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USE -0 
THIS GUIDE 

Welcome back t o  the galaxy, Commander. Though you are considered the beacon of humanity for your 
bravery against the rogue Spectre Saren and for stopping the Reaper attack on the Citadel. the galaxy 
has not become much friendliec Humans are still not completely respected, so some alien species remain 
skeptical if not outright hastile t o  humanity. There are rival mercenary bands terrorizing planets and trade 
routes. And if p o l i t i ~ s ~ m d  criminal activity weren't bad enough, a new threat has surfaced in the galaxy, and 
i t  has humankind in%s ~~~~~~~~s. 

Commander Shepard's fate in question. 

Training The Cide l  
..&.& ..* 

with basics !-:,t?2 The Citadel figures into the main plot during two 
controls. This primary missions. However, you can optionally visi 

the Citadel a t  any time after you take c o m ~ g n d  
powers t o  biotic 

iranda, two companions 
hepard for the entire adventure. 

.--...- ----*- 

---.--.- -- 
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Dossiers Derelict Reaper 
Jacob and Miranda are great squad members, but  An abandoned Reaper could be the tool t ha t  helps 
Shepard needs even more talented fighters and Shepard take the  fight t o  the Collectors beyond the 
biotics t o  round out the team. A new world, Omega, Omega 4 relay. Explore this Reaper and unlock i t s  
and the missions t o  recruit four individuals-Mordin secrets, including a surprise addition t o  the team. 
Subject Zero, Archangel, and a krogan warlord-are Normandy Altacked/Legion 
detailed in this chapter. 

The Collectors do not tu rn  the  other cheek. After 
Horizqn the  Collectors attack the  Normandy [while Shepard 

Another human colony is under attack, but  this t ime and the  squad are not  aboard), Shepard returns t o  
Shepard can actually intercept the  assailants. Use the  vessel t o  either finish off outstanding loyalty 

, this walkthrough t o  confront the  terrifying Collector missions, take on the  loyalty mission of i t s  newest 
. threat and pick up a very powerful new weapon. recruit, or continue on t o  the Omega 4 relay. 

Dossiers. Part 2 
+ :<&kt 

Endgame 
Continue building the  team with the  three individuals This is it. Shepard and the squad brave the  relay 
outlined in this chapter: an engineer, a justicar, and t o  strike the Collector homeworld. Follow the  
an assassin. Shepard needs a t  least two  of these strategies in this chapter t o  minimize casualties 
recruits, bu t  follow the  walkthrough t o  enlist all [seriously, squad members will die if Shepard is 
three and increase the  potency of t he  team. This %,. not  carefull and learn the  shocking final plot of the 
chapter also introduces Illium, a new   la net full of '@ Collectors. 

I * b =* 3- ' 
exploration and special assignments. & " 

Pm-'&;. .r 
Special Assignments 

r .  
ollector Ship : 

r . +  ... While chasing down the Collector threat,  
~e rbe rus  scientists have located a damagec 3hepard and the  team are offered a host of 
Collector ship. This is a perfect opportunity co small assignments in cities like Nos Astra on 

; gather intel on the  enemy. Explore the  ship ~iq-~$t&f - Illil(rn and the  Citadel, which are detailed in th is  
chapter t o  pick up all of the  new upgrades a&.p2:r:":'?. f&gpter. Shepard can also pursue a series of N 7  
strike a blow against the  Collectors. assignments by scanning planets and finding new 

ports  of call and other sites of interest. All of the  
ssignments in this chapter are optional, bu t  most 

The mission t o  stop the  Collectors threatens t o  , credits, minerals, or a combi- 
e a one-way trip. Help the  team set t le  old 
nd put  lingering mat ters  t o  r e s t  t o  ensu 
bsolute dedication t o  t h e  mission. There Database 

dozens of clusters and 

wastes l i t t le 



HUMANITY'S ASCENSION 
Before there was history, there were the Protheans. 

The Protheans were an ancient race of beings that  vanished from the Perseus Arm of the galaxy 
50,000 years ago. However, they did not disappear without a trace. The Protheans left behind a series 

I 
of relics and artifacts for the galaxy's future beings t o  discover. When a race finally achieved space 
travel proficiency and discovered a marker left behind by the Protheans, they were directed t o  a mass 
relay-a piece of alien technology that  allows faster-than-light travel. 

Over the eons. more and more races evolved and expanded, eventually discovering what is believec 
t o  be Prothean technology. When they followed the trail left behind by the ancients, they rocketed t o  
the Citadel in the Serpent Nebula. The Citadel is a massive space station, a wonder of bechnology that  
managed t o  survive while the Protheans themselves did not. As more races reached the Citadel, it 
became the central hub of government and order in the Perseus Arm. 'I 

Humans found their f irst Prothean beacon on Mars. This directed them t o  a mass relay that  allowed 
them t o  become the newest member of the galactic community. The galaxy was not exac* happy t o  
see humankind, though. Humans developed a reputation for arrogance and aggression bec&use 
not merely accept their lowly station as newcomers. Though the Council = oveersees all hrde 
galaxy did indeed welcome the humans, skepticism of humankind reached all the way t o  the top. 

protect? Saren /I 

I knew of the 
Reapers, an 
ancient race I 

del and destroylng ail 
b C h n n a m r l ' c  h n m n i c r n  I 



Long Live the Normanay 
One month has passed since the failed geth attack on the Citadel. The galaxy is rw rebuilding, and' 
the Council has turned t o  the resilient humans, once regarded with barely veiled scorn by some race! 
because of their dogged pursuit of destiny, t o  lead the way back into the light. 

Rather than bask in glory, Shepard remains on active duty aboard the starship Arormandyas it 
continues t o  comb the cosmos fnr sirins nf a throat; against humanity, the Council, and the Citadel 

he crew of the Normandy does not need t o  wait 
.,, y long t o  encounter danger. On an assignment 
to investigate the disappearance of three human 
ships. the Normandy is intercepted by an uniden- 
tified vessel. The enemy is massive, blocking out a 
sinister outline against the planet below. Despite 
the Normandy's stealth measures, the enemv s h i ~  
draws a bead on i ts  location and opens fire. 

4s Shc 3pproaches the cockpit, a massive 
IIwle o p e r ~ ~  h e  fuselage, exposing the interior 
t o  the hostilities of space. I t 's almost peaceful t o  
watch bits and pieces of the Normandy escape the 
ship's gravity field and float away. Finally, Shepard 
reaches Joker and drills the direness of the 

the ship. 

.-: 2+m 
situation into his head: Gi on't go down with#-- 

& $&,; *&- 

I 
m 

- - 

even the Spectre who stopped t 



When Commander Shepard 6 thrown into space during the mysterious attack on the Normandy, all hope 
seemed lost. However, science has advmped enough that  not even death is permanent. The organization 
Cerberus brings Shepard back using the very latest. @, n science. giving 

6 F ~ . v *  

both the commander and thp getaxy a s a c d  chance. 

Make that  chance COUP+% &b;ing fully informed of ho om the essentials 
of creating an entirely new h%ro 6 how t o  best use your squad members in combat situations. h r e  is no 
shortage of curveh&lls h the galaxy, but by training guide, you will be ready t o  me ' hing 
the galaxy throws ert;?Gu 

- -J* 

-rs Mission d Computer 
K: The codex stores the wealth of informatibn' 

about the galaxy you uncover while Qn your 
missions. You receive new codex entries all af 
the time, such as after speaking t a  somebod] 
or scanning an object. The codex is divide& int 
primary and secondary tabs. Theprimary tab " 

is where you store information &out subjects 
directly related t o  your mission. The secon&&- 

1 tab is backaround informatWabout various.+$ 

. - - . - . - - . - . 
s of impo 

en1 
the game, a 
lit your game. 



or smashed will inflict damage. When you take 
a critical amount of damage, the edges of the 

I screen redden. Immediately seek cover! 
' 

3. Squad: Your current squad is here. Next t o  tbn 
portraits is a meter that  shows their shield 
strength. If the squad member has biotic 
capabilities, the current state of cooldown is 
also shown here. When a portrait turns red, 
that  squad member is without shields and being 
attacked. When it is gray, the squad member has 
fallen. 

I 

4. Enemy: When you train your weapon on an 
While on a mission, you have several critical pieces enemy, the current state of your foe appears 
of information on your screen in the heads-up here. You can see how much shielding, barrier, 
display, or  HUD. Pay attention t o  the meters and armor, or health the enemy currently has. 

i intel featured on the HUD, especially in combat 
situations-it may just save your life. Here are all of '' New Intel: When you receive a new Objects 
the features of the HUD when in combat: . ,  . 

discover a new object, or learn a new codex 
entry, a small noti- appeers down here. 

empties, you are unprotected. Getting shot 

start an entirely new one. If you import a save file, several of the choices you made in t A  
8 game, such as whether or not you saved the Council, carry over into this next mission. ti ! playing through the prologue, you have the chance t o  completely redesign Shepard's I 



Hardcore: This difficulty is intended for playe. Squad Power Usage: Enabling this feature allows your 
who have already beaten Mass Effect 2 and squad members t o  make their own calls in combat 
want a bigger challenge. Enemfes are extremely in regards t o  using powers. Turning it off means 
tough, use upgraded weapons, and are your squad members will also use powers defen- 
aggressive with their powers. sively. Otherwise, you must deploy powers for them. 

Insanity: This level is intended far player Autosave: Choose whether or not the game 
have beaten the game an Mpdcore auto$aves for you on a regular basis. 9 
the ultimate challenge. Wmrnies are exceedingly 
aggressive and use thpir powers mercilessly. 

Auto Level Up: TulurkrijjtHTs'off lets you manually "k' I 
If you just want t o  get into the game, you can choose 

assign points w e i h e  Shepard or a squad a quickstart Shepard. Shepard's appearance is 
member aains l level. predetermined, as is the commander's backstory. A 

quickstart Shepard is always a soldier. If you decide t o  

Appearance B 

I 

e shape, height, 

features. There are 

2- -. .- - 
-Ti / 1 

f i n i s h ~ p t h e b a s i c s n f ~ ~ ~ t ~ g ~ ~ ~ ~ e , w ~ c ~ ? ~ a c ~ e r .  1 
You must give Shepard a personal background that '  
broadly defines the c~m""&andei:'ds""~er"S"BRality.*~~ere 
are three choices: :" %, 
Spacer: Both of$ur parents were in the ~ f l i a n c e ~  . 

military. Ybur~Childhood was spent on ships and " , 
stations a5+&hey transferred from post t o  post. . ' 

never staylng in one location for more that7 a h w  
years. Fo(lowing in your parents' footsteps, you 

+ * -*enlisltsled a t  the age of 18. 
"5. "., 

Colonist: 3 u  yere born and raised on,Mindoir, , 

small border kolony in the Attican Traverse.. When 
After selecting Shepard's appearance, you can you wem 16. slavers raided Mindoir, slaughtering ' choose the commander's class [soldier, vanguard, your family and friends. \Ibu were saved by a 
etc.1. However, before we explain the strengths and passing Alfiance patrol, and you enlistefi with the 
benefits of all of the different classes, let 's just a - . - . , ,. --. 

ititery a few years later. m 



4 
. 

Earthborn: You were an orphan raised on the Ruthless: Throughout your military career, you held 
streets of one of the great cities covering Earth. fast t o  one basic rule: Get the job done. You've 
You escaped a life of petty crime and underworld been called cold, calculating, and brutal. Your. < 
gangs by enlisting with the Alliance military when 8; reputation for ruthless efficiency makes people ' 
you turned 18. .F-q-..ei ---*$ wary of you. But when failure is not an option, you &&@ T* 

After selecting the commander's personal -*\-% OP;' are the One call. :-&++&& 
backstory, you then select a psychological profile. The background choices you make are more tha 
There are three options: just window dressing. These choices affect the 

Sole Survivor: During your military service, a overall morality of your hero. The morality system 

mission went horribly wrong. Trapped in a life- in Mass Effect 2 is explained a little later in this 

threatening situation, you had t o  overcome chapter, but here are the morality benefits of each 

physical torments and psychological stresses choice: 
: .  that would have broken most people. Everyone Paragon Bonus: Earthborn, War Hero 

around you fell, and you alone survived t o  tell the Renegade Bonus: Spacer, Ruthless 

These bonuses give a slight bump t o  the number 
ar Hero: Early in your military career, you found of morality points you earn when making choices 
  ourself facing an overwhelming enemy f ~ r c e .  You during the mission. For example, a Ruthless Spacer 
risked your own life t o  save your fellow soldiers would earn extra Renegade points when being hard 

on somebody, whereas an Earthborn Sole Survivor 
would earn just a few less. 

These three factors sh how they change as you apply squad points to them, 

out of',t:& gate. We 
kind of weapons your 



- 
3 
i 
i lnf iltrator 4 

Infiltrators'are tech and combat specialists 
with the unique ability t o  cloak themselves 
from visual and technological detection. 
Infiltrators are deadly a t  any range, with 
a wide variety of weapons, equipment, and 
-ewers that  can take down any enemy. " 

r Players who want t o  rely on snipir 
for taking down targets should pic 

Tactical Cloak is a lifesaver. If you use 
Guns t o  dish out damage and ther 
use Tactical Cloak t o  save yoursel 
emergencies, you w~ll be extreme1 
P It0klll. 

Vanguard is the class for players 
who relish close-range 
The combination of Ch 
shotgun follow-up is the vang 
style of lethal~ty. C 

me is not just an offenswe move. 
Charge to replenrsh barriers as 
-ush away from r '.3ht. 

r7entlnels get to  use both biottc and 1 
3ch powers, expanding your options 

5e bamlefidd, 
B 
!i 

Develop Tecp Afm,~r and depl~y lt, *, 
~whene\i~*-possi~?$?~ou w~ll be 

Singulerity, when developed, is s 
devestecing power that can bring 
down even the mightiest enemles. 



Engineers are tech specialists, the only class able t o  employ c o w a t  d r o w m n  , 
the battlefield. Engineers are the most effective class a t  blasting through e h m y  . ' 
defenses and disabling opponent: 

Power Training: Al Hacking, 
Combat Drone, Cryo Blast, 
Incinerate, Overload 

Weapon Training: Heavy Pistol, 
Submachine Gun 

Ammo Training: None 

CHARACTER MANAGEMENT 
F I Progression 

s you cross the galaxy, defeat enemies, and 
complete both missions and assignments, you ea 

perience points. Experience points accumulate 
r time. When your experience points reach 

.':specific thresholds, you earn a new level. Each 
new level awards you talent points, which you can 
spend on developing powers for both yourself and 
the othsmembers of your squad. You do not earn 
talent points a t  the same rate for yourself and your 
squad, though. Squad points for the team lag behind 
points earned for yourself. 

With each new level, you are awarded two squad 
points for yourself. You can immediately assign 
these points t o  powers, or you can hold on t o  them 
and use them later. When you develop powers t o  
their third level, you need more than two squad 

ply those squad points 

ience Points Talent PoWi Squad Talent Points 



Morality 
8:'. When you choose a Paragon action or conversation I 

topic, you earn Paragon points. Conversely, choosing 
a Renegade action results in Renegade points. Over 
time, these points accumulate. Henring more points 
on either end of the morality scale affects choices 
you have during \lour adventure. If you are trending 
toward Paragon, you will have more Paragon conver- 1 
sation choices, such as ths  ability t o  charm people , 

right or w e i n g  with you. 1 

do not have E 

ng to use one 
hero has L -,..-- -. ...-. -..- 

s affects your hero's morality, 

any choices deal in So, does it pay t h  
Paragon and Reneg 
there will be times 

ne or the other 
the taskahead 

Ifish. Renegades look 

getting the allies 

tly the honorable 
e points for doin 



friendly or positive. An option in a lower corner 
is hostile or dismissive. Guiding a conversation 
through positive or negative channels can result in 
Paragon or Renegade points, so if you are playing 
t o  a particular morality end, keep these positions in 
mind when using the dialog wheel. 

While a gun is an extremely effective communi- 
ion tool, i t 's  not the only one a t  your disposal. 

I 
will talk t o  friends, enemies, and strangers 
le traveling the galaxy. When you enter into a 

nversation, you direct your responses or line of 
estioning with the dialog wheel located on the 

bottom of the screen. Move the arrow in the center A, mentioned in u~oral i tyn section, if you 
of the wheel t o  the desired conversation option and have a high enough paragon or R ~ ~ ~ ~ ~ , - J ~  ranking, 
select it t o  speak or end a conversation [sometimes you unlock additional conversation opt,ons, J~~~ 

I 
as there are different degrees of Paragon and 

goodbye like a bulletl. Renegade, there are conversation options that  

Paragon, for example, yo 

close ones. To develop a relationship, you need 
t o  talk t o  team members-and then keep talking 
t o  them. Check in with team members between 
missions. Kindle relationships by choosing positive 
didog, Show compassion. Don't be afraid t o  be 
tender or even flirt a little. However, there are 
always risks involved when building relationships. 



, .. \ . I . .  : . . .  . .  . . 
. . . .  , 

Developing relationships is exciting. I t  adds a owever, once a loyalty mission has been 
personal level t o  an adventure that 's bigger t cessfully completed [you can fail three of t h ~  
life. You may not want t o  spoil haw relationships loyalty missions, which also shuts down a potentla 
unfold if you prefer t o  tackle them organically and relationship], the relationship enters i t s  next phase. 
let the chips fall where they may. Relaticmships Speak t o  the team member Pollowing the loyalty 1 

with team members all s tar t  out thesame. You mission and be positive. A t  this ppint, a friend is 
have generic questions you ,m&.ghem once t h e  are ' turnbg ima either a romantic i n t e k s t  or a trusted i 
aboard the ship t o  get $ &tb*b8cksft3ty on them ally. 
and establish. a bas la3p. However, team After undertaking another mission follwing the - 
members M ld  a lot very beginning of completion of the loyalty gission, return te. the . . 
their service o raw them out and 

ygu must keep talking t o  
&ill nurture a relationship 
hing absolutely terrible. That reaches it6  hi^ 

romance, the& 

mission. And by 

another team-mem 
they wish t o  be exclusivd. M u  now 

AND COMMERCE 

course for the 



The Milky Way I 

or the purchase of a s tar  chart, i t  appears on t h e  galaxy view. orbiting around a central star. The number of planets explored/ 
If the cluster has an active mission, the  name of the  mission scanned is noted with a percentage. Other systems within the 

appears on the cluster and on every level down. clustar can ha accessed by traveling to  the edge of the system. 
This returns you t o  cluster view. I 

Cluster View: A collection of systems is called a cluster. Orbital View: From this view, you can emer  scan a planet h r  
Cluster view is actuaily bypassed when selecting a cluster; resources or land on a hospitable pianat d t h  a imdlng zone. 
instead you drill down t o  the system within the cluster that Just dropping into orbital view adds a ptanrt t@ yrrur "known" 

contains the mass mley. This view Is only seen when you exlt a registry and counts toward the perwntags d the system 
system by trawling t o  the edge of the map. onsidemd expiom# 

." 
TI N mi li 

F- -. 
Traveling 

d select a p, , within a 
cluster from system does 

not  consume 
any fuel. 
However, 
traveling 

and instead across t-he 
, void betweel - - 

systems does. You mflt purchase fuel from Fuel 
Each cluster has a single mass relay, which is the  a Eve1 Depot in e\;ery system with 
"warp" point you access when using the  mass t, the Normandy can only hold 
relay network. To travel t o  another system within el. With an upgrade, though, you 
a cluster, you must physically steer the  Normandy can double+the ship's fuel capacity, allowing for 
to it. To travel t o  another system within a cluster, ldnger periods of travel. $ 
direct the Normandy t o  the  arrow marked with the 
name of the system. This sends you t o  cluster view. 
Steer the Normandy t o  the desired system and 
then select it t o  drop into system view again. 



rau cen also auy praaee rrarn rue1 uepa~e; they are 
criticel far mining operations. rnly way to travel to another cluster is vie a mas 

~eley, so if you ere exploring e eyetern without 

'eturn to the mese relay. 

There are t w o  commodities of immediate value t o  i i le scann , pay t mtion t h e  scanner on 
you during th is  adventure: credi ts and minerals. t he  r ight side of t he  screen, directly above t h e  four 
Minerals are discovered while undertaking a wells-each well is assigned t o  one of t h e  minerals 
mission [usually found within crates) o r  by scanning The scanner shows just noise when you are moving 
planets. There are four types of minerals: platinum, t he  cursor over an empty area. However, when 
palladium, iridium, and element zero. Element zero you direct  t he  cursor t o  an area w i th  a mineral 
[eezol is t he  ra res t  and most  valuable of t he  four deposit t he  scanner jumps over one o r  more of t he  
minerals. These minerals are essential for  carrying wells. The height of t he  peak reveals t h e  richness 
out research projects aboard t he  Normandy, which ' of t he  cursor site. When you find a r ich vein, t ap  
resul t  in useful upgrades for you and your squad 8 t he  "probe" but ton t o  launch a probe down t o  t h e  
such as weapon and biotic boosters. planet surface. The impact of t h e  probe immediately 

[U 

you cannot excavate minerals without proDes. resul ts in t he  acquisition of minerals. E 
m purchase probes a t  a Fuel Depot for 100 credi ts There are multiple mineral deposits on planets. 

each. A t  f i r s t ,  the  Normandy can carry 30 probes, .- However, when you probe an area, you drain i t  of 
h but  an upgrade raises t he  capacity t o  60. minerals. So, make sure you are sending a probe 
- 

To mine a planet for resources, you mus t  drop down over t h e  r ichest spots,  because even if t h e  
[U 
P into orbital view. From orbital view, choose "scan. " scanner would have shown a higher peak just t o  t h e  

This view drops a grid over t he  planet's surface. south of t he  probe si te,  t h e  area around t he  probe 

! The planet automatically ro ta tes,  bu t  you can speed dries 

j t he  rotat ion one way o r  t h e  other by moving t he  
d cursor on i t  either lef t  o r  r ight t o  t he  edge of t he  - 
.D planet view. Place t h e  scan cursor over t he  pa r t  of 
U .- 
IL t he  planet you wish t o  scan and then select "sc  ri again. Hold scan and move t he  cursor around t o  5 scan a larger area. 
R 
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Credits 
ts rq :: 

Credits make the galaxy go round. They are the rge amounts of credits. Completing small special b**P 
universally accepted currency throughout Citaric;, signments pays credits, too, but  not as much as ni$ 
space land beyond). Credits are primarily used t o  ompleting a mission from the main plot. You will '+ 
purchase items from shops, but  there are a handfu nd credits in safes, crates, hackable datapads, and$& 
of situations where you may par t  with some credi mputers. You can earn credits by salvaging spare 
to gamble or even spread a l i t t le good around. parts and scanning technology valuable t o  Cerberus. 

To spend credits, you have t o  earn credits. A t  the end of each mission, you also receive a lump 

Completing missions is the primary way t o  bank sum payment from Cerberus. 

Shopping 

~ O U  visit one of the hub worlds-lllium, After speaking t o  a shopkeep use the nearby e 

kiosk t o  buy goods. adel, o r  Omega-you will typically locate 
1 

at least one or two  shops. Shops sell weapons, Each shop has a set  inventory t h a t  remains 4 
armor, upgrades, and nonessential i tems [such as constant throughout the  entire adventyre. Howeve 
decorations for your private quarters aboard the  the prices of goods are not se t  i~ S t ~ n &  If you use 
ship). Buying from stores is not  required>+ut as the  Paragon or Renegade ~ ~ n v e r s a t i o n  options with as 
old saying goes: You can't take it with you. "Spend shopkeeper upon meeting them, you can sometimes 

next time you visit that planet. 
Hacking minigames are timed. If the treasure inside the container being hacked is credits, the amount of credits 

recovered starts dropping when time runs out. If the container holds an upgrade, the upgrade is locked t : up 
when time runs out. There is an upgrade, though, that grants you extra time for hacking. 

There are The second 
two hackinc hacking minigame 
games. The first requires you t~ 
is a matchir- match thr f  - 
minigame. 1 pieces of c 
circuit board has to  replicat~ 
eight nodes with security protocol. 
four matching Each piece of the 
pairs. You must protocol is shown 

at the top of the screen. You must scroll through a 



COMBAT 
Following the disastrous ou wake up in a medical ba 
the facility. This missiqn in-game tutorial that  goes s of combat, such as 1 
how t o  take aim a t  enemies, the . f iy ,  p r t  of slamming into cover t o  avoid incoming fip- bringing up the 
Power Wheel, atid' how t o  us? hed'i-gel t o  hes! % .I wounded squad members. 

So, instead of going o&kt&e basics of movement and shobting,. 
let's instead focus on &her.sssembly of a squad and how those 
decisions affect ydqfqiib-ss on a mission. How y6u lead a squad 

also critical for success. . *: 

you must consider 
team. Sometimes 
preference becaus 
some level of at ta 

your decision: 

Mission Objec 
members have 

u must se lex two squad members for the ahay own choices. Lookat the squad 
am. An outline o m  person indicates the recruit available powers and weigh whet 

has not been convince&to would find a personal use for them. 

Upgrades: There are many upgrades you can 
find while on missions; they affect things 
from shield strength t o  the damage done by a 
specific class of weapons. If you have greatly 
increased the damage of submachihe :guns, 

If you're badly wounded, take cover. 
Avoiding damage for a few seconds 
regenerates your health and shields. 



I Soldier 1 Jack Tali I Jack's high-powered biotics and Tali's tc .dents complement a weapons expert. I 
I Adept I Grunt I Mordin I Your adept needs firepower and brute strength for balance. Mordin completes the squad via his tech abilities. I 

You have tech expertise. What you need now is a strong biotic like Samara and a crack shot, which you find 
Engineer Thane Samara 

in Thane. 

The biotic-combat combination of the vanguard can be complemented by the long-range specialties of 
Vanguard Garrus Mordin Garrus and Mordin's tech. 

You have no problem taking down an enemy from a distance. You need a brute like Grunt for the close-up 
Infiltrator Miranda Grunt work and Miranda for her biotics. 

Jacob 
Sentinels are decent with tech and biotics. Jacob's combat and biotic strengths are a good match, while 

Sentinel Grunt 
Grunt's force is great for hairy situations. 

I Soldier I Grunt Jacob 
Your weapons expertise mixed with Grunt's brutality and Jacob's corn~ar reaolness makes a solid combat- 
oriented sauad. --I 

Soldier Grunt Garrus Grunt's close-up game and Garrus's long-distance killing power neatly complement each other. 

Thane 
Vanguards have a nice split of combat and biotic powers. Grunt adds the "tank factor this squad needs, and 

Vanguard Grunt Thane snipes. 

I Infiltrator I Jacob - 1  Grunt I Infiltrators need close-ur, exoerts like Grunt to aet their hands dirtv. I 

Shepard's Class Squad Membw I 5 

e crew. together witn an adept, tne trlo 

in the employ 
of Cerberus. 
He is a 3 
dependable, - !$ * 

resolute 2 
member of'the team. He's good with a gun and has '*' 

decent biotic skills. 

Weapon Training: Heavy Pistol, Shocgun 

Standard P 



Mordin - !A' - -- Grunt 
Mordin Solus 
is a brilliant 
salarian scientist 
who is needed 
t o  overcome a 
serious threat 50 
the mission. ~k 
brain somecjmes 
gets ahe@'of his 

mega. 
vy Pistol, Submachine Gun 
inerate, Cryo Freeze, 

eural Shock -.. , .i 

Grunt is a 
powerful krogan 
warrior who has 
little t o  offer 

brings his might 
t o  the team, quickly bec&@ing the go-to "eenk" for 
combat-heavy missions. "a,, I 

Weapon TraOning: ~ssault'qifle, Shotgun . 
Standad P a m :  s on cuss& Shot, ~ m g a \  
I3erse'- 1mdt , ry  Ammo ' "i 

y ' I ,  .,I 

Grunt is tough and resilier n his own, but if you 
the Krogan Berserker power, he is nearly 
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X+ > (& ,, - ,->, &i; =quaa ~ommarids: " , 

This drell 
assassin is 
one of the , 

last recruits 
to join your 
team. Thane is 
a crack shot 
with good 
anti-defense 

agent. 
measures, making him an effective crowd control 

Weapon Training: Submachine Gun, Sniper Rifle 
Standard Powers: Throw, Warp, Drell Assassin wltnout any alrecclon rrom you, squaa memoers WIII 

do their best in battles t o  help you accomplish the 
current mission. However, expert players will want 
t o  take a more hands-on approach with the squad, 
exerting greater control over weapon choice, power 
usage, and battlefield position. 

extra damage. 

~egion is an 
unexpected 
member of 
the team [a 
geth working 
with a human 
for a common 
goal?), acquir- I 

greater detail in the "Weapons and Armor" and "Powers" 
sections of this chapter: However, using them on a regular 
basis t o  keep tabs on your squad will make sure they are 
performing a t  the top of their game. Tali, for example, may 
be fighting well in a battle against some mercenaries, 
but she could probably deploy combat drones more often. 
So, when you see a crowd of mercs gathering, drop into 
the Power Wheel and select the combat drone on her 
behalf. Tali will follow the order and you will benefit from the 
cornha+ ri- nynmtlv whnn vnl I want it 





Warp Ammo: Warp ammo transforms biotic 
energy into heavier damage against barrie 
armor. 

Aside from thermal clips, some squad members, 
~ncluding you, have special ammunition they can usr 
that has an added benefit, such as fire damage, or 
is powerful against a specific type of enemy. Here 
are the six different ammunition types you can use 

Armor-Piercing Ammo: This round cuts through 
armor so you can deliver the killing shot. 

Cryo Ammo: Multiple shots with cryo ammo 

~ t ' s  available t o  your squad, always use special 1 -.% --.* 

you freeze an enemy and r u  
smashing attack [the Charg 
situation], you can thin a he 

slowly freeze an enemy. Frozen enemies take 
more physics damage from melee attacks, but . 

they cannot take more damage from weapon 
., attacks or most powers. 

art;t;ack. If enemies get close, bash them with your 

P b h d l d e ~  h m o :  Shredder ammunition rips with e power. 
* through organic enemies, doing extra damage. 

No extra damage is done against synthetics. 

BiB 
M-76 Revenant Machine Gun I Unleashes a s t o n  of deadly high-wlocity slugs Less accurate than an assault rifle, but deals much more damage. I Soldiers F 1 Geth Pulse Rifle I tires a rapid stream of high-energy phasic slugs MIY e f f e t i i  against shields and biotic barriers. 

I S 0 I d i e ~  Legion, Samara, 
Grunt. Garrus I 



L 
Common military shotgun. Deac . M-23 shotgun 
and biotic barriers, but weak against armor. Tali, Jack, Grunt 

Rapid-fire shotgun. Deadly at short range. Ineffective at long range. Effective against shields and biotic M-27 Scimitar Assault Shotgun barriers. weak against armor. 
Soldiers, vanguards, Jacob, 

Tali, Jack, Grunt 

M-300 Claymore Heavy Rare krogan shotgun. Deals high damage at short range. Less effective at long range. Effective against armor, 
vanguards, Grunt Shotgun shields, and biotic baniers. 

Weapon 

I Powerful sniper rifle. Accurate at long range, but has a slow rate of fire. Very effective against armor, but Soldiers, infiltrators, Legion, I M-g2 SniDer Rifle ker aminst shields and biotic barriers 1 Rarms, Thane I 
Accurate and deadly at long range. Highly effective against armor. Somewhat effective against shields and Soldiers, infiltrators, Legion, M-97 Viper Sniper Rifle 
biotic barriers, Garnrs, Thane 

i - -  

M-98 Widow Anti-Material Rifle Deadly accurate anti-material rifle. Eswially effective against armor, but also against shields and biotic barriers Soldiers, infiltrators, Legion 
h .  

wen standard- 

cannot wear 

-- 
Armor Piec 

kist protection from incoming I N7 Helmet I Increases health by 3%. I 
badshots. or extra health. N7 Visor Increases headshot damage by 10%. 

Fg 
u 

r XI' 

Increases health by 5%. I 

I 
Use the  locker in your private quarters aboard the  Normandy 

t o  change out your armor af ter  acquiring new pieces. 

Here is a full l ist of a rmor  options available t o  you 
@ ~ n c l u d ~ n g  t h e  e f fec ts  of each piece of armor :  ysg#Jg 

& .*&&!.T&% 
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Powers are special -ski1 
character's area of expertise, such c 
attacks or combat talents. These p o h ~ t  a a1.e --- 

your squad used in battles t o  destroy the enemy or provide qb 
mates to use defense for the squad. All powers hats- I-'.-'" 

of development. You spend squad poir 

When you max out a power t o  level 4, you may 
then "evolve i t "  t o  obtain an extra benefit. To do 
this, you must choose between two evolutionary 

, options that  add even greater effect t o  the power. 
L For example, when you master the Adrenaline Rush 

power, you must choose between Hardened and 
Heightened. The Hardened Adrenaline Rush reduces 
damage taken while the power is engaged, while 
Heightened boosts combat awareness t o  the point 
where enemies seem temporarily frozen in time. 
Once the evolution of a power is selected, there is 

action stops. You can still look around, though, 
which allows you t o  pick a target for an aggressive 
power, such as Pull or Overload. 

i ~ e  sure t o  map your powers t o  hot buttons so you 1 
can quickly access them In battle without havlng t o  
brina up the Power Wheel. 

You are much better served by maximiz~ng a few 1 
powers rather than spreading your squad points 
across mult~ple powers. Mastering e power grants 
awesome extra benef~ts. Plus, by mastering a 
talent, you make it much easier t o  create balanced 
squads that do not have talent overlaps. I 

* 
%%, 
"$1 * . < 

Every single power you can acquire, develop, and dk-. 

master is listed in the following charts. Each chart 
details who may use a power, the benefits of developing & '  

you gain Paragw 
lents, such as the infiltrator power, Operative. Oper 
re  health, inflict more weapo'h damage, and need les 

I 

I 

You have upgraded the comb* 
Your combat drone is rigged 

drone so its electric shock 
to explode when destroyed, Keep your combat drone 4 7 Explosive r-1-1 

damages health, armor, and 
* ,Bulsing energy that inflicts up at all times; it's great for * 

biotic barriers. 
"One high damage on all nearby distracting enemies. 

enemies. 

Specializing in combat 
Your powers are incredibly 

operations, you reduce recharge efficient. They retharge faster 

time on all powers and receive a Mechanic and last longer. Your Paragon 

b o r n  ta their damaae. 
. and RenegadeJ 

8 '  



D 

You have modified your I You are a master of the 
cloak's power cells to stay Use this power defensively. 1 

Tactical To your enemies, you're Assassi- hidden strike, gaining a huge Enhanced Keep this power available for 
hidden for extended periods, 1 

Cloak invisible. nation Cloak bonus to damage if you attack Cloak 
useful for bypassing enemies emergencies and you'll be 

while cloaked. 
or setting up a strike. 

incredibly hard to kill. 

Your endurance and mental 
Your focus in sniper zoom is 

Your weapon damage is more fortitude reduce the recharge Want to be a master sniper? 

Operative punishing and frequent, and enhanced, and you receive a time of powers and give a This power is a must; it 

targeting enemies is easier. 
Assassin damage bonus to all weapons Agent bonus to their duration. Your makes it much easier to hit 

and powers. Paragon and Renegade scores enemies. 
reach their highest level. I 

You excel under stress, You specialize in using your 
reducing your recharge time engineering and biotics as Points in this power are 

Fine-tunes your brain, making 
as far as it will go, and your weapons, reducing recharge 

required to access the 
Defender your powers more potent and Guardian 

forceful personality takes your bider 
time a small amount further most critical Paragon and 

efficient. 
Paragon and Renegade scores and giving a bonus to your Renegade conversation 

to the maximum level. powers' damage. options in the game. 

The armor is now rigged The armor's deflection 
for maximum pulse when Energy-charged armor boosts 

biotic amps and weapons, incredibly hard to kill. 

Hyper-accelerates your 

you an intense concentration 

and gives a duration bonus 

Your biotic focus gga intense 

Using a damaging shockwave, that not only does the charge Use Charge defensively 

ram into an enemy with to recharge your barrier, 

incredible force. or to charge away from a 

knock them off their feet. 



Combat powers are adva~ 
use special ammunition, 2 

ced military training that  helps warriors focus their minds in battle situations, 
i d  increase damage. 

I An explosive charge spreads Your entire squad gains the 

Inferno the ammunition's payload on Squad effect of your incendiaries, Vanguards, Stops krogan and 
impact, potentially igniting Incendiary allowing you to spread pain soldiers, vorcha from regen- Ammo 

. the target and all nearby Ammo and panic in a very literal Jacob erating. 
enemies. crossfire. m 

Burns through armor, 
lncendiary 

sets enemies on fire, and 
damages health. 

Freezes enemies, The apex of cryogenic Your entire squad gains the 
rounds, this ammunition cryo ammo's effects, letting This is a good 

Improved 
freezes targets more Squad Cryo you incapacitate large groups Vanguards, general-use power; 

Cryo Ammo frequently and for a longer Ammo 
or relentlessly hammer one 

soldiers freezing an enemy is 

duration. always useful. target. 

I Cw Ammo I allowing you to shatter 
them with gunfire or 

I I biotics. 

Heavy A massive blast that propels High-energy explosive charges 
Knock enemies Concussive give your shot an impact Concussive enemies with bone-crushing Soldiers' off of ledges with 

Shot force. Blast radius large enough to knock Garrus, Grunt 
down multiple enemies. Concussive Shot. 

This ammunition's electro- Your entire squad gains the Good against 
Heavy magnetic properties can Squad 

Disruptor Disruptor Ammo's effects, Soldiers, synthetic enemies 
cause synthetics to critically Disruptor 

Ammo allowing you to catch infiltrators and enemies with 
Ammo 

overload and explode. synthetics in deadly crossfires. shields. 

A massive blast that 
Concussive 

propels enemies with 
Shot 

bone-crushing force. 

Disruptor Rips through shields and I Ammo I shreds synthetic targets. 

Biotic 
Biotic p w e r s  are generated through bio-amp technology that  allows the user t o  the generate mass effec 
fields. By manipulating mass effect fields, biotic users can move enemies independent of gravity, tear 
enemies t o  pieces with the pow1 JI Singularity attack, and generate protective barriers. 

s 
or push them aver an empty space. When Pull 
wears 0% the enemy fat18 into the 

F 
Throw end Concuesrve Shot sm  re effective I 
wetghtl+s target; for msximum effect, use Pull on 
your c--my first. 

Arc powers around obstacles t 
you. Just target the enemy I1 
and then deploy the power. Wr 
corners or over cover. Arcin! 

gn?at way to  ~ u l l  ar 

I hit enemr 
mu will see 
:h practicr 
powers ai 
enemy ou 

?s trying t o  hide from 
its name on-screenj 
, you can fin? around 
uund obstacles is a 
of cover! 

Hurls enemies through 
the air using a powerful 

biotic field. 

, ,,ng a I Your mastery of biotic throws 
unparalleled momentum, 

Adepts, ~ h r o w  enemies off of : ,:$! allows you to hurl multiple sentinels, 
smashing it against walls Throw Field 

targets into the air simulta- Samara, cliffs or ledges for an $25 
with hurricane force. , Thane instant kill. 

neously. 

Heavy 
Throw 

Rips enemies apart at the 
molecular level and stops 

health regeneration. 
Effective against armor 

and biotic barriers. 

Levitates enemies, 
rendering them helpless 
while they drift toward 

you. 

Increases the blast radius 
Your damage is Unstable 

when Warp detonates biotic 
Warp is super- 

sentinels, 
increased Warp effecjve versus 

effects. Mirandas armor and barriers. Thane I. Heavy Warp 

Your levitational abilities Affects all nearby targets, Adepts, Aim to the side of an 

keep your target suspended Pull Field suspending entire groups in vanguards, enemy to pull your 

longer. the air. Jack, Jacob, target off a cliff or 
Samara ledge. 

Pull Heavy Pull 

Biotic shockwaves topple 



Tech powers are different from biatics. These powers include boosting shields, hacking Al, and engaging a 
tartieat elnakinn mmchaninm 

. ?I . . .* .?,"<. 

m 

,t ys,, ?,-e gc '-3 tnto s vtsslon where you flght getr ct~cal Cloak IS one of the mcsr; i - ,c~ver~ul (and 

hring along a squad rrember able t o  use Al Hazktip seiull tech powers Hit an ene-cy hard w ~ t h  a 

' Hack I P ~  ceii turn the geth agatnst each other. tat l rg attack and then van:sh f r o m  s~ght  

Power DI 

Power 

hon 1 Evolution 1 Descnphon Evolution 2 Evoluhon 2 Description 

allowing you to scorch 

Your Al Hacking provides the 
Turns synthetic enemies 

team. Shepard 
active squad powers [such as 
Barrier or Slam1 through reseacc" 

, ,,a,,; Mirandays 

All classes can actually 

Jacob 

Used By Tip I 

Tip 



Mordin's shock strength on a 
Heavy single target is so severe that Mordin's shock capacitors are 

Neural Cripple an organic enemy Neural greatly increased, allowing a All classes can learn this 
Shock with pain. Neural shocks can be chained 

Shockwave wide area of effect to hit multiple Shock together to deny an enemy any power. 

chance of action. targets. 

Strengthens Mordin's 
Salarian combat skills, weapon Mordin's technical breakthroughs Salarian Mordin's studies of ballistics, Is Mordin using up medi-gel? 

further increase me strength of Savant Scientist damage, health, and Genius physics, and shock trauma Evolve to Salarian Genius to 

shinlds~ his shields. increase his weapon damage. boost his shields. 

Description Evolution1 E* 

Advanced tungsten carbide Squad Time spent custom gunsmithing Choose the group version of 
Armor- 

Increases damage to Tungsten rounds in discarding sabots Armor- allows the entire squad to gain this power if you don't have 
Piercing 

armor and health. Ammo increase the damage done by Piercing the effects of Armor-Piercing any weapon powers, and you 
Ammo 

Armor-Piercing Ammo. Ammo Ammo. can use this on your own 
weapons! 

Enhances Garrus's 
combat skills, weapon If it can be fired, Garrus knows Long hours alone against 

Turian Turian how to use it. His weapon Turian impossible odds have wndi- If Garrus falls often, use 
damage, and health. Turian Survivor to give his Rebel 

Makes his powers more - 
Renegade and power damage increase Survivor tioned Garrus's health and kept 

health an extra boost, 
damaging. dramatically. his powers sharp. 

Description . Evolution 1 

Tip 

Enhances Grunt's Grunt's mastery of his blood rage 
increases his already fantastic 

.Area Dram 1s better sulted 
for crowd control situations 

d Sharpens Tali's combat Tali is operating at peak . Tali's expertise in engineering 

(luarian skills and weapon effidency, increasing the duration 
Quarian firealms of all kinds increases Tali's great with a a*rim 

of her powers Modest cyber- MIEhaniC Machinist damage. Lengthens her Engineer her weapon damage. Modest gun. She'd be even better 
netics and immuno-anhancers power durption. cybernetics and immuno- with Quarian Mechanic. 

incmasn her health. enhancers increase her health 



Power 

Sar. 7 ., A Evohhon I ivobiwn 7 Descrphn 

Damages the nervous or 
synthetic system to prevent 

The biotic focuses on snuffing 
Heavy out a single target's life, 

R e m  target from healing. Restores Reave incraasing the Remfs 
the biotic's health when power duration, and damage. 

is used against organics. 

Increases Samara's combat Samara's biotic abilities 
Asari skills, weapon damage, and Sapiens now rival those of an asari 

Justicar health, Improves her power Justicar matriarch, further reducing the 
rechame time. rechame time of her ~owers. 

Power Description Evolmon 1 Evolution 

I The biotic becomes a vortex 
of life, increasing the Reaw's Don't even bother using 

Area radius to affect multiple Reave against geth or mechs. 
targets. 

Caedo 
Samara's time is spent Evolve to Sapiens Justicar to honing her lethal skills, unleash more biotic powers 

Justicar increasing her weapon more often. damage. 

Thane 
]tion Evdution 2 Evdution 2 Description Tip I 

Thane's anatomical expertise I I Thane's experience surviving I Combine Drell marks ma^ Increases Thane's 

Your ammo now d e l k  "- 

Power Description Evolution 1 Evokrtion 

s IIIU aquau 
qdsto I Shredder I the effects of Shredder Ammo, This is a great power to share 

Ammn making short work of organic I with the whole squad. I 
Legion 

?scription E v  ~n 2 Edut ion 2 Description I 

synrnetlcs allne, I I I ~ ~ S I I I U  

Legion's weapon damage. I .I inmasing its health. I IlllU Wlll IIWpUl. I 

However, there is a standardized approach for Q 

B 
k @ galaxy greets you i y a n  hand. Those aligned detailing your enemies found in each profile. Each 

'c *with evil will attack at a oment's notice, from lowly enemy profile includes listings for the foe's carriea 
L 

+obots programmed t o  weapon and any special powers or defenses. The 
find yourself in a combat profile also lists a classification for the enemy so 
s t  weapon is knowledge you have intel on how much resistance t o  expect 
e gun at  your side is not from the target. 

the best). Profiles of the enemies you encounter Minion: A low-I ntel- 
, throughout your adventure are placed throughout lioence. w- --  

the walkthrough section of this guide so you know m 
'o how t o  deal with them when you meet them for tht Elite: An intelligent enemy with good attack 

first time. strength and use of powers. 

A Sub-bass: A very intelligent enemy with good 
defenses, powerful weapons, and aggressive use 
of powers. 



Same enemies car 
and barriers. Krogen and vorcha enemies have 
regenerative health. If you leave them with even a 
sliver of health, they can take cover and replenish 
their health. Enem~es wrth tech or b~otic skills, such 
as mercenary engineers, can replen~sh depleted 
ehields or b r i e r s  if they are sUowed to fall m k  

, y.2: -"I uu .-a 
L 

y engrneers use combat drones end 
c from afa 1 

Possible Eon1 
Related Arhievem 

C 
When you target an enemy, you immediately see 

the current condition of i t s  defenses beneath i ts  
J&#czp;:f.p:@t i?,,, &:>.; 

name. This information is located along the top of ,. , , r&gI",liz Bonus Powe - .  m) ~ . . ,  . ; .. 
the screen. The base of the enemy information is i t s  
health, which is indica 
has shields, armor, or '' loyalty power, and you will earn a loyalty Achievement. 
defenses appear over t h  The loyalty Achievements you earn will grant you 
Enemy ~ e a l t h :  Health i a special option if you replay the game. After 

vitality. Once health ha completing the character creation using a new or 
the target dies. .' : .;: imported character, you will be able t o  select a 

single bonus power for Commander Shepard before 
Enemy Armor: Enemy ar any experience has been gained. Here is the full 

orange bar. Armor can list of bonus powers you may choose from and the 
"chievement you must earn t o  make tha t  power 

- ---my Barrier: Biotic-based barriers 



Commander Shepard can improve the mission's chances for success by 
pursuing more than just weapons and powers. Upgrading the squad's ' 
weapons and armor, building special prototype upgrades, and pursuing%w 
technology via research projects is essential for keeping the squad ready fo 
the growing threats in  the galaxy. 

Upgrading the Normandy will 
improve Shepard's chance of 
surviv~ng his f~nal miss~on. 

There are two categories of upgrades and improvements that  Shepard must keep track of: upgrades 
and research projects. These are intertwined. Many research projects require that  you already possess a 
specific upgrade tha t  you acquired in the field or purchased from a shop. For example, mu won't be able t o  
access the Tungsten Jacket research project until you have upgraded your assault rifle tu Damage Level 2 

I 
B UPGRADING TECHNOLO 
iF g ?  Upgrades make your equipment and abilities more powerful. There are t 
I Spend credits t o  purchase them in stores. Find them during missions 

omni-tool. Or, complete research projects. 

levels. The benefits of upgrades are la&& pulti 
amage upgrade, it offers 10 percent adcti t jml d 
increases the additional damage t 

upgrades in the lab on the Normandy, 
the professor t o  join your team. 
C or inside the commander's personal 

es acquired, and can help reveal 
n provided by the terminal [and these 

cated moves toward gathering more F 
hich research projects you p u r ' s ~ .  

E o Research Projects 
'4 

As soon as you have located and remq  
professor, Mordin Solus, you can begin as computer terminals 
research projects. Research projects consist 
of everything from n 

The most powerful upgrades in the game are built ;i$. 
in the lab, and become available t o  you when you , 
acquire enough weaker upgrades. For example, 
purchasing or researching assault rifle upgrades 
will unlock research projects for powerful aflm7flSw*- 
assault rifle upgrades. 8' 



Use the tables and charts in this chapter t o  
cientists will have a research breakthrough and a ake the guesswork out of acquiring upgrades 
brand-new research project will become available. nd research projects. By knowing exactly which 
he upgrades produced from these research brea pgrades are out there and which research projects 
roughs are the best upgrades in the game. It you may want t o  complete, you can prioritize which 
n ' t  be stressed enough: Researching upgrades upgrades Shepard pursues. Upgrade tables note 
critical t o  success in Mass Effect 2, I t 's recom- :n an upgrade can only be acquired via a research 
ended you obtain enough minerals t o  obtain project, and if so, how much the project will cost. 
I useful research upgrades as they will greatly 

nprove your capabilities. .. 

ased from stores can help your 
of acquiring upgrades. Upgrades can be pur 
from stores with credits. Obtain credits on 

Shepard will sometimes obtain new weapons while If you obtain a new weapon but would prefer t o  
use a previous weapon, access a weapons locker t o  
switch back t o  your old weapon. 

prove the quality d r " ~ h  

damage upgrades, but advanced upgrades can Upgrades affect all weapons of the appropriate 
be developed with research. Most weapons have type in Shepard's squad. 
five damage upgrades available and two advanced 
upgrades that  improve the weapon on a Tore funda- Obtain upgrades that  improve Shepard's weapons 

mental level. and the weapons of favored squad members, 
and you will have a better chance a t  success on 

All upgrades are cumulative. For example, if you missions. 
have two assault rifle damage upgrades you will get 

Tungsten 
Jacket 

1 Targeting VI 

Kinetic 
Pulsar I- 

Assault Rifle 
1 Penetration 

Assault Rifle 
Accuracy 

Assault Rifle 
Damage 

Provides +25% assault rifle damage against armor, shields, 
Upgrades the assault rifles, battle rifles, and machine guns for your entire 

1 Research 
squad. The slugs' tungsten content is increased, and the weapon's computer 

Damage is recalibrated, improving penetration of heavily armored targets. A phasic 
envelope surrounds each slug before it is fired at a target. This disrupts any 

I I mass effect field protecting the target, resulting in better penetration. 

Assault Rifle 
Research Damage 

Level 3 

2 -1 Found, 3 None 

- 

Your entire squad's assault rifles are now much more accurate. Upgrades 
assault rifles, battle rifles, machine guns. A smart targeting module calculates 
and compensates for minute barrel movements, weather, and the environment. 

L J , U W  
Firing on a target in a howling gale feels the same as it does on a calm day on 

Iridium 
a practice range. Smart targeting does not mean the bullet will automatically 
find the mark every time the trigger is pulled; it only makes it easier for the 
marksman to aim. 

I Provides +lo% assault rifle damage. Upgrades assault rifles, bat& rifles, and 
2'5WI 510001 machine guns for p u r  entire squad. This upgrade strengthens a weapon's 
7'500 Iridium mass effect field aenerator. increasina the velocitv 

- 
KA slug fired. 



Found/ 
Upgrade Research 

. -.. . (SMG) damage against shields and biotic 
Submachine Submachine barriers. Upgrades SMGs for your entire squad. A module in the mass effect 

Phasic 
Gun 1 Research Gun Damage 15'000 field generator creates a phasic envelope around each slug before it is fired at 

Jacketing 
Penetration Level 2 a target. This disrupts any mass effect field protecting the target, resulting in 

superior penetration. 

Submachine Submachine Adds 10% more submachine gun (SMG) rounds. Improves SMGs for your 
Heat Sink Gun Extra 1 Research Gun Damage 25v000 entire squad. More efficient heat-sink materials improve the absorption and 

Rounds Level 3 Iridium dissipation of heat. Allows for smaller, easier-to-carry heat sinks. 

Squad bonus +lo% submachine gun damage. Upgrades the submachine 
Microfield Submachine 5 

2 Found, 3 
Research 

None 2'5001 5'0001 guns of your entire squad. This upgrade improves a weapon's mass effect field 
Pulsar Gun Damage 7'500 Iridium 

, generator, increasing the velocity of each slug fired. 

s of your entire squad. Norma 

mpensate for wind and recoil, it was adapted to slightly deflect rounds to 



rmvides +lo% biotic damage. ~tanbaril ma 

Provides +20% biotic power duration. Maintaining a single mass effect field 
continual concentration. By measuring and replicating neural system 

this upgrade enables the user to maintain mass effect fields with less 

uad members, regardless of team 



Found/ 
Jpgrade Research -.__ 

opposite manner, focusing on quickly releasing raw energy, but rendering 
Custom Tech Tech Damage 3,000 Element them incapable of performing delicate work without swapping in an alternative 1 Research Level Heuristics Duration Zero tool. Cerberus has prototyped a multiple-operating-system approach that 

should allow one omni-tool to run dozens of configurations, with instan- 
taneous swapping as the user switches tasks. This should result in better 

1 performance at each individual task. 

Provides +20% faster cooldown on tech abilities. Most omni-tools are tuned 
I 
I Tech Tech Damage 5'000 Element 

to have an effective life span of 10 years or more for precision work and up 
Hydra 

1 to 50 for more general tasks Disabling most safety protocols and installing Research Level Module Cooldowns Zero an experimental power core improves efficiency but reduces the expected 
operating life span by a factor of 20. 

of Found/ 
Jpgrade hearch  
Levels Project 

FaPaearch 
Cost 



or 
Upgrac Research 
Lwels Pmjed 

- .  Research 
cost 

The NoPmandy is the most technologically advanced All ship upgrades must be researcb 

1 Cerberus ship in the galaxy, but improvements are these research projects, talk t o  your 
i, always possible. Upgrades t o  the Normandy will and ask them about research or s' ' 

rnpletely heal your scars. Fu 



000 o" O OoO@ 0 WALK OUGH 0. ? 

AWAKENING 
Commander Shepard was lost following the unexpected and devastating attack on the Normandy. But 
science has advanced far enough that  not even death is final. The commander is about t o  return t o  dul 
and resume the missiom to r id  the galaxy of the Reaper threat. But Shepard will need t o  find new allies 
t o  win this finh+ 

Medical Facility I 

The medical facility is part of a space station not under control of the Alliance or !&e Council. T@ 
is an air of mystery t o  the station, which seems intentionally nondes pt. 
aboard the station that  would make i t s  

T 

C)  Operating Table 0 Cerberus Laptop 

,I Weapons Locker .. -3tol) 3 ~ i l s o n  , Grenade Launche- 

I 0 Cerberus Laptop U) To MiranoalJhut 

Cerberus Laptop 

Public Computer 

Spectre: Spectre stands for Special Tactics and Recon- 
naissance. The Spectre is a special class of agent 
t h a t  works directly for the  Council and outside of all 
galactic laws tha t  otherwise govern the accepted 



Ob~ective 1: Froject Lazarus 
Project -, . . 

Lazarus enas 
a little earlier 
than intended. 
ihepard 

wakes aQd111 
t o  the sounds 
of combat. As 
Shepard rises 

from the operating table, the voice of Miranda- 
one of the voices heard during that  brief episode 
of consciousness during the procedure-comes 
over the comm. She doesn't have time t o  tell 

You wake inside a laboratory. Faces blur in and out Shepard much. Gluestions must wait until after she 
of focus. Though it is difficult t o  understand what can guide Shepard out of the area before hacked 
the people hovering over You are sayingl YOU realize security drones called L~I<I  ~~~h~ burst into 
that you are being 'perated On and that you the facility. The seem hell-bent on bringing 
should not be awake right now. After your vitals Shepard down. 
are stabilized, you slip back into slumber and the 
technicians above you resume their work. This part 

of the game 

1 - is a tutorial 
designed t o  
teach the 
player some of 
Mass Effect 
2's controls. 
Follow B E  
Miranda's orders t o  succes ~l ly move thrc - 
the medical bay. She directs She 3 

, 
pistol and then t o  some therm 
though, the f irst of the rnec 

iu."@$@&and -I i Y, c . she can only +be 
Welcome t o  Proiect Lazarus. Here, you discover ,:$&I?&h suwived the ~fbj%$?&~&~'f:il 

ch in the head before i t  is fully activateil. - -. 
Most weapons require a steady supply of thermal 
clips to  keep them from overheating. Ther 
are dropped by destroyed mechs and left 
fleeing facility personnel. 

?-, . .. :.. .. E2LL.L 



Classification: Minion 

Powers: Taser Blast 

Defenses: - 

Weapons: Machine Pistol 

LOKl Mechs are designed as 
inexpensive, expendable security drones. L -- 
These mechs are typically programmed 
to  patrol sectors and, when ordered, act t o  keep the 
unauthorized out. U3KI Mechs attack with standard-issue 
machine pistols at  long t o  medium range. Up close, the 
mech uses a taser blast to  incapacitate a target. 

I 
Because LON Mechs are built t o  be cheaply replaced, 

they are easy t o  take down. A single blast t o  the head the situation 
causes the meoh t o  explode. Alternatively, a mech can be 
disarmed by shooting off i ts appendages, particularly the is hectic, take 

a moment 
t o  enter the 
room with the 
two mechs 

rse the nearby the terminals 
cover before 

room. These 
hacked mechs terminals add 
storm toward critical inf 

ips. The path leads t o  a ' 

00 Grenade Launcher 
[this is a new weepon valuable commodities &Ion&* 

urn, and element zero1 you c&b 
t the game. Eventually, you can 

ources t o  acquire upgrades. 



e t:. 4 

~Ilowing the figh. lacob agrees t o  answer the 
rest of your questions as best as he can. You can 
Iursue a line of questioning about your crew from 
;he Normandy, but don't leave the dialog without 
finding out more about the situation in the medical 
facility. Jacob has no idea why the mechs started 
the attack, but he assumes that  i t ' s  all an inside 
job. Only somebody close t o  the project could get Use Miranda's terminal t o  learn more about Project Lazarus 

and add relevant information t o  your codex. 
the needed access t o  hack and reprogram all of the 
rnechs t o  attack-especially just as you woke up. In a Hurry7 
There are other topics'to pursue: The service 

and Jacob's boss. There's n 
'lout her a t  this point. 

ua~ud: Jacob is Miranda's t 
years in the Alliance before leaving and accepting this job. 

Wilson 

Jacob and 
dds Renegade 
wde conversati 

i him. 

- r  4 - - -  

:hS Jacob dlmcts you through a series of 

s t  into the eemmce tunnels t o  find the ~ n t r o l  morr 

trol room. 



cions. Cerberus is a 

ana responsible ror ti% 
decide just how troubked Shepard 
Wilson without a sinde question. 

hall. If you successfully hack it ,  you pocket mom credits. 

L 

Wilson help you out wi 



Shepard finally 
has a chance 

answers 
with the Illusive Man. Don't expect any face time, 
though. Security is paramount. So, as Shepard 
enters the chamber where the commander thinks Use the armor locker in the bay above the hologram chamber t o  

the Illusive Man is supposedly waiting, Shepard is outfit Shepard. 

scanned into a hologram projector The commander r 
will speak t o  the lllusive Man via some serious long- 

C 
r 

I Talk t o  Miranda and Jacob t o  learn more about them and poten- 
tially earn more Paraaofleneaade points. I 

When you 

The Illusive Man goes over some of the things are ready t o  

Shepard missed over the last two years, including ship out t o  

the disturbing trend of human colonies vanishing Freedom's 

and a lack of action by the Council. Shepard points Progress* 

out tha t  if the illusive Man Wanted t o  take on the use the door 
next t o  the 

C 
. And that 's a 

s the best w 

the latest human co 



FREEDOM'S PROGRESS 
Despite their history, Commander Shepard has entered into an uneasy alliance with Cerberus, which is 
led by the charming land intriguing] Illusive Man. The Illusive Man still believes that  the galaxy is under 
threat from the Reapers, the ancient race that  wiped out the Protheans and almost destroyed the 
Citadel two years ago. Since the Council seems determined t o  ignore Shepard's warnings and turn a 
blind eye t o  the Reapers that  are still out there, Shepard has litt le choice but t o  see how far this new 
partnership will go. ,The first; assignment Shepard must undertake is the investigation of Freedom's 
Progress, the latedit human colony t o  go offline. 

I - Refined Iridium I 



Objective 1: Investigate Colony 
As the 
shuttle circles 
Freedom's 
Progress, 
preparing t o  
land, Miranda 
tells Shepard 
that  the 
I Illusive Man 

has placed the commander in charge. The approac 
gives you plenty of time t o  discuss the situation with 
Miranda and Jacob, such as how far that  authority 
extends, the fate of other colonies, and what 
Cerberus expects t o  find a t  Freedom's Progress. 
According t o  Jacob, this is the first time Cerberus 
will beat official investigators or looters t o  a disap- when you 
peared colony; the chance of finding new information reach a wide 
is much greater. Of course, that  also means a good door. ~ h ~ ~ ~ h  
chance of finding some form of resistance that  there are 
officials would have already dealt with, too. A t  the 
conclusion of the oonvars'stion, you can make a 
Paragon or Renegade choice: suggest that  finding 
survivors is the team's first priority [Paragon), or -- 
in hard t o  destroy any threat [Renenadel. apparently still online. Just beyond the door are 

two FENRIS Mechs. The 
activate as soon as they 

Use zoom t o  target the mechs. Shwt~ng from the 
hlp reduces accuracy, whbch burns through thermal 

PI 

shuttle reveals a desolate 
Man said that  the 

1 had vanishqd into thin air, he was not exaggerating 
Fgr,e;ffect: Freedom's Progress is silent and still. 
But the last one t o  leave left the lights on and did The FENRIS Mechs are not the only threat. LOKl Mechs 

not place the colony on lockdown, SO follow the trail stationed on a landing behind and t o  the right of the FENRIS 

of open doors. Mechs also spring into action when your movement is 
detected. Cut them down. 



opens, look out 
'-FENRIC " ' A 

ein forcer 
hound into cne 

area. 

r~assification: Minior 

Powers: - 
Defenses: - 
Weapons: Taser Bite 

FENRIS Mechs are common security 
mechs. Their four-legged design 

I 
krcer caKlng aown tne mecns, Invrx&rgate the 

reminds many humans of attack dogs building behind them t o  locate medi-@I and a wall - 
seen in old films. The design allows the FENRIS Mech safe that  is loaded with credits. Aft; 
t o  spring toward a target with i t s  back legs, quickly 
closing distances while knocking the target down with 
the two front legs. The FENRIS Mech's taser bite is 
then used t o  incapacitate. While FENRIS Mechs under 

rol are often left factory-standard, many 
hack the mech and upgrade it with a more 
er bite tha t  can do significant damage. 

reached the colony and is conducting i ts  own inve: 
iigation. But why would quarians be interested in 
;he disappearance of humans? 

fter you cnoose exaccly. now ni y you are t o  be 
I 

ted with guns, TaE?~U,Fjjd~gct,sFFPr---a and the other 
ians t o  definitively back down. Prazza is unhappy 

he situationJ6ut dutifully obeys, giving Shepard 
t o  explain the newfound partnership with 
. Tali $ skeptical, and understandably so.%- 

or one thing, you are supposed t o  be dead. FO?_ 
another, you and Tali fought Cerberus together. Gyt 

seemingly trigger-happy quaria,, . lrazza. Prazz 
zero t rus t  for Cerberus operatives .but he is 

ordered t o  stand down by a familiar vo&e in the 
gmup: Tali1Zorah vas Neema. 



Tali explains 
why she and 
the  other 
quarians are 
a t  Freedom's 
Progress. One 
of their own 
was on his 
Pilgrimage: 

Veetor. While Tali describes Veetor as neivousT 
Prazza offers a less charitable adjective: unstable. 
When the quarians arrived t o  help Veetor, he fled 
into a warehouse and activated the security mechs 
t o  protect himself from the next wave of intruders. 
Veetor survived while everyone else disappeared. 
This leads t o  a bigger question: Why did the  force 
that swallowed up the human colonists leave behind 
a quarian? $ -  s 

Tali and Shepard draw up a plan: Shepard and~i$&! 
squad will investigate the  warehouse in the  center 
of the colony. Tali and her team will circle the  far 

half-walls along the catwalk as cover against the  I 

incoming fire. Chew through the  drones' shields and 1 
then pick apart the  exposed hull t o  pu t  the  tu r re ts  ' 
down. 

Erny ~ ~ p i m u l t  mnc 
' . . ' ,  

Classification: Minion 

Powers: - 
Defenses: Shields 

Weapons: Assault Gun 

Assault drones are not  intelligent A1 creatures like the  
geth. Instead, these drone tu r re t s  run on very specific 
programs or are operated by remote control. The 

. tu r re t s  can be programmed t o  recognize allies as well 
as enemies. The assault drone is armed with an assault 
n ~ ~ n  tha t  has a high ra te  of fire. 

1 
Prazza's Choice 

side of the colony and draw away security r 

Stationed 
across a wide 
chasm, the  . 
drones open fGe as soon as Shepard and the  team 
step back out into the  colony's open space. Turn 
t o  the left and return fire on the  drones, using the  

Ouarian: A nomadic race 



MI[-anda's Overload t>echnlque chips away a t  zi?e 
YMIR Mec!h's s'-i,e;as. N ~ r m s ~ l y ,  b , o t . c ~  are !:loc;ced 

~?egative:y irncja.r-er; b y  sh~o ids ,  tii::li,;;ti 

There is a lot of cover in the courtyard wrth the 
YMlR Mech, but some of the crates crumble under 
f~re. Be m~ndful of ducklng behind these frag~le 
crates, wh~ch are noted by yellow trlm. 
L 

C 1  

The YMlR is protected by shields and armor. I f  you do not keep 
on top of the mech, it will regenerate those shields and extend 

the fight. I 
A s  cruel as 
it sounds, 

Classification: Boss L you can use 
Powers: Death Explosion your team as 

Defenses: Heavy Shields, Heavy decoys. Di rect  
Armor Miranda o r  

Weapons: Minigun. Heavy Rocket Jacob t o  a 

Launcher point in t h e  

YMlR Mechs are large-scale security courtyard 
droids that dwarf LOKl and FENRlS models. The giant is that the w' 
armed t o  the teeth with a rocket launcher on one arm upon your squad mate, blast  i&~ t h e  back. [Dpn't 
and a minigun on the other. These weapons are designed worry! You can heal Your SQ 

t o  tear up infantry and disable vehicles. The YMlR is also should t h e  WI" iCtUE 
fitted with both shields and armor, so before you can rip 
into i ts  hull, you must take down these two defenses. 

- '  . YMlR has left is a brute force clu8rQe. 
can be destroyed by 
Shooting the head c 
resulting expksiun is s 
be caught in tbp Mast 
L A 

Following the fight$scan the damaged YMIR Mech in the 
Mech wastes courtyprd w pick up the Microfusion Array. This adds 1b% . 
l i t t l e  t ime  percent more heavy weapon ammo capacity t o  your squad.*l 

%& 

charging in50 . % ' 
t h e  courtyard 
t o  challenge 

As threatening as the YMlR is, certain design flaws 
can be exploited by crack shots. First, the arms can 
be blasted off the mech. Depending on which arm you 

I 
remove, the mech loses access t o  one of the weapons. 
If both arms are disabled, then the only weapon the 

ShepqP#S"+'* * 

tear$ The 
que'rians did 

no t  pu t  up much of a fight, bu t  your t e a m  has biotic 
powers and superior weapons. The YMlR has a real 
s w a p  on i t s  hands. Use cover t o  avoid detect ion 
and then  lean ou t  t o  pop off shots bn' t h e  mech. 



Finding Veetor Veetor I 
finally turns 
away from 
the monitor 
bay and t o  
your team. He 
is surprised 
t o  see 
humans. All 
the humans in the colony were taken away by what 
he calls the "monsters. " Veetor calls up a video 
file on the monitors t o  explain what he means by 
"monsters." The footage is startling. There was a 
swarm moving through the colony, with colonists 

You locate Tali in one of the small structur screaming as they ran, going into stasis as they 
were overtaken. But far more disturbing is the alien 

the ~ ~ ~ n d e d  but suggests You use this o ~ ~ o r t u n i t ~  being with multiple eyes pushing what looks like a 
to find Veetor without any further rf3~istance from cocoon through the colony. Miranda calls this being 
the rest of her quarian associates. Investigate the a Collector. If the Collectors are involved in wiping 
building directly above the wreckage of the YMlR out human colonies, then the threat t o  humankind 
Mech (you did scan it with your omni-tool, yes?l t o  just got much worse. 
finally catch up with Veetor. 

lay: ne quarlan IS In a 
,-. -.~oic ,-. ..-, . ~ e r  ~ l y  hovering over a 

command center and watching all activity* a t  the 
; colony. He is mumbling something about monsters 
. and swarms. Ybu have t o  approach Veetor and ' 

extract whatever information you can get out bf 
him. How you choose t o  s t  
sets the tone for the rest  

was able t o  

sweep through 

leads Miranda 
t o  wonder if the Collectors are using technology 
that  single's out humans. The quarian was not par L. 

of the Collectors' mission, which allowed him t o  
watch and learn. If you compassionately end the 
conversation with Veetor, you will learn that  Veetor 
used his omni-tool t o  scan the monsters a 
up dark energy readings. 



Tali finally catches up t o  Shepard, just in t ime 
t o  overhear Miranda's desire t o  take Veetor wi th  
them. The quarian refuses t o  le t  even Shepard 
take away Veetor He obviously needs help, and she 
wants t o  take him back t o  t h e  fleet so his people 
can care for him. How you approach th is  minor 
standoff will earn you Paragon or Renegade points. 
You can implore Tali t o  join you on th is  mission and 
peacefully allow her t o  take Veetor back t o  t he  fleet 
[ to  Miranda's chagrin]. This will earn you Paragon 
points, as well as Tali's gratitude. Or you can 
demand t h a t  Veetor come wi th  you and your squad 
so you can question him further. This will earn you 
Renegade points. 

lllusive Man 

- The Illusive Man is impressed wi th  Shepard's 
performance on Freedom's Progress. Cerberus is 

6 known for being ruthless, so your actions affect 

LU how t h e  lllusive Man perceives Shepard. I t  t u rns  
out  t h a t  t he  Illusive Man suspected t h e  Collectors 

U were involved in t h e  disappearance of t he  human 
- 
. colonies, and Veetor 's data provided t h e  necessary 
U 

proof. Continue your conversation w i t h  t h e  lllusive 
Man t o  gather additional intel about t h e  Collectors 

5 and t h e  mysterious. unreachable Omega 4 relay. 
No non-Collector ship has ever been able t o  
successfully use t h a t  relay. 

The lllusive Man sees a connection between 
t he  Reapers and t he  Collectors. He wants  you LU 

continue investigating bu t  understands t h a t  you 
will need resources beyond just Miranda and Jacob. 
The lllusive Man has prepared dossiers on notable 
soldiers and scient ists t h a t  could prove beneficial 
for t he  mission. Shepard would ra ther  have t h e  
original team back, bu t  t he  lllusive Man reminds the  
commander t h a t  t w o  years have passed and offers 
updates on t he  whereabouts of old friends. 

The last  advice t h a t  t he  lllusive Man has before you 
depart t o  begin t he  process of assembling a new 
team is t o  seek out  t he  salarian scient ist  Mordin 
Solus on Omega. Having a scient ist  on t he  team will 
open up research options aboard your ship. New 
ship? 

The 
ll lus~ve Man 
introduces 
Shepard t o  
t he  new p ~ l o t :  
Joker. And 
Joker only 
looks good in 
t h e  cockpit of 
one ship ... 



The original Normandy was shattered by an unknown assailant in the same incident that  nearly 
eliminated Shepard. However, considering that  Cerberus has the technology and wherewithal t o  bring 
Shepard back from the dead, rebuilding Shepard's ship was not nearly as difficult. Christened Norman y 

leads on the Collectors and investigates their connection with the F pers. 

7 
SR2, the ship will be Shepard's main transportation through the ga ls~y as the commander shases'down 

C 

Aaain Diloted bv Joker. the Normandv SR2 was im~roved 
E 

- 
during the const;.uction.process. ~oke;- approves of'cerberu 
replica-well, almost all of it. While he appreciates upgrades 

;. like leather seats [as well as an upgraded FTL drivel, he 

i 
resents the installation of an advanced Al system t o  monitor 
the mission. 

oarding the Normandy 
Ever since Shepard woke up in the Cerberus facility, life 
has been moving pretty fast. Surviving a mech attack. 
Meeting the mysterious Illusive Man. Investigating a 
human colony stripped bare by the Collectors. Though 
the fate of the gala* hangs in the balance, this is the 
first time Shepard actually gets t o  call the shots and 
determine the next course of action. 

Touring the Normandy is entirely optional; Shepar 
can immediately plot a course t o  the next planet. 
However, walking around the new ship and meeting 
the ,#w crew has real merit. There are special 
missrons t o  accept, for example, and thereare 

Q) Sub-Deck Sta.. ,,ell 

# Sub-Deck Sta3---ell 



F - 
Miranda and Jacob 

t 
Dossier: The Professor 
Dossier: Archangel 
Dossier: The Convict 

Dossier: Dr. Okeer 
W"' .e! mthsaa possible four recruits, tAy3 professor is 

the one t ha t ' h t - d i r ec t l y  advances *?* mission. 
It is always good t d  have additional f r iews a t  

As soon as Shepard sets foot on the Normandy's countermeaeu& O m  they h a T  C ~ P ~ T  1 flight deck (the second deck of the ship], Miranda Shepard and tha.warn can actual tart their I 
and Jacob flank the commander t o  talk about chase in earnest.. .: 
the next step of the mission. Miranda has her 
suggestion ready: immediately seek Dr. Mordin 
Splus on Omega. The brilliant salarian scientist 
i$' critical t o  dkveloping a countermeasure t o  the 
~ol lectors '  incapacitating swarm attacks. Without 
e r n e  means @ neutralizing the swarm, there is 
r ~ ,  hope of get&ng close t o  the Collectors and 

The locations of these four recruits have been mar 
galaxy map. Use the galaxy map on deck i? t o  plot se. ' i - 

you can head out t 
recruits. You can t 
but the only one rnn 

- .  The order of seeking recruits is ultimately up t o  
Shepard, who might even need t o  remind Miranda 



Deck 
C 

When you &I# 
ship mapiices 

in shops, they 
appear on t h  
display cast 

above Shepan 
desk. 

2 IS an a r  r locker ~n cne captain's 
c , ,,rs, too. F n the armor locker, Shepard's 
c 9 t  can be mc led, just as in the armor locker 
a t  the Cerberus outpost just prior t o  leaving for 
Freedom's Progress. ?ere is not much t o  do with 

Shepard's privatc , S OCCUPY - 2, directly che armor part of mi6 locker just yet. However, 
above the flight decl he spacious quarters contain as Shepard acquires more pieces of armor during 
a private terminal, just like the t e r  missions or from shops, return t o  this locker t o  
galaxy map. wtf i t  the commander with better defenses, such 

. JS helmets or chest plates. 

The Medal of " R i ~ h t  now, though, Shepard can change casual 
Honor displa) ~r for non-mission dress. Select from different 

next to the out% pieces and tints. 
private terminal 

Combat Information 
Center (ClC) 

The largest featqre of the flight deck is S .->arc- - 
command center and the galaxy map. From the 
lalaxy maqfshepard can launch missions and direct 

ZrTipilot the ship t o  any available planet. 

, - .~xy map is your launch pad t o  the b--- 
#one exploring the Normandy, return hem 

for the f'irstJesired recruit. 

Next t o  the galaxy map is Shepard's private 
terminal. Access the private terminal t o  read 

-"incoming mes5ages meant only for Shepard's E 

t o  investigate the crew's specializations (when 
Shepard collects enough minerals and tech, special- 
ization upgi-ades can be reviewed and ordered  fro^ 
this terminall, and t o  aet a reuort on the team's 
;tatus 

of the incoming mess'eges are informa 
!rminal is also a good plage to chedit for special 

!nts from CertKSrus. 



map is 
boman Kelly 
Gtprnbers, 

"Mho has been 
a s s i d  as 

through the 
A r r y F * p  ,*a' - - . . . . . . . - - . - - . - - 

assistant. C h a m b e & g b f a ~  of Shepard and is 
obviously excited$&*anr~rking for the commander. 
As Sheprd's asfak&&tt, she is something like 
traffic kontrol. Wt@3iAt?he crew needs t o  speak t o  
Shep~rd, Chat-r#Ws will alert the commander. Any 

hs or appointments? Chambers 
a reminder or update. ' I  

''*?W': ' 
- -- - xY?..:.,, 

e than just Shepard's ass~seant, 
Iso been tasked with keeping an 

' 

health of the crew. This role as 
s unofficial, though: Chambers 
far more effective in this role if 

as an informal confidante than a 
ed head domor. 

hall leading 
up t o  Joker's 
position, scan the terminals t o  log two codex 
entries. Once in the cockpit, ahepard can eith 
speak t o  Joker or get t o  know n3~re about EDI. 

Conversing with ED1 leads t o  ad@itional infor- 
mation about the role sf the Al's Wtine .  Press 
about her ability t o  run electronic ah@ cyberneti 
warfare defenses t o  prevent any intruders into 
Normandy's systems during an at tack ED1 
monitors shipboard activities and repdfts c 
information back t o  the lilusive Man. . 



and t h e  reconstructlul l  UI the  rvur-iilarruy, Lrlere is 
little upside t o  Cerberus betraying Shepard and t h e  
team. Joker also has his opinion on t h e  af termath 
of the  original mission and how both t h e  Alliance 
and Council c u t  them adrift  in spi te of t h e  success 
against Sovereign. 

Keep checking back with Joker between missions. Talk 
to him and get his feelings and opinions on the crew and 1 
the mission. Joker may have a smart mouth, but there 
is an emphasis on smart. He often has interesting .. 

things t o  say about the crew and the mission. 

The Armory 

I While 
everything is 
professional 

I with Jacob 
right now, 

Behind t h e  
CIC are t h e  
closed-off 
tech lab and 
the armory. 

k, 

I you can also 
wear down his 
"all business" 

Re~eatedlv check in with Jacob and t r v  to  initiate personal 
Inside t h e  conversations. He will rebuff some of ;our efforts. Give him 
armory, his space when he needs it. But look for openings, such 
Shepard can as asking Jacob what he thinks of your Cerberus-rebuilt 
change the body. Much as with Chambers, keep checking with Jacob 

squad's loadout from and-if so desired-pry open his heart with a combination 

is stat ioned inside tb armory, and this is a of smooth talk and genuine concern. Jacob is only roman- 

chance Cu speak t o  him wi thout  Miranda. J a  
honored t o  be serving 



the core would be iir: office on deck 

Miramda's: '  
Since she was 

office is located such a 
On deck 31 not figure in your ;- ', 

is not the most fo 

ons about- Cerberus, the mission, 

and strength. 

eckq;f.kerst is little 
firstitrip aboard the 

recruits and travel 

This conversation opens another special 
assignment: FBA Couplings. If you can bring back 
the couplings for the engineers, you will have their 



-he Citadel is  a massive deep space stat ion originally thought t o  be constructed by the  Protheans and 
later discovered t o  be a device of trickery by the  Reapers. The Citadel serves as the  seat of t he  Council, 
vhich is  t he  governing body of Citadel space. Races t h a t  do no t  s i t  on the  Council st i l l  frequent t he  
;itadel because it is  a major hub of commerce as well as politics. Mos t  races t h a t  use +h= r=Ia YS 

~t least have embassies on the  Citadel. 

Although much of t he  physical damage done t o  t he  Citadel by Saren and Sovereign t w o  years ago has 
been repaired, t he  psychological effects sti l l  linger, even if the  Council has been trying t o  portray the  

1 Reaper attack as an isolated incident. 

v 
You can visit the Citsdel as soon as you are able to commend the Normandy and use the 
galaxy map on the CIC. Howevw: it is not as central to the story as it wee in the first Mass 
Effect. Omly two primary missions on the Citadel figure into the main plot: Thane's and Garrus's 
loysky missions. But there W& elso optional speael assigrtmsnta on the Citadel ?hat ere worth 
experience pointe. All of the kpeeiel a ~ s i g n m e ~ o n  the Cit;edel am svenile on your first visit, 
so stopping by w l y  can reeily help you gain a I&ef. Ckhwvvi6e. h is a good place tp shop as we! 

IS to vi! " %ptain Andersbn. 

loy€ 

- 
Captain Bailey 

Normandy 
Zakera CaH 0 Warehouse 

Rapid Transit a Citadel Souvenirs @ Rodam Expeditions a Rapid Transit % 

Saronis Applications Dark Star Lounge a Rapid Transit a Avina Terminal 



Arrival 

it  has changed bureaucratic 

unlike inthe ori Effect, Shepard's to be reinstated end allowe 
time are limited to just such as stopping by the 

ard and the Presidium, other people have faked 

here is still much to  learn about 
politics work; there are also a f 
nts, most of which are confined 

;he turian " are felt soon enough. If you allowed the Counc~l to  I 
be destroyed, for example, Avina warns you that 
skepticism of humans is rampant on the Citadel 
since humans benefitted most from the recon- 

f the Council. 



Rapid Tran 
There are 
three floors 
of the Zakera 
block that  you 
can explore 
on your first 
visit. Shepard 
can also visit 
-&h FSresidium, 

the location of the human emoassy. Stairs conne 
the three floors of the Zakera Ward, but the eas 
mode of travel is via Rapid Transit. 

Just  approach a Rapid Transit terminal and select 
the floor you wish t o  visit. The current floor will 
be graved out, as will the Factory District, which m 

- - 
does not come into play until later. From the Rapid 
Transit menu, you can also stop at  the Presidium, 
request a new squad member, or return t o  the 
Normandy. 

If you're interested in seeing the sights, listening Zakera Cafe 
t o  conversations, or doing a little shapping, stay 
to explore level 27 of the ward [the level where 
you dock). If you want t o  dive right into some 
action, head directly t o  level 26 

, assignment or p m e d  t o  the P - 
Cttadel's special assignments are detailed ;he 

chapte 

Citadel Souvenirs 
I I Citadel 

Souvenirs 
C 
Stop into the Zakera Cafe and browse the kiosl 

is run by a There are just a handful of things you can buy ar; 
the cafe, but if you are searching for the high- 

[ named ''Ieia quality provisions for Mess Skr e r  back 
Wassi. *I- I--&-:-- Her on the Nmmandy [part of the 

& -* ,*e*& P.9 * e+L-* .** * * <& 6 -> * 

-" Rodam Exmeditions B A ~  

frequenting stores, be sure t o  listen in a t  the game Rodam Expeditions is a shop owned by turian Etarn 
kiosk for the latest on video games on the Citadel Tiron. Etarn is not immediately friendly, but like 
and to  chat with other ward dwellers. in most shops, you can choose either Paragon or 



The Nevvs - Dark Star Lounge 1 

few defense-rn 
and health- 
related wares 

available for purchase, such as the Microscanner 
medical upgrade t o  increase medi-gel capacitv. 

Remember the 
news reporter 

wants t o  talk again. This is another situation where 

Presidium 
After doing a little shopping, Shepard can stgp by 
the Presidium and pay a visit t o  the human embas 
Use Rapid Transit t o  access the Presidium. 

althbugh his I 
heart i heavy with all the changes that  happened 
while Shepard was away. One of those changes was 
Shepard falling in with Cerberus. 

Shepard talks t o  Anderson about the Collectors, I 
Saronis Applications too. ~ h o u ~ h  Anderson is open t o  the theory that  

the Collectors are working with the Reapers t o  
Marab, the steal away human colonists and are ultimately a 
salarian a t  threat t o  the entire Citadel, much work has gone 
the of into convinci 
saronis Appli- one-off attack by the geth. 
cations, is + 
happy t o  see 
a human come 
into the @hop, Anderson ma 

Marab is good 
)r a short chat. Don't leave without insvct ing his 
osk, though. Saronis carries tech upggades, such but the fact 

as the Multicore Amplifier, which increases tech 
power damage. f with Cerberus 

& Z Z Z z r n h e  Shlppmg Warehouse is on now is still a ~ L I  

1 level 26, too; ~t IS the entrance to  Garrus's loyalcv Anderson will n of that. After 
mlsslon. 

NOTE - 
r 3 $ r y  e. 

&:+y48&**.*,<i4*& s&&,&&";e&w-a &" ;; % 



DO 
---- F7 

the prison ship Purgatorp 

The choice is Shepard's, but without the professor there is no hope of building defenses against 
the Collector swarms. So a t  some point in the near future, even if Shepard recruits the other three 
teammates first, the commander must seek out the professor in the slums of Omega. 

There are two recruits on Omega, though: the professor and the merc hunter Archangel. No matter 
which one Shepard seeks first, the Omega hub world must - 
be explored. So, use the intel on Omega t o  track down the 
professor or Archangel. If you choose t o  go for the convict 
or the krogan first, skip ahead t o  those mission briefings 

~r iminal  activity built on an asteroid once rich with element zero. The asteroid 

hub world w 
sure to see 
. - ,-rk on che 

Afterlife Entrance 

Mepc R&ruiter 

The Patriarch 

Kenn's Salvage 

10 Nef's Apartment I - 
10 ~ a d  Prophet I 



=irst Arrival 

a handful of 

Afterlife, the 
slums, and the 

away and you can go shopping any time you wish. 
The slums are where you should report if you want 
t o  chase down the professor. You cannot locate 
Archangel without paying a visit t o  Afterlife, the 

commander is greeted by a batarian with a nasty giant nightclub just outside the Normandy's dock. 
h- 4 .. - - disposition. The batarian recommends that  Shepard So, make Afterlife your f irst stop, no matter which 

". 5 check in with Aria, who sounds like the kingpin of recruit you cleo?- Wzhase do 
pf 

@ 
Omega--or a t  least, this month's kingpin. With all of 
the mercenaqSgangs, vorcha, and low-lifes running I 

'- -% 6the joint. stabje leadership seems like an anomaly 

races that Batarian: The batarians are an aggr 
that withdrew from the Citadel fo 
decision t o  consider batarian colo 
and open for human developm 

endered, with no concept 
sari resemble human operations since 

humanity was abl 
their own systam 

lian aliens that are victims 

Though admired 

Wrians used to sterilize Krogan: The krogan are a brutal race discovered by the 
rogan following the Krogan salarians and transformed into a mighty army t o  h e l ~  

put down the spider-like rachni in the great Rachni 
Turian: The turians joined the Council 1,200 years ago fter being brought out of their primitive 

and are considered the galaxy's peacekeepers, thanks h, the krogan multiplied exponentially 
t o  the sheer size of their fleet and their spread vely colonized. The salarians developed 
across the stars. They are a militaristic and highly (deployed by the turians in the Krogan 
disciplined race who first proposed the idea of the r 
Citadel Security Services. Turians and humans were n every 1,000 krogan pregnancies viable. As a 

the kmgan face eventual extinction unless a 
r the genophage is found. 



Afterlife Aria 

Afterlife is a two-level nightclub and a central Aria is the asari in charge of Omega. She oversees 
feature of Omega. The bar throbs with the  latest all from her perch a t  the top of this station's food 
dance music. Patrons drown their sorrows and chain. She didn't get there by being nice, so don't 
toast their successes a t  the upstairs bar. The bar be offended if she is a touch brusque when you 
is directly in front of you when you enter the  long speak with her. 

You should also use this chance t o  familiarize, 
yourself with Omega through   ria's' eyes, so expl 
every bi t  of potential convs~satfon. 

Aria gives Shepard inform ~ S S O P  

and Archangel, but she is with 
e~ther of them. However, after completing either 
of the recruitment missions on Omega, return to  
Afterlife. Speak to Grizz, the turian watching the 
stairs to  the left of Aria. The turian informs you 
that Aria has a small side job she needs done. 
The special assignment involves a local krogan 

ch. The special assignment is 
o*' 

ch and$ exapined in tt7e "Special 
pter following the walkthrough for 



Lower Ear 

Re-enter the  lower bar the a a ~ ~ t c  way and return 

Afterlife's VIP SIQorn Cs not  exactly welcoming t o  t o  the  bar. The batarian will not recognize you right 

humans. Yw CW enter the  lower floor via the  away because he assumes you're already a corpse 

entrance inside Afterlife's main floor o r  seek out  in the  muck under Omega. But once he has poured 

. the  alternative entrance into the  lower bar, which you a drink, you have two  choices. The Renegade 

is"downstairs from the main bar. Head into the  route is t o  force the  batarian into drinking his 

P'-, mrketplace and use the  map t o  wind through the  own poison. Or you can opt t o  raise a l i t t le noise 

:;,> slsalls and debds. The secret entrance leads t o  a about poisoned drinks t o  get the  attention of other 
a,+. C .e 34  kg staircase:that deposits you r ight inside the  patrons. A turian takes particular interest in the  
'$ - 

har. >mg situation. So offended by the  batarian's alien hate 
[and the fact t ha t  the  batarian is likely t o  transfer 

&J ?The lower bag IS smaller and more M i m a t e  than his grudge t o  turians one day), the turian shoots 
rd, -t;h&h. If you like, the  bartender. This ends the special assignment. 

n is slinging The batarian bartender's reign of te r ror  is over. 
'8 bartender# You The next t ime you visit the lower bar, an agreeable 

'mt tha t  you can salarian is behind the  counter and he's been 
* cender. instructed t o  give you drinks on the house. 

3 

; ens of cities 
ind vlg! your pr- are deteiled in the 
Special Assignmentsy er. However, we explain 
his one here eo you get m-idea of what's involved 

when you Cake on a smell, l o w  job. 



Shopping 
TO locate the shopping on Omega, pass through 

' Kenn's salvage 
the doors marked "shopping" or "Apartments';" t o  Kenn is a 
the right of Afterlife. Both doors lead t o  the stalk young quarian 
although from different directions. The shopping ho was 
area is pretty crowded, so expect t o  see a solid stranded on 
cross-section of aliens wheeling and dealing. Omega when 

he lost the 
majority of 
his savings. 
He has since 
taken t o  selling salvaged tech t o  make a meager 
living on Omega. You are able t o  appeal t o  Kenn t o  
get a discount on his goods, although he needs t o  
sell his goods for hi 
Harrot. 

Kenn needs 1,00 
You can opt t o  give him the credits now and free - him, or you can go speak t o  Harrot as part of the 

The ramblings of the Mad Prophet on his soapbox Struggling Quarian special assignment. Even if you 
greet you as you walk inside the marketplace via the help Kenn, you can still buy his salvaged tech. 
apartment doors. Stop and have a listen if you'd 
like, and egg him on t o  unfurl more of his grand 
prophecy on humanity being a blight on the galaxy. 
The Mad Prophet can be left alone, too, without any 
consequences. ,J am*. pg:g : 

What you really want t o  do, thou#,.$ explore' 
the stall3 in the marketplace and see what is for 
sale. There is also a special assignment available 

" ~ y  the FBA Couplings needed for t h e  engineers on 
le No/-mandy at  Kenn's Salvage. 

Talk t o  the vorcha next to  Kenn's Salvage t o  I / S L  JYY. ... =L 
encounter with this alien. The vorcha are.. . unpleasant. 

Ornesa Market 

Harrot 's: 
Emporiun 
is on the 
main floor of 
the Omega 7 run *by Marsh, 

a batarian. 
Batarians are 
not neces- 

sarily partial t o  humans, but Marsh values business 
over race relations and is willing t o  deal with you. 
Marsh sells a variety of goods. from model ships to'..; 

marketplace. 
The shop is 
run by an 

w elcor, one of a ' 

race of aliens that  speak in such a monotone they 
are forced t o  declare their inflections before each 
sentence. Harrot sells useful tech and model ships. 
When you meet him, he is also treating a young 
quarian named Kenn shabbily. Talking t o  Kenn starts 

Harrot about his actions. 

I 

useful tech- 



THC PROF.= . . .. . 
The Illusive Man has identified a salarian scientist named Mordi 

,; 

who is intelligent enough t o  potentially c .,*; . 50,000 
the Collector swarms. Mordin is currently operating a clinic inside the 
quarantined slums of Omega. A plague has ripped through the slums, r -. 

Element Zero: 1,000 

affecting all races except humans and vorcha. Shepard must find a way into Palladium: 2 ,000  

Mordin. Getting the scientist out, though, will Platinum: 2 ,000  
overrun by merc gangs looking for a piece of the Iridium: 2,000 ' 1 



bv the plague, 
humans must 
have created 
+k- -1-n~ IP 

The slums 
seem 
deserted. 
There are a 
few bodies 
slumped in 

Ll lG I-"L.=--. 

While he is in the middle of a coughing fit, you have 
the interrupt opportunity t o  give the batarian 
medi-gel. The offering of medicine and sympathy 
changes the batarian's tone. He is willing t o  talk t o  
you about the plague and conditions inside the slums. t h e  corners. 

If you ask about Mordin, the batarian paints a 
picture of a doctor with unorthodox methods. Blue 
Suns mercs tried t o  press Mordin for protection 
money, but the salarian just killed them. After 
talk in^ +- 17atpmiPn i t 's  t im-  t o  wish him luck 
and rr er ie 5 

of crates directly inside the slums t o  find 250 units 
of refined element zero. After collecting the element 
zero, press deeper into the slums 

Sure enoughr when you reach the  first,  heckp point, 
district guards pop up .&am behind a barricade and 

bodies iaside 
the Gozu %., 
District-a a 

barbaric way 

the fires. He's 
fallen victim t o  the plague and is in really bad shape. 

" 

Talk t o  the batarian t o  learn more about the source 
of the plague. 

Inside the mechanical services room, you can 
replenish heavy weapons by opening the crate of 
power cells. Bypass the locks on the door near the 
crate t o  enter the tomb of two slum residents. 
Inspect the body of the turian plague victim and 
then play the data logs on the nearby console t o  
listen t o  the unfortunate turian's final plight. 



Moving Deeper -Talk t o  
Continue down the humans 
the corridor about Mordin. 

just behind They explain 

the batarian. that  his lab 
A locked is pretty 
door on the deep in the 
right can be slums. Mordin 

bypassed. At  is taking 
the bottom in refugees now but the humans are suspicious. 

of the stairs, you find a small room with another Mordin was able t o  kill vorcha and Blue Suns without 
plague victim. His datapad reveals that  the Blue much effort. He must be more than just a doctor- 
Suns have been busy locking residents up t o  die. perhaps a former soldier. Return t o  the barricade 
Check the wall safe for 7,000 credits and then head when you have exhausted the 
back up the stairs 

When you 
inch up t o  the 
corner iust 

I There are 8.000 cred~t ' te wall safe t o  the right 1 

beyond t h e  
locked door, 
you can hear 
the grunt of 
Blue Suns 

behind a barricade and will 
they sm you. Use cover t o  

ade sq&4%-e on the Blue Suns 
qrq@ an ideal spot, so you 
firiig at  them t o  get a little 
across the hall +- i ' --b 

Kinetic Pulsar tsiol, upg 

TheBlueSunsatthebarricadehavemultiplereinfomements, a t o p - d o w n v i e w o f t h e s c e n e . T h e B l ~ e S ~ n ~ a r e  
includingBlueSunslegionnaires.Ifyouflank,youcancutthem lockedinagunfightwithBloodPackthugs:krogan 

down with the explosive containers. and vorcha. And the Blue Sur we losina. - 
Two  human^ 

Pack mercs 

apartment on Blue Suns 

so they are aggressive, but they do not charge like 
that  because the the krogan warriors. You must watch for the kr 

and not get too close. The krogan will charge, 



plodes In just a few seconds, instantly k~ll~ng the 
vorcha. 

lipe the pyros' flame packs. If you shoot a pack, 11 

;nil~~@d@$&-=@ mercs brou n wtth them. 

tm~'wa~ close in fas e them down as 

 CAUTION^ 

leaving the humans, follow the signs t o  the clinic. 

2: - Meeting Mordin 

1 Breathe 
easy as you 
walk by the 
two mechs 
guarding 
the clinic. 
They are not 
programmed 
t o  kill humans, 

so they leave you alone. Enter the clinic and have 
a look around. There are a lot of refugees seekincl 
anctuary a t  the clinic. A weapons locker near the 

uu Gun mu u roc or oumage rrom cne warKway over 
the courtyard, but watch out for kmgan Blood ntrance lets you swap out guns before heading 
w q i o r s  who storm the stairs so they can chd k out into the slums. Medi-ge1:atations on th 

restock your spent suppbies. '\,,,_, 

scan the computer in'the lab next to  Mordin. This scan lei 

refin,ed element zero. Another door inside 



Moraln has 'of the C ~ l l e ~ t ~ r ~ .  He wonders Modin eleo requests that you keep an eye out for Daniel. 

me connection between the one of his assistants, who went into the slums t o  help pfague 

plague-whiatxjbaves humans alive--and the victims. Can you please make sure he gets back t o  the clinic? 
This is a ----:-a ---" ----A- 

t ''issi-- lssister' f a ~ t  that  t&@Cdlkctors are seizing only human if. = - 
cchnists. W i n  would join your teem, but he is too 

i 
busy a t  the c%itlnlc right now. He still needs t o  deploy 

t 
I 

I 

I than the he%@ Hstol, 

the hand cannon a t  medium range. 

E Fight to Environmental Control 8 
ffl 
al c 

tn + h ~  ~lurns Perhaps the salar~an can help h~m' 

I width of the courtyard is well suited for fi 
along one side of the room t o  get closer t o  

I t  doesn't take long t o  f ~ n d  the Blood Pack. The Pack and pick them off. 
Blood Pack thugs have set  up an ambush behind t h  !, 
c h i c .  A t  least the courtyard has enough cover for Before long. 

your team t o  use when launching a counterattack. 
Look out for Blood Pack troopers in the rear of the 
room; they will not get too deep into the  fight but  with Blood Pack 
instead squeeze off shots from a distance in hopes warriors. These 

' 

of killing you with a dozen small wounds. krogen do not 
believe in staying 

back. 

'anking. Move 
the Blood . 



Don't leave without hacking the gambllng terminal to the leik of 
the cwnycrrd. That's 8,000 easy credits. 

There are stairs near the gambling terminal. Head 
up them and then hack the nearby banking terminal 
for another 7,500 : Continue up the stairs 
until you reach a h two doors. Open the door 
on the left: fist; DeM'is behind that  door. 

Drnirl 
Daniel has 
been seized by 
batarians. The 
scene turns 
inCo a standoff 
within 

rid&. Try 
$0 cmhvif$wi> .+ 
'cM Wwiws 

lot of territory 

Those Blood Pack troopers were just a couple of 
advance soldiers. When you t ry  t o  close in on the 
air systems, rockets rain down from a Blood Pack 
boom-squad on a ledge above you. Use the stairs 
t o  avoid the rockets or run t o  the right t o  flank the 
Blood Pack and fire a t  them from an angle. Wou can 
get clean shots a t  explosive containers on the ledge @ 
from here. I 

More Blood 
Pack thugs 
move through 
the courtyard 
directly in 

- front of the 
environmental 
control room. 
Fire on them 
from above for as long as 
t o  use the stairs t o  dmp 
engage. 

After cleaning out the Blood Pack, follow the doors t o  the 
away from the environmental control center. More Blood Pack foes attack the 

Blue Suns. ':, closer you get. 

More Blood ' - Pack troopers \ 
wait just 
inside the door 

across the hall, but that 's  the only way t o  the air . 
systems. Open the door and then immediately fire 
on the vorcha scum on the other side of the room. 

' 



Environmental Control 
Vorcha are 
guarding 
the  controls 
for t he  air 
systems. 
The leader of 
th is  patrol 
is talkative. 
He says tha t  

the Collectors are indeed behind the  plague. The 
vorcha are assisting the Collectors. In return, the  
Collectors will help raise the vorcha's profile in the  
galaxy. The vorche doesn't talk forever. His spitting 
and snarling giu way t o  gunfire soon enough. 

second fan 
room. Not  only 
do Blood Pack I 
troopers fan out, but krogan Blood Pack warriors 

I 
also t r y  t o  rush you as you cross the  room. Rockets 
from vorcha heavies streak across the  room. You 
cannot spend much t ime out of cover as you move 
on the second fan. Take down as many as you can, 
but  be sure t o  use your team t o  keep the  Blood 

. Pack busy, too  Tqis isn' t  a solo operat j~n,  ,&pf a& 

Vorcha Thug 
Classification: Minion 

Powers: Vorcha Regeneration 

Defenses: - 
Weapons: Assault Rifle, Heavy Pistol 

Vorcha Hewy 
Classification: Minion 

Powers: Vorcha Regeneration 

Defenses: - 
Weapons: Rocket Launcher 

Not all vorcha have enlisted in the Blood Pack. Vorcha 
thugs and heavies are also working t o  advance the 
vorcha position in the galaxy, and this opportunity with 
the Collectors has brought out some of the deadliest in 

lock doors t o  t h e  the species. Do not leave any vorcha with ever+@ sliver 
of health. They will reg@stwe if given hatf'@..S$kr$nce, so 
shoot t o  kill and do not s.op.Mt&ing ~~ mrcha is 

x L* 'rr + n t  Floor. . : , % > *  k * , --  

cure, more 

members fill 
the room. You 
must tu rn  
on the fans. 
There is one 

on each side of the console, behind doors. As you 
close in on the doors, though, Blood Pack pyros pop 
out. Shoot those tanks! 

Fight your way t o  the  second fan room, chewing 
through vorcha and krogan. As soon as you activate 
the  second fan, the  cure spreads through the  
slums. It works right away, eliminating the  virus 
causing the  plague. You head back t o  Mordin t o  
reiterate your offer t o  join the  team and take the  
fight t o  the  Collectors. After all, they were the  ones 
responsible for this plague. 



A-r.ml G$ ruitrnent ; -+ +: 
it should n o t  mice Mordin long t o  devebp t h e  means 
to s top  t h e  Collectdr swarms. A s  soon as  Shepard 
has all faur recommended recrui ts,  t h e  Illusive Man  

o that t h e  commander tatk 20 him. Report 
Z Q  s* 

0 
Back E he 
clinic, ~vlor"- 
is happily 
noting t h a t  
t he  cure is 
working exacuy 
as i t  should. 

I I;:,":,","; 
you saved Daniel, t he  assistant is a t  m e  doctor's 
side.) Mordin is happy t o  join your team now. He's 
,eady t o  see what he can do t o  s top t he  Collectors 
and agrees t o  meet you a t  your ship. YOU can opt t o  If you sent for the batarian plague victim, he is in the clinic 
leave for t he  Normandy r ight away o r  look around t h e  now and feeling much better. He is also pleased t o  see that his 
clinic. Medi-gel and power cells can be collected, and 

m 

on deck 2 t o  

up t o  speed about t h e  Collector situation, t h e  

3 
salarian heads s t r a i  Man informs 
Mordin is  on tfkfkea Shepard t h a t  t 

human c o l o ~ l  
on Horizon 
has just gone 
silent-that's 
a fingerprint 
the  Collector 

Hopefully, Mordin's countermeasures will be ready 
Illusive Man also informs Shepard t h a t  a former 
Normandy crew member is also on Horizon. That's 
too big of a coincidence. The Collectors have t o  be 
aware of Shepard. The Illusive Man gives Joker the 
coordinates for Horizon. I t ' s  t ime t o  save some 
colonists. 

Sure 
enough, 
Mordin is able 
t o  develop t he  
means t o  =+nn 

t h e  swarr 
r ight  before 
Shepard goes 
t o  Horizon- 
t h e  salarian seems t o  work best  under pressure. 
Now t h a t  you cannot be stunned by t h e  swarm, 

g$'Shepard can actually watch t h e  Collectors opera' 
i k ~ E 2 ~ h ~  commander bed hott;er ho rmqdy for what is  

~ u t  t o  unfold. 



ARCHANG 
According t o  the dossier provided by the Illusive Man, Archangel is a mercenary commander with 
expertise in small-unit tactics, an omni-tool expert, and a remarkable sniper. Archangel is curren 
embroiled in a violent war against the gangs of Omega. In order t o  pull the 
potential recruit out of Omega alive, Shepard must somehow infiltrate the gangs 
that  are hunting Archangel. To gain access t o  the mercenary gangs that  are Credits: 40,000 

targeting Archangel, -'iepard  st apply for an assignment as a freelancer. Element Zero: 500 



, 

ermaner pot with any of 
marc gangs Archangel. Archangel has !n 

: targeted t ause he keeps messing with the merc 

f- racket t o  a security agency. Though the Blue Sun: 
have the appearance of a legit security provider, it 
has been claimed tha t  the mercenary force sells 
i t s  captives into slavery. 

Eclipse: This mercenary gang was originally a security 
Previous company pioneered by an asari named Jona Sederis. 
teams have While Eclipse is viewed with serious suspicion by 
taken out the Citadel, the merc band has been welcomed into 

U crew. Now 
the Terminus Systems. Eclipse does more than 
trafficking. It offers out assassination contracts, 

Archangel is all alone. However, engages in sabotage, and offers security. 

positioned himself a t  quite a vantage point. The Blood Pack: The Blood Pack was originally a vorcha 
only one bridge leading into the area. This gives gang, but  a krogan battlemaster named Ganar 
sniper plenty of advance warning of a new assau Wrang turned it into a fearsome mercenary outfit. 
Taking the bridge has resulted only in a bloodbath, Wrang was so confident in his outfit tha t  he took 

so the merc bosses' new plan is for Shepard and 
a 

elancers t o  cake point while the merc bosses 
.leavy hitters.. 

I 

make the 
way t o  the 
transports 
just outside 
Afterlife. Do 

1 any shopping you think is prudent a t  Omega before 
un m e  way 011s or nmerfire s recruiting omce, anepam passe heading out. When you're ready, look for the Blue 
kid looking t o  sign up. Paragons can interrupt the kid and st  Suns driver waiting by the shuttles t o  the left of 
him behre he throws his life away. Renegades letrthe kid ma Afterlife [if you are facing the main entrance). Speak 

his own decisio~ live? Die? That's the kid's call, not Shepan t o  the driver and he'll whisk you away t o  the outer 
edge of Archangel's base of operations. 

- .r. . 

operation. T gunship, but - 
 ridge leading t o  Archangel's position is completely not before t he  mercs were able t o  slip a few men 

; exposed-it's a killing ground. However, they have close t o  the facility. Archangel doesn't know they 
kept up the attacks for so long that  Archangel are there. To help with the attack (and actually makc / is getting exhausted. He's making mistakes. the mission ahead easier), Shepard should locate 
The mercs-hope Sh Sergeant Cathka at  the third barricade closest t ' ---italize on tbose Archang€"- ":" 

vard assault po 
Jns can snea 



First Barricade Second Barricade 
Follow the 
road from the 
Blue Suns 
welcome 
wagon. There 
is no action en 
route, but you 

farther up the 
road. Listen 
for the snarls 
of a vorcha t o  
find Garm, the 
krogan leader I will see a few 

mercs holed 
up at  the first barricade, monitoring the situation. 
Dart inside the nearby door t o  speak t o  Jaroth, 
leader of the Eclipse chapter on Omega. 

of the Blood Pack. Garm claims that  the Blood 
Pack mercs are the real muscle on Omega. Garm 
is looking forward t o  taking out Archangel. Not only 
has Archangel been thinning the Blood Pack ranks 
with his sniper rifle, but Garm has a personal beef 
with Archangel. 

Talk t o  
Jaroth t o  
gather intel 

',. . . on Eclipse's 
activities 

- on Omega. 
They have a 
corner on the 

' element zero 

Garm 
actually 
cornered I 
Archangel 
once. They 
fought, but 
Archangel 
slipped away 
just as Garm's 

[eezol market, but Archangel is complicating things. 
This mission is personal for Jaroth. Apparently 
Archangel killed Jaroth's brother in an attack. 

reinforcements arrived. Garm chased ~ r c h a n ~ e l ,  
but he got away. Garrn lets slip that  Archangel is 
turian, which is more information than you received 
from the Blue Suns earlier. 

the datapa, 
c nnn ---. 

Hack open the locked door near cne aeaa merc t o  locate a room 
full of good stuff. There's medi-gel on the wall, a crate of power 

cells. and a datapad worth 4,000 credits. However, the best 
pickup is the Microfield Pulsar. which upgrades submachine gun 



indicates tha t  
you've closed 
in on Sergeant 
Cathka. Speak 
t o  Cathka's 
assistant in 

m 
front of the 

gunship t o  gain an audience with his Blue Suns 
sergeant. Cathka is busily repairing the gunship for 

kA 
use in the upcoming assault on Archangel but takes Ir you a milling t o  take on some Henegaae 
a moment t o  speak with you about the mission. points, YL, 3an give your team an advantage in the 

pcoming skirmish. When Cathka bends back over 
the  gunship t o  do some repairs, h i t  the interrupt t o  
ry him with the  electrical tools. With bravo team 
ushing in, nobody notices Cathka slump t o  the  

your cover, but 
instead will be 

Archangel. However, the ship is not ready just yet. I t  
still needs work before i t  can take t o  the air: In the 
meantime, you will help the infiltration team get closer 
to Archangel. In fact, while you speak t o  him Cathka ." 
gets word ravo team of freelancers 

I reason not  
t o  finally 
reveal your 

intentions a t  this point. Open fire on the  freelancers 
trying t o  take Archangel's position. rrhe sooner you / do i t .  the less damage Archangel takes.] The f i rs t  

freelancers on the main floor and 
all of the  freelancers are down, A mb the teem 15 working on. You 



It turns out that Archangel has a different name, one more 
familiar t o  Shepard: Garrus Vakarian. 

M Garrus came t o  Omega after your reported death 
in hopes of doing some good without having t o  cut 
through layers of red tape. Out here, he can kill 
criminals without anybody shaking a finger a t  him. In 
fact, some of the locals really appreciate i t ;  that 's  
where the nickname Archangel came from. 

But now 
i t 's  time t o  

- 
-,, ,, ,iRCK?egadt ,, ,,,, , ,,, I the rneche coininp over the barricade. 

Plck up the M- 15 Vindicator near Garrus t o  add the 
new assauit r~ f ie  t o  your arsenel. 

Join your teem as they help take down the mechs from the 
ventage point. Remember: Aim for the heads! 

go. You and 
aJ Garrus must 

make a plan m 
for getting 

.c out. Although a - the bridge let 
Garrus hold 
off mercs, it will also funnel you directly t o  

;> 3 It 's too risky t o  make a bnak fa. & rim row, s 
rL. you decide insteed t o  ho 

6 incoming mercs %pi# n 

otd tlrPs 
A look throu " 

Ybu ca&ot iu'$t stay on the upper l~rrvel. Ybu must dropdEo 1 ius,&mercs. the main i o r  t&-take on the Eclipse thugs direetly wit$ your 
. -.-. ' ,rr".-r* ~es. kd 1 

i'. - 
%&..move and coming across the bridge in great 
-,,-hen& Tha m n a i  ninht n n u r  ic illat t h  hnlrl nff +ha 



! 
1 Eclipse Trooper 
t 
I Classification: Minion 
t Powers: - 
1 Defenses: - 

Weapons: Assault Rifle, Machinr 

I Pistol 

Eclipse Heavy j CIassification: Minion 

1 powers: - 
Defenses: - 
Weapons: Rocket Leuncher 

Eclipse Engineer 
Classification: Elite 

noio MCK oenino cne IMIM mecn ror cover wniie picKing om 

P 
The YMlR asslst does not last the entlre batt!e 
If you keep ~t "al~ve" for more than a few waves 
af rnercs, t evenruaiy recovers t c ;  a r~g~nol  

Before too 

has lost so 
many Eclipse 
mercs that  he 
has no choice 
but t o  enter 
the battle 
himself. When 

Powers: Incinerate, Combat Drone, 
I Shield Boost 
' Defenses: Shield 

/ Weapons: Machin 
Cannon 

E 

Classification: Elite 

Powers: Warp, Barrier 

Defenses: Barrier 

C Weapons: Battle Rifle 

m.z 
What the Eclipse rnercs lack in battle training they 
make up for in weapons and gear. Eclipse troopers 
and heavies do not move in a cohesive unit and attack 
without much plan, but their weapons (such as the 
heavy's rocket launcher1 can cause real trouble. Look 
for weak spots like exposed heads to  take down the 
low-level Eclipse thugs rig#% away. Fortunately, most 
tow-bel Eclipse tmops do not have sMelds. Watch for 
the mg&mrs and other h$her-renkirkg mews. thaugh- 
3hm&@Ud guns have shys'mqi -tilawia '- 
L = , ,  c X , ad- ' -  

mercs, Jaroth 

Jaroth so that: 

mech earlier, you will gain a reel asset in this fight. 
he YMlR turns away from you and instead opens 
re on the Eclipse troopers and heavies that  pour 
er the barricade. You can let the YMlR do a lot of I 

o lose the YMlR 



I After- t ak l~ ig  ~ O L V T :  J a ~ ~ t h ,  ilse the ! i l l 1  13 cc:i?i?at r o  
hack the wai! safe or? the clDpS? level. :,ear- Garr-LJS'S 

There al-e 4,000 c!-&:ts I;? ?:tiat, sste. 

Jaroth, who Decision time: Do you take the whole team with 
was you or leave one member behind t o  help fend off 

goods maae with tainted eezo all over Citadel attacks with Garrus? Taking the full team will make 

As soon as 
you bring down 
Jaroth, return 
t o  Garrus. 
Garrus is 
pleased t o  
have taken out 

- - - 

space. But no sooner than the reunion starts does your job easier, but if I 
the building s tar t  t o  shake. Garrus realizes that  merc attacks, then h~ 
the mercs have figured out another way in: the will certainly keep him 
basement. Garrus suggests you head down t o  the but leavina a friend wir 

~ a r r u s  has been weakened by , 
wing an extra gun near him 
alive longer. It's your call, 

_ - . . .th Garrus doe 

er deciding 
who t o  leave 
with Garrus [if 
anybody], race 
downstairs 
and seal up 
the basement 
before the 
Blood Pack 

I can make it inside. Use the door directly below the 
stairs. A medi-gel station and a weaponc k k e r  are I 

l j u s t  beyond the-door. Raid them both. akes 10 seconds for the shutters t o  seal. 

I You can close the wall shutters in any order. Doing a 
3articular shutter first does not affect the outcome 
~f the mission. This walkthrough assumes that 

E you start  a t  the shutter nearest the basement 
entrance [marked Emergency Exitl and move next t o  
the shutters that flank it, starting with the shutter 
t o  the right. 

the merc gang. They have been trained to seek and use 
cover while allowing heavier forces to storm the enemy. 
While the enemy is busy fighting off the frontal force, 
he troopers can attack from a safe distance. 



Classification: Elite 

Powers: Kmgan Regeneration, 
Kmgan Charge, Carnage, 

j Incendiary Ammo 

Defenses: Heavy Armor 

Weapons: Assault Shotgun 

Blood Pack warriors are krogan, 
making them terribly fearsome in battle. Krogan do not 
necessarily look for any strategy other than t o  rush 
the enemy and attack a t  close range. Look out for I 
shotgun blasts and charge attacks when a Blood Pack 
warrior closes the gap. Make sure tha t  when you drop I 
a Blood Pack warrior, i t  is all the way down. Left with 

1 any health, the krogan will use regeneration t o  replenish 
/ snnnt stamina anrl net tin fnr annth~r  attack. 

I +  

i e  next shutter is on the far side of the room. 
rake down the Blood Pack mercs then press the 
~ u t t o n  to  start the countdown. This wide corridor :. 

t o  infiltrate the building.* Use cover inside the r o ~ n  
to  pick off the Blood Pack thu@.& they advance. 



F4 *- . 

Defenses: - 
- Weapons: Flamethrower 

Llite vorcha are hired as Blood 

the shutter Pack pyros. These thugs use flame- 
throwers t o  roast their enemies 

I F 
- - k: 

ue on r;ne ~oo~our; Tor u~ooa r a  1 tihugs wield flamethrowers that 

AUT - 
After you In addition 
close the , t o  the Blood 
third shutter, Pack troopers. 

I Garrus comes you must also 
over the take down the 
comm. He varren they 

Jse Overload on 
'iamethrower ant 

thugs h* breached the area's defenses and are 
about t o  aitack. Garrus cannot 

Powers: - 
Defenses: - 
Weapons: Bite Attack 

Varren in the wild are fast, brutal war dogs with terr ib 
bites.   he Blood Pack mercs train their varren t o  sniff 



NOTE 

Blue Suns Dawn 

Garrus d [provided you After Garm is down, Garrus fills you in on his brief 
actually did1 are holding their own against Garm for history with the krogan. Apparently, Garm put up 
now, but without you joining the fig 
be in real trouble. Get Garm in the rip Krogan cannot regenerate their way out of being 

dead. Garrus agrees that  it is time t o  get out of 
here. All that  is left are the Blue Suns. They are 

t o  charge. Lay ha the toughest of the three, but if you've broken the 
Blood Pack and Eclipse, the Blue Suns should be 

.. +*.. 
% ;:+ 

cover of the gunship. The gunship, piloted by Tarak, 

with wa&s of Blue Suns merca makes it impossible 
t o  concentrate solely on the guns Powers: - 

Defenses: - 
Weapons: Submachine Gun 

Blue Suns Legionh! 

Classification: Elite 
m 

Powers: Shield Boost, Disruptor 

Wm-. BaWe RMe 

erluslSkrrmeprrhwlerr 

Powers: SMdd Boort, Immmdb y 

3Lbgwr~~3~-~~p olasts the windows out of Garrus's 
vantage point, allowing Blue Suns troopers t o  slip 
Into the building. The gunship swerves away t o  come 
a t  the building from another side. While Tarak flies 

I 

the gunship around t o  the side, you must engage 
the Blue Suns troopers in a firefight. Like Garrus 
aid, they are strong and often attack from cover, 
o taking them out can be challenging. 



I . The f i rst  wave of Blue Suns is led by a mercenary 

i named Jentha. She is a serious threat-lethal 
w ~ t h  her guns and very smart about maintaining 
cover u n t ~ l  she has a good shot. She has shields 
and armor, so ~t will take a lot of hits t o  bring her 
down before the aunship swings around for the next 

1" ,: assault. * .v s' 

Be mindful of Suns trying t o  take Garrus's 
base from the  stairs. 

While you clean up the stairs, the gunship gets 
the drop on Garrus. The turian falls t o  the ground, 
riddled with bullets and clearly in critical condition. 
You must eliminate tha t  gunship. Dive for cover as 
the gunship hovers outside the window and goes for 
a missile volley. 

Blast t h e  gunship with everything you have. Heavy weapons do 
the  most damage, but even if you only have a machine pistol, 

empty the  clip into the  gunship. 

The gunship swings around the  building and drops 
off reinforcements. Take cover and carve through 
the Blue Suns troopers until the gunship appears 
again. As soon as the troopers are out, the gunship 
lowers itself back t o  the window. Avoid missiles 
and keep burying shots into the hull. If you did not 
sabotage the gunship earlier, i t  can withstand a 
lot of hits. You will need t o  collect more thermal 
clips as needed, and don't stop blasting away until 
the  gunship explodes. It may take several moves 
between the  courtyard and the window t o  bring 
down the gunship, depending on whether or not you 
took out Cathka earlier in the  mission. 



" fter th- F- -traction - 
Now that Garrus is part of the cre~,, il femal, 
Shepard can flirt with Garrus, but a full-fledged 

- 

sting the gunship gives Joker enough clearance 
to get a shuttle down and extract Shepard. Garru: 1 
and the team. With Dr. Chakwas's medical skills, 
Garrus is up and walking in no time back on the 
Normandy, but he's sporting some scars 

i will always serve as a reminder of the time private terminal for a oming 
and Shepard took out three rival merc gangs several waiting. If you stopped 

I Omega-at once. Garrus has his own questions kid from joining up as a merc freelancer prior 
about Shepard's involvement with Cerberus, but the Archangel mission, look for a thank you note. 
since Shepard and Cerberus just dragged him out e next message is from Cerberus. ' Omega before he bled out, he is satisfied wit1 
h~nard's instincts. 

I including Jacob and Miranda, after r 
to the mission. Remember; i t  takes 
setions to  foster romance with the 
aure to  keep coming back to  them after missions t o  
further the relatbnship. 

Garrus takes u t a t ~ o n  in the jnplirr bat te ry  
ondeck 3 of he ndy. Stop by and talk 
t o  Garrus. @kd o he really e n d d  up as 
~ r - a ~ ~ t z d ~ 8 t ' s  not a pleasant conversation-Garru 
s carrying some heavy baggage. But he appreciate! 

Spec~al asstgnments lrke N7: Lost Operatwe are 
optional, but takrng them not only Increases your 
credits but results In valuable expertence that helps 
you level up Shepard faster. Golng up 
Collectors ts no cakewalk, after all. 

Eclipse hangout? Near the first barricsde? You c 

3- cm'eisa d m  cu tknsgs mw and undartske I ehe .peOid 4!asa@nnah T h  Rlmnk. 

".t : ." ?. , 

If you are stiH seeking r 
Ncumandy t o  your next s e a 
prt of the away team. 

. Y 

, &- 





population, partially composed of political prison 
and prisoners of war, is officially listed a t  4,350. 
However, the ship's population fluctuates; some 
reports have placed the actual prisoner count a t  
over three times that  amount when the ship is you pass a 
especially overcrowded. The Purgatory is a large 
vessel but not sizable enough t o  safely hold that  

a t  the f irst one. A prisoner in the holding cell is 
being savagely beaten by a guard while another 
watches. This is a ParagonIRenegade moment. You 
can encourage the guards t o  keep on thrashing the 
prisoner, forcefully tell them t o  stop, or appeal t o  
their better natures and convince them that  the 
act is beneath them. Helping call off the beating 
earns Paragon points while turning a blind eye is a 
Renegade action. 

The Illusive Man has already arranged for Jack's 

~ ~ ~ ~ ~ , ~ y ~ y ~ , e n t ~ e ~ . ~ ~ O C I ' ~ p r o c e s s i n g ,  the Warden 
springs his trap. Kuril has no intention of handing 

imprison ydur team for a ransom. Such treachery 
should have been expected of the Blue Suns. When .; 

you refuse t o  gb quietly, the Warden sends in a 
latoon of Blue Suns troopers and centurions. 

Ily wants yocr t o  
h you, his desire 
his crimc and /Me 



Get to Cryo 
Th, Jutpro- 
cessing room 
quickly fills 
with Blue 
Suns. Use 
the benches 

the room 
i cover for 
, JU and your 

squad and rc a t  the door as 
long as possiblf he cerkurions have shields, so 
you must blast mugh those before using biotics 
t o  take them d~...i . Since these are organic beings, 
incendiary ammo works well. Cryo ammo puts the 
Blue Suns into deep freeze for a few seconds, giving 
you time t o  advance and blast them without any 
return fire. 

The cryo secnnrcrsn m cne nexF mom 1s W I I I ~ ~  mr 
reinfopc.ments. Cut him down and then ransack the 

mom for NZO and medEgeI. 

I AN that Is I& I 
Jack. 1 

NRIS l l l l ~ l ~  ~ n w  cne mom to 
echs before they get close 

tsrer b b .  

Jack is not exacdy what you expected. 
powerful human biohgjn& plady-is ?a 
woman covered in tattoos from head t o  

I The corridor leading out of Outprocessing and 

into the cryo chamber is blocked by Blue Suns. D 
behind cover and blast the Blue Suns troopers a p o p  

- legionnaires as they storm theehall. They will kook@- 
cover themselves, so you may n 

3h %he strag 



r r  ' J 

dbjectih :2: Find Jac 
i p  .<* &%s, ' S T >  l.&& + 

Chase 
I 

There 
are human 
prisoners in 
the  trench 
]elow the  
bridge. They 

C When you 
drop down 
into the  cry0 
chamber,  yo^ 

discover the  
ruined shells 
of the three 
YMlR mechs. 
Scan the  

wreckage of the middle mech with your omni-tool 
to pick up Ablative VI. This damage protection tech 
adds 10 percent t o  your squad's shields, barriers, 
and armor I t ' s  a useful find considering the  gauntlet 
you must soon endure t o  chase down Jack as she 
makes her way t o  the  exit. 

are engaged I 
with the Blue 
Suns but  
will not hesitate t o  tu rn  on you. The YMlR mech 
is programmed t o  kill anything tha t  is not Blue 
Suns, so while it may a t  f i rs t  look like the  YMlR 
is trained on the escaped prisoners, don't get 
too comfortable. Those guns will tu rn  on you soon 
enough. There is a Blue Suns commando in the  ba'y, 
too. Armed with a rocket launcher, it can cause 
*eal trouble 
auncher or  

! from a 
sniper 

distance. If 
rifle, target  

YOU 
the 

have 
comr 

a grenad~ 
nando early. 

Fhb no; target the prcsoners. Let them contxnue 
"$im-t~ on the Blue Suns, effecttvely dooblcng your 
if   re power unt~l the prboners are overwhelmed by 

'-1.0 BI,,e S ~ n s  I 

Follow the corridor psd same downed Blue Suar [Jack's been 
thmuah here, obviwsiy~ and pick up poww salla msupply 

laasvyfistpmm 

Pick up the medi-gel and power cells in the hall behind the bay.& 
The datapad of t h i  nearby dead guard contains 4,500 credit: 

you can manage the hack. 

Use heavy weapons to  flush out the Blue Suns when the 
/I behind pillars, crates, and barricades. 

i 



Anotll=r bay, another squad of Blue Suns. These As you move down the  trench, another YMlR stomps into 

centurions seem t o  have the prisoner population action. Duck from t h e  rockets and return fire. If a squad . . .  
member has Ove - - 

under control, so they immediately turn their fire on 

f- 
- - 

you. Dive behind the crates and take out the f irst 
set of Blue Suns spotted in the trench. An explosive 
container rests on the bridge opposite you, right 
next t o  some additional Blue Suns troopers. Nail 
the container before the troopers stray too far 
from it. The blast is powerful enough t o  kill. Even if 
the troopers manage t o  avoid death, they will lose a 
lot of health. 

1 

-here is no shame in retreating back up the trench. 
Lure the Blue Suns under one of the bridges and 
then scramble above them for the vantage point. 



Objective 3: Stop Warden Kurl~ 

The Warden is furious that  Shepard has made such The 
a mess of his prison. While Kurd might not be able Warden's 
to contain Shepard now, he does plan t o  recapture minio,s remain 
Jack. Shepard and the team must take out Kuril as outside the 
soon as possible before the Blue Suns shield bubble 
and hunt Jack. t o  defend the 

Take Out the Shields generators. 
Do not focus 
on the shield 
generators t o  the exclusion of the Blue Suns. 
Shield generators do not shoot back. Once you have 
dropped enough Blue Suns t o  cause a break in the 
firefight, then focus fire on one of the towers. *:dl- - 
The Warden 

rifle and has a 
good shot, so 

lways use cover while the Warden is firing. When 
ergy arcing out of thei there is a break in the assault, return fire. The 
h tower is the weak s Warden will duck behind a barricade, so t ry t o  catcn 
ow up the tower and the Warden before he disappears or right when he 

before you can attack Kuri 

The Warden 
has the upper 
hand by virtue 
of his perch, 
but sniper 
rifles or heavy 
weapons 
are great 
equalizers. If 
any part of the Warden is exposed, target the spot 

Blue Suns legionnaires fill the room between you and the with one of these weapons. The splash damage from 
Wardan. 7bke them out before sweeping to the laft or right to a grenade launcher or missile launcher alone will I 



Taking Jack 

~ k ' e r  the Warden falls, Shepar-' ...-'-' 
! Shepard drops the merc just before he can get 

V V ~ ~ ~ I ~ ~ S  Jack a shot off on Jack. Although you just saved her 

Sprint toward docking bay. ~~~k is cornered by life, Jack still seems mistrustful-you're Cerberus. 
Blue Suns as she approaches the docking bay, which Talk t o  Jack t o  solve the standoR b n t u a l l ~ g  Jack b. slows her down. After dispatching some of them proposes a deal. Allow her t o  see the files Cerberu 

h with her biotic powers, she spies the Cerberus has on her and she will go with you. Shepard can 

& symbol on the side of the Normandy. This sends either immediately agree or bluff and risk angering 
Jack later. However, letting Jack into Cerberus 

erberus has come for her, she completely misses a 
lue Suns merc sneaking up behind her. 

E 

Jack wants that  access right away. Shepard can If Shepard allowed Jack to look a t  the files, $6e 
either give it t o  her or make her wait until she's n in engineering, ~ a c k  
settled in. Either way, hat Cerberus is into some,pretfy 
down in the lower level she's an expert on nasty stuff. 

I 
deck. Shepard should t with the mission for now, but 

t a  for incriminating 

\ \  at  Jack hates Cerberus . 
ntially made Jack what sne is 

I 
a research facility, but Jack 

..:' ,., - :.--< ...77..< - - - ........, - - - - - . . l  

'8 possible for a msle fihmrd to ha+ a fling wit 
Jack but thie 

. . , . . . . ,v,. . .. .. . ,">,':..' . 
,' ' &  .* . . .  

l!!J 
. 



',,,a Illusive Man recommends that  Shepard find Dr. Okeer! The krogan, also known as Warlord Okeer',2.& 
researching a cure for the genophage and has been in contact with the Ccrllectors in hapes of t r a9g . -  . 
for the technology needed t o  develop an antidote. This familiarity with the Collectors makes OkeW 9 
ideal candidate for the crew. Shepard has experience with the krogan, despite not always seeing @)ti? t o  
eye with former crew member Wrex about the morality of genophage. 

Should Shepard wish t o  recruit Okeer, head t o  the nearest mass relay and plot a course for Korlus. 

Wounded Merc 

Tank-Grown Krogan 

Blue Suns Corpse ($2 
0 Lab Terminal (Krogan Vitality1 

@ Jedore [starting position) 

Spare Parts 

Wall Safe 

Medi-Gel 



strewn Korlus. 
I t 's  not known 
if Okeer is on 

Korlus &$ choice rn* farce. What is known is that  
the Blue Suns &$kfs: like unexpected visitors. The 
landing partyes,lWdd be prepared for combat. 

You stumble upon a wounded 81% Suns merc fkt 
beyond the observation post. The &@rc's injuries ' 
are not as bad as he thinks. Use t 
advantage. When the merc s tar ts  
the interrogation, offw a medi-gel t o  kosen him u 
He'll tell you that  Ok&r*is in a lab en 
army of kronan for ~ e d k ,  the 

I suns. The pkblern w&&-#rmy, tho$h, is 
most of the krdaan 0 b e r 4 k t e s  are crazy. 

t o  another part 
the wrong way. 
Renegade points. 

of reinforce- 

unter with the 

ations ie merc lets 



E cond Assault 

I D m-m- 

. . 
F- : -- - 
,.+ - 

It doesn't take long before you run into the nex 
of Blue Suns. When you see the giant RX painted on 
an abandoned hull, you'd better seek cover by the 
harricades. Blue Suns tronnapc on the landing 
cross the clearing. 

end  of t h e  trench f e e d s  Into a n o t h e r  yard. A 
long landing on the opposite side of the wrecking 
yard is crawling with Blue ,Suns. In addition t o  Blue 
Suns troopers, look out for the Blue Suns heavy 
~acking the rocket launcher. Use cover t o  avoiding 

ting plastered by a rocket. Follow the 
path down into 
the trench. 
Several dead 
crogan lie face 
jown i i e  

I jirt, victii 
3 recer' . 
3f t a r g e ~  

practice. Take cover a t  the barricade and look for a 
Blue Suns trooper on the bridge above the trench. 
Pick him off and then inch forward in the trench. 
More Blue Suns troopers are waiting for you t o  get 
a little closer t o  the back of the trench. More Blue Suns heavies are waiting for wur  

squad farther down the yard. a 
rt Practice 

The yard leads 
t o  a Blue Sur 
firing range, 
where the 
mercs have 
cornered a 
krogan. The 
krogan is 
peppering t t  

edge above him with shqtgun blasts, leadingthe 
31ue Suns t o  duck and Gaver. Let the krogan keep 

- the Blue Suns busy while you take shots from the 
.elative safety of thes'back of the range. 

a*>a,ge& b.*..K ,*cl-."?" r. 

A t  least two Blue Suns troopers a [ on the landi~$ or them 
.sbs 

YO& 

sVL--* a -,,- 

I There is a medi-get pack in the t renc  
left. near the middle of she trench You -may * to s l t  

@@"S .gs" s m  
pjehid Ixwer* * .- 



After the 
fighting 
subsides, 
approach the 
krogan. The 
krogan does 
not attack, 
recognizing 
that  you are 

also fighting the Blue Suns mercenaries. Though 
his speech is not fully developed, the krogan is able 
t o  articulate some disturbing information about his 
short life. He's been alive for just seven days and is 
burdened with the need t o  kill. Sure enough, as soon as you s tar t  down the path 

the krogan revealed, Blue Suns troopers step out t o  
attack. There's nowhere t o  hide, so give the mercs 
everything you have t o  bring them down. 

The krogan explains that  he feels the need t o  fight 
in his blood and bones. He recalls a voice he heard 
in the tank [these krogan are born fully grown out 
of a tank1 that  told him he was a failure. You may 
question the krogan about Jedore and the voice 
in the tank, which the krogan called "father" until 
he was rejected. Before leaving, the krogan tells 

E you that  the lab is beyond the "broken parts" and 
9 guarded by many of "you fleshy things." He opens 

a shortcut t o  the lab, but i t ' s  a narrow corridor- 
there's not a lot of room t o  plan evasive action 
should the situation go sideways. 

E .- 
h 
- 
[U 
0 

3 
ol 

The 
barricades at  
the bottom I 
of the slope 
are a good 
place t o  set 
Ip defenses I 
against the 
incoming I 
krogan berserkers, bred by ubreer. These m~ndless 
krogan warriors stomp through the paths carved in 
the wreckage- They are armed with shotguns and 
use dwastating charge attacks t o  slam your squad 
Keep the krogan a t  a distance with long-range 
attacks and biotics. Fall back if necessary. Do not 

- enaaae the berserkers in close combat. 



sounds of the  
Blue Suns as 
they regroup. 
Pick UD the 

refined platinum from the crate on the  far s'ide of 
the walkways and then tu rn  t o  the  left t o  s t a r t  
ascerAig the  '-5 tower. OL-?r is a t  the  very top, 
but t .e are nv Blue S ; between vou and him. 

I Hack the door a t  the top of the first flight 
stairs to proceed up the tower. +- , k, -% 

C 

r I ne Blue 
Suns don't let 
up until you 
move deeper 
into their 
tower. Heavies 
continue 
t o  launch 
rockets from 

great distances. This gives you time t o  take evasive 
action. Dive into cover so the rockets streak 
harmlessly overhead. Move up when i t ' s  safe and 
pick the  heavies off as they reload. Do not stand 
up if there is a rocket airborne. A dippct hi t  from a 
rocket is absolutely devastating. 



Tear up the centurions as they mund the corner 
to  back up the heavies. 

Stop .... Jn you rL-- l  the next door, and before going thmugh, 
look for a nearby Blue Suns corpse. Hack its PDA t o  bank I 

4,000 credits. 

1 Last Stand I 

Search th+rpse of the Bfue Suns merc near 
the ce@urions #br %Q,OOO cmdits. 

cne door ar; 

Suns leader 

umans, incendiary an 



Blast the centukrun~ un snr: wrrwge e n m  cnen use IG yourserr GO 

mop up the next batch of Blue Suns that attack. 

The majority 
~f the Blue 
juns are 

Jown, but this 
battle isn't 
over yet. Pass 
through the I I door Suns the were Blue 

guarc 1 t o  recover medi-gel and access a terminal 
contb1111ng 8,000 credits. Once you collect the 
goods, move through t r t o  catch up with 
the good krogan docto 

Okeer 

commander's original mission as a Spectre, when 
it was discovered that  Saren was working on a 
:ure for the genophage. Okeer does not neces- 

sarily disagree with the outcome of that  event. He 
believes it was necessary t o  stop Saren and that  
the krogan Saren wanted t o  mass produce would 

I 
not have been real krogan. Okeer believes that  his 
engineered krogan are superior t o  Saren's. I 

Okeer 
has been 
working hard I 
on creating I 

his experiments were supposed t o  be used in 
I 

Jedore's Blue Suns army, but the berserkers proved 
too difficult t o  train and contain. But Okeer has now 
completed his one perfected krogan and is ready t o  
leave Korlus with his precious cargo in tow. Since 
Okeer has knowledge of the Collectors, Shepard is 
eager t o  accommodate this request. 

Before 
Shepard can 
extract Okeer 
back t o  the I 

arking 
orders as you 
enter. Take 

cover behind tl luge metal panels. Watch out 
for Jedore's YMlR mech, which is equipped with 
miniguns and a rocket launcher. Jedore also has 
a rocket launcher, so stay in cover as much as 
gossible. 

are -. you, . 



of the Collectors is lost. As you close in, you hear 

I emergency vents kicking in t o  flush the gas out of 
the lab. But is it too late? I 

Lure the YMlR betwean the metal plates on its side of the 
warehouse. Pea the arms as they stick out. 

mger Jedore 
lore 

- she 
the 

Jnfort ttely, Ober succumbed &he gas 
before you could finish aff Jedore.  ever, the 
krogan recorded a mepage for you w&h his last 
breath. He admits t h a  tns doesn't kn& why the 
Collectors have been'txt-ting humat-$ but ask6 
t o  take care of his I s fect  e ld iec  - ,> 

comes t o  a 

Once Jedore consensus 
and the YMlR 
are defeated, 

I ED1 comes 

warns you 

flooded with 

ffl  
III 

-.--.- 

with Jacob 
and Miranda. 
They become a 
little more talkative as the mission goes on. 

Miranda worries he will be impossible t o  control and 
could do a great deal of damage in the confines of 
the Normandy because krogan are best'in close- 
quarters combat. Shepard decides t o  place the 
kqlgan in the cargo hold until the decision is made 

' t o  release the krogan or keep him permanently in 



After checking in on the crew, i t 's  time t o  finally 
make the big choice about the krogan in the cargo 
hold down on Deck 4. Shepard is not required t o  
open the tank. But the krogan could be such a great 
asset t o  the crew that it should be difficult for 
Shepard t o  resist. After a brief talk with ED1 about 
the ramifications. Shepard opens the t 
krogan emerges. 

I And sure enough, *R@andp -- ,* was ril 

7'he gun Shepard has been pointing a t  Grunt's gut the whole 
C#D- n-sir e h m  . r k l r  n C  kZmm,nc*- In"-1- t- 

S!?epai-O cd:? fati I:: tar>?il>g : . l w  h!'oya!l. S'leparrd tnust 
bc agg-essive ~t,!t:Ii ti-c ;\I-osoti s c  [he WIII see tile 

co!~ir~ariOer FIH a v\:n:'t.!,y lei?ilti:', if t ! ~ e  ~a.ike~'~i?tiot i  
;It?! s :.<I0 o:;t (it cr:c?::: !':-I:. S'-epat-ii c a y  have tc t;!?c 

cpri.xr- t o  p ~ ~ t  the *t'i7i;ja!~ 00~\':1. I- i~~t,e\/e~-, the I 

15; a \\2:3:rt i ly 0.3;ii: 1i71: to t:,>e IYOLL t i p  IS 3.7 exct.?iieii 

F ? c ~ ! - I ~ I C L  i!G:-i\, l't?llf2<:0dt? t.:'V ti7 hr?t?~? t!lp Li'GQatl ~ I ~ v t i .  I 

Once you have collected the first four recruits off 
of the Illusive Man's list (the team now has seven 
members, including Shepardl, the next mission opens 
up: Horizon. M u  cannot move on in the fight against 
the Collectors until you have completed &four 

- : recruitment missions. Only then does the salarian 
Mordin Solus finish the countermeasures t o  t h w m  
the Collector swarms; without the defenses, you don't 
stand a chance. 

not heve bsan a 

follow Shepard if he can prove his strength agiinst 
him. Otherwise, the krogan will snap Shepard in half 
right here. Shepard appeals t o  Grunt's inherent ' 
sense of pride by telling him he will only make the 



HORIZON 
The Illusive Man sends Shepard 

L Power Cell 1 Dead Collector 



The Collectors reach Horizon fore Shepard. The Shepard lands on Horizon as the Collectors are in 
Collector ship drills down t o  the planet surface, mid-operation. The commander and his squad must 
casting i t s  shadow across the colony. The swarms move quickly t o  head off the Collectors before the 
spread out, delivering their paralytic toxin t o  the colonists are abducted and the Collector ship raises 
colonists. Prior t o  the invasion, an Alliance troopel anchor and vanishes back into the cosmos. 
was stationed on Horizon t o  get the massive dvance on Horizon 
defense guns that  protect the colony online. 
However, the trooper's attention was divertad t o  
communications as so& as the Collectors s iced 
he colony. 

sntity of the Alliance s 
ermined by two factors: Shepard's gender and ... ,ather or not you imported a save file from the 

original game. If Shepard is male and Ashley Williams 
was killed, Keiden Alenko is at the colony. Ashley is in 
the colony if Sheperd is female end Keiden was killed 
If this is a new game, then the Alliance soldier ie We 1 opposite gender of Sh-rd. 

I t  doesn't take long before she! 
; 63: 
and 

~ ~ ~ ~ ~ u t  
I Collect 

f, the colony.. Collector 
are 5tationed by the 

crates near one of theeiant+t4urrets that'shnl~ld 
haue~p~~&e6Wd~M.e~ i~on~fSom the invasion. 

Take on the 
Collectors, 
taking cover 
among the 
crates and 
dodging t h e i ~  
attacks. The 

are fearless. 



Classification: Minion 

Defenses: - 
Weapons: Particle Beam 1 
Classification: Elite 

Powers: Hive Shiild Pick up the d k  in the middlU of the a m  co msgmck 
ywr be8w map-. 

Defenses: Barcier 

Weapons: Heavy Particle Beam C - 
Collector Assami~ 

Classification: Elite 

Powers: - 
Defenses: Barrier 

Waapons: Payticle Cannon 

ors may seem 

lonists-&e Collectors' 
Withwf  shielding , these 
k with entry-level particle 
B Collector is still tough 

stuff for you. Particle weapons+do incredible damage. 

Hack the datapnd 

- Follow the 
swarm's trait: 
of dest 
t o  the 
Collector shi;.: 
looming in 

- d i s t a n a  &b@p 
''&the colonv. . .* .A Collector guardians are one rank up from the drones. 

.. their names from t . . 

,;+, These power shield 
from incoming fire. 
hive shield. The Collector 
the three Collector 

The 
Collectors , 
advance on'you 
through a small 
neighborhood. 
The Collectors 
come up the 
middle of the 
area, so either 

seek cover and take them head on or use the buildings 
on the right side t o  flank them. The windows provide 
great vantage points for snipers and other long-range 

"attacks. You can typically get off a few shots before 
the Collectors reorient themselves and turn their fire 
on the windows. Flanking through the buildings is also 
a good way t o  nqutralize the effectiveness of the hive 
shields. You cafblast the Colkctors from the sides 

r u l l e ~ t o ~  b r - u r r s a  an= susceptible t o  headshots, so look I 

instead of using rounds to  shatter the shield 
, . . f&' . ,; ,:' . , *:, . . 
&p& d.:  <,, (Ii&&: &%&&..;.*.. .*..:,.&.:... .. .<;. , . . . b...::':v&: 



Husks 
mingle with 

in this corner from 
assault. The 
are the sam, Collector 
creatures 
you turned locate a 
back on Eden motionless 

Prime. The appearance of husks, weaponless drones husk. On Eden 
that attack with brute force and numbers, confir 
that the Collectors are indeed in league with the on spires t o  turn them into husks. This husk was 

already prepared, so the Collectors must have a 
supply of husks with them aboard the ship. Also, 
they're not turning Horizon's colonists into husks. 

Classification: Minion 

Powers: - 
I Defenses: - 

i Weapons: Husk Smash 

Husks are humans that  have been 
drained of their living essences and 

t reduced t o  animated constructs. 
t Husks do not use weapons. Instead, they rush and 

attack with husk smash. Alone, this attack doesn't do 
r too much damage. If you're caught in a gaggle of husks, 
I look out. Husk smashes from every direction will wear 1 fast. 

When you reach the pods stacked against the wall, 
prepare for another platoon of Collectors. You can 
sneak up on the Collectors by inching up t o  the 
corner overlooking the next courtyard. From here 
you can launch a surprise attack. Pick off one with 

scen cne aeaa ~01metur in ehe fieM rrlth 
acquire the lettic@ h upgrade. C 



also very clever about possessing Collectors that  
are close t o  death. When a near-death Collector 
is possessed, it is replenished with full armor and 
full barrier As soon as the armor is destroyed, 
Harbinger leaves the Collector body. 

I After the ?@ 
I 

battle, move: 
through the 1 
area until 
you reach 
the colonists Take cover and use the particle beam to  rip through your he  

barn-er and armor befare i t  can at&ack. 

Harbinger 
will keep 
possessing 
Collectors 
for as long 
as there are 

:".:"in 
l n s ~ e c t  the 

&st pair of frkzen colonists you find and'then 
cross into thee4awn t o  the left. There is a Collector 
q r t i c le  beam k n i n g  against one of the pods. Pick 
ixup. I t  will bek t reme ly  wsqful against the new 

encounter. 

i 

- - - - -. - 

Collectors in 
the fight, so 
take down the 
Collectors as fast  as p sible. Leave no Collector 
with a sliver of health, lest Harbinger take 

' 

possession of i t s  body. e 

F,. E b lh  Use the stairs t o  enter an 
comouter 

ssassins and 
itnessed whe 



Blast 
through the 
Collectors, 

t o  keep humans out of corners of the galaxy where 
they weren't wanted. The mechanic blames the 
Alliance for the attack. The colony was fine until 
the Alliance showed up, installed one of their repre- 
sentatives, and built the giant defense guns. The 
mechanic also thinks the Alliance was poking around 
Horizon for reasons other than installing defenses. 

mechanic 
complains that  
the guns don't 

the fight is over, collect any thermal clips dropped 
in the grass and then investigate the locked door 
off t o  the right. Hack the door controls and open it 
to find a survivor as well as a weapons locker and 
2,000 units of refined platinum. 

Survivor 
There is a lone 
survivor inside 
the small 
bunker. I t 's  
a mechanic 
who sought 
cover as soon 
as the swarm 
attack beaan. 

been a major ": 

headache. The guns, though, could be your ticket 
t o  turning back the Collectors. If you can reach the 
main transmitter on the other side of the colony, 
you can access the targeting controls of the 
defense tower guns. The mechanic will stay behind. 
Load up at  the weapons locker, take the medi-gel 
and platinum, and then move out. 

He is shocked t o  learn that  the colony's assailants 
are Collectors. He always thought they were myths 

I Objective 2:,.Locate I 
3ware of the assassins and possessed Collecto 
Don't take many risks here. Stick t o  cover and move 
up only wk-- you can take and hold posifm. 

assification: Minion 

Powers: - 
Defenses: Armor 

Weapons: Blast 

The Reapers have bolstr--.-I LI 

Collectors' attack force t h  
husks and scions. Scions are 
grotesque experiments tha t  are noc entirely stable 
The scions lumber along, flinging an organic attack 

odest damage. What makes the scions s 
is their armor. It takes a lot of shots t o  

Collectors. As 
soon as you 
take down on9.i 
possessed ~-$::, ; 

Look for 
Collectors 
by the stairs 
t o  your left 
when you step 
out of the 
mechanic's 
hideout and 
Into the next 

Collector, % I  
Harbinaer will I 

The scene soon gets complicated. Harbinger 
I possesses one of the Collectors and husks rush 

have another Collector body picked out. wee; out 
any weak Collectors because there is a good chance * 

one will be the next hiiacked Collector. Harbinoer7r 3 ckough the middle of the area. The throng of husks 
ii;f7 gunfire, although you mgqf stay 

&.. 



Bypass ' b I 
the locked 
door on the 
opposite side 
of the block 
after you have 
eliminated the 
Collectors 
and scoured 

Scan the dead Collector farther up the stairs in the block t o  
pick up the Hyper Amp. This tech increases damage from biotir 

attacks by 10 pement. the place for clips, pnwer cells, credi@, and tech 
scans. This door leads t o  the spacepm, 
can work on the targetfng systems f d $ t  
defense towers. - 

FlrSt wave - r 

E 
8 
$ 
E 
# Heavy weapons bring the husks down faster, but don't waste 
E all of your ammo. En route to  the spaceport, you'll find no 

Thc lrt looks abandoned. The transmitter shortage of enemies you should use heavy weapons ammo on. 
- is on a rased platform in the middle of the area. 
nr However, the silence is soon broken by fh,e moans 

o f h u s k s . L o o k t o t h e l e f t o f t h e p o r t . T h e s k i ~ n ~ ~ ~  ; behind the railing is husks pulling themselves off 

f e husk gets tog close. bash it with a melee attack 
>afore stepping bedk and OPeMOPeMme fire. 

the ground and getting ready ticharge you. Target . . .-,. E 
$,.. them before they get out from behind the railing and:;:;? 
' j  can surround yo! and your squlsd, There is;m~ed,i.~gd- .j" .' 

.- up there to:.cgllfi&:m& husks,m'd&',.'$<;-'.i*;I 
.. ? .. . . . . . .,, ; : .::ciu;:.: h:r?d:.&: . -5 .  .? .>: :, ... ...~&~;....<:~ . $ .. 



Investigate the Tp3ncmi++w Move around 
;he port. The 
>ollectors are 

always on the 
lookout for 
IOU, and if you 
stay in one 
place, they 

will on your converge position r 1 
~Ilectors by darting from 

crate t o  crate, getting the Collectors t o  either 
look around for you or get distracted by your squad 
mates. While a Collector trains i ts  particle weapon 
on a friend, you can line up a punishing headshot. 

I first wave of 

~ e e d  t o  hack I 
;;t;Impuce 
terminal I 

platform, The termit.,, puts you in contact with the 
norm and^ ED1 is able t o  recalibrate the defense 
towers an Horizon, but it will take a l itt le time t o  
bring the towers fully online. While ED1 is working 
on the towers, the Collectors will surely see the Fueled by rage. Harbinger moves around. It tends r 

energy signals a t  the transmitter. They will realize assaulcs rather than stick to  cover. 

what you are doing and launch an attack. Get ready 
for a serious Collector push-back. Reload all of your 
weapons and orne cover. 

Defend 

I the n 

I I 
Never forget thE4 you have two teammebe-. LIU I 

assume you have to  do everything yourself. Move 
them around the field and use them to  intercept 'i enemies while you concentrmte on your own target- 



The Praetorian 

The Collectam won realize that  the guns are almost 
online, and so Harbinger sends in a praetorian, a 
monstrous entity that  is the toughest monster 
you've fought yet. The praetorian drops in from the 
sky, ready t o  do what the Collectors could not: bring 
yau down. The other Collectors fall back, leaving you 
I$ deal with the praetorian in a three-on-one fight. 
@spite thoseqdds, i t 's still the praetorian that  has 
p ie  upper h a ~ d  

Classification: Boss 

Powers: Barrier, Death Choir 

When the 
praeto- 
rian's barrier 
is down, 
capitalize 
on those 
few seconds 
before the 
creature 
crashes into the ground and uses ~eath'€%oir. Wait 
until a particle beam atta6kiis finished and &en pop 
out of cover. If you have hea&%weapon ammo bft, 
unload 16 and than beck away *re the DaatM hoir 
recharges. ++* 9& t k? 

elk- I Q  Its barri-ir, :- 1 
Weapons: Win  ~ k t i c l e  Beams 

The praetorian is a winged monster that wields twin 
particle beams. These beams cut through shields and 
armor. Direct hits seriously weaken defenses. Repeat 
strikes in rapid succession are deadly. The beams last 
for several seconds, so when the praetorian starts 
t o  charge up a shot [look for the gathering of purple 
energy near i ts  base), find cover. 

additional barrier that i t 's 
, away a t  the armor, you mu 
.:r,: in depleting the regenerati 

The prael;orian ne 
snacks. Use 



mZuninrl Kaidan is - I Once the  hearing none 
Collector of Shepard'! 
ship departs, rationale for 
t he  Alliance falling in with 
representative Cerberus. 
comes out of Kaidan has too  
hiding. [For much history 
the  sake of with Cerberus 
this meeting, t o  believe they are acting nobly. He questions the 

let's just refer t o  the  Alliance rep as Kaidan. If commander's loyalty and refuses t o  join Shepard's 
you are playing a male commander or if Kaidan was crew. Kaidan storms off t o  file a report with the 
killed in the  f i rs t  Mass Effect, it would be Ashley Alliance, leaving Shepard t o  call Joker for a lift back 
striding across the  por t  t o  greet you.) Kaidan is t o  the  Normandy. 
not exactly happy t o  see Shepard. He's upset tha t  
the commander has not  been in contact in over two  
years. Nor is he pleased t o  hear t h a t  Shepard is 
involved with Cerberus. 

Shepard joins the lllusive Man via holo-conference. 
1 The Illusive Man is pleased tha t  Shepard was able t o  

ight the  Collectors and interrupt their operations 
1 on Horizon. Shepard is not amused tha t  the 

lllusive Man let slip t o  the Alliance tha t  Shepard is 
working with Cerberus, thus souring a close past 
relationship. But  the lllusive Man says he needed 
to do this t o  find out if the  Collectors are just 
after humans or if they aretrying t o  get directly t o  
Shepard. Attacking a colony where there is a former 
associate of Shepard makes it clear. The Collectors 
]re after Shepard. gs&.:$tg$ iwp-r ,&& : 

&it.&-- 

The lllusive 
Man says 
tha t  he is 
devoting all of 
his resources 
t o  discovering 

during the meet~rly, L I I ~  I I IUS IV~  lvlan says mar; 
Shepard needs t o  make sure not only tha t  the team 
is complete, but  also tha t  it is completely dedicated 
t o  the mission. Shepard needs t o  go t o  each 
member of the  team and make sure they have no 
qualms about rushing headlong into a dire situation. 
They need t o  be focused. And tha t  means cleaning 
up any loose ends in their lives. So in addition t o  
the finding new recruits, Shepard should find time 
t o  also see how t o  best earn the absolute loyalty of 
the  team. 

1 4 mass relay and take the  fight into Collector 
ierritory. While he works on t h a t  par t  of t he  

I puzzle. Shepa@ must continue building a team. The 
Illusive Man gives Shepard three more dossiers on 
potential recruits: an assassin, a justicar, and - I qiiarian. 

. , 
* - *  > 

.%-'ev 4,55, - > 

As always, 
take the  time 
t o  make the  
rounds on the 
Normandy, 
checking in 
w ~ t h  every 
crew member. 
Check in 

Y 1 
I_- 

with Chambers for any updates, rea 
terminal t o  see if any new special a 



DOSSIERS, PART Z 
The Illusive Man r e c o m m s ~  that  Shepard expand the team by adding more recruits. As before, the 
Illusive Man has oreoamd dossiers on ~o ten t ia l  scluad members. There are t h m  this time: a quaria 
assassin, and an w'a:ri just 
the mission cannot contin 

lave a total of eight squad members Uecob end Miranda count as the first two), the 

A-id thr 

AS the Lerberus shu s on the surtace ot 
Haestrom, ED1 
known location 
t o  the drop zon 



10 Gate ControIs 

Customized Heaq 
Pistol 

Refined lridium 

@ Tempest SMG 

Quarian Radio 

Collapsed Pillar 

0 Refined lridium 

0 Tali's Journal 

@ Demolition Charge 

@ Refined lridium 

@ Demolition Charge 

@ Tali's Journal 

@ Shutter Control 

0 Disassembled 
Geth Rifle 

@ Tali's Journal 

Weapons Locker 

0 Communications I 
Console w@:le A 

,,. L ':kd 
k Q) Securit onsole 

+ Medi-Gel ' 

r' ii 

I Comaufer $a4 
1 

Pow 



% ,  . a r t i n g  t o  them for a quick snlela repair. The geth pr forward are extremely and stand hostile their and ground aggressive. without They using move much 

There is a lodidd:ga~it a t  the bottom of the ramps. 
The controls for Ehe gate are in a small room 
next t o  i t ,  but~so is a dead geth. A quarian left a 
recording unit that automatically plays when you 
get close: Tali must be found, as she has the data 
that  the quarian expedition team was after. Grab 
t$e medi-gel from the nearby crate and scan the 
*ad geth for 9,000 credits. Cerberus pays well fo 

!.. Classlcation: Minion 



E n e  - 
Classification: Min 

, Powers: - 
/ Defenses: Geth Shielding 

/ Weapons: Rocket Launcher 

Geth rocket t roopers are technically weaker than  
regular ge th  t roopers;  they do no t  possess Hive 
Fanaticism. B u t  the i r  rocket launchers are incredibly 
accurate and powerful, so  pr ior i t ize these  ge th  

Scan the  damaged geth hunter for an additio 9,000 cred - 
,..=;.-ade t o  the mach~ne pistol. 

. 

-un across the sun1 t t o  pick up 400 units of 
M n e d  iridium from the crate. 

Fight i- "7e Shade I -  - 



Objective 2: E 

Classification: Elite A 

Powers: - 
Defenses: Geth Shielding 

Weapons: Arc Thrower 

1 jeth destroyer is typically 1 
upported by geth troopers. Thgy 
ork in tandem, with troopers 

moving in t o  hold a target down so 1 
can move in and finish i t  off with 

: You must find two sets of thrower, an energy-like flamethrr 

t e  and another in a small room 
to blow the column and C-p 

Construction 'ard 

-4 
n r l n t n r n  tho  - 1  

's blue eye, giving 
construction 7$ 
site. Several 

file: Geth H r 7 geth troopers 
-- 

emerge from 
the bunker 
as you close 
in. The door 
is an easy 

. hold. Position Geth hunters attempt t o  sneak 
up on their targets with cloaking 
devices the+ nhcr~lro them frnrn -" -----. - "..-... a ,  - a * .  

Close uo. the hunter can deliver a harsh 



charge is on 
a desk, next 
t o  a terminal. 
Pick up the 
charge and 

J then step 
around the 
corner t o  grab I 

some medi-gel from the medi,,, station. Listen 
to Tali's message on the terminal. She is seeking 
a core sample from the ruins t o  get a timeline on 
the sun's degradation. I t  is deteriorating entirely 
too fast, and researching the sample should help 
determine what is happening t o  the sun of this 
former quarian planet. 

Turnabout Is Fair Play 
When you 
t r y  t o  leave 
the bunker 
to locate the 
next set of 
charges, geth 
attack and 
attempt t o  
pin you down 

a t  the door. But this geth force is augmented by 
a geth prime, which is a terrifying enemy unit. It 
advances without fear since it has the armor and 
shields t o  withstand a lot of incoming fire. Those 
defenses let the geth prime close the gap and get 
In close with enough health [and sometimes armor1 
left t o  do tremendous damage. 

1 

Powers: Dcow Swarm, Siege Puke 

Det.nses: Goth Shietdlng 

Wmapons: Minigun 

Geth primes are the deadliest of 
the geth foot soldiers. Primes can 
call in up to three combat drones - 

Pick up the 400 units of refined iridium in the crate just 
outside the door. Et's much easier to  spot coming out of the 

bunker. 

After clearing the door, cross the open space and 

finish it off before it reach 
r l -  



r%re column, grab the 400 
1 +am the c r a t e  directly 

. . . . 

Walk up the lang, amum mmp inside thn rnrell mom. ~ ~ c l r  up t k  the bridge. 
h m t h e s t e t i o n a t t h e D p .  Geth rocket 

the main area the bridge rain 
shells from 

door next to  

kups because of the 
face a t  the end of 
e second charge is 

kina the door. 

': # Dead Geth , , bze ; exceedingly lethal and accurate. 



Objective 4: 
1 The Field - 

There are still After opening 
a lot of geth the safe, 
surrounding activate the 
Tali's position. securit* 
When you controls 
move towar&:. console t o  
the field, you$ raise the 
are spotted &: shutters 
by geth recog: overlooking 

arones. These hovering turrets are both annoying the field Tali was referr-III~ t o  in her previous 

geth t o  your position. Blast the re 
are several foot troopers working on the door t o  
Tali's position, but there is a massive geth colossus 

and deadly, mainly because they alert other nearby message- With the +shutters open* You can see the 
mnes out of full scale of the geth trying t o  reach Tali. Not only 

the air as soon as you see them 

Enemy ~rofilri%~?~eth rninating the field. b u  cannot rescue Tali without 

Classification: Minion 
inging down the geth colossus. l 

Powers: Tactical Cloak 

Ddenohs: - 
Weapons: Pulsa Em 

Geth re;con drones are flying units 
that relay advance intel back to the 
other geth. The drones are equipped 
with pulse emitters that do only minor damage, but 
they are enough to keep a target pinned while other 
geth move in. Bring down the drone with a rapid-fire + ,  

$D,gri:.t3kGqp 

I 
r S ~ r  eyes ijp 
for too "lng , 
though. Geth 
troopers 

I ,weapon, or use an area-effect biotic attack, 
: -2 - 

I 
and a geth - 
prime weave 
through tl e 
giant block! 3 

shred your squad. DI up into cover and target t l r d ~  

geth prime first. The monster is the deadliest thing 
in the area, so bringing it down right away improves 

I your chances of getting through t h  ! 

drones and troopers in one piece. 

@ Just beyond the door is a medCgut stetion, akwrg witih a wall 

.- , 
Beyond the shutters is the 01 suMkring qu; 

besides Tali: Kal'Reegar. He is sit t ing next t o  the 
med kit with a medi-gel. Speak t o  Kal'Reegar. 
He explains that  Tali is in a good spot since the 
observatory is heavily fortified, but unless the 
geth colossus is taken care of, she will soon be in 
trouble. Kal'Reegar has kept the colossus busy with 
rockets, but the other geth keep providing enorl-C1 
cover for the colossus t o  repair itself. 

Kal'Reega~ 
cannot movc 

epe~ein 
LI le battle1 lt: 
since his sui 
has been + 

compr~mise 

~formatio h e r e  is a b r  B on the right side of * C .???#*" 

the field that'Gould make a great sniper perch, but I 
* it is easy t o  get pinned down up there. The left side b ' 
b ers covge from the colossus, but the geth can -, 2 easily track you.: Running up the middle offers covecJ 
rom the gett-d&ut the colossus ckn dways see yo"' 
]'here are no great opiiow.,. tions that  are 
not as bad as the dthers,:'-+,:; '"::$ 

9 2 3  < $24 
~5224 



m n :  Shield Boost. Sieg. Pulsa 

Defenses: Geth Shidding. H m  

Weapons: Minigum 

The geth colossus instills mu& few thanks to i ts  
size and powerful weapons. But Che rsal reason to  be 
terrified by the colossus irs SES abitity to  hunker down 
and regenerate its shieWs if W n  a moment's chance. 
When the colossua hd)y FefFeshes its shields, you must , 
start all over in order to break throuah them t o  chip I 

. When you s 
,- ,--- ,..,, .= -p, lt IS about -- 

The sunlrqtit IS st111 a problem on thts battlefield. Take 

- 

away at the cofossus' armor. Heavy weapons like the No matter which route you thke, you will fa 
missile launchw-rtr Collector particle beam work best 

There is refined iridium in crates scattered across *the area 
terroHzed by the colossus. To the left, you locate-200 units. 

There are another 200 units in the center of the field. The final 
200 units are close t o  the ramp leading up to  the bridge on th- 

The geth 
colossus 
is huge. I t  
will take a 
long time 
t o  bring it 

I few rrskswlth the sun. You need to rna~ntstn your 
rtty as much as possible. If the colossus 

I w~th disrupted sh~elds, r t  wtll drop you. I 

down without 
using heavy 

ar t o  stand down reauires weapons, 
t. since you must damage the shield and then chip 

away a t  the armor before it replenishes the shield. 
Fortunately, there is a crate of power cells on each 1 
side of the geth colossus. 



download. Check the room for salvaae opportunities --- 
When you are close t o  the geth colossus, i t  switches 

to  a rapid-fire gun instead of relying onlv on its poperful 
single blasts. +%% . b, -, *.. 

Wake%- , -. 3 

The 
coloss I 
only target 
one of you a t  
a time. Do not 
shy from using 
your squad as 
interference. 
If you send . 
one of your squad up one side of the field t o  draw 
the attention of the geth colossus, you can lay ;-'- 
it with heavy weapons without beina fired uDon 

m ---- 

I 

before talking t o  Tali and ending themission. The 
damaged geth just inside the door is worth 9,000 
credits. After collecting the credits, speak t o  Tali. 

Geth troopers WIII try t o  defend the colossus. If 
they pln you down, the colossus w~ll have a chance 
to repalr ttsc - - 1 

shepard's 
help. Without 
Shepard's 
arrival, her 
mission might 
have been an 
even bigger 

Ctisast;er. Discovering more about the degradation of 
the star  above the former quarian colony was just 
too important t o  Tali, although she is beginning t o  
wonder if the data was truly worth so many lives. 

Tali is now 
able t o  go 
with shepard. 

Back on the Normandy 

9 !+.- 
:? 
.; 'CI s 
3 

3 
El 

3 
ious crew members, ; P - 

, and consider any nen a! 
u 

in the tech lab. Mordin , . w 
V) m 

he could be working on . 
ndy. If Tali was the first _$e,r. *: t from this batch, Shepard can immediately , 

set out t o  find the next two recruits. 
ocated on Illium. ' 



NO of the three recruitmenr; 
iissions take place on Illium, 
o use this hub guide for 
lur attempts to get Same , ;? 
.~d Thane on board the 

I 
epard and the sqhad land at  Nos Astra, 
? largest cities on Illium. Shepard is imrr 

greeted by an asari envoy. She cheerfully tells 

up operations on Illiurn, reinventing h 



a free-trade 
world with 

relaxed regulations. Anything is for sale here, 
Including people. Shepard may recoil a t  the  idea of 
slavery, but  the  envoy is quite matter-of-fact about 
the way it is administered on Illium. It is technically There are three main sections t o  Nos Astra: the 
voluntary, although the contract is binding. While trading floor, the  shipping plaza, and the  transpor- 
the envoy can recommend shopping, she cannot tat ion hub. There is shopping a t  the transportation 
point Shepard toward individuals like Samara or hub, so if Shepard feels some credits burning a hole 
Thane. Shepard will just have t o  find these people in a pocket, t h a t  and the  main shopping distr ict  are 
the old-fashioned way: with a l i t t le detective work. good areas t o  visit. 

Trading Floor 
check out the kiosk for a full catalog of goods, such as 
the  Hyper Amp module, which increases your current 

Eternity Bar 

which features stores as well as a bar tha t  is a 
good place t o  get  informatiom The stairs t o  Liaras@ 

breeze through the door, you can chat up a slave 
broker and a quarian t o  accept a spec~al assrgnrnen 
[Indentured Serv~cel. There's a bachelor party 
near the bar. On the way t o  the bartender, you can 
eavesdrop on the conversatlon for a few laughs. 

The asari merchant running 
the main floor speciafizes in 
charm or intimidation tac 



The asari 
behind the bar 
is a matriarch. 
She ended 
up on llliurn 
because her 
advice as a 1 
wise matriarc 
was not 
respected. At  this bar, everybody listens t o  he 

t o  the matriarch about her 1,000-y 
up some interesting stories about 

matriarch's family. Her mother and father were vy drinks from the bar kiosk. The liquor is go1 
involved in t$ Krogan Rebellions and Rachni Wars. ry drink, though, does a ma1 number on your abll* 
Speaking t o  he bartender is entirely optional, but walk in a straight line for a fsw ma~llmts. 

e t  som- insinht nn m e  asari. - .*- 3 
c -,* ,3 *: - n. -"--- $3 

;J*< + : 
The shipping area between-two major parts of t 

Nos Astra is small. The only feature he@you can 
really interact with is the shipping counter. The 
asari a t  the desk is not helpful a t  all during your 
first visit. However, after you visit with Liara and I get information on how t o  pursue Thane, the .sari 

,$ 

I 
a t  the shipping desk loosens her lips and is the key 
t o  pursuing the potential recruit. 

you must buy all four,of the star  charts a t  t h  
kiosk. 



Gateway personal Defense 

This weapons shop is on the left side of the Memories of lllium is a small terminal. The 
transportation hub. There are several customers shopkeeper is nearby, but she is occupied with 
crowded around the kiosk. Browse the shop inven matters other than commerce right now. She is 
tories for items like the Kinetic Pulsar upgrade, being courted by a krogan and is unsure of how t o  
which increases assault rifle damage, or the Lattice respond t o  his poetry. If you guide the asari through 
Shunting, which extends Shepard's health. There is this small special assignment [Blue Rose of Illiuml, 
no shopkeeper t o  bargain with, so you are forced t o  you earn a discount. Memories of lllium sells ship 

currently too embroile me intrigue on lllium 

el assignment bserverl from Liars at this 



Justicars are an ancient s- of asari warriors. 
Of the Asari Republic's arces,  the justicars are 
the most powerful m d  the mos 
with a justicar @-a losin 
why the l l l u f~a  
convince t justic 

are required by oath t o  
asari law, and are 

Since just about 

, . .,n y ~ ,  3rrtv 
hippet of dialog between an 

volus dealer named Pit;RpPd%w 
volus he cannot leave IfKum u 



ore complicated and is willing t o  grant you 
he crime scene in order t o  help you recruit her The 
ooner Samara is gone, the faster Anaya can quietly 
rap up this case. However, you must be mindful of 

Pitne is quite intent on gt,,ing off of lllium before he Eclipse mercenaries, which are indeed in control of 
the justicar causes an incident. Pitne says that  ost of the port's alleys. 
Samara is in the alley where his business partner 
nas killed. Pitne thinks Eclipse mercs killed him, but 

After speaking 
t o  Pitne, you 
need t o  find 
the detectivt 
working on the 
murder: Anaya. 
"- e asari is 

p Spaceport Officia- 

(-1 Sample 634 Analysis 
Weapons Locker 

Shipping Computer 
@ Refined Platinum 

p Pitne For (After 
Meeting Samaral Q) Shipping 



Objective 2: Vi 
Upon entering the crime scene, Samara is 

Sam 

a 'message o n  a nearby shipping terminal. This 
shipping information is related t o  an optional special an Eclipse 
assignment [Stolen Goods Found!. As soon as you urnguard that  
have the shipping data, continm down the alley Ti6 - is'suddenty 

them with ease.] Samara is 
where she "sent her." The 
t o  give up the information. 
of a window and then floaxs dow 
interrogation. W h a ~  %he vang 
the name of the ehipttle jmt 
breaks her neck. 

then turns her 

a friend or tell 
her that  she 

Justicar Code prev 
require Samara t o  

Powers: - want$, then Samara will not have t o  kill Anaya a'hd 
shkl wit4 i&n' YOU. * . Defenses: - 

Weapons: Assault Rifle 
4 i, 

Sisterhood initiates are would-be 
Eclipse assassins that have yet to  

I .  , 

k make their bones with the merc 
group. As such, they are eager to notch a kill--and that  
kill is you. Sisterhood initiates do not have any special 



Jbjective 3: Question Pit-le FI 

I When you 
return t o  thl 
port after 

custody, you 

I 
must continue 
the justicar's 
investigation. 

'he first stop: Pitne For. Approach the volus near 
r;he police tape and question him about why the 
mercs are after him. Don't take Pitne's stalling 
for an answer. Demand that  he work with you t o  
help solve the murder-and hopefully find the name 

Pitne 
explains 

recently 
smuggled 
an illegal 
substance 
onto lllium 
that  boosts 
biotic powers but is also toxic. Prolonged exposure 
t o  the dust is lethal. Pitne left that  part out of his 
original story, which had the Eclipse mercenaries 
hunting him. Pitne agrees that  if you help keep the 
mercs off of him, he will help you break into the 

I - 
An Eclipsed 3rd greets you as you enter 

the base. The v,ll,dard is not alone. She tries t o  

clipse base, where you will find the name of the 
hip. The volus provides a passcard that  lets you 
ccess the elevator t o  the Eclipse base, which is 

a wall adjoining the police station, down 
wing as the crime scene. 

1 -- 

round the corner 
a t  the top of the ride, the Eclipse are all over you. 
While you're battling the mercenaries , clouds 

m 
2.$4 .$ 

-:& -;* . he1 

/*.clipse 
vanguards and 

, Sisterhood 

I initiates are 
your main f o~  
in this base. 
The Eglipse 

I ftghters ar= 

*I 
not military 
trained, &ut they are d in cover tactics* 

+zTethe Eclipse seek cove then find some 1 

& & A - f i ~ n g a g e  in firefi shots a t  your .fc 
SZX* T~: t Ioi e t o  a new covc .< 1 re(.wgatJ..ingo the base t o  seek cover and return 

II 
your attacks. Keep on top of her while avoiding the 
clouds of toxin. Your enemies will use these clouds 
as cover. They wilt also blast 
traveling through the base more difficult 
making some routes riskier than others. 

, .. ., 



More Mercs 

LOKI mechs. Sisterhood initiates are trouble, as 
they use cover quite well, ducking down just as you 
open fire or unleash a biotic attack. But the Eclipse 

enemies until 

small to . of the room, 

'nearby weapons 
out and give the After scooping up the treasures, use the stairs. 

the door a t  

Eclipse heavy provides rocket support. Use 
avoid the inco.@ing rockets, and return fire 
the red mist. 

terminal. The 
credits. That's a fot of cash, so be careful with 
the hack. Use the stairs t o  locate another Eclipse 
vanguard patrol. These vanguards are just an 
appetizer. Around the corner, you must face dow 
multiple Eclipse thugs and mechs. 



heavies around 
the gunship 
area, so 
watch out 
For rockets I 1 ,,,n!he 

air Fortunately, there are lots of crates t o  use as 
cover around the gunship port. After taking down 
the heavies, push through the  Sisterhood initiates. 
[Don't be afraid t o  use melee attacks on them- 
they go down fast.] 

Behind the  
gunship port, 
locate a small 
terminal and 
a crate of 
power cells 

[ to replenish I 
/ heavy weapon 

ammo. Listen I 
to the messaae. I t ' s  Elnora. a new Ecliose merc 

The gunship sweeps low and slow overhead. This gives you 
plenty of time t o  make accurate shots, but i t  also means the 

gunship can return fire with equal accuracy. 

As you I 
weaken the 
gunship, 
the  Eclipse 
mercs send in 
more mechs. 
FENRIS mechs 
gallop across 
the  bay, 

boasting of egrning her stripes by Pitne For's hunting you. Watch out for their taser bite attack. 
partner-at close range [she's actually the Eclipse If You get zapped by the taser bite while the gunship 
merc you encountered earlier whose pistol was on is zooming overhead, you are a perfect target. 
the floorl. Take the message as evidence, loot the After the battle is won, take the medi-gel from 
medi-gel station, and then follow the  doors. the station on the wall next t o  the  locked door. You 1: 

must bypass the  lock t o  continue your Eclipse hunt 
and get t o  the  bottom of this investigat;jm. 

I 
weapons t o  lower the  gunship's armor and bring it 
down. There is a crate of power cells on the  bay t o  ' 
replenish stocks. Stick behind cover and launch shell 
after shell a t  the gunship. If you do not  have a heavy 
weapon, then pepper the gunship with whatever 

apon you do have. 



Niftu Cal 
Continue down 
the corridor 
until you spy 
the rotund 
little backside 
of a volus 
named Niftu 
Cat. He's 
trying t o  get 

some munchies out of a vending machine. The little 
volus is on quite a trip, drugged up t o  the point 
where he thinks he's the galaxy's greatest biotic. Wasea is a powerful biotic and uses Burrier t o  protect b e i f  

from attacks. She can replearearsh Barrier. I Question 
the funny 
little fellow . . . about his 

Wasea does 
not enter this 
battle alone. 
She is flanked connections 

t o  Pitne For. 

work for Pitn 

by Eclipse 
heavies and 
Sisterhood 
initiates. 
These 
warriors know t o  use the dust clouds s cover. You 
need t o  use your squad members t o  jciiggle these 
extra enemies while you concentraw Sour attack 
Wasea. 

. This little volus may have the 
too detusiqnal t o  do anything but 
u can $ Paragon interrupt 

e &#&%s a short nap while 
of ~Gsea.  If you allow Niftu 

om, you pick up Renegade 

~ u s t  aemre golng I a.s cnamber, cneclc your 
loadout at the weapons l o c w  .and raid the medi-gel 
station. * 

er tail thanks 

tracked her down, killing many of her minions in the 
process. Wasea would like t o  turn this day around,l 
so she fires up her biotic power and launches into 
an attack. 

Wasea uses biotic attacks like Charge and Push. 

cenisters, filling whole eectlone of the room with the 



Once Wasea and her thugs have b c % p  yf, 
i t ' s  time t o  loot the room. Hit UD the terminai be t i i d  
Wasea's desk for 6,000 credits: Then, take ~ a - a ' s  
datapad from her desk. The datapad contains tl-1d 
name of the ship Samara is lookina for: AML Deniete~. 
This is the lead the justicar was looking for. You should 
head back t o  the spaceport's police station now and 
deliver all of this evidence t o  the asari detective, 
Anaya. 

, At the Spaceport 
Inside the 

" police station, 
present 
Samara with I 

- . the evidence 
- born Wasea's 

datapad. With 
-- :@%I! name 
%>Q# the ship. 
**"c 
.s.$amara can continue her pursuit. However, there is 

a certain matter of the Justicar Code that  places 
Samara in a strange spot. Now that  she has aareed 

p *+.;i< 
Cerberus' '*-* make the rounds again, making sure t o  stop by t o  
welcomes the see Chambers, next t o  the galaxy map, for a brief 
recruitment update [and a little optional flirting).' See what new 
of Samara. projects are available in the tech lab. And then 
She will be a be sure t o  stop by the observatory t o  speak t o  
powerful ally Samara. The justicar is not terribly willing t o  talk 
in the fight about her previous mission but is more amenable t o  
against the 

I have recruitment missions t o  undertake, 

getting ell three recruits-it will 
oak out on increase your options for away teams, and improve 
;he Stars. ‘ your chances of beating the game. 



: ,  . .  

THE ASSASSIN 
. , , .,:.*.*:c<... 2 z, . - ;-.i7 

Salarian Workers a Wall Safe 

Shepara cannot just land on lllium and immediately 
seek Thane. The assassin is not just walking around. 
Shepard must get a lead on the drell from Nos 
Astra's resident information broker, Liara. 

Talk to Seryna * 

Nassana recently fired Seryna, who could have 
given Thane bad intel on Nassana but instead told 
him exactly where t o  find Nassana as well as what 



The Eclipse thugs in the towers fight alongside 
hostile mechs. When selecting your squad, consider. 
that you need to take down targecs with shields as 1 
well as inorganic enemies. 

NOTE 

Seryna 
drives you to 
the towers, she 
gives you a plan 
of action. M u  
must infiltrate 

Accordin# to Sefyna, Thane Is ~yorlring his way toward the tower two and 
penthouse of tower one. That is whsre ha will strike. Wu must then use a 

pet there as wen as possible before he kCllr his target and sky bridge to  
S I I ~  away. access tower one. She warns you that as you close in 

:lose to the 

were forced to  flee. They currently serve the 
hanar, the race that  assisted with the exodus of 

tower one. When you are ready t o  Hanar: The hanar are a jellyfish-like Citadel race with 
a reputation for politeness and reserved person- 
alities. The hanar have a face name that they 

welcor- ---ty. 

LOKl mechs @ $5 
are cutting """I 



!: 

: .  

I 

Additional 
elevator, cmss t o  tfre bther side of the tower base to  find a mechS and medi-gel station and a hackable safe with 4.800 credits. 

Eclipse thugs 
. - are moving 

just beyond -!-. into the area. 
. . 

the ~ a l a r i a b : ~ ,  , - I -  Meet them 
is a long head on* 
corridor & dismantling 

I 
As you walk the rnechs as 
down it, you they march toward 
hear chatter troopers hang back 

attention while 
quickly drop those mechs with clean headshots, anp  

* -  1 ady for battle. When then turn your attention on the Eclipse fighters. b 
ipse troops, you Look out for the Eclipse vanguards-they have .-. g 

he mechs with barriers, which complicates the use of biotics. 
em around the Watch their status bars; as soon as you see the 

barriers go down, hit the 
&hs. Wcauge they activelv and finish the job close up 

such as a shotgun. 
I 

Incendtary ammo 
ammo te more vsrse'c~le, be eWeees both merc and 
-7ch1n.s. 



' +  ::&Q 1 vP+'-r: 
LT.&&>a &;:& 

of the ramp, 
pick up the 
two rnedl-gels 

on Nassana 
order~ng her h~red Ecl~pse guns t o  head off Thane. 
Nassana knows an assassin 1s there. Her mercs do 
not last long against Thane, as slngle shots s~lence 
the~r volces. Move up through the building site, collecting 

medi-gel as you claim Eclipse territory. Listen for 
chatter from the mercs or clicks from the mechs 
t o  tell how far away the next batch is from your 
current position. The mechs are always more 

will hang back and wait until you are 
before unleashing a biotic attack. 

si enemies ove a bioti 
OL,~  the room USII I~  gover. UIVC 

room back from 
nfortunately, even if you 

ever, one on the roof of the hat& the  armor t o  

battle, bypass 
the locked 
door. The 
small room 
holds salarian 

are happy t o  see somebody who isn't with Eclipse 
holding a gun. Speak t o  the salarians t o  find out 
that  Thane locked them in the small room for their 

like the assault rifle. At*= special Munds do not lose any 
p o w  svar dismntze. 



I The Elevator 

When you call the elevator, don't just stand in 
front of the door and wait for the car t o  drop ' 
down. Immediately seek cover. IXry t o  steer clear 
of any explosive containers on the floor, though.) 
Eclipse mercs pour out of the elevator as soon as it 

':' The Eclipse engineers have shields. too. If a scL:-.- d member has Over 
sh~elds r 

Direct your squad mates t o  cover, too. Place one 
on each side of the elevator t o  maxim~ze the spread r 
of your weapon ftre when the Eclipse thugs emerge. 

maii- 
Top Floor 

reaches your floor. Ride the elevator t o  the bridge level of tower 
two. When you step out, you discover-kn Eclipse 
mercenary communicating with other Ceams. The 
merc is too engrossed in his conversation t o  notice 
you until i t 's  too late. You have him surrounded. 
Interrogate the mercenary about Thane's position, 
backing him up t o  the large window. Ybru can use 
a Renegade interrupt t o  kill the merc by pushing 
him out of the window, but the noise will just brin 

s into the room t o  investigate. 
ight on your hands. 

I: 
enary tells you that  you mu: ' 

cross the bridge t o  find Nassana [and Thanel. If 
you choose t o  let the merc go a t  this point, you 

engineers o earn Paragon points. The merc does not alert hi! - .  
comrades as he leaves. 

drones from the engineers. They are needling 
menaces. But the real target is the krogan. 
Prioritize the bounty hunter, but do not get v 
headstrong about standing your ground. The krogan 
has shields and barriers, so it can withstand a lot 
of hits. It uses that  resilience t o  get close enough 
t o  use the krogan rush attack. Fall back t o  a safe 
distance.and unload gun attacks on the bounty 
hunter. Only after i t s  shields are down can you hope 
t o  use any biotics t o  finish the job. 



I Objective 3: Find the Br~dge Mercenaries -S 

I The hall There is a 
next t o  the  locked door 
elevator leads on the  main 
t o  a giant floor of this 
chamber. You room. Bypass 
can hear more the security 

I 
radio chatter measures 
between t o  free more 
Nassana trapped 

and the Eclipse troops as you enter. Stay quiet salarians. You are greeted with a pistol. The salarian 
t o  get  several paces into the  room and scope out holding i t  is scared. A Renegade interrupt lets you 
the scene. There are Eclipse mercs in the  back, drop the salarian just for even pointing a gun a t  
dormant mechs t o  the left and right. You can get you, but if you wait it out, the salarian will lower his 
the drop on either one, but  the  mechs are closer weapon. The salarians inside the  room explain tha t  
a d  easier to dispatch with early s h ~ t s .  the  merc threatenins the  salarians was killed before 

There is a 
to a crate 

I 

The bridge is 
indeed heavily 
guarded. 
Ecliose 
mercenaries 
[including 

communications console a t  the rear of the room next 
I of power cells. Nassana barks orders into the comm, 

demanding a report. Give her one. 



If you ever end up close t o  an enemy, don't forget 
a baslc melee attack. It's often a I~fe-saver when a 
foe gets the drop. Plus ,  you can upgrade ~t so the 
melee smash doe? ---- damage. 

e vanguard's barrie o for the kill. 
J risk them recharging the 

e of tower two, 

overed earlier: You 

Classification: Sub-Boss 

Powers: Warp 

Defenses: Armor. Barrier 

Weapons: Combat Shotgun 

Eclipse commandos are the most 
elite of the Eclipse thugs, able t o  I 
flank and use cover. Their combat 
shotguns are deadly a t  close range, but keeping your 
distance is not without danger. Commandos can use 
Warp t o  rock you back. Dismantle the commando's 
barrier and armor as fast as you can so you can 
counter with biotic and tech attacks of your own. A 
submachine gun is great for chipping away both of the 
commando's defenses. 

- 
mr 
9 

5 

- 
m .- 
U 
iT 

LOKl mechs 

the far side o 



wnen you reacn tne tar slae, two rocket drones 
on the top floor open fire. You must stick t o  cover lns~ae cne cower one penthouse, Nassana awaits 
to avoid rocket attacks. Snipers or soldiers can r fate. She assumes that  Shepard is the 
bring down the drones, b sassin that  has been stalking her. Shepard keeps 
the drones can no longer target you. Of cours assana talking, unwittingly allowing time for Thane 
more Eclipse thugs rush out t o  prevent you fro o infiltrate the room. Before Nassana truly realizes 
moving out of the drones' hat Shepard is not there t o  kill her, i t 's  too late. 
as you advance on the me 

. .~ hane has slipped behind her and taken out the last 
her Eclipse guards. The rocket drones have shields, so you cannot just 

their perches. I 

nly I themy &I shotgun more effectwe 
u 

Thane wastes little time fulfilling his contract. 
chey.,ao pe$$&~:you with Warp strikes wit he drell assassin pulls Nassana close and buries 
nwsh%d@.&& cover t o  guard against t,h ullet in her gut. As she slumps over her console, 
attacks, and lay into the commando with w hane crosses her arms over her chest and says 
you have. You do not need your weapor nsic a prayer. Now that  Nassana is dead, Shepard can 
tower one, so if you have any heavy weapr - ask the assassin t o  join the team and pursue the 
left, use it on the commando t o  finish the Tollectors. Thane agrees t o  the mission and repol 

n Eclipse 

I commando 
blocks the 

Following the recruitment 
nation over having a mere the mission. SQepard 
is willing t o  give Thane t h  the doubt because he 
is not asking for any so . T h e e  is a, deeper 
hason he is ohring his $rvices. Go t o  the life support 
ch*ambe.mwWkP& sdhepard can discuss Thane's 
reasons for joining the crew. Much of it has t o  do with 
his own condiqon; he is dying from Kepral's Syndrome 
expects to  live as long as the mission needs. I t  will be 
good final assignment for him. Thane seems troubled -, , 
what he has done with his life, and saving humanity from' 
the Collectors will help the drell put his soul a t  m . . . i :. 

, .- v--*%m# .*.a v--* - " ".X 

6nce Thqm join; the crew, a female Shepard 3 
pursue a romantic relationship with him. 



Console 

Refined Element 

I Terminal 
Praetorian a New Weapon: 

*Revenant Spare Parts 
Machine Gun + Medi-Gel 

*M-98 Widow 



looks like a giant insect hive. Right now, the scene is 
quiet. But that  won't last long, so Shepard and the 
squad need t o  be ready for anything. 

> -  

Objective I: In ollector Ship 
Within seconds of docking, ED1 reports 
has located an uplink within the Colle 
Shepard needs t o  reach that  u 
connection t o  the Al. 

Looking Aroun 
As. These 

co machines. 
After picking 
up the medi-gel from 4 nearby cral invest 
the pods. The control terminal 

the Collecto 

A few steps 
I beyond, you 
[ discover 

determine that your chosen upgrade does not 
necessarily fit your plan of action. If you have not 
found or researched many assault rifle damage 
upgrades, taking on the assault rifle skill might not 

the answer: 1 
3 stack 
~f bodies. 
n s ~ e c t  the 

help much. Of course, you can always change that 
Rer acquiring the use of the assault rifle. - 

Just beyond the pods is heavy weapon ammo, a weapons 
locker for changing your loadout, and a crate of 250 units 

of element zero. 





C 

the Collectors return to r 
on the f irst 

Another batch of drones moves into 
with your platform. You have a few moments t o  tear ship to E-JI. 
apart the drones before Harbinger possesses one This moves 
of them. As before, t ry  t o  limit Harbinger's ability the platform through the remainder of the hollow !$.;"t 

and deposits i t  back on the ground. You can now 

Collaactor Packs 

Llsl 

I 

least one 

reach the I - ~ ~ ~ " , l % o r m  right away, the bottom ramp, of 
the possessed Cbllector will not move in close. Collector 
While there is some distance between you and the drones move ) possessed Collector, clean out the other Collectors. into position 

( Direct your squad t o  target the ~ o l l e c ~ ~ s  so One of these 
they do not train their fire only on the pq6sesssd . drones will \ *  

Collector. Collector guardians are part: &! the soon become a possessed ColCector-there is no 
reinforcements and w% p u t  WMve shields $2 blbck way to kill them all fast dnough to avoid it: pot 
yaw. shots, but wu s m  gjdgi~ tmack9,:8~rsynd 
',he shields if you @$ 'kg$sd!R$o f ha sic#& -&' 



Stick @hind cowqrcbrr, &he possessed krhctmr appeam. 7'h& 
foe's heavy weapon & devastating, so duak incoming rounds and 

rrcurn fire ei#& lclren it is safe to stick p u r  Iracrd beck up. 

The path 
leads t o  
another 
clearing. 

get the drop on the Collectors on the main floor 
with biotic attacks. There is no way for them t o  
avoid the effects of attacks like Pull or  Slam unles 
the Collector seeks cover behind a oillac 

nish it off beforr 

There are power cells a t  the bottom of the ramp or 
the far stde of the upper route. Medl-gel and 250 
unlts of element zero are nearby. 

--- --..--,'or assassin in the  room, too. . .._ 

possessed Collector is your toughest target ,  but the  assassin's 
particle beam will rip ~ ' 

. . . .  -... 

I After  finishing orr cne Collectors in this area, drop down the  
ledge t o  keep moving back toward the  shuttle. 

I EDI comes 
over the 
2ornrn. The Al 
ias  located a 
door and w~ll 

om the ceiling as you 
cause the praetorian 

wer t o  drain your ammo 
escaping the ship. 

Collectors in 



The praetorian behaves exactly like the  one you 
took down a t  Horizon. The praetorian hovers in the 
air, tracking you with i t s  glowing eyes. I t s  main 
weapons are twin particle beams tha t  tear  through 

I shielding and armor. You must use cover t o  avoid 
getting stripped of your protection. When you see 
those eyes light up, duck down because the  beams 
are about t o  rip through the air. 

praetorian. 
If it gets too 
close it will 
slam into the  
ground and 
unleash i t s  
Death Choir 
attack. This attack regenerates i t s  shields, which r 
extends the battle. I t  is practically unavoidable 
because the praetorian will move toward you, but 
keep your distance whenever possible t o  minimize 
the number of times the  monster refreshes i t s  
shields. 

Return t o  
high ground t o  



Final Attack 
Pass through 
the door on 
the  far end of 
the  corridor. 
This leads 
t o  another 
"-om full of 

~I lectors, 1 . but this is the  
last batch of them you must fight before exiting the  
Collector ship. There are several pods just inside 
the door Use one for cover when the Collectors Move along 
arrive. Expect a t  least one Collector drone and one 

the top of 
Collector assassin right away. Whichever one of the room t o  
the pair you do not  take down is likely t o  tu rn  into work over the  
a possessed Collector. Because the drone is the remainder of 
weakest, destroy it first. the  Collectors 

in the area. 
From up here, 
vou can launch 

7 
m e r u n e  t h ~ s  mom. 1 you 

can take one out next t o  a Collector, the explos~on 
smages the nearby enemy. 

attacks on the  posessed Collector in the  room as 11 well as press through the res t  of the  Collector 
drones. Before you can leave the room, though, you 
must defeat a scion stationed by the  exit. Keep 

Cfassification: Minion 

I 
Powers: Death Blast 

Defenses: - 
Wmapens: - 

Abominations are unstable husks 
that  rush you like regular husks, but - 
when they get in close, they initiate 
a death blast explosive a t tack  Abominations also 
explode when their health is drained; this can be used 
like a bomb t o  destroy other enemies. (It can also injure 
you and your teammates.) 

can leave the 

survlve one 
last wave of 
husks. Just a i 

B 
Cellsetors ere fearless, bue a;he 
cancer in this chamber are pareicuiarly 

corner a t  the end of the corridor a t  f i rst ,  but soon 
the floodgates open. More than a dozen husks rush 
down the corridor. Pick off the f i rs t  few but  fall i 
back as the horde grows. If you have biotics a t  your I 

Collector guardians hide behind hive shields, but you can either c 

blast through them or launch biotic attacks around them. p :..e 



- 
he Illusive P 

Board the shuttle just beyond the husks. Th 
shuttle immediately takes off just as the Collector 
ship comes back online. The shuttle docks just in time 
for Joker t o  take evasive maneuvers and avoid the 
Collector ship's incoming attack. Joker engages the 
FTL drive and rockets away from the Collector ship. 
When you are a t  a safe distance, i t 's  time t o  check in 

snepard confronts m e  lliusive iwan in cne communi- Following the meeting with the Illus 
cations room. Shepard is furious-the Illusive Man Shepard explains Cerberus's actions -- -..- 
marched the crew right into a trap just t o  gather Not everybody is in agreement wit eing t r  
data on the Collectors. Although Shepard is angry, like bait. But there is a consenssrpr ttrat the 
there is no arguing that  the mission was a huge Collector ship mission was a success. During the 
success. The data reveals that  the Collectors and meeting, ED1 reveals that  by following the course of 
Reapers are udng a system of lFFs (Identify Friend 2ollector ships through the relays, it has discovered 
or Foe1 t o  pass through special relays, such as the the location of the Collector homeworld: the center 
'lmega 4 relay. Shepat$$,must a q u '  - IFF. of the galaxy. A swirling vortex of exploding suns and 

black holes, the center of the galaxy cannot support 
life-sustaining planet. 

Considering 

ega 4 relay. However, the team not impossib 
t o  suggest that  the R~'apers have created a 

inside the center of the galaxy for the 

crew needs t o  be a t  peace with s u  



rhis list details the order in which the loyalty 
nissions will appear if all characters are recruited. If 
tou don't recruit Samara until later in the game, for - 

nstance, Tali's loyalty mission will appear before the 
usticar's. 

' LOYALTY . .  

Passing through the 0 r n e ~ r = l a y  and takingthe fight to  the ~ollect&rk,ia. 
mission, even by the Illusive Man. And so the Illusive Man advises helping the 

6. Garrus 

7. Samara 

9. Thane 

missions to  see if a new one is 
team member's station on the 

expert like Garrus or Grunt. You can trigger 

ptional, althougl- 



Element Zero: 500 

1 - ,  
I Ten years ago. Jacob's father van$ 

Hugo Gernsback, a frigate on whi --- first officer. Finally, after a decade of s 
distress call has been heard from the 
on the planet Aeia. Jacob has no idea i 

Partial Crew Log 

Power Cell 

~ f t e r  speaking t o  Jacob, you must travel t o  the planet 21 75 Aeia. 
Scan the planet surface in search of the distress beacon. When you 
discover the beacon, launch a probe t o  the surface. Once the location 
of the crash site has been confirmed, you can then land the shuttle on 
the surface and begin the mission. + g : ~ ~ + ~ ~ p ~ ~  

a -& - $ J*'-$~ ;%c<>+ 
Before landing, though, you shoula mlne the pknet. Aeia is a garden 

world, so you will find valuable element zero deposits as well as other 
minerals on the surface. These minerals are useful for research 

din's 
& 



I Crash Site 
. . z . .  

ck out the distress beacon a little 
to start piecing together what 

message says 

ble purposefully 

re are some spare parts Jacob' 
rail toward Che crash site, father 

ss beacon. Salvage the spare crew. 

ten t o  the partial log direct1 
re parts. tt's an upsetting 

survivor Sighting 
. 2 ,. The feral 

nally see a":ps~O#g&ir$$,-b 



V V I  len you 
walk t o  the i 
side of camr 
the women 
dive for the 
ground. LOK 
mechs are 

I entering the 
camp. Take A 

I cover and hammer the mechs, aiming for tl ... .leads 
t o  take them down as fast as you can. Since the 
LOKl have no armor, you can also freely use biotics - on them. The LOKl are not much of a threat since 
vou have eliminated so many of them already. 

itinue 
I Just beyond 

the mechs 
is a doctor. 

I 

I 
She cowers 
from you a t  

I first. But 
when she sees 
that  despite 

I 
t o  you. More intriguing, tl IUU~ I  I, is that  the Jacob having 

IS occupied only by women. Approach the ca is father's face he fight he machines, she opens 

I speak t o  some of the survivors and continue ple The doctorhandsJacoba datapad.The datapad 

together the mystery of the Gernsback wreck. eals that  the crew thought the deployment of 

Several of the women recoil from Jacob, seeing ':- beacon was taking too long. Jacob's father split, 

father in his face. They claim his father, the leal the crew from the officers, taking refuge in ths:ship 
orced them t o  eat the food that  caused decay and hoarding the unspoiled food for himself and his 

I 
trusted circle. The mechs 

looks a t  the 
zasualty list 
3nd sees that  
within a year 
311 of the male 

3n the PDA In camp to pick up some credlts. 

I crew were 
either killed 
or banished. The women were then assigned t o  t t  

he campsite for spare parts and medi-gel. Check male officers. once the beacon was repaired, the 
out tne rood stores t o  see the  rot  that  is decaying the  crew male officers were then kille$ and all of the wome 

members' minds. weregeassigned t o  Jacob's fbther. Jacob is 

\ determined more than ever &I find his father 
press him for an explanation of how thinas we 

;= sideway5 after the cras36f the ~ernsb&k.* 

~ ~ * & ~ U ~ ~ @ ~ e c h a n i s m .  5 k i ~ k . ~  - -a.e Fall back so you are not i$bdin '*  .-I-- ---* 
plosion. The blast clears the crate$** 

pening a oath farther down the b e a ~ h t ~ $ ' ~ ~  
acob's father makes an announcemd. 

system in camp. He claims he has 
r you rrival, held captive by a crew t t  

self-destruct 



#+' ~ 

a'. .% 

, ' 

spy the blue 
tower in the 
distance, 
reload your 
weapons. 
More LOKl 
mechs are 

toward you, ready for a firefight. Give i t  t o  them. 
Duck into cover and pop the mechs in their heads 
t o  short them out right away. Direct Jacob t o  use 
his biotic attacks, such as Pull, on the mechs. While 
the mechs fly through the air, you can shoot them 
down., 

Keep 
advancinc, 
through 
the second 
camp. Mech 2 ., reinforce- 
ments fill the 



Ronald Taylor 
You turn t o  
the beach, 
giving Jacob 
the oppor- 
tunity t o  
confront 
his father . . . - . - - . . - . 
without your I 
interference. 
Ronald claims that  he has been waiting for a rescue 
team like yours t o  arrive, but Jacob is having none I TheYMlRisamoreimmediatethreatthanthehumanguards. ~ f i t . H e q u e s t i o n s h i s f a t h e r a b o u t t h e d e a d c r e w  

ni-er vnmr cnr,-d m hrinn ;C rlnurn fi-c and Ronald feigns helplessness. At first Ronald does 
not recognize Jacob, but when Shepard points out 
that  Jacob is Ronald's son, Ronald takes back some 
of his lies. He tries t o  convince you that  what he did 
was actually beneficial for the crew. 

The branwashed gi-lards can deploy combat drones. 
Pop the glowing spheres as they approach. I t  
doesn't take many bullets t o  destroy a drone 

Jacob's 
father seems 
t o  understand 
that  some 

The guards 
do have 
shields, so 
until you break 
those, Jacob 
cannot use 
most of his 
biotics. Circle 

I of what 
happened 
was wrong, 

I wh~ch is why 
he delayed 

If you have any heavy weapon ammo, launch a shell 
j-+- +% rnldst of the guards to send them fly~ng. 

loaded with credits. 

and why this beacon information got t o  him. Was 
the Illusive Man just toying with ~aGob, waiting until 
now t o  let slip the situation with the GernsbacK? 
It turns out that  the person responsible for rn 

forwarding the beacon t o  Jacob was actually I 12 - 
Miranda. She recalled that  Jacob always wanted 
closure with his father, and so she decided now - was the r i h t  time t o  alert Jacob t o  the Gernsback " 

Open the door behind tlre auerdpost to locate Ja~ob's father. wreck. Regardless of whether Mirand3 did this t o  
He stands alone as beaah. He is no threat, so YOU can help or hurt him, ~~~~b is just relieved to have it 

loyy8c your weapons. 
behind him. He is now 100 percent loyal t o  the 
mission, and his Barrier power is unlocked. 



Miranda is a biotic. The majority of the targets you fight In thts 
mission are human and only some are shielded. If you have biotics, 
you may want to rely on a weepons expert for your third squad 
member. If you are a soldier, though, bringing along another biotic 
could prove useful in sweeping your enemies off their feet. 

MIRANDA: THE PRODIGAL 
Miranda acts cool and surface, but  she is just as compI"a,,$~, an as the next 
person. Much of her g from her relationship with her fathe? nded her t o  be .. 

not just his daughbM, but he was created with the best genetics av t o  be smart, t o  
be beautiful, a d o  be r u  the t ru th  abou 

Miranda has a twin sister, 
father's web.. Miranda took her awa 
be hurt. Her sigter.is living on Illium, 
her father now kmrwa; ~ - ' ~ , B  is loca 
t o  help her get her twin .safely @.of lllium 



I 3bjective 1: Speak t u  Lanteia 

on Illium, you are not 
report t o  the pleased about 
Eternity Bar. how th 

I 
Miranda's nission is 
contact, getting more 
Lanteia, complicated 
is waiting by the minutt 

I 
for you in a However, 

small room in L I I ~  back of the bar. She says that  Miranda needs your nelp, so i t 's  off t o  cne sn~pping 
, Miranda's father has hired Eclipse mercs t o  c area near Nos Astra t o  help Niket and Oriana get 

Oriana. Lanteia also says that  Niket, Miranda' safe passage out of the city. 
confidant, is also on Illium. Ni 

I escort Oriana off the planet. 
plan t o  run interference agains 

crate on the -me,., s men. a , ,,,-ty op6, I,, lg pl=", 
but it makes the'battle with'the merc go a lot 
smoother. Otherwise, you must drapintc we1 
and engage in a- protracted firefight with 

- 

Eclipse force, which includes tpnnnarc h 

As you approa~ ipping area via a 

When the merc leader sees that  Miranda is in the 
shuttle, he demands that his crew hold their fire, but 
the shuttle has already been damaged. I t  crashes. 

-I The E,,,pe trc,,erl$ are easy targets since they 
-have..n~a~rnor. Biotiks, either from you or Miranda, 

hort work of them. The engineers and heavies 
more work. The engineers can send out 
drones t o  draw your fire away from them. 

$< 
.:.$ off the dro-nes quickly a train your ,.-F: 

pons back on the mercs 



 he ISIISVUUUI- UI upa yuu  url ab a t,l*pirly yai-U. 

Miranda warns thi3t the shipping y>&d is full of 8 moving belts and containers. Not OR& will it be 
harder t o  pick tsrws, but the sh ipwg yard wiU 
be full of hazardous rqaterials. ~ a t c g y h a t  you 

, shoot. But be 
containers on 
elevator, dart intp*,a 

., B PRA Ha(=IC4k&-c 
f i rst conveyor belt. - < 

ers t o  locate 

~e l t .  The crew 

shields as cover while popping out t o  releas 
while she is the older sister, she is not the f irst combat drones. These drones float aroul 
child their father created. She is just the first child& and move into your territory. T~~ tr -L-~ , ,  ,, ! her father kept. I t 's  a chilling proposition. As you they cross the belt, because if tht , - toc 
take the elevator, Miranda assures you that  ~ i k e e  is they can quickly close in and Du. 

r. + - 9 e  up-and-up. 
$ig&ALy: 3 There are explosive containers on the opposite 
b 

~q74 side of the conveyor belt. You can either shoot thc 
* or use Overload [this is one of Miranda's powers) Q 

make them explode and damage the enemy. Biotics 
will also lift troopers or unshielded engineers into 
the air, making them helpless targets. 



Remember that  headshots are particularly effective against 
o~genic targets like the troopers. 

1 
After 

dropping the 
last of the 
mercs in this 
area, cross t o  
the other side 
of the belt 
and inves- 
tigate the 

large cargo container with the open door. There 
is medi-gel inside. On the nearby desk, scan the 
submachine gun t o  get a Microfield Pulsar. This 
upgrades submach~ne gun damage for the entir 
squad. Leave the container and follow the path 
toward the next conveyor belt. Another batch of 
Eclipse thugs is waiting for you. 

Look out for combat drones t o  flit around the belt and sneak up 
on you. Pop them before they get too close. 

Pull Eclipse meres into the void beneath the conveyor be'+ +- 

dispatch them. 

The Eclipse 
enemies will 
attempt t o  
move around 
the left side of 
the belt and 
close in on 

and engineers swarm the 3 your position. 

Use the crates as cover- ' Cut them off. 

do. Pick off the explosive Use the crates as cover t o  stop troopers and possibly 11 
containers through the space between the crates, a heavy from crossing into your territory. Duck t o  

either with bullets or  with Overload. Try t o  catch avoid incoming fire, and chisel away any shields before 

the Eclipse thugs in the explosions and weaken popping out and using a biotic t o  finish the job. Alter- 

( their shields. natively, you can rely on weapons t o  eliminate the 
rest of the mercs in this area. Remember t o  go for 
headshots whenever possible. When the Eclipse thugs 



I Engineers can replenish their shields, just like yoil 
can, if yp, 1 I-=,,- +hem alpno lonn ~noi lnh  

beneaththe 
belt connects 
the two sides 

After the battle, hack the terminal inside the cargo container of the area. 
for credits, and scan the dead Eclipse thug outside for a Look Out 

Microscanner upgrade. This allows you t o  carry mom medigel. for combat 
drones t o  

Watch out 
for Eclipse 
troopers progresses, the Eclipse thugs will also attempt t o  
and heavies use this walkway. There are crates on your side of 

as you move the walkway, so duck into cover and pick them off if 

between the t o  make the cross. 

containers on 
the way t o  the 
next conveyor 

is composed of 
and heavies-but also 
t draw your fire away 

from more dangerous . Yank those without 
,Z shields off their feet and them off with weapon 

fire as they float away. When yo 

the container 

Watch the ceiling above the be 
:rate over the Eclipse fighters. 
wer yrwr tarsefas. The crate falls a 



-- 

Crack the  secure terminal against these containers 
for more credits. 

encounter  ED1 
says t h a t  t h e  
Ec l~pse  t h u g s  

. - 
a re  locking 
down t h e  

Dock 34 
elevators t o  

slow your progress  ED1 will override t h e  locks, b u t  
in t he  meant ime, you need t o  deal w ~ t h  t h e  mercs  
filing in to  t h e  area There are  several explosive 
containers you can pop t o  blast your foes. Use 

I these t o  t h ~ n  t h e  herd  

- 
Niket. And he's with Enyala. Niket has indeed sold 
Miranda out, but not for money. He sees Miranda's 
kidnapping of Oriana as something less noble than 
a rescue-he sees it as revenge against her father. 
However, out of sympathy for Miranda, Niket has 
kept the exact location of Oriana secret from her 

anted t o  handle this peacefully 

.. 

are, your real targets in this wave of Eclipse are usesa- Paragon-, 
the vanguards. These mercs have biotic powers interrupt t o  keep her from killing Niket. However, 
like Miranda and will use them t o  knock you around. Niketls fate is sealed either way. If Miranda doesnrt 

shoot Niket, then Enyala does. She's doing this t 
cover t o  keep fro get paid. She doesn't have time t o  deal with Nike 
and vulnerable t o  nda's back-and-forth. 



Objective 3: Kill Enyala 

is protected 
with both a 
barrier and 
armor, so you 
have a lot t o  

I 
F :ks Enyala back with Warp but does 

not k~l l  ht tnyala calls in backup. Several Eclipse 
mercs spa ,ad across the area. You must eliminate 
Enyala t o  end this mission, but the other mercs 
ace masterful a t  interfering with that  task. There 

I - 
- are troopers, engineers, and vanguards in Enyala's 

--rsonal entourage. 

chew through 
in order t o  
do real damage t o  her. Eny is armed with a 
shotgun, which does great harm a t  close range, 
Try t o  dismantle her barrier from a distance. 
-.=apons do a lot t o  cleave through I.-- 

I health. While she's floating amy, 
make sure she isn't coming iback. 

the ek 

i. Miranda 
% , ,;h through Enyala's cf ,.A The troopers are t h e  I7rnents that  sfie allowed a mission t o  get pers 

~ s y  kills. Without shields, they can be battered + lack a t  N ~ s ~ ~ R s t r a ,  Miranda catches a brief. 
with biotics or dropped with headshots. The 



How did Jack end up becoming one of the most powerful human biotics in the galaxy? When Jack v\l 

child, she was abducted and placed in a special Cerberus facility. There, she was tested on for years. 1 
Tortured. Abused. All in the name of science. Cerberus scientists believed that  by inflicting enough 
t o  move the pain threshold, they could discover a way t o  make a human more susceptible t o  gaininr 
biotic powers. 

request. 

After combing As the shuttle 
through nears the 
Cerberus Cerberus base, 
files, Jack has ED1 picks up 
learned the multiple thermal 
exact location readings. This is 

I 
of the Cerberus supposed t o  be 
facility: the an abandoned - 

planet Pragia. She wants t o  put some of these base. Jack star ts getting cold feet as the shuttle 
haunting memories out of her mind and thinks closes in on the base but steels herself when the 
that  destroying the facility is just the therapy she shuttle lands. She just wants t o  get in there, 1 needs. Plot a course for Pragia t o  fulfill Jack's . . plant the bomb, and get out. 

Element Zero: 500 

P 

.. -- 

Locked Storage Crate 

Old Blood Stain resh [Jack's Cell1 Medi-Gel 

Security Console 

Refined Element Zera @Jack's Bed computer 

Security Console a Jack's Table 



Objective 1: Ente I== security Logs acility 
After the ' - v d  

sembarks +m? 
f r m  the 
shuttle, you 
must find the 

L 
entrance of 
the Cerberus 
base. The door 

is down m e  scairs from the landing zone. The inside 
of the base is quiet. Nature has taken i t s  course 
on the abandoned base, breaking it down as plants 
slbwly reclaim the area. Inside the base, look for a through the 
a door on the left wall that  leads deeper into the - door next t o  
facility. the security 

I 
log t o  enter 
a courtyard. 
Jack 
recognizes 
the courtyard. 4 
As she tells you about her childhood cte the basr 
search the courtyard for a crate. Hack the luck 
on the crate t o  recover some credits. Then move 
through the door on the far side of the courtyard 
t o  re-enter the base. In the next hallway, pick ul 

. m . . . .  'de the door. 

-- - -- - - - - - - -- - - - - 
some credits. 

far side of 

i ty log. When you p lay~ t ,  you s ta r t  t o  get 
r picture of what was happening a t  this 

facilgy. '~pparently, the Illusive Man wanted a repod 
on what was happening a t  the facility, but the a 
experiments were being obscured from Cerberus. It 
seems the scientists a t  the facility had gone rogue 

"l"*wwr< -7 ' . 
things not approved by t h e l l l u s i v ~ ' ~ ~ "  ' 

$ 

Deeper in the facility, you discover dead warren. These 
are fresh kills, too. Somebody-or something-is in 

this facility with you. 



-- 

Bypass the door next t o  the varren t o  pick up a 
of element zero. 1 

Blood Pack 

step through 
the door a t  
the bottom 
of the stairs. 
you encounter 
Blood Pack 
mercs. What 

here? The patrol is led by a Blood Pack warrior. The courtyard, bypass the locked door and cross a 
warrior is flanked by troopers. All of these brutes narrow bridge t o  enter the next section of the 
can regenerate their health, so when you s tar t  facility. More Blood Pack troopers wait for you on 
working on one target, be sure t o  put it down so a catwalk above the next set of stairs. They hide 
it does not slink off, heal, and come back with r behind the wall and pop up t o  take shots a t  you. 
mnoeance. Use the crates in front of the stairs as cover and 

fire back at  the troopers. Use Jack's biotics t o  arc 
over the wall and attack the troopers. 

In the hall F! 
a t  the bottom 
f the stairs, 
e ready for 



The second 
the Hyper Amp upgrade. I t  increases the damage caused 

by biotic attacks. 
toughest 
Blood Pack 

More Blood Pack enemy in the 
In the next room is the 
room, you warrior. If 
discover the the krogan 
rest  of the gets close 
Blood Pack, led enough, it 
by a krogan, will charge you. If you have heavy weapons, ( . 
Kureck. They the warrior immediately with a few well-placed 
are a t  the shots. If you lack heavy weapons, you must a t  

shoot through the armor before ripping into it WI 

Pack t---pers, 
wa 

easier to finish off. 

;he Warp biotic atteck against you. 
' '1 



3bjective 3: Find Jack's Cell 4 

1 Bad Memories 

The shuttle takes off, leaving the facility in the 
distance. Jack fidgets with the detonator, unsure 

Jack's cell is just beyond the Blood Pack room. what t o  do. Ultimately, she makes the decision t o  
When you step through the door, you hear wipe her tortured childhood off the face of Pragia. 

As the shuttle rises t o  dock with the Normandy, a a chance Out peacefully. a former test mushroom cloud rises from the jungle. Jack is now 

I subject named Aresh. He came back t o  pick UP the loyal to the team and has unlocked the Warp Ammo 
pieces of his childhood and eventually restart  the power. 
facility. Aresh wants t o  cbmplete the research that  
was started on him. He refuses t o  believe that  it 
was all for nothing. 

I 
Back on the Normandv, vou discover Jack and 

Miranda locked in a biot& struggle in Miranda's 
office. You tell both of them t o  knock it off. Jack is 

JaCK wants t o  KIII ' ~ r e s h  for even suggesting furious with Miranda for denying that  Cerberus was 
:eopening the facility. I t ' s  up t o  you t o  stop her 
[or notl. After the situation with Aresh has been 
resolved, you can look around the room with Jack 

pect the window, the 
od stain in the hall. J 
h of them. After li 

ound, tell Jack. 



MORDIN AND GRUNT: 
TUCHANKA 

Normandy Shuttle 

Retch's Wares 

Pyiak Shooting Range 

Varren Pit Fights 

Urdnot Throne 



When you f irst arrive a t  Tuchanka, you see a small Ratch has a pet varren with him named Urz. The 
crowd of krogan near which you can make small t varren has been domesticated. You can actually pet 
with a Blood Pack recruiter. If you completed the it. If you buy some pyjak meat from Ratch's terminal 
Blue Rose of lllium assignment with the Paragon after the hunt, feed it t o  the varren. The varren will 
interrupt, you can also listen in on Charr, a kroga then follow you around Tuchanka. Making Urz your 
repeating love poetry t o  a woman,. When you t ry  pet isn't just a nice thing t o  do; you can win extra 
t o  enter the city, a krogan captain stops you and credits from the varren pit fights using Urz. 

not essential t o  do right away, speaking with the 
clan leader is necessary t o  gather more information 
on the clan structures of the krogan. , 

Ratch's Wares 

ant a 
discount 

little beasts 

each wave without running out of ammunition, which is 
noted on the right side of the screen. There is a catch 
t o  this range, though. There are two guns, one mounted 
on each side of the range. They alternate. The pyjaks run 
through a field of old tires, and if you t ry  t o  blast a pyjak 
with a gun on the opposite side of the range, you risk 
hitting only tires. 

ugh there is a blast radius that  allows a 



Clan Chief U 

3nd Urdnot Wrex su 
leader that Shepard speaks with throughout the 

&IIowina section. 

LZ-zrfL 

The krogan love t o  wager credits over varren fights. 
Use the terminal next t o  the pit t o  place a bet on 
the next varren fight. Pick your varren and then 
watch the fight. The bet is 100 credits. If your 
varren wins, you pocket 500 credits. There is no 
surefire way t o  tell which varren will win, so choose 
the varren that  you like best and hope for victory. Speak t o  clan leader FW~~WN W the 

Fortack's Database 
t o  Tuchanka. Wreav specske t;o you a 
against Sawn a& well as yaur decis 

' 9  genophage cure Saren was seeking. 
the leader of Urdnot Wrw's  clan, t 

Wreav is fl=nb-d by 
an. 

"1 *, -many research 

t o  Tuchanka 
for Mordin's 

mission, ask 
Wreav about 
the salarian 

regard for mercenaries. He refers you instead t o  his 
chief scout, who was recently surveying Blood Pack 
operations. 

is a krogan shaman upsteirs from the main 
entrance. The shaman will not speak to you on your 
visit to Tuchanka unless you are pursuing Grunt's 
loyalty mission. 



MORDIN: OLD BLOOD 
Mordin was a scientist working on the krogan genophage project. After discovering that  krogan 
population levels were rising following the initial deployment, Mordin was called back t o  help develop a 
modified genophage that  would stabilize the krogan birthrate, making only one of every thousand krogan 
pregnancies viable. 

Mordin has Once on 
grappled with Tuchanka, speak 
the morality with the chief 
of his partici- scout by the 
pation in the pyjak shooting 
genophage range. The 
for years. But krogan will tell 
the news that  you of a missing 

Maelon, Mordin's former assistant and protege, scout sent t o  investigate the Weyrloc clan. 
has been captured by Blood Pack rnercenaries- 
Tuchanka spurs the salarian into action. If a kr 
clan has captured a scientist that  worked on the I Mordin is a tech expert, so his defenses are quite 

able. He is not a strong weapon user, so if you 
are a biotic player, bring along a strong soldier. 

NOTE 



1 nhjective 1: Talk to Scout .'$ * ,L  

Before 
taking the 
truck, speak 
t o  the 
mechanic 
working on g one of the ir+j 
land rovers. 
The mechanic 
needs a combustion manifold. If you agree t o  look for 
one, this adds a special assignment t o  your log. The 
combustion manifold is found near the Weyrloc base. I 

". , - .- Y...  . 

When you fiwt-=rive in Tuchanka for Mordin's 
loyalty mission. speak t o  the clan leader. Wreav 
directs you tg his chief scout over a t  the gun range. 
The chief scout is well aware of Maelon's situation: 
He sent a sco* t o  check out what the Blood gcout and tel 

Pflck mercenaries were doing with the salarian on 

Classification: Elite 

Powers: Death Blest 
w k .  Klixen Defenses: - 

Weapons: Fire Spit 

Klixen are dangerous creatur'es 
, without any sense of fear or  self- 

preservation. They often travel in 

of burning spit a t  them. The don't have armor, so it is 
easy t o  battle a klixen, but make sure you don't do it a t  
close range. When the klixen's saliva is exposed t o  air, it 
eacts violently. The exploSii3i Can Came Seriq'- 113page. 

Bland Pack 

varren. Blood 

r for a few seconds 



Arc a biotic attack around the barr~cade t o  sweep 
the boom-squad off their feet. They 
or shields to  protect them from bio 

Blood Pack pyros a t  the far end of the road wait behind cover 
for you t o  get close and then pop out t o  blaze you with flame- 

throwers. Fall back and target their tanks. 

I 

Blood Pack 
troopers 
wait for you 
a t  the top 
of the ramp 
beyond the 
boom-squad. ' I I Use the 

1 barricades for I 



Objective 3: Ente~  .A 4.3*a.p. - ,the H 
Clan We! =-I--- - .-&*a- 

them out wltn 
headshots 
and biotics. 
The krogan 
are tougher 
targets. They 

The hospital is 
quiet. There is 
a human body 
a t  the bottom 
of the stairs 
just inside the 
entry. Inspect 
the body 
t o  discover 

that  somebody is using humans as test  subjects 
t o  locate a genophage cure. The genetic makeup 
of humans is so diverse that  they make excellent 
tes t  subjects when seeking cures or trying out new 
chemical/biological weapons. Continue down the 

T' stairs t o  probe deeper into the base and locate a 
c r  of refined iridium. 

In the next 

tekd &eided you should 
ad \h)ard of the rise of 
talks too much, though, 

is working on the genophage cure. Weyrloc in 
tandem with the Blood Pack will expand and take t o  ' 8  the stars t o  w e a d  Irmnqan dorni~&%%g, 

t ry  t o  get 
in close and I 
charge you. 
Sidestep the charge attack and then chip their 
armor away. If you have a biotic on the squad, you 
can fling unarmored krogan into the air t o  render I 

After the battle ends, scour the N t o  pick up more iridium 
and a medi- 

".' i. 

GU thrc-,h 
the door 
behind t h ~  
krogan clan 
speaker t o  
locate the 
medical 

al 
r * * E  While the 

E boasts, 
'C a you have a -- Renegade 

interrupt 

bays of the 
hospital. 

There are no enemies inside. Search the rooms t o  
find spare parts you can salvage for credits, more 
iridium, and computer terminals. Look a t  the files a t  
the terminals t o  learn more 's role in 
the Weyrloc genophage proj 

I;" 
Speak t o  Mordin about theyenophage while 

looking a t  t r  inal files. 



In another 
room, you 
locate the  
body of a rare 
female krogan. 
The krogan 
allowed herself 
t o  be experi- 
mented on in 
order t o  find 
a cure for the  
genophage. 
This particular 
sight deeply 
affects 
Mordin. Talk 
t o  him about 

The next area 
is heavily 
guarded. ED1 
warns you 
tha t  there I 
are a lot of I 
explosive 
containers, I 
but  Mordin I 

sees them as potential bombs. Use them t o  
shatter krogan armor. When you f i rs t  enter, 
the  Blood Pack mercs do not see you. Target 
the troopers across the courtyard t o  get their 
attention. After you drop one of the troopers, the 
courtyard fills with Blood Pack. The opening in the  
center of the  courtyard is perfect for dropping 

;he ramifi- 

I 
enemies into via biotic attacks. 

cations of the genophage. The body moves Mordin 
to question his previous assumptions about the  bt the Blood 
genophage, even seeking rationale [and comfort1 Pack troops 

in spirituality. This is a new side of Mordin and one cross the bridge 

that greatly humanizes the  salarian. in the center of 
the courtyard. 

Shoot the 
explosive crate to 
send them flying. 

haw ayrYipathe%iio you ere to Mardin. 

t 
Hack the research term~nal near the krogan body 

Grt lnt's health. 

Varren 
precede the 
Blood Pack 
foes. The 

Fall back and 

right or continue dow 
the door t o  the  r ight 
The krogan has been 

roken. He wishe 
. You can either I 

,m-- 
CAUTI 

Pick up the puwer 
'cells near the 
stairs and then , 

drop to the lower 
level t o  confront 
more Blood Pack 
forces. Warriors 

rush toward 
you. Use heavy 



Don't neglect Mordin s tech powers, like Ir-,,--- 
It's quite effect!ve against Blood Pack scur 

d an entire clip in him as he struggles to  his feet. 

msearch terminal 
a t  the bottom 01 
the stairs 80 pick 
up another Wcm- 

them down before they cross the central bridge. 

behind the 

in a barrier as well 

out of guilt for his 

res, and Geth 

Don't ignore the warriors, although it is useful t o  let your Mordin raises 
squad mates concentrate on them while you tackle Guld. 

t o  Maelon, you can use a Paragon interrupt t o  
stop him. tf you do, you can then convince him t o  

armed with let Maeton go. However, he leaves all his data. 'YOU 

can either opt t o  destroy it all or keep it. Keepin 
the data is a Renegade option, while ruining it is and tries t o  

e leaving the lab, hack the terminal in the back 
falling back. You want t o  keep Guld a t  medium range m for credits. 
so he cannot charge or hit you with the full force 
of his shotgun. Keep wearing h i  down with heavy 
weapons. If heavy weapons wn dry, use everything 



GRUNT: 
RITE OF PASSAGE 

Grunt is having serious p r o ~ l e m s  down in the  cargo hold. Something IS 

happening t o  him, something he cannot explain. He just feels.. .violent. 
Grunt believes the answers for what ails him are located on Tuchanka. 
Chart a course t o  the  krogan homeworld and take Grunt before the 
Urdnot clan leader t o  discover what Grunt needs t o  get his mind back 
on the mission. 

B 9  
- 

Platinum: 2.000 

(0 Keystone 0 Uvenk I 
Refined 0 Urdnot Corpse 
Platinum 

~ ~ d n n +  en-n- I L 
Urdnot Corpse , 

-v-. - . - 
Urdnot Corpse + - Medi-Gel 
Urdnot Corpse 

Power Cell 
24 Urdnot Corpse 

, - 
- ~ ~ ~ ~ ~ 8 ~ k 1 n ~  trash -. -. ... . - . -- . . right speak to Wrex, not Wreav, during t h i ~  ‘1 I encounter if y0u;drnported your hers- from 

Mass Effect and Wrex survived. 
/ Renegade 'interrupt that shuts his mmuChI tf you use 

the shaman takes an immediate liw tq yuu. 

I Wreav, on 
the other 
hand, thinks 
Grunt has 
potential 
and should 
undertake tl 
krogan Rite 
nf P a r c a n m  I: 

in the center 

Ask ~ r e a v  
about Grunt's 
problem. The ". . -u.-,-v" ww a 

clan leader only needs t o  look into the  Young krogan's tha t  he may bernrncr an arllli+ I r ~ n n a n ,  and h~ t i m d  tn  " 

eyes t o  diagnose the problem: He is a juvenile not  a clan. in  order _ _ - - 

trained in the ways of the  krogan by a proper clan. m l l c ~  c n n m b  tn tho ch3 

'"""'U U S  8 UVU'" I\. "t(UI I -I I- Y" "I".. "V 

t o  beoin the Rite of Passage, you 
m,,UdU U,,u,. ,, ,, ., ,, ,aman upstairs. 

 red - 

I 
- . -  

When you explain-to Wreav tha t  Grunt wrts tank-b 
by Okeer, the  rivad clan bader Uvenk dismisses G unce 

as not worthy t o  even walk on Tuchanka." 
Upstairs, 

Uvenk is 
I 

you accepc 
*I., n:t- -4 
bl I= nlbc UI 

Passage from 
+I..-. -I.---- 
LI t t i  a t  la1 I la1 I ,  

already you are 
speaking t o  : automatically 
the shaman transported 
In hopes of . out t o  an 
keepinG Grunt: arena. A keystone in t 
from taking - I several waves of  creatures t o  chall 
the Rite of ve in order t o  surviv 
Passage, but the shaman believes Grunt should 
be allowed his chance as long as Wreav gives his 



Each tll you press the keystone, "nother wave 
of creatures enters the arena. There are multiple 
medi-gel crates in the arena, as well as clips and 
heavy weapon ammo boxes. Do not bum through 
these right away--especially the rnedi-gel and th 
heavy weapon ammo. Save that; ammo for the third 
wave of the rite--you will need it. Ybu should also 
pick up the crate of refined platinum sometime 
during the trials. 

First Waw: Varren 

I Because 
the arena 
is limited on 
space, the 
varren have 
an advantage. 
They move 
much faster 
than vou and 

are able t o  corner you ettsctively, especially when ' they pair up. .$r4gver stop moving fighting the 

r i te begins 
with a giant 
creature flying 
overhead. 
It drops 
klixen into 
the arena. 
Because klixen 
your distance from these creatures while hunti 
them. Klixen also spit fire a t  you when you get t 
close. Use longer-range weapons t a  manage the 
klixen, and don't shy away from biotic attacks. Eyen 
if the biotic attack does not destroy the klixetf "" 

The goal of the final wave of the Rite of passage ib ' 

t o  survive a thresher maw attack. If you can lfve 
through five n-iinutes of a thresher maw atta.ck,?you 
complete the Rite. The thresher maw is a massive 
insect-like creature that  bursts out of the ground 

' . a  

and stacks with a venom strike. You cannot suriive 
many direct hits from this attack. The thresher 

After &e action maw can move bound  the outskirts of the arena, 
extra credits. when so you cannot just camp behind a pillar. 

.J . a 



just surviving ,.':, 
the thresher i2j 
maw's ,j+i$ 

,*>- 
attacks. you a '  

can actually 
bring i t  down. 

Use heavy weapons t o  target  the thresher maw 
when i t  bursts out of the ground. Wait for i t s  venom I 
to pass and then step out. Deliver a few good shells 
or blasts t o  i t s  flat head and then seek cover again. Scan the Urdnot corpses in the battlefield t o  
Refill your heavy weapon with the power cells littered nick LID some credits. 
around the arena-this is why you didn't want t o  use 
them in the early parts of the Rite. 

Uvenk 

I I your squad 

After seeing yo1 :or defeat1 the  thresher 
maw, Uvenk greets you a t  the  arena. He respect 
Grunt's strength and believes he can t ip  the  a target. 

balance of the  clans on Tuchanka. Bu t  Grunt sees Uvenk will 

desperately 
at tempt t o  
choose one of y 
him fret. Use s 
t o  do extra damage t o  Uvenk. Once you drop his 
barrier and armor, you can finish him off with biotics 
or close-quamer attacks with shotguns. 

Uvenk is % 
% 

flanked by 
multiple kmgan 
warriors. 'They 
have the same 
strengths 

as Blood Pack 
warriors. You 



GARRUS: EYE FOR AN EYE 
Garrus has some unfinished business on the 
Citadel he would like t o  sek t~ before you head 
for the Omega 4 relay. The t u b  has located . 

artner from Omega. Wonis ,  who 
betrayed h iS" tap~  and got a lot of Ejood men killed. 
Sidonis is currentiy keeping company 'rjtrh Fade, a ' 
forger who specializd~@ making people l4jsappear. 
Garrus wants his re~en&~Travel t o  the &adel 
and seek out this Fade t o  *over Sidonis'khiding 
place and give @r~arr the pe e of mind he 
t o  be 1 0 0  psmsntmrnmitte& the mission. 

t 

w Harkin [first encounterl Harkin [second encounter) 
' @  I Bridge Controls YMIR Mechs 

"-7 apad 7 
computer I 

Refined Iridium Spare Parts 

Window Console 

I 

I 

J 



old pre-fab foundry. 

located a t  the The volus warns you that  Fade is surrounded by 

entrance t o  Blue Suns. I t  turns out that  Fade is actually Harkin, 
a former C-Sec officer that  Garrus used t o  work 

warehouses with in the old days before the Saren strike. To 
reach the warehouse district now, head t o  a Rapid 

of the zakera Transit terminal and select the desired destination. 

~o lus steps arrive a t  the 

flanked by of you. Harkin orders his Blue Suns mercs t o  attack 
" 

some krogan and keep you busy while he flees. 
. When Fade refuses t o  help you find 

, you can use a Renegade interrupt t o  take 

Harkin leaves attack from a 
just a handful nearby cargo 
of Blue Suns container as 

well as the 

I gates of the path away 
warehouse t o  from the 
hold you back. office. Follow 
The troopers the path t o  

( are easy targets. Using the crates for cover, duck push through 

I from the troopers as they fire on you. When they a second 
reload, pop up and return fire. The troopers have no wave of LOKl 

, , armor, so biotics are useful. mechs as well I 
as a couple ' 
of Blue Suns 
troopers. Use 
the crates 
as cover. The mechs and troopers keep coming, 
but without any armor, they are pushovers. [Don't 
expect this t o  last ... I 

Inside the warehouse office, check the trash for scrap t o  
salvage for credits and a medi-gel. 



Methodically 
move through 
the shipping 
containers 
on the right 
side of the 

~ l e  in the 
..aor. There 
are multiple 
LOKl mechs 
and Blue Suns 
troopers 
hiding among 
the crates. 
Look for LOKl 
mechs in open 
containers. 

0 The mechs 
are dormant until you close in, but if you rush the 
containers before the mechs unfold into active 
positions, you can cut them down before they fire 
a single shot. The troopers, of course, are already 
active and on the hunt. They work in groups, so t ry  
t o  thin their numbers right away with biotics np 

sniper fire from a distance. 

m use the explos~ve containers along th &'- - 

bombs. 

Bridge Control 
Use the 
control panel 
near the 
iridium t o  
lower a bridge, 
and s tar t  I 

. .  - 
containers. You have a long line of sight, so use it t o  
snipe any targets early. You need t o  clear out lesser 
targets like troopers so you can concentrate on 
the two main enemies along this path: a Blue Suns 
commando and a YMlR mech. 

Unload your heavy weapon into the YMlR mech. The path 
between the shipping containers is narrow, which is advan- 
tageous for the mech. I ts  miniguns and rockets are h a d  to 

dodge in close quarters. 4 1 
I The door 

YMlR mech 

wall safe t o  

mntainers. - 

I Citadel: Foun 
the desk t o  s 

I LOKl and YMlR mechs t o  stop from reaching 
him on-the far side of the next area. 

Talk to &ITUS 



As you enter 
the next area, 
ED1 informs 
you that  there 
are YMlR 
mechs hanging 
From cranes 

hiding spot on the far side of the room. Beware of 
Harkin's intention t o  drop them on you as you close. 
The LOKl mechs are easy kills as you move across 

, the room. When you reach the raised platforms, 
I clamber between the crates t o  locate a datapad 

[loaded with credits), and then make a play for 
Harkin. 

When you reach Harkin, you easily take him into 
custody. Harkin is not forthcoming with Sidonis's 
location, but a little convincing with a boot on his 
neck loosens his lips. Harkin agrees t o  call Sidonis 
snd arrange a meeting with one of Harkin's agents, 
giving Garrus a perfect opportunity t o  ambush him. 
tou need t o  meet Sidonis a t  the Orbital Lounge. You a 
lave a Paragon interrupt when Garrus raises his 
Neapon t o  shoot Harkin. If you take i t ,  Garrus will 
only bash Harkin on the way out of the office and 
you bank some Paragon points. 
Sidanis 

Before going 
meet 

Sidonis a t  

mechs. You ne crates t o  bat t le  t h ~  
t o  p ro tec t  yourself atlJ your squad f rom the  * w "  

I I O V C  a b I  I U I L C  , mnlguns and rockets. The YMIRs are slow, &&A When speaking 
have plenty of t ime  t o  d~smant le  one of t hem f rom t o  Sidon~s, I 
a d~stance before they bo th  cross t h e  open area of you can elthe, 

I the room However, once one of t h e  YMlRs reaches step aside 
the crates,  you need t o  swl tch posltlons. Le t  t h e  and le t  G a r r ~  
mech ge t  caught up In t he  crates-lt IS no t  easy for make the hit, 

I the YMlR t o  maneuver among t he  boxes. In t h e  open or you can 
area, You can 'lgzag to lncomlng attacks purposefully block Garl ' s  shot  and warn Sldonls 

I while t he  mech 1s all t r ~ p p e d  up. t h a t  he's a heartbeat awav f rom death If vou 
After you 

i destroy t he  
mechs, t h e  

I 
platforms 
in f ront  of 
Harkin move. 

decide t o  block Garrus, use t h e  Paragon in ter rupt  
t o  keep Sidonis f rom walking away and r ight  into 
Garrus's line of fire. If you speak t o  Sidonis long 
enough, you learn t h a t  Sidonis feels nothing bu t  
regre t  for  his betrayal. Once Sidonis confesses 
his involvement wi th  t h e  death of Garrus's team, 
you have one las t  chance t o  s tep  aside and let  
Yarrus kill him. However, if you talk Garrus ou t  of 
.t, you earn a wealth of Paragon points. Either way, 
completing th is  mission earns Garrus's loyalty and 
unlocks his Armor-Piercing Ammo power 

1 A small patrol  I 
of LOKl h e c h s  

I starts moving 
' down t h e  Blast  them you climb up t o  

Harkin's position. 
I I 





rldy ]sing  ha^. name is a great di .ace. 
laa~ ays that  Tali will 

pard in the trial. Shepard will speak f 
2. huttle will take you t o  the ship. 

t o  go we11 for 
Tali. The board 
that  will pass - judgment 

I 
is mixe~ .. . -..sir sympathies for Tali. The charge of 
bringing active geth onto a Fleet ship is serious. Tali 
counters that  all of the geth pieces she sent back 
for research were harmless, but she is thc ' . 
explain why the science vessel her father v 

en asked t o  Before going t o  the shuttle, talk t o  the quarians at  the 
VaS serving conclave t o  learn more about quarian politics and the maneu- 

the Alami, was recently taken over by geth. vering that went into the trial. 

ck up 
moving the next 

6 ' v  . 
lab. Hack t t  

I ammo before 
i e  laptops to  bank 

rep 
dro Ins I 

the one Y V ~ ~ I I  Tali. She tells you about how she 
has been regularly sending geth parts back t o  
her father. He was looking for evidence of new 
technology the geth had created beyond what the 
quarians built. Before leaving the small lab, hack 
termi e credits. 

when the shootir lauses. A geth'hunter entel 
the room and deploys combat drones t o  complicat 
the battle. Targa the hunter and stay on it so it 1, 

cannot use i t s  cloak t o  sneak up on you. Direct 
everybody,to bring down the hunter and then mop 
up tt%eeremainder of the troopers once the brute is 
on its back 

k the monitor in the co.. .-or next t o  the L ...-.. .,, ,, 

recover Cyclonic Particles. This uparade improves aeth 



COL t o  hide ftom the hunter's blaster and then 
pop out t o  take shots a t  the shielded geth. Direct 
your squad t~ target the hunter t o  pick apart 
i ts  shields. When the hunter is exposed, use any for Renegade points. " 
available biotics t o  throw the hunter around and 
eventually bring it t o  i ts  knees. Hack the laptops set of stairs 
and wall safe in the room for credits before moving leads down 
up the stair- "- 'Cle next lab. 

stronghold. - 
Geth hunters 

the geth. Try t o  keep trhe ge 
stairs. St is rneh easier t o  

eps, thought-than a h 



In the next 
hall, inspect 
the quarian 
:orpse with 

C 
Tali. I t ' s  her 
ather Tali 
s wracked 

1 I with guilt and 

I 
sadness. You 

can use a Paragon interrupt t o  comfort her. A final 
recording from Tali's father says a console deeper in 

I the lab must be disabled t o  prevent the geth from 
I accessing the geth network. Open the door next t o  the body t o  locate medi-gel, power cells, 

and wall safes stocked with credits. - .-_ _ * - 
Disable Geth Cons 

that; would clear Tal , but  she is reluctant t o  
use this evidence and damage her father's legacy. 

The Trial 



SAMARA: THE ARDAT-YAKSHI 

Tamara eventually opens up t o  you about the fugit 
-he was hunting on Illium-it is her daughter, Mori 
Morinth suffers from a rare genetic disorder that  
classifies her as an"~rdat-~akshi. She is able t o  
destroy her partner's mind during sex. Samgra finally 
has a lead on her location: Omega. The justicw needs 
t o  find Morinth and end her c aer as a serial killer. 

.. ,J P 

0 n c e . ~ r e g 6 r n  t o  Omega, go see Aria in Afterlife. 
1 Aria is ~ckt8urprised t o  hear there is an Ardat-Mkshi 

rt your hunt for M--'-"- 

e the Omega map 

lridiu~ ' " 

for clues and 
t o  learn the 

for the VIF 

Nef's diary for information that  will help you track 
Morinth. Listen t o  all three entries [the info will be 
useful later]. The oldest entry mentions the name 
you need t o  drop t o  enter the VIP Room at  Afterlife: 
Jaruut. The middle entry mentions something about 
dancing with Morinth and using Hallex, a drug. 

Diana, the victim's mother. Diana is convinced 
that  her daughter, Nef, was murdered. Agree with 
her and tell her that  you are looking for her killer. 
Diana offers some help: She gives you a general 
description of Morinth and explains how she lured 
her daughter into a world of sex and drugs. Diana 

t s  you inspect Nef's room for any clues as t o  

1 where she met Morinth. 



I Objective 2: G o  to VIP 
Name-Dropper 

Room . , . l l .  . . .  n 
. i .  ..-, . I 

Vertin the  
turian is 
planning some 
muggings. 
Ifyouhave . 
enough intimi- 

Report t o  the bouncer outside the Afterlife VIP 
Room. Drop the name Jaruut t o  enter the club. 
Inside the VIP Room, Samara tells you tha t  you 
must find Morinth and pique her curiosity. You must 
use courage. Hurt  somebody in defense [she likes 
aggression, but won't be impressed if you pick 
a fight1 or  show skill wwking a crowd t o  get her 
attention. To convince Morinth t o  take you home, you 
must excite her with talk of violence and vigor. Do 
not show meekness or modesty. Above all, remember 
Nef's clues. Morinth likes dancing while on the drug 
Hallex. She likes the elcor sculptor Forta's work. 

On your way into the club, somebody asks you for tickets 
to a concert by Expel 70.  Apparently, an asari told him i t  

was her favorite band and he wants t o  take her. Ask about 
the band. They are a sensory band. Their music worms its 

way into you. Remember this-it is a critical piece of 
I information about Morinch. 

Walk around 
theclub, . ,,#. .Completing any of the  above events with charm 
speaking "?:Pzfllr ~ n t i m ~ d a t ~ o n  a t t rac ts  Morinth's attentlon. She 
t o  different &q sl~nks up t o  you and says you are the most inter- 
patrons. ~ta;? estlng person in the bar. She invites you t o  her 
with Horftin. prlvate booth. Morinth wastes l ~ t t l e  t lme probing 
He needs t o  you. Speak t o  Morinth about a r t ,  music, and 
help a friend travel-do not b r~ng  up fam~ly or the just~cars. When 

1. who's an talk~ng about Mor~nth 's  preferred subjects, rely on 
" investigative reporter. Drop a password [in the right your advance intel. When talking music, mention 

order1 t o  her tha t  lets her know she's in serious the band Expel 10. Claim tha t  you enjoy Hallex. 
I trouble and needs t o  bug out of the bar: terminal Discussing ar t? Mention Forta. When talking about 
eternity. Help her out, but don't be too nice about it. vids, let slip tha t  you enjoy the violent ones. Pretty 

soon, Morinth is convinced tha t  you should be hers 
tonight. When she s ta r t s  asking about power, don't 
shy away. Draw Morinth in by claiming tha t  power is 
i t s  own reward. 



Objective 3: Distract Morinth 

i 
.back t o  her apartment. Keep 

I 
d while Samara closes in on the  

Morinth and 
Samara clash. 
There is l i t t le 
you can do but 
watch them 
fight. Samara 
is resolute 
in bringing 
her daughter 

nd the  apartment and admire 

t o  justice. Morinth tries b3 convince you t o  let her 
take Samara's place on the Normandy. You break 
Morinth's concentration, allowing Samara t o  get the 
upper hand. Samara executes her daughter. Samara 
has no desire t o  talk about what has happened, 
but she is now loyal t o  you. Her loyalty unlocks the 
Dominate ~ower ,  which twists the minds of enemies I 1 
t o  make them attack their friends.. . 

f you have a high Renegade rating, 
you can force an incredible t u rn  
of events a t  the  end of Samara's 
loyalty mission. You can actually allow 
Morinth t o  kill Samara and assume C 
Samara's identity on your crew. 
Morinth is a powerful biotic, just like 
Samara. Morinth also has access t o  C Morlnth cannot take ~t anymore. She closes in on 

you, ready t o  take you. Morinth asks you t o  look into 
her eyes. Tell her you want her. Tell her you would kill 
for her. Fortunately, before Morinth consumes you, 
Samara breaks Into the apartment. She confronts 
her daughter, determined t o  stop her killing spree. 

m 
t he  Dominate biotic attack. 

Weapon Training: Assault Rifle, Heavy Pistol 

---,rs: Dt,II, Throw. D o r n ~ r ~ +  Ql- nG 8 - -  
How does having MO~?%R% 
the  story? Not  a t  ,all. It jus 1 
dynamic o f  the  team. Allowing Samara t o  be-killed 
is a serious Renegade ac t ion that  will go a lofig way 
toward solidifying your position as a 

krlion 2 Ekscri@ion Tip 



THANE: SINS OF THE 
Thane's losing fight with disease has him mulling ov 

30,000 his life's mistakes. His greatest regret is the way 'I left things with his son, Kolyat. Thane was already a find your way aroun 
Jistant father, working off-world as an assassin, but after Kolyat's mother during this missio 

died, Thane placed the boy in the care of aunts and uncles and immersed 
himself in his work. He has not seen his son in many years. 

Thane has kept track of his son, though. And now Thane is sad t o  learn that  his son has taken up the 
mantle of his father: He has become an assassin. Kolyat is on the Citadel right now, about to  go on a hit. 
Thane worries that Kolyat is trading on his father's name for work and is getting in over his head. The drell 
wants you t o  go t o  the Citadel with him and stop his son from making the same mistakes as his father. 

? v, " 
T. 

I objective 1: Investigate I .;. , .a 

, This is not a combat mission. Insteed, you must follow an arrangement: Elias donates t o  C - ~ e c  and ~a i ley  
gives him a little space. Bailey agrees t o  have Elias 
brought in. Bailey will have his men place Elias in a 

all interrogation room while making himself scarce. 
Elias is brought in, word comes that the crook's 
yer is already en route t o  C-Sec. M u  have t o  work 
+ t o  get the needed :-'ormation about Kolyat. 

At the C-Sec 

nmse whbh one or 'ywr is m e  good co 

signs of drell on , ' 

the ward. Sure demands t o  

bad cop, you get a handful of Renegade interrupt 
opportunities t o  make him sing. If you are the good 

located on level cop, you can use Paragon interrupts t o  offset 
28 of the ward. Thane's ruthlessness. You do not have t o  take every 

get you the information you require t o  save Kolyat. 
The target is Joram, a turian politician running on an 
anti-human platform of cleaning up the Zakera Ward. 
That would put the squeeze on E1ias:s bank account. 

e interrupt that forces hi 
also try a charm later in 

agrees t o  let slip a name: Elias Kelham. 

Return to Bailey 
Drop the name 
Elias Kelham, 
on Bailejl' 
desk. Bail 

Speak t o  Bailey about Joram. Joram may be running t o  clean 
up the streets, but he is mixed up in race politics--anti-human 
politics. Bailey calls a patrol car for you and Thane t o  get t o  

the 800 blocks and stop Kolyat from assassinating Joram. 



6'7 

m i E =  
pIhiar+i\ la =. Tr3~ki  4 .  1 
1 

dark corners t o  hide in on the main floor of the block, 
you must sneak thmugh the catwalks above t o  give 
the drell constant updates on Jorarn's position. Keep 
the turian in your sights and report in often so Thane you kept up, you Kolyat make or 
can keep UP on the main floor but not be seen. If YOU Joram. You call wt, M r t i n g  Jorami@lyet opens 
fail t o  report in and the turian disappears, Thane fire and shoots thet krogan bodyguaM while Joram 
loses his son forever, and you fail this loyalty mission. and corrj$rs him in a 
Catwalks t o  Kolya before he 

turian, miley and 
fx% * '  I 

above the 800 
block. Ybu can 

You must  end this standoff peacefully t o  help 
Thane. There IS a Paragon Interrupt t h a t  makes 
flre a shot r lght past Kolyat's head, distracting 
so you can move in and knock t he  gun out  of his 
Once he's been disarmed, you t r y  t o  fac i l~ ta te  t 
reunion between Thane and Kolyat. I t  IS not a 
one-Kolyat holds a long grudge against his fa 

Thane tel ls 
Kolyat t h a t  
t h e  reason he 
d~sappeared 
following his 

U 

I 
I-- 

Keep moving along th= l,=l..w.n,. . ..,.., ., ... ,,..,, ,.., ,,..-- Ct .  

- If you let Joram get too far ahead, Thane gets a little panicky. her's 
Consistently update Thane t o  l ?p the  operation moving c 

t h a t  he was 

t h e  assassins who killed her. She was killed t o  
hu r t  Thane, and he wanted t o  exact revenge. He , 
eventually go t  i t ,  bu t  i t  took much longer than antic- 
ipated. When he returned, Kolyat was much older 
Kolyat softens a l i t t le. Bailey intervenes and orders ' 
C-Sec t o  take Thane and Kolyat back t o  t h e  station. 
They are t o  be given a private room for talking and I 

as much t ime as they need. Resolving th is  matter 
makes Thane loyal t o  t he  team and unlocks his 4 
Shredder Ammo power. 

In the catwalks, you discover a human scout. You can use a 
Renegade interrupt t o  knock him out or you can talk t o  him, 

which eats  up time. 
- - - - - 





Objective 1: In\estigate 
When Joker 
nears the 
Reaper, 
the crew 
discovers a 
second ship 
alongside of it. 
The profile f i ts 
a geth ship. I t  

is not transmitting a t  all, but it gives an indication 
of why the science team stopped reporting in. 

No Sign of Life 
You and 
the squad 
disembark the 
Normandy, 
stepping into 
the science 
ship. There is 
blood on the 

I walls. This 
n $he geth, which have 

previous attacks 
. Now you must 
IFF, but for any sigi 

Collector Ship I 

~t the e m  or me mruuay, next 
station, is anotbr.Ck~berrrs 

' Reaper. The 
the Reaper were 
staring a t  the 
be "listening" t o  H'tenkl '. ' ~ 

7 When you pass through t h e  door next t o t h e  
medi-gel s ta t ion,  t he  ent i re ship shudders. I t  
seems t h e  Reaper might no t  have been as dead as 
originally thought.  According t o  Joker, t h e  Reaper 
has just  pu t  up kinetic barr iers blocking t h e  res t  
of t he  t eam on t h e  Normandy f rom entering the  
science vessel o r  t he  Reaper In order t o  ge t  off t h e  - Reaper, you mus t  shut  down t h e  generators tha t  

There wall safes and a secure terminal down the hall to  
the left of the air lock. One of the wall safes and the terminal are keeping the Reaper 

offer 2 , 0 0 0  credits. The other wall safe has 4 .000  credits 
inside of it.  

of t h e  core 
thanks t o  t he  

t h e  barriers. 
There is a 
catch,  though: Taking down t h e  core will also shut 
down t h e  mass field t h a t  has kept t he  Reaper from 
falling ou t  of orbit.  A f te r  destroying t he  core, the 
squad will no t  have very long t o  escape before they 

lctlvate one o 

already begun to  set in, unset t l i~n the scientists. 

- - - 



Dbjective 2: Esca , . 

The door 
leads into the 
Reaper. Only 
a few step; 
of human 
technology 
remain. Once 
you step off 
the Cerberus 

I bridge, you are completely enveloped by the Reaper. 
The signs of massacred human beings on the bridge 
are discomforting, t o  say the least. But there is no - 
turning back now. on the 1 turf P 

ape moving out of a wall 
I looks directly at  it. 



I power has been upgraded, t 
destroy t!,e t a r ~ e t e d  hus 

..Fear the Reaper 
Moving 
through the 
door allows 
you access 

t ., f~ tabe actual 
Reaper, ' Aot 
just the 
outside area 
where the 
Cerberus ship was docked~owever, soon y'Ckr see 
yourself through 8 scoped w b o n .  Somethind has 

k m  you in i t s  sights. But instead &+hooting you, 
snipes the husks s&ing up onwu.  Who is 

it's a geth. 

aoomlnattons are 

the ship. Shoot them as they clamber onto the 
platform. YOU have space behind you t o  fall back so / 
the husks don't get too close, but make sum you do 
not back yourself completely into a corner. Mix i s -  I 

gcinnlav with hiotics t o  eliminate the husks. 

rnedi-gel near 
the terminals 
and then hack - - - 
one t o  recover Lattice Shunting, a health booster. 
Before leaving the area (you need t o  bypass the 
locked door t o  the right), play the video log on one 
of the terminals. The scientists were truly starting 
t o  crack under the mental effects of the Reaper, 
calling it a god. 

,..,. ,, ., , ,.  tic attack t o  use against husks. The I 
impact is strong enough t o  shatter their weak, unarmored 

bodies. Slam is also quite effective against husks. 
I k%@a 

**/:4*ir 



I 

I When you 
drop back 

, down t o  the 
I main level 

of the ship, 
more husks 
and abomi- 
nations rise 
from the floor 
below. Stay back and open fire as the husks gather 
themselves up. Unload on the explosive crate and 
explosive container on the platform. The explosions 

M o m  husks and abominations pull themsalvas up on the should tear apart a few of the husks and seriously 
platforms. Shoot the abominations so that  their axploaions weaken those nearby. As you clear out the husks, 

damage the husks. another scion shambles down the steps. Empty a 
As the husk few clips into the scion before it has a chance t o  

raid subsides, unleash i t s  attack 
a scion enters 

Incendiary ammo and cry0 ammo are very effective 
on the  husks. 

the ~ ic tu re .  
The iumbering 
monster 

!. 6: 

you have heavy weapons, use them t o  break down 
the scion's armor. Biotics are not necessarily 
effective against the scion right away, so hold off o 
using them. Instead, concentrate on keeping you 
distanc and making shots count. L 

I nere IS i 
;br 



The terminal 
reveals that  
the Cerberus 
team did 
indeed recover 
the IFF. Go 
through the 
next door t c  
locate the 
Reaper core so 

the next area 
of the ship, 
but only t o  
trigger the 
next husk 
wave. Pull 
back as the 

husks crawl into view, et'd then target them from a 
distance. The explosive containers on the floor are 
great crowd control, but you may wish t o  save them 
For the pair of incoming scions. 

i t 's  too  late. 
T h m  core I 

core chamber, 

core t o  lower a ba 
must now destroy t 
room. The core has 
the crackling core i 
But when the shiel 
are far better served taking down .&e dozens *of 

~ f f l e  in v. Back away 

A hackable laptop is t o  the left of the  core, guarded by an abomi- 
nation and some husks. The laptop is worth 1,004 credits. Don't 
go for i t ,  though, until you have cleared the area. Otherwise, you 

risk having the hack disrupted and losing the credits. 

The husks in 
this room use 
their numbers 

trrorn c r ~ r  au~ul~a and let them move close t o  the 
explosive containers. The splash damage from these 

ers weakens the scions' armor, but you 
d t o  use heavy weapons or your strongest 4 
weapon [the weapon with the most . 

-. upgrades1 t o  finish them off. 
t o  overwhelm 
your squad. 
YOU cannot I As soon- 

as the last 
two'scions 
are down, 

stay in one 
place for very 
long or the I 
husks will surround you. Move around the room, 

I 
constantly putting distance between you and the 
horde, and pick them off until you eliminate them all. i 



Keep an 
eye on the 
core a t  all 
times. When 
the shield 
lifts, shoot 
the core. If 

As soon as @he 
core is rulh 
the ent iq  
Reaper' sf$ 
t o  shake. The 
mass field is 

you have any failing. Ybur 
remaining squad gathers 

heavy weapon ammo, drop i t  into the core t o  do around the 
maximum damage. However, any weapon will work geth that helped you earlier: Something was different 
here- Even the heavy pistol will damage the core-- about this geth. I t  spoke. It acknowledged you by name. 
and if You have upgraded the weapon multiple times, No geth has been known t o  interact with a human 
you may be surprised by ho before, much less save one. M u  take the geth back t o  
any upgraded weapon1 does the Normandy; you'll decide whet t o  do with i t  later: 

the communi 
cations room 
t o  discuss the 
geth aboard 
the ship. I t  has 
been stored 
near EDl's A1 

When the Outside, - core is almost Joker brings 
destroyed, 
concentrate 
all of your fire 
on it. Let your 
squad keep 
the husks 
busy whls yw~u air lock while 
move eround the and hammer the remainder "qyour squad holds off the last of the husks. Then, you 
of the Core. NO matter how many husks are in the $% jump, sailing through the warped gravity field, Joker 
room* as soon as the core has been destroyed 1 the pulls the Normandy away f porn the Reaper just as 
battle ends. c % f& -, , the derelict falls into the b 

as it reaches crush depth 

core for now. Miranda is pleased with the discovery. She 
thinks that Cerberus could learn a lot by studying this 
advanced geth. Jacob dissents; he's been on the wron 

i end of geth attacks too many times t o  put his 
I aside, no matter how unique this g a h  seemed has discovered how grate the IFF with the 

Normandy, but she caution. I t  is Reaper 

ED1 t o  further investigate 
you when i t  is ready t o  go 

, you must meke 



.-, NORMANDY ATTACKED/ 
:& 

LEGION 
*, 

-The Reaper IFF 
However, 3 something 

I goes dreadfully 
wrong when 
the IFF iq;+;,i: a brouaht 
on~ini. EDI 

Just as Shepard decides t o  go on the next mission, 

but he must get out 
physically help her flus 

I 

he knows of too many bad results when Al ass 

etorian that  has broken through into the CIC ; 
databases by hand. Joker must g crew opens fire on the praetorian, duck through 
of Normandy and ammncc EDI's A1 e door t o  the tech lab. 

loak for the 
avoid using maintenance 
any of " shaft t o  derL 

main 
corridors. Tt 
Collectors E:** 
have boarded 
and are 

i-already wreaking havoc on the crew. The asis 
swarms are freezing the  crew, and the&ollect--- 

3 a t  the 

Normandy's ?ri<e co rd  
the window'into the , 



1 crawling with Collectors. He will t r y  t o  cover you so Access the term~nal In front of the core t o  bring 

I you can reach the Al core in the medical lab. Follow the drive back up. When the drive is functional, ED1 
the lighting on the floor. The crew member doesn't ejects the Collectors and enters warp, blasting 
last long against the Collectors. When you pass the away from the Collector ship. When the ship is a 
elevator, a scion is dragging another Normandycrew safe distance away, ED1 sends a message out t o  
member awav. You're almost t o  the medical lab. Shepard's shuttle and informs the commander of 



Legion: A H 
Once in the A1 core, Shepard c 
salvaged from the derelict Rea e existence o f t  

ater degree of 
geth speaks t o  Shepard, thou riginally thought. ~f the 
field between the two t o  keep the3 geth contain 
in the event it turns hostile. m a u s e  the 
a collective, it constantly refarS t o  itself as we, 
despite it currently beini,&t off from the rest  of 
the geth. As part o€ this newfound individuality, the the actions of the minority betrayed, 

l y  name is Legion, for 

?gion 
between 

schis 
n geth. 

The heretics are a smhkbportion of the geth. The 
majority of the geth have largely kept t o  themselves 
[Legion says that  the geth believe all intelligent 
life should command i ts  own destiny1 while the 
heretics are those that  have lashed out against 
humanity. The schism occurred when some of the 
geth were assigned t o  study the Reapers, which 
the geth called the Old Machines. The geth heretics 
decided t o  worship the Old Machines and agreed * 
t o  help them create a new future for the geth. The 
.emainder of the geth oppose the Reapers because 
;hey understand that  the geth and the Reapers, 
*sh;\e both machines, are not the same. ~ h e ' ~ e t 6  fall 

side the Reapers' plans for continued dominance. 

The discovery of t h r  ..>retic = -_  -ampletel\ 
upends all previous assumptions about; the geth. - ,  
The geth and most of the Citadel species 
have a common goal: survival. This has far 
nnt~ntial  Shenard aomes t o  have Legion j 

~t the Reapers 

But first, Legion wi&gg=&oc*Shep-ardJt~ go Lo , 
the Heretic Station 

*-& 
.wzPerseus Veil and in 

.* . ?the heretics have 

s t  
spread with the 3 "convert" the 
of the heretics? The IFF is already online, so th$ is 
an optional mission right now. However, resolvinb 
the geth hefetic situation could have major repel 
ssussic in 'the galaxy in addition t o  solidifying 

' 1 ~ e ~ i o n . s  loyalty t o  the team. 



* *,' . , , 

0 Inactive Rocket Drone @ Geth Serverr 9 Inactive Rocket Drone 

ocket Drone Refined Palladium @ Inactive Rocket Drone 3 Inactive Rocket Drone 

ocket Drone Geth Terminal Inactive Rocket Drone Q;) Inactive Rocket Drone 

@ Inactive Rocket 0 Geth Terminal 
1 

lnactive Rocket Drone 

Q) Geth Hub Inactive Rocke 1 



- 
Objective 1: Infiltrate,Heretic - 5tation 

I K e n  you 
arrive on 

I the heretic - 

virus is now 

3ay3 L.1 !GI G 

are now two 
options. The 
virus could be room in the repurposed t o  Heretic Station 

uld simply be destroyed, taking 
t o  step over a 
data stream t o  

eretics on board with it. The reach the door! 

and one geth hunter: Ybu can get the drop on gbese 
geth by attacking first. However, as soon as a single 
hot hits one of the geth, all three activate. Make that 

Aiter eliminating the geth hooked up t o  a hub, destroy the hub. 
Salvage the hub t o  earn 3,000 credits. Use this technique /( 

throughout the Heretic Station. 

Legion 
explains how . I 
the geth hubs 
work. They 
are mobile 
platforms 
separate 

, Look tor green bands along the f l o o ~ - & ~ ~  are data sixeams. from the geth 
Avoid stepping on them. If you step on 1: geth along the band will active network. 

Normally, attacking one qech would filter out t o  all 
others. Take this moment t o  further question Legi 
about the heretics and the shared geth 
Legion explains how all geth see the sa 
the same eyaa, bjr perception is 

otim is *en 



rach~nes, so don' Use Legion s Al Hacklng power t o  turn the geth 
aga~nst each other Depending on how much you 

shredder ammo advance the sk~ll, the hack can last up t o  a few 
seconds You can use the hacked geth t o  attack i ts 
brethren, then ftnlsh i t  off when ~ t s  back IS turned 
After all, that geth will turn tts gun on you wher 
hack wears off 

can assume 

1 these drones, 
but the drones will only "fight" for you for a few 1 seconds before self-destructing. So, make sure t o  
activate the drones when the battle is just about 
t o  start. Otherwise, the drones will self-destruct 
before the f irst geth shows i ts  head. 

T..r apart the geth in the room with a mixture of gunplay and 
biotics. When the coast is clear, swaap the mom and salvage 

end of the hall, the hubs for credits. 

Draw the geth next corridor, 
take cover and 

the corridor 



Crucible 1 

The next I 
chamber is I 

silent. There 
are multiple 
rocket drones 
on top of 
walls. Wait 
t o  activate 
these drones 1 

until you step far enough into the room t o  activate 
the geth guards. Geth hunters fan across the 
room, fearlessly marching toward you with guns When you mech the bottom of the ramps, turn sway 
outstretched. Once the geth show themselves, use from the door to collect e crate of refined pelledium. 

the drones. Them are P , 0 0 0  units Inside. I 
drones will 
pepper the 
geth hunters 
with rockets. 
Pound the 
geth from 
above with guns until the shields go down, and then 
direct biotic attacks a t  them. 

We've Reen Spolted 

More geth lurk just beyona tne a 
of the ramp. When you step insi 
initiates a cloak and two g e t d o p  
is cover immediately insidayhe dozr, 
also hack the mcketp~ofk f  so i t  hamm 
Once the geth a w w n ,  turn arou 
geth terminal @!&pg the window bay. The terminal 
unlocks r y c l o n i c  Particles upgrade, which - . 

= i m a S $  stQ shield strength-fortunately, just for 
the geth in your squad. 

After a 
dropping the 
geth, exit 
the room and 
ease down I 



can shatter the frozen geth, finishing it off no 
natter how much health it had left 

Don't forget to  salvage those geth hubs. Eas 
cred~ts! 

The geth hunters are tough, but do not ynom tne getn 
1 Eliminating 

all of the geth 
tmopen at thalr expense. If one of your squad destmy s 90th in the room 1 trooper whlle you a n  not looking, you may turn eround t o  find 8 

fenatlc on your back. unlocks the 
door. Exit and 
walk alongside 
the geth 
servers. Ask 
Legion about 
the servers. 
Legion 
~xplains that  
these are 
like the hubs. 
These servers 

finish off a troo6 - 

narravv area 

allow 
t o  eit - 

rewrite t 
hereqic code or initiate the station's des t r~  ion. 
No matter which you choose, you still have LU de le~ r  
the virus from the system. Legion says he can do 
that, but it will take time. While the virus is tieing 
purged: all ge, on the station will become aware. 
They will atta' # , filing into this room t o  stop you. 
You mustshnld t ntil the virus has been 

~rtunately, there am several rocket drones in the room that 
you can hack when the geth do attack. Wait until the geth 

enter! and gat close anouoh 



- Wave after Wave d take t o  the 
me geth come ramps. Deliver 

through the what damage 
room below you can from 
the terminal. above and then 
~oucanmovg  fallbackt0 
down into the repel the geth 
chamber. Only hunters as 
the geth can they come up 
come up those the ramps. The 

ramps and attack YQLI on tne upper floor, However, the hunters fan Out. Move One target to the 

you do have a good view of the lower floor and can next, clearing them out systematically instead of just 

get off some great shots on the geth. Be sure t o  shooting a t  anything that moves. 

use the rocket dmnes t o  soften up the first and 
second waves of geth that  storm into the room. 

roopers t o  the 
hanks t o  their 
hese spreading a 

Them is e single medi-get next'to the g e C h  termine! 



I Escape the Station ammo left, 
use it t o  rip 
through the 
geth prime's 
shields and 
armor. The 
geth prime 
is a real 
monster and 

When you 
initiate the 
move on the 
servers, the 
countdown 
begins. You 
must rush 
through the 
station and will not budge [unless you budge i t  with biotics after r'- 

lowering i ts  defenses). 
I return t o  the Normandy before the countdown / ends. The path throughthe station is clearly marked 

and easy t o  navigate, but i t  is not without threat. 
Geth attack as you rush through the station. Geth 

( troopers, for example, are just outside the door t o  
the server room. ,. 

I I 1 
I 

Keep f i v ing !  A geth prime a 
will slow you do?. ,[f you have 

down, wh~ch 
sorely disap- 

transmission. 

I thay are right. If the situation is solved amicably, 
Tali wit1 give Legion some nonclassified quarian data 

- ta relay t o  the geth. Legion in turn will agree not: 
t o  give the geth an advantage against the quarians. 

' 

Shepard hopes both of them will soon understand 
that  fighting each other is not  necwsary. It only 

loyalty missions, you can underrake those now to 
unlock extra powers. The battle on the other side 
of the Omega 4 relay is the toughest yet. Consider 



ENDGAME 

Omega 4 Relay 
The team is complete. The IFF is ori~&. The 
Normandy and her crew are W y  t o  pass C h u g h  
the Omega 4 relay and tab %he fight t o  the 
Collectors. In the last thousgrid years, no ship 
has ever passed throbah the Omega 4 relay and 
returned. The Normandy might not be the first t o  

has one last 

consurnmste 



I?' 

The easiest way t o  bring down the oculus is with heavy 
weapons. Them are multiple crates of heavy weapon ammo 

. The debris field batters the Normandy. You may lose amund the hold, as well as medi-gel near the rear of the hold. 
!+ squad members during the pounding this ship takes en 

route t o  the Collector station, depending on whether or m!mm 

i m p -  _--- 

F 
r,/ls;-\i ,-l-atpc ' I -  

, not you made any upgrades t o  the Normandy. There are 1 
three possible upgrades detailed in the "Upgrades and 

6 Research Projects" chapter. For every upgrade you did 
not make, you will lose one team member. Your squad 
choices affect who is lost. For example, when the drive 

: core is hit, the resulting explosion may vaporize Tali if 
you did not select her for ttie squad t o  fight the oculus. 
However, if you do chwse Tali for the squad, Legion 

W i o h t  be destroved when the drive core fails 
4 - 

before cutting 
back inside. 
When the oculus deperts. 
collc;G,sp9re ammo 



Crash Landing I 

Joker moves ' 
the Normandy -* - 
into an attack 
position and 
rushes the 
Collector ship 
as it fires. I 

When the Normmdyfinally clears the debris field, 
you have a straight shot a t  the Collector base. 
A Collector qhip flies out of the base, revealing 
just how massive the Collector home truly is. 
The Collector ship, which absolutely dwarfs the 
Normandy, is tiny compared t o  the base. The 
Cbllector ship@ens fire on the Normandy. The ship 
is hit. If the sfijelds were not upgraded, another 
T a m  member.is killed in the exblosion. 

The Normandy 
delivers a 
deadly blow a t  the heart ofi'be Collector ship When 
the Collector ship explodes, th force knocks the 
Normandy's mass effect field gherators  offlint& -The 
Normandy is on a collision course with the Colleotor 
base. ED1 advises everybody t o  bra= for impact. - 
The Normandy crashes into the Collector station.l,, 
ED1 says it will t 
flying shape agai 
squad into the C 
of terror on the h 

If you dtd not upgrade the N o r m ~ s  armor, you 
lose em't;hw team member during the crash landtng. 



I I 11s is a total spollor a t m r t ,  su II Y U ~  do not Werrc to knuw the fate of some of the team members, stop reading 
this note right now. The tech specialist you choose to unlock the door will die unkss you have won their loyalty. 
The level end skills of the specialist are not a factor in their success. So, while placing e loyal team member in 
the tube will teke their upgraded skills and powem out of circulation for part of the mieeion, at least you can du 
eo with the knowledge they will not perish, unlike e team member whose loyalty was not won. 

V O T E  



Objective 1: Open 

that  the Collectors are on their way. The specialist first batch of 
selected t o  move through the tunnels will need your Collectors, you 
constant help throughout the first portion of this locate the first 
mission. You must balance assisting the specialist 
with pushing back against the Collectors charged 
with driving you out of the station. in the tube. 

Firat Contact - 

first batch of As you meeh the 
Collectors. them down be 
The drones 

hexagonal platform, just li 
Collector ship. Target the 
but mix in biotic attacks. Po 



1 to take up 
their attack , positions. 
Wound as 
many as you 

' can as they 
fly down, and 

I then mop up 
the rest on 

You do not  
need t o  clear 
out every 
Collector in 
the  chamber. 
As long as yo1 1 

access the 
eighth panel, 

. . . - . - - - - . . 
the floor. You must advance while attacking. You 

1 cannot just hold the line when the Collectors f i rs t  
attack. Your specialist cannot last for the entire 

I battle with the  Collectors. You must rush up and hit 
the panel. Then, tu rn  back and shoot the Collectors 
from behind as you move toward the sixth panel, ' which is right beneath the tube on the  far side of 
the chamber. 

-. ..- 
the  mission ends in success. Your squad survives 
the f i rs t  Collector battery and you meet up with the 
second fire team. 

The teams 
find the 
Normandy 
survivors. They 
are in pods 
linked up t o  
giant tubes 
that  stretch 
up into the 

ceiling. The team races t o  break the crew and 
colonists out of the pods, but the Collectors activate 
the pods. One of the survivors is liquefied before your 
very eyes. Frantically, the team breaks open the rest  
of the pods and pulls the crew t o  safety. 

Among the 
survivors is 
3r. Chakwas. 

Before reaching the seventh valve, you must slash through She informs 
a small Collector patrol. Hammer the drones with available YOU tha t  the 

biotics and then ffnish them off with weapons. Collectors 
In the  next have been 

shamberl You ~rocess ina - 
sncounter humans dowl, 
more than into a paste, which is sent via the tubes t o  another a 
iust Collector par t  of the  station. The path t o  the  heart of t he  
drones. There stat ion is thick with swarms. There are too 



mbjective 2: Escort Md -* - 6ioti1"~Specialist 
Aiter the survivors leave t o  find t ~ ~ o r m e n d y ,  I 

3 

you must continue through the ship and discover 

'1 
where those tubes of human genetic material are 
going. That's the location you must reach t o  also 
destroy the station. Moving through the swarms is 
slow. Your biotic cannot run while holding up such a 
powerful barrier. It drains them physically, slowing 
them down. You must move methodically with the 
biotic, staying within the barrier. 

Under the Dome 

When the Collectors are down, tell your biotic it 
is time t o  move. As the squad inches down a ramp, 
you spy movement on the floor. Husks and abomi- 
nations pull themselves up t o  the surface on the 

and rush the biotic barrier. Shooting the 
abominations makes them explode, which is a good 
way t o  keep the husks back. M u  should never step 
outside the barrier t o  attack. You need t o  taraet ' 

I the husks from afar. If any do breach the barrier, 
push them back with a melee attack and then finis 
them off with guns. #! 

I your blotlc 

3 takes refugp 
behind a 
pillar when 
a new wave 

appears among 

your. attack. Since you are restricted t o  the,barrier, 
it is difficult t o  flank the shields. Instead, either 
shoot through them or move as far as possible t o  
either side of the barrier and arc a biotic attack 



----... -. 

r Once a t  
YbUr biotic the bottom, ' L 
takes you your biotic 
deeper into uses a last 
thesh ipun t~ l  b i t O f ~ ~ w e r  
the arrival of to  fling ths 

b fl 
more husks Force field a t  

I - L 

e doors slam shut behind you, cutting r 
are joined by a scior 'he scion stays back, al ors. The second team comes in over 
you t o  concentrate on the husks. Cut down t he comm. They are pinned down a t  another door 
abominations before they breach the barrier s ding t o  the same room. You force open the door 
their explosions do not affect your squad. The allow the fire team inside. 
are also a problem if they get inside, because t 
melee attacks bump you around. You do not have 
lot of room t o  fall back inside the barrier, so t ry  t 

of the second fire teal 
11-8 close. 

gnches forward, look out foF husks ta  
p a c k  from the I&. 

Your biotic 
begins t o  
seriously 

I struggle as 
you nearthe 
joor t o  the 
:enter of the 
;tation. The 
~ i o t i c  slows 

b o w n  as you w r k  your way down a long ramp. shoot 
he additional husks that  attempt t o  breach the 

I Qrrier as your biotic stumbles forward. You just , l i octom of the ramp t o  make it 
the 

A 

Teke cover fmn&m retr fire. A heavy weapon M 
i e  Collectors are building outside doors. It 

cut down the scion faster, allowing you t o  get moving again. \ IVIII  not take them very long t o  breach one of-@he Q 

doors and attack. Miranda suggests that  you lead 'l'" 
a squad t o  the heart of the station while the rest  
stay back and cover the door. That should buy you 
enough time t o  reach the station's center and 
mitiate i ts  destruction. You must select two s,-- 
members t o  go with you. This will be your squad 
until the end of the mission, so choose carefully. 
nre about t o  fight many Collegtors with different 
srmor and shields as welPes 80 enemy that  is too 
large t o  move with biotics. %elaqt teammates that  
&her reinforce your pretferred play style;-~such---"a 
m Garrus and Grunt if you are a sokdier class 
kqinmender, or fill holes in a+ rounded team strate] 
W yw we a strong biotb, for exampla, you may 

'want Co bring some e~fec.tive,so&~~s, Them *e 
nb Esynthetic enemies R,om herb pa aut, so tech- 

;ech with Overload, li 
shielded Collector 



Objective 3: Reach .Station ,Center 
2@Je-A* 

Cross the Platforms 
After leaving 
the res t  of 
the team 
behind, YOU f - 
climb on t o  
one of the  
Collectors' 
hexagonal 
platforms. 

Within moments, another platform glides through 
the  air t o  join yours. Reload and take cover. The 
incoming platform is loaded with Collector drones. 
Look up and pepper the  drones with available biotic 
attacks, softening them for the  kill. 

Collector, but  
also Collector 

of docking, the  possessed Collector moves on 
you while the  assassin opens fire with i t s  partjcle 

i t h  biotics as the  platform cannon. Taking it down will res* in another as 
dians will likely hunker long as there are o 
have more room t o  Keep the possesse 

e barrier so veer mates while you t e  
k through their  shields 

shield or  use s 

for the glow of 

I a possessed 
Collector. 
Don't bother 

shooting i t  as i t  moves into position. Instead, I 

take down the other Collectors on the platform 
Then, train your weapons on the  lone possessed The final platform glides toward you carrying 
Collector. If you have any heavy weapon ammo, us abominations and two  scions. The abominations are ' 
i t  t o  bring down the possessed Collector quickly. easy targets from a distance. You can use either 

guns or biotics t o  pop them. The scions are much ; 

tougher. They are heavily armored and will drain 
your weapons. Heavy weapons will drop the scions , 
sooner. Keep back so the scions cannot injure you 
with their blasts. Once the second scion falls, you 
can access a terminal on the scion's platform and ' 
fly into the  heart of the Collector station. 



ie Reaper 
Feeding Wbes 

Objective Destroy rr 
As you fly 
toward the 
center of the 
station, ED1 
comes over 
the comm. 
She has I 

tubes are feeo~ng Into a large structure that  
emits both organic and machine energy signatures. 
The structure is actually a new Reaper. But the 
Collectors are not building just any Reaper They are 
constructing the first human Reaper. 

The Collectors do not let you have free rein with 
their creation. When you attempt t o  target the 
feeding tubes, more Collectors rush in to  protect it. 
Platforms lock with yours, dropping off Collectors from 
drones t o  assassins. Harbinger regularly possesses 
these Collectors, making them more powerful foes. 
Listen for the whine of an incoming platform and then 
use your weapons and biotics t o  pick off the easiest 
:argets before the platform docks. 

1 ' ED1 s the Reaper for information. It seems 
that the Reapers -a;tie=hbilt bv other saeoies and 

ED1 suggests a plan of action. Four large tuqes 
ed the human genetic material into the Reaper. 

These tubes also support the massive structure. If, 
you can destroy the four tubes, the Reaper will fall. 
The tub,es are armored, so you must wait for the ' 
shielding on the tubes t o  lift as the aenetic material 1 

,is pumped into'the Reaper-human larva. 

After you destroy a tube, unetker Colleotor platnDrm movr~s  
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possessed Collectors oiken move into your space. ED1 patches through a signal fro&,the Illusive 
Man. Appearing in holographic f 
Man congratulates you for mak 

the technology t o  build a Reaper. He s w s  it wl 
help humanity's fight against the Reawrs as 
smooth the path for human dominanct* in the 
You must now choose t o  either follow %he lllus~ve 
Man's plans t o  

lull in the battle, 

:hooeing to destroy 
points. Saving it give 

Ybu call in for a report from the rest of tbe team. They are stih 
holding the door but need extraction. Joker and ED1 have fix& NO Wnat,you cne numan 

the Normandy and can take off soon. Direct the res+ of the* 
team back to  at, ship. &u to stay a &* more m h f . .  a> pulls itself ou tk f  the heart the 

prep the annihilation of 'this stirtion. mechanical mdnster rises above the platforn;, 



Alm Into the energy vortex swirling around the cannon t o  do Look out nor the appoermece of possessed Collectors once you 
a=- *A- mqapar under half of I ts original health. 

Don't get too close t o  the 
The Reaper w~ll slash a t  you with its glaiit unfiiiished 
Iiarid lots of sharp edges 

3tCh a possessed Collectcjr between you end the 
:aper's energv attack 
e blast. -- 

The Reaper's energy blast is devastating. Fortunately, you have 
The Collectors take a last stand t o  protect the ample warning of an impending shot, When tha whooshing sound 

Reaper. More platforms with Collector drones and of the Reaper's vortex stops, you have a h w  seconds t o  hide. 
guardians slide up t o  your position and unload their 
deadly cargo. Attack the Collectors with biotics 
since-theydo l i tt le good against the  Reaper, but I 
do not ignore the  giant m ins te r  for long.' Quickly 
dispatch the Collectors and then tu rn  your weapons 
back 

' 
3 Reaper. I 

Your heavy 
weapons 

- - will not last 
& p- . $7- - 

4 
L 

t o  conven- 
w Reaper to do the most tional weapons 

rrg. tu it. . t o  eventually 
destroy the  . 
Reaper. Anything works. Even a shotgun a t  medium 

your harrv$ m p s R I  flECYl t h  
dun 



,,,er you bury the  dead and make one last trans- j 
mission t o  the  Illusive Man, Joker hands you a small 
datapad. There's something on there tha t  draws , 
your eyes t o  the stars. 

The Reaper collapses into the center of the station 
again, but this time i t 's  not getting back up. The 
Reaper pulls the platforms down with it as i t  falls, 
threatening t o  bring you with it. You barely escape 
with y squad, making a run for the Normandy 

As you 
run for t he  
Normandy, 
Harbinger 
works t o  save 
the  station. 
It taunts 

small victory means nothing, t h a t  your species 
has overreached. Bu t  Harbinger soon finds 
itself without a direct link t o  the  Reapers. The 
Reapers, disappointed by today's failure, abandon 
the  Collectors. Harbinger is left alone in i t s  
final moments before the  blast rips through the  
station, killing all of the  Collectors. The Normandy 

E pulls back through the  Omega 4 relay, escaping 
certain doom. 

the credits roll, you resume control of the '21 
ormandy. The crew members thersurvived 

through the Omega 4 reley ere beck 
n boerd the ship. You can now complete any 

outstanding special sssignments, go on rninin~ - 
, missions, or just criasa~nne the galaxy. 
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Stopping the Collectors from helping the Reapers destroy humanity is your primary mission. However, t h  
doesn't mean you cannot take on extra assignments while zooming across the galaxy. Accepting special 

, assignments is beneficial for a number of reasons. Not only do you earn additional experience that 's critical 
j for helping you raise your squad levels and master powers, but you also earn bonuses like morality points 
1 and valuable minerals. 

There are two kinds of assignments t o  take: city assignments and N7 assignments. City assignments are 
small jobs that  you pick up and complete while visiting the hub worlds, such as Omega or Illium. These are 
easy tasks that  require minimal effort but help build Paragon and Renegade points, as well as earn credits 
and experience. N7 assignments are actual missions, not unlike those that  you undertake as part of your 
drive against the Collectors. When you accept or seek out an N7 mission, you visit a planet and drop into a 
dangerous situation. N7 assignments are worth more experience and credits than the smaller jobs you take 

/ in the cities, but don't let that  steer you away from the city assignments. 

CITY ASSIGNMENTS 
You receive many assignments while visiting the Normandy or hub worlds like the Citadel, Omega, and 
Illium. Most of these assignments are received simply by talking t o  people, but a handful begin when 
you pick up an abject, such as the lost locket. Most of these assignments involve you fetching an item 
or clearing up a misunderstanding. The rewards for completing these assignments are experience 
points and, depending on how you handle the task, morality points. If you seek an amiable solution . 

/ 

for all parties, for example, you earn Paragon points. Just  getting the job done typically results in 

I Renegade points. 

I Eqch assignment listing includes when the assignment is available upon visiting the location. Ybu will 
visit'%ome locations multiple times, such as Illium, where two loyalty missions take placa, but not every 
assignment wilt be available right away. Certain assignments might not open up until a 9 

iginator of the as- 

, . 

Available: Immediately 

Assignment Started By: Dr. Chakwas 

: Or: Chakwas served with you on the original Normandy Chakwas. She 
j When that ship was destroyed by the Collectors, the is ecstatic 

1 doctor lost a bottle of Serrice Ice handy. She had been have the 

jl saving the bottle for a special occasion. She lamdts  replacement. 

i L -  its loss, but you can rectify the situation for her the M u  can even si t  
drinking toasts 
know that  Serrice Ice Brandy is hard stuff. After 

p getting sloshed with Chakwas, you will stumble 

Go t o  the small - around the Normandy for the next,few minutes, 
hr on the unable t o  see straight. No har 

side of Anenlife's 
main floor and ' FEA Couplings 

purchase a bottle bailable: Immediately 
of brandy. . 

Assignment Staeed By: Engin 

Reward: 40 XP 

Engineer Donnelly down on the engineering deck 

! h& 



Special Ingredients 
Available: Immediately 

Couplings are Assignment Started By: Sergeant Gardner 
on sale down a t  Reward: 40 XP 

Kenn's Salvage on 
omega. Sergeant Gardner is behind the  counter in the  

Normandy's mess hall. Speak t o  the  cook about his 
needs. Gardner wishes he had bet ter  provisions 
t o  give the  crew since it is likely tha t  many of 

Take the  them will meet their end on this voyage. Gardner 
mentions tha t  there are great provisions on sale a t  
the  Citadel. The next t ime you visit the  Citadel, go 

the Normandy. t o  the  cafe on the 2 7 t h  floor of Zakera Ward and 
buy the  requested provisions. Take them back t o  
Gardner t o  complete the  assignment. 

Available: Immediately 

Assignment Started By: Batarian Bartender 
Reward: 40 XP 

work in a hub world. So, here's the  short version: 
Visit the  lower level of Afterlife and order a drink 

r ro t ,  the elcor running an emporium on from the batarian bartender. The batarian hates 
or of the market, has muscled Kenn into humans, so he poisons you. You pass out. When 

help Kenn either by speaking t o  Harrot about his 
treatment of the quarian or by giving Kenn 1,000 and either threaten him t o  make him drink his own 
credits so he can buy a t icket off Omega. I 

poison or  make a fuss so other patrons hear. 

If you make 
If vnu hela Kenn. vou aet a discount at I- some noise 

about the  
-irrra-;,4 bartend r 

serving P 
di not fear poisoned 

~ a h o t .  The elcor A,;, L, , 

n intimidation the  situation- hen-inserta'a.,b-ullec 'i'nto the 



Available: The Professor 

Assignment Started By: Mor 

Reward: 4 0  XP 

I I 
about the threats. You can listen t o  the krogan 

the  salarian tell the story of how he fought Aria for control of 
scientist tells Omega and ultimately lost. But the bottom line is, 
you he will only you need t o  tell the Patriarch t o  scram ~f he wants 
join you after t o  live. The Patriarch sees the threat as an oppor- 

the plague in the  slums has been cured. Before you tunity, though. Maybe he should stick around t o  
leave the clinic t o  place the cure in the air circu- make things hard for Aria. You can either underline 
lation systems of the  slums, Mordin mentions tha t  the  point and get the  Patriarch t o  leave, tel l him 
his assistant, Daniel, has been gone into the slums tha t  you'll take care of the Blood Pack for him, or 
for too long. Mordin is worried about him. convince him t o  go out in a blaze of glory by fighting 

Follow the  
I 

I 
the Blood Pack and die a happy krogan. 

directions ' 1 If you agree 
in the t o  take out 
walkthrough the  Blood Pack 
to find Daniel. 

~ i ~ ~ : : l d  1 . 1 L threat  for the 
Patriarch, 
essentially 

up by some 
111-tempered 1 kEirL:Eom batarians. You can decide how cnls encounter ends. krantt ,  step 
Either peacefully allow the batarians t o  leave or tnrough t t l G  Aoo. .-ading out,,,e of the lower 
blast them. If you free Daniel, he returns t o  t h  level of Afterlife. Confront the  krogan Blood Pack 
clinic. You can see him there later when you fini warriors tha t  have been sent t o  kill the  Patriarch. 
the recruitment missio 

eliver CIarapad 
The Patriarch vailable: Archangel 

Available: After Archangel or  The Professor Assignment Started By: Locating bacaoad 

Assignment Started By: Grizz in Afterlife Rewards: 40 XI? Data on N7 rniss~on 

Rewards: 4 0  XI? Data on N7 mission While undertaking the  Archangel recruitment 
This assignment is f i rs t  offered after you complete assignment, look for a datapad on a table near the 
e~ther the  Archangel or Professor recruitment f i rs t  barricade where you speak t o  Jaroth of the 
mission. Pay a viSit t o  Grizz in Afterlife. Grizz tells Eclipse mercs. The datapad reveals tha t  the mercs 
you about the  Patriarch, a krogan warlord who have Aria in their sights. Return the datapad t o  Aria 
ran Omega before Aria showed up. Apparently the  after the mission. Aria is furious tha t  the infor- 

nation slipped past her i n t e l l i o ~ ~ " ~ !  gatherers but ' 

Assignment Started By: Ish 



has a special request. He needs you t o  bring two 
shipments back t o  him on Omega. If you agree t o  
help him, he will pay you. One of the shipments is o 

second is on Illium, up in the 
both shipments and bring t h  

entrance in - 
the main area 

Available: Immediately after you have completed any other mission. 
Assignment Started By: L~ara 
Rewards: 2,000 Credits. 80 XP 

P 
on old times 

the identity of 
about her life the Observer. 

assassins on call, ready t o  strike. To help Liara. 
must go t o  the trading floor of Nos Astra and h 

n broker on Illium. five terminals t o  get snippets of data. The snipp 
the Observer, an 

her dominance on 
is dirty work. You wil 

To the left of the 

do is locate 

- terminals in 
-2 ' the transpo 

ered terminal has sens 
needs. You must locate the 
one minute or else it will go 
terminals are very close t o  
Here are the security term 

To the right of the door in 

war@+40 XP, 2,000 Credits 

Behind the we 
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inside the entrance. There is a serious problem with Blue Rose of lllilJm 
the quarian's indentured servitude contract-the Available: Immediately 
asari from Synthetic lnsights who was going t o  buy 

1 i t  is not interested. You must now convince either Assignment Started By: Asari Next t o  Memories of lllium 

the asari slaver or the Synthetic Insights rep [also in pawardsr An XP S+nre niapnlln+ 

the bar1 t o  fix the situation. You can either tw is t  the I When you visit 1 
slaver's arm t o  let the quarian go or appeal t o  the Memories 
Synthetic Insights rep's desire for some good PR. of lllium in 

Tell the rep 
tha t  buying a 
quarian slave 
and freeing 
her would look 
good [though 
slavery is legal 
on Illium, i t  is 
still seen as 

barbaric by the Citadel). She goes for it. The quarian 
i is freed from servitude. 

I 
Nos Astra, 
the  asari 
shopkeeper 
tells you she 
is having a 
real personal 

dilemma. The krogan several feet away reading 
awful poetry is her ex-boyfriend. He wants her back, 
but  she thinks the krogan is only interested in her 
for the sake of having kids. You can do one of two  
things: tel l the asari either t o  t r u s t  her boyfriend's 
words [resulting in Paragon pointsl or t o  ditch him 
[which results in Renegade pointsl. Either way, you 
get a discount a t  the shop for helping her with this 
problem. 

Medical Scans .? 
r,ii% . . . 
i ~ ~ .. Available: The Justicar Available: Immediately 

arted By: Colonist in Transportation Hub 

recognizes you 

a t  Feros when 

recruitment 

asari officers. 

with the  Bari 



cne r w r  waura 

eallv like i t  if 
you just slipped 

him the manifest. 
I t 's  a lucrative 

ansaction, but 
t also boost6 

your reputation 
as a Renegade. 

re shipping 
section of Nos 
Astra-the one 
that's always 
gabbing on his 

phone. 1 
L w G c k e t  
Available: The Prodigal 

Found 

F 

Datapad F 
Available: The Assassin 

Assiunment Started By: 

re 

iding Datapad Assignment Started By: Near Elevator - 

Rewards: 40 X F " ~  ,*!KtCl Credits Rewards: 40 XP, ! 500 Credits 

While recruiting Thane on Illium, keep an eye out 
for a datapad that  is of interest t o  somebody back 
in Nos ~ s t r a .  Follow the directions in the mission 
walkthrough t o  locate the datapad. When you ' 
return t o  Illium, seek out the talkative salarian&TrGa 
phe shipping a g a  of Nos Astra for the reward.". 

Sn Miranda's 
loyalty missio 

on Nos Astra. The asari is,War the e 

Combustion 

Assignme Starte y: h 

Tuchanka, .,Y.V 

you a-discount the mechanic 
t o  his kiosk working on the 
but only if you giant t r u  
help with the The mec 
local pyjak needs a 
problem. The combustion - 

vermin are getting into the food stocks on Tuchanka. manifold t o  make the necessary repairs co the truc 
Use the shooting range next t o  the chief scout He could make a new o n e  but that  would take'days 
and follow the strategies outlined in the Tuchanka If you offer t o  find one for him, the mechanic tells 
walkthrough section. If you complete four waves of _ you that  you might'find one outside of the city. Th 
pyjak shooting, Ratch gives you a discount a t  his combustion manifold the mechanic needs is fo -' 

shop. $: during Mordin's loyalty missinn nld Rlnnd 
Before 

Killing pyjaks 
entering the 

adds pyjak meat + hospital, 
to  tbe kiosk swipe twe 

inventory. Feed it combustion 
t o  Ratch's warren manifold 

from the 
overturned 
truck. After 

' finishing the mission, return 
give him the manifold. Assign 

* 



Available: Old Blood 

I Assignment Started By: 
b.2- . c><,,$ .'.. Reward: 40 XP -.. . h..,,k;s.La,, 

' In order t o  head out t o  the Clan Weyrloc base, 
, you must talk t o  the chief scout for clan Urdnot, 
1 who is next t o  the  pyjak shooting range. The chief 

scout mentions tha t  he recently sent a scout out 
to Weyrloc terr i tory t o  investigate the news of a I salarian scientist in the  c lans custody. However, 
that scout has since gone missing. 

I 

Follow the 
Old Blood . 
walkthrough 
t o  locate the  
missing scout. 
The scout s i ts  
in a cell, alone 
and dejected. 
Get tha t  
krogan off his feet through harassment. Convince 
him t o  go back t o  the city, which takes a l i t t le tough 
love. The missing scout roars t o  life and escapes 
the  Weyrloc base, completing the assignment. 

I Citadel 
Captain Bailey 
Available: lmmed~ately Visit the Dark 

tar bar and talk 
Assignment Started By: C-Sec Off to  the grounds- 

Entrance keeper. He says 

1 Reward: None them a m  no 
fish uo on the 



,peak to the mawh8nt of Samnis Applications. The wlus Mt 
his chit a t  the shop. 

Return t o  
the  C-Sec 
officer. Tell 
the  volus tha t  
his chit is a t  
the  shop. The 
volus seems 
disappointed 
tha t  he can 
no longer harass the  Garian. The C-Sec officer 
even tells the  quarian t h a t  he's going t o  ci te her for 
vagrancy. If you want some Paragon points, get in 
their  faces and tell them they should be ashamed of 
themselves. They both shuffle away upset bu t  duly 

N7  a s s i w w s  are much more involved than those 
you take@n in the hub worlds. These assignments 
send you crisscrossing the galaxy in search of 
trouble spots tha t  require your attention. These 
m~ssions play out much like main story missions. 
You go t o  a world, select an away team, and then 
fight your way toward the goal. When the mission 
is complete, you earn experience, credits, and any 
minerals you find along the way. 

U 
- There are two ways t o  find N7  assignments. A 

a handful of the assignments are brought t o  your 
D attention via your private terminal. These messages 
; give you the general parameters of the assignment 

and tell you where t o  s t a r t  looking. However, most 
k of the N7  missions must be found by scanning 

planets. Now, you could scan the planets one by one - m 
in search of all of t he  N7 missions, Bu t  why no t  just 
use our list of all N7 assignmancs t a  c u t  shor t  the 
detective work? 

Us- ,--. scanner to  seek out anomalies on the S U F . - - ~  of 
planets. Follow the white arrow on the scanner to  the exact 
spot of the signal. When you drop a probe on a signal source, 

you can then land your shuttle. 

Not all of the missions are available r ight away. 
Several of the N7  assignments are chained 
together. Completing one opens t h e  lead t o  anocne 
It is also important t o  open up as many clusters 
on your galaxy map as possible t o  find all of the  N7 
assignments. To open up all of the  clusters, you 
must f i rs t  buy all four s ta r  charts from Illium- 
these place the  Minos Wasteland, Hades Nexus, 
Pylos Nebula, and Shrike Abyssal on your galaxy 
map. Without these charts, you cannot see the 
clusters. Some clusters are only revealed after 
finishing up an assignment in a chain, too. 

ignment is discov 
found via a scan, 
and scan it. Assig 



I Caleston RIIL I Solveia 1 Sinmara 1 Endanaered Research Station 1 Scan I ' 
Caleston Rifl 1 Talava Taitus 1 Mining the Canyon Scan 

Crescent Nebula I Lusarn 1 Tarith I Blood Pack Communications Relay I Complete Patriarch and Deliver Datapad assignments for Aria 

1 Crescent Nebula I Zelene I Helyme I Captured Mining Facility I Scan I 
Eagle Nebula I Amun Neith I Wrecked Merchant Freighter I Scan I 

' I Eaale Nebula I Strabo I Jarrahe Station I Abandoned Research Station I Afler Neith I " I I I I 

Hades Nexus Sheol Gei Hinnom Quarian Crash Site Email or scan 

Hourglass Nebula I Faryar I Daratar I Eclipse Smuggling Depot I Scan 

Hourglass Nebula I Ploitari Zanethu Estevanico Scan 

I Minos Wasteland I Fortis I Aeauitas I Abandoned Mine I Scan I 
I Omeaa Nebula I Arinlarkan I MSV Strontium Mule I MSV Strontium Mule I Afler Joab I 

I Omega Nebula Fathar Lorek Lost Operative Email 

Pylos Nebula Dirada Canalus Anomalous Weather Detected Scan 

Pvlos Nebula Nariph MSV Broken Arrow Imminent Ship Crash Email C 
Rosetta Nebula I Enoch I Joab I Archeoloaical Dia Site I Scan I r 

The Shr~ke Abyssal Xe Cha Zada Ban Blood Pack Base Afler Tar~th 

S~gurd's Cradle Decor~s Sanctum Blue Suns Base Afler MSV Stront~um Mule 

, S~gurd's Cradle Skeps~s Frankl~n Javel~n Launch Emall 
T~tan Nebula Hask~ns Capek Hahne-Kedar Fac~l~ty Afler Jarrahe Stat~on rz* 3 kLC+:p. 

VZ: Lost 0 
systematically cut down the m 
comes through the door in the 
primarily target that  area right- 
tech attacks t o  soften the rnen-S% 

Since these are organlc targets, cryo, ~ncend~ary, o r  
shredder ammo IS esoeciallv useful. 

When you 
arrive on the 
tropical planet 
Lorek, the 
shuttle drops 
you off directly 
outside a 
potential 
Eclipse base 

i f  operations. P i ~ k  up the refined platinum from the 
:rate near the landing zone and then enter the base 
ia the door t o  the right. 

After cutting down 
This is no inch your way into 

potential down the right side of t'he roo 
Eclipse base. "After cleaning out the main room of 
The base is venture into the back room t o  empty a wall safe , - 

with with 3,750 credits and pick up 
mercs. The 
main Of 

I I 
the base is 
quickly overrun th 
ely take cover 



Use the door In the back corner of the room to 
locate another crate of plat~iium 

Unlocking the @@t@tr&gers the next wave of Eclipse Morl will keep refmshing his barrier if you do not take him 

mews. Troopers fife into the room from the back down with an unwavering series of attacks. Direct the entire 

corner. Dive behind a crate or use a pillar for cover squad to  target him so that when his barrier falls, his armor 
goes next and eventually his health. 

and shoot the'mercs before they can get too far 
in80 the room.-YQU need t o  hold them back. When 
the flow thins.* push into that  half of the room, but 

I 
w t c h  the stilltx=losed i,:- . door against the left wall. 

7 .  

Use the 

came through:-h 
t o  locate the 

' The derelict MSV 

an settlement. t o  the door 
for cover and 

ewards: 125 X 
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Posrt~or-i ~ O L I I -  sqiiad r a t e s  oil the  stalrs so  they 
are tior fir-~sic irp at t i l e  geLh If t,liey rAari fire at them 
dii-ef;tty they nave gr-eater accuracy 

I 
1 

left. There are 

Got biotics? Use 
them t o  rip the 

I geth right off 
their perches. 

Troopers, snipers, rocket troopers-they just keep 

1 filing onto the  catwalks t o  rain rounds and shells 
down on you while you at tempt t o  res tar t  the  

I 

Pick up the crate of iridium on the floor of 

stairs t o  the 

There are 
two  power and access 
couplings on the engine control panel. Hack the panel t o  res tar t  
the main floor the engines and stop the ship from crashing into 

that you you, start ing up the engines is en 
must tu rn  mission in victory. 

A quarian ship has crashed on the  surface of Gei Check the campsite for personal logs t o  determine 

night side of the  camp. 

=earah .. . C for Survi 

Hinnom, the 
scene is quiet: 
A campsite 
implies there 
are indeed 
survivors of - the crash. 



The path opens up into a clearing. I r ~ e  su~.v lvul -a  

were ravaged by varren. The quarians took down 
several varren, but the varren also got most of the 
survivors. Only one remains. Stabilize the survivor 
and then protect her from packs of incoming varren 
until a pickup shuttle arrives in just a few minutes. 

The varren 
are ruthless. 
They move into 
the clearing 
and close the 
distance fast. 
Some varren 
will attack 
you and your 
sauad while others go for the helpless quarian. If I 
the quarian is killed,-the mission ends in failure. 
Protect the quarian by killing ac i a n y  varren as you 
can from a distance. I 
Fit's d~ffm~ult t o  ktll varren up g&?gg&ph e medium- 

1 

snge weapon like an a ~ s a u ~ ~ ~ ~  d % =, Use shotguns. 1 

r Bring along a b~otrc who can lift the varren into the F : 
sir end cast them sstde l~ke playthings. 

Use incend~ary ammo t o  hit the varren w ~ t h  extra 
burn damage, or freeze them In the~r  tracks w ~ t h  

on Tarith that  also hosts a"mmunications relay. 6 Disable the qommunications tbwp p t  Blood 
Pack operatioW in the system. %ah. 

mining- opera2;ibn 



Vvnen you 
finally reach 
the base of the 
relay, look out 
for Blood Pack 
enemies. The 
Blood Pack is 
led by Salamul, 
a krogan who 

is a capable biotic. He uses Barrier t o  protect himself 
from your attacks and unleashes Warp throughout 
the battle. Salamul is brave and rushes you while his 
Blood Pack thugs fire rockets a t  you from the rear. 
Salarnul is tough enough t o  handle on his own, so take 

,,, the r o c ~ e t  
:roopers in 
the rear of 
the clearing 
so you can 
concentrate 
3n the krogar 
without 
worrying about 
a rocket in the back of the head. 

When Salamul and his minions are down, hack the 
terminal a t  the base of the tower t o  shut it down. 
This should make i t  tough for the Blood Pack t o  
coordinate i t s  operations for a while. 

/ N7: Blood Pack Base 
The Blood Pack has a weapons manufacturing plant 
on the planet Zada Ban. Taking this facility offline cross another 
would further disrupt Blood Pack operations in this rock bridge 
system. k * A ~ S F - ' '  

*"* $+ 
t o  access 

Location:  add 
Rewards: 125 E$(P, 2.000 Palladi everal merL, 

Destroy Weapons Plant 



N7: Archeological Dig Site 4 
Scans of Joab reveal that  an ar~hedlogical dig site Inside the 

- 
that has uncovered Prothean remains is under siege mine, use the 
by Blue Suns mercenaries. The Blue Suns must be crates as 
stopped so that  Prothean technolagy does not fall 

Location: Joab Suns do not 
Rewards: 1 50 XI? 500 Element Zero. 7.500 Credits concentrate . . 

Retrieve Artifact their fire on 

attention of 

top of the vamp .o 
SCOU~. AS YOU 

' pick off the &i6fd 
drop down t o  

are led by a 

I While fanntng out across the chamber, watch c 
for the explosive containers. The Blue Suns wll 
shoot them rf you stand too close. 

CAUTION 7 

* The door? a t  the 
t o  a smaller ro  

from coming up with a cohesive strategy. If 
between multiple mrgets, you can then 



A datapad 
in the room 
reveals t t  
an artifact h 
already been 
taken offworld 
on the MSV 
Strontium 
Mule. Enter 

The Blue Suns are 
led by lieutenant 
Locke. locke has 
shields, so if you 
haveanyheavy 
weapon ammo. 
use i t  t o  blast 

through them and 
expose him. 

the next room, though, t o  locate a Prothean ruin. 
Watch the video log on the ruin t o  see footage of a 
Reaper attacking a planet and wiping it off the face 
of the cosmos. This concludes the assignment. 

Ti-iere is a srat-e of elemer?c zero in tnis smalier 
i-oom. It's just oelow the larld~ng ir? the center- of the ! 

N'/: MSV Sfrantrum Mule 
The MSV Strontium Mule has gone silent-the 
crew will not answer any hails despite repeated 
tternpts. Smns, however, reveal that  the ship 

doors in this 

doors. Each winds around t o  another room of the 

Upon entering ship that  contains even more Blue Suns. Use the 

SO watch out Follow the corridor t o  the right of the MCS-77 sign t o  locate 
for rocket fire t o  streak through the air. There are another security console. This unlocks the door t o  the bridoe. 
explosive crates on the main floor, so be mindful 
about using those for cover. They make a tempting 
trap for the Blue Suns, but if you can keep them 
pinned at  the door by spreading out across the 
room and focusing all fire on their origin point,  yo^ 

3re much better off. 

- 

1 
The bridge is 

the last stand 
for the Blue IY -I 

Suns thugs on = the Strontium 
Mule. The 
mercs are led 
by Captain 
Vorhess, 

the ramps a tough merc with shields. However, even more in the next room 
locate a small dangerous is his bodyguard, who dons armor and 

s / m ~ u n s p a t m / .  has a shield up. Slam into cover and direct your 
squad t o  spread across the bridge. Take out the 
troopers first since they have no armor or shields. 
"-moving their guns f--TI the battle early will let 

.d 



a powerful Blue Suns that  
shotgun, so fell in behind 

just stick t o  your cover and lay into the mercs with you in the hold. These mercs are led by Sergeant 
medium-range weapons, such as assault rifles or&;--+:Boortis. They set up an amhush a t  the end of the 
submachine guns [the latter are very effective forK:~'~$ corridor that  you will not brea& through without 
chipping through shields). When you expose either @;taking heavy fire. Use the doorViray of the bridge as 

*% 
Vorhess or the guard, use biotics or tech attacks cover and fire on che mercs frornibiiafety. The m e k  
t o  finish them off. will expose themsetves for brief m e n t s ,  giving :;, I 

you ample chances t o  take your shokg. This is 
clocked assignment, so take your ti*. 



~ -- 

. As before, split 
I Miranda is useful on the assignment because her 

the squad t o  cover all ramps. Keep an eye on you 
teammates, though. If the mercs t ry  t o  strong-a 
one particular ramp, you will need t o  help out. 

Check ou~  e 
living quarl a t  
the bottom of the 
mom (off t o  the - 

right1 t o  locate a 
wall safe stuffed 

with credits. 

iere rs a medl-gel on the small rased platform on 

I u re left side of the room. Shoot through the fragile 
crate block~ng the ramp t o  retrieve it. 

TIP' - 
A mining 

acc~dent has I left a gaping 
hole in the 
wall of the 
mess hall. The 
Blue Suns use After the 1 

two YMlR 
mechs are 

4 that mine t o  enter the hail and launch their 

I There is ample cover in the mess hall, so S t i  

positions and train your fire on the Blue Suns tnat 
emerge from the mine. 

down, the 
Blue Suns 
have no choice i 

I Explore the 

I 
mine, picking up 
additional crates 

of iridium. 

but t o  attack k A 
t o  keep you 
from retaking 
their base. ft 
Narom. We is 
the troopers 
if you let gne 

Empty the wall safe in the wall of the transportation 
hub. 



N7: Wrecked Merchant Frei-ht-r - - Scans of the 
planet Neith 
reveal the 
wreckage of 
a merchant 
freighter. The 

8 crash was 
catastrophic; 
no survivors 

are apparent. However, the scans also show 
movement a t  the crash site. Investigate the crash 
t o  determine what happened and t o  discover the 
source of movement a t  the crash site. When you 

shut off the 
distress 
beacon, YOU r Location: Neith 

Rewards: 1 25 XP, 2,000 Platinum, 7,500 Credits 
*-+-, , 

"" hvestigate trash 
finally see 
signs of 
movement a t  
the crash site 
as indicated 
by initial scans. the site for i 

- - 
your position. You must rush t o  the shuttle t o  
escape the mech attack. However, agyou press 
back toward the shuttle drop zone, We saqgisto 
begins t o  ravage the site. The closet you gee t o  
shuttle, the more limited visibility $ecomes. Plow- 
through as many mechs as n e c d a r y  -' t o  reac&_@e 

Inspect the security 
mechs aboard the f r  
and taking the ship. You must take 
on Neith. Deactivat 

mech t o  reach 
the shuttle. Slam into cover and spread your squad 



1 
1 

I N7: Abandoned Research Station- 
The shipwreck was determined t o  be the MSV Return t o  
Corsica, a merchant freighter. The ship's last the power 
reported location was the Jarrahe Station. Inves- control room 
tigate the station t o  discover what caused the and move into 
mechs on the freighter t o  malfunction and attack the researcl 
the crew. lab. There 
Location: Jarrahe Stat ion is iridium in 

the research 
Rewards: 1 2 5  XP, 2,000 Iridium, 7 ,500  Credits lab. Use the 
Escape Jarrahe station console t o  restore power t o  the lab and then check 

The Jarrahe out the reflective armor prototyping facility on the 
Station is a floor below. 
ghost ship. There are 
The entire four terminals 
crew is dead, *.;-" a t  the desk 
killed without overlooking 
mercy. The the facility. 
station's intel- These 
ligence is on terminals 

red alert and is protecting itself from intruders. M u  adjust the 
i' must somehow thwart d e  intelligence and get off position of the 

the s ta t  armor plating panels. Each time you adjust a plate, I 
an electrical beam arcs through the facility. Adjust I 

the plates t o  bounce the beam across the facility 

3 and blast the computer in the back. You must turn 
the second plate so the beam moves between 
the two plates without any reflection t o  solve the 
puzzle. Blasting open the 
the facility unlocks engi 1 

You cannot 
shut down pipes leaking intermitt f plasma. These 
the station plasma blasts are dan 

you lose shields and h 
real trouble in here, s 

. locks t o  the .then dart through the plasma on yo'ur own. The 
j intelligence lock for the intelligence core is in the very back of 
j core. You 
j must press 

deeper into the Statio 
the central 

inal assignment 



-.mwq 'r- 
i d  

LT* 
N7: Hahne I 

Data mined from the station's i ! 
previous assignment reveals that  a virus caused the Catch the 
malfunction. The source of the virus is the Hahne- LOKl mechs 2$ 
Kedar Facility on the planet Capek. This is a mech near the 1 
factory. The facility must be shut down before it: can ramp leading 
ship any more infected mechs that  turn on humans. down t o  the I 

Location: Capek lower factory 
~~P f l oo r .  Use the 

Rewards: 125 XP, 5QQ Element Zero, 7,500 Credits 

Shut Dovim actory  
W The Hahne- 

the entrance 
t o  the factory, 

an efficisntfy down %he small 
LOKl rnechs. 

There 

dead bodies 
inside. The 

ne nexr; elgnr; rnl 
icanning planets. 

are 0 1 t  verea I 



' :;-=+ 

N7: Endangered Research Station- 
The magnetic shielding that  protects the human 
colony on Sinmara is failing. If the shielding goes 
offline, the entire colony below is vuln 

ystem so it does not overheat. 
the shields. 
Location: Sinmara 

Rewards: 125  XI? 2,000 Palladium, 7,500 Credits t o  the left. 
Access the 
control switch 

system. Once 
the coolant 
system has been activated, return t o  the switch 
and direct power t o  the shield controls. Hack the 
console t o  reactivate the shields and save the 

ation control terminal and lower the doors up 
the main platform. ~ ~ d y s t e m  must be turned 

switch in the 

;s minina orooram, it 

. . . ,,.:<.. ., 



I A t  the end of 
the mech's run, 

Beware of varren it reveals a rich 
lurking around vein of platinum. 

the mech's Recover the 
batteries. ore t o  end the 

ed Mining Facility 
3 1 

Eclipse mercenaries have taken control of the 
Eldfell-Ashland Energy Corporation mining facility on 
,Helyme. The mercenaries recently cut  the facility's 
distress beacon. 

I 

d 
*t7 4 

The shuttle 

facility. The 
are no Eclipse 
mercs waiting 

Location: Helyme 

Rewards: 125 XI? 4,uuJ Palladium, 15,000 Credits 

Investigate Eclipse Presenc, 

out for Eclipse heavies on the upper platform inside the 
facility. They attack with rockets. I 

for you a t  the 

vanguards t o  a 

Hack the locked 
door inside the 

facility t o  recover 
palladium. There 
is an additional 
crate inside the 

main facility. 

targets f i rst ,  like troopers. Thinning 
makes the Eclipse foes more manage 

Vorteon  replenish hs shiekls if left alone. Once 
yolj S'@@t in-an the merc, finish him off. Do not allcn*) 
him to -re& and h~de. , 



N7: Eclipse Smuqgling Depo r 
t Eclipse mercenaries have abandoned their ~muggling Take down 

depot on Daratar and left behind a t r io of YMlR the YMlR i mechs t o  scuttle the stolen goods rather than let mechs as fast 
I them fall into enemy hands. Cerberus would like the as you 

cargo, so destroy the heavy mechs before they can can pocket 
eliminate the crates of goods. the maximum 
Location: Daratar amount of 
Rewards: 125 XP, I80 Credits per Crate credits. I 

1 Destroy YMlR I Vlechs Bring a heavy 
weapon like m 

I The depot is missiles or 

in the ~ i o i t a r i  system. Surface scans of the-planet 
Zanethu reveal the presence of a giant shipwreck. 
The wreck bears signatures of the lost merchant 
freighter. A search of the wreck will confirm 
whether or not it is indeed the lost freighter as well 
as what brought it down. 
todon: Zanethu I 

do the most 
damage t o  
the mechs. 
However, even 

YMlR mechs more useful 

the depot. Ttte meaats pound them with miniguns 
and roclmts, dmm3ng them a t  a rate of about one 
every 30 seconds. The more crates that  remain a t  r e  is a crate of heavy weapon ammo agalnst t h e  

the end of the assignment, the more credits you 
earn fram Cerberus. 

N7: Estevan 
The freighter MSV Estevanico was lost one year ago 

Rerads:'l.25 XI? 2,000 Iridium, 7,500 Credits 
Fo l l~w ;Jnv~~stigah W r m c k m g r  ';r ' the giant 

structural I supports i n t ~  
the heart of 
the wreckage, 
collecting 
the crates 
of iridium as 
you move. The 
ship shhudd@?s* ' 
and shakes 
with greater 



ccess the mainframe ther intel on the 

You jump aboard 
I just as the wreck breaks away from ,. .  thecliff and 
tumbles into the ravine below. . i ..?;>.;y :. -.-+ . 

N7: Abandoned Mine 
The mining facility on Aequitas has g 
Something has either chased away t 
killed them. Investigate the site t o  determine what 
heppened here and .~ see . . if you can pos 
'rom spreading. F- ;.'' 
Location: ~ e ~ u i t a s '  ; :, 

% e-. 

Rewards: 125 XI? 2 . 0 0 ~  Iridium, 7,500 Credits 

I n ~ s t i g m t e  Mine 

discover Scan the  tunnel for crates of irir I .  Watch out for husks that 
immediately swarm the  crates, as they tend t o  swarm the  moment you go 

answer the for the  iridium. 1 

question 
about what - .  
happened t o  . 

,= the miners. Find out what turned these miners into %." 

husks and destroy it. it3 

Abominations make great  walking bombs as long a s  you set 
them off when they are  next t o  husks and not a squad member. 

I he mine tunnel is crowded with husks. The 
narrow passages are advantageous because they: 
let you funnel the husks right into your waiting 

- 

guns. You can create chokepoints with your squad 
members, holding a line that  the husks min@@SSly ,-<- 

I stumble right into. When getting ready tq'reload. 
j use a biotic or tech attack t o  busy the h;,&sks for 
the few seconds you cannot fire. 



ceiling, ED1 I 

I comes over 
the comm. 
She has picked 

up the signature of a large alien device. ED1 posits ' that the alien technology is what turned the miners 
ap 

-- 
into husks. Destroy the device t o  stop the husks. 
The only problem is that  until YOU do manage t o  Grab the heavy weapon ammo from the crate on the bridge 
vreck the alien device, the husks will keep pouring above the chamber. Use heavy weapons t o  drop husks on the 

into the area. They drop from the ceilings. They way t o  the artifact in the very back of the chamber. 

crawl out of the shadows. They pull themselves out 

I 
There are 

of the cracks in the walls. The husks attack from all two bombs 
anales. in the room 

with the alien 
%device that is 

I 
turning miners 
into husks. 
Destroy each 
bomb t o  bring - 
down the device. Shoot the bombs from a distance so 

If you get cornered by the husks, they can beat you 
down. Use melee attacks t o  push them back and 
carve a path out of the horde. ;? 6E5fa:: - g;jr":'tisy re&%;< * 

Use a shotgun as crowd control In close quarters 

1 
ltke th~s.  A po~nt-blank blast cleaves a husk tn half. 

; you are not injured in the blasts. If you have access t o  
Overload [through you or a squad member), use it t o  

ion 

I l on Canalus. Scans also reveal signifidant geth lore the small 
activity. Investigate the site of the geth activity t o  ock alcoves 
letermine whether or not the two incidents are 
elated. 

leading away from 
the main path 

[marked by flared 
t o  locate ram 

mineral- 

e the mists 
t o  hide frorr Rewards: 1 2 5  XP, 2 y 0 0 ~  palladium, 7 ,500  Credits 

I Disable Climate YOU, SO YOU 

Change Device must rely o r  
your HUD t c  
single out 

8 &im$s- targets. When 

&Btring you do spot 
3 

~ W c k  q ~ c i  are 
a target, use 

b > tk&iiq-ln CY~P~IW. m e n  an appropriate rneesures to 



CAUTION 

And Cerberus is quite hap 
technology in i t s  hands. 

Javelin Launc 

Once you fight your way through the geth, access 
the terminal a t  the base of the device t o  shut it 
down. The climate on Canalus will soon cleaf up. 1 

The console 

ion: Franklin missiles is on 
the far side 

five minutes 

choice: There 

bah missiles. Yw must hick one. Do you destroy the 
missile heading for the colony, saving the people but 
rendering the spaceport useless t o  the Alliance? Or 
do you allow the missile streaking toward the colony 



anks t o  the discovery of the: Itla== may=, ~ , ~ , n a n s  have been able t o  explore a great 
map much of i ts  celestial contents. As a result of such expanded horizons, new minerals have beel 
overed and harvested. These new minerals are critical for the development of upgrades via researc 

~WHE 24TH CENTURY 
15, crew of the Normandy can scout out mineral deposits on planets in many of the galaxy's clusters. Since 
Qe is of the essence for Shepard in the fight against the Reapers, knowing exactly where t o  look for the 

jfferent minerals will make upgrading technology and  researching new projects much easier. 

~ ~ i n i n e r a ~ s  on p~anT?Ts 1 exa 
sc16fcq; f6$ugh. You will not always flnd the same 
amouht of mineral on one type of planet. Nor 
till i t  be in the same area. So, use these tips il 
conjunction with the planetary database t o  get 
most out of your mining trips: e 

Every planet has a random number of low-value deposits. 
- These minerals will barely show up on your scanners. 

Pursue these minor deposits a t  your own discretion. Often, 
they will not be worth the cost of the probe. 

Expect t o  find approximately 15 deposit sites on the planet 
surface. 

Look for sites that  offer multiple minerals. You double t h 6 a  
effectiveness of your probe if you drop one on a site th: 

While there are general rules and assumptions for mineral 
dietribution, do not assume every planet of the same 
type w l  give up the same minerals. Read the description 
of  each planet before mining t o  see if the planet has any 
special properties that  might affect your mining operation. 

- 
,.,.,.. ,, ,,,. ,....., .,. ......,. ,.,. ,-- -.GO use the scan 

zo&ti& c-in research projecw wll in ove the efficiency 4f your e*pl+tid'&h 
niniw &pert-ations. Telk to  Mtrmda in her office'& unbclc the Argus Scanner i4rclay * 
~ e e b r m h  propct: complebtflg the prois& will in~yts~ee the speed nf your @ T r y  
scesiners. Talk to  Samere to  unlock the? Mel~os Thruste~ Tech research prOb%: O n c e  

I 
:omplet+, the NorTrK1ga %el cell capecity incmmses by 50% requimng fewer Wl~ng 

while you .explore zhe' !&Aaxras. - - 

..- I .  
. . ? L a  .'.,... .- 

I here are nine diff 
lesert, garden, ic 
larden, oceanlice, 
offer blanket asse 
rninino. 

ze& [eetol is found only on planets 1 

In previously Inhabited. - % <  

< \ >  



Garden 

Example: Earth, Sanctum, Talis Fia 

Element Zero: Poor 

Iridium: 15% , , ' . 
5 

Palladium: 2548' - 
Platmum: 60% 

Life-sustaining garden planets are rare in the 
galaxy. These worlds have a mixture of ocean and 
land and support both plant and animal life. Garden 
planets are one of the few planet types where 

Each planet hias a set quantlty of rnlnerals to  you can expect t o  find element zero-look t o  the 
harvest. The ntilwQl content of a planet is measured continents. The other minerals should be looked for 
in this databas& as richness. There are five levels of in mountainous areas. 
richness: rich, &ad, moderate, poor, and depleted. 
Though you shoukl a t  least orbit depleted planets t o  
add them t o  your personal database, don't waste the 
pmbes on mining them. Instead, concentrate first on 
"~'ich" and "goad" planets, which provide the largest 
bounties. Sincg minerals and element zero are such 
i&portant [and greciousl commodities, in addition t o  
nbting the ovedl  richness of the planet, these charts 

Ice Giant 
Frequency: Common 

Examples: Neptune. Tula. Alkonost 

Element Zero: None 

Iridium: 20% 

Palladium: 30% 

Platinum: 50% 

These enormous ice planets are also gas giants 
but have an atmosphere composed of water vapor, 
ammonia, and methane. Minerals on a giant.,ice 
are concentrated in smallish clusters. Look for 
noticeable features, such as massive storms, for 

&so measure the amount of each mineral and element 

the location of rich deposits. +P .A 

nts that  almost had 
mall stars but never quite 
ion process. However, 

, brown dwarfs do have 
m~nerals on a brown dwarf are 

N 

30% 

Platinum: 40% 

I I' 
gaseous planets that  are too 
me stars but yet contain many of 

the required elements, like concentrated amounts 
of hydrogen and helium. As on brown dwarfs, the 
minerals on a giant Jovian are spread out across I 

typically spread out along the bands of the planet, the colorful bands. L P I 
so look there when mining. 3 

Pegasid 
Dessert - - - _ _ - -  - rrequency: nare 

Example: Rescel, Jontan 
Clmmo-t -,snn. h l m n n  

Frequency: Very Common 
. "II Examples: Laena, Bovis Tor 

Element Zero: None 
Iridium: 30% 

Iridium: 20% Palladium: 40% ' 

Palladium: 60% Platinum: 30% 
Platinum: 20% - 

Giant Pegasids are sir - These arid planets are high-density, usually with a locked in close orbit w 
reddish-brown surface. Incredibly hot and dry, desert ,,hi, ,,,,,,, , lol 

nilar t o  Jovian giants but are 

planets are not 
rich in minerals, 

ane winds that  move from th  
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hould expect t o  find 
luite different from o Example: Anedia. Maisuth 

see their deposits along the  equator or in the  
horizontal bands. Element Zero: 

Iridium: 15% 
-.; Post-Garden lalladium: 15% 

Frequency: Rare Platinum: 70% 

Example: Helyrne. Etamis These planets are high-density, with strong m 
Element Zero: Rich cores surrounded by frozen oceans. Oceanlice 
Iridium: 30% planets can support some life, but do not expect 

Palladium: 40% t o  find element zero on them. Instead, look for the 

1 
Platinum: 4 'ineral deposits in small clusters. 

are reminders the dreadful 
requency: Very C e m o n  

amples: Moon (Lunal, Gregas, .. 
lement Zero: None 

atinum: 20% 

k planets are typically small with l i t t le t o  no 
osphere and no native life whatsoever When 

the  richest deoosits. 

in each cluster, 

I 
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Planet 

M 
Norld Type I Richne 

a 



Platinum Palladium I 
Description: With oceans covering 90 percent of Arvuna's surface, this moon of Dranen is classified as a water world. Besides i t s m ~ o u s  
sea life, Arvuna is also home to avian and mammal-like life forms on its islands. None are currently considered sapient. Arvuna idhome to 
thriving human colonies, though indigenous diseases and venomous pests similar to a horsefly cause high mortality rates. TRAVEL ADVISORY: 
Kidnapping for ransom is the number one violent crime on this planet. Please use all available security options when traveling to Arvuna. 
Population: 348,785,500; Colony Founded: 2160 CE; Capital: Asa; Orbital Distance: 2.5 AU; Orbital Period: 4.0 Earth Years (Aysur) 66 days 
(Dranen); Radius: 6,448 Km; Day Length: 29.2 Earth Hours; Atmospheric Pressure: 1.45 Earth Atmospheres; Surface Temperature: -1 1 Celsius 
(mean), 25 Celsius (equator); Surface Gravity: 1 . I  G. 

Dranen I Giant Jovian I Moderate I None I Poor I Poor I Poor 
Description: A sizable hydrogen-nitrogen gas giant just on the far side of its pale yellow star's "frost line:' Dranen is known for its spectacular 
storms. At least three persistent observable "spots"--actually cyclonic and anticyclonic storms-have lasted for over 544 years, significantly 
longer than Jupiter's Great Red Spot. The largest of these spots, the Ishna, has consistently held a diameter over three times that of Earth. 
Dranen has 44 moons. Two of them are of special interest to the Citadel Committee on Habitable Worlds. The first, Arvuna, is a life-bearing 
world that has already been colonized. The second, Alahya, is slowly being terraformed into an ammonia-based world for volus populations. 
Orbital Distance: 2.5 AU; Orbital Period: 4.0 Earth Years; Radius: 72,021 Km; Day Length: 17.1 Earth Hours; Atmospheric Pressure: 1.94 Earth 
Atmospheres. 

Shasu I Rock I Rich I None I Rich I Moderate I Moderate 
Description: Shasu is a dwarf planet that is believed to have been ejected from Agnin during a giant impact with another planet-sized body. At 
the time, Agnin had a magma ocean covering much of its surface, and the liquid rock sprayed into space, where it coalesced and cooled over 
millions of years. The theory is that during this cooling Shasu first orbited Agnin but was eventually pulled from that orbit by the gravity wells of 
other planets, primarily Dranen. Today Shasu is relatively temperate, with a light hydrogen-helium atmosphere attracting spacers who use its 
atmosphere to refuel. Its crust composition is similar to that of Agnin, as is evident in its high sulfur content. Orbital Distance: 1.4 AU; Orbital 
Period: 1.7 Earth Years; Radius: 1,454 Km; Day Length: 37.4 Earth Hours; Atmospheric Pressure: 0.34 Earth Atmospheres; Surface Temperature: 
23 Celsius; Surface Gravity: 0.1 G 

Shir I Rock I Rich I None I Rich I Moderate I Rich 
Description: A remote rock planet capped in ice, Shir has been exploited by Arvunan corporations for its minerals. Home to gold ore, which 
is used in spaceship shielding as well as jewelry, and to cobalt deposits used in high-tensile alloys, Shir shows no signs of being exhausted 
anytime soon. A light gravity helps keep the planetary exportation process cheap. Orbital Distance: 20.0 AU; Orbital Period: 89.7 Earth Years; 
Radius: 4,900 Km; Day Length: 31.0 Earth Hours; Atmospheric Pressure: Trace; Surface Temperature: -185 Celsius; Surface Gravity: 0.7 G. 

Tamgauta I Desert I Good I None I Poor I Moderate I Rich 
Description: The outermost planet of the Aysur system, Tamgauta is remote and largely unexplored. Its carbon dioxide atmosphere has long 
since frozen into fields of dry ice. Orbital Distance: 42.2 AU; Orbital Period: 275.1 Earth Years; Radius: 3,354 Km; Day Length: 64.8 Earth Hours; 
Atmospheric Pressure: Trace; Surface Temperature: -216 Celsius; Surface Gravity: 0.2 G. 

stellar location. In a rare phenomenon it is near enough to its red dwarf star to be within the life zone, though its massive size prevents the tidal 
lock that usually occurs at such a range. While nothing could survive on the surface of a planet with such crushing gravity, Cernunnos's moon, 
Caleston, is habitable. Cernunnos is skimmed for its abundant hydrogen, and refineries on Caleston process it into a metastable metallic form for 



Partholon I Oceanllce I Rich I None I Poor I nlcn I  oder rare 

Description: A large planet composed of ice surrounding a rocky core, Partholon retains trace gases of nitrogen and carbon monoxide. Its 
crushing gravity makes for an inhospitable stay and makes most mining unfeasible. However, its orbit's proximity to the mass relay in the system I 
means space travelers will for the next few years use it for a gravitational slingshot to add speed on their way to and from Caleston. Orbital 
Distance: 11.2 AU; Orbital Period: 68.6 Earth Years; Radius: 11,921 Km; Day Length: 28.2 Earth Hours; Atmospheric Pressure: Trace; Surface 
Temperature: -236 Celsius; Surface Gravity: 6.6 G. 

atinurn Pal 

Description: Surtur's moon Sinmara has been used for many generations to monitor its parent star Solveig. It has no atmosphere to interfere with 
solar observational equipment, which is critical at this juncture; the star recently showed signs of erupting prematurely into a red giant. In prepa- 
ration for the day when the critical warning goes out the extranet channel from Sinmara's research station is given top priority throughout the 

[ comm buoys in the system. The chances of such a signal being received over the sun's magnetic interference at that time is low, but relegating it 

Rirhnn PI: 

to a lower channel prwed politically untenable. Colony Founded: 2044 CE; Population: 135; Largest Habitat: Trundholm. I 
Surtur I Desert I Rich I None I Poor I Poor I Rich 

Description: Surtur is a small but dense desert planet close to its parent star. All but traces of its nitrogen-carbon monoxide atmosphere have 
burned away, leaving it cooler than similar planets in other systems, Robo-mining has proved lucrative as it has developed significant deposits of 
beryllium and palladium. Orbi i l  Distance: 0.7 AU; Orbital Period: 0.6 Earth Years; Radius: 4,433 Km; Day Length: 65.0 Earth Hours; Atmospheric 
Pressure: Trace; Surface Temperature: 126 Celsius; Surface Gravity: 0.8 G. 

Thrivaldi I Giant Jovian I Poor I None I Poor I Moderate I Poor 

Description: The refueling stations of hydrogen-helium gas giant Thrivaldi provide helium9 for commercial spacecraft visiting the system. It 
has nine known moons and many smaller bodies in its rings. TRAVEL ADVISORY: Recent attacks by pirates have targeted Thrivaldi's refueling 
stations. Authorities list the perpetrators as "at large." Travel is not recommended. Orbital Distance: 1.5 AU; Orbital Period: 1.8 Earth Years; 

I ( Radius: 35.957 Km; Day Length: 11 .O Earth Hours. 

Poor I poor I - - I Description: A large rock planet orbiting all r-clasr ria, ~ ~ I W I ~ S  is ~U~IIIIIGIGU L I ~  

silicates and of little value. Travel is not advised. Orbital Distance: 0.5 AU; Orbital 
11, ~ieavy grav~~y, 
0.3 Earth Years; 

~ I IU  ia~tonic activity. Its crust is mostly 
; Radius: 8,945 Km; Day Length: 65.1 

I~UI~LIU 

Period: 
Earth Hours; Atmospheric Pressure: Trace Surface Temperature: 549 Celsius; Surface Gravity: 2.8 G. 

Kaushus I Rock I Good I None I Rich I Moderate I Moderate 

Description: Home to the spectacular Infinity Caldera, Kaushus is a young planet with extreme tectonic and volcanic activity. It has nine super- 
volcanoes that can throw out at least 1,000 cubic kilometers of dense rock equivalents each, and Kaushus's activity has put its atmosphere in 
a state of shroud. It will likely suffer from global dimming for at least the next 10 years. Though much of the surface is no more dangerous 
many other inner-ring planets, this extreme tectonic activity has given Kaushus a bad reputation and discouraged all resource exploitation. 
Orbital Distance: 1.2 AU; Orbital Period: 1.0 Earth Years; Radius: 6,212 Km; Day Length: 42.6 Earth Hours; Atmospheric Pressure: Trace; Surface 

Description: A small hot rock with few resources, Maitrum is used by the turian armed forces for its maximum security prison and interrogatio~ 
centers. The temperatures are high enough to prevent any escape without an environmental suit but low enough that construction of additiona. 
buildings will not be hindered. Over 500,000 prisoners are detained on Maitrum, only a handful of which have ever managed even a temporary 
escape. A small supply economy and prefab habitats support the prison staff who usually work only for two-year tours of duty before they are 
rotated out to less stressful positions. Orbital Distance: 2.8 AU; Orbital Period: 3.6 Earth Years; Radius: 4,642 Km; Atmospheric Pressure: Trace; 
Surface Tem~erature: 74 Celsius: Surface Gravitv: 0.4 G. 



let World 

zation. There are intermittent signalsoriginating in the heart of a large chlorine swamp. They appear to be coded, though it is not impossible that 
they are garbled distneas signals froma downed civilian ship. Orbital Distance: 7.8 AU; Orbital Period: 16.7 Earth Years; Radius: 5,677 Km; Day 
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I 
Beregale I Rich I None I Moderate I Rich 

Description: While not a classical "hothouse" world like Venus, Beregale is scarcely more hospitable. In addition to being closest to the star 
Tasale, its core contains many radioactives and other heavy elements. These increase the heat of the planets and drive volcanism. Beregale's 
crust is too rigid for plate tectonics to function, and the planet will go through cycles in which the pressure builds to a massive super-volcanic 
eruption. These spew ejecta over thousands of kilometers, leave caldera a hundred kilometers across, and spew enough molten material to 
repave entire continents. The last such event was 812,000 years ago; the current rate of outgassing from volcanic hot spots suggests another will 
occur within the next 10 millennia. Orbital Distance: 0.6 AU; Orbital Period: 0.5 Earth Years; Radius: 10,640 Km; Day Length: 45.7 Earth Hours; 
Atmospheric Pressure: 2.0 Earth Atmospheres; Surface Temperature: 232 Celsius; Surface Gravity: 2.1 G. 

lllium I Not Minable I - I - 1 - I - I - 
Description: lllium is a classic garden world developed to serve as entrepot between the Terminus Systems and the Asari Republics. To abet this 
trade the normally stringent customs laws of Council space on product-safety-proscribed materials and sapient trafficking are relaxed. Officially, 
lllium is not an asari world; it is colonized and operated by asari corporate interests This gives it the same legal latitude enjoyed by the human 
corporate research enclaves of Novena. lllium is one of the youngest asari colonies settled during the 7th Expansion Wave. The first child born on 
the world is only now reaching her middle age. The world is hot and massive; ground settlement is only possible at the higher polar latitudes In 
more equatorial locations the population is housed in amlogy skyscrapers to escape the heat of the surface. Colony Founded: 1617; Population 
(Surface): 84,900,000; Population (L4 and L5 stations): 80,300; Capital: Nos Astra; Orbii l Distance: 1.3 AU; Orbiil Period: 1.5 Earth Years; Radius: 

17,431 Krn; Day Length: 25 Earth Hours; Atmospheric Pressure: 1.15 Earth Atmospheres; Surface Temperature: 63 Celsius; Surface Gravity: 1.2 G. 

Norld T v ~ e  I Richness 

I Epho Desert Rich i Merate 
Description: Epho is a rocky world with an atmosphere of oxygen and carbon dioxide. There are large craters scattered across its surface, 
obviously from hypervelocity kinetic impactors. Stretching between these locations are the shattered remains of magnetic levitation rail line 
which strongly suggests that the craters represent the former locations of arthenni mining outposts or other settlements The equatorial reg,,, 
contains an extensive network of canyons formed by the planet's abundant liquid water. TRAVEL ADVISORY: Epho's atmosphere is approxi- 
mately 41 percent carbon dioxide at sea level. This is four to six times the level necessary to render most species unconscious within a feu 
minutes of breathing it. Breathing masks must be worn at all times when on the surface of Epho. Orbital Distance: 1.56 AU; Orbital Period: ,.,, 
Earth Years; Radius: 8,031 Km; Day Length: 70 Earth Hours; Atmospheric Pressure: 0.98 Earth Atmospheres; Surface Temperature: -41 Celsius 

Description: Gaelon is surrounded by an extensive ring system. The inner rings are composed of pulverized nano-manufactured carbon 
materials thought to be the remains of an arthenni helium9 mining infrastructure. The few pieces of larger debris found indicate a materials 
technology at least equal to the current galactic state of the art. The outer rings consist of ice, silicate dust, and the odd bit of rock. Analysis of 
the debris often shows shock damage and evidence of rapid heating. Some para-historical theorists insist that the outer rings represent debris 
from a moon or moons destroyed by mass accelerator bombardment. This has been rejected by every reputable xenoarchaeologist; while it is 
theoretically possible to destroy a small moon utterly with dreadnought bombardment, no species sees a compelling reason to do so. Orbital 

Description: Hdyrne is a post+rden world that once enjoyed an EarMike oxygen-nhgen atmosphere. It is still blessed with plentiful water but a 1 
generally cold climate (and extreme seasonal s h i i  courtesy of a 38degree axial tilt). Helyme is thought to be the homeworld of the arthenni, a space 
faring species that disappeared approximately 300,000 years ago. Precisely what happened to Helyme is still under debate. A appears a global extinction 
ocwrred, wiping out all native animal life forms more complex than zooplankton. Plant forms were not affected, but the lack of oxygekbreathing life caused 
oxygenation of the atmosphere. Plant lii was reduced after lightning storms ignited global wildfires The leading theory for Helyme's devastation is an 
outd-conbol biological weapon. For this reason landing is strictly prohibited. The corporations of lllium have emdaced a netwotk of warantine sa td l i i  



Norld T Y D ~  Platinum 1: Palladium 
I Rich I None I Rich 1 -  Poor I Moderate 

Description: Tidally locked to the star Zelene, Nepyma has the expected "hot pole* and "cold pole." Along the terminator is a thin band of nearly 
habitable terrain. Unfortunately, the local biosphere is based on a chlorinated oxygen atmosphere. It is not sophisticated, but it has proven highly 
dangerous. The asari surveyor Verallas landed on Nepyma in 1684 to study the local ecology. Unbeknownst to the crew, a handful of native 
chlorine-fixing microbes passed through biohazard screening and entered the ship. The Verallas returned to the port of Nos Parnalo on Illium, 
where the Nepyman microbes escaped into a temperate environment with plentiful unused chorine. The microbes devoured the chlorides in the 
earth; as metabolic byproducts they produced toxic polychlorinated biphenyls (PCBs). By the time the infestation was contained an area of nearlg 
30 square kilometers had been effectively turned into a toxic waste dump. Nos Parnalo had to be abandoned, accelerating the development of 
Nos Astra. Orbital Distance: 0.8 AU; Orbital Period: 0.8 Earth Years; Radius: 4,456 Km; Day Length: 40.4 Earth Hours; Atmospheric Pressure: 
0.55 Earth Atmospheres; Surface Temperature: 32 Celsius; Surface Gravity: 0.57 G. 

Plane World Type Palladium 7 

at the planet's L5 Lagrange point. Orbital Distance: 

camps during the Anhur Rebellions, generating raw materials for the war. When the slaves were finally liberated by Eclipse the mercenaries 
found abysmal conditions, including whole camps that lacked mass effect fields to keep the gravity at habitable levels. The widespread bale 
loss among the slaves was part of their masters' final degredation-it would cripple them if they ever left for a standard-gravity world. The pli! 
of the slaves soon garnered galactic media attention, and several charities sprang up to pay for their physical therapy and find them gainful 
employment. Eclipse mercenaries, normally reviled for their cutthroat tactics and criminal employees, found themselves painted as heroes. The 
mercenary company still retains an office on Sobek's moon Heqet, out of nostalgia as much as a business strategy. Orbital Distance: 0.8 AU; 

Platinum Pallac 



Korlus I Not Minable 1 - I - I - I - I - 
Description: A garbage scow with a climate was how one Citadel Council member described Korlus at the turn of the century, and ever since 
then the ~orlus-~ouriit Bureau has been attempting to re-brand their planet. It hasn't worked--though they have tried calling it "the recycling 
center of the galaxy," corruption scandals and a staggering murder rate ensure that Korlus's image is permanently stained. Korlus's biggest 
business is the recycling of decommissioned or junked spacecraft into their component parts. While the invention of omni-gel has made this 
process significantly cleaner it is still a dirty business that chokes Korlus's sky with smog and fills its ports with megatons of scrap. A shady 
hospitality industry and a scavenger underclass round out the spectacle of urban decay. TRAVEL ADVISORY: Korlus ranks second in murder 
per capita in the Terminus Systems and first in offworlder murder. Civilian traffic is encouraged to employ security professionals when visiting. 
Population: 3,800,000,000 (est.); Colony Founded: 1781 CE; Capital: Choquo (disputed); Orbital Distance: 1.3 AU; Orbital Period: 1.5 Earth Years; 
Radius: 6,850 Km; Day Length: 28.9 Earth Hours; Atmospheric Pressure: 1.5 Earth Atmospheres; Surface Temperature: 28 Celsius; Surface 
Gravity: 1.3 G. 

Osalri I Brown Dwarf I Moderate I None I Poor I Moderate I Moderate 
Description: Osalri (which means "fire maiden") is a boiling hot dwarf planet close to the G-class star Imir. Too hot for lucrative exploitation, its 
onlv satellites are defunct solar arrays destroyed by pirates long ago. Orbital Distance: 0.6 AU; Orbital Period: 0.5 Earth Years; Radius: 2,622 Km: 
~ a ;  Length: 33.4 Earth Hours; ~ t m i ~ s h e r i c  ~ress&e: 1.86 ~ a G h  Atmospheres; Surface Temperature: 229 Celsius; Surface Gravity: 0.1 G. 

Quodis I Giant Jovian I Moderate I None I Poor I Moderate I Poor I 
Description: A hydrogen-helium gas giant, Quodis is used by countless spaceships to discharge their drive cores after coming into the system. 
Commercial vessels restock on their supplies of helium3 from one of its many orbital platforms. TRAVEL ADVISORY: Piracy at helium9 I 
refueling stations is common in the lmir system. Visitors are encouraged to use the escorts provided by the Korlus Security Fleet to and from the 

i system's mass relay. To prevent escort fraud always ask for identification from the escort ships and compare them to those found on the Korlus 
Security Fleet's extranet sites. Orbital Distance: 5.0 AU; Orbital Period: 11.2 Earth Years; Radius: 48,918 Km; Day Length: 13.3 Earth Hours. 

Planet World 

' ? 

Flett I Desert I Rich I None I Moderate I Rich I 

Description: Uninhabitable by most species, Flett is home to the Blood Pack's vorcha training and breeding grounds. The thick atmosphere is 
nearly all nitrogen and lacks oxygen, which poses no hazard to the vorcha. Needing little but imports of f w d  and water, vorcha mercenaries and 
mercenaries-to-be train religiously to overpower and kill whoever the company is at war with this time. TRAVEL ADVISORY: Flett's spaceports are 
wholly owned subsidiaries of the Blood Pack mercenary company, a corporation undergoing numerous criminal investigations for capital crimes 

r Civilian traffic to Flett is strongly discouraged. Orbital Distance: 1.2 AU; Orbital Period: 1.5 Earth Years; Radius: 5,623 Km; Day Length: 48.2 Earth 

well within the "frost line" where gas giants usually do not form, leading astronomers to believe that its orb% used to be farther from the star. If so 
this would indicate a seriously unstable orbit, and the planet may plunge into its star within a few million years. Orbital Distance: 0.3 AU; Orbital 

not advised. Orbital Distance: 0.6 AU; Orbital Period: 0.5 Earth Years; Radius: 5,999 Km; Day Length: 30.1 Earth Hours; Atmospheric Pressure: 
m~race ;  Surface Temperature: 56 Celsius; Surface Gravity: 0.9 G. I ., 
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Rock I Rich I None I Rich I Poor I Poor 
I 
I 

atmosphere of carbon dioxide and methane that 
re too high to bother. Orbital Distance: 0.7 AU; 
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a 
Haestrom I - I - I - I - 

I 
Description: Formerly a quarian colony, Haestrom was established to observe the phenomena on Dholen, the system's parent star. ~ h o l n  
appeared to be unstable, with a high possibility of erupting prematurely into a red giant. Haestrom was lost to the geth in 1896 CE. Soon after, 
all communication from the planet and its attendant space stations ceased. The geth have shown no signs of treating Dholen as a threat over 
the past three centuries, other than establishing several space stations near it. Dholen's magnetic eruptions and solar output overwhelm most 
communications near it, and it is unclear how the geth have compensated. Today spy probe scans indicate extensive orbital construction around 

1 Haestrom, housing thousands of geth platforms and an unknown number of geth software "minds." It is not known how many geth are on the 
planet's surface: Spy probes face interference from Dholen, making remote scanning difficult. Resource estimations based on geth mining, 
refining, and fabricating practices suggest that the planet has at least 20 more years of use before it is exhausted. Intelligence experts speculate 

I that the geth have not exploited all of their resources because they wish to keep some in reserve for repairs. TRAVEL ADVISORY: Haestrom is a 
geth stronghold. Military spy drones using cutting-edge stealth technology are the only vehicles that have returned unharmed from geth space. 
All civilian traffic is prohibited. Orbital Distance: 6.3 AU; Orbital Period: 15.8 Earth Years; Radius: 6,721 Km; Day Length: 18.5 Earth Hours; 
Atmospheric Pressure: 0.0 Earth Atmospheres; Surface Temperature: -107 Celsius; Surface Gravity: 1.2 G. 

Planet World T Palladium 
Ammut I Giant Jovian I Moderate I None Poor Moderate I Poor 

Description: Ammut is an enormous hydrogen-helium giant with a mass approximately nine times that of Jupiter and nearly 2,900 times that of 
Earth. Despite massive pressure its core has failed to ignite in a fusion reaction, qualifying it as a failed star. It is believed to have captured all 
other planet-sized bodies in the solar system as moons or in impact events leading to its name, which means "Devourer." Unintimidated by this 
phenomena, the geth have colonized many of Ammut's moons and skim the hydrogen from Ammut's upper atmosphere. TRAVEL ADVISORY: 
Arnmut is in geth space. All civilian traffic is prohibited. Orbital Distance: 102.1 AU; Orbital Period: 1036.0 Earth Years; Radius: 92,430 Km; Day 
Length: 12.2 Earth Hours. - 



I Planet 'r World Tvac Palladiun 

Description: Another near-Earth-sized rock planet without much atmosphere to speak of, Dobrovolski is home to Altai Mineral Works, a local 
extraction company noted for its success in eezo refining. The planet itself provides aluminum for local fabricators, which are churning out 
habitats at an astonishing rate for a system that has no garden planets. With its ore supply coming all the way from the Sheol system Dobrovolski 
is held up as the proof of the miner's cliche: "Where there's eezo there's an economy." Orbital Distance: 2.3 AU; Orbital Period: 3.5 Earth Years; 
Radius: 6,972 Km; Day Length: 59.1 Earth Hours; Atmospheric Pressure: 0.21 Earth Atmospheres; Surface Temperature: -46 Celsius; Surface 
Gravitv: 0.9 G. 

Komarov I Rock I Rich I None I Rich I Poor I Poor 
Description: First charted by the asari but colonized by humans, the Pamyat system is home to Komarov, an Earth-sized body near the star. It hat 
little atmosphere to speak of, but this has not stopped exploration by robo-miners, who have recovered iridium from the planet's crust. Orbital 
Distance: 1.0 AU: Orbital Period: 1.0 Earth Years: Radius: 6,861 Km: Dav Lennth: 39.6 Earth Hours; Atmos~here: Trace; Surface Tem~erature: 55 - -  - 
Celsius: surface ~ravitv:  1.3 G. 

1 
--- 

None I Moderate I Rich 1 Moderate 

Description: ~ G c k  encased in frozen oceans, Patsayev is notable for the largest written message ever created by a human being. Andrei 
Kobzar, a disgruntled miner whose fortunes were spent prospecting for eezo, used the mass accelerator cannon of a local mercenary group's 
A-61 Mantis gunship to carve a 208-kilometer-long message in the ice saying "Zdes' nichego net," which is Russian for "There's nothing here." 
The message can easily be seen from space. Ironically, the message itself, intended to discourage future colonists, now draws small tourist 
crowds. Orbital Distance: 4.2 AU; Orbital Period: 8.6 Earth Years; Radius: 6,351 Km; Day Length: 18.9 Earth Hours; Atmospheric Pressure: Trace; 
Surface Tem~erature: -118 Celsius: Surface Gravitv: 1.0 G. 

Vol kov I Rock I Rich I None I Rich I Poor I Poor 
Description: A dwarf planet, Volkov has a thick atmosphere of nitrogen and krypton. Home to a thriving iridium mining community, Volkov has 
a reputation that is summed up as "rich but dangerous." Pirates often lurk behind Volkov's two moonlets, Zenevieva and Alena, and uipple 
freighters leaving the atmosphere. To make matters worse, Volkov sits in the Chazov Belt, a field of asteroids and other small bodies that leads 
to frequent meteor strikes on the planet. Meteor-related casualties remain rare, but on Volkov the chances of such a death are high enough that 
they are factored into insurance premiums. Population: 3,800; Orbital Distance: 8.5 AU; Orbital Period: 24.8 Earth Years; Radius: 1,705 Km; Day 

-. Lerrath: 68.2 Farth Hours; Atmospheric Pressure: 3.75 Earth Atmospheres; Surface Temperature: -59 Celsius; Surface Gravity: 0.1 G. I 

out between miners and scientists staking claims to Prothean ruins. Visitors are advised to employ security while exploring unknown regions 
Earth Years; ~adius: 2,379 ~ m ;  Day ~ength: 0.8 Earth years; 

1.1-1 '-'-:us (nonhabitable); Surface GI y: 0.1 G. 

I I I Rich None Moderate Poor Ri 
Description: A terrestrial world of average size, Cantra has an atmosphere composed of nitrogen and argon. Its frozen surface is mainly 
composed of tin with deposits of calcium. Aside from some spectacular formations of ice at the poles the planet has little to recommend it. 
Orbital Distance: 14.3 AU; Orbital Period: 60.6 Earth Years; Radius: W71 Km; Day Length: 66.7 Earth Hours; Atmospheric Pressure: 0.83 Earth 
Atmospheres; Surface Temperature: -175 Celsius; Surface Gravity: 0.7 G. 

Klendagon I Desert I Rich I None I Moderate I Moderate I Rich 
Description: Klendagon is an arid terrestrial planet slightly larger than Earth but with a lower density that reflects its relative lack of heavier 
elements. The crust is composed of tin and aluminum with wide deserts of dust-fine sand that are easily stirred by the wind. Klendagon's most 
striking feature is the Great Rift valley, which stretches across the southern hemisphere. What is most fascinating about the Rift is that it does n 
appear to be natural. The geological record suggests it is the result of a "glancing blown by a mass accelerator round of unimaginable destructii 
power. This occurred some 37 million years ago. Orbital Period: 2.3 Earth Years; Radius: 7,377 Km; Day Length: 53.6 Earth Hours; Atmospheric 
Pressure: 0.64 Earth Atmosoheres: Surface Temoerature: -53 Celsius: Surface Gravitv: 0.88 G. 

I Tamahera I Desert I Rich I None I Moderate I Moderate I Rich 



Planer 

I Giant Ice I Moderate I None I Poor I Moderate I Poor 
Description: Tharopto is a typical ice gas giant with traces of chlorine and sulphur in its atmosphere. It has over 100 moons and an extensive ring 
system composed of pulverized rock, presumably the debris from shattered moons. Orbital Distance: 29.4 AU; Orbital Period: 128.2 Earth Years; 
Radius: 68.714 Km: Dav Lenath: 17.5 Earth Hours. 

I Planet Worl~ I 
1 I Hebat I Giant Ice I Moderate I None I Poor I Moderate I Moderate 1 

ladium - 
Description: Hebat is a methane-ammonia ice giant. When Heavy Metals Exomining of China won the bidding rights to develop the moon of 
Presrop in the Century system it began by establishing a helium-3 refueling facility on Hebat. The station completed this year is considered a 
model facility by the executives of the state-run company. Though the station produces more than enough fuel to supply the HMEC ships running 
to and from Century, it has a crew of only a dozen for maintenance and oversight. Nearly all the day-to-day operations are automated. Orbital 
Distance: 1.35 AU; Orbital Period: 2.9 Earth Years; Radius: 36,257 Km; Day Length: 17.1 Earth Hours. 

I Teshub I Giant Jovian I Moderate I None I Poor I Moderate I Poor 

Description: The first and larger of the two gas giants in the Hawking Eta gateway system, Teshub is composed mainly of hydrogen and helium. 
The brown and orange coloration in its upper cloud decks is caused by the upwelling of sulfur from lower levels of the atmosphere. Orbital 
Distance: 0.9 AU: Orbii l  Period: 1.6 Earth Years: Radius: 63.568 Km: Dav Lenath: 16.6 Earth Hours. 

high pressure the marks of orbital bombardment strikes are unmistakable. It is generally accepted among academics that whoever hailed from or 
settled Schwarzschild's second planet, Etamis, must have had outposts on Atahil as well. Orbital Distance: 0.9 AU; Orbital Period: 1 Earth Year; 
Radius: 5,230 Km; Day Length: 28.8 Earth Hours; Atmospheric Pressure: 62 Earth Atmospheres; Surface Temperature: 348 Celsius; Surface 

but saturation bombardment 
ogists have found little of 

Description: Rihali is a typical hydrogen-helium gas giant. It is notable because none of its moons is larger than 12 kilometers in diameter, a rare 
trait among the charted gas giants of the galaxy. Orbital Distance: 6.34 AU; Orbital Period: 17.9 Earth Years; Radius: 70,778 Km; Day Length: 

*Earth Hours. 

World Type 

large ancient volcanoes release wide-ranging flows of molten silicate. Orbital Distance: 2,323,500 Km (from Mnemosyne); Orbital Period: 16.4 
Earth Days; Radius: 5,663 Krn; Day Length: 16.4 Earth Days; Atmospheric Pressure: 0.58 Earth Atmospheres; Surface Temperature: 31 Celsius; 



. Wnrld Tvnr 

smosyne I Brown Dwarf I Moderate I None I Poor I Moderate I Mode 
Description: Mnemosyne is a brown dwarf of approximately 37 Jupiter-masses. It is young enough that some nuclear fusion still occurs within its 
depths. It is luminous and radiates more heat than it receives from the star, Thorne, with an atmospheric temperature in excess of 1,800 degrees 
Kelvin (1,500 degrees Celsius). Early probes of Thorne showed evidence of a minor gravitic anomaly in the northern hemisphere. This area of 
unexpectedly low mass did not move with the prevailing wind patterns. While an investigation was planned by the Besaral Institute of Planetary 
Science, the school ultimately sent an expedition to study the famed "deep anomalies" of the gas giant Ploba instead. Orbital Distance: 0.81 AU; 
Orbital Period: 0.8 Earth Years; Radius: 72,541 Km; Day Length: 18.7 Earth Hours. 

Hourglass Nebula 

I Planet World Typt latir alladium 

Alingon I Desert I Rich I None I Moderate I Moderate I Rich 
Description: Alingon (which means "deceptive") was so named by salarian scouts because as their probes landed on the planet their instruments 
started going awry. This turned out to be due to the high concentration of magnetically active periclase (magnesia) in the core and crust of the 
planet. This interferes with scans and broadcasts, which has given rise to countless spacer stories of pirates lying in wait in Alingon's magne- 
tosphere or crashed ships with untold fortunes stranded on the surface. In reality, any pirates would have a hard time locating prey amid all the 
interference and would live lives cut off from the rest of the galaxy because the magnetosphere kills extraplanetary communication. Alingon's 
other natural features are a thin atmosphere of carbon dioxide, spectacular dry ice formations, and xenon gas, which can be skimmed from the 
upper atmosphere and used in ion thrusters. Orbital Distance: 10.1 AU; Orbital Period: 31.7 Earth Years; Radius: 3,085 Km; Day Length: 56.3 
Earth Hours; Atmospheric Pressure: 0.04 Earth Atmospheres; Surface Temperature: -166 Celsius; Surface Gravity: 0.5 G. 

Antictra I Rock I Rich I None I Rich I Poor I Moderate 
Description: Antictra (which means "fused metal") is so named because of its spectacular craters. A planet high in various grades of iron oxide, 
Antictra is regularly pummeled by loose asteroids in the nearby belt between it and Wenrum. The iron melted and fused by the incoming meteors 
makes for spectacular landscape shots that look alien no matter what part of the galaxy you may be from. However, due to frequent meteor 
impacts exploration is considered highly dangerous even to those with advanced kinetic barriers. Orbital Distance: 12.3 AU; Orbital Period: 43.3 
Earth Years; Radius: 5,658 Km; Day Length: 21.1 Earth Hours; Atmospheric Pressure: 0 Earth Atmospheres; Surface Temperature: -180 Celsius; 

Description: Nephros (which means "restless sleep") is a relatively small hydrogen-nitrogen gas giant. Its atmosphere is home to spectacular 
winds of up to 350 kilometerslhour and electrical storms up to 700 times the power of those on Earth, which indicate that its hydrogen clouds 
contain moderate amounts of water vapor. Orbital Distance: 7.5 AU; Orbital Period: 20.6 Earth Years; Radius: 44,750 Krn; Day Length: 11.9 Earth 
Hours. 

Quarem I Rock I Rich I None I Rich I Moderate I Poor 
Description: A scorchingly hot planet close to its parent star, Quarem was bombarded by comets and asteroids during its earliest geological 
periods. As the solar system stabilized, these occurences leveled off until the planet became geologically inactive. Its nitrogen and helium 
atmosphere is extremely thick due to heavy metals making the planet's core very dense. Unfortunately, these metals are deep below the 
crust making mining impractical. Orbital Distance: 0.2 AU; Orbital Period: 0.1 Earth Years; Radius: 3,137 Km; Day Length: 53-1 Earth Hours; 
Atmospheric Pressure: 2.22 Earth Atmospheres; Surface Temperature: 558 Celsius; Surface Gravity: 3.5 G. 

Tunfigel I Desert I Rich I None I Moderate I Moderate I Rich 
Description: First charted by the salarians, Tunfigel (which means "hard heart") is noted for its platinum and uranium deposits, making robo- 

AU; Orbital Period: 40.6 Earth Years; Radius: 1,574 Km; Day Length: 59.3 Earth Hours; Atmospheric Pressure: 0 Earth Atmospheres; Surface 



Aganju I I Good I None I Moderate 1 Moderate I Rich 

Description: Aganju is an extremely large rock planet with a thin atmosphere of hydrogen and carbon monoxide. Abundant in both copper and 
platinum, the crust has been scanned by mining bots from Erinle, but the specialized equipment to work in Aganju's heavy gravity (more than 5 
Gs) has created prohibitive costs, and so Aganju is largely unexploited. Orbital Distance: 3.2 AU; Orbital Period: 5.7 Earth Years; Radius: 10;008 
Km; Day Length: 23.3 Earth Hours; Atmospheric Pressure: 0.02 Earth Atmospheres; Surface Temperature: -93 Celsius; Surface Gravity: 5.3 G. 

I 
Erinle I Garden I Good I Rich I Poor I Rich I Moderate 

Description: Erinle is a garden world in its last stages of habitability. While its soil still supports agriculture, its animal biodiversity has fallen to 
record lows, and the most successful remaining life forms are toxic blue-green algae and insect-like pest species. A large salarian colony is trying 

I to restore biodiversity to the planet, but setbacks are a fact of life. Mineral and fuel mining remains lucrative, however, and Erinle has a thriving 
spaceport that refuels many ships passing into the Terminus Systems. Orbital Distance: 0.95 AU; Orbital Period: 0.9 Earth Years; Radius: 6,711 
Km: Dav Lenath: 32.4 Earth Hours: Atmos~heric Pressure: 1.1 Earth Atmos~heres: Surface TemDerature: 32 Celsius: Surface Gravitv: 1.1 G. 

1 I Olokun I Giant Jovian I Moderate I None I Poor I Poor I Moderate I 
Description: Olokun (which means "sky harvest") is a standard gas giant composed of hydrogen and helium. The spacefarers from Erinle gather 
helium9 from here rather than Orunmila because its atmosphere is much more predictable. Orbital Distance: 6.0 AU; Orbital Period: 14.7 Earth 
Years; Radius: 64,718 Km; Day Length: 11.9 Earth Hours. 

Orunmila I Giant Jovian I Moderate I None I Poor I Poor I Poor 

Description: A medium-sized gas giant, Orunmila is close enough to its parent star to suffer massive changes in temperature during its day and 
night periods. This leads to powerful convection currents and storms throughout its hydrogenlhelium atmosphere. Gathering helium3 to refuel is 
possible for the hardiest of exploration craft, but lesser ships are nearly always lost in the attempt. Orunmila is within the "frost line" of its solar 
system, where icy-cored gas giants do not usually form. For this reason it is believed to be an extrasolar planet captured by its star's gravity. 
Orbital Distance: 0.5 AU: Orbital Period: 0.3 Earth Years: Radius: 34.653 Km: Dav Lenath: 13.7 Earth Hours. 

Vorld Type Platinum Palladi IIII Aigela Rock Rich 1 None Rich Moderate 

Description: Only known from scan data picked up by space probes, Aigela is currently classified as a dwarf planet. A warm barren rock, its thin 
atmosphere is composed of carbon dioxide and oxygen. Significant alumina deposits in its crust make its density and gravity very low indeed. 
Orbital Distance: 0.7 AU; Orbital Period: 0.6 Earth Years; Radius: 1,511 Km; Day Length: 19.3 Earth Hours; Atmospheric Pressure: 0.03 Earth 
Atmospheres; Surface Temperature: 125 Celsius; Surface Gravity: 0.1 G. 

Synalus Desert 1 Rich I None 1 Moderate I Moderate I Rich 

Description: Space probes indicate that Synalus is nowhere near as hospitable as its neighbor, Zanethu. Synalus's hydrogen-argon atmosphere 
is thought to be anathema to life, but the presence of borax on the surface, spawned by a boron-heavy core, indicates the planet may once have 
had water. Orbital Distance: 2.2 AU; Orbital Period: 3.3 Earth Years; Radius: 5,391 Km; Day Length: 66.8 Earth Hours; Atmospheric Pressure: 
1.23 Earth Atmospheres; Surface Temperature: -3 Celsius; Surface Gravity: 0.84 G. 

Thegan 1 Desert I Rich I Moderate 1 Moderate I Moderate I Rich 

if these are from radioactive elements or merely a star's radiation reflected 

Its swirling clouds of dust and snow may have occured more recently and blocked the sun, 
ty is comfortable and its temperature tolerable by most sapient species. Orbital Distance: 1.9 
Km; Day Length: 53.6 Earth Hours; Atmospheric Pressure: 0.38 Earth Atmospheres; Surface 



Plane World T ium 
n 

Krogan D 

Durak I Rock I Rich I None I Rich I 
Description: Durak is a small, heat-blasted rock lost in the blinding glare of the star Aralakh. It occasionally traps a trace atmosphere of gases 
blown in on Aralakh's powerful solar wind, which inevitably blows the gases back out again. The planetoid has a few valuable lodes of heavy 
metals, which were sporadically mined by the krogan at the height of their power. In the closing years of the Rebellions the five clans working 
the planetoid fell to fighting over a particularly rich deposit of iridium. All five clan warlords agreed to a Crush (a meeting at a neutral location) 
to negotiate a truce. Unfortunately, all five anived planning to betray their fellows. While the leaders and their seconds met, all their bases were 
destroyed by simultaneous hypervelocity cannon strikes. Left with only the food, water, and air in their hardsuits and with no way to call for 
rescue the warlords apparently fought each other to the death. The survivors of the five "Durak clans" on Tuchanka still argue about which clan's 
warlord was the last one standinq. Orbital Distance: 0.83 AU; Orbital Period: 0.6 Earth Years; Radius: 1,972 Km; Atmospheric Pressure: Trace; 

holocaust. In the two millennia since Kruban had come to be thought of as an ideal test of one's toughness. Every year a few krogan attempt to 
land on Kruban and exit their ships naked in an attempt to prove their "kroganhood." The planet's surface is littered with the crushed, corroded 
remains of their ships. Only one, Shath Norda, is known to have returned from the surface alive, albeit with most of his bones crushed and all 
four of his lungs damaged by sulfuric gas. Norda recovered from his trial to earn the adulation of his people. Until he died in 1943 he could lie 
with anv fertile female he wished. Orbital Distance: 3.31 AU; Orbital Period: 4.6 Earth Years; Radius: 5,443 Km; Atmospheric Pressure: 47.3 Earth 

n warfare. TRAVEL ADVISORY: The ecology of Tuchanka is deadly. Nearly every native species engages in some predatory 
is carnivorous Travel beyond guarded areas is strongly discouraged. Population: 2.1 billion; Capital: 
nison: 2,400 (in orbital battlestations); Orbital Distance: 5.3 AU; Orbi i l  Period: 16.7 Earth Years; Radiu 
, Atmospheric Pressure: 1.1 Earth Atmospheres; Surface Temperature: 72 Celsius (36 in shrouded 

the computers of the solar power arrays; every fifth array suddenly applied braking thrusters. The arrays behind them "piled up," and all were 
reduced to wreckage. This has since dispersed into a relatively stable ring system. The krogan never had the resources to rebuild the solar 
arrays, depriving them of their fleet's main fuel supply for the remainder of the war. The particle accelerators still exist on Mantun but have not 
been used in thousands of years. Orbital Distance: 57.2 AU; Orbital Period: 112.1 Earth Years; Radius: 2,150 Km; Orbital Period: 112.1 Earth 
Years- AtmasaMc Pressure: Trace: Surtace Temaerature: 641 Celsius: Surface Gravitv: 0.28 G. I 



Tula I I Poor 
Description: Tula's methane-ammonia atmosphere traps the blistering heat of Nith, driving dayside temperatures up over 1,000 degrees. While 
some lodes of useful metals are present, the planet's incredible heat makes mining impractical. Orbital Distance: 108.7 AU; Orbital Period: 293.9 
Earth Years; Radius: 5,204 Km; Day Length: 59.7 Earth Hours; Atmospheric Pressure: 0.54 Earth Atmospheres; Surface Temperature: 1,036 
Celsius Surface; Gravity: 0.55 G. 

Vard I Giant Ice I Moderate I None I Poor I Moderate I Poor 

Description: Vard is a methane-ammonia ice giant. Until the Krogan Rebellions it had a sizable helium9 fuel-refining infrastructure. Once the 
solar arrays orbiting Nith were destroyed, the constant flow of antiproton tankers visiting the system disappeared. There was little point to 
maintaining the facilities, so they were shut down and abandoned. Today, transients, criminals, and outcasts are squatting in the ancient stations. 
Although few of the stations are safe for habitation, neither the krogan nor the Council Demilitarization Enforcement Mission patrols care if the 
squatters take their chances. Population: 2,072; Orbital Distance: 195.6 AU; Orbital Period: 709.6 Earth Years; Radius: 36,670 Km; Day Length: 
18.0 Earth Hours. 

Minos Wasteland 

Planet Wor atinum Palladium 

large colonist exodus. But when the Primarchs considered ceding the planet to robo-mining interests, the turian statesman Shastina Emperus 
mbitiously declared that she would start her own colony and double its population within five years. This effort succeeded, largely due to the 

s' location in deserts with a minimal number of pest species The image of Shastina's triumph in the frontier made for good political 
and the turian population poured in. The planet's tropical belt still remains largely unexplored as its aggressive organic life still wreaks 
n turian biology. A "house in an lnvictus jungle" is a modern turian phrase for an idea that seems like a good idea but only to the one 

pulation: 320,535,000 (est. 640,000,000 
Km; Day Length: 31.6 Earth Hours; 

oon launch. A boiling hot rock planet, Temerarus is much hotter than its temperate neighbor due to a thick atmosphere rich in carbon dioxide 
nd helium. Its hot surface is largely composed of boron. Surrounded by a thick dust cloud, Temerarus is often struck by small meteors, making 

n dangerous. Orbi i l  Distance: 3.4 AU; Orbi i l  Period: 6.3 Earth Years; Radius: 3.321 Km; Day Length: 66.4 Earth Hours; Atmospheric 
I K  Qfi c=r*h A+-cpheres; Surface Temperature: 131 Celsius; Surface Gravity: 0.2 G. 

. . 
urn -- 

edicinal properties. The funds are then used to maintain a research station, which has discovered some fossil evidence that Aequitas once 
arbored microscopic life, based on deoxyribonucleic acids in these springs. Orbital Distance: 4.0 AU; Orbital Period: 8.0 Earth Years; Radius: 

7,437 Kin; Day Length: 51.6 Earth Hours; Atmospheric Pressure: 0.49 Earth Atmospheres; Surface Temperature: -85 Celsius; Surface Gravity: 1.6 

construction materials. Smugglers, pirates, and other unregistered starships sometimes touch down on Pietas to lay low or make repairs. Civilian 
, travel is not advised. Orbital Distance: 1.8 AU; Orbital Period: 2.4 Earth Years; Radius: 5,430 Km; Day Length: 26.5 Earth Hours: Atmos~heric - - I Pressure: 1.26 Earth Atmospheres; Surface Temperature: 21 Celsius; Surface Gravity: 0.7 G. 

Vir I Desert I Good I None I Moderate I Moderate I Rich 

Description: A pressure-cooker planet with a thick, nitrogen-heavy atmosphere, Vir is largely ignored by the galactic community. Probes have 
revealed a crust of nickel and scorched carbon, both of which can be found in abundance elsewhere at far lower temperatures. Orbital Distance: 
0.6 AU; Orbital Period: 0.5 Earth Years; Radius: 8,162 Km; Day Length: 44.4 Earth Hours; Atmospheric Pressure: 106.22 Earth Atmospheres; 
Surface Temperaturn 778 Celsius; Surface Gravity: 2.1 G. 

-- 



Nubian Expansr - 
-- 

Planet Worl 

Description: Alkonost is a standard ice giant with a methane-ammonia atmosphere. It has an unusually strong magnetic field, which is 
occasionally useful when ships need to discharge their drives. Orbital Distance: 2.47 AU; Orbital Period: 3.9 Earth Years; Radius: 17,946 Km; Day 
Length: 18.8 Earth Hours. 

Bannik I Desert I Rich I None I Moderate I Rich I Rich 

Description: Bannik is a large, superterrestrial "hothouse" with a crushing carbon dioxide atmosphere. A high average density of over 7 grams 
per cubic centimeter indicates that Bannik is a mineralogical treasure trove. If only there were some way to safely reach its seas of molten metal 
and lodes of radioactives. The planet's mass is so great that trace amounts of helium and molecular hydrogen can be found in the atmosphere. 
Orbital Distance: 0.73 AU; Orbital Period: 0.6 Earth Years; Radius: 7,963 Km; Day Length: 54.8 Earth Hours; Atmospheric Pressure: 65.4 Earth 
Atmos~heres: Surface Tem~erature: 599 Celsius: Surface Gravitv: 1.6 G. 

Gamayun I Giant Jovian I Poor I None I Poor I Moderate I Poor 

Description: Gamayun is a hydrogen-helium gas giant with six large, icy moons. The outermost one, Gigula, is of note for a well-preserved 
wreckage of an ancient starship that was recovered by a turian military surveyor. Little information has been released to the public on the vessel, 
aside from a scholarly paper regarding how the internal layout suggests a horizontally oriented race. Orbital Distance: 5.19 AU; Orbital Period: 
11.8 Earth Years: Radius: 50.875 Km: Dav Lenath: 65.6 Earth Hours. 

Pragia I Not Minable I - I - I - I - I - 
Description: The jungle-planet Pragia is overrun by choking hypergrowth caused by industrially mutated plant species. This, combined with 
its relative isolation and lack of population, has made Pragia an occasional base of operations for drug runners, weapons smugglers, pirates, 
mercenaries, terrorists, and intelligence agents seeking secrecy. Sustained habitation on Pragia is extremely difficult; mutant and even poisonous 
plant life can overgrow colonies in days instead of years. Orbital Distance: 1.3 AU; Orbital Period: 1.5 Earth Years; Radius: 5,137 Km; Day Length: 
29.6 Earth Hours; Atmospheric Pressure: 0.84 Earth Atmospheres; Surface Temperature: 54 Celsius; Surface Gravity: 0.87 G. 

Zimitra I Oceanllce I Rich I None I Poor I Rich I Moderate 

Description: Cold, distant Zirnitra has an extremely low density and is thought to be mainly ice around a small rocky core. It has little to 
recommend it. Orbi i l  Distance: 7.78 AU; Orbital Period: 21.8 Earth Years; Radius: 2,683 Km; Day Length: 44.9 Earth Hours; Atmospheric 

ription: A hydrogen-helium gas giant, Tefnut b, ,,.~rne to a helium4 collection and the refueling facility nearest to the Nubian Expanse's mass 
As such it is a major gateway to the Verge and Terminus Systems and has become famous for its hospitality industry. Tefnut's motto is 
n throughout the galaxy: "Like home, only better." Visitors here can stay at expansive resort stations, watch locally produced entertainment, 

y mind-affecting substances not welcome in Citadel space, and rent companionship. Resources are shipped in from Yamm at substantial 
scounts, allowing the small space stations to have surprising luxuries, such as edible arthropods and large amounts of fresh water. Population: 

spread across five space stations; Orbii l  Distance: 4.1 AU; Orbital Period: 8.3 Earth Years; Radius: 57,010 Km; Day Length: 8.8 Earth 

0 

I r Norehsa I Giant Ice I Moderate 1 None I Poor I Moderate I Poor n 
Platinum // Palladium 

I Description: Norehsa is an unremarkable methane-ammonia ice giant with a small family of icy moons. It is likely that the Qertassi system had 
additional worlds earlier in its history, but these have been swallowed by the aging giant star. Qertassi is an elderly metal-poor Population II star 
broadly similar to Arcturus. Orbital Distance: 6.17 AU; Orbital Period: 2.4 Earth Years; Radius: 42,214 Km; Day Length: 19.2 Earth Hours. 



MSv Sbmtium I Not Minable I - - I - 
Mule I - 

Description: Detecting a derelict freighter that has sustained heavy damage. Blue Suns communications detected aboard the ship. 

Utha I Oceanllce I Rich I None I Poor I Rich I Moderate 
Description: Punished with UV and gamma radiation from the Class F star it orbits, Utha is no one's first choice for a planet to land on. Covered 
in seawater, Utha has a hydrosphere and ozone layer similar to Earth's, but that simply isn't enough to ward off the life-killing radiation. Its 
nitrogen-rich oxygen-poor atmosphere goes unchanged by the few proteins that have managed to form in the ocean depths. Utha, however, has 
served as a way station for slaves escaping their batarian masters. What little land it has is tectonically stable, and its considerable radiation belt 
and electrical storms grant cover from many common types of sensors. Fleeing ships typically hide on Utha long enough to discharge their drive 
cores and stock up on deuterium before trying to make it to the cluster's mass relay. Orbital Distance: 4.0 AU; Orbital Period: 6.1 Earth Years; 
Radius: 6,050 Km; Day Length: 49.4 Earth Hours; Atmospheric Pressure: 1.2 Earth Atmospheres; Surface Temperature: 40 Celsius. Surface 
Gravity: 0.8 G. 

Vorid TI 1 Platinum 1 Palladi 

I I I I I Logasiri Desert Moderate None Poor Poor Rich 

Description: A step above a carbonaceous asteroid, Logasiri is a planet with a carbon-heavy crust and a trace atmosphere of C02 and helium. 
Its surface is cool enough to hamliquid water, but it is rapidly drying out as it has lost the critical mass to have a self-sustaining hydrologic 
cycle. Nevertheless, the batarians have colonized the world, forcing slaves to work in their mines and agri-habitats. The labor is hot, endless, 
and backbreaking, even in the low-G environment. Every horror story totd by slaves elsewhere in the cluster seems to be topped by one from 
Logasiri. The most famous is that of the slaver Silparon, who worked to death 420 slaves over the course of a galactic standard year and 
ground up their bodies for compost in his greenhouses. He was eventually poisoned by his wife, but his s h a d o ~ n d  his business model-still 
hangs over the miserable planet. Orbital Distance: 0.6 AU; Orbital Period: 0.5 Earth Years; Radius: 5,017 Km; Day Length: 49.7 Earth Hours; 
Atmospheric Pressure: Trace; Surface Temperature: 56 Celsius; Surface Gravity: 0.5 G. 

Nearog I Giant Ice I Moderate I Moderate 1 poor ( Moderate ( poor 
Description: Nearog is a hydrogen-methane gas giant whose moons were once home to Essul, a batarian warlord who terrorized the Terminus 
Systems. Attempting to unite a pirate army under his banner, he successfully conducted a rapid blitz against 11 habitable planets. Fortunately 
for the rest of the galaxy, Essul's crimes caught the attention of the Spectres, who deduced his hidden location and assassinated him. Essul's 
empire, built on a hyperextended army, soon came crashing down. His lost stockpiles of element zero have become something of a legend, and 
foolish spacers have spent countless amounts of time and money searching the Batalla system, convinced thev will be the ones that finallv strike 
it rich. Orbital Distance: 4.8 AU; Orbital Period: 11.8 Earth Years; kadius: 19976 Km; ~a~ iength: 16.5 Earth  ours. 

Thunawanuro I Garden I Good I Rich I Poor I Rich I Moderate 
Description: A strange island of peace in the lawless Terminus Systems, Thunawanuro is a planet of crushing gravity but abundant life. As its 
ponderous name indicates, it was colonized by the elcor, who have several booming industries on the planet. Hydroelectric dams and biofuels 
from tough woody algae provide much of the planet's energy. Mines export uranium, thorium, and gold taken to space with generous use of 
mass effect fields. Of course, pirates target the elcor's shipping as soon as it leaves Mi, but the elcor's deals with mercenary companies keep 
away all but the most foolhardy of attackers. Population: 3,769,400; Colony Founded: 2035 CE; Capital: Nurhemathun; O r b i l  Distance: 1.1 AU; 
Orbiil Period: 1.3 Earth Years; Radius: 11,993 Km; Day Length: 51.7 Earth Hours; Atmospheric Pressure: 2.86 Earth Atmospheres; Surface 
Temperahrm: 32 Celsius; Surface Gravity: 6.7 G. 

; Day Length: 51.4 Earth Hours; Atmospheric Pressure: 0.43 Earth Atmospheres; Surface Temperature: -88 



y World Type Platinum Palladiurr 

Lorek I Oceanllce I Rich I None I Moderate I Moderate 

Description: Lorek is an extremely rare example of a habitable world circling a red dwarf star. Originally an independent asari colony named 
Esan, it was annexed by the Batarian Hegemony in 1913, causing a minor galactic incident. Despite several attempts, the local Terminus warlords 
have never been able to take Lorek for themselves. Lorek is a low-density world composed of rock, light metals, and a water-based crust. It 
is tidally locked to Fathar with a sunward "hot pole" and shadowed "cold pole." Water on the sunward side evaporates quickly, traveling over 
the islands of the habitable terminator zone in the form of massive fast-moving thunderstorms and finally settling as snow on the frozen dark 
side. There are fears that the buildup of ice cap mass on the far side may cause axial reorientation over the course of several million years, 
but batarian officials dismiss the idea as an irresponsible theory disseminated by counter-hegemonist subversives. Colony Founded: 1,764; 
Population: 4,700,000; Capital: Jalnor; Orbital Distance: 0.2 AU; Orbital Period: 59.6 Earth Days; Radius: 6,754 Km; Atmospheric Pressure: 0.4 
Earth Atmospheres; Surface Temperature: 40 Celsius; Surface Gravity: 0.6 G. 

Km; Day Length: 47.8 Earth Hours; 



Urdak Moderate I None I Poor 
Description: Urdak is a close-orbiting brown dwarf; most red-brown dwarf binary systems have an average separation of 8 AU. The Sahrabarik 
system is about 12 billion years old, and it has long since used up the deuterium used to fuel fusion, so Urdak is not luminous like some brown 
dwarfs are. Urdak is a class L brown dwarf with a relatively low temperature of 1,300 degrees Celsius, but its heat and gravity have made it 
unpopular for development. There are rumors that the heads of several of Omega's crime syndicates maintain private residences on various 
moons. Whatever the truth of the matter, battles between syndicate vessels are often observed around the ring plane. News outlets on Omega 
maintain satellites at Urdak's Lagrange points for real-time coverage of these battles, which garner high viewer ratings. Orbital Distance: 0.8 AU; 
Orbital Period: 1.3 Earth Years; Radius: 72,512 Km; Day Length: 19.2 Earth Hours. 
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Ekuna I Rock I Rich I Moderate I Rich I Moderate I Moderate 
Description: First discovered by the quarians at the turn of the century, Ekuna is habitable but a second-tier choice for most species. Circling 
an orange sun, Ekuna averages below freezing temperatures. This led development firms to colonize at the planet's equator, where the climate 
is tolerable for agriculture. The quarians, seeking a homeworld of their own, petitioned the Citadel Council for the right to take over Ekuna, but 
they had already settled a few hundred thousand quarians on the planet before approaching the Council. Seeing this occupation as an illegal 
act, the Council turned a deaf ear to quarian pleas and gave the world to the elcor, who could withstand the high gravity of the world far better. 
The quarians squatting on the planet were given one galactic standard month to leave, at which point their colonies would be bombarded. The 
junk left behind by the fleeing quarians clogs up portions of the landscape to this day. Non-elcor visitors to Ekuna are advised to use personal or 
vehicular mass effect fields to lighten the pressure, as the surface gravity will otherwise cause health and mechanical problems. Colony Founded: 
2103 CE; Population: 221,256,200; Capital: Bel Shadii (elcor: Durawunafon); Orbital Distance: 1.6 AU; Orbital Period: 2.3 Earth Years; Radius: 
10,206 Km; Day Length: 36.4 Earth Hours; Atmospheric Pressure: 1.4 Earth Atmospheres; Surface Temperature: -37 Celsius (equator mean 
temperature 15 Celsius); Surface Gravity: 4.1 G. y 

Heretic Station Not Minable 
I L 

Description: Once called Haratar by the quarians, this space station was srripped of its useful techno1 
left the Perseus Veil 300 years ago. Little more than a cold metal superstructure floating in the void, th from star charts 
by 2050 CE. Scans indicate the station was reconstructed and upgraded in a massive effort that must 
that there may have been some geth outside the Veil before their infamous attack on Eden Prime. Needing little but a fuel source it could have 
been hidden here for much longer without attracting attention from the barren worlds around Tassrah or the clueless elcor in the Salahiel 
system. Heretic Station, as Legion refers to it, is home to a geth data core capable of broadcasting vast distances through tightbeam projection. 
Approximately 6.6 million copies of geth software are stored in the station, the majority of which are kept bodiless in servers and downloaded to 
legged platforms when needed. The station's "populationn of legged platforms is approximately 2.4 million. Total Length: 20.5 Km; Total Width: 
11.3 Km; Total Height: 11.3 Km; Exterior Armor Thickness: 8 M; Gross Weight: 1.55 Billion Metric Tons; Population: 6.6 Million Copies; 2.4 M i i n  
Platforms (1 million of which are in storage). - - 

Description: A gas giant, lshassara is con . 
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E I - World Type I I Platinum Palladium I 
Geus I Giant Ice I Moderate I None I Poor I Moderate 1 Poor 

Description: Geus is a methane-ammonia gas giant very similar to its near-twin, Uzin. It presents a nearly featureless robin's-egg-blue face to the 
universe. Orbital Distance: 0.64 AU; Orbital Period: 0.9 Earth Years; Radius: 33,036 Km; Day Length: 9.9 Earth Hours. 

Neidus I Post-Garden I Moderate I None I Moderate I Moderate I Moderate 

Description: Neidus lies improbably close to the red dwarf Kriseroi. This allows it to approach habitability though it is quite frigid. It is tidally 
locked, with a "hot pole" and a "cold pole." Along the terminator the temperature averages just above freezing. On the lee side the temperatures 
are well below freezing. Neidus has developed a limited native ecology. Much of it clusters permanently attached around geothermal vents. 
There are, however, more advanced forms of life. Several arthropodal herbivore species wander back and forth across the terminator because 
they require nutrients available in both environments for sustenance. More dangerous are the omnivorous predator species that devour the 
arthropods. Most animal life on Neidus has limited vision but a finely developed thermal sense. Orbital Distance: 0.1 AU; Orbital Period: 0.1 Earth 
Years; Radius: 4,875 Km; Day Length: 0.1 Earth Years; Atmospheric Pressure: 0.84 Earth Atmospheres; Surface Temperature: 2 Celsius; Surface 
Gravity: 0.87 G. 

Tenoth I Giant Ice I Moderate I None I Poor I Moderate I Poor 
Description: Tenoth is little more than a glorified "ice dwarf" that has drifted inwards from Kriseroi's Oort Cloud over the millennia. Its extremely 
elliptical orbit is ultimately unstable. Computer projections suggest it will impact the atmosphere of Geus in a few billion years. Orbital Distance: 
1.86 AU; Orbital Period: 2.6 Earth Years; Radius: 1,411 Km; Day Length: 17.9 Earth Hours; Atmospheric Pressure: Trace; Surface Temperature: 
-220 Celsius; Surface Gravity: .09 G. 

Theonax I Oceanllce I Rich I None I Moderate I Rich I Moderate ' Description: Theonax's surface is covered by water and ammonia-hydrate ices, which are constantly repaved by cryovolcanic processes. The 

world's size and density suggest the core contains heavier elements and retains much of the heat of the system's formation. Orbital Distance: 
0.18 AU; Orbital Period: 0.1 Earth Years; Radius: 10,442 Km; Day Length: 69.9 Earth Hours; Atmospheric Pressure: 1.3 Earth Atmospheres; 
Surface Temperature -70 Celsius; Surface Gravity: 1.3 G. 
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Moderate I None I Poor 

Description: A typical methaneammonia ice giant, Uzin has 37 moons of various sizes. Chithess, one of the largest, orbits at a retrog ?, 

Palladium 

suggesting it was a planetesimal that was captured by the gas giant gravity well. The planet itself is believed to be an extrasolar capture as well, 
though millions of years before Chithess came on the scene. Evidence collected by planetary geologists suggest that Chithess was for many 
centuries a water-world heated by tidal flexing as its orbit circularized around Uzin. The planetary ocean, once hundreds of kilometers deep, 
must now be frozen solid. Some have recommended drilling test bores to see if life ever developed in Uzin's seas, but the question is considered 
academic. Orbital Distance: 0.31 AU: Orbital Period: 0.3 Earth Years: Radius: 31.982 Km: Dav Lenath: 15.2 Earth Hours. 

Planet Wor atinum - Palladium 

Isale I Giant Jovian I Moderate I None I Poor I Poor I Poor 
Description: Isale is a standard hydrogen-helium gas giant. Though gas giants are known for their powerful magnetic fields, Isale's field is 
stronger than current models predict. Within the "frost line" of its solar system, where gas giants do not usually form, Isale is believed to have 
once been extrasolar. Orbital Distance: 0.5 AU; Orbital Period: 0.6 Earth Years; Radius: 64,005 Km; Day Length: 17.7 Earth Hours. 

Jonus 1 Giant Ice I Moderate I None I Poor I Poor 1 Poor 
Description: Jonus, a methane-ammonia ice giant, is being developed as a fuel depot serving the Pylos Cluster. Eldfell-Ashland Energy has 
established a base on one of its moons to crack ice into hydrogen and oxygen and skim helium9 from its atmosphere. Jonus is also believed 
to be an extrasolar planet captured by its star. From orbii, Normandy's sensors can pick out a hand-painted sign some waggish employee has 
lefl outside the complex: "Last chance fuel for 100 light years." Orbital Distance: 0.65 AU; Orbital Period: 1 Earth Year; Radius: 20,312 Km; Day 
Length: 15.1 Earth Hours. 

MSV Broken Not Minable - - - - - 
Arrow 

1 r6scription: This cruiser is barreling at high speed across the solar system. Its trajectory will take it directly to the fuel infrastructure on Jonus. I 

Plane World Type atinum Palladium I Anedia I Oceanllce r Rich I 1 3  I Moderate 1 Rich I Moderate 
- Description: Anedia is a small ice body with very low density; its mass is only 4 percent that of Earth. It appears to be composed mainly of L ?$ 

i carbon and water ice, but over the millennia it has accrued a trace atmosphere of krypton and xenon. While Anedia's gravity is weak enough that i . ~  
a cruiser could land on it safely, there is no particular reason one would want to. Pirates have been known to land to recover ice for cracking into hE 
hydrogen and oxygen. One area in the southern hemisphere, the so-called "Anedian Scrapes," is so frequently used for this purpose that higher- 
albedo raw ice can be easilv seen from orbit. Orbital Distance: 1 .I4 AU: Orbital Period: 1.4 Earth Years; Radius: 2,949 Km; Day Length: 38.6 Earth I! 

Description: Boro is a young volus colony world settled in defiance of a threat by Terminus pirate groups. The pirates, who can't use the world 

3 Km; Day Length: 31.0 Earth Hours; Atmospheric Pressure: 1.6 Earth Atmospheres; Surface Temperature: 

Earth Hours; ~trnosphek Pressutq: Trace; Surface Temperatun: 56 Celsius; Surface Gravity: 0.24 G. 

Rescel I Giantpag&sMl Mo&rate 1. ' .  None I Poor I Poor 1 ru lqkde 

type it migrated i n w a r d s h i t s  krftDai 
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6 the system (bought to be around 0.3 AU). R& is one of the few-- 
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Years; Radius: 6 521 Km; Day Length: 31.6 Earth Hours; Atmospheric Pressure: 0.72 Earth Atmospheres; Surface Temperature: 16 Celsius; 

I Platinum I Palladium 

I the next three galactic standard years. Orbital s is tank: 4.8 AU; Orbii l  Period: 10.5 ~ a r &  Years; ~adius: 74,985 Km; Day Length: 14.1 Earth Hours. 

home to a primate-like spacefaring civilization as well as abundant flora and fauna. However, this can only be 
into the ground well outside habitation centers-all cities and detectable dwellings were targeted in a massive 

d- 1 3 Farth Yenrg<Radius: 17,932 Km; Day Length: 10.9 Earth Hours; Atmospheric Pressur.e: 1.9 Earth Atmospher- 

Parnassus I Rock I Rich I None I Rich I Moderate I Poor 
Description: A boiling hot rock planet with extreme tectonic activity, Parnassus is home to many volcanic mountains. Surface scans reveal 
several geothermal and solar power stations tapping the planet's abundant energy. There is no history of the planet or its government in Citadel 
Council records. Given its proximity to a mapped and recorded planet like Cyllene, someone must have deleted Parnassus from the database. 
Orbital Distance: 1.1 AU; Orbital Period: 1.2 Earth Years: Radius: 5,850 Km; Dav Lenath: 50.2 Earth Hours: Atrnos~heric Pressure: 4.71 Earth 



Wor Richness Palladium 
Horizon I Not Minable I - I - I - I - I - 

Description: A temperate world that has hit the "sweet spot" for carbon-based life, Horizon has a nitrogen-oxygen atmosphere maintained by 
abundant indigenous photosynthetic plants and bacteria. While the native plants are not very palatable to humans, the soil conditions are such 
that a handful of introduced Earth species have flourished, and the colonists must take strict care to prevent ecological disasters. Genetically 
engineered "terminator seeds" that grow nutritious but sterile crops to minimize outbreaks are the rule rather than the exception. Animals 
on Horizon appear to be exploding in diversity similar to during Earth's Cambrian period. Large flying insect analogs take advantage of the 
thicker-than-Earth atmosphere and low gravity to grow enormous. Microbial life has prwen relatively benign; a series of vaccinations for the 
most virulent strains of soil-borne diseases is all that is required for a visit. Population: 654,390; Colony Founded: 2168; Capital: Discovery; 
Orbital Distance: 2.1 AU; Orbital Period: 3.0 Earth Years; Radius: 5,402 Km; Day Length: 37.8 Earth Hours; Atmospheric Pressure: 1.68 Earth 
Atmospheres; Surface Temperature: 13 Celsius; Surface Gravity: 0.7 G. 

Prospect I Giant Jovian I Poor I Poor I Poor I Poor I Poor 

Description: Prospect is a hydrogen-nitrogen gas giant with 13 known moons, most of which seemed to have dense heavy metal deposits on firs1 
scan, starting a resource rush by the colonists from nearby Horizon. In a tragic turn of events, a galactic uranium surplus drove ha# the mining 
firms out of business, and the surfaces of some moons are littered with the bodies of executives who committed suicide by airlock. Today's 
mining corporations have reached a much more palatable equilibrium and hold more diversified and sustainable portfolios. Prospect is within 
the "frost line" of its solar system, where ice giants do not normally form. For this reason it is believed to have been an extrasolar caoture. Orbital 
Distance: 1.2 AU; Orbii l Period: 1.3 Earth years; Radius: 45,277 ~ m ;  Day Length: 18.1 Earth Hours. 

Venture I Desert I Rich I None I Moderate I Moderate I Rich 

Description: A pressurecooker of a planet, Venture has a thick nitrogen-based atmosphere that is also the source of wealth for a small colonist 
industry. While Venture's high temperatures are brutal, the primodial soup is not as acidic as on other hothouse planets, and xenon can be 
readily collected and isolated from the lower troposphere by recovery bots. This xenon is then sold for use in ion drives and some electric 
lights. Venture's gravity is relatively low for a planet of its size, making the recovery more economical than would otherwise be expected. Orbii l 
Distance: 0.7 AU; Orbii l Period: 0.6 Earth Years; Radius: 10,659 Km; Day Length: 26.1 Earth Hours; Atmospheric Pressure: 21.76 Earth Atmop- 
sheres; Surface Temperature: 398 Celsius; Surface Gravity: 2.9 G . 

Watchman I Rock I Moderate I None I Rich I Poor I Poor 

Description: Perched on the outer edge of lera's small solar system, Watchman is a mid-sized rock and ice planet that has picked up a dozen 
moon-sized objects. Its nitrogen-oxygen atmosphere is too thin to support lie, with solid ice covering its calcium-heavy rocky core. Footprints 
the first surveying teams to come to the planet can still be seen on its practically airless surface. The planet, devoid of ~ l u a b l e  resomes, ha 
seen few visitors since. Orbital Distance: 4.1 AU; Orbi i l  Period: 8.3 Earth Years; Radius: 5,728 Km; Day Length: 28.6 Earth H m ;  Atmospheric 
Pressure: Trace; Surface Tem~erature: -1 16 Celsius: Surface Gravitv: 0.8 G. 

Planet World Tvpe Richness 

Bovis Tor I Desert I Rich I None I Moderate I Moderate I Rich 

Description: Named "the shining sea" in an old volus language, Bwis Tor is so named for its boiling surface rich in glowing-hot alumina flecked 
with dark ridges of carbon. Its thick atmosphere of nitrogen and oxygen is no indicator of life since the temperatures are simply too high. 

AU. Orbiial Period: 18.2 Earth Years- Radius: 1 360 Km. D 

Description: Talis Fia is a planet capable of supporting life--if that life happens to breathe ammonia. Discovered by asari explorers, the planet 
was used as a bargaining chip by the Citadel Council, who quickly drafted a colonization agreement with its wealthy client race, the volus. The 
Council would fund the volus colonization effort in return for massive trade benefits. With uncharacteristic enthusiasm, an enormous volus influx 

Talis Fia are Ion 
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Aphras 1 Post-Garden Moderate 1 None 1 Moderate I Moderate I Moderate 

Description: A unique discovery, Aphras is a "heavenly twinm--a planet in a star system that has not one but two worlds of sufficient mass to 
retain an nitrogen-oxygen atmosphere within the habitable life zone of its parent star. Fossil evidence shows abundant vertebrates and evidence 
of a sapient terrestrial avian species in its Bronze Age. However, the only trace of contemporary life on the planet is that of single-celled 
organisms in its seas. All else has suffered from an extinction event--a series of massive impacts that vaporized vast quantities of water and 
lofted dust into its atmosphere. Early theories that this event was a collision with a fragmenting asteroid have now been discountecLthe impact 
craters were aimed directly at habitation centers. Orbital Distance: 1.4 AU; Orbital Period: 2.0 Earth Years; Radius: 4,530 Km; Day Length: 31.3 
Earth Hours; Atmospheric Pressure: 2.32 Earth Atmospheres; Surface Temperature: 33 Celsius; Surface Gravity: 0.7 G. 

Tosal Nym I Rock 1 Rich 1 Rich I Rich I Poor I Moderate 

Description: The sister tragedy to the extinction event on Aphras, Tosal Nym was the rarest of jewels; a second garden planet within the same life 
zone as Aphras. Not as old as its sister planet, its fossil evidence indicates it was home to abundant invertebrate sea life. However, similar craters 
to those on Aphras created a dust shroud that killed 99 percent of biota on the planet. The even spacing of the craters indicates a coordinated 
simultaneous attack from points around the globe rather than an asteroid collision or supervolcanic scenario. Orbital Distance: 2.1 AU; Orbital 
Period: 3.0 Earth Years; Radius: 6,930 Km; Day Length: 19.8 Earth Hours; Atmospheric Pressure: 1.86 Earth Atmospheres; Surface Temperature: 
18 Celsius: Surface Gravitv: 1.3 G. ~ ~ ~ ~ . 

Vem Osca I Giant Jovian I Moderate I None I Poor I Moderate I Poor 

Description: A Jovian gas giant, Vem Osca ("weeping witness" in lperian Volus) is a low-density hydrogen-helium planet with 35 moons. Later 
this year, 33 of the moons will be visible from the planet's surface, an event that will be recorded by space probes from all over the galaxy. Orbital . 
Distance: 4.6 AU; Orbital Period: 9.9 Earth Years; Radius: 64,826 Km; Day Length: 11.9 Earth Hours. 

Zada Ban I Desert I Rich 1 Rich I Moderate I Moderate I Rich 

Description: Zada Ban is a large dense planet named for a volus god of punishment. Its crust is rich in uranium, eroded by winds to create large 
radioactive dust storms across its surface. The volus of Talis Fia have explored the planet thoroughly with space probes and telepresent robo- 
mining machines and discovered they are not the first to exploit the planet. Plastics from a mining station approximately 50,000 years old can be 
found near the planet's equator. Curiously, the mines nearby were not tapped out of uranium ore; they were instead abandoned at the height of 
their operation. Colony Founded: 2154; Population: 22,500 (in orbital stations); Capital: None (largest station is Dolo Station); Orbital Distance: 
0.7 AU; Orbital Period: 0.9 Earth Years; Radius: 7,594 Km; Day Length: 70.0 Earth Hours; Atmospheric Pressure: 0.0 Earth Atmospheres; Surface 
Temperature: 94 Celsius; Surface Gravity: 1.5 G. 

ing. TRAVEL ADVISORY: Carbon dioxide levels on Sanctum can reach 5,000 parts per 
million during thermal inversio breath mask at all times and consult the Sanctum World Weather Service for warnings. 
TRAVEL ADVISORY: Piracy is Sanctum. Visitors should take appropriate security precautions, Population: 257,300; 
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Krn; Day Length: 60.7 Earth Hours; 11 



I D;. ..... Rock I Good I None I Rich ... nderate I ... oderate 

Description: A mid-sized rock planet, Darwin is ironically named, being one of the worst places for life in the galaxy. Its atmosphere is punishing, 
its temperature boiling, its chemical makeup toxic. Carbon monoxide and methane wrap the planet in an unyielding haze, and scans of its surface 

I show only silicates and molten tin. Its daily thermal fluctuations lead to hurricane-level vortices, two at each pole, forming "eyes" that can be seen 
from orbit. Despite all this Darwin is still used by spacers as a drive core discharge point--hydrogen pierces the clouds in the upper atmosphere, 
making for a relatively benign approach. Orbital Distance: 0.9 AU; Orbital Period: 0.9 Earth Years; Radius: 6,771 Km; Day Length: 37.3 Earth 
Hours; Atmospheric Pressure: 1 12.06 Earth Atmospheres; Surface Temperature: 710 Celsius; Surface Gravity: 1.2 G. 

Franklin I Rock I Rich I None I Rich I Moderate I Poor 
Description: A large moon, Franklin retains a trace atmosphere of carbon dioxide, but its desolate surface holds no signs of water or life. In order 
to defend Watson from the pirates of the Terminus Systems, Franklin is home to two Alliance spaceports and naval bases capable of fielding 
six fighter squadrons each and a classitled number of interplanetary ballistic missiles. Mass effect fields keep the gravity in its installations at a 
comfortable level for long-term living. Orbital Distance: 2.1 AU; Orbital Period: 33 Earth Days (around Watson), 3.0 Earth Years (around Skepsis); 
Radius: 2,405 Km; Day Length: 33 Earth Days; Atmospheric Pressure: Trace; Surface Temperature: -116 Celsius; Surface Gravity: 0.1 G. 

Keimowitz I Oceanllce I Rich I None I Poor I Rich I Poor 
Description: Named for the 21st century pioneer of groundwater remediation techniques, Keimowitz is an impressive layer of ice over a stony 
metallic core. Despite its size it has only one moon, Noa, which shares its carbonaceous composition, leading astronomers to believe it formed 
following a giant impact. Iridium deposits have attracted miners to the planet; they must work through robots and telepresence because of the 
planet's strong gravity. Orbital Distance: 16.8 AU; Orbital Period: 69.1 Earth Years; Radius: 9,586 Km; Day Length: 29.7 Earth Hours; Atmospheric 
Pressure: Trace; Surface Temperature: -190 Celsius; Surface Gravity: 3.4 G. 

Pauling I Giant Ice I Poor I None I Poor I Moderate I Poor 

Description: A hydrogen-methane gas giant, Pauling's gravitational field is believed to have cleared most of what would otherwise have been a 
sizable asteroid belt. The 2163 mission of the space probe Ultimate gave the inhabitants of Watson reams of data reinforcing this theory, giving 
the colonists an accurate count of its moons (66), rings, moonlike ring objects, and more than 200 visible impact craters on its pockmarked 
surface. Ultimate has since been retrieved for re-use on subsequent missions within the solar system. Orbital Distance: 4.3 AU; Orbital Period: 
8.9 Earth Years; Radius: 4,738 Km; Day Length: 60.7 Earth Hours; Atmospheric Pressure: 2.77 Earth Atmospheres; Surface Temperature: -32 
Celsius: Surface Gravitv: 0.6 G. 

1 Wallace I Giant Peaasid I Moderate I None I Poor I Moderate I Moderate I 
Description: An unusually small Pegasid or "hot Jupiter," Wallace was originally an extrasolar planet that entered this system and was captured 
by the gravity well of the Gclass star Skepsis. Tidally locked, Wallace's "hot side" reaches temperatures over 2,500 degrees Celsius. While not 
large enough proportionate to the star to cause eclipses visible from Watson, it is easily seen at dawn or dusk as one of the brightest objects in 
the skv. Orbital Distance: 0.04 AU: Orbital Period: 11 Earth Davs: Radius: 39.459 Km: Dav Lenath: 11 Earth Davs. 

Watson I Garden I Good I Rich I Poor I ' Rich I Moderate I 
Description: Watson is known in human media for two things-its spectacular tides brought on by a large moon and the bureaucratic snafu over 
which Earth nations got to settle there first. Watson is a garden world first discwered in 2165 CE with credit claimed by the C h i m  People's 
Federation, the United North American States, and the European Union. The Systems Alliance brokered the infamous "Reykjavik Compromise," 
allowing limited colonization from each coalition in cities comprised of populations from each nation. Watson itself trends colder than Earth, with 
a temperate zone measuring about 30 degrees latitude in either direction from the equator. Its life does not easily map to Earth's evolutionary 
eras-some islands have species that resemble terrestrial placental mammals, while others are wermn by arthropods. It is estimated that at least 
two more generations of xenozoologists will be needed to properly classify all the species of the planet. Orbi i l  Distance: 2.1 AU; Orbital Period: 
3.0 Earth Years; Radius: 6,733 Km; Day Length: 37.8 Earth Hours; Atmospheric Pressure: 0.6 Earth Atmospheres; Surface Temperature: -18 

I Celsius (mean), 25 Celsius (habitable zone)~urface Gravity: 1.2 G. I 

Solar Syste- 
- 

Planet World T atinum Palladium 
Earth I Not Minable I - - I - I - I 

Description: For detailed information please refer to the standard issue Alliance Galactic Codex. Earth's orbit is riddled with debris generated 
by "bootstrap" space development; use of kinetic barriers is recommended at altitudes over 85 kilometers. Population (Surface): 11.4 billion; 
Population (L4 and L5 stations): 250,000, Orbital Distance: 1 AU; Orbital Period: 1 Earth Year; Radius: 6,378 Km; Day Length: 23.9 Earth Hours; 

1 Atmospheric Pressure: I Earth Atmosphere; Surface Temperature: 23 Celsius; Surface Gravity: 1.0 G. 
J ~ ~ i t e r  I Giant Jovian I Moderate I None I Poor I Poor I 

for Prothean artifacts 
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Venus has only a handful of aerostat 
052 Km; Day Length: 243 Earth Days; 

ffl Capek Rock Rich Moderate Rich Poor Rich 

Description: Baked In the fierce heat of ! white sun, Capek is! rocky waterless wo!!Id wrapped in a haz! of hydrogen and et/ane. Sulfur and iron 
' 

give yellowish and black tinges to much of the planet's surface. No registered settlements appear in the records, though there are clearly metallic 4 
anomalies that indicate roofed structures. Orbital Distance: 4.4 AU; Orbital Period: 7.1 Earth Years; Radius: 5.899 Km; Day Length: 18.7 Earth 

f .- 
h Hours; Atmosph Pressure: 0.95 Earth Atmospheres; Surface Temperature: 65 Celsius; Surface Gravity: 0.8 G. 
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escnptlon: A small hydrogen-helium gas giant formed around a metallic hydrogen core, Elohi will be the site of a rare astronomical event 
ter this year. The comet Asaro will come in on its orbit of 70 galactic standard years and travel so close to the giant that it is predicted to be 

ed as a moon. Dozens of space probes from around the galaxy have been launched into the Raheel system to record this moment. Elohi 
in the "frost line" of its parent star, where gas giants do not usually form. For this reason it is believed to be an extrasolar capture. TRAVEL 
ORY: A statistically significant number of distress signals have come from the 1-million-kilometer mark around Elohi. Pirates are believed 

e workina the area. In-~erson tourism is not advised. Orbital Distance: 0.6 AU: Orbital Period: 0.5 Earth Years: Radius: 38.1 19 Km: Dav 
~ ~, 
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1 I Rich I Moderate Rich I Poor I Moderate 

Description: One of a trio of asteroids formed around an element zero core, Farlas is the easiest to mine for low-yield eezo. A carbonaceous 
asteroid, Farlas has a trace of water-bearing minerals and organic carbon in the form of kerogen. Currently the asteroid is surrounded by quarian 
mining ships extracting fuel for the flotilla. Orbital Distance: 4.1 AU; Orbital Period: 8.3 Earth Years; Radius: 540 Km; Day Length: 24.1 Earth 
Hours; Atmospheric Pressure: 0.0 Earth Atmospheres; Surface Temperature: -1 16 Celsius; Surface Gravity: 0.1 G. 

lsrafil I Rock I Rich I Moderate I Rich I Moderate I Poor - 
1 Description: Largest of the "eezo trio," lsrafil is a silicate-heavy carbonaceous asteroid. It is home to approximately 40 species of microor- 

ganisms in its liquid water and was blamed as the source of the prion-based biowarfare agent EHE (exotic humanoid encephalopathy) used by 
the terrorist group Totenkopf in their attack on Gagarin Station in 2184. While many in the scientific community protested that lsrafil did not have 
sufficient atmosphere or evolutionary history to sustain life at the prion level, the asteroid and its eezo miners were nevertheless quarantined to 
reassure the public that the Systems Alliance was taking action. Though no evidence has yet been found that EHE originated from lsrafil or was 
even synthesized in a local lab, the SSV Manila and a team of epidemiologists maintain watch over the asteroid's ship traffic for now. Population: 
1006; Orbital Distance: 4.3 AU; Orbital Period: 8.9 Earth Years; Radius: 905 Km; Day Length: 68.6 Earth Hours; Atmospheric Pressure: Trace; 

li' 
Surface Temperature: -100 Celsius; Surface Gravity: 0.3 G. 1 

I Kakabel I Rock I Rich I Moderate I Rich I Poor I Rich 

Description: The second asteroid in the system formed around an element zero core, Kakabel is another carbonaceous asteroid with a surface I 
made of hydrated minerals such as carbonates and clays. Beneath its icy surface is liquid water with some amino acids. The surface of Kakabel @ 
is pitted and scarred with strip-mining stations, where the quarians took as much eezo as possible before moving on. Orbital Distance: 4.2 
AU; Orbital Period: 8.6 Earth Years; Radius: 470 Km; Day Length: 68.3 Earth Hours; Atmospheric Pressure: 0.0 Earth Atmospheres; Surface 
Temperature: -1 18 Celsius; Surface Gravity: 0.1 G. 

isitors and docking for over 50 starships, Susskind 
ion: 1,550 (3,550 including visitors); TRAVEL 
currently filled. Local authorities predict this 

atinum Palladium 



lllium ... ..: l i n  . I . I  . . ,. .F i 

Without buying the star charts the ~ 7 '  

Serrice Technology 
Itern Desc 

Hyper Amp Increases biotic damage. Hades Nexus New star chatt-reveals cluster on 
galaxy map. 

Quantum Threading Doubles time limit for security bypass. 

Minos Wasteland 
New star chart-reveals cluster on 

Microscanner Increases medi-gel capacity by 1. aalaxv mao. 

iat-y Personal DeFe 
1 Description I 

Pylos Nebula 
New star chart-reveals cluster on 

Lattice anunnng lncreases anepara s nealm. Shrike Abyssal New star chart-reveals cluster on 

M~crofield Pulsar Increases submachine gun damage. 

lncreases assault nfle damage. 

Amplifier Plates New armor piece. Increases shields by 5%. 
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&though visiting the Citadel is entirely optional, missing out on i t s  great shopping WIII deny you some great 1 







<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /CMYK
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


