
Braddock sends Jim out to help the crew in the observation pod. He gives you a grappling hook for descending into the ravine. Take the
elevator down to the Hangar Main Deck and climb into your Rig.

FORCE OPEN DOOR PISTONS
Exit the hangar through the blast doors. Before you get too far,

the door pistons need to be forced open (they are frozen solid).
Approach either piston on the right or left side of the corridor.
Hold the Grab Button to grab ahold of the piston, and then push

up on the Left stick to pull it up. 0nce it breaks free, let go,

turn around, and move to the other piston. Do the same thing
to this one to free it up. Now exit to the outdoors through the

blast door.

IVEl^f ]'LAYEFI UPGiFIAtrIE
GFIAPPLING HclclK
The Camelot-Felding gnappling hook is essential in gefting
around the nocky tennain of E.D.N. lll. lt also allows you to
quickly get away fnom enemies when things get rough.
An icon.appeans on a ledge where the device can be used to
nappel down or gnapple up. When it tunns gneen, pness the
Gnappling Hook Button to fine. Put your aiming neticle directly
on the icon when gnappling to get a boost in speed.
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S EARC H FOR FALLEN POD RETU RN TO
UT-ILITY RIG
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Once outside, turn right and spot the

objective marker next to the ravine ahead.

Move to it and hop out of your Rig.

Next to the marker, a white icon indicates

that you can rappel off of the cliff.

Once you are close enough and it turns
green, press the Grappling Hook Button to

climb down to a lower ledge. Jim lands on

the observation pod.

Jim spots a nearby ledge, along with a

new Akrid. The cliff is within reach of your

Grappling Hook, and y0u must get out of
the ravine somehow. Look.up until,three
of the grappling hook icons are visible in a

circular pattern. Though it's not necessary

this time, place your aiming reticle on

the icon to get a speed boost. Press the

Grappling Hook Button to fly up to the

higher location. Get used to traveling

around in this manner, as you will use this

device all the time.

Move into the small opening ahead and

sp0t the Akrid again. lt is a sub-species

o{ Sepia called Bolsepia, but it's more

deadly than its cousin. Reach the long crate

at the next opening and press the Cover

Button to duck behind it. The Bolsepia

stands near the cave exit as it launches

mortars your way.

EIclLSEPIA
These Akrid ane similan

to the Sepia, but they
have a nanged attack
whene they toss montans

at their tangets.

These pnojectiles can

be shot out of the air',

REPAIR TH E LIFE SU PPORT
The crew inside is okay, but the life support is offline and it needs a quick repair so they

can get air. Step to the exhaust located on the side of the pod. Use your Repair Tool to fix
ii and save the guys inside.

Find the observation pod and repair its exhaust t0 rescue the trapped scientists.

0n the Hook
but it's ofben easien to dodge out of
the way. These guys hang back and

fight fnom a distance, so move side to
side while picking them off.
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Walls and short objects can be used as cover from your enemies.

Step next t0 the object and press the Cover Button to duck behind

it or hug the wall. From there, y0u can blindfire by pressing the Fire

Button. Holding down the Aim Button makes Jim peek out of cover.

From there, y0u can fire a gun with increased accuracy, but you are

vulnerable. Press forward and the Cover Button to vault over a short
piece of cover.

i.}} MOVII{G BETWEEI{ COVER
When you have two pieces of cover that are close to each other, you

can move from one t0 the other by pressing the Cover Button while

moving in the direction of the second 0bject. This is good for finding

better angles to fire f rom, and it reduces your vulnerability"

Avoid the mortar

blast by remaining

in cover or

shooting it out of

the air. Then rise up

and take the Akrid

out. Two more

Bolsepia appear

at the opening.

Eliminate them and then vault over the crate. Take cover at the

next one as another pair of enemies enters the room. 0nce the

threat is eliminated, claim the Specialized Component encased in

ice and proceed ahead.

Just outside, Sepia move out of the area while two Bolsepia are

ready to bombard you with mortars-one fires from a cliff while

the other stands nearby. Use the cave as cover and take them

down. Grapple to another ledge to the left and immediately take

cover behind the tall crate. As long as you stand next to the edge

of the object, you can peek out by holding the Aim Button.

By using the two
pieces of cover,

eliminate the {oes

and then move

forward. A couple

Sepia attack while

three Bolsepia

lob mortars from

around the next

corner. Note that

using cover is not

as effective when

fighting Sepia

since they charge

directly at you and

the ability to dodge

their suicide attack

is needed. Backpedal while eliminating the threat, and then move

to the crates ahead. Pick up the Assault Rifle leaning against the

crates and take cover from the Bolsepia.

ASSAIJLT FIIFLE
The standard issue Assault Rifle gneatly in_cneases youn

effectiveness against Sepia. Now you can mow down
groups of them as they change. This is a good weapon
choice to keep in your loadout, as it is good against most
Akrid. Combine this
with the Shotgun to
coven a multitude

of situations.

,rJ .$i 
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Pick off the trio of Bolsepia while avoiding damage from their projectiles. More Sepia
attack, so stay back and dispose of them before moving into their location. Audio Log #8,
Survival Tip #1, is on the ground on the right side. Listen to it to learn about the different
classes of storms on E.D.N. lll.

Grapple to the next ledge and Iook to the right to sp0t an item frozen in ice next to the

crate. Shoot the ice and pick up the Specialized Component. Pull yourself up to another

cliff ahead, keeping an eye out for more Akrid. Sepia attack throughout your ascent of the

ravine, while Bolsepia lob mortars from almost every ledge.

Before grappling to the high ledge behind
you, look inside a little cubbyhole on the
right to find three T-Energy Canislers
buried in ice. Take care of any Bolsepia

that you can on the next cliff, and then

make your way up there. Clear out any

remaining enemies.

At this point, you can hear your Rig

preparing for your arrival. Grapple up

the f inal cliff as three more Sepia attack.

Killthem before entering your Utility Rig

where a new mission to plant a T-Post

is received. This is what keeps the

operation going.

FIND THE OBSERVATION POD - 63 '"}'
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FIN D TH E TH ERMAL POCKAT

Follow the nav-markers to the same location that t00k you t0
White Canyon Junction. Now the only open route is to the left,
which leads to Hanneman's Basin. As you enter this new location,
Jim's response t0 Grace plays on your display. Follow the cave

back outside as G00nroes flee the area.

Follow the path around to the right until ice blocks your way.

Knock it down with a swipe of your Drill Arm. Move through
another cave until you reach the exit that is also blocked by ice.

This time, a swing of the Drill Arm isn't enough, so hold the Drill
Button to drillthrough the ice. Walk out 0nto the basin.

SHOOT OFF ICE BUILD.UP FROIVI RIG
continue to the east despite warnings of an incoming Emperor class Storm. A short ways
later, your Rig freezes over and y0u cann0t proceed until it's taken care of. Exit the Rig

where a Goonroe pounces 0n you. Use your Hunting Knife to fight it off, and then start
shooting the built-up ice 0n the Rig.

USINS T}IF +IUtr{T:I{G KTdIFE

smaller Akrid sometimes jump on Jim when they land a success{ul attack. At this point,
you must struggle uviih it and take it out wilh your knife. The first step is to push it back by
rapidly tapping the buttOn lhat appears 0n screen. 0nce ihe ring is fiiied arcund the button
icOn, y0u then get the opportunity to stab it with your knife. Use the Left stick to line up the aiming reiicle on the beast. 0nce it turns red,
press the Fire Button t0 hit it. Three successful hits with your knife take the Akrid down. il ycu miss, or swing your knife when the reticle is
white. you must struggle urith it again by jamming on the given button. You dc not lose any pr0gress that y0u've made though;three hits killthe
beast no matter how many times ycu had to struggle with it" Be care{ul though-missing a stab opens yOu up t0 a damaging attack {rom the foe.

M y,'F tR$T T- E N ER,c*tipqsTi tffii.ies ;',w
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As you clear off the Rig, three more Goonroes attack. Stay on

the move while shooting the ice off of your Rig. You can fire at

the Goonroes mouths when you get the opportunity, but there

is no need to kill these guys while on foot. 0nce enough ice has

been clgared, you get the message that the objective has been

completed. At this point, hop into your Rig, where these Akrid are

much easier to defeat.

*} FIGHTING OOOIIROES
While you have fought a Goonroe before, this is the first time

{acing one with your gun. These Akrid run around until they getlhe

opportunity to attack, and then they quickly leap at their target.

Dodge to the side to avoid this maneuver. They are only vulnerable in

the mouth and the tail tips, so concentrate your fire there and stay on

the move. Be sure to always know where these Akrid are,.as they can

get you from behind if you lose sight oi one.

CONTIN U E TO HAN N EMAN'S DROP

Get close to a Goonroe and a white icon appears on the Akrid.

This means that you can use your Claw Arm to pick up the foe.

With one in your claw, use your Claw Arm to squish the little guy

or drill it to death with your Drill Arm-a very satisfying kill.

The others flee once they see that they are no match against the

big machine. You do need to climb out of your Rig if you want to

collect the T-Energy that the beast left behind.

Before proceeding to Hanneman's Drop, go north to the small

notch in the center of the map, Exit your Rig and grab the two

T-Energy Ganislers and Specialized Component from the ground.

Hop back into the Utility Rig and head south untilyou can't g0 any

further in your machine. Hop out and grapple to the ledge.



Follow the path until you exit the Umbilical range of your Rig and

find a grapple point. Rappel three ledges and continue ahead until
you reach an ice bridge. Rappel down more bridges, where the

objective marker is visible on the ground below. Touch down to the

ground below, and a Suwankaa and two Goonroes are waiting.

CLEAR TH E AREA

The Suwankaa is tougher to take down than the Goonroes, so try
getting rld of the easier ones first. Fighting the big guy is much

simpler without the pesky Goonroes around. Stay on the move

and throw everything you have at them. Fire your Shotgun at their

mouths any time the opportunity arises. Just stay aware of the

three foes' locations.

SiUWANKAA
These enemies ane similan to
Goonroes, but they ane mone

aggnessive and powenful,

They have bite, claw, and

tail attacks that can take you

down fainly quickly. Stay on the move while
fining at lhein mouths, and dodge when they
Ieap at you.

USE YOUR GRENANES

Grenades are

highly effective

against these

enemies if you can

toss one into their
path as they run at

you or catch them

before they charge.

Use the explosives

before grabbing an ammo crate to maximize the damage you can

cause with them.
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There is an ammo

crate down below

and another on a

ledge to the north,

so grab them as

needed. Use your

Grappling Hook to

escape a charging

enemy. But you are

not safe ior long,

as they join you on

the ledges above.

Wear them down

with consistent
gunfire until the

area is clear.

GO AH EAD
TH E POST

AN D PLANT

Move to the

objective marker

and hold down the

Use Button until the

T-Post is deployed.

Jim starts to get

the hang of this
place as collecting

Thermal Energy

and fighting off Akrid become routine. And as Braddock's go-to
guy, he does all right for himself and his family.

. 1,1;ri,.;i;:i;;;iiir iirlr. ii-tliilffi i irrilitiitil,i

My First T-Post

Plant your first T-Post at Hanneman's Basin to earn
th is Ach ievement/Trophy.



'.ffie68 '',r'i ulirti{*i1iii



FiN D A WAY TO TH E TOP

The Communications Relay at the top of Shackleton's Peak has gone offline and Jim is assigned to check it out, since Laroche does not

seem to0 excited about it. There are a few things to take care of in Coronis and even more along the way. After leaving the boss's new

office, head west into a small storage closet and look between the boxes for a T-Energy Canisler.

NEWG'PTIONAL MISEiIclN
VISIT KCIVAC'S LAEI
As you exit the hallway between Bnaddock's office and the
hangar, Dr', Kovac contacts you about a job. This is an

Optional Mission that involves collecting DNA Samples of
vanious Akr id. Head to the Upper Hangan of Cononis to
find the new entTance to his lab behind the Banracks.

Kovac waits in the back of the lab. Fon mone information
about his quests, check out the Optional Missions section of
this guide.

Talking to the Coronis Crew opens additional conversations if
you take the time t0 talk t0 them. The north elevator is now open,
providing two ways to travel between the three floors. Take it

down to the Basement Level first, so that you can spend some

Specialized Components and T-Energy.

tNVESTtcATE C0M-RELAY .,** 69 Effi



You should already have the Assault Rifle after finding it during

the Find the 0bservation Pod Mission. Purchase its Extended

Magazine if you can. lf you have 7500 T-Energy, the Hunting

Rifle comes in handy. lf you haven't purchased any Specialized

Components, you can afford one upgrade from Gale. The Hardened

Hull +25% is a good choice as it adds to your Rig's defenses.

Though, T-ENG Absorber is convenient, so save for it if you want

the ability to pick up Thermal Energy while inside the Rig.

HUNTING FIIFLE
The Hunting Rifle is a

single shot bolt-action nifle

with high accunacy and

damage. lt is gneat fnom

Iong distance, especially after
purchasing the 8x Scope atbachment. With the scope,

pness in on the night stick while aiming down the weapon's
sight. This allows you pick off enemies befone they even

notice you.

Take the elevator up to the Upper Hangar and go to the Barracks.

The crew has done quite a bit 0f work on this section of Coronis.

There is now a Mess Hall next to the living quarters. Siep into the

right entrance of this addition and grab Text Log #3 from the left

c0unter. Look inside the break room located lust south of the Mess

Hall to find Audio

Log #32, another

IBR Newsfeed.

A T-Energy

Canisler is on the

card table in back

of the room.

Step back out into the hall, go s0uth, and then east to find the

entrance to Kovac's Lab. 0nce inside, look just around the corner
to the right to f ind a Specialized Componenl. Continue down

the hall and take the elevator down. Follow the corridor past a

blast door into a

prep room. After

a scanning, go

through the open

door to find the

actual laboratory.
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Many of the scientists inside the lab wish

to share their opinions, so make the

rounds if you wish. Go to the back of the

room and search the back side of the table

to find Audio Log #16, a message from

Dr. Litke. Go west to the far wall, where

a T-Energy Canisler sits next to the sink.

Now, go east to find Dr. Kovac standing

next to some equipment.

Time to earn s0me T-Energy! Jump into your Rig and exit out the blast doors. As you

leave, an anti-icing chemical is sprayed onto your Rig, so that you do not freeze as soon

as you get outside. A video from Grace also plays during this time. White Canyon Junction
is the first stop as there are items to collect there, plus the T-Post in Diaz Cavern needs

emptied. 0nce you reach the Fuel Depot, exit your Rig and take the steps down to the

central area.

NEW C'FTIC']\IAL MISiEtItrlN
EIIAZ CAVEFIN T.FclST FULL
It has been long enough since last dnaining the Diaz Cavern T-Post thal iL is fu.ll

again. This is good to take cane of as soon as you can because it earns you a good

amount of T-Enengy. This is done in the same manner as in the Empty a T-Energy

Post Mission.

:===...=.-=:=:=.:-:..;

Run to the north and enter the big cave.

Grapple up to the ledge inside. ln the back

of this room are three T-Energy Canisters
and two Specialized Components-well
worth the detour. Go ahead and empty the

T-Post in Diaz Cavern, while in the area.

Traversing the cave should get you

enough Sepia kills to c0mplete Dr.,Kovac's

first quest.

...,+ DO SOME SHOPPING
lf you had your eye on one oJ Gale's

upgrades, this is a good time to go check out

his wares. With six Specialized Components,

you can get the T-ENG Absorber for T-Energy

collecting convenience or maybe the Forearm

Bash and Double Arm Smash-making your

Rig a fighting machine. You may have enough

T-Energy now to grab new items from Birdie

too. An extra bonus for stopping back at the

hangar is it allows y0u i0 get Dr. Kovac s

second quest startsd, as long as you killed

enough Sepia.

I,1 SPEGIALTY AMMUT{ITIOI{
Each time you talk to Dr. Kovac after

completing one of his quests, he makes

one new specialty ammuniti0n available at

the Armory" The first specialty ammunition

is for the Shotgun called Bounce Shot.

The ammo bounces once, allowing you to

hit enemies who are hiding behind cover.

Each round costs 2 T-Energy and is selected

by hoiding down the Reload Button with that

weapon selected.

;:;ffi riir"iltiiii$ilti:ir

Home lmproyement

Purchasing your first Rig upgrade
from Gale's Workshop to earn

this Achievement / Trophy.
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0nce you are ready to proceed with the Main Mission,

move through Coronis and take the Bailey's Crossing exit at the

intersection. Move toward the structure in the middle 0f the map,

taking out any Bolsepia that you can with your DrillArm. Hop out
of your Rig and look for the hole in the ground. Rappel down

into the hole to find two Specialized Components buried in ice.

Climb back out

and take out more

Bolsepia as you

climb up the metal

steps. Follow the

walkway to the

north to find

Texl Log #18 in ice.

Before proceeding with the mission,
hop in the Rig and head west.

Approach the broken down tower and

grapple up to the platf orm, There are three

T-Energy canisters under the ice on the

right and Audio Log #7 straight ahead.

Retunr to the Rig and move around to
the north.

NEWclPTIctNAL
MISiSIc'N
CLEAFI FFIOZEN T'UMP
JACKsi FOFI CFIEIfITSi
One of the Pump Jacks in Bailey's

Cnossing has frozen oven and must
be cleaned and r.e-primed to get them
nunning again.
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Be aware 0f the three Goonroes along with more Bolsepia that
attack as you clear off the pump jack. 0nce the area is clear,

hop out of the Rig in the northeast section of the map and grapple

up to the ledge. Follow it back to find a Specialized Component
frozen in ice, Return to the Rig and move over to a narrow cave on

the south side next to where you entered the area. Follow it all the
back to another opening,

Now it is time to exit out the east side of Bailey's Crossing to reach
Bishop's Wake. You may recognize the start of this map f rom when
Hutchings gave Jim a ride to base. Follow the path until ice blocks
y0ur pr0gress. Tear it down with the DrillArm, repeating this at
two more ice walls along the way. Be ready as Dongos attack
immediately after the third one. There is no time to react as three
of them bounce off the Rig.

There are three m0re Goonroes here, which if you are working
on Dr, Kovac's third quest, is just enough to complete it. These
are the best kind of Goonroes as they attack one at a time. Take

down each by dodging their attacks and firing at their mouths.
Before you return to the Rig, search the far side for two T-Energy
Canisters. Considering making the long trek back to Coronis base

again. You can do some shopping and turn in Dr. Kovac's quest.

The fourth quest is not available for a long time, though.

Walk out to the

middle of the plain

and watch them

as they roll around

the perimeter.

When one moves

your way, block

their attack. This

dazes it for a

moment. Look

down and pick it

up with the Claw

Arm. Then, use

either the claw or

drill to kill it. An

icon representing

the Block Button

flashes on screen when one attacks, in case you have lost track of
them. Stay on the move as you look around for a charging Dongo
and eliminate all f ive of the foes.

ACT 1



After clearing

the area of Akrid,

move over to

the center of the

eastern edge.

Hop out and grab

the Specialized

Component and

T-Energy Canister,

which are buried

underneath the thin

ice. Travel south

from there until you

encounter more ice

in the corner. Grab

the Specialized

Component from

underneath it. Continue southwest from there until you run into

an opening, where you can rappel off. Hop down to the lower

section and move as far as you can to the west, where yet another

Specialized Component lies.

Board the Rig and exit the area out the north side to find Shackleton's Peak, while another video to Grace plays. Start your climb up the

side of the mountain until you reach a horizontal pipe on the left. Exit your Rig, run under the pipe, and grab the Specialized Gomponent

from the snow on the right. Continue up the path around the switchback to find the heavy cargo tram system.

DOCK RIG WITH TRAMI SYSTETVI

. GETTING KNOGKT{) OUT

Your Rig's health is shown as a bar across the middle of your

HUD when you take damage. After taking enough hits, the meter

turns orange and then red-indicating that you are low on health.

After a little more damage, the Rig is knocked out and you are

thrown out. You must now survive on the ground for about 30

seconds, at which time the Utility Rig comes back online and you

can hop back in.

Before accessing the tram system, hop out
near the broken down tower and run over

to it. Go up the stairs and search the steps

on the right to find another Specialized

Component. Move back a little until you

can grapple up to the upper platform on

the tower, Move around the walkway to find

Text Log #5, a message from Johansen.

Return to your Rig and move north to the

big gate. Use your Claw Arm to grab the handle and rotate it clockwise to gain access to the tram system. The Rig automatically moves

rnto place and Jim hops out.



ACTIVATE TRAM SYSTFtV]

The tram system must be reset at the
peak's summit and each substation must
be manually restored along the way.

Move around to the right and search next

to the docked Rig to find a Speciatized
Component buried in ice. Turn around and

climb the staircase to find the first statlon.

Step inside and use the console to dock
the Rig.

RESTO RE STATTil N2Nm
Five more stations must be restored before you can get your
Rig t0 the top of the summit. Exit the control room out the open
door and enter the cave 0n the Ieft. Follow the narrow path all the
way back to a big cavern, and a Goonroe who is not pleased with
your arrival.
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REPAIR TH E G EN ERATOR

The generator that powers the second station is located at the opposite end of.the area, indicated by the objective marker, and it
appears to be broken. Evade the Goonroe's attacks and return gunfire at its mouth. A second Goonroe attacks, so dispose of it in
the same manner. Move over to the generator and use the Repair Tool to restore power t0

the station.

Turn around, head over to the l-beams on the ground and grapple up to the ledge above.

Search behind the crane on the right for Text Log #7, another message from Johansen.

Refill your weapons at the ammo footlocker and use the Grappling Hook to reach a

walkway above. Follow the steps into the second station and use the console 10 restore

it-two down.

RESTORE 3RD STATION

'{ :i ri

Exit the control room by grappling over to the busted catwalk on the right. Move along the

path until it collapses. When the icon appears on screen, rapidly tap the corresponding

button until the ring fills. At that point Jim uses the Grappling Hook to pull himself back

up. With no better option, continue along the narrow path.

Look up to the cliff ahead to find a grapple point. Travel over to the ledge and switchback

up to the right. Follow ihe narrow trail along the side of the cliff uniil you are able to
grapple up to a higher ledge. Grab the ammo crate buried in the snow before heading up

to another tier. Head up the incline and look left for a Sepia and Bolsepia.

There are two Genessa producing these Akrid, so it is easy to get overwhelmed.
The Assault Rifle is a good choice for this fight as you can knock back a group with a
sweep of the weapon. Move up the slope until you can see one of the spawners on the far
wall. Toss a Frag Grenade and fire at it to take it down. Continue up the hill until you can
get an angle on the left Genessa and eliminate it in the same manner. Retreat downhill if
you get into trouble.
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Both Genessas were blocking paths,

with the far one leading t0 your objective

destination. Before moving in that direction
though, cautiously walk through the

opening that hid behind the left Akrid
spawner. Another Genessa resides on a

cliff to the left, s0 take it down as quickly

as you can while keeping the Sepia at bay.

Watch out for the mortars coming from a

Bolsepia on a shelf ahead. Climb up to its
location and take it out before picking up

three T-Energy Canislers. Look down to
the back of this small cave to spot Akrid
Eggs surrounding two more T.Energy
Canisters. Destroy the eggs, hop down,

and grab the items. Be careful of more

eggs as you exit the cave.

Now you can proceed through the other
opening. There are several Sepia in the

next room, surrounded by Akrid Eggs.

Pull out your pistol and clear out the lower
eggs. Then take out the Sepia as you move
toward the exit. The next cavern has two
more Genessas-one at the far end and

another on the left. Peek out just enough so

that you can spot the distant one and take it
down as you dodge incoming mortars and

Sepia. Fight out until you can get an angle
on the left one. Destroy it and clear out
any remaining Sepia and Bolsepia.

Grab the ammo crate before heading for
the exit at the other end of the area.

Use your pistol to clear out Akrid Eggs that populate the narrow connector as you move
into another cavern. Here you meet up with the Goonroe that you spotted a short time
earlier. Be careful as you fight this Akrid as there are eggs lined on both sides of the room.
work on taking these 0ut as you dodge the big guy's leaps and then focus on killing him.
Sidle out the narrow slit to the southwest to find your objective. Refill your weapons at the
ammo footlocker on the right before using the console inside the control room to bring
the third station online.

RESTORE 4TH STATION
Exit to the right and sidle along the narrow
ledge as another Goonroe shows up just

above. At the landing, use the Grappling

Hook to reach ihe clilf high above.

Another narrow edge requires more sidling
as the Goonroe attempts t0 reach Jim from
above. At another landing, grapple up three
more levels and then follow the path to
the northwest.

Up the slope and around a right turn,
you run into another Genessa who

spews 0ut a new Akrid type, the Enbee.

Destroy the Akrid's home from a safe

distance, then kill the two emerging
Enbees. The next cavern holds three
Genessa that each produce Enbees. Do not

enter yet! Take cover at the entrance and

destroy the Akrid spawner located at the

far end to decrease the enemy's numbers.



ENETEE
These agile, flying Aknid

spit venom at thein tangets

and sting when they get in
close- Be caneful when low on

health, as they will canny off

thein opponents. These pesky

enemies can become a big

nuisance, so concentrate on

destroying thein Genessa wheneven you can

:.:. GRAPPLING WITH AiI EiIBEE
When grappling an Enbee, the process of killing it with the Hunting

Knife is different than previous Akrid. Rapidly pressing the Cover

Button t0 knock it back and lining up the reticule to attack are the

same, but thsn y0u must press the lett stick left or right when the

on-screen prompt p0ps up 0n screen. This can be after failing to stab

it or if you take t00 long to line up y0ur attack. After several successful

s1abs, it dangles Jim by his foot. Dodge its attempts t0 siing, wlth the

same given c0mmands. By lining up the reticule and pressing the Fire

Button atthis point, Jim kicks atthe Akrid. Afew successful kicks gets

the job done.

Kill off any Enbees

who have migrated

to the cavern's

entrance. Peek out
just enough to spot

the Genessa on

the right side and

destroy it with a
well-placed Frag Grenade. Fight off more of the flying Akrid as you

move further out. The third Akrid spawner hangs out on the left,

so destroy it as you avoid the Enbee venom. There are low rock

walls that can be used as cover while destroying the Genessas,

but watch out for incoming Enbees. Clear out any remaining pests

before continuing up the hill.

Watch out when you turn to the right, as three more Enbees

emerge from the exit. Kill them before crawling through the small

connector ahead. Back outside, follow the path to the left and

grapple up to the next ledge, where you find the generator for the

4th station. Look for a broken down walkway in a corner on the

right and use the

Grappling Hook to

reach what is left of

it above. Follow it

into the station and

use the computer

to bring that

station online"
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REALIGN THE RAIL
The station is up and running, but the rail is not aligned to go up

the mountain. Exit to the right and look left to spot a grapple point
on the walkway above. Travel up to it, refill your weapons at the
ammo footlocker, and grab Text Log #8 in the corner. lt contains
another message from Johansen. Pull the lever located on the
same platform to get the rail aligned correctly.

RESTORE 5TH STATION
Follow the walkway south until you can grapple up to a ledge on

ihe left. Follow the path into a narrow cave. At the next opening,

look for more Enbees flying around outside. Remain in the

cave and pick off as many possible, then move outside untilthe
Genessa on the left comes into view. Destroy it and any remaining
Akrid, before grappling up to the opening where the Akrid emerge.

BED X

Atter pulling the lever and following the short walkway, look to the
right for a red X 0n some kind 0f attachment. This indicates that you

lack the proper tool to use it. Plan a return trip for the near future.

Cut through the next

cavern as you switch

back to the left, Follow

the path back to the

outdoors, where Sepia

and Bolsepia are there

to greet you. Clear

the way around to the

left where a group of

the Akrid, including

Bolsepia who fire
mortars from a cliff

ahead, are waiting. Stay

in the relative safety of
the short tunnel as you

eliminate the Akrid on

the ground.

Look for the Genessa

producing these

enemies on the upper

cliff, tucked in a

cave. Once you have

eliminated the foes

on the ground level,

move up to the cover

on the left. Take out
the Bolsepias visible
from there and then

toss a few grenades

as far back as possible

to take out the Akrid

spawner. Be prepared

to grapple up and finish it off with the Shotgun.

Once you have cleared out the entire threat, hop back down and

search the lower level for a Specialized Component and Texl
Log #6, another message from Johansen. Climb up to the ledge
and move through the cave, keeping an eye out for a few Sepia
stragglers. Push ahead to enter Shackleton's peak Summit.

,
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Run up the

mountain as you

swrtchback to the

left. Run past the

generator to the

west side of this

area to find Text

Log #10, a message

from Watsmoore.

Turn to the right

and use the

Grappling Hook to

reach the walkway

above. Follow it all

the way around to

find the fifth station.

Before going inside,

use the Munitions

Locker to reload and switch your weapons. Step into the station

and use the console to restore it.

] IruAfiCF$SIgIH PATffi

Lnok {or a rappel pnint on the right side of the snowy path. There is no

use in going that way nour, as you need another upgrade befcre you

can clear a gap further ahead.

LOCATE LAST STATION
Exit to the left and

follow the steps

all the way up to

another console.

Press the button to

reboot the system

and gain access

to the 1op of the

mountain. The

Communications Relay

just messed with it.
is just ahead and it appears a saboteur has

REPAIR TH E RELAY TOWER
Run over to the Relay Tower and use the Repair Tool to patch it up. A trip toward the

Relay Station is interrupted by a Vorgg, a giant beast with spikes on its back.

RESi0niE TltF Col,rt:*Eley, :,,81 ,3@







ACTIVATE TH E COM.DISH CALL TH E RIG
Enter the Relay Station and move all the way t0 the front t0
find Text Log #9 on the desk in the corner, another message

from Johansen. Turn around and use the computer as it
malfunctions again.

RESET THE JUNCTION BOX
Exit the station through the other door and follow the path to the

left to find the Junction Box. Step up to it and use the switch to
restore power to the Com-Dish.

Re-enter the Relay Station and use the other computer to
restore the tram system and call your Utility Rig. After a short
conversation with Coronis, the Rig arrives.

RETRIEVE TH E RIG
Run over to the Rig, but before hopping in, go to the right to
collect the Specialized Componenl buried in ice. Climb into the

Utility Rig to finish the mission.

:=-===
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Dish lt Out

Reset the Junction Box during the Restore the
Com-Relay Mission t0 restore power t0 the Com-Dish.

I1{;tiiF,H,ffi,=€i:1=. 4LIG N TH E RELAY T0WER
Head over to the Relay Tower where you will be able to use the
Claw Arm to align the Com-Dish, This re-establishes the link
between it and Coronis.
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ALIG N TH E RELAV TOWER
Walk over to the Relay Tower and use y0ur Rig's Claw Arm on the valve. Rotate it
by turning the left stick in a clockwise motion until the equipment locks in place.

Braddock calls to let you know that Dr. Roman has not been heard from in some time.
He wants you to check in on her on your way back.

FIN D AN D TALK TO ROMAN
Dock the Rig back at the tram system,

by using the Claw Arm to open the gate.

Collect any lingering goodies from the

summit before stepping inside as you are

automatically taken to the bottom of the

mountain. Follow the walkway ahead and

cut through the fjrst tram station on the

left. Descend the steps and board your Rig.

Move down the hill, following the nav-markers to the left and then right. Turn left when you reach a small opening and exit your Rig.
Walk into this new area to meet Dr. Roman. Having been in exile for so long, she is surprised that someone has come looking for her.
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FIN D TH E AKRID EGGS

NEW CIPTICIIVAL MISsiIclN
USE DNA-TAGGEFI ON AKFIIE
When you tag lhe Akrid Eggs using the Pistol's specialty

ammo, information on this enemy is added to the Bestiany

found in the Collectibles tab of youn Job Log. There are 1 6

mone species of Aknid thal can be lagged and added to this

collection. Fon mone information on tagging them all, check out

the 0plional Mission section of this guide.

Dr. Roman wants you t0 use the DNA-Tagger specialty amm0 in

your pistol to tag the vari0us species of Akrid 0n E.D.N. lll. For this

missi0n though, she just wants an Akrid Egg tagged. She hands

you the Zip-line Attachment for your Grappling Hook, which allows
you to reach y0ur next 0bjective. Hop in your Rig, turn around,

and walk down the m0untain to the pipe 0n the right. Sepia and

Bolsepia attack as you arrive. Use your DrillArm to killthem
instantly, but leave at least 0ne of each alive. This is a g00d time t0
get a start on the DNA Tagging 0ptional Mission.

Hop out, switch to your Pistol and then hold the Reload Button to switch to the specialty ammunition. Fire once at one of the enemies to

start the tagging. Then, you just need to keep your reticule on that foe untll the ring has filled up around the DNA icon above its head.

A message pops up letting you know that you were successful. This is easier said than done for some Akrid. Getting the Sepia and

Bolsepia tagged gives you a good start in this 0ptional Mission.

TEST THE DNA TAGGER EfrWsr* 
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As you look at the pipe, grapple up to the platform on the right. Look up to the zip wire
that runs overhead and fire the grappling hook at it. You are propelled to the other side ol
the gap, just outside of a cave full of the Akrid Eggs.

TAG AKRID EGGS

NEW PLAYEFI
UFGiFIAtrtE
ZIP.LINE ATTACHMENT
The ZipJine Attachment fon your

Grappling Hook allows you to be

propelled acnoss metal zip wir.es.

This gives you access io'new locations.

Several Bolsepia and Sepia block the cave's

entrance, so pull out the Assault Rifle and

mow them all down. Now you have access

to the eggs. Switch to your Pistol with the

specialty ammunition selected and f ire

at one of the Akrid Eggs. The ring fills up

quickly as you successfully tag the egg.

RETURN TO DR, ROIMAN

Zip back across the gap and hop into your Rig. Go back up the path and return to Dr. Roman. Talk to her to complete the mission.
Stick around to have a candid conversation with the doctor if you wish.
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Braddock wants you to check out a nearby T-Energy deposit, but you first neeclto get a Winch installed on your Utility Rig. Go down

the mountain and cut through Bishop's Wake While y0u are there, you can tag a Dongo for the DNA-Tagging 0ptional Mission,
though you may want to whittle down the numbers a bit before

exiting your Rig.

Bolsepia populate Bailey's Crossing, so use the Rig's arms to
eliminate them from the area, With ihe area clear of Akrid, hop out

in the northeast corner and grapple up to the ledge, Follow it all the

way to the dead end, killing the Sepia and Bolsepla who get in the

lvay. The Servo-Conlroller Component that Gale needs to install

a Winch on y0ur Rig is in plain vievr. Grab it and return to your

Utility Rig.

UPGRADE TIME qwtu gg %*ses*r&



BUY WINCH AT GALE'S
Cut through Coronis and enter the Hangar Main Deck, where another psych evaluation video plays. Hop out, head down to the Basement
Level, and talk to Gale at his workshop. Purchase the Winch from his shop for zero Specialized Components. Besides the Winch,
Gale also installs a T-ENG Detector.

WINCH
This Winch & cable upgnade to youl' r'ig's Claw Arm fines

a zip wine that can damage on gnab Akrid. This is a gneat

way to grab smallen enemies from a distance. lt also allows
you to access previously inaccessible aneas, Look fon the
Winch Button icon that indicates you can use this upgrade

lo reach that location. Fine the cable and once it attached

to the other side, Jim uses his Zip-line attachment to reach

the other side.

NEW PLAYEFI UPGiFIADE
T.ENG trlETECTclFI
This upgrade gives off a beeping sound when Jim neans a Thenmal Enengy pocket. The rate of the beeping sound incr-eases the
closen Jim is to the sounce. This is helpful in the Use the T-ENG Detecton Optional Mission.

RETU RN TO TH E UTII-ITY RIG
Complete any other sh0pping that you wish t0 do before returning to the elevator. Go up to the Main Hangar Deck and return to your
Utility Rig.

NEW G'PTIG'NAL MISEiIclN
U=iE THE T.ENG trIETEGTOFI
Use the T-ENG Detector to find thenmal pockets, whene T-Posts can be deployed. This is a big neason you ane hene-to collect
T{nengy fon NEVEC and it pays well. Take time to get these planted, so that you can hanvest the enengy as soon as the posts
ane full. Refen to the Optional Missions section for. thermal pocket locations.
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LOCATE TH E T-EN ERGY POCKET
Rig Fast Travel is now available, but first take a minute to test
the Winch. Exit to Coronis. 0nce outside, go left and down the

slope. Look to the left for an icon showing the Winch Button on

the side of the mountain. lf you just see an icon with diagonal

lines, this means that you can use the Winch, but you are not

in good position yet. 0nce y0u see the correct icon, press the

Winch Button to fire a cable. Press the Exit Rig Button to use your

Zip-line attachment. This sends Jim over to a ledge. Look to the

west for three T-Energy Ganislers buried in !ce. Look straight up

and grapple to a

small cave. lnside

are a Specialized

Component in

ice, and another

T-Energy Canisler.

Return to the Utility

Rig and move into

Bailey's Crossing.

.- UTI1ITY RIG FAST TRAVEL
You now have the ability to travel quickly to any location you have

already visited. Any time you are exiting an area, Press the Job Log

Button to bring up the World Map. From there you can select where
you wish t0 90, At this p0int you are heading to Marshall's Gorge,

s0 y0u \rJant to travel to Bailey's Crossing, since it is the closest you

have been to it.

As you enter

Bailey's Crossing,

a storm makes

things more

diff icult to see.

You can plant

the North Plains

Crossing T-Post

in this area if you

follow the narrow cave located just east of the area's southern
entrance. lt is a tough fight against several Goonroes to get the
job done. While you fight them, DNA-tag one to make progress

in that 0ptional Mission too. Kill two of the Akrid before doing so

though, so it is easier to focus the DNA-Tagger on the agile beast.

Deploying this T-Post can wait until later if you wish to do it in
clearer weather.

Now that you have the Winch, the Sepia Cave T-Post in Bishop's

Wake is also available. As you move through the cave, look for a

Winch point on the west side. Use the claw and zip wire to reach a

plateau, where a steady beeping sound indicates a thermal pocket

nearby. Sepia and Bolsepia populate the area, so take them down

until it is safe. Deploy the Sepia Oave T-Post, return to the Rig,

and head into Shackleton's Peak. Step up to the pipe on the left

side of the path, hop out of the Rig, and use the Grappling Hook

to reach the platform on the right. Slide across the zip wire and

step up to the cave. Following the beeping that signifies a nearby

thermal pocket. Use your grenades to destroy the Genessa on the

back wall. Step inside and look on the left side of the path for a

Specialized Component. Be aware of the Akrid Eggs as you move

to the back of the cave. Press and hold the Use Button to deploy

the Egg Cave T-Post.

Hop back into your Rig and backtrack to Bailey's Crossing.

Follow the nav-markers north to Marshall's Gorge. Before using
the Winch t0 access the new area, hop out of the rig along the

southeast edge.

Rappel down to a

lower platform and

search to the left to
find Text Log #17,

a message from

another contractor.

Get back into your

rig and look for the

Winch icon to the

southeast. Back

up if necessary so

that you see the

Winch Button icon

and slide over to

the ledge with your

Zipline attachment.
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Followthe path backto a deep hole. Rappeldown, crawlthrough a smallcave, and rappeleven lower. Jim ends up in a dark cavern
surrounded by Sepia. There are six Genessa surrounding you that are producing a continuous supply of Akrid-Sepia and Bolsepia.
Fight your way forward and then go left or right to find one of the Akrid spawners. Destroy it with a Frag Grenade, move to the other side,
and take another oui.

i:i TAOGII{G A GEI{ESSA
Use your Pistol's specialty ammunition t0 tag 0ne of the Genessa here. There are plenty 0f 0pp0rtunities t0 get this throughout the game, but this
is as good a time as any.

Grapple up to the higher ledges and take out three more enemies while you circle around the perimeter. There are two ammo
crates up there, one of which has a T-Energy Ganister next to it. Drop down and grapple up t0 the platform located in between the

two Genessa that you took out first. Kill the Bolsepia who get in
your way and then eliminate the last Genessa. This reveals the
path ahead.

Refill your weapons at the ammo footlocker up on the left and

continue forward. Move along the right path untilyou see the

objective marker. There are also three ammo crates surround this
point. Do not grab them yet. Start to plant the T-ENG Post as a

Vorgg attacks.

DEFEAT THE CAT-L AKRID

tlr::
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Defeating this crab Akrid is accomplished
just as before-dodge its charge and claw
attacks and shoot its back and elbows.

This is your first opportunity to tag a

Vorgg, so go ahead and use the Pistol's

specialty ammu,nition to do so. Use up

your Frag Grenades before picking up an

amm0 crate as these give you the chance

to shoot its spikey back while it is down.
Keep attacking its weak spots while dodging his moves until he collapses in defeat.

PLANT TH E TH ERMAL POST

Now you can move over to the objective marker and plant the

Thermal Post. The post ends up exploding and in its destruction,
a mysterious struclure is revealed.
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GATHER INTELLIGENCE
t:,, :rMove along the equipment on the left side as y0u approach the

building. Pick up the Specialized Component near the entrance

before proceeding through the opening.

What...
Completing the Find the Thermal Pocket Mission and

finding the mysterious structure triggers this award.

Follow the corridor to a t-intersection, where it appears you are not alone in this structure. Around the corner on the right is a T-Energy

Canister under the ice. Turn left and look just inside the next ro0m to find another T-Energy Ganisler in the left corner.

Continue around to the left where two more T-Energy Ganislers are among some crates on the right. Step onto the platform on the left

and press the button t0 activate the elevator. A distress call becomes audible as you reach the upper floor. lt appears this is a research

station that was infested. The energy that runs the place attracts Akrid to the location and the main generator must be powered down.

;irn n'[:,wnv-,0u+r.ffir..,u*



t

POWER DOWN THE GENERATORS

TAFIKAA
These Aknid nemain indoors,
where they are attnacted to
T-Enengy. They leap at their
targel as they attack with their'
tail and dual-sided mouth.
With its spnead, the Shotgun is

ideal, as it makes hibting the quick-jumping

foes, much easien ,F,€€g.g

The control ro0m is located just ahead, but debris blocks the way, so you must walk around the outside of the room to get there.

Move back past the elevator, where a lone Tarkaa appears. This is as g00d a time as any to get DNA information from it. 0nce you have it

tagged, take it out with your Shotgun. Work your way around the room, taking out more 0f these creatures along the way.

=} 
FIGHTII{O THE TARKAA

Tarkaa can be real pests if you do not get the timing down on when

t0 shoot, especially when you face multiple enemies at one time.

Dodge their leap attack and then line up your Shotgun as they pause

to get their bearings. lt is possible t0 take them out during their leap,

but it is riskier, since a miss leaves you vulnerable to their attack.

Move through the control room and follow the next corridor to a

partially open security door. Despite the noises that can be heard

from the other side, press the Use Button to f0rce them open.

A Tarkaa immediately attacks. Fight it off with the Cover Button

and then line up the reticule, using the Fire Button to stab it with

the Hunting Knife. Just like with the other Akrid, three successful

stabs and the enemy drops dead.

At the end of the next hall, you reach another t-intersection.

lgnore the nav-markers for now and enterthe r00m on the right,

which contains two T-Energy Ganisters and an ammo crate.

Head back the oiher way to the main generator. Step inside the

room and use the console to ride the elevator to the ground floor.

Look to the right for a few more T-Energy Ganistets.
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At the opening, move up the ramp and follow the path around a few right turns until you

find the control room. Pick up the ammo crate next to the corpses and then step up t0 the

objective marker. Use the console to power down the generator. This releases a slew of
Tarkaa into the previous room.

EXIT PAST DOORS

Return down the ramp back into the generator room and a group of Tarkaa. Move to the right and fight off the enemies with your
Shotgun. Be ready to dodge their leap attack as you blast them to little pieces. Look through the hexagonal door on the right to locate

the T-Energy on the iloor. A Tarkaa stares back as it hangs out on the window. Use the security lever on the left side t0 open the door.

Blow away the little crilter, then grab the ammo crate and two T-Energy Canisters inside.

Continue around the generator until you reach another securiiy
door. Throw the lever to open it up and run up the incline.
Four Tarkaas attack individually through the next corridor.
0nce you have taken them all out, look behind the long crate on

the right for two T-Energy Ganisters frozen in ice. Follow the

hallway left to reach the exit of Marshall's Gorge. Crouch under the
partially-closed door to enter a big garage, where Jim's attempt t0
contact Coronis fails again.

OPERATE CONSOLE

#Fffi
i$"'q
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Turn right and search behind the railing for two more T-Energy
Canisters. You move within Umbilical range of the Utility Rig near
the console to the north, meaning the exit must be close. Use the

console to find out that the garage is in lock-down. Head over to
the other objective marker to the west and use that computer to
open a nearby door.

.'''



ENTER THE NEW DOORWAY
Grab the nearby T-Energy Canister,

move out to the big room and search to the

right to uncover a Specialized Component

in the snow. You must find an override to

the lock-down, so enter the new doorway

to the northwest. Follow the corridor all the

way back to find an amm0 crate and the

entrance to a second mysterious structure.

EXPLORE SECOND STRUCTURE
Follow the hallway around to the left and

look for an Audio Log #17 near t0 a corpse

at the next corner. lt is a report from
previous inhabitanis of this structure about
Akrid attacks. As the message plays, a new

enemy appears through the open doorway.

Once you aim at it though, it takes off.

Search inside the next room for Text Log

#12, a message from a crewman during

the lock-down.
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l\4ove around to the right until three

Tarkaas aitack-one at a time. Take down

each enemy, then search behind the pile of
crates cn the i'ight for a T-tnerqy Canisler
and Texl Log #11, another rnessage during
the siructure's lock-dourn. Continue into

another ccrridor, around to the left, and

over a pile of debris untii ycu enco.unier-

a Wardeye firing from behind cover

ahead. 0nce you aim at it though, it f iees

once again.

\^'^Atr!EIE}fE TFErvlAI-EI
The fennaie \^Jardeye remerns

behind cover' as it fires aL its

tar-get. This rs meanl lo diveit
attenlion from the rnales ',,r;ho

altempt to flank tlrein pney as

t"ey .ncve in fo- Lhe kill. l{ yor

o, ily race a femaie. then iirinq

from _,,,6xp own cover is the

best option, but the males do

rrci aiioiru you io nemain slill.
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Enter the storage

room on the left

and collect the

four T-Energy

Ganisters. Be

careful as you pick

up the one on its

own as a Tarkaa

shows up. Back in

the previous room,

go left to find the

female Wardeye,

which kept fleeing,

along with a
second female.

Take cover at the

crates and pick off

the females who fires from behind cover 0n the other side of the

room. They move between the different pieces of cover, but they

will not get any closer.

...:i DI{A.TAGGIITG THE WARIIEYE
There are plenty 0f 0pp0rtunities t0 tag lhe Wardeye in the Power

Plant, though it is besi done when there is only 0ne Bresent.

When you are alone with lhe female here, tag it{rom behind cover.

Later, you can take down all of the Wardeyes in a rocm except {or one

male. You must move away from him as you keep the reticule on hirn.

Exit the room, turn left, and duck under the big pile of debris.

The floor collapses in the next room, sending you down a level.

Carefully, cross the l-beam on the right until it breaks off and then
grapple up to a small piece of floor that is left in the corner ahead.

Enter the nearby doorway and move back to a pile of crates that
block the next door.

Duck into the hole

in the left wall

and follow the

path all the way

through to another

room-ignore the

Tarkaa that squirms

around the pipes.

Approach the opening on the left and grapple up to another partial

floor. Sidle to the left along the narrow path and use the Grappling

Hook again to reach a doorway on the left.

lgnore the up ramp

for now and enter

the right opening.

Search on top of

the crates that

block the path

for a Specialized

Component. Head

up the ramp and

follow it over

debris. Stop just

before entering

the break room

ahead and take

out the Tarkaa

that emerges

from the window.
There are a few more Tarkaas and three femal6 Wardeyes inside

the room. Step inside and take cover behind the overturned table

on the right. lmmediately toss a Frag Grenade left of the pillar to
iake out the first Tarkaa and one of the Wardeyes. Pull out the

Assault Rifle or Hunting Rifle and start picking off the {emale

Akrid while keeping an eye out for incoming Tarkaa. lf one of them

reaches your location, quickly pull back and kill it, so that you can

return to cover without taking too much damage. 0nce the room is

clear, grab another Specialized Component from the table in the

opposite corner.

0nce the duo has been taken care of, move over to the female's

location and approach the broken console on the left. Use the

Rtipair Tool on it to open the nearby door and follow the long

hallway into another control room. Walk up the steps on the

right and press

the button on the

central console to

open a door on the

left. Four Tarkaas

enter the room,

so backpedal to the

lett as you take out

each one.
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Ammo crates are available as you exit the r00m. so y0u can

replenish the ammo that was used up in the fight. Follow the path

around to the right until y0u hit a dead end. Kill the Tarkaa that

appears from above and then grapple up to the floor above.

tep over to the computer on the right and use it to open the nearby

door. A few Tarkaas attack as you wait on the door, so be ready

with the Shotgun.

Don't lose focus. A few more Tarkaas attack beyond the next door.

The door opens to a walkway above where you entered the facility.

Tarkaa Eggs are all around. lf you get close, they produce Tarkaas,

so pull out the

Pistol and shoot

as many Eggs as

you can. Look

over the railing to

find more that are

within range.

Cautiously walk

along the walkway

to the left, taking

out Tarkaa Eggs

and Tarkaa along

the way. When it is
safe to do so, step

up to the turret on

the floor and use

the Repair Tool to
get it working again. Take another m0ment to destroy any eggs
that are in range.

, REPATffi 5$IS TU*RET$
li is lvell rnrcrlh your time to repair Turrets. They will assist you in

fights against the Akrid.

Reload your weapons and grab the ammo crales in the corner
ahead. Return to the Turret and use the lever 0n the wall tp restore

the power. This attracts a big group of Tarkaas and Wardeyes,

so get ready. The

Turret takes down

its share of them,

but some do get

through. The door

opens up behind

you, so clear out

any remaining foes

and move on in as

the door closes.

Duck under the crates as you continue to explore the structure.
Evidence of people fighting off intruders can be seen all around.

At the next corner, crawl under more debris as the path turns to
the left. A narrow path t0 the right requires sidling through to the

main control room. Before you follow the objective marker to
the c0mputer, look just to the right for a Prototype Pulse Rifle.

Press the Use Button to swap your current weapon with the new

one. You have a short while to switch back to the discarded gun,

but it will eventually disappear.

'): : , t:,"

PULSE FIIFLE
This weapon is a NEVEC

standard issue tactical rifle

lhat fines in quick bunsts.

It has good accunacy when

aiming down the sights.

.:]Ji;,,t9$,,4 i:#;t10ti



RETU RN TO RIG

Use the console to disable the garage lock-down. Now you can

return t0 your Utility Rig. A distress video plays 0n the m0nitor as

you leave shcwing proof that there were other people here before.

The supplies bare NEVEC's name across them proving that there

has been a cover-up.

FIND THE LOCAL
HARD DRIVE
Step up to the objective marker and use the computer to download
the video. The data is corrupt, but there is a backup copy at the

Distribution Center.



SIJRVIVF THE ATTACK

Tarkaas and female Wardeyes attack immediately. Eliminate the Tarkaas who attack first.
Dodge their leaps and kill them with the Shotgun. Move up t0 the top level and duck

behind the crates 0n the left. Use this position to fire at the Wardeyes who hide behind

their own cover ahead and to the right.

GET BACI{ TC TI-IE GARAGI
0nce the room is clear, squeeze back

through the narrow opening from where
you first entered the room. Backtrack all

the way until you encounter a console

on the right side of the corridor. Use it

to open the door out to the walkway.

Step onto the bridge and watch out for
a dead Goonroe. lt falls onto the bridge,

causing it to collapse down a f loor.

Turn around and move off the bridge. After three Tarkaas emerge from a nearby window,
take them out and continue to destroy Tarkaa Eggs.

Two female Wardeyes fire from behind cover on the right. Take cover behind the nearby

equipment and pick them off when they stand up. Move between the debris littering the

floor and move over to the corner. Pick up the T-Energy Canisler from the floor and take

down the slew of attacking Tarkaas.

,FliN-,D', ilATAl*t'fUF .66-,1O3j;i,.@



Watch out as more

Wardeyes fire from

the right as you

pass the pile of

crates. They are

quick, but don't

let any of them

get behind you.

Keep an eye on

the upper ledges as they also fire from above. When the shooting
stops, look up into the corner for a grapple point. Use it to reach

a small section of the upper floor. Step through the opening in the

wall to find two T-Energy Canisters next t0 the pipes.

Move between the

pipes on the left,

where a Tarkaa

latches on from

behind. Kill it with

the Hunting Knife,

before continuing

to follow the path

between the pipes

to the back of the r00m. Search the floor for Audio Log #14,
a message from a crewman who responded to a distress call from
the Power Plant and found Akrid all over.

Exit the room and hop back down to the second floor.
Move straight ahead toward the bridge, eliminating any visible
Tarkaa Eggs.

Grapple up to

the ledge on the

left and kill any

hatched Tarkaa

before destroying

any eggs.

From the bridge,

move toward the

wall on the left to

find Audio Log #5,

a message from

Diaz herself

about finding this

buried base.

Drop back down

and continue

around the

perimeter of the

room, killing

the Tarkaas and

Wardeye who

attack. When you

reach the gap in the

railing, rappel down

to the first floor,

staying alert as more Tarkaas emerge. Use the security lever next

to the door on the righi, follow the corridor, and exit the plant back
to Marshall's Gorge.

'gs*- 104
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TAKE RIG UP ELEVATOR

Step up to the

console ahead

and use it to open

the garage. Move

inside and grapple

up to the ledge

on the left. Look

up the wall to

find a room high

above and travel

up to it. Search

the desk against

the back wall to

f ind a Specialized

Componenl. Return

to ihe ground floor,

as the door is now

open to the outside,

where your Utility

Rig awaits. Hop

inside and take it

inside the garage.

Wait until the inside

door opens and

then move straight

until you are on the cargo elevator. lt automatically takes you up t0

the Distribution Center.

ENTER TH E

RESFT TH E POWER

Enter the open

doorway on the left

and flip the breaker

on the far wall.

Step up to the

nearby console and

press the button to

reset the power.

WEATH ER STATIO N

Step outside, exit
your Rig, and enter

the security door to

the right. lt closes

behind you so

move further into

the darkness.

DOWN LOAD TH E DATA

Exit to the hallway and enter the room on the left to find the

c0mputer. The two amm0 crates on the floor are a strong
indication of an upcoming fight. Use the computer to download

the information, just as a Cardinal Class Storm approaches.

This puts the facility into emergency lock-down.

ACTIVATE MAIN FRAM E

The computer is

dead, so you must
get it going again.

Follow the hallway

around to the left.







O PEN TH E ELEVATO R DOO RS

Exit the Weather Slation by retracing the steps you took to reach

the computer. Once outside, you find out that the garage is in lock-
down. You must find another override to get out.

OVERRIDE TH E ELEVATOR
Move past your

Rig, turn right and

search for a grapple

point ahead. Use

the Grappling Hook

to reach the ledge

and drop into the

building. Step up to

the small elevator

on the right and ride it down to the lower floor. Turn around and

walk through more carnage to the nearby door. Use the lever to
gain access to a warehouse.

Follow the winding path through the building killing Tarkaas along
the way. When you see the staircase in the cornel turn right
and enter the small room in the other corner first. Grab the four

T-Energy Canisters

and ammo crate

inside and then

ascend the steps.

More Tarkaas

appear as you

move down the

narrow corridor.

A Tarkaa falls through the ceiling after the path turns right,
providing a way up to the next floor. A few steps further though,
the floor gives way, sending you back down to the walkway below.

Enter the doorway

on the right, snag

the ammo crate,

and force open

the security door
to reach the next

room. Use the lever

on the far wall

around the corner

to proceed.

Exit out the open

door ahead and

turn to the left.

Before going down

the hall, eliminate

the Tarkaa Eggs

ahead. At the

doorway, look into the room below and destroy the eggs on the

right side. Hop down and use the computer on the far wall to
bypass the lock-down. Grapple back into the previous hallway and

backtrack until the Hiveen appears again.





RITU RN TO UTXTITY RIG
After fighting off the Hiveen, grab any ammo crates you did not use, throw the lever on the left wall, and exit the r00m. Take the open
door outside, follow the steps t0 the right, and move across the catwalk. The Hiveen makes sure that you d0 not g0 back that way.
Rapidly press the given button to avoid falling to your death.

Continue along the walkway, even after crashing down to the snowy ledge below, until you are able t0 enter the structure. Follow the
narrow path around a few turns, but be ready for the Tarkaas, who leap from all directions. When you are back outside, peek into the
r00m 0n the right before entering. Destroy the eggs before entering the room.

Continue to eliminate the eggs ahead as you move through the
winding path. Climb the right steps and follow the walkway until
a Tarkaa attacks. Use the Hunting Knife to end its life be{ore
proceeding around the next c0rner. A few more steps lead to a big
outdoor platform, where the CAT-G Akrid attacks once again.

.ffi
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V/lth the Hive"on out 0f the way step up to the gate on the iefr and use the Re;;air Toci
to fix the ocking mecnanism. Foilolv the walkwair ic a nroken ladder. Use the Granpling
Hook on the zip rn, i'e ihat runs overhead and hop into the i:tiiity Rig Befoi-e 1,su can enter
the e:eva:o- tlO,rgn i' r Hrv€€il appears agatn.





Jim ends'up in a mysterious room

recovering from his wounds. A strange

woman checks in on him, but does not

reveal where they are. Jim decides to
take things into his own hands and busts

through a fan on the wall.



FIND A WAY OUT

'= ,. l

Follow the walkway to the edge ahead and press the Use Button to

climb down to the lower platform. Walk around the structure along

the pipes. Press the Cover Button to jump across lhe gap and walk

through the automatic door to access some kind of factory.

:.::: ll0 El{VlnoltMEI{T SUIT
You are unable lo check your Job Log a1 the moment and you are

without any weapons and upgrades. You can still press Up on the

direciional pad to see your current objective.

Follow more pipes

down and under a

walkway, where a

few workers notice

they are short

energy. Drop off

to the right and

follow more pipes

to an elevator.

Ride it up to a

walkway and

then step onto

another elevator

that returns you to

the pipes. Follow

the path to the

left, switching
pipes when necessary. Climb the stairs and go through another

automatic do0r t0 return back outside.

Move over to the elevator ahead and press the Use Button to

activate it. Circle around to the right t0 reach more pipes and

follow them over io a building, where you hear the workers telling

their boss about the T-Energy shortage. Use the pipes to move

around the structure as they figure out that it was stolen. At this
point, Jim is captured by the guards and sent before the boss,

Soichi. Here you find out that the girl is his daughter, Mira, and she

believes that you can help the people of this village.



5reffi"ilhi Th€r uuKstLgg\iffi g=gFg_ m$'*

The Rig fell into a gully south of the camp. lt is up to you to go find
it and then wait to be told how y0u can repay them. From the camp
entrance. go southwest and grapple up to the platform when you

get into range.

&t5g€*s-? *e*H T* :**#g*&t
Y*": li*ir; ha','* y[i;r Eniillnnent Sr.;il" i:ut th* ,riiy v/*ai]rj,t ;,.i :rlvr
i$m beilre is ihe *:stli. lriira dnes give ylu il ii*v,; r,veapcn caiirc a

Vaikyrie Y0L; can ilcyi ilsr tha Job L*9. il:s ffieens ycu rail bok al a

nap li the area anrj ;herk ar ;roLr rbjectives.

NEW WEAPON
VALKYFIIE
The Valkynie fines thr.ee bolts
in a triangulan formation,
which explode when they strike
a tanget. lt has a zoom function

that is used by pressing in
on the right stick when aiming
dorrun the gun.
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Move up the steps

and drop of{ the

left side to find the

objective marker

at a console. Press

the button to find

out the power is

out. This brings out

a slew of Bolsepia,

but ignore them for
now. Drop down

to the ground and

then grapple up to a

walkway on the left.

Follow the steps up

to the generator.

Look directly right

to spot the Genessa producing these foes and put a few Valkyrie

shots into it to end the Akrid supply. Clear 0ut any remaining

Bolsepia that you can see and then use the Repair Tool on the

generator to get it back online.

Head back to the gr0und, and use the amm0 crate found along

the way to replenish your supply. Kill any remaining Bolsepia and

press the button to get the zip wire back in place. Use the Zip-line

attachment to reach the walkway on the other side of the water.

Follow it all the way t0 the other end, where you can rappel down

to the ground. Run to the southwest and grapple up to another
metal walkway.

Step out to the right and turn around. Look up and grapple up to
the higher catwalk. Drop off the other side and continue along

the path, using the Grappling Hook to reach the higher platforms

and drop down'to the lower ones. Eventually, you encounter a
Specialized Componeni on the last piece of walkway.

Return to the

southwest, where

you turned and

looked up to find a
grapple point. Pick

up the ammo crate

and drop off at the

end of the walkway.

REPAIR TH E RIG

A Dongo and

several Sepia enter

from the other side

of the area. Pick

off the little guys

while dodging the

Dongo's rolling

attack. 0nce they

are eliminated, take

out the Dongo with

some Valkyrie bolts.

Crawl through

the tunnel to the

west to find the

damaged Rig.

Sepia and Bolsepia

crawl all around it
with a Genessa on the left wall producing more. Destroy the Akrid
spawner first and then clear out any remaining foes. Step up to the

objective marker and use the Repair Tool on the Utility Rig.

WAIT FOR INSTRUCTIONS
A look at the Munitions Locker shows that the Valkyrie is now

available to be selected. Head back to the east where two Dongos

attack. This is an easy fight, now that you have the Winch. Fire it
at one of the foes to grab it and then choose whether y0u want
to squish the little guy or drill him to death. Do the same to its
pariner and then continue east. As you approach the camp, Mira
asks that you retrieve some medical supplies in Pickbtt's Folly.

*.&
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FIND THE MEDICINE

Head southeast

through the Killing

Fields. Use the drill

arm to tear down

the obstruction.

Do not bother
going down to the

plaiform on the

left as you proceed

southto Pickett's Folly. After cresting the small hill, the Rig is

pelted by mortars from the distant Bolsepia. They are easily taken

care of by firing the Winch at each one.

Your objective is on an island in the middle of the lava t0 the east,

but for now go southeast to find a small ramp that leads up to a

higher area. At the top of the ramp, turn right, hop out of the Rig,

and search in the far corner to find three T-Energy Canisters and

Texl Log #13, which shares the last thoughts of a B. Farragut.

Get back in the Utility Rig, follow the nav-markers back down from

where you came,

and step up to the

northeasi edge until
you see an icon

that represents the

Winch Button.

Fire the Winch and slide over to the island, using the Grappling
Hook and Zip-line attachment. Eliminate the Bolsepia as y0u move

around the rock formation to the east. Step into the man-made

tunnel on the right and kill the Sepia charging from the other

end. A short

ways in, the lava

occasionally spews

up through the

floor. Wait for
this to occur and

quickly scurry past,

Proceed to the top of the tunnel and look for the Genessa hanging

from the ceiling in the distance. Take out Sepia as they approach,

but gei in a few Valkyrie shots at the spawner when you can.

Once it is destroyed, step out onto the rock platform and eliminate

any remarnrng

foes. Search the

west end next to

the tunnel to find

Audio Log #23,

a message

from Pickett.

Grapple up to the tower and search the far eastern wall for a
Specialized Component. Move back outside and grab another

Specialized Componenl next i0 the northern railing. Look up and

use the zip wire

above to reach

another island

to the north.

Rappel down to

the ground on the

other side.
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COLLECT TH E M EDICIN E

With the giant Akrid out of the way, run northeast to ihe objective marker. Press the

Use Button to open the locker and grab the medicine.

DELIVER THE IVIEDICINE

Return to the cliff at the southern end of

the island and grapple up to the ledge.

Slide down the zip wire to find more

Sepia and Bolsepia around the tower area.

Clear a path through them back to the

Rig. Go north to return to the Camp of the

Forgotten. At the gate, hop out and deliver

the medicine to Mira.

Compleie the Retrieve the Medicine Mission by finding the medicine in Pickett's Folly and delivering it to Mira at the camp.



FOLLOW MIRA TO SOICHI
As you enter the camp t0 meet up with Mira, you overhear some

of the "Forgotten" voicing their uneasiness over an outsider in

the village. lgnore them and follow Mira through the camp.

At the north end, an alarm sounds, alerting the camp of a
security breach.

" EXPLOflIiIE THE CAMP CAI.I TVAIT USTIL LATER
Mira waits for you if you decide to explore the area, but ycu will have

plenty of time to do that later. There is a Text Log at the caf6, but you

wili be able to do mcre later on. So for now, stick ciose to your guide.

DEFEND THE FORGOTTEN / FOLTOW MIRA
Flying Akrid buzz overhead, but there is nothing you can do about
it. Follow Mira through the gate into a tunnel. She opens the door
ahead for you to reach the northern section of camp, but first
access the Munitions Locker on the right wall. 0nce prepared,

go on ahead of her, opening the door at the top of the incline to
find a Sieragz bursting into camp.

,: $UffGE$TEI} LOANCIUT FCIH I,'PCOMII{$ FIffI.IT

The Valkyrie and Shotgun is a g00d combination for the upcoming

fight. The Valkyrie's explosive nature is effective against the Sieragz

cores, while the Shotgun is good for knocking down the dive-

bombing Ermmlids.
1., !ii: i."1:j
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FIN D MIRA
The "Forgotten" are starting to change their minds about Jim. Find Mira to the southeast
and follow her to Soichi, who remains unconvinced.

EXPLCRE THE CAMIP

Mira waits outside the camp, but there is no hurry. This is a good

chance for y0u t0 meet the others, find collectibles, and peruse

their shops. From the start, g0 northeast and look for Text Log #15

on the patio. lt is from one of the villagers with thoughts about

NEVEC and their interstellar ambition.
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0nce you have explored this area, exit thr0ugh the southeasi tunnel. Use the panel on

the opposite wall from the Munitions Locker to open the door and continue to the south
camp. Turn left and enter another tunnel t0 find the Forgotten Wares weapon shop.
She sells the Pneumatic lnjector Gun, which is an effective automatic weapon-
weilworth the 8000 T-Energy that it costs. An Extra Grenade Belt slot is another nice

addition if you have the T-Energy. she also sells any specialty ammunition that you have

unlocked through Kovac's quests.

IVIEET MIRA OUTSIDE THE CAMP ,"" 127

Vrfn:ri:T:



P.I.G. TPNEUMATIC
INJECTOFI GiUNI
The Pl.G. is a makeshifb weapon

that uses compnessed gas to fine

heavy metal nivets. This automatic
weapon does not have the damage or
accuracy of the Assault Rifle, but its high

nate of fire, makes it veny effective against
most Aknid.

Exit the tunnel and continue to explore the

camp and meet the villagers. Stop by The

Forgotten Caf6 on the west side to find

Text Log #4. Just before the main gate,

to the east, search inside the cubbyhole for
two T-Energy Canislers.

Head northwest

and search inside

the small room

under the stairs

for Audio Log #18,

a message from

Mira Katsuragi.

Climb the stairs

and enter through

the doorway to

find a specialty

shop on the second

floor. lnside, an

Ethologist gives

you an 0ptional

Mission to find ten

rare Albrno Tarkaas.

He is willing t0 teach you three techniques in exchange for
finding them.

..., [18fit{} TARKIA }tUt{T
Albino Tarkaa Hunt

has been added to

the Collectibles tab

of your Job Log.

A riddle is given for

each Albino Tarkaa.

Solve each one

to figure out the

lacation of the rare species.

NEw clPTtcll\lAL MrsiEircilv
EINA TAG 1O FIAFIE ALEIING! TAFI}<AASi
The Ethologist at The Camp of the Forgotten asks you

to locate, tag, and extnact the DNA of any Albino Tarkaa

you find. A distinct sound indicates that one is neanby.

Once found, use the Pistol's DNA-Taggen Ammo to collect
the DNA. The thnee items the Ethologist is willing to teach
you ane extremely helpful, making this mission well wonth the
extna effont. The Campaign section of the guide mentions
when one is neanby, but fon a full list of all ten Albino
Tankaas, check out the Optional Missions section.

NEW PLAYEFI UPG|FIAtr'E
ALEIINO TAFIKAA ATTFIAGTOFI
This device causes any neanby Albino Tar-kaas to respond by

nubbing its hind legs togethel which makes a distinct mating
call. You have undoubtedly heand this sound alneady as you

have passed a few of these nare species. Now you can use

the DNA-Tagging ammo of the Pistol to collect their DNA.
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FIN D S FC U RTTV BAS E

Mira has 0ne m0re mission for Jim, which should fully repay his debt. There is an abandoned security installation on the other side of
Pickett's Folly. She wants y0u to find the base and 0pen the arm0ry, so that they can collect the weapons. Head south to reach Pickett's
Folly, where Enbees attack the Rig. Simply launch the Winch at them to knock each one out of the air. Leave one alive, hop out of your
Rig, and use y0ur Pistolto collect its DNA. Nowyou can finish off the swarm.

The entrance to the Security lnstallation is at the other end of ihe area, but first collect the DNA from Albino Tarkaa #8 by returning to
the islands in the lava. Just as before, use the Winch to reach the island and fight up to the tower, and listen for the sound of the Albino
Tarkaa. Slide across the zip wire to the northern island and turn around. Look for the rare Akrid on top of the tower. Fire a shot with the
Pistol's specialty ammo at the critter. Just as you have done when collecting other DNA, keep the reticule on it to complete the task.

ACCESS BASE ARMORY ***. 129 s@
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DO N(lT SSARE IT gFF

When coilecling an Albino Tarkaa's DNA.

switch to the Pis.tol's specialty ammunition.

lf you shoot at one with reqular ammo, it will

scurry off. Then you must leave the area and

return to that spot to get the DNA.

Return to the Rig and head southeast to
reach the ramp. Follow the path to the

right and then left until you get to a dead

end. This is where you enter the Security
lnstallation. Use the claw to grab the valve

and turn it clockwise to open the door.

Hop out of the rig and enter it.

o'
First Tag

This is awarded for DNA Tagging the first Albino Tarkaa.

LOCATE TH E ARMORY

WAFIDEYE TMALEI
The male hunts down targets by

stealthily flanking the prey as he

moves in with melee atbacks.

Move out of cover when these
guys appnoach and take them
down with the Shotgun or.

Assault Rifle. lf it grapples

from behind, rapidly press

the Cover Button to break
free of its gnasp.

TAGCIHG THE MALE WABDEYE
This is a good opportunity to DNA-Tag the Male Wardeye. Y0u must

stay on the rnove as you keep the reticule trained on one. ll you can

reduce the numbers to just one male, this task becomes much easier.

Move between the crates t0 reach an elevator on the right.

Press the button to ride it down into the security base. Follow the

corridor all the way down until you find three turrets. A door on

the right automatically opens, s0 step inside to the facility break

r00m, where a male Wardeye trips you up. This is the start of a

long fight with male and female Wardeyes.

It starts out with a few male Wardeyes, who sneak in for an

attack and then run away. To survive this battle, you must stay
on the move. Firing from behind cover may have worked with the

females, but these males will just charge in and knock you around

with melee attacks. The Shotgun and Pl.G. are effective against
these agile hunters. Pursue them, and try to pin 0ne in a corner.
lmmediately, use a Frag Grenade if you see one duck behind cover.
This either flushes the Akrid out of hiding or kills it outright. lf you

are not firing at a Wardeye, constantly run and dodge in different
directions to avoid being snuck up on.
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As you defeat

these hunters,

more appear

from the vents.

Eventually a few

female Wardeyes
join in the fight.

This makes

thefightalittle
tougher as now

you must watch

out for ranged fire

from them while

avoiding the male's

melee attacks.

Continue io stay on

the move, unless

y0u manage to eliminate all the males and only have a female left.

lf that happens, stay behind cover as you pick her off. 0nce the

fighting stops, you must exit out the door on the right, from where

you entered, but it is currently in lock-down. Run into the far-left

corner of the kitchen to tind the override. 0nce the lever is thrown,

y0u are able to exit out the side door into the hallway.

Grapple up to the upper floor and fight through more Sepia.

ln the corner, a Genessa continues t0 pump out more of the

Akrid, so make it priority 0ne as y0u clear out the remaining foes.

Removing the Genessa reveals an elevator, but before you hop in,

move over to the far left corner and rappel into a small chamber

to collect three T-Energy Canisters. Now enter the elevator on the

floor above and ride it down one level.

Run down the corridor io the right and use the console next to the

door to open it. Step into the cargo elevator and immediately move

over to the broken down turret ahead and use your Repair Tool to
get it working again.

Turn down a

dead-end hall on

the righi and look

for two T-Energy

Canisters under

ice in the corner.

Continue down the

main corridor as

the next door opens

for you. There are more Wardeyes in the infirmary on the right,

but don't worry about them yet. Pick up the ammo if needed and

turn inio the r0om on the left to find it filled with Sepia. Pull out
your automatic weapon and sweep from side to side as you move

the Akrid down, pushing forward as you clear out the room.

After you push far enough in, a panel from the ceiling falls io the

f loor-revealing a grapple point. STAY ALIVE
As the elevator reaches the top, Enbees attack from two Genessa.

One is located high on the wall, opposiie the turret. Another

blocks a doorway on the side of the room. Let the turret fight
off ihe Enbees, while you destroy the Akrid spawners with your

Frag Grenades. 0nce the source is eliminated, clear out any

remaining Enbees.

lEB -1s -* *crz 
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OPEN THE ARMORY DOORS

Go ahead and repair the turret if it t00k
any damage and then move through the

opening that was blocked by the Genessa.

Take a moment to destroy the Akrid Eggs

in the back of the room before going in too
deep. 0nce clear, go through the doorway
on the right to f ind a control room.

Grab Text Log #16 off the machinery on

the right, which contains a message f rom a

NEVEC skeptic. Step up to the computer next t0 the windows and use it t0 open the armory, located on the other side of the room.

.

$afe Gracker

0pen the arm0ry dool"s at the Security lnstallatian during the Access tsase Armory Missian,

STAY ALIVE
Exit the room and start over to the other side. Wardeyes appear from the doorway,

both male and female. Avoid their attacks as you run ini0 the armory. Quickly fix the first
turret and then another in the back of the room. Now, assist them as.they tear through the
pack of hunters.

REPAIR TH E ENTRANCE
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0nce the Wardeyes are defeated, you only
need to repair the entrance to the Security
lnstallation. First, cut through the shelves

on the right side of the armory and claim
the two T-Energy Canislers on the left

shelf. lf you need it, grab the Pulse Rifle
next to a nearby corpse. Turn right and
grab the T-Energy Canisler on the bottom
shelf ahead. There's also a Specialized
Component on the back shelves.

While in this coiner of the armory,
you should hear the sound of Albino
Tarkaa #5. Look through the vent grate on

the wall, next to the Keep Clear sign, to find
the elusive Akrid. Shoot out the grate and

then use the Pistol to tag it before exiting
the armory. Go over to the objective marker

at the exit and use the Repair Tool to get the entrance working again. Now, if you return here, you can access the armory through this
door and n0t need t0 go the long way around.



RETURN TO THE FORGOTTEN
Exit the Security lnstallation back out to Pickett's Folly.

You are automatically returned to The Camp of the Forgotten front
gate. Run over to Mira to check in. She gives you the Magnetic

Grappling Hook Player Upgrade. This gives you access to some

previously inaccessible areas.

I\IEW PLAYEFI UPGIFIADE
MAGNETIC GFIAPPLIIVG HclOK
The magnetic upgnade to the Gnappling Hook allows it to
connect to select magnetized metal oblects. This provides

access to some areas that wene pneviously not available.

NEW CIPTICIwAL MrSiSirCrN

TEST THE GFIAPPLING' HOOK UPGFIAtrIE
ln the camp's

nurseny, there
is a magnetized

object above a

catwalk. Use

the Magnetic

Gnappling Hook

thene to test
it out. At the
othen end of

the walkway ane

thnee T-Energy

Canisters, a

Specialized
Component, and

Audio Log #19.



H EAD TO TH E N U RSERY

Enter the tunnel to the east and run up the steps to the nursery.

Talk to Soichi at the far end. He asks you to collect four Mementos

from four First Colonists. These are optional missions that all

require the Magnetic Grappling Hook to find. Mira contacts you to

say she will lead you back home once you are ready to go.

NEW GIPTIG'IVAL MISEiIG'N
FIND FOUFI MEMENTclSi
Soichi has asked you to uncoven the fate of foun Finst

Colonists and bning back a Memento fnom each. These ane

listed as foun sepanate Optional Missions, but you return
them as one.

RENDEZVOUS WITH MIRA
0n the way 0ut of the camp, take a minute to stop for last-minute shopping needs.

You can afford the first technique from the Ethologist, but it is worth saving up for
quicker reloads or improved health regeneration first. When you're done, hop into the

Utility Rig.



LET IVIIRA GUIDE YOU BACK

Head south through Pickett's Folly as if you are going to the Security lnstallation.
When Mira exits the Rig, she uses explosives to reveal a path back to Shackleton's peak.

She asks 0ne more favor before taking her leave, that you find a replacement for a broken
water purifier that she hands you.

HEAD TO THE HANGAR

Move down the left
path to the Security
lnstallation and

enter the facility.

This is where

you find the

Memento of Silvia
Herrera. As you

enter, Wardeyes are visible inside the installation. Step up to the

doorway and do as much fighting from there as you can, then

move in and eliminate the rest of them, With them out of the way,

move to the back-right corner and look above the room on the

right. Use the Magnetic Grappling Hook on the metallic object to
get inside the r00m. A Halberd long-range weapon is in the back

along with the Memento next t0 a woman's corpse. Look for
Audio Log #26 nearby, which is a message from Silvia to Soichi.
Exit through the nearby door and return to your Rig in Pickett's

Folly, ignoring the Wardeyes who enter from the armory.

HALBEFID
The Halberd is a long-

range weapon that
fires kinetic enengy

blasts. Hold down the
Fire Butbon to build up an

incneasingly powenful shot

IJSE THE TUNRETS

The turrets inside

and outside the

armory can be

repaired to assist

in the fight.

This makes it

much easier to

take down the

agile Wardeyes.

',:-i,i.';,iltr .-i:i:rllitlil+iti:... i:i+iiliii;l1,.-t;r . ..' .

l{istory Lesson

This award is given when you find your {irst Memento,
such as the Gold Brooch in the Securiiy lnstallation.

Return to the main

area of Pickett's

Folly and use the

Winch and Zip-line

to reach the island

in the lava. Fight

up to the tower just

as you did before,

then look up and to

the right to find a
Magnetic Grappling

Hook point. Use

it to reach a small

ledge. Drop off to

the left and search

in the rocky area

ahead for two

T-Energy Canisters and the Memenlo ol Colonel Mason Picketl,
his Rusty Dog Tags. Rappel down to a lower ledge for another
T-Energy Canisler and Audio Log #25, a message from Mason

Pickett. Return to the Rig and walk to the west.



As you climb up

the incline toward

The Killing Fields,

look to the left for
a small cave. Hop

out of the Rig and

use the Magnetic

Grappling Hook to
get inside. Listen

for the beeping that

signi{ies a nearby

thermal pocket.

Grab Audio Log

#24 at the entrance.

A Genessa just

inside to the left

spews out Sepia.

Return to the Rig

and move up into

The Killing Fields.

Move around to the

northwest, past the

camp gate, until

you spot a Winch
point up on the cliff
ahead. Fire the claw

at it and use the zip

wire to reach the

small cave" Run

all the way to the

back and use the

Magnetic Grappling

Hook to reach a

walkway above.

Fire through a hole in the wall to destroy it before too many Akrid Drop off the north side and grab Audio Log #20 to hear another

show up. Be careful as you proceed deeper into the cave as Akrid message from Mira. Climb up the steps to the left and look left for
Eggs line the walls. Turn the c0rner t0 the right where you spot Albino Tarkaa #4 crawling on the cave ceiling ahead. Switch to

another Genessa on the far wall. lf you have the Halberd, use it your Pistol's specialty ammo and collect its DNA. Hop back into

to eliminate the spawner with three charged shots. Now y0u can the Rig and return to the spot where you left Mira.

safely move to the back of the cave and deploy the Tangaant Den

T-Post on the thermal pocket.

TECI$*E*UE - q{:!CK FFF*GER$

With the DNA from three Albino Tarkaas c0llected, you can now affard 0uick Fingers from the Ethologisl. This improves your relcad speed by 25%.

Cross the bridge to enter Shackleton's Peak near the first tram station. During the trip, a message plays from Grace, as she hasn't heard

from you for some time. Another video plays as you enter Bishop's Wake. A mayday comes in from Coronis, while you traverse across

the snowy plain. They are under attack and require all hands on deck. You are automatically transported into the Hangar Main Deck.
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CLEAR TH E MAIN DECK

The Hangar's Main Deck is under attack by Enbees. Use the Winch
and claw arm to dispose of them fairly easily. Continue to look

around and kill any flying Akrid that y0u see. Use your radar if
y0u are having trouble spotting them.0nce you have cleared out
enough of them, Gale calls out for help in his service pit.

HELP OUT IN GALE'S PIT
Hop out 0f the Rig and run over to the north elevator, shooting
down any remaining Enbees along the way. Thdre is an ammo crate
between the piles of crates, so refill y0ur weap0ns if necessary,
then ride the elevator down to the Basement Level. Bolsepia and

Sepia infest this floor, so switch over to an automatic weapon and

take them out.

,'.' MUNITtSt{$ L0CKAR

lf you do not like your weapon loadout when you reach the

basement, there is Munitions Locker available in the NEVEC

Armory. Use it to select the weapons you want.
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Clear the way to the left into the NEVEC

Armory. Birdie asks for some assistance

as a slew of Akrid attack from the shooting

range. Take them down as they enter the

shop until he informs you that he can

handle it. Proceed into Gale's Service Pit to
find Laroche helping out from behind the

c0unter. Eliminate the Sepia and Bolsepia

emerging from the pit and the entrance.

DEFEND TFIE MAII\ DECK

When you get a call that more enemies are inbound at the

Main Deck, take the elevator back up to the middle floor,

where Wardeyes n0w run amuck in the hangar. Take cover behind

the closest crate and use the Hunting Rifle to get a closer look at

the foes on the other side of the hangar. Take as many out from

there as possible, including a few that may be crawling on your

Rig. After iaking out a few, you hear f rom Dr. Roman. She informs
you that the source that is causing the Akrid to go crazy is in

Kovac's Lab,

. *TV:$IT T-F MUruETIOFJ* LCITKIN

Stop by the Munitions Locker on the way back to the elevator and

refillyour weapons. Switching out y0ur Shotgun for a Hunting Rifle

makes things a bit easier against the distant foes on the Main Deck.
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HEAD TO THE LAB H ELP ROMAN
Take the elevator up to the Upper Hangar, where Sepia and

Bolsepia dominate the floor. Pull out your automatic weapon

and clear a path through the Command Center to ihe Barracks.

Continue t0 assist the crew in fighting the Akrid 0n the way to
Kovac's Lab.

FIND AND

0nce the lab is secure, move through the blast doors to the

right-keeping an eye out for any straggling Tarkaas. More of
these critters slip into the decontamination room as you wait for
the exit to open. Find Roman and Crazy Neil ahead as they fight
off Akrid from behind a row of tables. She informs you that
Dr. Kovac has built some kind of device that i's atlrhctihg the Akrid
to the Coronis. She wants you to blast into the quarantine area to
the left and destroy the device. However, You must take the long

way around.

DESTROY MACHIN E

Ride the elevator

down and move

through the blast

door ahead.

Tarkaas have taken

over the laboratory,

seeping under the

malfunctioning

door. 0nce the

door opens, kill any remaining critters as you enter the lab.

That machine must be found and destroyed.

SECU RE TH E LAB

Wardeyes also occupy the lab. Two males and two females work in

tandem here. Move up the steps on the left and wait for the males
to approach. Take them down and then use the Hunting Rifle to
pick off the females who hide behind the lab tables on the other
side of the room.

DESTROY THE DEVICE
First, spend a few
minutes taking

down female

Wardeyes from

behind the tables.

Run through the

open door on

the right and cut

through the rooms
to the left. The door opens at the end, where you find Dr. Kovac
locked up in his own room. He babbles about what a magnificent
thing he has done as the device can be seen through the side
window. Approach the west door and take out as many Akrid as
y0u can from the doorway. Blast a path clear to the raised fl00r 0n
the right as m0re Tarkaas and Wardeyes show up.



l

Continue to take out the Akrid while moving around the central room in a counter-clockwise fashion. 0n the west side, two more

Tarkaas emerge from the room as you find a small tunnel that leads back to the device. Duck inside and crawl through t0 the other side.

Destroy the device to save the day once again.

Gleaning llouse
Destroy the Device and stop the Akrid infestation during the Get to the Source l\llission

RETURN TO THE HANGAR

Return to Kovac t0 participate in a conversation between Crazy Neil and the doctor. As you exit the lab, Roman asks for help in running

some tests. She will have more details later. For now, return to the Hangar. As you exit Kovac's Lab, a video of the scientisi plays as

he gives his opinion on what science really is. Make your way t0 the north elevator and ride it down to the Main Deck, where you and

Braddock get caught up.
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FIND GALE

After your talk with Braddock, head into the Hangar. Take one of
the elevators down to the Basement Level and enter the Service
Pit. Gale installs a Gas Torch and modifies your Rig so that it
can convert into a drilling platform. Both come in handy during
upcoming Missions. Check in at his shop before you leave. lf you

have found every Specialized Component to this point, you can

easily purchase everything, which includes an Extended Winch.

KCIVAE'S F(lI'RT}I &UEST
Dr. Kovac is in the back of his lab and. as

long as you have been completing his quests

up t0 this point, he has a new 0ptional

Mission for you. This time he wants T-Energy

samples from 10 Tarkaas" These are found at

Marshall's Gorge. You can also grab Audio

Log #33 in the new section of the lab.

After going through the deconiaminati0n
pr0cess. follor,rr the hail to the right.

The recording is on the left table.

re
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V!SIT THE QUARTERMAS?*R
While you are in the Basement, visit Birdie.

He nolnr has Disc Grenades. which is a

nice alternative to the Frag Grenades,

and another Extra Grenade Belt Slot. lf you

have the T-Energy, you should purchase the

new grenades.

DISiC GiFIENADES
This grenade can be thrown long distances in a

stnaight line and explodes on contact. lt is gneat for
destroying Genessa as you no longen need to think
about the tnajectony. lt also allows you to blow up

Akrid from afan.

GASi TGIFICH
The oxyacetylene tonch is only really good for welding and

cutting, though it can be used to finish off small Aknid.

While dniving the Rig, press the Swilch Anm Module Butbon

to switch between the dnill and tonch,

RETU RN TO RIG

EXTENDED \^,INCH
This extends the Winch 50% furthen than befone, providing

access to aneas that wene not available befone. A T-Post in

The Killing Fields is now accessible with this upgnade, so stop

thene soon.

Return to an elevator and ride it up to the Main Deck.

and exit the Hangar into Coronis.

Hop into your heavily modif ied Rig
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USE DRILLING PLATFORM
Before trying

out the Drilling

Platform, there are

numerous items

to take care of

first. 0nce you are

outside, hop out ol

the Rig and head

east. As you get

closer to the mountainside, you can hear the sound o{

Albino Tarkaa #1. Follow the path down to the lower area,

where you found the hidden den, and stand in front of the big

door. Look up the cliff to the northwest to find the well-hidden

Akrid. Tag it before getting back into your Utility Rig.

0nce you see that

the Diaz Cavern

T-Post is full, head

over to White

Canyon Junction.

Defeat or avoid

the three Dongos

as you run over to

the cave. Enler and

clear a path down to the open cavern. Listen for the Albino
Tarkaa #3 along the way. Three Genessa spawn Sepia and

Bolsepia: one just before the cavern, another at the far opening

that leads back to the T-Post, and a third on the eastern wall.
0nce they are destroyed and the Akrid have been cleared out,

look toward the third Genessa. Aim your reticule leJt and as high

as you can to find the rare Akrid hanging on the side of the rock.

Tag it, empty the T-Post at the back of the cave as you did before,

and return to your Rig,

Head to Bailey's Crossing, where a Vorgg awaits your arrival,
This is a good opportunity to test out your new Gas Torch, as it is
effective at damaging the Akrid's weak elbows. 0nce the armored
Akrid is out 0f the way, hop out of the Rig and enter the narrow
cave to the south. Two Genessa spawn Bolsepia and Sepia in the

North Plains Clearing. 0nce it is safe, empty the T-Post. Exit the

cave, and climb up the steps to the northeastto reach a metal

walkway. Look up to the west to find a Magnetic Grappling Hook
point and use it to reach the higher area.

continue to ignore the main mission as

Gorge through the northern route.

Use the Winch to reach the southeast ledge and rappel into the

deep hole. Grapple up to the ledge ahead and follow the path past

the ammo footlocker. After dropping off the short ledge, look up

on the left for a Magnetic Grappling Hook point, You may need

to move forward to get into range. Use your device to reach a

narrow opening above. Move down the path until you drop inio

an alcohol storage

room. Search next

to a corpse in

the far corner for
the Memento of

Juro Katsuragi,

a Silver Flask.

Audio Log #28,

a message from

Soichi's brother,

is on a desk.

Exit the facility and

grapple out of the

big hole. 0nce back

outside, drop down

to the ground and

enter the garage to

the left.

After entering the second blast door, look up th-e right, rocky wall
for Albino Tarkaa #2 hanging high above. Use the Pistol to tag it.

Next, approach the left wall and use the Magnetic Grappling Hook
to reach a small cubbyhole c0ntaining three T-Energy Canislers
and Texl Log #14. This message from Gabriel about NEVEC's
power completes your Text Log collection. The next stop is the
Power Plant to work on three 0ptional Missions.

Search the other

side of the control

room to find Audio

Log #21 buried in

ice. lt is another

recording from

Mira, Next, rappel

into the deep hole

to the northwest

and step up to the

platform to find two

T-Energy Canisters.

Exit out the east

doorway to find

Albino Tarkaa #6

hanging on the side

of the pump jack.

Return to your Rig and
you head to Marshall's



Follow the western hallway to reach the facility. Kill any Tarkaas

y0u c0me across in the corridor to the plant's courtyard. These

kills help t0 complete Dr. Kovac's fourth quest. Grapple up to the

walkway and make y0ur way to the left. At the next corner, grapple

0n up t0 the next floor. Take out the Tarkaas as you run to the

far left wall. Turn toward the courtyard and step up to the railing.

Albino Tarkaa #9

peeks out from

behind all of the

debris below. Use

the Pistol's DNA-

Tagging ammo to

tag it and then

drop down to the

lower floor. Head

right, where two
female Wardeyes

target you from

behind cover.

Take them out

as you approach

their corner.

Look up to the

right through a hole

in the wall for a

Magnetic Grappling

Hook point.

Use it to get inside

a small room.

A few Tarkaas will

attack as soon as

you arrive.

Take them all out and then rappel into a hole in the floor, where

more Tarkaas p0unce. Pick up Audio Log #27 next to a corpse in

the near corner. Then, move over to the left corner, where 0ne last

Akrid ambushes you. Kill it and then grab the item off the crate,

the Memento of Lagan Cherupara, a Knight Chess Piece.

This completes the Memento Mission, so the next time you are at

the Camp of the Forgotten, talk to Soichi to get your reward.

' }IIU€TI{ ffiruA SAMPL€
lf you did not collect the DNA sample of the Hiveen when you f0u0ht it

at the Weather Station, use the c0mputer in the far corner of this same

r00m t0 dorrvnload it til y0ur Bestiary. Now you ran exit the Power

PIant and return t0 your Hig in Marshall's Gorge.

Fast Travel to Bishop's Wake. Continue through the cave until you

are back outdoors. lmmediately, turn left to avoid the objective
marker for now and look for a Winch p0int t0 the west. Slide

across the zip wire to reach a small ledge, where three T-Energy

Ganisters and a Specialized Component are buried under ice.

Once you are back

in the Utility Rig,

step over to the

objective marker

and press the

use Button

to deploy the

extraction platform
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TEA&VIL T* R*IVIAIVS
0nce you are inside the Utility Rig, Roman calls to let you know she needs t0 meet now. Exit to the north t0 reach Shackleton's Peak and

watch a candid message from the scientist. As you move up the mountain on your way to visit Dr. Roman, stop at the pipe on the left
side to fix it. Use the claw and winch to take out the pesky Sepia and Bolsepia before approaching the busted pipe. Use the claw arm to
grab the pipe and then use the Gas Torch to mend the crack. Move your reticule across the entire length of the gash in order to complete
the repair. Proceed down the path to Dr. Roman.

MEET UP WITH DR. ROMAN



SCALE SHACKLETON'S PEAK RIDETHF GONDOLA
Dr. Roman wants

you to scale

Shackleton's Peak

so she can get

readings from an

incoming storm.

Hop back into the

Utility Rig and take

it further up the

mountain t0 the tram system. Use the claw arm t0 0pen the gate

and dock the Rig inside. Take the stairs up to the control room and

use the computer to call the gondola.

III{A.TAGGEO 1{l NARE ATHII{O TANKAAS
lf you have been foilowing the lvalkthrough, this completes the

rare Albino Tarkaas 0ptional Mission. The next time you are at

The Camp of the Forgotten, y0u can exchange them f0r techniques

from the Ethologist.

Before taking

the gondola up,

enter the left

cave. When you

reach the cavern,

kill or ignore the

Goonroes and

grapple up to the

cliff on the left.

Turn back to the

east and look up the

wall until you spot

a cave opening.

Hanging out on the

right side is Albino

Tarkaa #10" Tag

it and exit back

outside. Hop 0nto the gondola, press the button, and ride it up to
the summit.

GET IN POSITION
Run over t0 another elevator and take it down to the ground. Enter your Utility Rig and

walk out to the summit. A Tangaant shows up from the west.
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SCALE SHACKLETOI\'S PEAK RIDFTHE GONDOLA
Dr. Roman wants

you to scale

Shackleton's Peak

so she can get

readings from an

incoming storm.

Hop back into the

Utility Rig and take

it f urther up the

mountain to the tram system. Use the claw arm t0 0pen the gate

and dock the Rig inside. Take the stairs up to the control room and

use the computer to call the gondola.

. BI{A"TAGG€O 1[I RATE &t3lf{{} TARKSAS

lf you have been following the walkthrough, this completes the

rare Albino Tarkaas 0ptional Mission. The next time y0u are at

The Camp o{ the Forgotlen, y0u can exchange them {or techniques

from the Ethologist.

Before taking

the gondola up,

enter the left

cave. When you

reach the cavern,

kill or ignore the

Goonroes and

grapple up to the

cliff on the left.

Turn back to the

east and look up the

wall until you spot

a cave opening.

Hanging out on the

right side is Albino

Tarkaa #10. Tag

it and exit back

outside. Hop onto the gondola, press the button, and ride it up to

the summit.

GET IN POSITION
Run over to another elevator and take it down to the ground. Enter your Utility Rig and

walk out to the summit. A Tangaant shows up from the west.

ffi"
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}}} I}NA-TAGGII.IG THE TANGAANT

Tagging the Tangaant is mueh easier when you have your rig. lf you

did not get this done at Pickettls Folly, hop out and use the machine

to block the Tangaant as you target it between the Rig's legs.



D EFEN D TH E RIG TAG THE STORM FLYERS

lf you are not already in position, walk over t0 the objective

marker. Look up at the tower on the west side and use the Winch
to connect to it. This brings in a swarm of Enbees, and since you

cannot do anything about it from within the Rig, hop down to the
ground so that you can defend Gertie.

Storrn Ghaser

Get Storm Readings for Roman on Shackleton's Peak

by using the Winch 0n the $ummit tower t0 earil
another award.

After eliminating

a few flying Akrid

revelas that these

are not like the

others. Switch

over to the

Pistol's specialty

ammunition and tag

one of them.

R_TTLJRN T_0 ROMTAN

With the data

gathered from

the storm, it is
time to return

to Dr. Roman.

0pen up the tram
gate and step

inside to return to

the bottom of the

mountain. Take the stairs down, hop back into the Rig, and walk

down to Dr. Roman's Pod. After discussing the results of the test

with the scientist, Gale informs you that the water purifier is ready

to go.

\s&.,
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GET PURIFIER FRQM GALE flrlr-i'i-,ii-..,,,.:''i:,.'.ii 'iiffii't, ',iii.,illii, iri

Head down the mountain and fast travel to the Hangar Main Deck.

Take an elevator down to the Basement Level and visit Gale at

his Service Pit. Talk t0 him and he hands over the fixed water
purif ier-no questions asked.

,: ltff. 11gyAc's FTFTH quEsT
lf you made the trip t0 the Power Plant and collecied DNA $amples

from len Tarkaas, head lp t0 Kovac's Lab. Turn in that quest and

pick up the next one. This time he rlants samples from Wardeyes.

Valkyrie Explosive Rounds are now available for purchase.

DELIVER PURIFIER
TO MIRA
Return to the Rig

and head out of the

Hangar. Use Fast

Travel and select

Picket's Folly. Head

over to the Security
lnstallation and

enter the facility.

lnside are plenty of
Wardeyes for you

to complete Kovac's

latest quest. Repair

a turret or two to

make the job a bit

easier. Once you

have taken out five

of them, return

to the Rig and travel to The Killing Fields. 0n your way north to
The Camp of the Forgotten, take the lower route and step onto
the platform on the east side of the area. Use the Extended Winch
to reach the island far to the east. Akrid Eggs surround the small
platform while a Genessa hangs out to the north. Step up to the

thermal pocket on the south side and deploy the Killing Fields
T-Post. Return to the Rig, head over t0 the camp, and enter the
front gate.

Master Planter
lf you have been planting a T-Post at every thermal
p0cket that you have come acr0ss to this point, this is
the final one.

Enter The Camp of

the Forgotten and

run to the back of

the first area to find

Mira standing next

to the Barters Post.

Jim hands over

the fixed water
purifier controller.

ln return, she gives Jim a drive with information for Braddock.

Jim visits his boss at Coronis and hands over the drive.

Together they discover revealing news about the First Colony.

An urgent call comes in about the King Crab Akrid terrorizing the

operation at Bailey's Crossing.

,... vt$tT THF tTil{tt{tstsT fit{t} s{}teH3
With all ten Albino Tarkaas collected, y0u can stqp by the Albino

Tarkaa Fxchange just inside the camp to learn any remaining

techniques {rcm the Ethologist.

Visit Soichi at the nursery to hand over the four Mementos. He hands

over the Enhanced Vilality Player Upgrade.

Master Huntsman

Ta get this award, y0u must n0t 0nly find allten Albino
Tarkaas and tag them, bLrt also visit the Fth0;0gist and
purchase all three upgrades.

NEW PLAYEFI UFGiFIAtrtE
ENHANGEEl VITALITY
This increases your maximum health by 5O%, making you

even more powenful against the Akr.id.

-', 1:,.,. 
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Gone, But Not Forgotten
Collect ali four Momentos aild return them to $oichi
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H EAD TO BAILEY'S CROSSING

: GREFIABE IAI'F;*#FF &?SIlAgE"g Ag
F€RSOTTTlq UI'ANEg

0nce you get the order to hunt down the King Crab, the Grenade

Launcher and its Bange Finder Upgrade become available at F0rg0tten

Wares in The Camp of the Forgotten. Aiier you have purchased this

\,veap0n. Dr. Kovac is ready t0 give out his final quest.

ljtStT E3R. ${{!V&c
Eefore you head out t0 Bailey's Crossing-and il ycu killed the

required number ol Warcieyes for Dr. Kovac-visit him in his !ab

t0 turn in the quest, This opens the P.!.G. - Stinger Raunds at the

v;eap0n shops. Kovac has one last qurst ikill one Suwankaai. bLrt you

mLrsi iirst purchase the Grenade Launcher from Forgctten Wares t0

access it,

lf you grabbed Dr. Kovac's final quest, use the Utility Rig Fast

Travel to go to Marshall's G0rge. Use Winch to reach eastern

ledge and rappel into deep hole. Be sure to grab the DNA Sample

from the Suwankaa first and then kill it to complete the 0ptional

Mission. Head back to Kovac's Lab to turn the quest and unlock

Grenade Launcher's Biotox Rounds. With that out of the way,

head to Bailey's Crossing. Caref ully, travel through the storm,

following the nav-markers northeast to the stairs.

GFIEIVAIfE LATJNCHEFI
This powerful weapon launches timed
grenades that go off two seconds

aften being fined. The blast

from this explosive is not as

powenful as the Frag Gnenade,

but you can carny mone of its
ammo with you, Add the Range

Finden Upgrade to see a firing arc
when aiming down the sight.



RESTORE THE PUMP JACKS
Hop out of the vehicle and climb up to ihe metal walkway, where Tarkaas attempt to hinder your progress" Use the Magnetic Grappling
Hook to reach the upper level and move around the control room. Rappel into the hole, step up to the metal platform and follow it out the
doorway t0 the east. Use the Repair Tool on the electrical box on the leit to restore the pump jacks.

RE.ENGAGE PUMP JACKS
Grapple back out of the hole, where Enbees now attack.

lgnore them as you enter ihe control room and use the console

t0 re-engage the pump jacks. This brings the Gorevorgg out from
the north.

RETU RN TO UTILITY RIG

ffi

ffi

lmmediately exit the shack and hop down to the lower walkway. Look to the northeast for the huge Akrid and take this opportunity to
get a DNA sample f rom a safe location. lf you are unable to target the boss with the Pistol, you must collect the sample during the boss
fight. Move down the steps and re-enter your Utility Rig in preparation for a big fight.

iti%&
:ril$ ;it iil li;i
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SPEAK T* NRAroMffiTK

Park the Utility Rig and hop out. NEVEC paramilitary personnel stand guard all around the Hangar. Check in with Braddock t0 see what

is going on. Gale says that he is in his o{fice with the man who is now in charge. The elevators are not operating at the moment and you

cannot leave Coronis. You can only walk around the Main Deck for now, so head over to the office to check in. lsenberg has been sent by

NEVEC to make sure things are running with their best interests in mind.

'€
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GET UPGRADE FROIVI GALE

As you leave lsenberg, y0u get a glimpse of what the crew thinks

of the new boss. Head on down to the Basement Level and check

in with Gale. He uses spare parts that NEVEC has dropped o{f to

installthe Shock Jumper on your Rig.

l\lEI '

TASEFI
With the Shock Jumpen that Gale installed, youn Utility Rig's

claw anm now acts as a Taser. A blue lightning bolt on the
lefb side of the HUD indicates that the Tasen is neady to
use. 0nce used, this icon becomes yellow, while a ventical

meter builds up and down from the icon. Once this meter'

completely fills up, the device is neady to be used again.

J U M P.START
TH E ELEVATOR

With the proper equipment installed 0n y0ur machine, head up to
the Main Deck. There are new Audio Logs around, so head over to
the pile of supplies nearthe north elevator. Audio Log #30 is on

one of the crates. Search inside the small storage room next to the

boss's off ice f or Audio Log #31.

Climb the metal platform just east 0f y0ur Rig's bay where Audio

Log #29 is next to a crate. Enter your Rig and exit the Hangar,

selecting White Junction Canyon as y0ur destination. Follow the

cave down to the Fuel Depot. Step up to the elevator control on

the left and use the

claw arm to grab

the battery that

sits on top. Press

in on the left stick

to jump the battery

and open the gate.

Now you can take

your Rig inside.

RFCHARGF THE PUMPS
Walk the Rig down the path and step onto the elevator. lt takes

you down to ground level as you spot a Sieragz running toward
the Fuel Depot. Follow it to the main area.

:r,i;,i];rr
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PRIM F TH F PI'Iil\fr PS WRAP TT UP

With the big guy out of the way, follow the nav-markers over to

another battery on the left side of the walkway. Grab it with your

claw arm and then use the Taser to jump-start it.

Step over to the wheel on the right and grab it with the claw arm.

Spin the left stick clockwise until it stops t0 get the Fuel Depot

going again.

Al! Gharged UB

Complete the Restore Fueling Depot lVlission by killing he Sieragz and priming the pumps.
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INSERT SENSOR

TBAVELIq 5_H$,cKj$f__EAK_ .
':.'

Head over to Shackleton's Peak and climb up to Roman's pod. 
,,,

Talk to Dr. Roman to find out what she needs help with. She gives
you Resonance Samples to plant on the other side of the mountain.

H EAD OVER TO
PICKETT'S FOLLY

Cut through

Shackleton's Peak

to get to Pickett's

Folly. Follow the

nav-markers to

the left. Look for
Audio Log #22

encased in ice at

the base of a rock

formation on ihe left side 0f the path

Round the c0rner t0 the right and step up

to the objective marker in the mlddle of the
plateau. Press the Use Button to deploy the
Extraction Platform. Just as before, meters
appear in the bottom-left corner of your
heads-up-display, showing the amount of
time or T-Energy left and the health of y0ur
Utility Rig. When its health gets tow, use

the Repair Tool under the platform to f ix it
up. Now you must defend the Rig as the
drilling attracts nearby Akrid.

Much of your time is spent fighting off
little Akrid; Sepia, Bolsepia, and Enbees.

Keep an eye 0n the radar to see where these
guys are and kill them as they approach the
Rig. Eventually, a few Goonroes attack,

so take care of them as soon as you can.

The last Akrid that attack are two Suwankaa,

Use grenades if necessary as you eliminate
them. When the T-Energy reaches 0%,

Akrid bust a hole on the side of the canyon,

revealing a mystery cave.

.ffiI iri;. .;... ::, : r:r. ::: .,,rrr.: .. . ioR RoMAN __*.._- 161-sW*



INVESTiGATE MYSTHRY CAVE S
Jump back in your Utility Rig and move into the new opening.

Follow the corridor until Enbees attack. Use your Winch and ciaw

arm to eliminate

them as you

proceed down

to a clearing.

PLANT ANOTH ER SENSOR

Approach the

objective marker

and press the

Use Button to

again deploy the

extraction platform.

Thls time, you

do not get very

far before Soichi

comes running, screaming to turn it off. He explains more about

what he has learned about this planet and warns that NEVEC

should never find this out.

Iiving legend
Discove r Nushi by attempting to drill in rnysterious
cave during the Conduct Research for Roman h/lission

RETIJRN TO ROMAN

Return to your Rig and exit the cave. Return to Shackleton's Peak

and check in at Roman's Pod. A grim discovery at Roman's sets

off a plan that involves Gale, Mira, and the rest of the Forgotten.

-'.'...;€.

€a 162 ACT 2
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Speakinq to Gaie io starl ihe fxscute ihe Flan fi,{ission is the point o{

il0 
'-etuin. 

0nce ihis Mission is started. y0u must piayiitioLlgh the

end of the gaine. lf lheie is anylhirg lrau i'vish {0 finish uB first, i/*u
shouicj oo it now Wittr that said, yt{.1 0an always select the Befcre the

Storm Checkpoint ircnr the Cainpaign l,rlenu. This siarls you back ai

this point.

SPilAK WTTH GALr
once you have compreter;;;r;,.r;;;;;;r;;;;;ou wish to
before the final missions, speak t0 Gale at his Workshop to get

things started. After meeting up with Mira at Shackleton's peak,

everyone gets acquainted on the way up to the Summit.
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ACTIVATE PEAK STATION
NEVEC gets there first and cuts the power to the tram before

the crew can reach the top. Mira and Gale sit tight while Jim heads

out to get the transport going again. Use your Grappling Hook to

reach the walkway to the east. Follow it untilthe path splits into

a cave t0 the left and a platform to the right. Step out onto that

platform and spot the Magnetic Grappling Hook point to the south.

Use it to reach

another walkway

and then rappel

down to the ground

to find Diaz' Rig,

Walk over to it to
find Audio Log #4,

a message

from Diaz.

Use the two Magnetic Grappling Hook points t0 return t0 the

previous cliff and grapple up to a higher ledge to the north. Move

into the cave ahead and then cut through the narrow opening on

the right. Here you run into some of NEVEC's men. Take cover

behind a rock and eliminate them as they run around and peek out

from their cover. Watch out for incoming grenades. 0nce they are

defeated, move past their location. The soldiers will drop the Pulse

Rifle, but if you are happy with what you have, just ignore them.

:,,,,HEADSH0TS

Aim for the soldier's head if possible as you can often take him

down in one shot with a hit in the head.

Grapple up another

ledge and take

cover behind a

rock. As you take

down the guards

ahead, continue to

move up to closer
pieces of cover.

More enemies drop

in from the ledge,

so be sure to iake

them all down

before heading

up there, Crawl

through the short

tunnel on the right

and then follow the

path around io the left.

Take cover under the second shelter and pick off the NEVEC

Paramilitary ahead. An ammo crate is there to refill your weapons.

Some of NEVEC soldiers drop a Shotgun. lf you find that one

of your weapons is not working out in these fights, pick up the

Shotgun for those up close enc0unters. Grapple up t0 the next

ledge, enter the cave, and follow it to the Summit.

Before you follow
the snowy path

ahead to the peak,

look out for a
Rappel point on

the right. Use it

to reach a ledge

below. Drop down

another level and

then use the Magnetic Grappling Hook to traverse the gap ahead.

Follow the route ahead to find a small cave on the right. Enter it

to find Diaz herself along with Audio Log #6, which is her lasi

message. Return to the original path.

Lost and Found

This Achieveme nt / Trophy is earned afte r you find
Audio Logs #4 and #6"



Continue up

the side of the

mountain as the

trail switches back

to the left. Grapple

up to the walkway

on the left and

follow it to the next

tram siation.

A Munitions Locker

is there if you wish

to switch up your

weapons. Take

along a long-range

weapon as it makes

picking off the

soldiers easier from

a distance. Cut

through the station and climb up the stairs. Use the console and

wait for the door t0 open to reach the Summrt.

Take cover behind the crates ahead as NEVEC Paramilitary guards

are brought in by helicopter on the left. Pick them off with a long-
range rifle, keeping an eye out for incoming grenades and soldiers.

Move between

crates to avoid the

explosives and

quickly take out

the men as they

approach. As you

clear out the nearby

enemies, move up

to the next crates.

Eventually, you

make your way to

the Relay Station,

where one last

soldier makes

a stand.

. l'SE THE BUILET TRASERS

lf you are having a hard time seeing where the NEVEC Troopers

are, wait for one to fire at you. The tracers from the bullets let you

know where they are hiding.

MEET GALF AND IVIIRA

0nce the station is safe, step up to the left computer and use it
t0 restart the tram. Mira and Gale reach the summit and the plan

is rehashed.

RECALIBRATE THE DISH
Hop into your Utility Rig and move over to the Relay Tower.

Use your claw on the wheel and rotate it clockwise until it stops to
get the dish into position.

WATT FOR GALE HACK
At this point, Gale starts to hack the system. NEVEC hasn't given

up though as they send Laroche to the Summit to take care of Jim.
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LOCATE MTRA

Jim immediately heads to The Camp of the Forgotten, where the

NEVEC Soldiers have done a number on the village. Follow the
path of destruction until you find McPadden. Talk to him to find

out Soichi is in his Chambers and you must get there before

NEVEC does.

FEFAN TO
SOICHI'S CFIAMBERS
The door opens and two guards wait just outside. Duck behind

the pile of debris and take them out. Move around the corner and

take cover behind the crate 0r barrels as more soldiers attack from

ahead. This is the way this objective goes all the way to Soichi.
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0nce the area is clear, crawl into the tunnel of debris on the left.

One of the soldiers drops an Assault Rifle, but if you are happy

with your loadout, ignore it. 0nce you reach the stairs, descend

into the tunnel that connects the two parts of the camp to find

Sousatzka and Motelli. They inform you that Mira is looking for
Soichi. Access the Munitions Locker on the wallto refillyour
weapons and then head out to the northern section of the village.

]= PATIEIIGE
lf you find yourself just missing the last enemy that shot at you as you

keep changing targets, put your reticule where you know someone

peeks out from cover and then wait. Just as he gets up, quickly aim

down the sight and take him out.

:iii FIUS1I T1IEM OI'T WITH GREIIAIIES
Toss a Frag Grenade behind a piece of cover where you know a

soldier hides to make him flee. Then you can pick him off as he heads

for protection.

As you exit the tunnel, immediately take

cover behind the pipe ahead. Soldiers fire
from behind cover ahead and from aiop the

debris on the left. Pull out your long-range
weapon and patiently take them down one-

by-one. Watch out for incoming grenades.

You must dodge into the line of fire to
avoid the blast, but immediately get back

behind cover. 0nce you have eliminated

the guards in this area and the shooting ceases, move t0 the north and look for the Magnetic Grappling Hook point at the end of the bent
beam above. Use it to get on top of the debris and then drop off the other side.

Look to the left and pick off the three guards who appear on top of the southwest wall. Move under more destruction as you turn to
the right. Look for a lone enemy and take him out before taking cover at his location. More soldiers fire from the north, so start taking
them out with your rifle. Watch out as one sprints your way in an attempt to flank your position. Continue to move forward as you kill
the NEVEC men until you reach the door to Soichi's Chambers to the north. 0pen the door to find Isenberg already there with Soichi
and Mira.



lsenberg has taken Jim Peyton into

custody. He is drugged and interrogated

and then locked up in Kovac's Lab.

This gives Jim a front row seat as lsenberg

takes a keen interest in Dr. Kovac's work.

i;ri:ir;r.'fl



ESCAPE TH E CELL

Braddock does his own interrogating of the prisoner as he leaves

behind a gift. Walk over to the bench to the right and pick up the
Earpiece that was left behind" Move through the open door as

an emergency evacuation protocol sets off alarms throughout
Coronis. Continue through a few more doorways. until you find the
Hunting Knife on a cart.

Exit out to the main lab area on the left and climb overthe elevated
floor to the right. A Tarkaa waits in ambush by the lab equipment.
Use the Hunting Knife to kill it and continue around to the left. A
hole in the right wall provides a c0nvenient exit.

RETRIEVE WEAPONS

Crawl into the small tunnel on the left and

follow it back into another lab. Go up the

incline to the right, ignoring the soldiers^and

Tarkaa along the way. Keep turiring right until
you find weapons in a supply closet. 

-

FoLLow INSTRU0IoNS wg** 17t qffih



G ET TO THE BARRACKS RESCU E IVIIRA

Now that you are fully equipped, take out the Tarkaa who pesters

you from behind. Exit the room and turn left where more Tarkaas

attack. You now have access t0 the map and objectives, so press

Up to pulse the nav-markers and find the way out. Your next

destination is the Barracks.

ln the next room,

NEVEC Troopers

open fire as

lsenberg gives

the okay to kill the

prisoner. Pick off

anyone you can

see from behind

the wall and then

head out to the

left. Climb up the

ramp and turn

right, eliminating

any guards who

get in the way. Take

cover behind the

left crate as a few
guards enter ahead.

Move out onto the

walkway and take

cover at the corner.

More of NEVEC's

men are located on

the floor below, so

spend a little time

here as you take

them down.

Move along the

walkway and then

down the stairs.

Stay alert for foes

who enter from

the south and the

others who hang around the steps. Exit through the hallway at

the other end of the room and follow until y0u are back in Kovac's

original laboratory. Use the desks as cover as you battle through
the lab. Exlt through the blast doors, take the elevator up,

and enter the Upper Hangar.

Go through the Barracks and inform the crew of Braddock's plan.

At the main entrance to the living quarters, two soldiers interrogate
Laroche. Save him again by taking them down" The southern
elevator is out, s0 head right through the Command Center and

take the other one down to the Main Deck. lmmediately take

cover alongside m0re crewmembers 6ehind the supplibs. NEVEC

Troopers fire from

the other side of the

hangar. Fight them

off with a long-

range weapon for a

while and then run

to Braddock's of{ice

where Mira has

freed herself.

RETRIEVE TH E RIG

Now it is time for
the next step of

Braddock's plan,

but you must reach

the Rig f irst.

This is not a
problem though as

the NEVEC soldiers

clear out.

HEAD OUTSIDE
Hop into the

Utility Rig and

take it through

the blast doors,

and outside to the

ravine. Braddock

has a plan to take

out all of the

NEVEC soldiers.
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PLANT C4 G ET OUT CIF T!{F AREA
You need to plant C4 at all three moorings that hold up the Coronis

Ship. Move over to the left one, hop out of the Rig, and walk up to

the objective marker. Press the Use Button to place the first bomb

and then re-enter your Rlg. Repeat this pr0cess at the other two

moorings to complete the objective.

Fallen llere
Ccmplete the Follow Nnstructions Mrssrnn to earn this awarei

Get back in the Utility Rig and move up the ramp on the right.

0nce the elevator door opens, step inside to ride it up to Delta

Station and watch the plan unfold.

SAVE NUSHI d;'r?3i "@



ENTER NUSHI EXPLORE NUSHI
You are automatically taken to the entrance to Nushi, so step

inside and follow the path down to the first area. Use the Winch
to fend off the Enbees, who attack as you move through the cave.

Go through the next opening and follow the corridor down to the

next objective marker.

,:.=:.1ttr**OtE AKRIn
The Enbee and Bolsepia in this area are m0re powerful than the

ones faced up to this point. Their attacks are stronger and they have

more health.

OPEN THE VALVE

Walk down the path to the south untilyou reach a doorthat is

sealed tight. Destroying a cluster on the left reveals a nerve cluster
next to the door. Grab it with the claw and use the Shock Jumper
on it to force the door open.

Go through the new opening and proceed down the trail until you

encounter another sealed door. Destroy the glowing cluster on the
left and then move over to another nerve cluster. Again use the

Shock Jumper on it to open the door. Repeat this process at the

third door.

OPEN THE VALVE

You must leave the Rig in the next area in order to get the door
open. Look up and to the left for a Winch point. Connect to it and

slide up to its location. Pull out a gun and destroy the glowing

clusters on the wall. Turn around and move up the path until you

spot a Grapple point to the right. Use it to reach the next level up.

Bolsepia start firing

m0rtars your way

so stay on the move

as you head their

way. Use a grenade

or two to clear out

the numbers and

then take down the

remaining Enbees

and Bolsepia.



Move down to the other end o{ the landing and look up to the left for another glowing cluster. Destroy it and then drop off the left side.

Up ahead is another Grapple point, but before you use it, look up 0n the right wall f0r two Genessa. Destroy them and move up to the

final level. Take down a few more of these spawners along with 0ne last glowing cluster to the left.

Step through the new opening to find the heart of Nushi. Follow the narrow path down to the right until you run into another opening.

Follow it to another sealed door. Destroy the cluster hanging from it to gain access back to the zip wire. Slide back down to the Rig and

step up to the nerve cluster that now glows next to the exit. Use the Shock Jumper t0 0pen the door.

ENTERTHE HEART

Move through the new opening and climb into the heart chamber. Continue into the heart to find lsenberg in his Vital Suit. This starts the

finalfight of the game, Jim and his Utility Rig versus lsenberg and his Vital Suit"











VISIT QUARTERMASTER
After securing the moorings that hold up the Coronis ship, head down to the Basement Level to see the Quartermaster and check for new

stock. This mission is given to get you used to checking in on the shops in the game. 0therwise, you may miss the upgrades that make
your journey easier.



FIND DR. KOVAC
Take one of the elevators up to the Upper Hangar and look for the

new entrance to Kovac's lab behind the Barracks. Kovac is in the

back of the lab. He has six quests to kill a certain Akrid and collect
T-Energy samples. You are given one quest at a time and some are

not available untila certain time in the campaign. After killing the

required number of Akrid, return to Dr. Kovac t0 turn in the quest.

He rewards you with 2000 T-Energy and unlocks a new Specialty

Ammunition at the weapon shops.

GFT AKRIN SAMPLFS
Kovac wants you to collect T-Energy samples from various Akrid.
The samples are automatically collected with the Sniffer Accessory
after the beast is killed. The number of each Akrid required differs
between the six quests. Here we tell y0u when to get each quest,

where to find the Akrid, and how to take them down.

fF#* esE! F{gtt trffi *ePtA
Location: Diaz Cavern

When Available: After talking to Dr. Kovac at Lab

Unlocked at Weapon Shops: Shotgun Bounce Shot

Dr. Kovac wants you to kill20 Sepia and return with the T-Energy

samples. This is best done when the Diaz Cavern T-Post is full.
Therefore, you can complete two Missions with one visit to the cave.
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', ,, F!t{E AND Kil.L 4 00ilc8$
Location: White Canyon Junction

When Available: After completrng Find and Kill 20 Sepia

Unlocked al Weapon Shops: Assault Rifle lncendiary Rounds

White Canyon Junction is a good place to go to get allfour
Dongos, but it can be a tough fight. Be patient and remember

that you can refrll your amm0 back at your Rig or at the ammo

footlocker on the southeast side. Dodge the Dongo as it charges

and then shoot at its glowing tail. Dongos are also found at

Bishop's Wake.

, FTHIE St{l} KtLt S S{il}l{Rt}E$
Location: Bailey's Crossing

When Available: After completing Find and Kill 4 Dongos

Unlocked at Weapon Shops: Hunting Rifle Depleted
Uranium Rounds

lf you grab this quest before cutting thr0ugh Bailey's Crossing

during the lnvestigate Com-Relay Mission, then the six Goonroes

are available at this location. During the Clear Frozen Pump Jacks

for Credits 0ptional

Mission, you f ight

three of them.

Enter the south

cave and take

out three more

in the North

Plains Clearing.

..- FINB AHB I(ILI 1ll TARKAA$

Location: Marshall's Gorge - Power Plant

When Availahle: After Returning from The Camp of the
Forgotten the First Time

Unlocked at Weapon Shops: Valkyrie Explosive Rounds

Look for ten Tarkaas

when you enter

the Power Plant

to get the hidden

Albino Tarkaa

and Memento of

Lagan Cherupara.

.,,. Fll{il Aiilt tflLL 5 UUARnEYFS

Localion: Pickett's Folly - Security lnstallation

When Available: After completing Find and Kill 10 Tarkaas

Unlocked at Weapon Shops: P.l.G. Stinger Rounds

Wardeyes immediately appear at the entrance to the Security
lnstallation. Quickly run past them and duck into tfre Armory on

the left. Repair the two turrets inside to make quick work of these

Akrid hunters. lf you do not get five, you may need to enter the

room opposite the Armory and step up to the c0mputer. lf you still
do not find enough, exit and re-enter the facility.

FIFII} AffI} HI!.lA $UWAI{HAA

Location: Marshall's Gorge

When Available: After purchasing the Grenade Launcher from
Forgotten Wares. This is available after you get the order to hunt
down the King Crab at Bailey's Crossing.

Unlocked at Weapon Shops: Grenade Launcher Biotox Rounds

Use the Utility Rig Fast Travel t0 g0 t0 Marshall's Gorge. Use the

Winch to reach the eastern ledge and rappel into the deep hole.

Grab the DNA Sample from the Suwankaa first and then kill it by

dodging its attacks and shooting it in the mouth or tails.
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FIND AND SHOOT UN.TAGGED AKRID
During the Test the DNA Tagger Mission,
Dr. Roman gives you the Specialty

Ammunition for the Pistol. This allows
you to DNA-Tag Akrid. When you find an

un-tagged Akrid, switch to the Pistol's

Specialty Ammunition and shoot the beast

t0 get it started. Then you must keep the

reticule on the Akrid as it moves around.

0nce the circle around the DNA icon fills
up, it is tagged. Some Akrid take longer to
complete than others.

Camp of the Forgotten

Shackleton's Peak

i I Bolsepia can be tagged even before the Akrid
I OL^^r.r^!^-r^ n^^r.

, Bolsepia I Shackleton's Peak i Egg, but there are many more opportunities
I I to get it.

Atter rappelling into the hold during the
Genessa Marshall's Gorge : Find the Thermal Pocket, you are surrounded

i I :byGenessas.

There are flenty 0f opportunities t0 tag a
t Wardeye Male : Security Installation : male Wardeye when looking forthe Armory
; i iforMira.i I ;lut tviltd.:-''''.
I i ; While trying to escape the ?ower plant, 

l

Wardeye Female Power Plant the first sighting of a Wardeye puts you one-
on-one against a female.

I I During the Restore Tram System Mission, :

I Enb., I Shackleton,s peak as you search for the 4th station, there is a

I 
- "'" 

I 
- -" " " " "- 

9::::rr that produces two Enbees. Take this

f_ ______J_ *__ ..9"pq,9fl11y_t911!__0re-9l,t9L

I Goonro, i guilry', Crossing Dyrino the Find the Thermal Pocket' you face
-" ' 

] " "'""" 
"" a few Goonroes at Bailey's Crossing.

,r;1.1i,:t,lii

rlii '.ri: ri

i With Dr. Kovac's final quest, rappel into

Suwankaa Marshall's Gorge
the dark hole where a Suwankaa attacks.
Tagging is also possible during the Conduct
Research for Roman Mission as you defend
the Drilling Platform.
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Vorgg
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[/arshall's Gorge During the Find the fnermit Pocket. before you are able to plant the T-Post. a Vorgg attacks.

camp of the Forgotten : DNA-Tag this boss when it attacks the camp during the Meet with soichi Mission. You can get 
i

, this later at White Canyon Junction if you failed to do s0 at the camp. :

Pickett's Folly
During the Retrieve the Medicine, you face the Tangaant on an island in the lava. There are
more opportunities to get this one, but this is as good a time as any.

Weather Station
, You only face this boss at the Weather Station, but there are three parts to the fight in order

I to get lt tagged. lf you still do n0t get this there, it can be downloaded from a computer at the

r Power Plant. Use the computer in the same r00m as Lagan Cherupara's Memento.

Tangaanl

LOCATE T-PCST PLANTING SPOTS
During the Upgrade Time Mission,

Gale installs a T-ENG Detector. lt emits
a beeping sound as y0u near a Thermal

Energy pocket. An Achievement / Trophy is

earned once you deploy all these T-Posts.

For emptying them, y0u just get T-Energy.

Therefore, unless you really need the

T-Energy or you just do not Iike having an

incomplete Mission in your Job Log, it is
not essentlal to empty them.
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. EIAZ GAVERH T-P*57
Loealion: White Canyon Junction - Diaz Cavern

Akrid: Sepia, Bolsepia, Genessa, Akrid Egg

Upgrade Required: None

Diaz already planted a T-Post before Jim arrived, and it is emptied

during the Empty a T-Energy Post Mission. lt still needs to be

emptied at later times. The only thing that may change on a later

trip is the Genessa that produce the Sepia and Bolsepia may

appear at different locations in the cave.

,'. SfPIA 6AUE T-P{IST

Localion: Bishop's Wake - Shumate Bend

Akrid: Sepia, Bolsepia, Genessas

Upgrade Required: Winch

Follow the cave of Bishop's Wake until you reach a Winch icon.

Use the Winch to get t0 the ledge. There are always Sepia,and .
Bolsepia who attack, but there may also be a few Genessa on the

walls. Pull out an automatic weapon as there can be numerous
Akrids here. 0nce it is clear, look for the T-Post in the middle of
the area.

. T{8FTiI FLAII{S GI.E*HIFIG T.P8ST
Location: Bailey's Crossing - North Plains Clearing

Akrid: Genessas, Sepia, Bolsepia, Goonroes

Upgrade Required: None

Hop out of the Utility Rig outside the south tunnel in Bailey's

Crossing. Follow the path back to a clearing. Genessas spawn

Bolsepia and Sepia near the T-Post in the back of the area.

].::.4{RII} ESN GAVH T.P$$T
Location: Shackleton's Peak

Akrid: Akrid Eggs, Genessa, Sepia

Upgrade Required: Zip-line Attachment

Step up to the pipe at the base of Shackleton's Peak and exit the

Utility Rig. Use the Grappling Hook to reach the platform on the

right and use the zip wire to reach the Akrid Egg Cave. A Genessa

now produces Sepia in the back, so quickly take it out before it can

do so. Carefully move through the Akrid Eggs toward the T-Post in
the back of the cave.
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Localion: Pickett's Folly

Akrid: Akrid Eggs, Genessas, Sepia

Upgrade Required: Magnetic Grappling Hook

As you climb up the incline toward The Killing Fields, look to the

Ieft for a small cave up 0n the cliff wall. Hop out of the Rig and use

the Magnetic Grappling Hook to get inside. Listen for the beeping

that signifies a thermal pocket. A Genessa just inside to the left

spews 0ut Sepia. Fire through a hole in the wallto destroy it before

too many Akrid appear. Be wary of the Akrid Eggs lining the walls.

Turn the corner t0 the right and look for another Genessa on the far

wall. Destroy it and move to the back of the cave to find the T-Post.

THE KIL!"I[IG FiEE.NS

Location: The Killing Fields

Akrid: Akrid Eggs, Genessa

Upgrade Required: Extended Winch

From The Camp of the Forgotten front gate, head southwest and

take the left, lower route. Step onto tfie platform on the east side

of the area. Use your Extended Winch to reach the island far to

the east. Akrid Eggs surround the small platform while a Genessa

hangs out t0 the n0rth. Step up to the thermal pocket on the south

side and the T-Post.

:.'l'i:';:rilli.rr::t':J: r :. ;. :1i,11.,r'1,' r : 1;,,1';; l;','. :rl "'.' .
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USE DRILL TO CLEAR ICF
As you pass through Bailey's Crossing during the lnvestigate Com-Relay Mission,
Braddock provides a standing order to clear off any frozen jacks that you come across.

Clear out all the Bolsepia around the pump jacks before you step up to the frozen one.

Hold down the Drill Button as you aim for the ice on the jack.

USE CLAW TO PRIIVIE PU M PS

0nce enough ice has been cleared off, use the Grab Button to rotate the wheel clockwise
to prime the pumps.

EXIT RIG AN D
REPAIR PU M PS

The pump is broken, s0 you must hop out
and take care of it. Down on the ground,

move around to the back of the equipment.

Step up t0 the busted pandl and uSe y0ur

Repair Tool to get the pumps going again.

Three Goonroes attack at this point, so

quickly get back into your Rig and take

care of them.

USE CLAW TO
PRiIVIE PU M PS

Several Bolsepia show up on the

surrounding cliffs. You must exit the rig
and take many of them out with long-range
gunfire. Re-enter your Rig when the area

is clear and step up to the pump jack. Use

the claw arm to grab the wheel and spin it
clockwise to finally get the pump primed.

ffi;'t'sr...,.ffi



DNA TAG TO RARE ALBINO TARKAAS
While exploring The Camp of the Forgotten during the Meet Mira 0utside the Camp Mission, visit the Ethologist near the front gate. He

asks you to find ten rare Albino Tarkaas that hide out around E.D.N.lll. They are tagged in the same way as with the other Akrid. He adds

their distinct mating call to your wrist computer so thai it constantly plays. Now you will hear these elusive Akrid long before you see it.
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Albino Tarkaa Hunt is added t0 your Collectibles tab of your Job

Log. A riddle provides a hint for the location of each Albino Tarkaa.

-.. ALBIil'IO TAB{AA #1

Hint: Cross a flying fox to her perilous home near a
groaning ravine.

Localion: Coronis

Exit out the hangar blast doors, hop out of the rig, and head to
the west. You should hear the sound of the Albino Tarkaa near the

mountainside. Follow the path down to the lower area, where you

found Crazy Neil's hidden den, and stand in front of the big door.

Look up the cliff to the northwest for the well-hidden Akrid.

, 'ALBIiIB TANX*A #2
Hinl: An elevator reaches for a stormy sky - at its foot, look high.

Location: Marshall's Gorge

Use the Winch to reach ihe southeast ledge in Marshall's Gorge
and then drop to the ground below. Enter the open garage and
proceed through the second door. Look up the right, rocky wall

to find the Albino

Tarkaa hanging

high above.

It shares the wall

with the elevator

that leads to the

Weather Station.

,,. ALBlFto TAmimA #3
Hint: Seething Akrid cave with stalactite teeth - skyward is
she found.

Location: White Canyon Junction - Diaz Cavern

This Albino Tarkaa is best tagged when the Diaz Cavern T-Post is
full. This way y0u can take care of two objectives with one trip..
Enter the cave 0n the southeast side of White Canyon Junction
and go down to the open cavern. Genessas spawn Sepia and

Bolsepia in various locations, so clear them out before worrying
about the hidden Akrid. Look toward the Genessa on the east wall,

aim your reticule left and as high as possible.

'.. ALSl!|0 TARKAA #4
Hint: T-ENG tank near our Forgotten home - go below to find
her above.

Location: The Killing Fields

ln The Killing Fields, use the Winch t0 enter the n0rthwest cave.

Head back t0 the back and use the Magnetic Grappling Hook to
reach the walkway above. Drop off the north side and ascend the

steps t0 the left. Look left for the Albino Tarkaa crawling 0n the
cave ceiling below.
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I

..i:.1 A[31il0 TARXAA #5
Hint: Dark hidden belly - she bides her time within the war
machines and arms.

Lscation: Pickelt's Folly - Security lnstallation

This Albino Tarkaa is available during the Access Base Armory

Mission. When you finally find the Armory, cut through the shelving

to the back corner. Look inside ihe vent grate next to the Keep Clear

sign to spot the hidden Akrid. Shoot out the grate first and switch

to the Pistol's Specialty Ammunition before tagging the Tarkaa.

= ATBIIIO TARI(AA #6

Hint: Frozen iields of white amidst pumping iron beasts - she
hides in its warmth.

Localion: Bailey's Crossing

ln Bailey's Crossing, hop out of the Rig and climb up the steps

northeast of the south entrance t0 reach a metal walkway.

Look up to the west for a Magnetic Grappling Hook point and use

it to reach the higher area. Move around the control room and

rappel into the deep hole to the northwest. Step up to the platform

and exit out the east doorway. The Albino Tarkaa hangs on the side

of the pump jack ahead.

i33 AtBmo TARtmA #7
Hinl: Pristine plain scarred by a fallen cask - look within her dead
broken earth.

Location: Bishop's Wake

Walk over to the southeast side of Bishop's Wake and look for the

opening in the rock. Rappel down to the lower area and run to the

west. Look for the seventh Albino Taikaa hanging bn the far wall.

}}: AIBIIIO TARKAA #8
Hint: A tower top in magma seas - testament to a soldier's folly.

Localion: Pickett's Folly

ln Pickett's Folly, use the Winch to reach the island in the lava.

Battle up to the tower where you should hear the nearby Albino

Tarkaa. Slide across the zip wire to the northern island and turn

around. The rare Akrid is on top of the iower.



# -!""=1
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Hinl: Stalkers lurk in a dead courtyard - look down upon trunks,
crates. and boxes.

Location: Marshall's Gorge - Power Stat!on

Cut through the garage on the south side of Marshall's Gorge and

enter the Povrer Plant. Travel to the courtyard and grapple up to the

surrounding walklvay. At the next corner, use the Grappling Hook to
reach the next floor. Take out any Tarkaas that get in the way as you

run to the far left wall. Turn toward the courtyard and step up to the
ra ling. The Alb no Tarkaa peeks out from behind the clebris below.

=:.. 
tii;,=:: T::FE#++ . r t:

Hint: She hides within the den of the hunters - near a carriage to
the sky.

Location: Shackleton's Peak

Go to Shackleton's Peak and dock the Utility Rig at the tram
system. Climb up to the first station and exit out the other side.

Enter the left cave and follow it back to the big cavern. Kill or
ignore the Goonroes as you grapple up to the cliff on the left.

Turn back to the east and look up the far wall until you spot a cave

opening. Look on the right side for the hidden Albino Tarkaa.
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USE MAGNETIC GRAPPLING HOOK TO FIND MEMENTOS
During the Talk to Soichi Mission, he asks you to find and return Mementos from lour First Colonists. Each one requires the Magnetic

Grappling Hook ihat you received during this mission. Do not bother returning to the leader of the Forgotten when you find each item,

Gather allfour before iurning in the quest. Soichi rewards you with the Enhanced Vitality Player Upgrade.



When you receive the Magnetic Grappling Hook Upgrade,
you receive another 0ptional Mission, Test the Grappling Hook

Upgrade. ln the camp's nursery, there is a magnetized object
above a catwalk. Use the Magnetic Grappling Hook there to test it
out. At the other end of the walkway are three T-Energy Canisters,

a Specialized Component, and Audio Log #19

, FIND MEMEIITO 0F C0t0l'lEL MA$0N PIGKETT
Localion: Pickett's Folly

At the main area of Pickett's Folly, use the Winch and Zip-line to
reach the island in the lava. Clear the way up to the tower and look

up and to the right for a Magnetic Grappling Hook point. Use it to
reach a small ledge. Drop off to the left and search in the r0cky

area ahead for two T-Energy Canisters and the Memento of Colonel
Mason Pickett. Rappel down to a lower ledge to collect another
T-Energy Canister and Audio Log #25.

, FII{[} MEMEilTO OF SII.UIA }IERRERA

Location: Pickett's Folly - Security lnstallation

Enter the Security lnstallation in Pickett's Folly. As y0u enter,
Wardeyes are visible inside the installati0n. Either f ight to the
back of the main r00m 0r use the turrets to dispose of the Akrid.
Move to the back-right corner and look above the r0om 0n the
right. Use the Magnetic Grappling Hook on the metallic object to
get inside the room. A Halberd long-range weapon is in the back,
along with a Mememento next to a w0man's corpse. Audio Log

#26 is also nearby.
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Location: Marshall's Gorge

Use the Winch to reach the southeast ledge in Marshall's Gorge

and rappel into the deep hole. Grappie up to the ledge ahead and

follow the path past the amm0 footlocker. After dropping off the

short ledge, look up on the left side for a Magnetic Grappling

Hook point. Use your device to reach a narrow opening above.

Move down the path until you drop into an alcohol storage room.

Search next to a corpse in the far corner for the Memento of Juro

Katsuragi. Audio Log #28, a message from Soichi's brother, is on

the desk.

FI#E3 IVIEffig#TO OF LE&*l{ G}IEH:IPARA

Localion: Marshall's Gorge - Power Plant

Cut through the garage on the south side of Marshall's Gorge and

enter the Power Plant. Go into the courtyard and grapple up to the

surrounding walkway. Clear a path to the opposite corner and look

up to the right through a hole in the Wallfor a Magnetic Grappling

Hook point. Use it to get inside a small room where Tarkaa attack.

Rappel into a hole in the floor, as m0re Tarkaa pounce. Pick up

Audio Log #27 nexl t0 a c0rpse in the near corner. Move to the left

corner, where one last Akrid attacks. Kill it and then grab the item

off the crate, a Knight Chess Piece.
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FIX THE PIPE AT SHACK'S PEAK
As you move up ihe mountain on the way to visit Dr. Roman during the Meet Up with Dr. Roman Mission, stop at the pipe on the left side
to fix it" Use the claw and winch to take out the pesky Sepia and Bolsepia before approaching the busted pipe. Use the claw arm to grab
the pipe and use the Gas Torch to mend the crack. Move your reticule across the entire length of the gash in order to complete the repair.
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The f ollowing sections cover the basics for multiplayer.

Topics range from joining and creating a match, different aspects

of playing the game, items found around the map, setting up y0ur

loadouts, and how to unlock loadout items.

Select Private Match if you want to create your own game and play

with friends. At the game lobby, you can change the match setting

to your liking.

JOINING AND
CREATING A MATCH
At the Multiplayer Menu, your current party is shown on the right

side of the screen. Press the Manage Party Button to change

control to that side. A new tab becomes available, where you can

see friends who are online. At the Party screen, y0u can lnvite

Fiends by tapping the given button. The Access Filter allows you to
change your game so that any Friend can join or by invite only.

lf y.ou wish to play a public online match, select Player Match from
the Multiplayer Menu, then choose the game type. Quick Match
places you in the first available online game. lf you would rather
play a specif ic

mode, select the

game type that you

want. The game

searches for the

best match online

and places you into

the game lobby.

Once you are at the lobby, select the Character Select tab to
change which character skin you use. Press the Switch Team

Button to switch sides, so that you can choose that character
too. The Kit Configuration tab gives you the ability to pick the

loadout y0u start with. Press the Customize Button to set up each

Kit the way you

want it. Pressing

the manage Party

Button allows you

to manage your

party. Unless you

are the game host,

press the Confirm

Button once you are

ready to go. As the

game creator, press

the Start Match

Button to start a

30 second timer,

which counts down

to the loading of

the match.

..;: 0g?{TRSLIER NIFf*RTI{SES FROM SIIIGLE PLAYER
ln Multiplayer, yau do not carry the NEVEC Pistol with unlimited

amm0, but you still choose two guns,to take into a rnatch.

There is no Job Log, so the Select / Back Button displays the

scoreboard instead.

Start takes you t0 a Multiplayer Menu instead o{ ihe usual Pause Menu.

During a match, pressing Left or Right on the directional pad allows
you to activate a Deployable.

,.'*e
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HEADS UP DISPLAY
The top-left corner shows the time left in the match along with the

team scores. Your team's score is shown just right of the scoring
bars. The opposing team's score is given just below the bars.

The top-right corner gives y0ur current objective.

The bottom-left corner displays your health bar along with the

amount of T-ENG you currently have. This is a convenient location

for it as your Deployables are shown just above. The lower-
right corner displays your weapons and ammo for the currently
equipped one. Surrounding your aiming reticule is a bar that
indicates how much ammunition is left in the clip.

EARNING ZEN NY

Any time you deal damage to an enemy, y0u earn an amount
of Zenny. Zenny is also collected as y0u earn Emblems and for
completing objectives. This amount can be displayed above your

opponent's head

by toggling MP Hil

Credit Display

0n within the

Video 0ptions.

D EPLOYA B LES

Deployables are equippable items that are placed near your

location for some kind of helpful effect. Each one requires a certain

am0unt of T-ENG to deploy, which is gained by killing enemies.

ln a Multiplayer Match, look for icons for your equipped

Deployables in the lower-left corner of the screen. Press Left on

the directronal pad for the left one and Right for the othei. lf the

icon is red, that means that you do not have enough T-Energy to
use it. 0nce it is green, it is available. After pressing the one that
you want, you then can move around to find the spot where you

wish to deploy the device and then press the Use Button to set it.

ABILITIES
Abilities allow you to perform special actions that assist y0u

in your Multiplayer matches. Except for Nanothief , they do not

need to be used like Deployables. They are always active as long

as they are equipped in your Kit, except for the Respawn T-ENG

Bonuses, which are always active once purchased. Then, as you

unlock more of them, you can select different combinations for
certain situations.

SPECIALTY AMMUNITION
Besides the lack of a NEVEC Pistol with unlimited ammunition,
using your guns and explosives are the same in Multiplayer as

in the Campaign. Once you have purchased a weapon's Specialty
Ammunition, it is available in a match by holding down the Reload

Button. Note

the ammunition

indicators turn
yellow when using

this ammo.
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G RAPPLING
HOOK
The Grappling Hook works the same way

in Multiplayer that it does in the Campaign.

It is not only useful for traversing the

maps, but can be used to great effect to

escape an opp0nent who gets the jump on

you. Just as in Single Player, line up the

firing crosshair with the Grappling Hook

lcon to perform a Grapple Boost. Hold the

indicated button as you arrive at a ledge to

quickly take cover.

NP WIRES
Zip Wires are found in some of the maps

and are used in the same manner as in

Single Player. Learn where these wires

are and where they lead to quickly move

around the environment. You can dismount
these zip lines early by pressing the Use

Button. Use the time during the slide to

look around and spot enemy locations.

OBJECTIVE MARKERS
ln the three

objective-based

modes, an objective

marker shows where

you need to go to

complete your task.

A number appears

at the top of the

marker that shows

how far you are

from that point-
counting down as

you get closer until

it reaches 1 and you are right next to it. Use these markers to get t0 your destination, but do

not forget that there are opponents who wish to stop you from getting there.

THE VITAL SUIT
Two of ihe maps, Stronghold and 0utpost,

contain a pair of Vital Suits for each team

to take advantage of. For 0utpost, the

Vital Suits are not available for Scenario

and Akrid Survival Modes. Press the Use

Button to enter the suit and your view goes

to a first-person perspective much like in

Jim's Utility Rig.

There are two weapons at your disposal,

a rocket launcher with the left trigger and a

chaingun with the right trigger. The number

of rockets appears on the left of the display

and chaingun ammo is on the right. These

are also displayed with the thick white

bars. 0nce you run out of ammo on either

gun, it is automatically refilled with a

relatively slow reload rate. You can also
press the Reload Button to refill both at once

Press the Dash Button to perform a quick slide maneuver in the direction that you are

pressing. Two small bars appear inside the ammo bars 0n y0ur HUD, which signify when

this can be used. After a Dash, y0u must wait for these to refill before dashing again.

Use this to dodge enemy fire or to duck behind cover. Tap the Exit Vehicle Button to hop

out. To keep your

vehicle for a longer

tim?, use your

Repair Tool to

bring it back to f ull

health when you get

the chance.



Gunfire and explosives can destroy these

mechanical devices. They start to spark
when damage gets high, so quickly repair

it or get away from the machine, as the

explosion damages anyone within range.

This can be used as a tactic against a
group of enemies, if you can drive it in and

then abandon it just before detonation.

Shooting these machines from behind

deals more damage.

STOM PING AN
IN CAPACITATED O PPO N ENT

RESPAWNING
0nce you have died, there is a six-
second wait time before you re-enter
the game. During this time, you can

press the Configure Loadout Button to
change to a different Kit. 0nce yop ar.e 

-
back in the game, you get six seconds of
invulnerability while your heads up display
reminds you of which Abilities you have

equipped.

EM BLEMS
Emblems are awarded for performing

certain in-game actions such as

incapacitating enemies in a particular way,

repairing mechanical objects, reviving
players, completing an objective, 0r even

for playing poorly. After a match, all

Emblems that y0u completed are listed

along with the amount of Zenny earned.

Here you also receive Commendations,

which are awards for the players that
performed the best, or w0rst, in different
categories such as: most Grapple Hook

usage or highest ratio of damage taken

to deaths. The Zenny earned from these

awards can then be used to purchase

Weapons, Deployables, Abilities, and

Characters on the Progression Sphere.

REPAIRING MECHANICAL DEVICES
Repairing mechanical devices is a bit easier in Multiplayer as allyou need to do is
approach the broken item and hold down the Repair Button. This can be done to a

Chaingun Turret, Vital Suit, or even the consoles on the south side of Contact that open
a pair of doors. 0nce y0u start a repair, an icon that represents the device that y0u are

reparnng appears

inside a circular

meter. This meter

builds in a counter-

clockwise pattern

until it is completely

filled and the object

is good as new. You

can stop at any time

if needed, but it will

not be at full health.

When any players' health is completely
drained, they are incapacitated. At this
point, an opponent can walk up to the body
and perform a Stomp maneuver to finish
off the downed foe. This also causes the
dead player's current weapon to drop along
with some T-Energy. Press the Use button
t0 swap your equipped gun with theirs.

REVIVING TEAMMATES
when you are incapaciiated, press the Use Button rapidly t0 stay alive while waiting for
a teammate to arrive. Be careful as an opponent can take advantage of this time and

finish you off with a Stomp. Approach an

incapacitated teammate and hold down the

Use Button to revive the player. Be careful

as you are both vulnerable during this time.
lf you are downed and do not wish to wait
for a teammate, press the Reload Button to
Tap 0ut and immediately respawn.
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CHARACTER SELECT

At the Multiplayer lobby, go to the Character Select tab. From there you can choose from the character skins that you have unlocked.

Press the Switch Team Button to toggle which team you wish to play. NEVEC Soldier and Snow Pirate are the only two characters

availabie from the start, unless you pre-ordered the game and received bonus multiplayer characters. The rest of the characters

can be purchased in the Progression Sphere. They are all found around the edges of the sphere, so you need to work out to them.
Foster Degreene, Birdie, and Gale Holden only require a weapon purchase before being available. The following tables list the cost for
each character, what neighbor hexagon unlocks it for purchase, and in which Class it can be found within the spherb. '



KIT CON FIG U RATION
From the Multiplayer Menu or in the game lobby, you can access the Kit Configuration
screen and select from your four Kits, Press the Customize Button to access y0ur

Munitions Locker and configure your loadouts the way you want them. Do this whenever
you purchase new items as they cannot be used until they are equipped in a Kit.

PROG RESSION SPH ERE

As you unlock Cells, the Sphere reveals more items for you to earn and equip.

These are purchased with Zenny credits or unlocked by collecting a certain number

of a related Emblem.

Press the Toggle Class Button t0 color-code the cells based on a play style: Assault,

Spec0ps, or Support. Tracking allows you to get progress updates on the HUD while
playing. Press the Track Button to toggle this feature on and off for a particular item,

CELL TYPES

The following table lists the different types of cells that can be found on the sphere.

At the Multiplayer Menu or game lobby, press the Progression Sphere Button to gain

access to the system. Here you can see which items you have purchased and what is

available for purchase. Your current Zenny count is on the right side. Highlight a desired

cell to see what the cost of the new item is or what kind of progress has been made

toward a Skill Unlock

You start the Progression Sphere at the "Home" hexagon. Here you start with the Assault

Rifle, the Valkyrie, and a Frag Grenade. As you unlock new options, other hexagons

become available. Refer to the Loadouts section for detailed information on what is

required to get the items that you want.



You can set up four loadouts for easy switching before matches and during respawns.

As you purchase new Weapons, Abilities, and Deployables from the Progression Sphere,

there are many possible combinations of loadouts.

Select Kit Configuration from the Multiplayer menu 0r if you are in the lobby, choose the

Kit Configuration tab t0 see the four Kits. Two Weapons, two Deployables, two Abilities,

and a Grenade are selected for each Kit. This allows you to set up the four options for a

wide range of situations; such as close indoor combat, big open environments, or certain

objective-based modes.

The entries for each Weapon, Deployable, and Ability cover what is required to purchase the item (whether it costs Zenny or requires

Emblems), the Class that it can be found in, what is required to unlock its hexagon, and what it unlocks for purchase (if not already

unlocked). Each spot on the Sphere only requires one of the items listed under Required. Since Respawn T-ENG Bonuses occur so often

in the sphere, Required and Unlocks information is not provided.

WEAPONS
You start out with access t0 the Assault Rifle, Valkyrie, and Frag Grenade. Once you earn enough Zenny the remaining weapons are

available for purchase in the Progression Sphere.
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Abilities allow you to perform special actions that assist you in your Multiplayer matches. The Respawn T-ENG

Abilities that do not need to be selected in your loadout to be active. 0nce you purchase Abilities, remember to

Kits. Then, as you unlock more o{ them, you can select different combinations for certain situations.

6TH SENSE

Bonuses are the only

make them active in your

Gost: 5000 Zenny

Glass: Spec0ps

Required: Available for purchase {r0m start

Unlocks: 6th Sense Mark Duration Boost, 6th Sense Mark Time Boost

6th Sense warns you when players aim at you. Mark them in Aim Down Sight to reveal them to teammaies. Keep your reticule on an opponent {or a few

seconds t0 place the mark above the player's head. Then it is visible by all of your teammates-allowing for tracking of the player until he is incapacitated.

UPGRADE: MARK DURATiOI\ B00ST t\{At?KTll\/F 80057

Cosl: 1 2000 Zenny

Required: 6th Sense

Unlocks: Credit Boostet Survivor

This increases broadcast duration of marked enemy players to

nearby teammates.

Skill Unlock: Collect 10 Spotted!
lmblems {Teammate incapacitated your marked enemy player}

Required: 6th Ssnse

Unlocks: Survivor

Mark Time Boost reduces aim down sight time required to mark an

enemy player.

CREDIT BOOSTER
Cosl: 20000 Zenny

Glass: Spec0ps

Required:6th Sense Mark Duration Boost, Noxious Demise

Unlocks: Noxious Demise

When equipped, this ability increases the Zenny received for credit-worthy accomplishments, such as damaging an enemy

and earning Emblems. This is a great Ability to get early on to ease the paths through the Progression Sphere.

EN HANCED REPAIR
Gosl: 20000 Zenny

Glass: Support

Required: Pl.G., Technician

Unlocks: Technician, Enhanced Repair EMP Neutralizer, Enhanced Repair Status Range Boost

This improves a playefs repair rate, neutralizes EMP effects, and allows you t0 see health of close mechanical objects 0n your team. lt is good to have

one player on the team with this Ability so you can keep the devices in play lonqer. As long as these players have a good idea where everything is locaied,

they can make a loop around the map to make sure things are still working properly. Being able to see the health of Vital Suits allows the team to know

when to clear away, before it explodes.

UPGRADE: LtuiP i\TUTRALIZTR

Gosl: 12000 Zenny

Required: Enhanced Repair, Pl.G

Unlocks: N/A

Required: Enhanced Repair, P.l.G.

Reduces time needed to neutralize EMP effects when equipped with the

Enhanced Repair Ability.

Unlocks: N/A

lncreases the range you can see mechanical object's health when equipped

with the Enhanced Repair Ability.

UPGRADE: STATUS llAl\fiE 80CI57
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EN HANCED REVIVE
Cost: 20000 Zenny

Glass: Supporl

Required: Pr0t0-Harm0nizer EMP ResistancB

Unlocks: Enhanced Revive Health Boost, Enhanced Revive T-ENG Reward Boost

When equipped, revived teammates start with more healih. lt also earns you T-ENG for each revival.

Required: Enhanced Revive

Unlocks: Character: Dr. Roman

lncreases teammate's starting health when reviving another player with the

Enhanced Revive Ability equipped.

Unlocks: Character: 0r. Roman, Respawn T-FNG +10 Bonus

lncreases T-ENG reward received when reviving teammaies when

equipping the Enhanced Revive Abiliiy.

EVERLONG G RU DG E
Gost 8000 Zenny

Glass: Assault

Requited: Anti-Armor Grenade, Shotgun Stock Upgrade, Grenade Launcher + Respawn T-ENG +4 Bonus

Unlocks: Everlong Grudge Detection Range Boost, Respawn T-ENG +4 Bonus, Shotgun Siock Upgrade

Detects and broadcasts the location of the enemy who last killed you (if ihat enemy is within detection range). Good for those
revenge-minded players, but otherwise it just wastes an Ability Slot, as there are more useful Abilities available.

Required: Everlong Grudge

Unlocks: N/A

The Detection Range Boost increases ihe Everlong Grudge detection range

G RENADIER PACK LUCKSHOT
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Gost 7500 Zenny

Glass: Assault

Required: Available for purchase from start

Unlocks: NIA

Cosl: 1 2000 Zenny

Glass: $pec0ps

Required: Noxious Demise

Unlocks; Luckslrot Blindfire Accuracy B00st

Luckshot provides you with an aiming reticule while blindfiring frdm
cover. Great Ability if y0u are a big user of cover, especially once you

have the Accuracy Boost. lf you like to stay on the move as you hunt your

opponents down, do not boiher with this one.

UPGRADE: BLIi!nrIR[ ACCUR,SCY Bfi 0ST

Gosl: 1 2000 Zenny

Requited: Luckshot

Unlocks: Character: Dr. Kovac, Respawn T-ENG +6 Bonus

lncreases Luckshot blindfire accuracy (accuracy while blindly
shooting from behind cover).

lr.

UPGRADE: HFAL;H 3il0s1

Gost 1 2000 Zenny

UPGRADE: ltt\fi REWARD B0'JST

Gost: 1 2000 Zenny

Required: Enhanced Revive

UPGRADE: DITFCTIOI\ RA:\tfi[ g00ST

This allows you to spawn with 1 additional grenade.



NANOTHIEF
Cost 12000 Zenny

Glass: Spec0ps

Required: Hunting Rifle Depleted Uranium Rounds, Noxious Demise Cloud Size Boost

Unlocks: Nanothief Range Boosi, Nanothief Speed Boost

T-ENG Cost 50

Nanothief allows you to steal enemy Deployables and reuse them for your own team. Combine this Ability with EMP Grenades or the Halberd's EMP

Rounds, s0 that you can disable the device before going in for the steal. Nanothief is unlike any other Ability, as it must be equipped as a Deployable and

costs T-Energy t0 use. This allows you t0 use any kind of Deployable as your own as long as you can gei close enough to get the job done. Purchase the

two upgrades t0 make this an easier effort.

UPGRADE: RANGE B00ST #ffi%
Skill Unlock Collect l0 Cyberman Emblems #re(Hackanenemydeployable). W
Required: Nanothief

Unlocks: Character: Mira

Range Boost increases the thieving range when equipped with the

Nanothief Ability.

UPGRADE: SPEED 80057

This increases the thieving speed when equipped with the Nanothief Ability.

NOXIOUS DEMISE
Cost: 1 5000 Zenny

Glass: Spec0ps

Required: Credit Booster

Unlocks: Luckshot, Noxious Demise Cloud Duration Boost, Noxious Demise Cloud Size Boost,

Noxious Demise Cloud Toxicig B00st, Credit Booster

When killed, a player equipped with Noxious Demise releases a toxic gas cloud capable of damaging nearby enemies and Akrid.

This is a great revenge Ability, while also wearing down the health of anyone who moves in f0r your loot. You must press the

Switch Weapon Button while incapaciiated i0 release the gas.

Skill Unlock: C0llect 20 Cyberman Emblems
(Hack an enemy deployable).

Requited: Nanothief

Unlocks: Character: Mira

Unlocks: Respawn T-ENG +6 Boost

Grab this upgrade to increase the duration lhat
the Noxious Demise hangs around.

UPGRADE:

CLOUD SIZE BOOST

Gost: 1 2000 Zenny

Requited: Noxious Demise

Unlocks: Nanothief

lncrease the cloud size of the Noxious Demise

with this upgrade.

UPGRADE:

CLOUDTOXICITV BOOST

Gost: 1 2000 Zenny

Required: Noxious Demise

Unlocks: Valkyrie Explosive Bolts

Cause more damage with your Noxious Demise

with this boost.

QUICK FINGERS
GoSt: 1 2000 Zenny

Class: Spec0ps

Required: Halberd, Hunting Rifle

Unlocks: N/A

When equipped with Quick Fingers, you can reload all weapons faster than

normal. This is always a great choice for one of your abilities, especially if
you use a slow weapon, such as the Shotgun or Valkyrie.

Cost 1 2000 Zenny

Required: Noxious Demise

RESPAWN

T-ENG +2 BON US
Cosl: 3000 Zenny

Class: All Classes

This gives you +2 T-ENG when respawning.

Effect siacks with every Respawn T-ENG cell

unlocked. There are multiple locations of these

Respawn T-ENG Bonus tiles and all of them stack

together for biq T-ENG bonuses. These Respawn

-T-ENG Bonuses do not need to be selected when

seiting up your Kits. once each is purchased,

they are always active and you get that bonus T-ENG

every time you respawn.



RESPAWN RESPAWN

T-ENG + 4 BONUS T.ENG +B BONUS
i:i t:
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Gost: 1 5000 Zenny

Glass: Support, Assault

Gives you +4 T-ENG when respawning. Effect stacks

with every Respawn T-ENG cell unlocked. There is

n0 need to select this ability when setting up

your Kits.

RESPAWN

Gott: 20000 Zenny

Glass: Spec0ps

Gives you +6 T-ENG when respawning. Effect stacks

with every Respawn T-ENG cell unlocked. There is

no need t0 select this ability when setting up

your Kits.

T-ENG +6 BONUS T-ENG +IO BONUS

Cost 27000 Zenny

Class: Spec0ps, Assault

Gives you +8 T-ENG when respawning.

Effect stacks with every Respawn T-ENG cell

unlocked. There is no need to select this ability

when setting up your Kits.

RESPAWN

Gost 30000 Zenny

Class: Support

Gives you +1 0 T-ENG when respawning.

Effect stacks with every Respawn T-ENG cell

unlocked. There is no need t0 select this ability

when setting up your Kits.

SU RVIVOR
Gost: 20000 Zenny

Glass: Spec0ps

Required: 6th Sense Mark Duration Boost, 6ih Sense Mark Time Boost

Unlocks: Survivor Regen Rate Boost, Survivor Reduced Regen Delay, Survivor lncapacitated Health Boost

When equipped, this ability improves health regeneration and your ability to survive incapacitation. This is a great Ability to equip
for any situation.
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UPGRADE:

REGEN RATE BOOST

Gosl: 1 2000 Zenny

Required: Survivor

Unlocks: Respawn T-ENG +4 Bonus

This increases the regeneration rate when

equipped with the Survivor Ability.

UPGRADE:

REDUCID RIGEN DELAY

Gost 1 2000 Zenny

Required: Survivor

Unlocks: Character: Jim Peyton, Respawn T-ENG
+2 Bonus

Grab this Upgrade to reduce the regeneration

delay when equipped with the Survivor Ability.

This means that you regenerate health sooner

after being damaged.

Unlocks: Respawn T-ENG +2 Bonus

This increases an incapacitated player's damage

absorption capabilities when equipped with the

Survivor Ability.

TECH NICIAN
Gost 20000 Zenny

Class: Support

Required: Enhanced Repail T-ENG Shield EMP Resistance, Prolo-Harmonizer Regeneration Rale Boost, Proto-Harmonizer
Area of Effect Boost

Unlocks: Technician Deploy Time Boost, Enhanced Repair

Equip yourself with the Technician Ability for iaster set up of T-Posts and Deployables. lt also decreases the cooldown time between deployments.
lf you are all about the Deployables, use this to lessen your vulnerability when setting them up.

UPGRADE: DEPLOYT]ME BOOST

Gost: 12000 Zenny

Required: Technician

Unlocks: N/A

Grab this upgrade to decreases the deployment time when even more when equipped with the Technician ability.



Deployables are equippable items that are placed near your location for a helpful effect. Each one requires a certain amount of T-ENG to deploy.

The amoirnt required for each is provided with its entry. Most of these Deployables have a Deploy Discount upgrade, which reduces the T-ENG cost of

using it. Get this upgrade immediately as it allows you to get y0ur Deployables down sooner and more often.

ln a Multiplayer Maich, you will see icons for your equipped Deployables in the lower-left corner. lf the icon is red, that means that-you do not have

enough T-Energy to use it. 0nce it is green, it is available. After selecting the one that you want, you then can move around to find the spbt where you

wish to deploy the device and then press the Use Button t0 set it.

AMMO PACK
Cost: 5000 Zenny

Class: Support

T-ENG Cosl: 25

Required: Available lor purchase lr0m starl

Unlocks: Ammo PackAre 0f E{f6ct B00st, Amrno Pack EMP Resistance, Ammo Pack Replenish Rate Soost

Dispenses ammo, specialty ammo, and grenades to friendlies wiihin its area of effect. lf you are playing the Akrid Survival Mode, ammo crates are

available for the players. 0therwise, it is good to have at least one player on the team with this Deployable to keep everyone topped up with ammunition.

UPGRADE:
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Skill Unlock:
Collect 5 Special Delivery Fmblems
(Resupply teammates u,rith ammo).

Required: Ammo Pack

Unlocks: Proto-Harmonizer

This increases the Ammo Pack area of effect.

UPGRADE:
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Skill Unlock:
Collect 15 Special Delivery [mblems
(Resupply teammates with ammo).

Required: Amrno Pack

Unlocks: Proto-liarmsnizer, T-ENG Shieid

This increases the Amm0 Pack replenishment

rate, allowing players to collect ammo quicker

from the Deployable.

UPGRADE:

Il,4p Rt5;5ii!il{:[

Cost 1 2000 Zenny

Required: Ammo Pack

Unlocks: T-ENG Shield. Valkyrie Explosive Bolts

This upgrade doesn't completely protect y0ur

Deployable from an EMP Blast, but it does

reduce its down time.



BIOTOX MINE
Gost 20000 Zenny

Glass: Assauli

Required: Shotgun Bounce Shot

Unlocks: Biotox Mine Cloud Duration B00st, Biotox Mine Cloud Size Boost, Biotox Mine Deploy Discounl

T.ENG Cost 25

A proximity-triggered trap that releases a damaging cloud of toxic gas upon detonation, Unlike the other Deployables, you can plant two of these minJs.
With all upgrades, you can protect a good-sized area with two 0f these mines.
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UPGRADE:

CLOUD DURATION BOOST

Gost 12000 Zenny

Required: Biotox Mine

Unlocks: Proximitv Mine

lncrease the duration of the toxic cloud with

this upgrade.

IJPGRADE:

CLOUD SIZE BOOST

Gost 12000 Zenny

Required: Biotox Mine

Unlocks: Proximity Mine

lncrease the Biotox Mine's cloud size.

UPGRADE:

DEPLOY DiSCOUNT

Gost 1 2000 Zenny

Required: Biotox Mine

Unlocks: Respawn T-ENG +4 Bonus

Reduce the T-ENG cost of deploying a

Biotox Mine.
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Unlocks: Character: Caleb lsenberg

This upgrade doesn't c0mpletely protect your

Deployable lrom an EMP Blast, but it does

reduce its down time.

UPGRADE:

AREA OF EFFECT BOOST

Skill Unlock:
Collect 20 Harrnony Ernblems
(Restore Teammate health).

Required: Proto-Harmonizer

Unlocks: Technician

UPGRADE:

EMP RISISTANCE

Cost 12000 Zenny

Required: Proto-Harmonizer

Unlocks: Enhanced Revive

This upgrade doesn't completely protectyour

Deployable from an EMP Blast, but it does

reduce its down time.

AUTOMATED CHAINGUN TURRET
Gost 20000 Zenny

Glass: Assauli

Required: Pulse Rifie

Unlocks: Chaingun Turret Fire Arc Boosi, Chaingun Turret Deploy Discount, Chaingun Turret EMP Resistance

T-ENG Cost 100

The automated Chaingun Turret is programmed to detect and attack enemy players and Akrid.

Place this Deployable near objective points to slow the other team's progress.

UPGRADE:

DEPLOY D]SCOUNT

Skill Unlock:
Collect 25 Turret Time Emblems
(lncapacitate foe with deployed Tunet).

Required: Chaingun Turret

Unlocks: Respawn T-ENG +8 Bonus

Reduce the T-ENG cost of deploying a Chaingun

Turret with this upgrade.

PROTO-HARMONIZER
Gost: 20000 Zenny

Glass: Support

Requited: Disc Grenade, Ammo Pack Replenish Rate B00st, Ammo Pack Area o{ tffect Boost

Unlocks: Proio-Harmonizer Regeneraiion Rate Boost, Proto-Harmonizer Area of Effect B00st, Proto-Harmonizer EMP
Resistance

T-ENG Gost 40

Deploying the Proto-Harmonizer places a bubble in front of your character that increases the rate ol health regeneration for any friendlies within its
boundaries. lf your team sets up at one location, such as an objective, place this where everyone can get inside and refill some health.

Collect 10 Harmony Emblerns
(Restore Teammate heallh).

Required: Proto-Harmonizer

Unlocks: Technician, T-ENG Shield

Required: Chaingun Turret

Unlocks: N/A

The Fire Arc Boost causes the Chaingun Turret to

scan a wider range.

Collect 15 Turrei Tirne Emblems
(lncapacitate foe with deployed Turret).

Gost '1 2000 Zenny

Required: Chaingun Turret

UPGRADE:

RFGENERATION RATE BOOST

lncrease the Proto-Harm0nizer regeneration rate. lncrease the Proto-Harm0nizer's area of effect.
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PROXIMITY MINE
Gost: 20000 Zenny

Class: Assault

Required: Biotox Mine Cloud Size Boost, Biotox Mine Cloud Duration B00sl

Unlocks: Proximity Mine Blast Radius Boost, Proximity Mine Deploy Discount, Proximity Mine Damage Boost

T-ENG Cost: 50

A proximity triggered trap that detonates causing explosive damage to nearby humans, Vital Suits, and Akrid. Proximity Mines are great for placing near

obleclives 0r even a team's respawn point, if you can get in there.

IJPGRADE: BLAST RADIUS BOOST UPGRADE: DEPLOY DISCOUI\T

Skill Unlock:
Collect 10 Fatal Step Emblems
(incapacitate foe with Proximity Mine)

Requited: Proximity Mine

Unlocks: N1A

lncrease the Proximity Mine's blast radius with

this upgrade.

T.EN ERGY SHIELD

Collect 3 Guardian Emblems
(Deploy 3 T-ENG Shields).

Required: T-ENG Shield

Unlocks: Technician, Respawn T-ENG +2 Bonus

This upgrade doesn't completely proiect your

Deployable from an EMP Blast, but it does

reduce its down time.

Skill Unlock:
Coliect 25 Fatal Stsp Fmblems
(incapacitate foe with Proximity Mine).

Fequired: Proximity Mine

Unlocks: Characier: Renard Laroche

This upgrade reduces the T-ENG cost of

deploying a Proximity Mine, but you must first

incapacitate 25 enemies.

Unlocks: Character: Renard Laroehe

Damage Boost increases the damage done by

your Proximity Mine.

Cos[ 1 5000 Zenny

Glass: Support

Required: Ammo Pack Replenish Rate Boost, Ammo Pack EMP Resistance, Proto-Harmonizer Regeneration Rate B00sl

Unlocks: T-ENG Shield EMP Resistance, T-ENG Shield Deploy Discount, T-ENG Shield Dutability Boost

T-ENG Cost 50

Generates an energy shield composed of T-ENG, which deflects all incoming projectile attacks. Remain behind the shield as you fire at your foes.

Collect 10 Guardian Emblems
(Deploy 3 T-ENG Shields).

Requited: T-ENG Shield

Unlocks: Respawn T-ENG +2 Bonus

Reduce the T-ENG cost of deployment for
quicker and more frequent use.

Unlocks: Valkyrie Explosive Bolts

lncrease the durability of your T-ENG Shield.

UPGRADE: DAMAGE SCIfiST

Cost 12000 Zenny

Required: Proximity Mine

UPGRADE: ETIP RISISTANCF UPGRADE: DEPLOY DISCOUNT UPGRADE: DURABTLITY BOOST

Gosl: 12000 Zenny

Required: T-ENG Shield

Lr-.



There are four multiplayer modes: Team Deathmatch, Extraction, Scenario,

and Akrid Survival. The traditional Team Deathmatch requires only one

objective-kill the other team. The other three modes all have a more

complex goal to win-extract T-Energy {rom T-Posts, complete scenarios,

or fight off the Akrid before taking over a control point for extra credits.

All modes are played in 1 round, best of 3, or best of 5 (best of 3 and best

of 5 are only available in Private Match). Teams (NEVEC and Snow Pirates)

switch sides between every round. For Scenario Mode, it is good to play

best 0f 3 (at least) s0 that each team can experience both sides.

TEAM DEATHMATCH
Two teams light it out to reach a Score Limit before the time runs out.

OEJEgTIVES

Two teams of up to five players each are placed on opposite sides

of the map. They f ight it out until the set Time Limit runs out or the set

Score Limit is reached. The team with the m0st kills at that point wins

the first round. lf you are playing best of 1, the match is over.

Otherwise. the second round begins.

Your only objective in this mode is to kill any player on the opp0sing team.

lf Friendly Fire has been turned on (only available in Private lvlatch), d0 not

be too careless in your attacks as you can take out your own teammate.
These matches are best played with team tactics in mind. Moving as a

team m0re often than not defeats a team of loners.

STRATEfi!fS

lf possible, check 0ut which Weapons, Deployables, and Abilities your

teammates have available before a match starts and mix it up, taking note

of which level you are playing. Make sure someone has the support items,

such as Ammo Pack and Proto-Harmonizer. lt is not always possible to

know what your team has, so it may be necessary to note what your team

uses as y0u play the match and then switch t0 a loadout that is more

accommodating as you wait t0 respawn. lt is best t0 have a wide selection

of Deployables and Abilities.

If you play on a team

that likes to set up at

a certain location and

defend off attacks,

set up traps at the

access points by

placing turrets and

mines. It may be

necessary to send out

someone as a scout

t0 see what the other team is up to. lf this player has 6th Sense equipped,

then opponents can be marked and your team is better aware when

attackers approach. When available, select a location near a Vital Suit for
that added firepower.

Communicate when ammunition or health regenerati0n is needed or when

an Ammo Pack or Proto-Harmonizer is deployed. lf the team moves around
as a group, then it is easier t0 get everyone what they need with one

member playing the support role.

If y0ur team is more aggressive, mines become a little less important,

Chaingun Turrets can still be used as anoiher attacker or maybe a

diversion. The support Deployables and Abilities are still just as important
to keep the team topped up. Having a player equipped with Nanothief,

along with an EMP weapon, can help turn a battle in your favor.

Since you always respawn in the same general area, watch out for
opponents who camp outside. Communicate when this happens and work
as a team t0 eliminate the pest. ln any multiplayer match, the more familiar
you are with the maps, the better the odds of winning are. Full knowledge

of the various routes around the map and the best hiding spots can help in

escaping an ambush or pulling off your own surprise attack.
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EXTRACTION
Two teams set up T-Posts over Thermal Pockets and collect T-ENG.

OBJECTIVES

Two teams of up to five players each start 0ut 0n opposite sides of ihe

map. Each map has three or four Thermal Pocket locations. At all times,

only one is active, which is indicated by a circular TE icon. Both teams

compete to collect T-ENG from the same active thermal pocket, so working

as a team is a must. At the top of the icon a number shows how far you are

from that point, counting down as you get closer until it reaches 1 and you

are right next to it. Step up to the white cylinder and press the Use Button

t0 deploy the T-Posi. At this point, a number shows up in the middle of the

circle that counts down from 100. This indicates how much T-Energy is left

in the pocket.

The team that deploys

the T-Post earns points

equal to the amount

of thermal energy that

is drawn from the

pocket. At any time,

the other team can

deslroy the T-Post with

either melee attacks

or weapon fire. Once

it is gone, anyone can

deploy another post

on the pocket. Once

the number reaches 0,

another thermal pocket

becomes active. This

goes on until one of

the sides reaches the

Score Limit.

S?TATEOIES

Get acquainted with the six maps and all of their Thermal Pocket

locations so that y0u can quickly recognize which one has become active.

From this point there are various ways that the pocket catr be.overtaken.

One teammate can sprint to the location and get the T-Post deployed as

the rest 0f the team moves in and mows down anyone who tries to stop it.

0r, the team can move in more cautiously, taking down any foe who tries

for the T-Energy until one member can get the post planted. As your team

secures the thermal energy, look for out of the way locations that have a

good view of the objective. High vantage points allow for easier protection,

but always beware of flanking enemies. Fortify the area around the T-Post

with turrets and mines for an added layer 0f protection.

Send out a player 0r two to scout the opposing team and see what they

are up t0. They can get the jump on 0pponents as they try to flank your
position. By using the 6th Sense Ability, opponents can be marked-
allowing for easier recognition of attacking foes.

When attacking a T-Post posltion, keep in mind that the defending team is

more than likely watching it from different hiding spots. Becoming familiar

with the maps helps you know where the good locations are. Watch out f0r
Deployables around the post and toss EMP Grenades into the area to knock

them offline as you move in for the steal. Move to the objective along

upper routes when available to avoid being sniped from above.

When planting a

T-Post, use your

Grappling Hook to
quickly flee the scene,

if higher ledges are

available. Watch the

number in the middle

of the T-Post icon.

ihis indicates how

much l-Energy is

left. Depending on

how much more the

two teams need to

win the game, you

may want to just hold

off on that one and

anticipate where the

next Thermal Pocket

may appear.



SC EN A RIO AKRID SU RVIVAL
Offense and Defense teams compete over a serles of 0bjectives.

OB.'EETIUES

0n the Alpha Lair and 0utpost maps, both teams fight to collect a Pure

T-ENG Canister that drops after killing a Suwankaa or Tangee. This must

then be delivered to a

drop off Iocation.

Contact, Quarantine,

and Research Lab

have the Snow Pirates

performing certain,

map-based objectives

while NEVEC's only
goal is to prevent

them from doing so.

Stronghold flips this

around as NEVEC

attempts to escort a

Battlecat, while the

Snow Pirates try to
stop them.

The length of a match

depends on which

map you choose.

The current objective is given in the top right corner, as the score bars in

the upper-left corner show pr0gress of the two teams. The first ieam to

complete their objectives wins the match. lf time runs out before objectives

are completed, the team that made the most progress wins.

STfiATEGIES

Strategies for this mode are map-dependent, but familiarity with the

objective locations and the best routes there can help greatly for either

side. Deploy mines and turrets ar0und an objective for an added level of
protection. Moving and capturing objectives as a team is usually more

effective than trying it solo. Refer to the Maps section for m0re detailed

informaiion about each Iocati0n's obiectives.

Two teams 0f three fight in co-operative battles against waves of Akrid to

reach and contest a credit reward zone in a final elimination round.

{IBJECTIVES

Akrid Survival m0de 0nly allows for three players 0n a team as they {ace

two waves 0f smaller Akrid. ln this mode, you do not face the opposing

team until the final five minutes. For the first three minutes, you face a

wave o{ a particularAkrid. Ammo crates are nearthe two start p0ints in

case your weapons run l0w. At eight minutes to go, barriers are lifted and

you face a new species. Finally when the clock hits five to go, all barriers

are gone and both teams have a new 0bjective, seize and hold the capture

point to earn more credits. Watch out as Akrid may still remain in the area.

Get inside the marked zone without the other team present and an icon

shows a circle filling up. 0nce it fills completely, the point is captured.

Standing within this credit reward zone when your'team owns it earns

a nice amount 0f Zenny, so it is worth hanging out. During these final

minutes, this location can be stolen away by getting inside, wiping out the

defenders, and recapiuring the zone.

The scoring in this mode is totally based 0n the credits collected from

damaging the Akrid in the first two phases and then from hurting the

opponents and controlling the reward zone during the final phase. The

amount of Zenny that your team has collected is shown in the upper-left

corner, just right of the scoring bars. The opposing team's score appears

just below the bars. The bars display these scores in a simplified way so

that you can quickly tell who is up.

STRATECIE$

During the waves of Akrid, there is no need to worry about the opposing

team flanking you or assaulting your position. You only need worry about

the beasts. Whether you can hold up behind cover or need to move around

depends on which map you are on, since the Akrid differ. Work as a team

to defeat the beasts, using turrets to down them quicker once you have

enough Thermal Energy.

Since ammo crates provide added ammunition, Ammo Pack is not as

important until the final phase, where the reward zone is located a good

distance away from the crates. For the last objective, Chaingun Turrets and

mines are great f0r added protecti0n against enemy assaults. 
:

As with any mode where you are assaulting an objective, it is a g6od idea

t0 have some kind of EMP weapon combined with the Nanothief Ability.

This allows you to take down mechanical devices used to defend a location

and use them for your side. Surr0und the reward zone the best you can

with three people as you attempt to take it over, using explosives to clear

out players who reap the credits inside.

Zenny can be earned in huge amounts during the tinal objective, especially

if you can get all three players inside ihe reward zone. That is why it is

important to quickly gain contr0l of it. Though if Zenny is not as important

t0 you, such as with 100% completion of the Progression Sphere, this is a

good time to sit back and create carnage inside the capture point.



AIpha Lair takes place in the caves ilrat surrouni
an Alpha Nest. This nest is in the middle 0f an

open area surrounded by numerous tunnels.
Use the upper levels alon6j the nbrth and south
sides of the nest for an excellent vantage point.

Watch out as enemies can attack from both sides

and by grappling up to the ledge.

A strong team can hold up inside the nest using

mines and turrets t0 further protect the structure
A hole in the ceiling allows for an ambush by the

opposing team, so set m0re traps t0 deter them.

NEVEC / Snow Pirate 0bjectives

Both sides have the same objectives in Alpha Lair.

The first objective is to kill the Suwankaa. Watch

out as the Akrid leaps t0 attack. Dodge to the side
to avoid taking much damage. Let the opposing

team help in taking jt down, but be ready when

the beast falls. Assign one teammate move in for
the Pure T-ENG Canister as the others eliminate
the opposing team. Once the item is obtained,
quickly grapple to the upper levels if possible and

sprint toward the opposing team's excavation

site, which is located where they started the

match. The entire te'am should try to surround the
runner during the attempted delivery. Things can
get hairy since your foes respawn very close to
your goal. Set up mines and turrets around your
excavation site when you get the opportunity.
This way, if they get their hands on the canister,

there is a last line of defense for your team.
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The north and south thermal pockets are located

inside the upper level caves. The northern post

is at a corner, which allows for relatively easy
protection. Use traps at both access points, '
but watch 0ut for incoming explosives. The south
pocket is als0 at a corner, but it is m0re open than

the first one, making it tougher to defend.

The middle pocket is underneath the Alpha Nest.

Get inside the nest and fortify the four entrances.

Watch out for an ambush through the hole in

the ceiling. You can also watch over this location

from the upper caves t0 the nOrth and south.

Split the team between the two ledges for
full coverage.

During the first wave, your team is locked up

in the first few rooms as Bolsepia attack from
outside. Use cover as you take them down,

collecting as much T-Energy as you can from their
dead bodies. When the first barriers are lifted,

agile Goonroes attack in the side caves. Evade

their attacks as you eliminate as many of them

that you can. Lay down Chaingun Turrets when

available, but try t0 keep some T-ENG in reserve

for the final phase,

At around f ive minutes to go, the entire map

opens up. Get t0 the Alpha Nest in the middle

as quick as you can. Step inside to capture the

structure. Be careful as the second team will
probably bombard the inte[ior with explosivgs.

To gain the bonus credits, y0u m!st be inside so

nest, so use any f0rtifications that y0u lnve to
protect the exterior. Attacking teams should use

the upper ledges to the n0rth and south to fire
down on the defenders inside.
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Snow Pirate 0bjectives
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This map is all about the Grappling Hook. Roofs

and zip wires Iitter the environment, making for
some quick and chaotic travel. Let your finger rest
on the Grappling Hook Bu'tton'so you can make

a hasty exit when necessary. There aren't many
places where you can't use it. Tunnels on the far
sides allow f0r an alternate, concealed means of
travel between the south and north.

There are three entrances to the south-central
building. One is open on the north side, while the

east and west gates are locked shut at the start.

There is a console across a gap 0n each side,

Fully repair each one to enter from the sides.

There are several buildings where a team can hold

up inside, but assign team members t0 watch all

openings, including windows. Watch for incoming
explosives and use mines and turreis to further
protect the structure. Watch out as a few of the

nodhern buildings have holes in the ceilings

allowing for a passer-by to drop in.

There are three parts t0 the Snow Pirates plan as

they search for intel and then destroy the Satellite
Array. First you must take control of the Satellite

Control, which is located in the norlh-central
building. Get inside and keep NEVEC away from
the structure until the objective meter completely
fills up. An enemy can slow 0r stop your progress

by joining you inside. Be aware that standing just

outside or on the r00f can capture this structure,
so you need t0 clear out any nearby foes.

Next, the Research Archives must be captured

and held as Sn0w Pirates search for intel. This is
the building just to the east. Step outside and use

your Grappling Hook to quickly^ get inside.

Just as you did at the Satellite Control Room,

clear out any enemies and keep them away until

the obiective is complete.
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NEVEC 0bjectives

The final phase is to plant and detonate explosives on the power conduit. lt is located in the south-central structure. you can enter this building by rappelling
otf the cliff t0 the south 0r by repairing One of the consoles located just east and west 0f the building. 0nce inside, approach the back of the room and hold
the Use Button to plant the bomb. The remainder 0f the team should be protecting the building as this is done, since the player is vulnerable for about four
seconds. You must then continue to protect the bomb for another 30 seconds, until it takes out the Satellite Array.

NEVEC's goal throughout this scenario is to keep the Snow Pirates from completing their 0bjectives.
.::..':...::.:,::.::-:.'::-.::.:.:.:,. Aslongasthetimerhitszer0withouttheSatelliteArraybeingdestroyed,NEVECwins.Trytobeat

.;;.;;;..'.,.,...;:...,-,....-;....=,.i. your opponents t0 each of the objectives and defend the locations just as they would. Fortify them with
i.-,;.;,,,',,'.,,"...,...',,,.1,'i,-:,.::1.,: turrets and mines. Remember that you can stop pr0gress at the first objective by standing on the roof.

' : '":' :: :i : : :.: At the final objective, the bomb can be disarmed by approaching it and holding down the Use Button. .

rrle tnrur'il-lrirur porrrutr uir il.utrj inril.
or under the three big northern buildings.
The central building has openings most of the
way around, so it can be hard to defend. Place a
couple team members on the roof as it offers a
g00d vantage point of incoming foes. The outside
twO are deployed underneath the structures,
making them even more susceptible to attack.
Watch for intruders from the second story or
neighboring building roofs. Keep an eye out for
enemies in the outside tunnels as they try to
sneak up to the outside T-Post locations.

The first wave of Akrid is a swarm of Enbees

attacking your party. These flying pests make
things difficult with their projectile attacks.
Step into the nearby building and use it as cover
for some added protection. As the second wave
starts, Bolsepia replace the flying Akrid. Take

cover at the short walls or inside buildings as you
take them down. Remember that racking up the
Zenny credits is the key to Victory in this.mode.

The final phase requires you t0 take confrol of
the Satellite Control Room and hold it for bonus
credits. Use the zip wires to get there quickly
or use the nearby rooftops to eliminate your
opponents if they get there first.
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NEVEC / Snow Pirate 0bjectives

Fight it out at a military Outpost nestled among

the snowy m0untains. The main features of

this map are two Vital Suits. Each vehicle is in

a garage, 0ne in an enclosed area to{he north
and the other in an opening against the south icy

edge. These machines are valuable for defending

locations and attacking, though the northern rig is
bound to the small enclosed area.

This northern, enclosed area is the easiest

location to defend against attacks, especially

with the powerful Vital Suit at your disposal.

Be careful though as the other team may decide

to use the machine as its own explosive. Keep it

repaired and get clear of the rig if it shows signs

of detonating.

The Tangee, which is only used in the Scenario

and Akrid Survival Modes o{ 0utpost, shows up

near the n0rthern or southern thermal pockets.

The beast wiggles its head slightly to signify the

acid attack is coming, so keep an eye out for it.
Use cover while f ighting the Akrid, ducking down

to avoid the deadly liquid. Equip the Luckshot
Ability if available, especially if you have the

Accuracy Boost, t0 make fighting this guy easier.

The main goal is to kill the Tangee, but you also

want t0 keep the other team away from its loot.

Don't get caught off guard as you focus solely on

the beast.

Once you have the Pure T-ENG.Canister, you must
then take it to the opposing team's excavation

site. For the Snow Pirates, lhis is Iocated in the

big building just east of NEVEC's starting location.

For NEVEC, it is atop a small cliff at their foe's

starting spot. lf you can get t0 these locations

ahead of time, place mines and turrets to deter

an enemy score or to help you keep away

followers. Note that the Vital Suits are not

available in this mode.
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The three thermal pockets are visiUte unOer

vents in the floor. One is on a big platform in the
middle of the map. Use the beams running above
this area as a nice vantage point, but you are

vulnerable up there. Toss explosives up from
the relative safety of the ground when attacking
the T-Post.

Near the northern location, a Vital Suit ls in a'
garage just to the west. lt cannot be taken out
of the immediate area, but it is still valuable in

defending the T-Post from intruders. lf you are

in the Vital Suit, walk up to an active thermal
pocket and press the Use Button t0 exit the rig
and deploy the T-Post. This area is enclosed on

the ground level. Scalable Walls are on the sides,
while stairs provide foot access in the middle.
Place team members along the upper level while
the Vital Suit patrols what it can. Watch out for
the second Vital Suit, as it is free to roam and can

reach the area just beyond the stairs.

The third thermal pocket is far south, just

outside another Vital Suit. This vehicle is free t0
wander most of the map, s0 it's w0rth grabbing

at any time in the match. lt is just below the big
platform, s0 watch out lor snipers above.

One player can keep watch from the small tower
t0 the east. but it rs vulnerable from the n0rth.

The Akrid on this map present two completely
different fighting styles. During the first wave,
a swarm of Enbees pester your team just as you

spawn. A Chaingun Turret is extremely useful
against these guys, but it may take some time
before you can afford to place one. Take cover
around the crates and pick off as many as you

can. The second wave puts your team against two
Tangees. Remain inside the caves or building,
depending on which side you fight fo; for as long
as possible as you fight them. lf you cannot reach
them from there, get onto the upper platforms

and use cover to take them down.

Around five minutes to go, the Tangees take off
for the northern area as it remains closed off and
the big central platform becomes the Control
Zone. Take command of it quickly t0 reap a big
profit, but watch 0ut as this big area can become
a real blood bath. Use explo3ivesand Deployables
to deter the other team. Note that the Vital Suits
are not available in this mode.
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Snow Pirate 0bjectives

Quarantine offers almost the exact same playing

area at the NEVEC start as it does f0r the

Snow Pirates. The map is slightly smaller for
Deathmatch andAkrid Survival tfian.the other two
modes as the Centrifuge Chamber is closed of{.

The building interior surrounds a small outdoor
courtyard in the middle which is extremely

vulnerable t0 players who camp on the balconies

above. Use connecting hallways to ambush

unsuspecting foes or fortify one 0f the numerous

rooms as your teams holds up inside,

The ianding pad area plays a big part in the other

modes, but does not offer much protection. You

should steer clear of the outdoors, except to
quickly get from one side to the other. Balconies do

offer a quick escape if you find yourself in trouble.

The Snow Pirates have four objectives to

c0mplete in 0rder t0 win the game. First up is

getting the power system back online. The Power

Generator is against a wall on the lower floor,
right in the middle of the map. Watch out as

NEVEC will be entering from the opposite side of

the room as you arrive. Step up to the machine

and repair it. NEVEC is able to delay your efforts

by damaging the mechanical object, so the team

should work to keep them out of the room.

0nce the power is back online, head to the

Control Room directly above the first 0bjective.

Holding this room allows the Snow Pirates

to hack open lhe Centrifuge chamber gates.

Step outside and grapple Lrp t0 the balcony for
quick access t0 the second task. Defend this
room from attackers, using Deployables to slow
them down. A blue circular bar on the objective

marker decreases as you control the r00m.

0nce it is fully depleted, it is replaced by a red bar

as it f ills up. lt is not until this is completed that
you are done. NEVEC can halt your progress by

being inside the room, so eliminate any intrusion.

ln fact, they can take away any progress made if

they control the room.
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0nce that objective is completed, quickly head into the northern part of the map, where a Pure T-ENG Canister is in the Centrifuge. Grab it and head to the
Landing Pad on the far south side of the map. lf NEVEC takes out the runner and touches the canister, it is reset back to the Centrifuge. gnce a player reaches
the destination, they must grapple up to the stormhawk once it is in position to win the game.

NEVEC 0bjectives NEVEC's goal throughout this scendrio is to keep the Snow Pirates from completing their objectives.

: As long as the timer hits zer0 without the Snow Pirates escaping with the pure T-Energy, NEVEC
-:'1 wins the round. Try to beat your opponents t0 each 0f the objectives and defend the locations just
: ,' as they would, Foriify them with turrets and mines. Use explosives 0n the generator as they rapair jt

and remember that you can stop or at least slow progress while they attempt to open the irntiiiug.,
chamber gates.

r ..::1.1,:.rl:,

The norihern thermal pocket is in the middle
of the floor inside the Centrifuge Chamber. lt is
vulnerable from all sides as a southern balcony
and l-beams give players a nice vantage poini.
The corner rooms provide a spot t0 hide out in
while you watch out for attackers. The southern
locations are even more susceptible to attack as
it is 0ut in the open with balconies surrounding
most of the courtyard. 0uickly deploy the T-post
and immediately grapple up to the walkways
above, holding down the Cover Button to duck
behind the short wall.

The other two T-Energy spots are in the middle 0J

the map. 0ne is up in the Control Ro0m next to
the console, while the other is down below near
the generator. 0nce a T-Post has been deployed
at either of these locations, place mines and

turrets inside the room and take cover around a
nearby corner.

For the first wave of Akrid, Bolsepia attack from
the next r00m over Use the doorway as cover as
you take them out. Watch out as they will also
enter from upstairs. Use the railing in the second
ro0m, but do not remain in one spot too long as
their mortars will find you behind cover. For the
second wave, Snow Pirates head into the kitchen
t0 the north, while NEVEC moves into a supply
r00m. Both rooms offer a wide platform where
you can place a Chaingun Turret on t0p.
Take cover nearby rf possible so that you can keep
it repaired. This turret is invaiuable agajnst these
agile Wardeyes. Equipping all thr6e players with
this Deployable can go a long way.

For the final phase, the Landing Pad in the
outdoors area must be captured to collect
the bonus Zenny. This offers a small spot to
defend and can be tough to win over as the
area is wide open with balconies that offer high
vantage p0ints. 0n top of that, any Wardeyes
that haven't been killed still wander throughout.
Use your Grappling Hook to quickly get onto the
Landing Pad and hold down the Cover Button to
immediately duck behind the railing, though you
are still vulnerable from above and the sides.
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This secret NEVEC bio-research facility has been

discovered by the Snow Pirates and they are

eager t0 get the valuable resources found inside.

Shield generators srt inside twomassive rooms.

which protect the base from outside attack. Zip

wires run the length 0f these rooms allowing f or
quick travel from one side or the other. 0r they

can be used to drop on opponents {rom above.

Be careful as the long fall does cause damage.

The two sides both start outside on each end of

the facility. Neither of the outdoor areas present

any upper vantage points and they are relatively

small, so defending them is possible if you want

to hold up there. Narrow hallways connect the

various sections of the lab, so cautiously proceed

as you make your way through the maze.

:. .i: rl. lr,, rlj. | . r-.rl,iti'

This begins by heading to the Primary Shield

Generators which are located in the northwest

room. The generators power the facility's

defenses, so they must be taken care of in

order. Approach the outline of a bomb next

t0 the machinery and hold the Use Button

until the red meter completely fills around the

objective marker, lt must be defended for a

f ull minute while NEVEC attempts 10 defuse it,

Use surrounding balconies to keep an eye on

the device. Once the bomb is detonated, the

team must head south to the Secondary Shield

Generators. Again approach the objective

marker, set the explosive, and defend it for
another minute.

0nce NEVEC's defenses arc down, you must

collect the Pure T-Energy from the specimen lab

and take it to the Landing pad. Watch out for
traps that NEVEC may set around the sample.

0nce the canister has been picked up, protect the

runner as he must cross most of the map t0 get

to the final destination. At the Landing Pad,

use your Grappling Hook to climb into the

dropship and win the match.

Snow Pirate 0bjectives

'ri::*.
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NEVEC

NFVEC'S goal throughout this scenario is to keep the Snow Pirates from c0mpleting their objectives.
As long as the timer hits zero withoutthe Snow Pirates escaping with the Pure T-Energy, NEVEC wins
the round. Try to beai y0ur opponents io each of the objectives and defend the locations just as they
would, Fortify the bornb locations and the specimen lab with mines and turrets t0 slow them down.
Use everything you have to disrupt the Snow pirates as they set the two bombs.

0bjectives

i_]i,.: ir- '

With only two thermal pockets on this map, the
guess work of where the next active spot will be is
totally eliminated. The two possible locations are
found next to the Primary and Secondary Shield
Generators on top of the circular vents. Use the
zip wires to drop in on them, but watch out as
the drop does cause damage. Balconies around
the outside are good for keeping an eye on your
valuable resource. As the thermal energy runs out
at the current location, already be moving to the
other sp0t-setting traps between the two t0 slow
y0ur opponent down. Be a bit cautious though as
there are bound to be several Deployables lying
around the two r00ms. Take an EMP weapon
along with Nanothief to hijack the other team's
devices.

The mass of Wardeyes attacking from the start
are pretty crafty as they take refuge behind the
numer0us crates. Watch out as they climb onto
high vantage points, inaccessible to you, and fire
down at your team's location. Set up a Chaingun
Turret as soon as you can for that added help
against these agile foes. The second wave is the
same species of Akrid. NEVEC fights them around
the Primary Shield Generatois in Jhe northwdst
room, while Snow Pirates fend off WardeJes
around the Secondary Shield Generators to
the south,

0nce the final phase starts with around five
minutes to go, grapple up to the second floor.
Here both sides converge at the narrow Control
Zone. Set up turrets and mines at each end of the
zone as you take cover behind the short walls
or machinery.
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NEVEC 0bjectives

Stronghoid takes place at the Snow Pirates

encampment, The Security Center h0uses the

Snow Pirates respawn area, while a cave area

splits them f rom.NEVEC Who stafls out at the far

s0uthwest corner. Much of the fighting takes place

in the open area just n0dh 0f the cave, as small

towers and the northern platform give players the

ability to snipe down at their foes. A ramp runs

up the east side giving Vltal Suits access to the

n0rthern structures. The norlhern machine can

step through one of the 0penings along that north

ledge to reach the rest of the map.

This time it is NEVEC infiltrating the Snow Pirate's base. The objective remains the same throughout

this scenario; escort the Battlecat demolition vehicle to breach the Security Center, The team begins

in the southwestern c0rner of the map as they break through the main gate. Stick close to the vehicle

as lt turns right toward the first wall. lt takes some time for it t0 get through, so y0u must defend its

position. You can climb onto the back of the truck by pressing the Use Button at the rear end.

The timer starts at eight minutes, but time is

added with each breached wall. Two or three

minutes are added each time the Battlecat makes

it through an objective point, providing up t0 1 5

minutes t0 get the demolition vehicle up t0 the

Security Center 0n the 0ther side 0f the map.

The Snow Pirates must halt the Battlecat by

attacking with everything they have, NEVEC units

should repair the vehicle whenever the chance
presents itself. lf the Battlecat reaches 0%, it

stops completely and requires repairing it back to

at least 50% to get it going again. lt is possible

to repair it while standing in the truck bed,

Look for a Vital Suil inside the]eft room between

points 1 and 2. More than Ikely, the Snow Pirates

will be using it. Use EMP and the Nanothief Ability

t0 commandeer it, making your defense of the

Battlecat a little str0nger. A second Vital Suit is

inside the building just west 0f the Security Center.

Continue to keep the Snow Pirates away from

the Battlecat as y0u escort it through their camp.

The further you get, the longer the return trip

after a respawn, so keep teammates topped up

with health and ammunition. 0nce the demolition

vehicle gets through the Security Center gate,

NEVEC wins the round.
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Snow Pirate 0bjectives
Snow Pirates have only one goal in this scenario: halt the Battlecat demolition vehicle-keeping it from
reaching the Security Center. Use the nearby Vital Suit to better your odds against it. Fire explosives
at the Battlecat to quicken the job and then place turrets to discourage opponents from repairing it.
While the vehicle is halted (indicated by a defend shield on the objective marker) focus your attacks on
the NEVEC piayers. it is possible to end the round within eight minutes if you can keep the Battlecat
stopped before the first wall. 0therwise time is added 0n each time the opposing team passes an
objective. As long as the Battlecat does n0t get inside the Security Center before the timer hits zero,
the Snow Pirates win the round.

Three thermal pockets are found in the Snow
Pirates Stronghold. 0ne is inside the cave and

vulnerable from all angles, but walls provide

cover as you fight Off intruders. The eastern post

is along the dirt path that leads to the Security
Center. This is fairly protected as enemies can

only access from the north and south. The final
thermal energy spot is atop the northwest tower,
There are short walls surrounding mosi of the
T-Post, but you are extremely vulnerable as you

depl0y this one. 0uickly get in, plant the device,
and immediately rappel off the side, Once you

touch the ground, grapple up to the northern
ledge to keep an eye on your resou[ce.

The Snow Pirates fight inside the Security Center
building, while NEVEC is limited to the southwest
area, south of the cave. Around five minutes to
go, the Goonroes are replaced with one giant

Suwankaa on each side. For the home team,
this means fighting along the northern platform.
For NEVEC, it means adding in the cave area.

As this phase starts, the two Vital Suits become
available. Jump in and bombard tfre Akrid wfth
rockets and chaingun fire whjle the rest qf
the team fires from behind the rig and keeps
it repaired. These Akrid release a great deal

of T-Energy, so let the team members with
Deployables grab the resource,

The final phase opens the entire map up while a
small zone is added just north of the cave. This
credit reward zone is extremely vulnerable to
opponents who perch atop the towers and northern
ledge. Set up Chaingun Turrets and use the Vital Suit
t0 better protect the area. lf you can get both Vital

Suits, then the odds are better pushed in your {avor.

,i
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Emblems are earned by completing certain actions during

multiplayer matches, Commendations are given for performing

the best in different categories. Each Emblem earns Zenny that

can be used on the Progression Sphere. Select Records from the

Multiplayer Menu and then choose Awards to see what Emblems

you have earned along with the number of times each has

been done.

Aggression Emblems are all about incapacitating enemies in different ways. Rack up the

kilis and y0u can really rake in the Zenny.

Misery Loves Company

lncredible

0uartet

Extreme Justice

Trio

lncapacitate 5 0r more enemies within 5 seconds.

lncapacitate 1 0 consecutive enemies.

lncapacitate 4 enemies within 5 seconds.

lncapacitate every enemy on the opposing team 3 times.

lncapacitate 3 enemies within 5 seconds.

lncapacitate 7 consecutive enemies.

lncapacitate an enemy while they are grappling or ziplining.

lncapaciiate 4 enemies in a round using any explosive.

lncapacitate 5 enemies with headshots while firing f rom the hip.

lncapacitate 4 consecutive enemies.

lncapacitate every enemy on the opposing team 1 time.

Destroy 1 Vital Suit in a round.

Kill 1 enemy during a round by trampling them with the Vital Suit.

lncapacitate 1 enemy during a round with any EMP blast.

lncapacitate 2 enemies within 5 seconds.

lncapacitate 3 enemies during a round with a deployed turret.

lncapacitate an enemy while they are completing an objective.

lncapacitate the same enemy 5 times during a round.

lncapacitate I enemy during a round with a Biotox Gas.

lncapacitate 3 enemies in a round with headshots.

Kill 1 enemy from behind during a round using a Melee Takedown.

lncapacitate 3 enemies in a round with a grenade.

lncapacitate an enemy who has killed or incapacitated a teammate within 5 seconds.

Kill 10 Akrid in a round.

1 000

1 000

800

750

500

500

400

400

400

300

250

250

250

250

200

200

200

200

150

150

150

150

100

100

.:,: Most lmpressive

',, Birdie on a wire

l- Splash-Aaah!

'r: Skuilbuster

'it:, lmPfeSSiVe

': Blind Justice

":': Metalhead

. r Roadkill

: Shocking Climax

.:., DUO

;:, Turret Syndrome

Bt)77Ktller

:': Nemesis

ubnOxr0us uemrse

Headh unter

.' Backstabber

"',: Grenadier

,., Avenger

,. Monster Hunter
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Beyond the Grave

Housekeeper'

Fearless

Harshmellow

Getting' Lucky

Fatal Step

Executioner

Tastes Like Burning

Thermal Vampire

Averted Shame

Violent Cycle

Firsi Blood

Payback

Adios Muchacho

Rebound

Headshot

Turret Time

Spotted !

lncapacitate an enemy within 5 seconds of dying (from grenade, turret, mine, etc")

lncapacitate 1 enemy during a round as they deploy an ltem.

lncapacitate an enemy while you are carrying a T-ENG Canister in Scenario mode.

lncapacltate an enemy while they are carrying a T-ENG Canister in Scenario mode.

lncapacitate 1 enemy during a round while blindf iring f rom cover.

lncapacitate 1 enemy during a round with a Proximity Mine.

Force respawn on 3 incapacitated enemies during a round.

lncapacitate 3 enemies in a round using Assault Rifle lncendiary Ammo.

Drain 50 units of T-ENG from enemies orAkrid during a round using Pulse Rifle
T-ENG Driller Ammo.

Break a losing streak right before earning an Amateur Hour emblem.

I ncapacitate Vour Nemesis

Score the first incapacitation of the round.

lncapacitate the enemy who last killed you.

lncapacitate 1 enemy during a round with a melee attack.

Score an incapacitation after respawning 5 c0nsecutive times with0ut one.

lncapacitate 1 enemy with a headshot,

lncapacitate 1 enemy during a round with a deployed turret.

A teammate incapacitates an enemy you marked using the 6th Sense ability.

100

100

100

100

100

'100

100

100

100

100

50

50

50

50

50

50

50

50
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Support players earn Zenny by repairing mechanical devices, reviving incapacitated
players, restoring health points. and more.

Prospector

Electric Personality

Cyberman

Demolitions Fxpert

Architect

Messiah

Special Delivery

Lifesaver

Handyman

Harmony

G uardian

Plant 3 T-Posts during a round in an Extraction mode.

Shut down 3 enemy mechanical devices during a round with an EMp blast.

successfully hack an enemy deployable during a round using the Nanothief ability.

Destroy 3 enemy deployable in a round.

Set up 5 deployables in a round.

Revive all teammates during a round.

Resupply 1 teammates with ammo during a round using the Amm0 pack deployable.

Revive an incapacitated teammate during a round.

Repair 1000 health points to mechanical devices during a round.

Restore 300 health points to your team during a round using the
Proto-harmonizer deployable.

Deoloy 3 T-ENG Sh;elds during a round.

750

500

500

500

200

300

300

200

tuu

150
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Emblems can be earned even on a bad day. These are not

\'vorth big Zenny but at least you can earn something for
performing poorly.

Amateur Hour

Deathwish

Faith less

Fuiility Rig

Fall Guy

,,ili ',':. ' :l l;1,...
" ' i ' .' .:

Miscellaneous Emblems cover actions that

do not fit into the other categories, such as

compieting an objectrve or piloting a Vital

Suit for 90 seconds,

Suf{er 5 consecutive incapacitaiions in a round.

Accidentally incapacitate yourself 3 times in a round.

Tap out from incapacitation 3 times in a round with a teammate in close proximity.

Killed while piloting a Vital Suii.

Fall to your death 2 times during a round.

Accomplish an objective by yourselfLone Wolf

Endzone Run

I nte rce ptio n

0bjection

Vital Suit

Stop, Drop. & Roll

Pick up a dropped T-ENG Canister from an enemy you incapacitate and score a point.

Pick up a dropped T-ENG Canister from an enemy y0u incapacitate.

Complete an objective in any Scenario.

Pilot a Vital Suit for 90 seconds cluring a round.

Extinguish yourself after getting lit on fire by lncendiary Ammo.

500

500

200

150

100

100
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Performing the best in different categories gets you

Commendations for your effort. An Emblem can also be earned
for moving around less than anyone else-great for those snipers
ou: ihere,

Bionic Commando

Bu lletp roof

Camper

Can I Play Now?

Cautious Type

Jack of All Trades

Engineer

Exte rm i n ato r

lmpreg nable

lnvin cib le

Lead Magnet

Methuselah

lVliracle Worker

Doctor, Doctor

Popularity Contest

Scout

Sharpshooier

Tactician

Smells Like Team Spirit

T-ENG Hoarder

Terminator

Most Grapple Hook usage during the match.

Highest ratio of damage taken io deaths during the match.

Least distance traversed during the match.

Most time spectaiing between resoawns during the match.

Neither suffered nor scored any incapacitations or kills during the match.

Widest variety of emblems earned during the match.

Most mechanical repairs during the match.

Most damage deait to Akrid during the match.

Completed Scenario without losing any objectives.

Never suffered incapacitati0n yet incapacitated at least 1 0 enemies during the match.

Mosi damage taken during the match.

Longest period of time without death or incapacitation during the match.

Most teammates revived during the match.

Mcst teammale health restored during the match"

3 enemies earned the Nemesis emblem for killing you multiple times rn a row.

Most emblems earned during the match.

Highest shooting accuracy during the match.

Most incapacitations from cover during the rnatch.

Most support emblems earned during the match.

Most T-ENG collected during the match.

Most incapacitations and kills during the match.

250

500

250

250

250

1 000

50c

500

500

5000

250

1 000

1 000

500

25A

500

5C0

1 000

500

500

500
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Achievements and Trophies are earned as you play through

the Single Player Campaign and by participating in Multiplayer

matches. Most of the Secret Achievements are earned as you

complete the Missions rn the Campaign, kept hidden as not t0

provide spoilers t0 those who peruse the list before playing the

game. The names and descriptions are given below, so be careful

what you read, as there are big story giveaways.

To get all o{ these awards, you must complete the game on Hard Difficulty while completing all of the 0ptional Missions, purchasing all of

the Upgrades, and finding all of the Collectibles.

CAM PAIG N
The following are earned as you progress through the Campaign, with the last two requiring you io complete the game.

iH'ipi;;i;ille';iu'obyLarochebycompletingthefirstMissioni10;Bronze ,-..**.,,;.--- -.*-''.];;;;* -*"":;"*-,nr"h,,".;'ffi;"trt"'",ho n;t\n"-i* -- I tO iBronze I--*- I -11*-: 9l-01"19 -i

i T.il;R;r;--*"-i OJr.O Laroche during the Rescue Laroche Mission I 15 1 Blonze 
.ro ai*r;

,-_EISY rglt *jITpty_fil,lllltttlHtsllqEmpt}/r-T-Eners}/"l9:!]y9:"91_ --i--.--* I r ::--*i

, My First T-Post , Plant your First Post during the My First T-Energy Post Mission. ,--*ill i-9fT"ll-^l
--,_'.......'_.j

Dish lt Out Bring the Com-Dish 0nline by resetting the Junctlon Box during the Rest0re the Com-Relay Mission. 10 Bronze

,--,.:,^-^.-..^,. I fltt a Cat-G Akrid with the Rig by defeating the Hiveen atthe Weather Station during the Return Home witfr j ,U i Bronr, ll nunoerslrucK 
Evidence Mission. I I "'" r:-'---'*i...*,-,,-'- **----*--j-**-*-*--- -- .

: Medicine Man : Return the Medicine by completing the Retrievethe Medicine Mission. I 15 : Bronze."-.-,,''*.*'---
I Safe Cracker I Open the Armory during the Access Base Armory Mission.

, cr*llg r'r:: 
-slg191[i9.If'tutill?y 

o'*gyjg_sgdelcejjrins the Get to,thg !lyJl!IlP!_ i_ H__j*,q|:g|* ]

Iyi:--j!effiitri:l'::*::T*:yilT:::T::::r*: -rj:; ::" l
] Storm Chaser ; Take Storm Readings by using the Winch on the tower during the Storm Reading for Roman Mission. 1 0 Bronze !

) 20 I Bronze 
I

, Arrcharsed up_;lgs_torethe Fuelg_DlggtrygqTLtjlglFjltlg"F*:jlg !:e9luf99l.* _ i ,o a'o:19*]

: French Leave , DeJeat Laroche during the Send out Fake Message Mission. I 30 i Bronze 
I

luil'n I'jo *-- - :ry$9l t!!s3lly-1"99[9-l!'igllq*Isry9!Pl:"u!19n 

- 
- --; -99 ;-gT'3;

I Bleeding Heart , Stop lsenberg for Good during the Save Nushi Mission. i 30 I Bronze 
i

, btccuiltg ncdtt : Dtup tscilutstu tut uuuu uuililg urE odvE rru5ilr rvil)Druil. : uu : uru,'/E ,

Campaign Complete Awarded forlinishing the game on any difficulty and watching the game ending. . 50 Silver

r Extreme Conditions , Awarded for finishing the game on Hard difficulty and watching the game ending. - 50 Gold 
I

OPTIONAL MISSIONS
The 0ptional Missions are n0t necessary t0 complete the game, but they do earn you T-Energy and the following Achievements / Trophies.

NAME ,DESCRIPT;SN ieOtrurslrnOelv

Master pranter : A11lg:qt:l:l,j'::lylllgtlillilgi)?il-] !9i,1:.Pl1llJ-,:"'^*'"ili,?iT 
cavern' shackreton's Peak' i ,o I siru*

, ,,,,,^. ,-^,,^^* : Awarded for completing all of Kovac's 0uests. This includes killing the following Akrid: Sepia, Dongos, Ln i *,,u0Killer lnstinct CrJ.iour, Tarkaas, waideyes, and a suwankaa.



QPIIO_N A L MISSIO N S (.'NTTNUED)

c9l_l=EcIrB!_ES AN D u PG RADES
Purchasing upgrades trrffi 

*-

Albino Tarkaas are given through Optional Missions, but they are tracked on the collectibles tab of your Job Log.

,, L;

,*9glgtir,rt_
r Lost Log

Awarded for compteting ih; B*tnry by mil*iliS DNA;., dt 1? Akrd.

!_1n!,g1v 1ygo ol_Ifxj--Lgo:11is can be earned just after meerins Braddock for rhe ri,ii tiu," "--
30

S j Bronze
--__,_*L_-. _',_

30 I Sitver* -*"**-i-
B ronze

Bronze

10 i Bronze

-*,,-i**,--*-*
i Bronze

I

'10 i Bronze

Awarded for collecting s0% of the Logs. Find a total of 28 Audio ino ir"t Loq, to earn ilris :25
Awarded for collecting all Logs. Find all 34 Audio Logs and 2j Text Logs. 50

First Tag
AwardedforDNATaggingthefirstAlbinorarma.pic[uoinup this 0ptional Mission from the Ethologist atthe camp-or the Forsotten. Then, as you move throush ihe s;rti,ii;i;ri;ril;;,'iiil irlirrili'j"Jr?i i,the Armory.

I

rl.q-t'*hrpjilrd dttrr A[t* T.rk#;rd-i -than nrrrahaa^ +h^ +L-^^
!l'el!urghase the three upgrades at the Albino Tarkaa Exchange i50

Lost and Found 3i::gy:rjl.^*ll9g,1lr^1r,t-rt:Jrl9..To set this secrer award, ,re tne 
''rasn;ii. 

e i.pprrs H.rk prrt, ,'*the summit of Shackteton's nq!j1[o-oiaz, Ris and ildt, ;b;s ;ih'il;;;;;i',id;

win multiplayer matches, complete specific tasks, and unlock allof the cells on the multiplayer progression sphere to earn these awards.

Cataloger

i1-Ul1er lfvtql-,-,jyllta for winnins vour first ruitiptuyrr rutrh.

l Winnino Habij I n**O*O f.*tu *g rb rnrttiptry" ,rtrh";:-- 
* *- 

-'' - - - - -'-'::.''r.':r::^
You're the best...

r AR0UNDI 
----' Awarded for winning all muliiplayer Scenario matches.

l%!%
i Fnplq I ikp Tho Eircl :Feels Like The First

Time

-%.-.'.--*.''--.'
i"?'eg^|y.'9'1'l.:.4y1g''9ltt'9g]t'qgg[']--
;:ltltUuUr i ny*g'd 1" luns 's 

i'riiipriy'i n,,;ilh L.b Ak,,m;ffi;'r ffid 
j-^:-:: - - .

10 j Bronzel:-:-dlvv,9vuull'lvqlllu'LlPlayEll1oJudlUllLdUA(IluJurVtValr0un0'
LPqlgL - 

, Awarded Jor delivering ttre T-ENG canister 3 times ouiinq a mutriprayer Atpha Lair scenario match.["^.";;;Scorched Earth

1 Policy Awarded for blowing up the Satellite Array during a multiplayer Contact Scenario match.

il'iutU0,l-: lI"{|9gf i-l1ius il1gvlt)1,lili9jgg.' th' B'tir'*ti; st,*shrrd -'--
Touchdown i Awarded lor delivering the r-EruG canister to win a murtipiiver ouar*d;s;r*""irt 

*--- -
,,ltph]-tt-"'--*-

_spj"gllVr_eo_ Flrg$ f- r.trrkilrs !0 cek-r,l th, ,rlled]-l. prs"** Spt"*

POINTS

5 i Bpyr--J

30 i situer I

-dl-*sl
_ , - .-_l__ ._ ._-:!,1:::vu ,v, u,,ruuRilrg uu uE[i ilt Utts tilu[tptayer rrogrgssl0n Spnere.

- 
so-he1e complete - ly.rord fqr urocking ail .rrri or irn rriiiptayer erogression spnere.

1 0 Bronze
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G{}MPREHTFISIVE WATKTHA&{IGH

Proven boss-destroying strategies and maps that revealthe locations of munitions lockers,

collectibles, and much more.

,: {lPTtoffiAt trIt$stoils
Full coverage of the bonus

jobs that unlock upgrades

and powerful techniques as

you complete them.

t?titLTtP!"AYfn

Stay ahead of the competition

with detailed breakdowns of

Abilities, Deployables, and

Weapon Stats. You also get

individual maps for each of

the four multiplayer modes

and tactics for dominating

the competition.

The guide also covers:

[i$EilIES & ALLIES

'] .WEAPSHS & I'PGR&8[$

' &8HtSlfEffiFilTS & T&{!P}|:ES

Wffi
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