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PnoFILES
The protagonists of Residenf Evil 6 are mostty, but not always, heroes who

put everything on the tine for the greater good of humankind. Each of the

characters is described in this section.

LEON S. KENNEDY

At 36 years of age, Leon S. Kennedy is the

most respected agent working for the

U.S. government and reports directty to

the President. The horrors he witnessed

as a resutt of a biohazard outbreak,

known as the Raccoon City lncident,

left him with a deep-rooted hatred of

bioterrorism and those who would use it.

White his demeanor is calm and rat'ionat,

it shoutd not be mistaken for apathy. He witl

take the initiative in any mission to which he's

been assigned, often putting himsetf in danger

in order to save the innocent. He takes his

missions seriously, making decisions cautiousty

and togicatly. From time to time, however, his

sardonic wit wit[ surface, recalling his time

as a good-natured rookie cop with a sense of

duty and the abitity to maintain his humor

even in tough times.

Helena Harper is a 24-year-otd U.S. government

agent. Her sister Deborah is her onty known

living relative. During the Tat[ Oaks terrorist

attack, the U.S. Secret Service dispatched her

to protect President Benford. She is a strong

woman with strong moral convictions and is

sympathetic to the ptight of others, although

she does let her emotions get the better of her

from time to time.

HELENA HARPER
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CHRIS REDFIETD

PIERS NIVANS

Piers Nivans is a 26-year-old BSAA operative working for its North American branch. Chris Redfietd

is his commanding officer.

His hand-eye coordination and concentration skitls are without equat, making him the BSAA's

top-ranking sniper. He reacts quickly to the changing conditions on a batttefietd and, as a result,

he wi[[ usualty find a way to comptete his mission despite adverse conditions. Aserious and

determined man in battle, he stitl has time to offer a kind word for his fettow sotdiers. lt is these

qualities that prompt his C.O. to comment that the future of the BSAA rests on the shoutders

of men like him. Piers prefers not to think of his team as subordinates but as members of a big

famity. He believes that the strength of the BSM hinges on the bonds of a[[ its agents. He holds

Captain Redfietd in the highest regard, and Captain Redfietd trusts him impticitty.

Chris Redfield is a 39-year-otd BSAA (Bioterrorism

Security Assessment Attiance) operative working

for its North American branch. He was the leader

of Atpha Team until he suffered post-traumatic

amnesia and wound up a bettigerent drunk in the

underbetty of Eastern Europe.

Around this time, a biohazard outbreak in China

shocks the wortd. Piers Nivans, his teammate

on Atpha, finds Chris and convinces him

to resume his leadership rote in the BSAA.

Despite his memory toss, Chris retains the

fortitude and leadership ski[s that make

him one of the BSM's top agents.
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IAKE MUttER
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Jake Mutler is a 20-year-otd

professional mercenary under the

emptoy of rebel forces in Edonia.

Despite his youth, his combat

experience is extensive and his survival

skitts are formidabte. His cynicism creates

an unapproachable aura, and even his

feltow mercenaries consider him to be

moody and distant. The only thing

he trusts in this wortd is cotd, hard cash, and he has no time for the concerns of others. He is the consummate

mercenary selting his services to the highest bidder without any concern for the ideotogies of the groups that
employ him.

SHERRY BIRKIN
3a$$**$$##*e{Se$Wee*$g*s*!#seff*sskr*1s!:!!iit$1i}tirs!::::iiiuiti:tttaii1!.,,,,,,,',,,,,1

Sherry Birkin is a 26-year-otd U.S. agent

working under the direct command of a

U.S. Presidential aide. She is one of only a

handful of peopte to suryive the Raccoon

City lncident in 1998. During the incident,

Sherry was infected by the G-Virus. White she

survived exposure to the virus itself, the U.S.

government took her into custody to monitor
how the virus would affect her physiotogy. Thus began her time as a human guinea pig, poked and prodded by

curious scientists and government officiats.

ln 2009, she was inexplicabty offered a position as a special agent in the employ of the United States. She quickty

assented in order to escape her life of forced imprisonment, even though in practice she was stitt under the
watchful eye of the government.

She lacks the experience of more seasoned agents, but she can stitt hotd her own against Jake Mutter and is capabte

of providing the emotional support he has lacked for most of his tife. Despite the tragedy she has witnessed, she stil
believes deeply in the good of peopte.
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ADAWONG

Not much is known about the international spy Ada Wong, inctuding her age or whom she works for. Even

her true name, as wetl as her aims, remains a mystery. What is known is that no matter how difficutt

her missions may be, she has the brains and the physical abitity to pull them off without a

hitch. White there is stoicism in her demeanor, it is her poise and sangfroid that she is known

for. She appears to be working toward a specific goal and, once she accomptishes it, she is

the type that woutd have no qualms about betraying her handters.

ln 1998, she went to Raccoon City with the intent of secreting out a sampte of the G-Virus. lt was there

that she first met Leon S. Kennedy, a rookie cop at the time. Fottowing the events of Raccoon City, she has

been known to offer aid to Leon on his missions but mostly as a ploy to entist his hetp.

Currentty, Ada has snuck aboard a submarine after being contacted by Derek Simmons, a man she hasn't heard

from since the Raccoon City Incident. White on the submarine, she discovers a mission that was never fietded to

her and a terrible secret that wi[[ spur her to act. What forms those actions witl take is anybody's guess.
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ONSCREEN DISPLAY
The images below show the kinds of markers, gauges, and readouts disptayed onscreen white ptaying the game and controtting your character. Note
that ptaying as different characters changes the appearance, layout, and navigation of the onscreen disptay.

Q OUj".tive Marker: lndicates position of nearest objective, usuatty a door, with distance numbered in meters.

fu Weapon Marker: lndicates position of a new weapon, with distance to object numbered in meters.

O* Crossfrair: Appears when a firearm is aimed, indicating buttet trajectory. For greater accuracy, move the crosshair over an
enemy body part before firing.

A ltem Pickup: lndicates an item is within reach. Press button disptayed to pick up. lcon with a cross-out mark indicates no
room remaining in inventory.

S Life Gauge: Disptays amount of life remaining. Damage sustained is indicated by red segment portions. lf no further damage
'is sustained, red segment soon heals. When empty, character enters dying mode. Refitl. by taking Heatth Tabtets on hand.

Combat Gauge: Disptays stamina remaining for use in melee attacks. When empty, character cannot use metee and hotds
side in exhaustion. Refi[[s automaticatty over time but refitts faster when standing stitt.

Magazine Gauge: Disptays number of butlets remaining in chamber of current weapon as wetl as the total magazine size.
Press Retoad to refill magazine when additional ammo is on hand.

Weapon Modes: Muttipte icons displ.ayed in this area indicate that the currently equipped weapon features muttipte modes
of fire. White aiming the weapon, press @ or @ to switch modes of fire.

Qt laOitional Ammo: Disptays amount of additional. ammo used in currentty equipped weapon beyond what is currentty toaded
in the ctip. Pressing Reload reduces this number; picking up more ammo increases it.
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STNRTING A CTMPAIGN
After booting up Resident Eil 6 and togging into online profi[es as needed, press the Start button to skip the cinema and arrive at the titte screen. Press Start again to proceed

to the main menu.

From the main menu, setect Ptay Game and press the Action button to proceed to the Ptay Game screen. The other options on this screen a[[ow you to navigate other menus:

CAMPAIGN SETECTTON
OptiOnS: Change controtter functions, camera behavior; game settings

such as subtitles, HUD position, and laser sight color, disptay settings for
brightness, and audio settings.

Credits: View the game's credits rott, which is atso disptayed fottowing
comptetion of each campaign.

Records: View personal records regarding amount of game ptayed,

weapons used, enemies defeated, medats earned by completing chapters,

and records achieved in extra modes.

Special Features: Viewspeciat content untocked, such as action
figures co[ections (unlocked by shooting Serpent Embtems hidden

throughout stages) or review previously seen cinemas from the various

campaigns, arranged in chronotogical order to provide a better picture of
the overatt narrative.

lvlarketplace! Look for new downtoadabte content for Residen t Evil 6 or
download additional content atready purchased.

THE PTAYGAME SCREEN
Setecting Play Game from the main menu takes you to the Ptay Game

screen. Setect Campaign to start a new game or select one of the other

options avaitabte. More content for the Dog Tags and Extra Content

screens becomes availabte as you progress in campaigns:

Dog Tags: View and customize Dog Tag etements untocked by compteting
chapters within campaigns, which hetp you identify yourself uniquety in

ontine matches.

Extra Content: Ptay Agent Hunt or The Mercenaries. Agent Hunt is

unlocked by ctearing any one campaign when you are connected online.

THE CAMPAIGN SCREEN
At first, the onty option on this menu is to start a new game. You must

complete the short Pretude, and then you witl untock the Leon, Chris, and

Jake campaigns.

After completing the Pretude and returning to this screen, more options

are availabte:

COntinue: Setect Continue to pick up from your last save point (the
game saves your progress automaticatty at key locales).

Chapter Select: Restart from a new or previousty compteted chapter
in any campaign.

Join Game: Join another ptayer's game, via online connection.

Skill Settingsl Purchase and equip Skitts in three skitt sets. At first, onty

one three skill set is availabte. Ctear any campaign to make eight ski[[ sets

avaitable and to equip any skitl set on the fly during a campaign from the
game menu.

After compteting the

short and action-

packed Pretude,

you return to the

Campaign Select

screen. Setect Leon,

Chris, or Jake to

begin any campaign.

You can atso reptay the Prelude.

Selecting any campaign to begin takes you to the Chapter Select

screen. Onty Chapter 1 of a campaign is availabte to start. Complete

chapters in sequentia[ order to untock more chapters in this screen. At

the bottom, your best time and ranking medals are disptayed for each

difficutty mode you attempt.

S{SI IMPROVE YOUR TIME AND INVENTORY

#ttiTHROUGH REPLAY

Reptaying chapters that you previousty compteted altows you

to improve your comptetion times and chapter ranking. When

you restart a chapter, you stit[ possess a[[ the ammo, items,

and weapons you had on hand from compteting subsequent

chapters. As a result, you can replay chapters with better

weaponry, more items, and more ammo!

Lament@Xbox360iso



DIFFICUTTYAND
CO-OP SETECTION

After choosing a campaign and chapter to ptay, the Difficu(tylScreen Type screen appears. Use the

Left Stick or directional pad of your controller to toggte through each of the settings, and then

press theAction button to proceed.

DIFFICUTTY

Four difficulty modes are avaitable from the start: Amateur, Normal, Veteran, and Professional.

Completing a campaign in Professional difficutty untocks the No Hope difficutty for that campaign.

Selecting harder modes changes the behavior, stamina, and heatth of enemies across the board in

the foltowing ways:

) lncreased frequency of enemy attacks.

lncreased number of hits during a muttipte-hit attack.

Decreased chance of dazing an enemy with shots.

Decreased time of dazed effect inflicted by gunshots.

Decreased time of dazed effect inflicted by Ftash Grenades.

lncreased number of accurate shots fired by armed enemies.

Decrease in interval between stationary gunshots.

lncreased chance of J'avo mutation.

lncreased speed of grappte attacks.

lncreased number of hits detivered during a grapple.

Decrease in time a Rasktapanje stays immobilized after defeat of att body parts.

SCREEN MODE

Screen mode determines whether you ptay

atone, control one character, or ptay with a

friend in co-op mode via sptit screen and a

second controtter connected to player 2.

CHARACTER
SETECT
The Leon, Chris, and Jake campaigns each feature

two ptayabte characters. ln singte-screen offline,

mode, the character you do not choose becomes

a partner controtted byAl. The partner fottows

the ptayer character except in times of forced

separation. PartnerAction commands can be issued

to change the partner's behavior or command the

partner to move or attack, depending on whether

the current locale and situation allows.

ffii .jrllil

PLAYAS BOTH CHARACTERS
f*,'4

As you navigate through a campaign, you

notice areas that the main character

(Leon, Chris, or Jake) is unabte to exptore

and that only the usual partner character

(Helena, Piers, or Sherry) has access to.

For this reason, it is wise to replay each

scenario as the partner character. Some

hidden cottectibtes are accessible onty by

the partner, and they won't collect them if
you're not in controt!

SYSTEM SETTINGS
The final screen of options shown when selecting

a campaign determines how you play: offline or

ontine; with or without a partner; which countries

you are avaitable to ptay with; whether you want

to complete atl the objectives or not; whether your

partner reacts to your attack if struck; whether

you want skitts that a[[ow infinite ammo to be used

or not; and whether other players can enter your

game as monsters inAgent Hunt mode. When you

are finished determining the criteria of your match,

select the Start Game option at the bottom. lf

ptaying offline, you begin immediatety; if ptaying

online, you then proceed to the lobby and can

select a game or join the next match randomty.
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MOWMENTAND
TURNING
Use the Left Stick and Right Stick simuttaneousty to move and turn

your character at the same time. While tilting the Left Stick moves

the character in any direction, angle the camera in the direction the

character is moving in order to see better. Keep your thumbs on both

controts while your fingers hover over the shoutder buttons. Be ready to

raise your weapon and fire it at a moment's notice.

CAMERA RESET

Press theAction button while standing stitt to reset the camera position

to waist [eve[ behind your character. The camera reset position can be

changed in the Options menu.

DASHING
Hotd the Action button white moving to dash across long stretches at

faster speed. The camera fatts to a lower angte behind the character but

can stitl be angted mid-dash using the Right Stick. Dashing is effective

for traversing [ong, empty areas quickty or for evading constant gunfire

such as from machine guns.

White dashing, the character also performs certain actions automatically,

such as jumping across gaps, climbing ladders, dropping from ledges,

hopping through windows, and stiding across countertops.

As was mentioned previously, the function of the Action button changes

depending on the circumstances, such as the environmentat object the

character is facing. You encounter the fottowing types of environmental

objects to interact with on a regular basis ptus additional control panets

and levers with special functions:

CLIMBING LADDERS AND TEDGES

PressAction when standing at the base of a solid ladder or a waist-[eve[

ledge to climb up. lf you find you cannot ctimb a tadderi examine it more

ctosety to determine if it is broken higher up or perhaps ra'ised out of

reach. ln the case of raised ladders, find a way to reach the top end of the

ladder and press Action to make it drop down. Then you can use it.

DROPPING FROM TEDGES

When standing at an open ledge with ctear ground betow, pressAction to

drop to the lower [eve[. Your character witl drop over ladders as we[[. You'[[

be surprised by some of the heights your character can drop from. lf you

move to an open ledge and theAction button icon does not disptay, then

it is not safe to drop from the ledge at that spot. Find another area from

which to drop safety.

HOPPTNG THROUGH WINDOWS
Approach any window, barricade, or waist-tevel watl opening and press

Action to hop over. Your character can jump safety over the low wa[[ if the

area on the other side is clear of furniture and obstacles, even if it means

smashing through a glass pane. lf theAction button is not disptayed, the

wa[[ or barrier may be stightty too high to jump over.

S TIDING ACRO S S SURFACE S

Approach any counter or waist-high tabte and press Action to stide across

the surface. Doing so where papers or objects are stacked can have a

dramatic effect. Stiding over a counter is a great way to approach an

enemy quickly during an attack.
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OPENING DOORS,
SUITCASES, AND CHESTS

Most other environmentat interactions are atso

handted with theAction button: opening doors,

suitcases, item chests, and windows; pulting tevers;

pushing buttons; and so forth. When you open a

doo6 press Action once to open it quietty or press

Action twice quickty to kick it open loudty. Doing so

can sometimes knock down an opponent standing

on the other side of the door.

Note that some doors, levers, and buttons can

be used only via Partner Action, with both your

character and your partner performing the action

at the same time.

SMASHING
ITEM CRATES
Throughout stages, you find breakable crates,

barrets, vases, and boxes of various colors and

sizes. Approach any of these and press the Fire

button to smash the container. This does not

reduce the Combat Gauge as long as the action

is used to smash an object, whereas kicking at

air does reduce your gauge. These breakabte

objects contain vatuable items such as ammo,

herbs, and Skitl Points that you can use to
purchase and upgrade skilts between chapters.

PICKING UP ITEMS
When you find an item-either by locating it on a tabte, shetf, or in a dead person's hand or by

smashing an item crate-move toward the item until the item's icon appears in the tower-teft corner

of the screen. Press the Reload/Pick Up button to cotlect the item and to add it to your inventory. lf
the item icon is crossed out, then no room is availabte in your inventory. Press the ltem Menu button

and combine or discard items to make room, and then try again to pick up the new suppty.

SKIPPING CINEMAS
lf you have atready seen a cinema ptay, either through death or chapter replay, press the Select or

Back button to skip the scene and resume control of the game. Scenes previously viewed can be

viewed again in the Special Features menu.

THE IN-GAME MENU
Press setect or Back (depending on your console) to open the game menu. you won't use the

game menu often, but it's stilt handy. Untike pausing the game (accomptished by pressing Start),

time does not stop while you view this menu. Therefore, open the game menu only in a safe and

enemy-free location.

Like the onscreen display, the game menus change form depending on the character ptayed. Some

characters'game menus are disptayed as square tabtet devices white others'are rotating wheels.

But the functionality of the icons disptayed remains the same:

Resume Game (curved-back arrow): Return to controtLing the character. lt is atso
accomptished by pressing Setect/Back or the Cancet button.

Restart from Checkpoint (thumbtack): Restart the game from the tast checkpoint with the
weapons, items, and heatth available at the time. Look for "Checkpoint" to appear onscreen white
you move through areas to help identify the location of the previous checkpoint.

Display Another Player's Records (graph): Disptay the Records screen (same as seen on
the main menu) for another player currently ptaying in your campaign, inctuding paftner and Agent
Hunt ptayers.

Change Game Settings (tools): Change the same settings avaitabte in the options of the main
menu. With some exceptions, they are not changeabte mid-game.

Equip Skitls (crosshair): Switch to another of eight skitt sets you've atready buitt prior to
starting a chapter. The skitls in each set are disptayed to the teft. This is not avaitabte untit at teast
one campaign is cteared.

End Game Session (power sign): Leave the campaign and return to the ptay Game screen. ln
ontine mode, the ptayer leaves the match.
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IJSING ITEMS
This section discusses how to use items in the fietd and atso how to manage your item and

weapon menus.

GREEN HERBSAND RED HERBS
After finding more than one Green Herb, or a Green Herb and Red Herb, press the ltem Menu button

to open your item stots. The game does not stop or pause while the ltem Menu is open, so do not

attempt this in a hostite environment untess the situation is critical and unavoidable.

To combine herbs, use the directional pad to select a Green Herb powder and pressAction. Up to

three options are displayed, depending on other items in your inventory. lf you possess more than

one herb, the Combine command is avaitable. PressAction to select this, then setect another herb on

hand to mix with. The Store command moves the herb or mixture to the case in the form of Health

Tablets to be used during combat. The discard command removes the item from inventory and it
cannot be rectaimed.

Your character can carry up to 16 Health Tabtets in the case. However, the onty way to carry this

amount is to refitl the case with a six-powder mixture when carrying ten Heatth Tabtets atready. Use

the fottowing table to help you mix herbs for the best results:

HEATTH TABLETS
After creating Heatth Tablets from Green and Red Herbs and moving them to the tablet case, press

the Heatth Tablet button (Rl or RB) to consume tablets and restore heatth. Each tabtet you consume

restores one btock of health. Therefore onty six Heatth Tabtets can be consumed at a time. Press the

button six times rapidty to recover futt heatth quickty.

lf your Health Tabtet case is empty, press Rl or RB

and Retoad to refitl the case, which automaticatty

converts Green and Red Herbs on hand to

tabtets. This method picks the best combination

avaitabte, in the fottowing order of preference:

1. Green + Red

2.3Powders+Green
3. Green + Green

4. Single Green

SWITCHING
WEAPONS
AND ITEMS
Press right or left on the directional pad to

switch weapons you carry. lf you switch to an

empty weapon with additional ammo availabte,

your character automaticatly reloads. Be aware

of this and make sure your character is a safe

distance from enemies before equipping an

empty weapon that can be reloaded.

Press up or down on the directional pad to

switch to holding an item in possession, such as

a First-Aid Spray, Remote Bomb, or any type of

grenade. Each type of item is used differentty,

so famitiarize yourself with those differences.

REARRANGING WEAPONS

Whether you miss a weapon tying in the fietd

or even find them in the order availabte in a

campaign, weapons may not be ordered to

your [iking. To rearrange weapons, press the

Item Menu button to open your item stots, and

then press R1 or RB to switch to your weapons.

White viewing the weapons this way, press the

Reload button to select a weapon you want to

move. The change slot icon appears below this

weapon. Now scrotl left or right to the ptace

you want the weapon to go and press Action.

The two setected weapons switch slots.

*Rl:5; it| g* AX,* fi"|* ii|j1* i:*&{$1ru.4.1]*ru$
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For exampte, Jake finds the Shotgun

extremety late in his campaign-tast, in fact.

lf you're more comfortabte with this weapon

being ctoser to your Nine-Oh-Nine handgun

in the setection order, then move the cursor

to select the Shotgun and press Retoad.

White the Shotgun is marked with the switch

slots icon, move to, say, the Elephant Killer

and press Action. This moves the Shotgun

to your second slot and your Etephant Killer

to last place. This may be preferabte for

dealing with a mixture of weak and strong

enemies simultaneousty, such as J'avo and

Strelats in the same location. But if, later

on, you are dealing with ctose-range and

[ong-range enemies simuttaneousty, move

the Sniper Rifle next to the Nine-Oh-Nine via

the same method. Rearrange your weapons

often depending on the combat situation.

Avoid cycting through several weapons before

arriving at the right one.

FIRST-AID
SPRAY
First-Aid Spray provides futI heating

instantaneously, both to you and to at[ atties

within touching range. Equip a First-Aid

Spray on hand by pressing D-pad Up or D-pad

Down, then press Fire to use it to restore

your heatth and physical Combat Gauge. Use

it white you are near your partner to restore

their heatth too.

GRENADES
You can find a variety of thrown explosive

devices in the fietd. To equip a grenade, press

D-pad Up or D-pad Down until the desired type

appears in hand. To throw a grenade, hotd the

Ready/Aim button, and then press Fire to toss

it. Before throwing a grenade, use the Right

Stick to adjust your arc of trajectory which is

visible onscreen as a series of red dots, untit

the final dot is near the enemy's feet.

Different grenades affect enemies in various

ways upon detonation, and some enemies are

particu[arty vulnerab[e to them:

il at \iAi][ tw il{.15 s}Y l'},ril

REMOTE BOMBS
Remote Bombs are exptosive C4 devices that can be ptanted by hand and then triggered via

remote control. White equipped with a Remote Bomb in your hand, press Ready/Aim to ptant the

Remote Bomb where you are standing.

Move a safe distance away and press Ready/Aim and Fire at the same time to detonate the

device, inflicting intense damage to a[[ targets, and atlies, within a short range of the bomb.

After planting a Remote Bomb, many actions can be performed prior to detonation, such as

picking up other items, overturning tabtes, sliding across table surfaces, ctimbing tadders, etc.

You can atso switch to a different weapon or grenade, use it, and then re-equip the detonator.

Therefore, don't feel that planting a Remote Bomb limits your combat abitities in any way.

Lament@Xbox360iso



PARTNER
ACTIoNS
The three main campaigns require that two-person teams work together

and cooperate to survive. Many doors, levers, buttons, and hatches

display the PartnerAction button icon when approached, indicating that

the object can only be interacted with or used by two peopte who work

in unison. Whenever you encounter a door that displays the Partner

Action icon, pressing the Partner Action button automaticalty catts your

partner over to help. White they approach you may be vulnerabte to

enemy attack, so onty use this in clear or safe areas.

PARTNERCOMMANDS
Throughout stages, your partner fottows you and attacks enemies

automaticalty. However, there may be times that you do not want them

to fottow you, or to attack enemies, for fear of giving your position

away. Partner Commands atlow you to give instructions to your partner,

whether they are controlled by computer Al or another player.

lf yourAl partner responds in the negative to a partner command, then

the situation may not permit such action at the time. Reassess and

determine whether another partner command wilI work better.

Hotding down the PartnerAction button allows you to locate your

partner in the environment. Even if your partner is in another room and

cannot reach you, his/her location is marked with a special cursor.

MOVE IN
Ho[d the PartnerAction button and press D-pad Up to direct your partner

to move ahead of you, attack an enemy in front of you, or attack one

you've targeted white aiming with your laser sight. This order is basicatty

a command to be aggressive and fight to the last bu[[et, but it faits if
no enemies are present. lssue this order when entering major combat

situations and boss fights. Your partner works their hardest to reduce the

damage you sustain as wetl as the number of butlets you use.

CALL

Hotd PartnerAction and press D'pad Down to catl your partner to your

position. This command also changes the partner's attack behavior,

instructing them to disengage if they are fighting an enemy.

WAIT

Hotd PartnerAction and press D-pad Left to direct your partner to stay in

a certain location when not in battte. The partner wi[[ wait in the spot

you left them white you explore ahead. This command may be cancelled

if you move too far out of the partner's range or if you enter a situation

where your partner is necessary.

FOLLOW ME

Hotd PartnerAction and press D-pad Right to direct your partner to

foltow after you. Your partner moves to your flank and resumes the

default behavior of fotlowing you from area to area, attacking enemies

at random. This command is also effective for moving your partner out

of your way.

THANKS AND PRAISE

Hold PartnerAction and press R1/RB or L1lLB to congratutate or flatter

your partner for recent actions. Doing so sometimes botsters the

partner's witlingness to attack with more powerful weaponry when the

next Move ln command is issued.
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COMBAT
The fotlowing section of this chapter discusses atI topics retating to combat actions, inctuding

controts used and button timing required to defeat enemies efficientty and stytishty.

PHYSICAT COMBAT
Due to the lack of ammunition, mixing firearm use with metee attacks and setf-defense tactics

is critical to survivat. Press the Fire button to perform a melee attack against nearby enemies.

Physical attacks are more effective when the enemy is stunned or lying prone.

To daze an enemy, use a firearm and shoot them in either arm. You see the effectiveness of your

shot when a change occurs in the enemy's posture. When the enemy bends over or cringes in

pain, lower your weapon and rapidty approach them. lf the Fire button icon appears onscreen,

the enemy is dazed and ready to be hit with a metee attack. Press the Fire button to knock the

enemy to the ground with a devastating b[ow.

lf the first metee attack is not enough to kitt the enemy, stand near the enemy's head. lf doing

so causes the Fire button to appear again, then press it another time to stomp on the enemy's

head, smashing their skutt. stomp on an enemy from the side or their feet may cause you to

stomp on their torso instead, which is highty damaging but may not kitt them.

Att physicat attacks deplete the Combat

Gauge. The Combat Gauge refitts graduatty

over time as long as no further physical

exertion occurs. The gauge refi[s even more

quickty if the character stands comptetety

stit[ and performs no action.

lf the Combat Gauge drops to empty

through repeated use of melee, then the

character may begin to hotd their side

in pain and pant. The Combat Gauge

turns pink and fi[s slowty. The panting

condition wi[[ not abate untiI the pink

bar fills comptetety and goes away. This

condition reduces movement speed and

prevents dashing. Additional recovery time

is required to atlow the pink gauge to refi[[

and go away and atso to altow the Combat

Gauge to refit[. Therefore, you must use

physical metee attacks sparingty and wisety

to avoid this crippting condition. Jake

Mutler possesses additionaI Hand-to-Hand

combat moves that do not use stamina or

deptete the Combat Gauge.

STEALTH HITS
By approaching an unaware enemy from

behind, you can execute a steatth hit. Sneak

within a few feet of an enemy's back and

the Fire button icon appears. Press Fire

to execute a Steatth Hit attack that kitts

the enemy instantty. Be aware that using a

Steatth Hit is not comptetety silent in itsetf,

and the noise may atert surrounding enemies

to your presence.
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THROWS
After you shoot an enemy in the face or

throw a Ftash Grenade so that it detonates

in front of an enemy, they may begin

staggering in pain and holding their eyes.

White the enemy is in this condition, lower

your weapon and approach them quickty.

When the Fire button icon appears, press Fire to execute a Throw maneuver. Your character seizes

the enemy by the head and performs a special suptex-styte throw or head stam attack that kitts

the enemy instantly.

COUNTERS
Certain enemy attacks can be c..runtered by pressing the Fire button with just the right timing

during the attack. Approach enemies that are raising their weapons or rearing back to strike. The

Fire button appears briefly during such enemy attacks. Press Fire while the icon is stitl onscreen

to execute a counter. Your character performs a special move to throw off the attack with enough

power to kill most regutarly encountered foes.

PARTNERCOMBOS
By performing melee attacks on an enemy that your partner is also attacking, you may trigger

instances of partner combos. When th'is occurs, as indicated by a chime sound, press the button

shown onscreen (either Fire or Partner Action, usualty). Perform a devastating team-up attack

against an enemy and take them out instantty!

AIMINGAND FIRING
To aim a firearm, stun Rod, or combat Knife, press and hotd the Ready/Aim button to raise your

weapon. The character changes posture and prepares to attack. When using a metee weapon such

as the Stun Rod or knife, you must be extremety close to your enemy and aiming is not much of a

factor. With most firearms, an aiming crosshair appears onscreen. You can change this crosshair to
a laser sight in the Options menu. White aiming, adjust your targeting using the Right Stick. When

the laser aligns with your target, press and retease the Fire button to attack.

DUCKING

White aiming a weapon, press the Action button to

duck quickty and then stand back up. This move

is extremety effective for dodging most enemy

attack that are launched at your character's torso

or head. Some enemies such as Strelats, howeve6

fire projectite shots at your legs and ducking these

attack provides no benefit.

TAKING COVIR
While aiming a weapon and standing near a waist-

high object or barrier, press Action to crouch

behind the barrier in a cover position. This crouch

makes it more difficult for enemies to target and

shoot you. Crouching behind cover may provide

no defense against exptosive devices or grenades,

however; so retocate quickty if needed.

CORNERCOVER

When approaching any corne6 press and hotd

the Ready/Aim button to press your shoulder

against the watl near the corner. White pressed

against the watt, use the Left Stick to turn left or

right, move to the edge of the corneq and peek

around the edge. You can atso step out and aim

at an enemy around the corner, reducing your

exposure to return gunfire white you shoot or

throw a grenade. This is a valuabte method for

surveying what's around the next corner white

maintaining your advantage, a good atternative

to running in btind, bumping into enemies, and

losing the advantage.
Avariety of other actions can be performed white aiming or readying a weapon.
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OVERTURNING TABTES

You can overturn certain heavy tabtes to

provide adequate cover against enemy fire.

When approaching a tabte, see if the Ready/

Aim button icon appears with a cover icon.

When this occurs, press Ready/Aim to overturn

the table and take cover behind it. Overturning

a table works better than hiding behind it,

since enemies can shoot between the table legs

to hit you.

LEAP AND ROtt
MANEUVERS, AIMING
FROM THE GROUND
When aiming a weapon, press the Action button

white moving the Left Stick to perform a

variety of evasive maneuvers against enemies.

When moving forward or to either side while

aiming, press Action to ro[[ in that direction.

The character ro[[s onto his or her back and

then aims from the ground. Or press Action

while aiming and moving backward to jump and

land on your back without the rol[. Aiming from

the ground is an effective tactic against most

types of bipedal and crawling enemies. While

on your back, titt the Left Stick to one side or

the other and press Action again to rotl in that

direction. Then strike another aiming-from-the-

ground pose.

WEAPON MODES

While you equip a weapon, see whether smalt, square icons appear below your Magazine Gauge. lf
so, then the weapon has multipte modes of fire. Press @ or!, depending on your consote, to switch

weapon modes while aiming.

Leon's Mng Shooter and the Bear Commander are two weapons with muttipte firing modes. Switching

modes with the Wng Shooter altows you to equip two guns at once and fight two-fisted. Switching

modes with the Bear Commander, on the other hand, attows you to switch from firing bultets to firing

40mm Exptosive orAcid Rounds.

RETOADING
Press the Reload button to refitl your weapon's clip if it is less than fu[[ and if you have additional

ammo on hand. Attempting to ftre an empty weapon causes yocrcharacte( to reload automaticallg,

and this can sometimes leave them exposed, outside of cove6 white they jam a new ctip in the gun.

Retoading manuatty in ctear areas or white behind cover is much wiser because it allows you to pop

up and fire at your next enemywith a futt ctip every time. Reload often, retoad safety.

wTcKRECOVERy
When an enemy's attack knock you down, press the Action button repeatedty to get back up on your

feet quickty. ln some cases, you may rotl right off the ground without missing a beat. Doing so puts

you back in the action and prevents your enemies from injuring you further with follow-up attack.

Quick Recovery does not work if a powerful shot or exptosion sends you spinning through the air and

out of controt.

IMMOBILIZATION
Certain enemy attacks may hotd you or immobilize you on the spot. Sometimes an enemy grabs you

in a powerful bear hug or in their giant hand. You must rotate the Left Stick rapidty to break free.

Other enemies spew a sticky webbing or tiquid that paratyzes you on the spot for several seconds

without reprieve. Howeve6 during this time you are free to aim and shoot, provided your hands are

free. Afterward, equip your knife and aim downward at your own legs to cut yoursetf free.

wrcKsHoT
One of the most effective ways to knock an enemy off balance is with the Quick Shot attack. Press

and release Ready/Aim and Fire simuttaneously to perform a Quick Shot when an enemy is within

medium range and you have stamina remaining in your Combat Gauge. Your character fires a quick

shot into the enemy's abdomen, causing them to change stance. Quickty approach the enemy and

knock them down with a melee attack, and then fotlow with additionat stomps or buttets.

Quick Shots are a highty effective way to conserye ammo and make the most of each buttet,

especially when you're [ow. Sometimes performing two Quick Shots on an enemy in succession can

knock them to the ground or even kitl them. However, performing a Quick Shot consumes stamina,

which reduces the Combat Gauge.
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WICK TIMING EVENTS REVOLVING ACTION
COMMAND PROMPTS
Occasionatty during the heat of action, a revotving action command

prompt wi[[ appear onscreen, usuatty corresponding to the operation of

something mechanical. When this occurs, a ring appears around a button

icon in the center of the screen with an endlessty rotating timer hand,

which moves through green-b[ue areas repeatedty. As the timer hand

moves through the cotored area, press the button shown to ctear that

area. Wait until the timer hand rotates around again, and be ready to hit

the next colored area. Hitting the button too soon or too fast can spett

faiture, and you must try over again from the beginning.

At other times-such as when you hang from a ledge, drive a flats boat through

debris, or you're hetd in a large enemy's grip-you must rotate the Left Stick

rapidly clockwise or counterclockwise to break free and avoid disaster.

ENEMYMUTATIONS

During certain combat situations, special commands may appear

onscreen with a timer gauge. You must press the button or buttons

disptayed before the timer hand reaches the end of the gauge or face

the consequences. Some instances require pressing a button rapidty for a

long period in order to reach safety.

Atthough many of these instances are hightighted in the campaign

watkthroughs contained in Part ll: Campaign Anatysis in this guide, there

may be other instances we can't predict in which you step too ctose to

a ledge or fail to act in time. Atways be prepared to tift your teft hand

off the side of the controlter and start jamming your finger on buttons

repeatedly to survive!

The J'avo infected

by the C-Virus can

be either easy to

deal with or hard,

especiatty when they

mutate. Some J'avo

are programmed to

change and grow new

body parts when you shoot them in the arms, torso, head, or tegs. During

a mutation, the J'avo becomes invutnerabte to attack, so avoid wasting

buttets. After the mutation occurs, new body parts grown by the J,avo are

resistant to damage and gunfire, with the exception of the head. A head

mutation usuatly leaves the head even weaker than before, so target the

head. J'avo with mutated arms, however, can use their new appendages

to shield themsetves from attacks. Shoot targets around the shietding

limb, such as the feet or head, to take them out. Exptosions also work well

against mutated J'avo.
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CHRYSATID
TRANSFORMATIONS
White mutations occur on the spot, some J'avo encase themsetves in chrysatid cocoons. After a

short period of time, the creature inside the chrysatid transforms into a new monster and breaks

out of its she[[ to attack. Shooting a chrysatid during the transformation speeds the process and

also weakens the resulting creature.

CHRYSALI* HATCHLINGS HATS T!-Ig LIGI-IT

Creatures that emerge from chrysatids, such as Mesets, Strelats, and more, atl share

one thing in common: light sensitivity. Since they've just ctawed their way out of

an extremety dark cocoon, bright tight is their weakness. Throw Ftash Grenades at

creatures that have emerged from chrysalids to daze them for [ong periods of time or

even kitI them.

DYING STAIUS
A ptayer character whose heatth is reduced

to zero fatts into Dying status. During this

time, the screen turns comptetely red, the

character falts to the ground, and movement is

restricted. The character can aim and fire the

weapon they have in hand but cannot change

weapons or heal themsetves. Any further

damage sustained by the character results in

death and the end of game.

When a character is dying, a gauge appears

at the bottom of the screen. lf the character

survives untiI this gauge fitts comptetety, then

he or she wilt stand up and be abte to move

again but remain in Danger status. lf a partner

character can get to the player character and

administer aid, then the character can get up

immediately. But they witt stitt be in Danger

status untess retated skitls appty.

ln online mode, revive a dying player character

by approaching them and pressing the Partner

Action or Take Heatth Tablets buttons.

DANGER
STATUS
A character revived from Dying status by a

partner may sti[[ be without health, even when

they're on their feet. This is known as Danger

status. The screen remains somewhat blurry and

tinged red, and the character hotds their side

white watking. Dashing and metee attacks are

prohibited, and aiming is extremety shaky. Any

hit you sustain white in this condition witl put

you right back in Dying status again. Administer

aid to yoursetf at the first opportunity to get out

of Danger status and regain a[[ of your movement

and combat abitities.
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CHAPTER
COMPLETIoN

At the comptetion of a chapter; the ptayer is evaluated based on several criteria and then awarded

an overatl rank. Clear time, enemies kitted, firing accuracy, and number of player deaths a[[ factor

into the overall rank. White the highest ranking for each criteria is A, the highest overall ranking is S,

fottowed by A, B, C, or D. Achieving S Ranking in many chapters can unlock new bonus content.

Additionatty, each compteted chapter untock new Dog Tags, and each campaign cteared untocks new

modes and maps for The Mercenaries. Ctearing at[ three campaigns untocks the fourth Ada campaign.

Ctearing all four campaigns unlocls a secret ending and several infinite ammunition skitts, atthough

with heavy Skitt Point price tags.

SKItt SETTINGS
After viewing the Chapter Ranking screen, press

the Start button to continue to the Skitl Setting

screen. Here you can purchase new skills using Skitt

Points accumutated during the previous chapter

or upgrade atready purchased skitts with muttiple

experience levels. You can atso equip different

skilts before heading out on your next mission.

At first, onty one three-skill set is availabte for your first entire game. This prohibits you from

changing sk'ilts during a chapter. Howeve[ after ctearing any singte campaign, you can equip up to

eight three-skitl sets. Mix and match skitls in all three sets to change how you fight and the amount of

items enemies drop, improve how your partner heals you from dying, and more. With eight skitt sets

at your command, you can switch skitt sets at any time during a chapterin the game menu.

The Skitt Settings screen does not appear upon comptetion of a campaign.

NEW GAME+
When you clear a campaign, the Continue

option on the Ptay Game menu is reptaced

by New Game+. Normalty, you can replay

any previously cleared chapter with all of

the weapons and items you've acquired and

even more powerful weaponry found in later

chapters. However, in New Game+ you can

start a campaign from scratch without the

weapons you've acquired. This witt not affect

other character's weapons and items in other

campaigns. This provides a way to experience

the joy of playing a campaign from scratch,

unlocking a[[ chapters, and finding everything

atl over again.

lf you do not choose the New Game+ option,

and instead reptay a chapter or start a

different campaign, then the top option returns

to "Continue" until you ctear Chapter 5 from

another campaign.

UNTOCKING
ililRA
CONTENT
Comptete any campaign at any difficulty to

untockAgent Hunt mode. By compteting each

campaign, you also unlock a new map in The

Mercenaries. These extra ptay modes are

availabte in the Extra Content screen of the

Play Game menu.

ACHIEVEMENTS/
TROPHIES
By clearing chapters or futfitting certain

bonus criteria, you may unlock Xbox 360

Achievements or PtayStation 3 Trophies.

Comptete lists of these awards are contained

'in Part V: Appendices, atong with a bevy of

other information regarding enemies, weapons,

items, and more.
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GRASP OF THE DEAD
A disheveted sotdier interrupts Leon. This sotdier is infected with the

same virus that has turned everyone etse into zombies. You have a

sptit second in which to raise your weapon and fire, but it's a waste of

bu[[ets. Unfazed, the zombie grabs you momentarily. Rapidty rotate

the Left Stick counterctockwise to break free of the initial grasp.

Unfortunatety, Leon fatls to the floor with the zombie, which grabs him

again. Rotate the Left Stick again. This time, a second gauge appears-as

the timer hand moves through the cotored area, press the Fire button to

kit[ the zombie with a finishing move.

LET THE BEACON POINT THE WAY

Return to HeLena and press the Heatth Tabtet button again to administer aid. With your partner

back on her feet, start moving toward the objective marker (a small white door icon) that

TAKE THE SITUATION IN HAND
Leon and Helena emerge into the chaos of the city near the site of

an airptane crash. Press Action to hop over the stair rail and drop to

the street betow. Upon hitting the ground, immediatety shoot the

zombie on your [eft. The best tactic for deating with enemies that

get too ctose is the Quick Shot. Press and release theAim and Fire

buttons simuttaneously to pump a quick round into the zombie,

which causes it to stagger. Then move up to the monster and press

the Fire button to kick it to the ground. Afterward, press Fire again

to stomp on its head white it's down. Then, pick up the ammunition

that it may drop.

EQUIP A BETTERWEAPON!

The crowded street situation quickty becomes chattenging. Press

right on the direct'ional pad to switch to one of Leon's stronger

weapons, which are now avaitabte. Each weapon has onty one

fut[ ctip, atthough you may pick up additional ammo dropped by

zombies. The Shotgun is an excellent choice for close-quarters

crowd controt. Equip it and start btasting your way into the crowd.

indicates the direction of the exit. Hotd the

Directional Beacon button (Ll on PtayStation

3, LB on Xbox 360) to bring up a digital pointer

that witt set you on the right path.

Press Action to open the door and descend the stairs. Approaching the door at the bottom prompts

the PartnerAction button icon to display. This atways indicates that you cannot move on without

your partner. Press PartnerAction to summon your partner to hetp you open the door.

Be wary of

crawting zombies

that may leap

up from the

ground-either

crush in their

heads or btast them on the ground from a safe distance. Aim for headshots as much as possibte to

conserve your ammo and reduce the need to switch to other weapons.
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RUN!

Keep fighting your way up the street between

the parked cars until reaching such a distance

that the airplane todged in the buitding behind

you breaks free and crashes to the ground. As

the resutting firebatl begins to spread through

the city btocks, tilt the Left Stick downward

and hotd the Action button to dash away from

the spreading flames and flying cars.

A BSM heticopter hovers into a low position

directty ahead. Titt the Left Stick upward and

continue hotding Action to dash over car hoods

and rooftops to reach the chopper. Leon barety

manages to grab the landing skid, and a zombie

clutches onto his [eg. Rotate the Left Stick to

shake the ghoul free.

FLY CRAZY

Now inside the heticopter, Leon must take control

when the pitot fatts ill. Press the Retoad button

repeatedly to fitt the gauge before the timer

needte swings to the left side. Faiture results in

instant death and the end of the game.

The pitot resurrects

as an undead and

attacks Hetena. Leon

aims his gun into the

cabin, and a revolving

command prompt

appears. Press the

Fire button to shoot

the zombie as the

timer needte moves

through the smatt,

cotored part of the

diat. lf you miss the

first time, you have

a few more tries.

However, the zombie

eventuaIty eats

Hetena if you fail to

shoot it in time, and

that too means

game over.

With the onboard

situation resolved, rotate the Left Stick rapidty to regain control of the chopper. Unfortunatety,

it's no use: the aircraft crashes into a buitding and the partners spitl out onto a gtass floor. Press

the Action button before the timer runs out. Get off the glass floor before the helicopter cotlapses

on top of you.

WHERE ARE WE NOW?

Catch your breath and then head for the exit door. Press PartnerAction to open the door together.

Leon and Helena find that they have arrived at a rather strange, yet altogether relevant area.

Press Action one last time to hop over the rail and drop to the floor below. Proceed toward the

central monolith to comptete the Pretude.
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NAVIGATE THE BANQUET HAIL
Head right, trot down the steps, fotlow the batcony to the end, and go

down the stairs on your [eft. You spot another survivor running away

at the other end of the banquet hatt. The aisles between the nearest

tables are cluttered by chairs and impassabte, so move down the hatt to

the back rows. When you reach the middte of the banquet ha[t, more

ctuttered chairs force you to go back to the right to find a ctear aiste to
pass. Go left at the end and through the open doorway on the far side.

DON'T BE ATRAID...
Turn right and enter the kitchen. Judging by the toud noises, you,re on

the right path to find either the survivor or more zombies. Head teft
through the kitchen

and right through

the open exit door.

FoItow the connecting

corridor around the

corner to the right

and open the door

at the end with a

Partner Action.

At this point you

encounter Robert,

a scared university

employee who

is looking for his

daughter, Liz. With

Hetena's help, you must make time to reunite Robert with his missing

daughter before making your escape.

SEEPEATT EMELEM:
CLG,SET IN FIG,EIEFIT'Ei FIOctM

Fotlowing Robert's

departure from the room,

face the exit door. Turn

to your left and move to

the open closet doorway.

Even from outside the

ctoset, you easily spot

a giant blue crest on the highest shetf. This is a Serpent Emblem.

Shoot this and other emblems hidden throughout each chapter,

The emblems unlock additional content for Leon,s Campaign in the

Collections screen of the Special Features menu, \bu can coltect four

Serpent Embtems ln every chapter

FOttOW ROBERT

Head back through the kitchen to the banquet hatt, which is now veiled

in darkness. Proceed into the ha[[. Leon and Hetena automaticatty

turn on flashlights,

providing [imited

visibitity. Ftashes of

tightning from the

storm brewing

outside atso hetp

you make your way

back through the

ctear aisles.

Robert waits on

the other end of

the banquet ha[[,

where he is nearty

crushed by a fatting

chandetier. Move to

the doubte doors behind him and press theAction button to open them.

Robert proceeds to the door on the right. However, if you go up the

stairs across from the door and follow the batcony to the end, you find a

can of First-Aid Spray next to a dead body.

KNSW HS}V TCI USE YOUR FIRST'.AID SPRAY

To use a First-Aid Spray, press up or down on the directionat pad

of your controlter until the First-Aid Spray is setected. With the
item in hand, press the Fire button to heal yoursetf. ln ontine

ptay, First-Aid Spray used in close proximity to your partner witt
heat both of you. However, since finding First-Aid Spray is rare,

conserve these items for major battles and boss fights, and use

herbs in the form of Health Tablets to recover instead.
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FIND LIZ
Return down the stairs and join Robert near the

opposite doors. He opens the portal for you and

wi[[ open other doors in the next several areas.

Foltow Robert into the smalt museum. After

a coughing fit, he moves across the room and

opens the exit door for you. Foltow him through

the passages until you find another elevator

without power. Robert claims to have the keys

that turn on the power and wi[[ use them as

soon as you find Liz.

Continue to fotlow Robert down the corridor

to the door at the end. When he backs away,

move to the door and open it with a Partner

Action. You find his daughter Liz, who is

infected and in bad shape. Robert carries Liz

back down the corridor to the elevator,

When Robert encounters some falten boards

btocking the path, move ahead of him and push

the boards aside by pressing the PartnerAction

button. Afterward, move ahead of Robert into

the open elevator car.

TIME TO CTOCK IN
Foltowing a brief

blackout, Liz turns

into a zombie and

attacks you. A semi-

circte gauge appears

onscreen, and a timer

hand begins moving

from left to right.

Situations tike this

are known as QTEs

(Quick Timing Events),

and you encounter severa[ varieties of these sudden crisis situations throughout the game. Rotate

the Left Stick rapidty in a counterclockwise motion to break free of the zombie's grip before the

timer hand moves alt the way to the right. Faiture to fitt the gauge before the timer hand reaches

the end means that Liz might putt you to the ground and chew through your throat; this spetts an

instant game over, However, your partner can atso intervene in such situations, cutting off the

Quick Timing Event.

When she is done grappting with you, Liz tacktes Helena. Hotd the Ready/Aim button (12 on

PtayStation 3, LT on Xbox 360) to raise your weapon. Titt the Right Stick downward to aim at Liz,

and press Fire (R2 on Playstation 3, RT on Xbox 360) to shoot her. This intervention altows Helena

to reverse the situation and shoot the zombie Liz in the head.

))r's DTFFERENT, pLAytNG As rHE rARTNER
As you may have noticed white starting up this campaign, you have the option of ptaying att

of Leon's chapters as Hetena. ln situations tike this, you see events from her perspective and

may have to react to them differently. Because Helena is left-handed (tike att the partners in

the other campaigns) an additionat chattenge is added to the game. White this walkthrough

doesn't cover these differences in detail, ptaying through as Leon shoutd provide you the

experience necessary to re-play as Helena, to improvise whenever needed, and to comptete

her unique actions and objectives.

_l 33
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HARSH GREETING

A few seconds after Liz is kitted, the elevator

doors open and a throng of zombies barges

in. They don't react immediatety, so raise

your weapon and open fire. Shoot the ctosest

zombie in the head to daze it, and then

release the Aim button to lower your weapon.

White the dazed zombie staggers, the Fire

button icon appears onscreen along with a

metee attack image. When you are ctose to a

dazed zombie, press Fire whenever this image

appears to perform a melee attack,you'[[

knock it to the ground. Any other zombies

caught in the radius of Leon's roundhouse kick

are also knocked to the ground, regardtess of dazed status beforehand. The zombies encountered in the etevator are weak enough that this attack

combo witl kitt them. However, in future situations when you've knocked a zombie on the floor, you must move next to its head and press Fire to

smash its sku[ and kill it instantly.

Pr{K IJP DR*PFrD tTH,!15 QUtfrKLY!

The items sometimes dropped by defeated enemies are temporary: you must pick them

up within a short amount of time-roughty two minutes-or they vanishl

C I RCUMNAVIGATE THE GARAGE

A dying man cotlapses on the running car parked in the center of the garage, triggering its alarm.

Att of the remaining zombies in the garage immediatety start walking toward the noise. White

they congregate in the center, move into the shadows to the far teft and run behind the row of
parked cars. At the end of the aisle, go diagonatty to the right toward the objective marker. Open

the red exit door with a Partner Action.

DON'T RISKYOUR HEATTH
FOR EXTRA GOODIES
Although a box of 9mm Ammo is tying on'the'Atthough a box of 9mm Ammo is tying on the centrat car's nooJ near the driver's door, the risk
of attack outweighs the benefit. This is an importantlesson:'to be learned and a rute you shoutd
fottow for the rest of Leon's Campaign.
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As you proceed into the classroom, a zombie

woman resurrects on your [eft. Shoot this

monster in the head a few times to kitt it, and

then face the back side of the desk. As indicated

by the icon onscreen, you can pressAction to

slide over the desktop. Such actions are a good

way to escape from enemies and to put a sma[[

barrier between you and potentia[ threats, which

gives you time to retoad your weapon and attack.

Move toward the back of the classroom and

search the second-to-tast aisle on the left for

9mm Ammo. A mate zombie across the room

rises. Conserve buttets by moving over to it and

performing a Quick Shot (press and reteaseAim

and Fire simuttaneously). This causes the zombie

to stagger, during which time you can lower your

weapon, approach it quickty, and knock it to the

floor with a melee hit. Stand near its head and

press metee again to crush its skutl. Remember

this series of attacks and use it frequently to

take down singte zombies quickty,

COMBINE YOUR HERBS

Search behind the last row on the other side

of the aisle to find another Green Herb. Press

I on PtayStation 3 or@ on Xbox 360 to open

your ltems Menu. Scrotl teft or right through your

items until a Green Herb is selected and then

press the Act'ion button. Options appear below

the herb, and the first is to combine this Green

Herb with another. hess Action again and the

cursor automaticatly moves to the other Green

Herb. Press Action again to combine the two,

creating a set of three green powders. Now press

Action twice more to send the mixture to your

Health Tablet case, resulting in three tablets.

Press the Heatth Tabtet button (Rl on Playstation

3, RB on Xbox 360) to administer aid to yourself.

Each Health Tabtet consumed restores one block

ofyour Heatth Gauge. lfyou are down more

than one btock, press the Heatth Tabtet button

multipte times quickty to futty heat.

STEATTH HITS SAVE TIME AND BUIIETS
Open the back door of the classroom, proceed down the hatt to the soda machines, and head

teft to the exit. Descend the stairs and stop at the bottom. Turn right and you see a zombie with

its back to you. When an

enemy is unaware of your

presence like this, run up

behind them and press Fire

to perform a Steatth Hit.

Steatth Hits hetp you take

out zombies instantty, no

ammo required. However,

be aware that another

zombie is on the floor

behind the first. lt rises and

leaps for you. Avoid zombie leaps by hotding Ready/Aim, moving backward, and pressing Action.

Though the controller combo sounds complex, you can do it rather quickty to avoid attacks.

Then, while tying flat on your back, continue hotdingAim to keep your weapon ready and shoot

the zombie. Aim for the head for quicker results. Pick up the 9mm Ammo and Green Herb in the

corner atong with any items the monsters dropped and then proceed through the doubte doors.

BE CONSCIOUS OF YOUR SURROUNDINGS

Head down the corridor. An open doorway is on your teft, teading to another classroom. However,

around the corner on your right is a group of zombies that spots you entering the classroom and

follows you there. Run behind the ctosest zombie in this group and perform a Steatth Hit. Get on

your feet and shoot the other zombies in their heads while moving backward. lf one lunges, press

Action white aiming and watking backward to dodge the attack. Keep firing.

w;- :'

*"C';. TRY DUAL- FI STED MODE
ffi'.,

White aiming Leon's Wing Shooter, press O on PlayStation 3 or @ on Xbox 360 to switch

weapon modes. Firing two guns at once kilts enemies faster, which is effective against

zombie hordes. However, bear in mind this mode uses ammo faster, fires less accurately,

and retoading two guns takes stightty tonger.
36
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SECOND-PERIOD CTASS

Now it's safe to turn around and enter the ctassroom. A Red Herb is in the far corner on your

right. Open your ltem Menu and combine this with the Green Herb you found recently to create

six Health Tablets. Add them to your case. Azombie lies in the aisle and lunges as you move past

it. Perform a Quick Shot to counter this move. Stomp on its head while it's down. Another zombie

rises from behind the desk, and you shoutd have enough stamina left in the Combat Gauge to

take it down with a

Quick Shot and metee

combo. Afterward,

however, your Combat

Gauge needs time to

recharge. White it
does this naturatly,

the process is faster

if you stand stit[ for

a few seconds. lf the

tactics described

don't work for your

situation, you can stun and damage the zombies by shooting the fire extinguisher lying on the

desktop nearby. Pick up the 9mmAmmo and lncendiary Grenades x2 on the desk. Conserve

the latter items for use against crowds'in desperate situations. Exit the ctassroom, move to the

double doors at the end of the corridor, and open them with a PartnerAction.

MARAUD AND PTUNDERTHE COMMONS

Leon and Helena enter an outdoor courtyard. Single zombies stand in scattered locations atl over

the grounds. lf you ignore them or run past them, you face the risk of drawing them a[[ to one

location, where they might create a horde

and cause you grief. However, you can slide

across certain tabtes in the area to put a

barrier between you and these monsters, and

then shoot across. Therefore, approach and

take down singte zombies you encounter here

with Quick Shots and metee fotlow-ups. Note

that zombies carrying weapons are great

targets for this combo, since you can grab the

weapon out of the zombie's hand and use it

against the thing with nasty resutts.

From the doorway, head to the far left

toward the soda machines, where you

find two packs of 9mm Ammo. Dea[ with

a zombie woman behind the tabtes here,

then work your way back to the center.

Move to the opposite wall of the area and

fottow it toward the objective marker.

Perform a Stealth Hit on a zombie with its

back to you, and then use the Quick Shot

and metee combo on another one coming

down the red carpet.

THE EXIT IS NO-GO
Proceed to the marked gate and press Action

to examine it. You determine that the gate

is locked and that a key is required. lngrid

Hunnigan, Leon's backup via radio, suggests

looking for the key in the other wing. Turn

away from the doors and head to the far right,

Ki[[ more singte zombies in your path before

they gather together. You find a Green Herb

and a Red Herb on two separate tabtes in the

corner. Combine and store them at the next

opportunity. Continue to the double wooden

doors on the wa[[ and press Partner Action to

enter the buitding.

DON'T TRIP OVER
THE BODIES

Proceed somewhat stowly up the corridor.

Partialty titt the Left Stick to reduce speed.

Running over one of the corpses in this area

causes you to trip and hinders movement

speed. Pick up a box of 9mm Ammo lying next

to the closest body and another behind the

mini-fridge on the right and farther ahead.
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FULL.SCAIE BREACH

Press PartnerAction to open the door at the far end. An atarm is

triggered, causing dozens of zombies to crash through the windows and

ctimb into the corridor. Additionat waves of foes enter the corridor as

long as the alarm is

going off, so you have

to hotd out. Shoot

zombies unt'it they fitt

the corridor. Press the

D-pad up or down to

equip an lncendiary

Grenade and then toss

it. Adjust your arc of

trajectory prior to

the throw, and make

sure the grenade [ands

wetl away from you

and Hetena. lf you

run out of lncendiary

Grenades, look for fire extinguishers on either side of the passage. Shoot

them to btow down groups of zombies. Approach the downed group,

crush a few heads, and then quickty retreat as enemy survivors struggte

to rise. Save your stamina and perform Quick Shot/melee attack combos

onty against enemies armed with basebatt bats, botttes, and axes. you

can snatch these weapons away and use them for instant kitls.

During the short spans between hordes, cross to the far end of the

corridor and tap the Pickup button rapidty to collect att the .items

dropped by the zombies you kilted. lf Hetena doesn,t fottow, hotd the

PartnerAction button and press down on the D-pad to prompt her to

come to you. This prevents you from having to rush in and save her from

a zombie attack. lf your partner is seized by a zombie, and you have the

opportunity, move in close and press PartnerAction to free Hetena.

CTEARTHE DOOR
When lngrid Hunnigan finatly hacks the security system, you can break

through the door. However, the zombies won't be shut out so easily. Aim

your handgun at the heads of the two zombies poking out from behind

the door and fire at them untit they exptode.

Note that you can pick up a pack of 9mm Ammo white doing this. you

can sti[[ pick up this ammo from the nearby bench if you miss it during

the event.

SEARCH DESK DRAWERS

Go behind the counter

in the student office.

To find more 9mm

Ammo, press Action to

open the drawer in the

desk located to the

left of the back door.

Continue through the sma[[ library into the back office. Move to the teft

side of the nearest desk and open the drawer to find 9mm Ammo.

SERPHNT EMBLEM:
STUtrIENT GIFFICE

Move around the desk cluster to the desk near the dead woman.

Open the drawer to find another Serpent Emblem to coltect.

ON E \ATELL-GUARDED KEYCARD

Open the back door of the back office with a Partner Action. The

Campus Keycard rests on the shelves to the far teft. Taking it causes the

zombie on the floor to leap out and attack. When you hear the growl,

you have a second to react by putting a Quick Shot. Otherwise, as is most

tikety, the zombie drags you to the floor.
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Rotate the Left Stick rapidty to break free of

its hotd. You see a second gauge with the Fire

button displayed. Wait untit the timer hand

moves into the colored section. Then press Fire

to strike back with tremendous force. lf this

doesn't kitl the zombie, then shoot it or kick its

head in.

BLAST YOURWAY OUT

Revitalize yoursetf with a Health Tabtet and

return to the first office. The bodies throughout

the office witl rise, depending on whether you

(or Helena) pass by them.

Fight your way back out to the corridor. There

you face the last wave of zombies from your

previous encounter. Run down to the exit to

draw the attention of att the zombies, then run

back to the office doorway to draw them atl in.

lf you have lncendiary Grenades on hand, use

them to torch the group, or you may shoot any

remaining fire extinguishers. Otherwise, take

them att down and aim for headshots.

UNTOCKTHE EXIT

Head back to the locked gate and take out

singte zombies roaming the grounds. Don't

waste bullets kitting every single undead. Just

focus on the ones standing between you and

the objective marker. Approach the gate and

press Partner Action to open it.

YOU'LL NEVER PASS SECURITY

You must move through the metal detector to

proceed through the room. Your weapons set

off the alarm. Proceed directty across the room

and through the other metal detector. Take out

the lone zombie in your way with a Quick Shot/

melee attack combo. Open the exit door with a

Partner Action.

MAKE A BREAK FOR IT!

The short stretch behind the campus exit may look safe, but it witt soon be flooded with enemies.

Avoid fighting with zombies, and instead begin making your way out. Approach the barriers at the

far end and pressAction to hop over them. Move to the far watt of the next attey and run down

a few feet to avoid a crowd. Dash to the other side of the altey and go [eft. Continue on to the

end without shooting or touching anyone. lf yourAl partner stops to fight, hotd PartnerAction and

press down on the D-pad. This tetts Hetena to disengage and to foltow you. Move to the driver's

door of the potice car parked at the bottom of the hitt.

IOOK FORTHE KEYS!

lnside the potice car, move the Right Stick to search the car for the keys. Look to the far right and

press Action to make Helena check the gtove box. The keys are not in there, so took forward and

then upward to check the sun visor. Press the Retoad button to start the car and then press Fire to

drive off. Press Aim to back up then Fire to drive forward again.

You don't get very far in the car, but you're safe for now. Move to the open manhole and press

Partner Action to drop inside. 39
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Kick open the door via Partner Action and

descend the dark stairs. Be ready for a few

ctose encounters at the first corner and kick

apart nearby item crates to restock suppties.

Open the door at the bottom to find that

you've reached another dangerous train track.

SiEFIPENT-EMFLEM:
EI TFIACK

Afterr openiag,the.door€t thebottqm Ef the

staiiwetl,,dr€p off the platform atd tum'.

right. You spot a Serpent Emblem tucked

bel.e*th€ eorner,of th-parlGid,train., Shaot

it,tdcsllectit., , :.: '

CTAUSTROPHOBIA
SETS IN
The train is futt of corpses, the nearest of

which reanimates and attacks. After kitting

it, proceed down the aisle to the door and

open it with a PartnerAction. You rouse fewer

zombies by moving at slow speeds through the

compartments. However, in the third car alt the

bodies resurrect as you move through the middte

of the car, no matter how stowty you move. Take

them all down, proceed to the back door, and

move toward the tight at the far end of the last

car. Stop near the open door on your left and,

using headshots, kitl. the zombie outside.

SLTDE INTO CRMES

Drop into the tunnel, move quickly around the back end of the train, and perform a Steatth Hit

on a zombie. Proceed up the tunnel and ctimb onto the next ptatform. Dash toward the far end of

the ptatform and press Aim white sprinting, which enabtes you to slide into some item crates on

the teft side. Stiding into two or more crates to break them open is more efficient than cracking

them open one at a time. Remember this important tactic during batttes.

EXIT COMPTICATIONS

Press the red button on the watl next to the shutter. Awoman calts out from the train behind you,

Move over to the doors and open them via PartnerAction. The woman runs over, opens the shutter

doors, and immediatety becomes food for a zombie horde. Toss an lncendiary Grenade if you have

one on hand or plant a Remote Bomb and run away. Press up or down on the D-pad to select a

Remote Bomb if one is availabte. White the bomb is in hand, move to the spot where you want to

ptant it and press Ready/Aim to set the bomb on the ground. The remote detonator automaticatly

appears. Move a safe distance away, and press Aim and Fire to set off the exptosive. One Remote

Bomb ptanted in the center of the

shutter door opening shoutd take

out most of the horde. Dispatch the

rest with your handgun from behind

the nearby boxes.

The zombies on the platform behind

you reanimate and approach. Leave

them behind and run up the subway

stairs. Move behind the zombie

standing near the turnstiles and take him down with a Stealth Hit. Move to the far right and hop

over the [ow gate to continue. Approach the bars and press PartnerAction to exit the subway. 47

DASH THROUGH
THE HORDE

Fotlow the tracks through the darkness for a long

distance until you see tight reflected on the wa[[

ahead. A horde of zombies approaches. Rather

than waste your butlets on them, run past them

and stay close to the teft-hand watl. Run-do

not dash! Soon a train roars through the tunnel.

lf you're dashing, then you won't be abte to

flatten against the wa[[. When you avoid the

train successfutty, att you have to do afterward is

pick up the items the dead zombies drop.

BREAK INTO THE TRAIN
After the horde is destroyed, continue up

the rest of the tunnel to the end and cross to

the right side. Approach the raised loading

ptatform and ctimb onto it. A zombie climbs out

of the floor vent behind you, so turn around

and dispatch it. Then, examine the train

compartment door, which you find is locked.

Drop off the platform, move to the back of the

train, and press PartnerAction to tift Hetena

onto the top. Hetena can then drop through the

open escape hatch up top and untock the door

from the inside. Climb back onto the toading

platform and rejoin her.
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BREAK UP THE FEAST

Near the parked car, ignore the zombie feeding

on the corpse. lnstead, move up behind the

unwary one on the teft and perform a Steatth

Hit. When the other one rises, kitt it with a

Quick Shot/melee attack combo.

Fottow the bending alley inward and take

down another approaching zombie. Smash

the wooden barrets behind the ladder, and

then ctimb onto the raised ptatform. Dispatch

another zombie up here with a Steatth Hit.

Press PartnerAction to shove the heavy

dumpster out of your way.

HEAD INDOORS

Climb onto the batcony to your right then move

across the top of the parked bus. Drop down

on the clear right side. Proceed up the street

untit an accident occurs and blocks your path.

Turn down the a[[ey to the right and open the

double doors of the "modern RED" bar with a

Partner Action.

ONE QUICKDRINK THEN TIME TO GO

Move up to the bar and head left around the counter. Smash the item barret in the corner and go

through the door behind the bar. Cross the smatt outdoor yard quickty and press Action to open

the back gate. The body nearby witl animate and attack Helena, so hetp her put this zombie

down. Move around the buitding corner and go in the back door.

FAMITY TIME

Navigate through the house and into the tiving room. A dead famity is gathered around the TV

which shows important news happening etsewhere. Open the door on the far side of the living

room and fotlow the corridor to the back exit. Examine the exit door to determine that it is
locked. Go back into the famity room and you'[[ spot the Backdoor Key in a dead woman's

pocket. When you pu[[ it out, the husband rises to stop you. Put him back down with a Quick

Shot/melee combo and then return to the back door. The corpse here fatts over and then

attacks. You can avoid this by backing away in time. Use the key on the back door and press

Action again to open it.

CAN I BORROWYOUR
BOOMSTICIA

Take the Shotgun from the corpse in the

attey. NoW smash the wooden barrels at

the other end, one of which usualty drops

some 12-Gauge Shells. Press Partner

Action to kick open the door-
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SILENCE THE SHRIEKER

With Hetena in tow, you discover a dangerous new species-the Shrieker. ln addition to the usuat

zombie-style grabbing attack, this creature can inflate its lungs and emit a high-pitched scream

that inflicts damage and renders you vutnerable to other attack. The creature's weak spot is its

chest, especia[[y

when the lungs are

puffed out. The

Shotgun is the most

effective weapon

against the Shrieker.

However, shooting its

puffed lungs altows

it to emit a death

rattte before dying.

This tast screaming

attack affects a cone-

shaped area in front

of the creature, which means you can avoid the direct effects of the sound btast by running to the

creature's side or rear. Shriekers drop Skill Points (1,000) when defeated.

As soon as you see the creature in this situation, turn right and jump through the gtass window

The hattway is a much safer place to fight, or frankty to make your escape, since several zombies

climb over the nearby fence if you remain outdoors.

THE LURKERABOVE

While you proceed down the back

corridor, zombies hop in through

the windows on your right. Use an

lncendiary Grenade or Remote Bomb

to take them out, including the one

hanging from the ceiting. Shoot this

zombie before trying to pass under him

or he witl be able to grab you.

SEPARMION ANXIETY
The brick hattway leads to a smatl

courtyard. Examine the gate on the

opposite side of the yard to find that it
is locked. Turn right and go up the stairs

in the corner. Move to the opening in

the rail and press PartnerAction to toss Hetena across the gap.

White Helena stowly pushes a dumpster out of her way and drops down to unlock the gate,

you must contend with the zombies that invade the courtyard and begin moving up the stairs.

Atthough you can now drop down from the gap in the raiting, avoid doing so. lnstead, stand at the

top of the narrow stairs and make the zombies funnel their way up to you. Take out the first few

with Quick Shot/melee attack combos, then back up or drop onto your back and gun down the

rest with headshots. When she gets the far gate open, Hetena joins you in kitting off the [ast few

at the bottom of the stairs. Enter another bar and smash the item barrel on the teft. Then, go

around the counter and out the front door.

SiEFIPENI EMEILEM:
AFTEFI HGIUFIS EIAFI
INTEFIICIFI

THESE PEOPLE REAttY
NEED HEIP
Across the street from the bar entrance, a

mismatched group of suryivors is cornered by

a zombie mob. Move in and take down the

nearest zombie with a Stealth Hit. Afterward,

take down zombies with headshots without

moving too ctose to the survivors in the corner,

regardless of their interpersonal dramas. The

usuaI Quick Shot/metee attack combo tactics

won't work we[[ here due to the numbers.

So move around while looking for Steatth Hit

opportunities and avoid remaining stationary

for too [ong.

After you clear out the first horde, a Shrieker

appears with the second wave. Hit this creature

with any remaining lncendiary Grenades or blast

it in the face and puffy chest with the Shotgun.

Otherwise, it witt circte the area and repeatedly

btast a[[ of you with its noise.
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AN AMBULANCE...
ATTACKSI

When the camera sudden[y angles down the

burning street, dash to the left to get away

from the gas station. Press Action while

moving sideways and try to perform a dodge

rotl if it's needed. An ambutance crashes into

the pumps, and you can be kitled or heavily

injured if it runs over you. Human cops with

body armor and guns spitl out of the back of

the ambutance and begin firing. However, the

benefit of the crash is that one of the pumps

begins spewing gas atI over the ptace. Shoot

the gas to destroy the station and eliminate

the horde before it takes out the survivors.

What a way to save peopte!

After the exptosion, one of the cops will lead

you down the attey. Pick up any dropped

items you can, and follow him before burning

zombies fill the area again. Approach the gate

and press PartnerAction to proceed.
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MEET THE
BLOODSHOT
ZOMBIE

One of the survivors goes outside

and starts a fight with a zombie.

Unfortunatety, the battte turns

on the poor guy when the zombie

transforms into a new spec'ies

calted Btoodshot. These are strong

and resitient monsters that require

extra shots to kitt them. Shoot a

Btoodshot in the legs until it kneels,

revealing the weak spot in its chest.

Then you can finish the monster

with a Shotgun blast to the weak spot. lncendiary Grenades work realty we[[ against Bloodshots, especially when they appear among zombie hordes.

Btoodshots drop Skill Points (500) when defeated.

As the final wave of zombies floods the store, move behind the counter and make the

enemies funnel into your Shotgun btasts. lf their numbers become overwhetming, turn

and hop over the counter to escape.

RESTOCK QUICKTY DURING THE CHATTER

When the owner finatty trips the security system and shutters drop over the windows,

head upstairs. White the owner talks, approach the table on his left to pick up a Red

Herb and 9mm Ammo. Check the couch nearby to find a Remote Bomb. When the

store owner moves, open the drawerin the workbench where he was standing to

obtain 1 2-Gauge Shells.

Soon zombies begin spitt'ing out of the buitding behind yours. Fire through the windows and

throw an lncendiary Grenade into the crowd gathering below the far window, espec.iatty

when a Btoodshot appears.

BREAK DOWN THE WHOPPER
The owner opens the door to the next room. Move to the workbench opposite the door and pick up the Green Herb. Open the drawer in this workbench

and take 'l 2-Gauge Shells. Additional 1 2-Gauge Shells are in a drawer in the other workbench, which is in the opposite corner of the room.

Agiant, zombie monster calted a Whopper bursts into the room. This monster's weak spot is its tiny [egs, so shoot it tow untit it fatts. Atso cons.ider

ptanting a Remote Bomb in one corner of the room, wait untit the Whopper approaches, then dash to the other side of the room before detonating
it. Whoppers drop Skitl Points (2,500) when they are defeated.

Lament@Xbox360iso



THE FINAI STAND

Follow the owner into the stairwelt. Turn left and enter

the sma[[ ctoset under the stairs to find lncendiary

Grenades x2. Now, run upstairs. Grab another Remote

Bomb to the teft of the exit, and go outside.

Zombies, Btoodshots, and Whoppers start climbing

over the tow fence on one side of the patio. Run to

that location, ptant a Remote Bomb, run away, and

detonate it. Be sure to focus on shooting the Whopper

in the legs to bring it down quickty.

GET ON THE BUS!

Continue shooting enemies and shoving them off you

until the bus arrives and the shop owner opens the

back gate. At this point, leave the remaining enemies

and move through the gate. Drop over the ledge, move

left on the fire escape and drop over the side. Run up

the alley toward the other survivors.

A Whopper picks up the front of the bus to prevent its

escape. Toss an lncendiary Grenade onto the bus hood,

and rapidty shoot the Whopper in the face with your

handgun and Shotgun untit it lets go.

))cnnPTER RANKTNG
After each chapter, you are awarded a rank for prowess in four criteria regardtess

of difficutty setected: hit accuracy percentage, player deaths suffered, total clear

time, and number of enemies defeated. For each letter-grade rank obtained, a

specific number of points are awarded as determined by the "Points Awarded Per

Rank" table. These points are then added together to determine an overall rank for

the chapter as determined by the "Totat Ranking Points Tabte." S is a perfect score,

requiring A ranking for a[[ four criteria.
_t

.2 Any Betow Rank D

))uNLocK AND UPGRADE NEw sKtLLs
After viewing the ranking screen, you may either exit to the p(ay Game menu or press

Start to proceed to the Skitt Settings screen. Purchase Skitts from the menu on the

right hand side and equip them in your skill set, disp(ayed on the teft. Up to three

Skitts can be equipped at a time.

Good initiat investments of your Skitt Points include Firearm Lv. 1, Defense Lv. 1,

or Zombie Hunter Lv. 'l . You untock the Zombie Hunter ski[[ by kitting 30 or more

zombies, which shoutd be no problem during Leon Chapter '1 . lf you're switching

now to Chris' or Jake's Campaign, purchase J'avo Kitler Lv. 1, which is untocked by

defeating 30 or more J'avo enemies.

By compteting Leon's Campaign (or any other campaign), you wilt untock the abitity

to create up to eight Skitt Sets and switch them in the Game Menu (accessed by

pressing Back/Start). So go ahead and purchase extra Sk'i[[s noq even if they don't fit
in the three stots currently available.

-l 
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IEON CHAPTER 1: RANKING CRITERIA

.1 Any Below Rank C

TOTAT RANKING POINTS TABTE
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SOTITARY CABIN IN THE WOODS
TOOKS TEGIT

Continue fotlowing

the stone path to

the cathedrat.

Wipe out zombies

that get in your way

or that run up behind

you. Eventuatty, you

approach a sma[[

bridge that leads to the cathedral grounds. lt has a gate that is locked.

Turn left from the bridge toward the tight of a cabin and make a

break for it.

Enter the cabin and search the far-left area to find an lncendiary

Grenade. Move to the bathroom door on the back watt and press Partner

Action to open it. A frightened dog jumps out of the bathroom and runs

away. Grab the 9mm Ammo off the sink and exit the cabin.

FIND THA| DOG, FIND THAT KEY!

You see the dog that fled the cabin has a key to the bridge gate in its

mouth. Run atl the way back down the stone path. Blast or dodge more

zombies in your way and head toward the dog.

Zombie Dogs atso

appealin the

cemetery now, and

the best way to deal

with them is sti[[ a

last-minute counter.

The animat's [ocation

is marked with a

red diamond, which

atso indicates your

distance away from it.

Now transformed

into the undead, the

dog waits at the end

of one of the side paths in the company of severat other zombies and

Zombie Dogs. Toss an lncendiary Grenade into their group to kitt them.

The Zombie Dogs tend to dodge this, however. Combat them using

Quick Shots and counters. The Zombie Dog with the key in its mouth is

harder to take down than the others, so btast him with your Shotgun

repeatedty. When the beast finalty dies, move to its location and pick up

the Cemetery Key.

ENTER THE CATHEDRAL GROUNDS

Foltow the path att the way back to the bridge, press Action to use the

Cemetery Key to unlock the gate, then press PartnerAction to open it. A

tightning flash allows a zombie to knock you over a smatl ledge, separating

you from Hetena. You must navigate the rows of standing crypts to rejoin

your partner. A

few items and

a large number

of zombies

wait among the

crypts. You can

take down many

of the enemies

with Steatth Hits

simpty by moving

swiftty. However,

be aware that

some of the

zombies are

wearing armor

that deflects

buttets. Avoid

using any lncendiary Grenades white dealing with monsters among the

crypts and instead focus on stocking up on the items that they drop.

Use your directiona[ beacon frequentty to find your way through the

maze-tike crypt area. Press Ll on PtayStation 3 or LB on Xbox 360 to

disptay your directional beacon and fo[tow it to the cemetery exit.

SEFIPENT--,EMFILEM:
CEMETEFIY GIBELISK

The cemetery

path leads to an

uphitt stope with

a wooden fence

on the left and a

stone wall on the

right. Stop at the

bottom of this

slope, turn left, and move into the cemetery Look for. a smatt ctuster

of headstones and an obetisk next to a tree. Go to the back side of

the obetisk to find a Serpent Emblem mounted in one of the circtes.

Break it to cotlect it.

Lament@Xbox360iso



When you arrive at the exit, pick up the Green Herb in the corner to the left and examine the

gotd door. lt's locked, so backtrack a littte bit to the middle aisle and go up. Fotlow this path to

the left and continue up the stairs. The exit to the cathedral is on your right, but you shoutd go

straight in order to rescue your partner from more zombies and a Shrieker. Return to the stairs

and go up. Fotlow the long road to the cathedral gate and ignore any enemies that fotlow you out

of the crypts.

REFUSED ENTRY

Search the courtyard in front of the cathedra[ doors to find two lncendiary Grenades. One is on

the bench near the tree to your right, and the other is on the bench in the back corner. Avoid

breaking the item crates at the moment. They provide betteritems if you break them during a

battte. Approach the cathedral doors and press PartnerAction to knock on them. The inhabitants

refuse you entry when a zombie horde ctimbs over the gate behind you.

For each wave of enemies, equip an lncendiary

Grenade and throw it at the base of the

fence that the masses of undead climb over.

With the right timing, this takes out most of

the zombies, and you need onty mop up the

remainders. lf you are short on lncendiary

Grenades, then break the item crates in this

area in the hopes of obtaining more. Use Quick

Shot/melee attack combos against zombies

holding weapons in order to use those items

against their owners. You can also ptant Remote

Bombs next to zombie ctusters, move away, and

then detonate them. Shriekers atso ctimb over

the fence, and you must shoot these quickty

before they scream. This inflicts damage and

summons more zombies. The later waves in this courtyard also include Btoodshots-you should use

lncendiary Grenades and your Shotgun against these difficult foes.

The enemies just keep coming. Eventuatty, the peopte inside the cathedral attow you to come

indoors. Pick up any item drops within a reasonabte distance of the doors, head back, and enter

the cathedral via PartnerAction.
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A gate comes down,

dividing the room. Turn

to your left to spot a

statue emerging from

the watt. This device

tracks your location with

a laser-sighted crossbow

and wi[[ fire. Dash over

to the statue and quickty

press the Action button

to deactivate it before it
shoots you. After you inform your partner of what you have found, she does the same thing. The

two doors open, so proceed to the next room.

Stitl separated from your partner by a dividing wa[t, you are now surrounded by a dozen or more

statue panels with a statue behind each. Putt the tevers on the far watl in unison, and then turn

around and look for the statues that emerge-up to three at a time. You must dash around the

room and quickly deactivate them. Dodge flame arrows and press statue buttons until the exit

doors stide open.

POINT THE WAYWITH MIRRORS
Smash the item barrels in the next area. A dead

man on your partner's side hotds a gun with a

laser sight, which points at a circle mirror on

your side. However, the laser just misses the

mirror. Equip a gun if needed, and aim your

laser sight at the mirror to activate it and to

open the exit door.

Continue upstairs. At the

top, Hetena encounters a

zombie on her side. Shoot

between the stone posts to

hetp her kitl it. Now move

over to the archway in the

corner, which overtooks the

statue below. The statue

holds another circular

mirror. Aim your laser sight

at the mirror to activate it
and to open the nearby exit.

ln the next room, look high on the watl on Hetena's side to spot another circte mirror mounted in

an atcove. Aim your laser sight at the mirror on her side to continue.

A zombie crawls on the ground in the next

chamber. Move to it and stomp on its head

before it lunges and finish it off. Afterward,

look at the ceiting overhead to see a giant

mirror that reflects the next room. Aim your

laser sight at the mirror in the alcove off to the

far side. The reflected laser opens the doors.

Proceed into the next chamber to reunite with

Hetena and examine the central pedestal to

find the Madonna of Sorrow.

THE MAN WITH THE
GUN YOU NEED

One door opens leading out of the room. Go

through it and continue on upstairs. At the top,

go left to find a dead man hotding a Semi-Auto

Sniper Rifle. Behind the bars, another Madonna

statue waits for you to col[ect it. First take

the weapon and then smash the two wooden

barrets in the opposite corner to collect

7.62mm Ammo x2. (These barrels atways yietd

this ammo.) Examine the plaque on the watl

across from the barrets to tearn an important

clue. Now, proceed out onto the parapets.

52
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TAKE YOURMADONNAAND GO

The bars blocking

access to the statue

rise when a[[ five

belts have been shot.

Return to the pedestal

and ctaim the

Madonna of Grief.

When you take the

statue, the door opens

at the bottom of the

stairs. Head back

down and through

the doorway on your

right to the third-floor

batcony overtooking the cathedrat. Move to the back end of the batcony.

You find two pedestats on which to ptace the two btue Madonna statues.

giEHPET$T EMEILEM:
CATHEEFIAL WINDOW

Before ptacing

the two Madonna

statues on

the two third-

floor pedestats

simuttaneousty,

took high up on

the opposite wat[.

SHOOT THE BEttS
As indicated by the plaque inside, five betts hang from the towers around

the parapets: three large belts inside the towers and two tiny betts that

spin on weathervanes

on top of the towers.

Go outside through

the doorway near the

dead man who had

the Sniper Rifle. Shoot

a targe be[[ directty

ahead and another

off to the far right.

You have to zoom in

on the very top of the

central tower to shoot

the spinning bett.

Next, you can either

shoot the tiny bett

or the weathervane

it is on. Aim for

the weathervane's

chicken for the easier

shot. When you are

done there, go back

through the interior

to the parapets

on the other side. Here you shoot a large be[[ to the left and another

weathervane be[[ on the smalt tower beside it.

A Serpent Emblem leans inside one of the round, stained-gtass

windows above the cathedral entrance, At this close range, you don't

even need to use a Sniper Rifle,

GRIEF AND SORROW

Before placing the two Madonna statues on the two btue pedestats,

move to the far side of the third-floor batcony and smash two item

barrels for goods. Then, ptace the pedestats simuttaneousty with a

Partner Action. Doing so opens the secret stairway behind the dais

downstairs and atso unteashes something quite vile that attacks the

survivors within the cathedrat!
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MORE BAD NUMBERS

The second portion of the chamber features

another number input panel and more rooms

labeted with partiat passcodes. This time you

should open rooms 012, 201, and 021 for the

reasons listed below:

OPEN:

012: Opens the door to the immediate left of

the input panet. Contains two zombies, one

hotding a liquid nitrogen gas bottle that you

can shoot to flash-freeze both. Atso contains

the door to room 201.

201: Opens the room inside room 012.

Contains a Green Herb, two item fi[e boxes,

and a chest containing Skill Points (5,000)

and a First-Aid Spray.

021: Opens the exit gate in the corner.

DO NOT OPEN:

102: Contains a Shrieker and a Green Herb. Do

not open untess you are desperate for the herb.

The Shrieker's cries wi[[ catl other zombies into

the area.

120: Contains a lone zombie that tends to

transform into a Btoodshot. Do not openl

HELENA IN
DESPERATION

Proceed down the passageway behind the gate

you opened with passcode 021. Use a Partner

Action to open the door at the end. Continue

right and open the next door. Move slowty down

the corridor because the dead corpse in the

middte witt reanimate and attack. Kitt it quickly.

WARNING! DON'T
IN THE WOMEN'S

WASH YOUR
RESTROOM!

With the zombie eliminated, Hetena runs ahead and starts tooking for someone. Smash the item

file box in the corner and go after her.

+=, HELff{A 15 tdAF, HTLENA t5l{',T t-tSTENtNG

Repeatedly issue Partner Commands to Helena at this point, white she is ferventty

exptoring ahead, and sometimes you'tI soticit a funny response.

NEWR INTERRUPT A ZOMBIE'S CONCENTRMION
Foltow Helena into the next corridor section. She begins searching wildty everywhere. White she

is doing so, head down the corridor. Shoot the zombie that stands up straight ahead, then go into

the bathroom on the [eft. Smash the item fite boxes in the corner to reveal a zombie sitting on

the toitet. lt begins to grab for youJ so use your Shotgun to blast it.

SEEIP,ENT EMEII.Efi/I:
LAEIOTATGIFIY MALE
EMPLOYEE EIATHFICTCIM

ln the same bathroom where the zombie sits on

the toilet, examine the sink to drain the water

in it. A Serpent Emblem is revealed.

HAND

The women's bathroom

farther up the corridor

and on the right

features an interesting

trap. When you examine

the sink to drain the

water in it, a Shrieker

appears behind you.

Don't set off this trap.

lnstead, just take the

Red Herb in the sta[ to
the right and get out!56
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TERRIFYING PATIENTS

Hetena waits for you at the end of the

corridor. Move past her and open the door. A

zombie woman crawts out of the vent on the

wa[[ opposite the entrance. Moving farther

into the room prompts the zombie on the

table to the right to reanimate and [eap.

Smash the fite box to the right. The male

zombie on the last examination table also

reanimates as you move past it.

Exit through the back door of the examination

room. Use a PartnerAction to open the door

across the hatlway marked "biohazard." After a

revealing scene, move to the famitiar passcode

input panel on the watl to the right. Punch the

numbers 2, 0, and 1 to open the door at the far

end of the haltway outside the room.

UNBEARABTE WORK
CONDITIONS
Enter the second specimen lab and proceed

through the doorway on the left in the second

room. Move to the back of this room and go

through the doorway on the right into a third

room. This third room is a large chamber with

a crackting power generator, and many of the

floor sections have been removed. These floor

sections are disptayed on the etectronic watl

map to the teft. Putt the lever on the right side

of the watl map to raise the shutter gate that is

back in the first room.

Backtrack to the first room and dispatch a few new zombies along the way. By the time you reach

the first room, you face an invading horde. Retreat to the back of the second room and tet them

fite toward you for easy takedown with a Remote Bomb or lncendiary Grenade.

TOWERTHE FIRST BRIDGING SEGMENT

Move to the back of the first room and crush a file box as you go. Putt the lever on the back watl

next to the etectronic map. Doing so lowers the gate in the area, separating you from Hetena. lt

atso lowers a bridge segment missing from the third room.

TAKE THE UNDERPASS

Confront or ignore a coupte zombies in your

room then drop through the hote in the floor to

the level betow. Navigate to the other end of

the specimen tube aisles, where you encounter

another crawting zombie. You can atso shoot a

Zombie Dog trapped in a cage over your head if
you are bothered by the racket it makes. Ctimb

the tadder in the corner to the right.

TOWERTHE SECOND
SEGMENT

Rejoin Hetena and head down the stairs into

the third room. You must deal with the acid-

spitting zombies that are there. Fight your way through the crowd, cross the new bridge segment,

and pu[[ the lever next to the etectronic map in the corner. This lowers a bridge segment on the

far side of the room.
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DISPATCH HETENA
TO LOWERTHE LAST
SEGMENT

Head back across the bridge to the first corner

and deal with new zombies dropping down

from your teft. Stand near the first lever you

putled and gun down zombies standing on top

of the new bridge segment.

Move to the doorway of the new bridge

segment and press Partner Action to boost

Hetena up. On her own, she drops down on the

other side and heads for the final bridge tever.

Cover her by equipping your Sniper Rifle. Take

out the enemies who attack her, including a

Btoodshot. Watch for new zombies sneaking up

behind you while you cover Helena.

REUNITE AT THE TWIN TEVERS

once Hetena finalty reaches the lever and putls it, [owering the final bridge section, you must

confront a horde of zombies on your own. Toss an lncendiary Grenade into them or use a

Remote Bomb, then pick off the rest with your Wing Shooter. Remember to praise Helena for

her work using Partner Commands. Join her at the exit door and press Partner Action to putt the

two levers simultaneously.

FIGHT TO THE EXIT

Follow the corridor into a targe warehouse. Move to the right and take out some zombies at

the corner. Continue toward the objective marker. More zombies rise and others drop into

the room. A Shrieker approaches from the far end, and you shoutd snipe it before it gets too

close. However, don't waste too much ammo here because the zombies witt continue dropping

from the hote above the exit. Approach the hatch in the watl and press PartnerAction to

escape from the [ab.
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After craurting

under the second

archway and

heading up the

slope out of the

water, you see

a ta[[ ctay pot

behind the barrier on the Left. A Serpent Emblem rests against

the cave wal[ behind this clay pot.
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Perform a Slealih Hit cn the zr;mbie near the raiting, then drop off the Ledge to the right and

smash a ctay pot. Proceed dov n lhe next passage, drop over a series of small tedges, and take

down a zombre at lhe end" G; iefi and smash another item pot.

,UANUAL LA&TF

ngrld Hunnlgan finalty gels b;r.k in corttact

with Lecn, but onty briefly. Sliash the pois in

the area, lhen move to the ni€ial dumpster

anc push jl out of your path. !1rhen you stop,

move around the circle to the -ight, smash a

clay pot, anci then head inwari:. Smash another

clay por jn lhe njche to your ieft and watch for an acid-spitting zombie that suddenty attacks from

behlnd. Quickty push another ilumpster out of the way and perform a steatth Hit on the zombie

that spits acid at Helena and '-ebcrah. From there, just follow iletena to the center of the area.

KqCE TO T$-t[ 5{l,T[{i5
Leon is separated from Hetena Zombjes drop fron: the sky whiie you navigate the path downward

along the curved ramp, and tl,ty will leave items for you. Drop frorn the low tedge at the end

ancj smash two cLay item pots:.ii the ccrner. i"Aove to the nearby leclge and press PartnerAction to
jump onto a rope and swing tr the cther side.

Smash the nearby ttem pot arr- descend

another ramp. Leap the gap ai d drop from

the nexl iwo ledges. Examine ,he dumpster

blocklng the nexl ledge. He[e: i puLls a lever

to rake it out of your way. Pre:.: Partnef Actton

lo swing across another rope...r-tntiI Deborah

unexpectedly knocks you to thr: floor.

60
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BLAST WITH DYNAMITE
Some rocks block the track ahead. Shoot the TNT barrel

stuck in the rocks to btow them off the track. Otherwise

you suffer an instant game over. Duck under more low

overhangs and blast more TNT barrets off the tracks

before your cart runs into them. This causes you to

suffer minor damage. Shoot another TNT barrel ahead to

take out a group of zombies and to avoid damage.

Deborah climbs back on, so blast her tentacles and duck

under her sweeping attack until the mine cart crashes.

YOU GOTTA DO EYIRYTHING, AND FAST!

Deborah prepares to kitl Helena on another ptatform. Move to the end of the ledge you're

on, coltect the 9mm Ammo, press Partner Action, and then equip your Sniper Rifle. Aim

at Deborah's final tentacle and shoot the gtowing end of it before she kitls Helena.

IEON CHAPTER2: RANKING CRITERIA

.'1 Any Betow Rank C

TOTAL RANKING POINTS TABTE

.2 Any Betow Rank D OJ
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Stop inside the wide

circutar room and

use the Right Stick

to rotate the camera

up and to your [eft. A

Serpent Emblem rests

on a ledge high above.
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PTUNDERTHE TOMBS

Proceed up the

passageway and break

item pots on the

right and [eft. Open

the two sarcophagi

on either side at the

base of the stairs by

pressing Action. Tap

Retoad repeatedty to force the top off. The one on the left contains Skill

Points (2,000), and the other contains a snake that witt jump out and

bite you. Shoot the snake for revenge and also to add it to your enemies

killed record.

Go up the steps and fotlow the curving ledge. Open another sarcophagus

on your left to obtain the Assault Rifle RN. This weapon is fitted with a

bayonet that makes for some nice melee takedowns.

DASH AND SLIDE UNDER
SPINNING BLADES

After descending some stairs, a trap springs in the corridor ahead. Go

under the spinning btades by dashing toward them and pressing Ready/

Aim to stide at the

last second. Atthough

you would normatly

crawl the rest of the

way out, zombies

start coming down the

corridor. Stay under

the spinning btades

and allow the zombies to watk into their own deaths. When the area is

ctear, crawl forward and push Action to crawt faster.

WA[t OF FIRE

Go around a few corners and you find that the next passage is futl

of flames. Run up behind the zombie near the flames and perform a

Steatth Hit. Facing the flames, press Action to talk to Helena a moment.

Continue to the broken ladder on the watl to your right.

Press Partner Action

to send Hetena on a

mission to douse the

flames. While she puts

out the fire, watch the

corridor behind you.

A zombie hotding a tit

stick of dynamite soon

approaches. Perform a

Quick Shot and metee

attack combo to stick

the dynamite into the

zombie's mouth.

Run away before the

stick exptodes.

Helena quickty extinguishes the flames that btock the corridor by kitting

a zombie that was turning a crank to the right. Examine the large door

with a Serpent Embtem. At this point, you can use a ring that Leon

received recentty to untock the door. Press Action to examine the door

again to unlock it. However, the mechanism inside the ancient device

turns stowly. Meanwhite, you must deal with a horde of zombies headed

your way. Move to

the crank and turn it
to burn up a crew of

zombies coming over

the bridge. When

zombies fa[[ out of the

ceiling atl over your

area, move toward the

bridge and kitt them

at[. One or more of

the zombies carries

dynamite, so use a

Quick Shot/metee

attack combo to make

the first one blow up

atl the others. Another wave comes over the middte bridge, so turn the

crank again to set them aflame. The giant door finatty unlocks. Move to it
and open it with a PartnerAction.

BMAK
SIGHTING
Proceed into the

cave. A targe,

nasty-tooking sea

creature moves

through the water,

but it's no threat

for now. Move around the room

into the next chamber.

to the [eft. Fotlow the side tunnel
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STEP OUT OF THE
COLD WATERS

You stumbte upon more sarcophagi, none of

which can be opened. Move onto dry land to

the Left. Fotlow this short path to a couple item

pots and a sarcophagus that you can open.

SEFIPENT EMBLEM:
WET CAVE IN
THE CATACOMEIS

Soon Helena drops down on the other side of the gate and turns the crank to open it. But

something unfortunate happens, and she is dragged off to another section of the cave. Atthough

you are separated, you must stitt work together to hetp each other move through the catacombs.

Begin by dashing to the top of the nearby steps, equip your Sniper Rifle, and take out the zombies

that spring from the waters around her and pursue her. She soon turns a btue crank that opens the

gate next to you, releasing a zombie. Take it down with a Quick Shot fired from your Sniper Rifle.

Then, turn the crank with the red tight to open the gate on Helena's side.

WORK SEPARATETY TO
GET THROUGH THE
SAME CAVE

Proceed down the path on your side. Dash

forward and slide under some spinning blades,

and then crawl the rest of the way beneath

them. An impassabte watl of spikes that

repeatedty protrude from the floor btocks the passage beyond. Use your Sniper Rifle to scope the

area to your [eft. You spot a zombie endtessly turning the crank that moves the spikes. Shoot this

zombie to stop the spikes and atso the zombie beyond the red gate on Hetena's side.

Examine the nearby crank panel to determine

that the crank itself is missing. Some zombies

appear behind you. Kitt them and backtrack to

the spinning blades to see some acid-spitting

zombies crawling their way under. Toss an

lncendiary Grenade to take them atl out. One

of them drops the Old Crank. Dash toward the

btades, slide to go under again, and retrieve it.

Open the sarcophagus that sjts on dry land

in the wet area to find a Serpent Emblem.

OPEN THE
RED GEM GATE

Drop back into the water and proceed. A large

gate with a red gem is down, but there appears

to be no way to open it. You must sptit up

again-move to the wa[[ on your left and press

Partner Action to send Hetena to another area.

White Hetena is off trying to open the gate,

check the water behind you for ripptes. This is

a zombie swimming up to attack. Be ready to

counter when it moves to strike or it witt putt

you underwater. lf it grabs you, you can break

free by the usual methods.

FIND THE OLD CRANK
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The zombie on the right comes ative and attack

as you come back with the Old Crank. Be ready to

fa[[ on your back and fire. You must also deat with

some Btoodshots that guard the crank device.

Hit them with an lncendiary Grenade or plant a

Remote Bomb near them. When the area is finatly

ctea6 return to the panel and use the O[d Crank

to raise the gate on Helena's side. ln response,

she comes over to your side and turns the

crank to lower your gate. Shoot an approaching

armored zombie in the head to prevent it from

attacking Hetena white she work.

....:.:. TOUR. HELENA'S PATH

Optionatty you may backtrack to the

side Helena traveted to get here. Along

the route, you find sarcophagi to open,

inctuding one with a snake and another

containing Skill Points (5,000).

SO, YOU THOUGHT
YOU WERE TEAVING?

When you are finished exploring Hetena's area,

return to the massive doubte doors and move

to the [ever on the left side. Press Partner

Action to putt the levers in unison, which drops

you into a cave!
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DROP THE BRIDGE

Soon you arrive at an area with a crank. Shoot

the zombie hotding a gas lantern to burn him up.

Then grab the crank and begin rotating it as fast

as possibte to tower a bridge to the next area.

Cross the bridge and ki[[ more lantern-swinging

zombies and Btoodshots. Toss an lncendiary Grenade to end this encounter quickty. After jumping

across a coupte of ptatforms, you cross a bridge that collapses. Rotate the Left Stick to ctimb back

up and then jump the newty-formed gap.

Kit[ a Shrieker and any zombies it summons, then start across an unsteady rope bridge. AWhopper

on the other side moves onto the bridge and attacks, and you't[ have no luck trying to beat it at

this point. Retreat off the bridge and shoot the Whopper in the [egs as it advances.

After the Whopper is dealt with, cross the cleared rope bridge. Smash some item pots in this area

and be prepared for any zombies strapped with dynamite that drop into the area. Continue across

the next rope bridge and body-slam an unwary zombie with a Steatth Hit. Dash across the next

rope bridge to avoid a pursuing Whopper, then turn and shoot it in the legs as it tries to cross.

TOSS AND COVER HETENA

When you reach a platform with metal posts and ptates, you must perform a PartnerAction to
hurl Helena across the gap. Her platform cotlapses, and she nearty stides down into a horde of

crawting zombies. Equip your Sniper Rifle and help her by picking off the scavengers crawting

after her. Continue tracking her with your scope and shoot a Whopper in the tegs so that she

can get past it. Ctear your ptatform of attackers that hotd dynamite. Then snipe a Shrieker,

Bloodshots, and other zombies attacking Helena on the other side of the cave. When she begins

turning a crank to lower a bridge, check your platform for more enemies. Cross the bridge when

it's down to rejoin Hetena.

ROtt THAT BOULDER

Approach the large boutder at the back of the

platform and press PartnerAction to ro[[ it out

of the way. Drop over the ledge and cross a

series of extremety narrow bridges. Stop and

turn back afterward to make sure your partner

gets across okay. Go back to help her up if she

has troub[e.

SIEFIFENI. HMBLEMT
CAVEFINS

After crossing the extremetyrhairow

bridges on which you're tikety to fatt

over the side, stop near a smatt ctay item

pot resting on a smatt btock. A Serpent

Emblem is visibte on the far cave wat[.

Shoot it with the Sniper Rifle.
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BRING ON THE COTLAPSE

Jump over a gap and then move to the crank

on the [eft. Press Partner Action to start turning

the cranks in unison. Unfortunatety, zombies

attack during your first attempt. Press Action to

stop working and confront the enemies. When

you are done, go back to turning the crank.

When you've lowered the bridge atl the way,

the platform you're standing on coltapses!

Dash across the remaining platforms and ignore

any enemies you encounter atong the way.

You automaticalty leap over gaps and hop low

obstacles white dashing. lf a zombie tacktes

you, rotate the Left Stick quickty to shove it off

or you risk going down with it. Be sure to hetp

Hetena if a zombie grabs her.

When you tand on a platform blocked by a large

boulder, press Partner Action to push it out of

the way. Then leap across the final gap. Leon

and Helena are swept away by flood waters.
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After surfacing at the next air pocket, continue swimming. The giant fish monster calted Brzak

that you saw previously in the catacombs reappears and causes a cave-in. Swim through the new

hole in the left watl.

GRIP OF THE DEAD

While swimming through the new tunnel, you start to pass floating zombie bodies. Avoid the

bodies if possible or they seize you by the neck, draining your remaining air faster. Rotate the Left

Stick to break free and help your partner if she is caught in a zombie's grip. The next air pocket in

which you surface is rather gruesome due to atl the corpses.

The distance to the next air pocket is quite far-so far, in fact, that your orygen witl drain atmost

completely. However, you eventuatly reach an iron grate. Press PartnerAction to putl off the cover

together and surface.

BRZAKATTACKS!

The Brzak grabs you both and drags you away. Hetena struggtes to keep the big fish from biting

down and then grabs a passing spear and harpoons it in the eye. You must press the buttons

disptayed onscreen during this Quick Timing Event to grab the fish tighter and move to its head.

You eventuatty trade places with Helena and wind up prying the monster's jaws open. Rotate the

Left Stick and then press Fire to grab the spear and stab out its other eye.

SWIM TO DRY LAND
The Brzak spits you into a cave*Hetena on

dry tand and you in the water. Check your

directional beacon and start swimming through

a sma[[ cave. Swim across the surface as before

by titting the Left Stick. Hotd the Action button

to swim aggressively. You are stopped by some

bars in your path and must wait for Helena to

remove them. After the bars rise, continue

swimming for the far shore,

The Brzak surfaces behind you. Tap the Action

button rapidty to swim away from the fish and

its bizarre tongue white Hetena fires at the

tongue from the shore. Eventualty her shots

drive the Bzak back underwater. Continue

swimming to shore. When the monster surfaces

again, resume tapping the Action button rapidly.

Nearing land, you have to struggte with a

zombie that emerges from the water. Helena

shoutd hetp out by shooting it and then

shooting the Brzak again when it surfaces one

last time. Swim to land and climb out.
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Smash some item pots nearby and move to the

broken gate at the back of the area. Before moving

on, consider whether you'd [ike to exptore the upper

portions of the cave for additional items.

SiEFIPENT EMBLEM:
THE EIFIZAK'S CAVE

Ctimb the tadder mounted to the side watt in the

area where you finatly climb out of the water. This

teads to the upper paths of the caves. Cross the

bridges and pick up items atong the way. One of

the bridges leads into a stone btock tunnet. White

you pass through this tunnet, look down and to your

right to spot a Serpent Emblem at the bottom of a

broken barrel.

THE BRZAKS FINAL AS SAT]LT

Whi[e pushing aside the old broken gate via Partner

Action, you are attacked and putted underwater by

the Brzak again. This time you slide down a tunnel

and enter aiming mode automatically. Pick up 9mm

Ammo avaitable during this event and shoot the Brzak

repeatedly in its gtowing tongue. Retoad each time the

creature stows down and backs off a bit. Shoot it again

when it charges.

When Leon says to

get ready, prepare

to press Retoad and

Action to dodge the

Brzak's charging

bite attack. After

seeing severaI TNT

barrels bounce past

uselessty, you spot

one that finatty might

be hetpfut. When the

game enters stow

motion, aim upward

and shoot the TNT

barrel to blow up

the Brzak.

I DEREKENTERS THE STAGE
Finatty ctear of Twin Oaks and the ancient catacombs that run beneath the town, Leon and

Hetena watch in horror as the area is sanitized. This reatty is Raccoon City a[[ over again.

But just when they think things couldn't get any worse, Leon receives a phone ca[[ that he

didn't want to hear...

LEON CHAPTER 3: RANKING CRITERIA

-1 Any Betow Rank C

TOTAT RANKING POINTS TABLE

.2 Any Betow Rank D
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Search the communications consotes to

the teft and right sides of the cockpit

to find two boxes of .50 Action-Express

Magnum Ammo for your new Lightning

Hawk. Retoad and move to the right

side of the pitot's area. Press Action

to examine the ptane diagram on the side watl monitor and to see what's wrong. The tail

section is flashing, and you must go to the back of the plane to determine the probtem.

sK m!:*€sdT &x$\l? K&*ffi M& :

CFIEW LOUNGE

Descend the stairs from the cockpit and go right. Turn to face the front of the plane,

where you see that the crew luggage compartment is open. A Serpent Emblem is visibte

on the right side.

NAVIGATT"} }-IN CASIN

Make your way through the

first-ctass cabin and cross

between the seat rows.

An agent comforts a sick

passenger in the next area.

Search the tabte behind them

to find 9mm Ammo.

Move to the other side of

the ptane and enter the first

open door on the right.

A Green Herb sits in an

empty chair.

Navigate through the seat

rows of the main cabin.

Fottow the next corridor to

the left and then divert into

the next empty room to find

another Green Herb. Take a moment to mix the herbs that you have on hand and recover

futt heatth. Now, enter the back stairwetl of the ptane and descend to the cargo levet.
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SEFIP-ENT EMEILEM:
HAZAFIDc'US
MATEFIIALS HOLE

When you enter the area where they store

the big gas cylinders, examine the glass

case on the right to find a Serpent Emblem.

Smash the gtass and shoot it.

CHECKTHE CARGO BAY

Open the metal chest in the hazardous

materiats hotd to find Skil[ Points (5,000).

Then, head around the corner to the left

and open the compartment hatch door. Press

Action, rotate the Left Stick, then press

Partner Action.

Search the loading bay for a First-Aid Spray

on the Left-hand watl. Continue to the back

right corner and press Partner Action to turn

the red valve.
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IT'S TOO LAIE

Safety back onboard, you must now return to the cockpit and take control of the ptane to keep

it from crashing. Howevel the Lepotitsa's gas has turned everyone but you (and your partner)

into zombies. Ascend

the stairs back into

the passenger cabin.

There you spot the

first victim of the gas

around the corner.

Btast the zombie

with a Quick Shot

to prevent it from

grabbing you.

More zombies come

in from around the corner. Perform a Quick Shot on the closest one and use a melee attack to kick

them down. More zombies wait in the passenger aisles. Battle your way to the right side of the

plane and continue to the cockpit. Dash past the zombies knocked over by turbutence, which fatt

and struggte to rise.

OH YEAH, IT GETS WORSE

When you reach the first-class cabin, press PartnerAction to stip past the panel btocking the

RETAKE THE COCKPIT
Recover and dash upstairs into the cockpit. The

pilots have arisen, so take them out with quick

Shotgun btasts. Touching the top stair triggers

turbutence that throws you back down to the

bottom. Dash back upstairs, finish off the

zombies, and cottect any items they drop.

TAKE OVER CONTROL

Approach the monitor and examine it to see

what's happening with the plane now. The

open bulkhead door depressurized the ptane,

throwing it off balance. Fottowing lngrid

Hunnigan's report, move to the pilot's seat on

the left and press Action to ctimb behind the

controls. Meanwhite, Helena must clear the

cockpit of endless zombies.

As you did previously in the potice car, use

the Right Stick to look around the cockpit

controls. Examine the buttons overhead, and a

Quick Timing Event command prompt appears.

To proceed, press Reload just as the timer

hand moves through the two colored sections

of the gauge.

Now took down and to your right at the throttle

lever. Press Action to grab it. Rapidty tap the

Reload button to putt the throttte back.

The autopitot atert goes off, warning you to putl

up. Look forward toward the steering controts

and rapidty tap the Retoad button to putl back.

doorway. Cross the row into the other aisle. Extreme turbutence turns the ptane on

flinging you into the watt.
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Find the dead body

of the man who was

attacked. Continue

down the s'ide ailey

a few steps, then

turn right and enter a

small shop. A Serpent

Emblem rests on a messy countertop. Don,t miss smashing the item

crate in the short passage behind the emblem location.

ingr:d Hunnigan jnforms

Leon that he and Hetena

have lo cut through an

abandoned market area

to find Simmons at the

rencjezvous pojnt that he set

vrlth Sherry. Move to the first

corner on the lefl side of lhe

street. Equip the Sniper Rifle

and look diagonally to your

tefl. ln the djstance, you can

barely see the top of a neon

sign. Scope thts area to spot

a Serpent Emblem that can barety be seen, atop barbed wire, to the
[eft of the neon sign. Shoot jt with the Sniper Rifle.
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))msKLAPANJE: THE ENDLEss MENAcE
The tottering, gelatinous humanoid creature that fa[[s from the discarded meat

pite is cal[ed a Rasklapanje. These annoying creatures fotlow you everywhere

and repeatedly perform grab attacks. To break free of them, you must rotate

the Left Stick rapidty. However, shooting them onty makes things worse since the

creature's torso separates from the [egs, creating two enemies that pursue you.

Furthermore, both of the creature's hands might be blasted off, which creates

additionaI creatures that crawl

up and leap onto your face.

The best way to deal with the

Rasklapanje is to steer ctear of

it. Lead it away from areas where

you need to search, perform

actions, or complete Partner

Actions, and then dash away from it. Perform atl required actions quickly before

it catches up. lf a Rasklapanje gets too close to you, use metee attacks to knock

it back. Note, however, that even punches and kicks can cause Rasktapanje to fatl

apart, so use these attacks sparingly.

ln Single mode, your Al partner won't be as toterant of these creatures and opens

fire at witt. Monitor the situation and don't hesitate to suppress the Rasktapanje

body parts created by your partner. lncendiary Grenades work welt but may not

suppress att body parts or may even divide the creature further. Remote Bombs

detonated with proper timing can suppress atl Rasklapanje body parts at once.

For easy suppression, stand on severed hands and use a melee attack to p'ick

them up and throw them. Certain containers throughout the market can be used

to dispose of severed hands in nasty ways. These inctude microwave ovens, fire-

burning stoves, and boiting soup cautdrons. To use these devices, stand near them

and atlow a severed Rasklapanje hand to approach. lf a futt torso approaches,

btast off its two hands. lf you're standing within about five feet of these cooking

toots, press the melee attack button to pick up the hand and quickly shut it inside.

Notice the use of the term "suppress" instead of "defeat" or "kitt." The

Rasktapanje's body parts revive after a few minutes and either rejoin themselves

or grow into two new futt-size Rasktapanje. Each body part you suppress drops

items, no matter

how many times

it revives and

is suppressed.

Rasktapanje

torsos sometimes

drop Ski11 Points

(3,000) provided

that att other

body parts have

been suppressed previousty. Therefore, when facing multiple body parts, try to

leave the torso last for disposat. After successful suppression of all the parts of the

Rasklapanje, leave the area as quickty as possible before they reanimate. 
. I

HEAD FOR STORAGE KEYA

Use the map above to find important items while avoiding

the Rasklapanje menace and searching for the three keys.

From the area map, turn [eft and head to the far corner.

Enter the fresh seafood shop and search the back room to

find a Red Herb and a chest containing Skill Points (2,000).

Exit the seafood shop, turn right, and continue down the

side street. To the right, you spot a door that is btocked by

a falten and sparking power [ine. This is a great location

to fry Rasktapanje parts if you can bait and knock them

onto the sparking wires. However, you must deactivate

the power if you want to get through the door beyond.

The power lever is behind the counter to the [eft, on the

back wat[. Putt the lever to deactivate the power. Then

approach the door and open it via PartnerAction. Storage

Key A lies on the ground next to a dead body.

Another Rasklapanje crawts out of the vent in the nearby

shop. Pick up 9mm Ammo from the dumpster on your left

and exit the sma[[ side altey quickly.

Lament@Xbox360iso



NOW FOR KEY B

Go back toward the seafood shop at the

corner and divert to the right down a narrow

a[[ey. Unbar and open the door at the end,

which creates another avenue of escape from

pursuing Rasklapanje body parts.

Return to the map next to the exit door for

direction to the next key. Turn right and head

toward the butcher shop in the corner. At the

corner, turn right again and go down the street

to the very end. Unbar and open the gate at the

end, then backtrack stightty and go down the

side street to the right. At the end of this street

you find Storage Key B near another dead body.

TAKE TO THE ROOFTOPS

Turn around and head back but notice the other

dead body next to the ladder on your teft.

Ctimb up the ladder; turn right, and move to

the edge of the roof. Press Partner Action to

fling Helena onto the rooftop on the opposite

side of the central street. Hop down from the

ledge and fight off the Rasktapanje body parts.

Helena navigates around the far side and opens

the door on the other side of the street. lf
you are overwhetmed, use a Remote Bomb to
suppress att the body parts at once.

RETRIEVE KEY C FROM THE BATHROOM
Enter the doorway Hetena opened, proceed forward and then teft, and fottow the objective door

marker down to the end. search the shop across from the marked door to find a Green Herb.

Then, open the marked door with a PartnerAction. Bomb the Rasktapanje body parts squeezing

their way out of the shower drains. Pick up Storage Key C to the r.ight.

oNE QUrCK STOP

Atthough it's time to leave, take this worthwhite detour on the way back-outside the bathroom,

turn to your right and go around the corner to find a tadder. Ctimb up and cross the rooftops. At
the second corner, you find a chest containing Skill Points (5,000). From the chest, turn right and

move to the ledge, then drop down twice to return to the central street.

BUTCHER SHOP BTOODBATH

Head back to the triple-tocked door. Press Action three times to use each key white stopping to
defend against the Rasklapanje as needed. open the doors with a partnerAction.

When you move past the

meat grinder in the butcher

shop, a futt-size Rasklapanje

seizes you. Rotate the Left

Stick to fitl the gauge twice.

Then press Fire white the

creature is off-balance

to knock it into the meat

grinder. Good riddance!

Proceed to the exit and press

Partner Action to continue.
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DODGE MOVING
FLOORMINES

Smash the item crates around the room and

examine the exit door to find that it is Locked.

A moment later, moving floor mines flood the

room. On contact, these mines turn red and

then explode. Blast them with your Shotgun or

perform a dodge rotl white Aiming simpty titt
the Left Stick any direction and press Action.

The second method conserves more ammo, but

you risk rotling into a wall or another mine and

suffering damage anyvvay. You can atso ,,bump"

into them white running on a curyed route

and continue, leaving the mine to exptode

harmlessty behind you.

At this point, Ada leaves. The room machinery then malfunctions, and floor mines begin moving

around witdty. Dodge the remaining floor mines untit they att exptode and the exit door opens.

))noom 01 MUsr BE HorwtRED
Asimitar scenario involving the floor mines occurs in Room 01 , except it is Hetena's job to
hotwire the control panet at the back of the room while Leon dodges the floor mines. Set off
the floor mines before they exptode next to Helena, or she takes longer to accomptish her task.

_l

PURSUE ADA
Go to the floor vent in the far-right

corner of the ptundered room. (The men

in the other room arrived first, after atL.)

Press Action to kick out the vent cover.

Crawl through the opening.

Ada's location is marked betow. Dash along

the long gantry and try to keep up with

her. Attowing her to get too far ahead

results in game over. Turn at the far corner

and dash after her again. Turn left again,

dash to the end, and drop from the edge.

HEAD TO SHERRY'S
RENDEZVOUS

After a long scene in which Ada escapes, turn right and dash into the open doorway at the far
end. on the desk to the [eft, you find a First-Aid spray. Exit the room, circle the batcony tevet

to the far side, and descend the stairs. smash att the item crates around the targe room to
restock' An open doorway leads to the outside but is btocked by barrets. Examine this doorway to
determine that this is where the other guys exited but you cannot.

Go through the marked door into the next room. Turn teft and fottow the yettow tine down the
street and around the corner. Dash for the door at the far end and open it with a partner Action.82
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A Serpent Emblem rests on the top shelf against the back watl of the

store. Shooting this is more important than grabbing any items, so

make this your priority.
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Look inside the

open back of the

truck, parked to

the left of the

entrance, to find a

Serpent Emblem.
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ROLTING
FIREBATL

The crashed jet behind

you fatts from the

buitding onto the street

and exptodes. Run away

from the spreading

firebatl and hotd Action

to dash. A BSM chopper

hovers ahead. Continue

running toward it. During

tiftoff, a zombie ctings to

your [eg. Rotate the Left

Stick to shake it off.

CRASH THAT CHOPPER PROPERTY!

During the heticopter flight, you are forced to take the controls. Tap the

Reload button rapidly to avoid crashing. The pitot turns into a zombie

and attacks Hetena. Leon aims backward to shoot the pitot. Press the

Fire button when the rotating timer hand moves through the cotored

part of the revotving command prompt. When shooting the pitot once

doesn't succeed, shoot him again! Hetena ejects him from the ptane.

Rotate the Left Stick rapidty to avoid crashing. After side-swiping a train,

the heticopter smashes into the Quad Tower's tobby-which is exactly

where you wanted to go! The structure overhanging Leon and Helena's

crash site threatens to fa(t on them. Press Reload and Action to get out of

the way in time.

EiEFIPENT.EMEILEM:
OUAtrI TGIWEFI LGIEIE}Y

After escaping the

heticopter crash, move

forward and continue

over to the right-hand

railing. Check the

shelves behind the

reception desk to find a

Serpent Emblem.
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The final Serpent Embtem in Leon's Campaign lies under the first set of stairs here. Look below

the stairs to spot a Serpent Emblem on the waL[ outside the bars, and shoot it.
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TOO MUCH PRESS

Push your way through

the news crew and

proceed down the street

past fleeing civilians and

dead bodies. When you

approach the barricade

at the end, the cars

exptode. Divert left to

the doubte doors and

press PartnerAction to

breach the interior.

u5r ?Hr DrRreTt*t*AL Er,&e*i{

ln the heat of combat, you sometimes lose your bearings. Press

and hold L'1 or LB to make the directional beacon appear in the

environment. lt points the way to your next destination. Use the

Directional Beacon to guide your way whenever you feet lost or

don't know where to go next.

PMPARE FOR

Head down the hatt

past your sotders and

continue up the stairs on

your [eft. Arriving on the

top levet, head left and

smash two item crates.

These typicatty yield

Green and Red Herbs.

Press the ltem Menu button to open your item stots. Combine herbs by

setecting one and pressing Action whi[e the leaf icon is hightighted. Then,

select another herb to mix it with the game automaticatly setects a Red

Herb if one is avaitable, since it's the best choice. Combine two herbs to

make three- or six-powdered mixtures. Select the result and press Action

twice to send it to your Health Tabtet supply. Then, whenever your heatth

is [ow, press Rl or RB to swattow a tabtet and recover.

FIND CHRIS'FIRST SERPENT EMBTEM

Fottow the corridor around the corner, beyond windows that shatter with

machine-gun fire. Entering the littte butcher's kitchen, [ook to your teft

to spot something rather pecutiar...

S-EHPENT HMESLEM:
EIUTCHEFI BLOCK

On the upper

[eve[ of the first

tenement buitding,

a Serpent Emblem

rests on the back

shetves of a sma[[

butchery. Shoot this

and other emblems

l

I

t
I

i
hidden throughout each chapter. They unlock additional content in

the Coltections screen of the Special Features menu reqarding Chris'

Campaign. Four Serpent Emblems appear in every chapter.

INIURY

REGENERMING ENEMIES?

Leave the butcher's block and smash the item crate on the table to the

teft. Open the door. Press Action once to open a door quietly or press

it twice quickly to kick it open. Head right toward the balcony ledge

and go through another door. More gunfire and an exptosion shatter the

windows as you pass.

Continue following the passage until you reach a hole in the watl on

the [eft. A J'avo soldier executes a civitian and runs off. Drop down to

street [eve[ and pursue him. Open the door at the end of the attey with

a Partner Action. Chris shoots the monster in the head only to watch as

the brains, skult, and face reform. Gun down the monster by shooting it
in the head again.

CARNAGE EXTRIME

Proceed down the street to the right beyond the burning truck. Head

left and toward the parked cop cars. Further down, a J'avo with a

rocket launcher fires, obliterating a BSAA heticopter. Proceed down to

the end of the street. White the camera is angled upward, slide across

the hoods of any cars that get in your way. The heticopter crashes to the

street, btowing up

the police btockade.

Move around the

wreckage and go

right. Spot your team

outside some double

doors and smash three

item crates across the street before joining them. Open the doors with a

Partner Action.

.1

rfJ

j

i
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RITTJRI..I FIRE FRO&T CCVEP"

Head up the steps and open the door at the top. Drop from the tedge to street tevel and crush the item crate on the right. Open the gate with a

Partner Action. Move forward to the first box on the left and take cover behind it. White standing behind the box, aim with your weapon and then
press Action to take cover. White in cover,

move the Left Stick to rise up and fire short

bursts. Be sure to retoad between bursts. A

shutter door opens on the right and J'avo with

machetes rush in. Gun them all down. Advance

from cover point to cover point, shooting J'avo

further away whenever they pop their heads

out. Sw1tch from your Assautt Rifle to your

Nine-Oh-Nine as needed if ammo runs out.

Smash the crates inside the shuttered area on

the rlght to restock.

Contjnue to the end of the a[tey, smash an item

crate in the right corner, and join your men at

the door. Open it and smash the crate on the

left and in the far right corner of the room.

SEFITTENT flMEtLHlllr
EIUILEINGi ENTFIANGE

A Serpent Emblem is hidden behind the

ilem crate in the corner that is formed by

the two large bookshetves. Smash the crate

to reveal it and shoot the emblem.

BUSTING DOORS DOWN
Ascend the stairs and open the door at the

end of the hatlway. Proceed upstairs above the

flaming area, open the door, and breach the

next buitding. Fire on the J'avo that scrambte

out of the rooTn on your left.

Proceed through the sitting area

to the corner and go upstairs.

Be careful as you head down the

corridor because a J'avo bursts

through the door on the [eft. Enter

the room he came out of, smash an

item crate, and open the door on

the right. Another J'avo smashes

through the door across the hatt.

Take him down, then enter that

room and find another item crate

in the kitchen. Return to the

hattway, move to the doubte doors

at the end, and open them with a

Partner Action.
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From the vantage point of the highest roof in the first area (whlch is connected to the next

buitding by a smatl, wooden bridge), equlp the Sniper R1fle or Assautt Rifle and turn away from

the wooden bridge. A Serpent Emblem is mounted on a post rising from the top of a building

under construction far away. Piers has an easier time hitting the emblem with his Sniper Rifle.

However, it's stitt possible for Chris to shoot it with his Assault Rifle with a deep breath and a

tittle skitt...
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TAKE THE HIGH GROUND PROCEED WITH COVER FIRE

Cross the makeshift wooden bridge and drop

onto the next rooftop. Make your way across

the ledge to the ladder and ctimb'it. Smash

three item crates in the corners, then climb

the tong ladder up the side of the buitding.

Higher up, J'avo guards spot Chris immediatety.

Gun them both down quickly and move to the

wa[[ beneath them. Ctimb onto the rise and

shoot more J'avo around the corner to the [eft.

Take out any Noga-Let with bursts of Assautt

Rifle fire.

ZIP IINE INTERRUPTED

Mount the orange raised platforms in the

corne6 and move under the stanted, horizontal

pote. Press Partner Action to slide across to the

next buitding. A J'avo fires a rocket launcher

mid-stide, knocking Chris and Piers to the lower

levets and separating them.

Chris catches hold of another horizontal pote.

Tap the Retoad button rapidty to ctimb hand

over hand along the pole and over to the

buitding. J'avo take positions on your flank,

and it's up to Piers to gun them down. Keep

moving atong the pote to the next buitding as

fast as possible.

Drop onto the scaffotd and climb the very high tadder. Smash the two item crates in the niche

to your [eft. Return fire on the J'avo on the rooftop below if you spot them before they run off.

Drop down when ctear, move to the next sma[[

buitding, and climb the ladder mounted to it.

From atop this buitding, shoot the J'avo in the

area below you. They might mutate into Noga-

Let, so stay on the roof and shoot them down.

Drop off the side of the roof and smash two

item crates in the corner. Now ctimb onto the

rise and hop over the horizontal pote. Move onto the orange ptatform and jump the gap. Take out

two ambushers that may mutate here. Move right and climb another ladder. Drop down on the

other side, move to the right around the dividing watt, and smash two crates in the corner.

Now, cross the bridge to the next buitding. Shoot the ambushers on your [eve[ as wetl as above,

and watch out for flying foes that team up. lf they do so, move to the corner of the buitding

where Piers can see you and your pursuers. He wi[[ shoot them down. Smash the item crates on

this buitding and then ctimb the ladder.

Smash another item crate up high, then fotlow the long satvage bridge. Drop down twice at

the end and you are finalty reunited with Piers. At this point, you have the option to search the

surrounding rooftops and to backtrack a short distance atong the route he traveted to locate

several item crates worth smashing for suppties.

Lament@Xbox360iso



ANOTHER BRIEF S EPARATION

When you are ready to proceed, join Piers at the metal door with the red light and open it with a Partner Action. Head right and around the corner

at the end. Climb up, move onto the raised ledge, drop off, proceed to the orange ptatform at the edge, and jump off. Chris falts again, but onty

because an RPG was fired this time. Take cover behind the nearest low rise and return fire on the J'avo gathered on the next rooftop. As they cross

the bridge, toss a grenade to take them atl out at once. When everything is ctear, smash some item crates on the back corner of this roof and cross

the wooden bridge.

DONI'T SHOOT THE BARRETS!

Ctimb the ladder on the second roof to reach a building stitl under

construction. Move out to the end of the platform and drop down. Make

your way to the orange metal door and open it with a PartnerAction.

Avoid shooting any red barrets on this rooftop because they't[ exptode.

You also need to use them against incoming enemies. Move to the corner,

cross to the next roof section, and descend the stairs. Three Flash

Grenades sit on a wide crate directly ahead and stightty to the right.

Pick these up since they'[t soon come in handy. Atso smash the three

item crates against the back wa[t.

OKAY SHOOT THE BARRELS!

A bright floodtight suddenly turns on, and J'avo scatter across the area. Shoot the barrets to btow up squads of J'avo simuttaneousty. Stay on the

move, Look for lone targets of opportunity, approach them, and hit them with Quick Shots followed by metee attacks. lf more than one J'avo

mutates and starts to fly, equip a Ftash

Grenade to stun them atl at once, then putl

their wings off .

The BSAA sends in reinforcements! Help them

mop up the last enemies, then move to the

green double doors in the corner of the roof

and open them with a Partner Action.
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HQspots the other hostage-toting monster up on Levet 8. White returning to the stairwetl, you

encounter several Noga-Trchanje sent to btock your path. Take them out with melee or shoot their

fleshy human parts to kilt them quickty. Look out for Noga-Trchanje waiting on the ceiting for you

as you reach the stairs!

Return to Level 8 and chase the Noga-Trchanje

with the hostage around the levet, using

the btue arrow marker to guide you to its

location. More of these spider-tike mutants

emerge from under raised shutters and vents

to attack. Use melee attacks and Quick Shots

aimed downward to take them out. The second

hostage-carrier provides quite a chase, but

you't[ eventuatly notice a predictabte pattern of movement. Use this to catch it at a corner or

intersection and stomp on it.

NOW FOR TEVEL 6

With both hostages rescued, return to the stairs. This time, go atl the way down to Level 6. Smash

item crates on either side of the gaping hote in the floor nearby. Then, foltow Piers down the

center aiste.

STOPPED MID-DESCENT

Behind the butcher shop, just off the center

aiste, you find an item chest containing Skill

Points (2,000). When approaching the exit

door, look to the far right to spot an item

crate. Continue on to the white elevator doors

and press Action to open them.

Board the etevator and press Partner Action to

descend. After another communique from HQ,

the etevator stops before reaching the bottom.

From your fixed view of the car, move to the left

corner in the foreground and press Action to find

the escape hatch overhead. Press PartnerAction

to boost Piers up. Then press the button again so

he'tt putt you out of the etevator.

A J'avo above fires a rocket launcher,

obtiterating the etevator. Chris and Piers are

safe, however. Shoot that J'avo on Piers' side.

Smash the item crates on your side of the

shaft, then move to the doors and press Partner

Action to open them.

SiEFIPENT EMBLEM:
TENEMENT LEVEL Ci EIUTCHEFIY

As you pass down the center aiste on Level 6, you'[[ notice a butcher shop on the [eft. Stop and

look behind the counter to spot another Serpent Emblem to shoot.

FUIT OFFENSIVE

J'avo set up an ambush as you open the etevator

shaft doors. Equip a Hand Grenade and toss it
into the center of them to obtiterate most of

them at once. Then, jump through the doorway

and take cover to the [eft. Throw another

grenade at the second wave of J'avo that enters

from the back. Check your left as we[[ for any

sneaky foes that try to move up on your flank. 103
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Clear the [eve[ and search

thoroughty. Many item

crates are on this [eve[ to

help you restock. When

fi nished cottecting, use

your Directional Beacon to

hetp you find the exit door.

THE FINAL HOSTAGE

Descend the stairs to Level 2 and open the door. Turn right and observe

the large opening in the center of the floor. First, move around the

outside of the area and smash any item crates you find. Then move into

the center, drop onto the grate, and shoot the J'avo hotding the woman

hostage on the level

below. Quickty press

Partner Action to drop

down. Shoot the other

J'avo on the bottom

[eve[ before they can

kitl the woman.

DESPERATE SHOT
Afinal J'avo drops from the ceiting and puts his machete to the

hostage's throat. The game enters stow motion, and you must shoot the
J'avo in the head at the first ctear opportunity. Aim for either side of the
woman's head and fire when the J'avo puts his face in your crosshair.

lf you wait too [ong, he

slashes her throat. Cotlect

any remaining items then

open the back door of the

room. Approach the BSAA

soldier entering from the

loading dock.

CTEAR BEFORE BOMBARDMENT
Atthough the hostages are safe, Chris and piers are trapped in the

buitding by an exptosion. You must now get clear of the buitding. Turn

around, head up the

center aiste, and drop into

the etevator shaft. Ctimb

the ladder on the far side.

Open the door at the top

with a PartnerAction.

The first missites strike the

buitding. Turn left and foltow the raiting around to the right. Dash to the

far end and turn [eft. Now, enter the stairwett and go back up to Levet 3.

The floor begins to coltapse. Turn right, run to the tables near the edge

of the floor chasm, and stide across them. Don't worry about fighting the

J'avo on the other side because another missile soon takes them out. pick

up any items they drop and run to the opening on the far side of the room.

The floor gives way. Rotate the Left Stick counterctockwise rapidty to

ctimb back up, then hetp your partner if needed. Move to the tedge and

press Partner Action to jump off.

))cnnPrER RANKTNG
As in the other campaigns, the ptayer is awarded

a rank for prowess in four criteria regardless

of difficutty selected: hit accuracy percentage,

ptayer deaths suffered, total clear time, and

number of enemies defeated. For each letter
grade rank obtained, a specific number of points

are awarded as determined by the ,,points

Awarded Per Rank" table. These points are then

added together to determine an overalt rank for

the chapter as determined by the ,,Totat Ranking

Points Table," with S being a perfect score that
requires A ranking for atl four criteria.

CHRIS CHAPTER 1: RANKING CRITERIA

.1 Any Betow Rank C

TOTAT RANKING POINTS TABLE

- 
I -2 Any Below Rank D
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TAKE THE FENCE LINE
As you head up the clear street, a truck futt of J'avo reinforcements arrives. Ready a Hand

Grenade and toss it next to the truck to kitt most of the reinforcements as they hop out. Ctean up

the few remainders with Quick Shots and metee attacks. Afterward, go teft down the street a bit.
Fin, the rookie bombardier, moves in and sets charges to btow the tock. Approach the tedge and

press Action to drop into the rail yard.

SURVIVI THE KILL BOX

Fin moves ahead to set charges on a train car that is btocking the exit. Meanwhite, you must defend yoursetf against J'avo hordes entering the
area from the far right. lf you are ptaying as Piers, turn teft and ctimb the tadder to reach a high sniper's perch with a coupte of item crates to

break. From here, use yourAnti-Materiet Rifle to take out J,avo snipers

on the highest level on the opposite side of the area and advancing

ground sotdiers. lf you are ptaying Chris, move from cover to cover on

the ground and return fire on J'avo. Don,t be too hasty to advance

reinforcements fitt in quickty. lnstead, gun down J,avo that attempt to
breach your [ine. Throwing grenades inside the open train cars works

we[[, especialty if multipte J'avo take positions inside them. Otherwise,

continue shooting targets that pop their heads out from cover untit Fin

sets the charges and takes cover. Fat[ back to the marker position and

the train car wi[[ btow up, ending the battte.

S,EFIPENT EMETLEM:
FIAIL YAFID

When Fin sets the charges and shouts to take cover, dash forward into the J'avo's territory
within the rail yard and head to the far-right corner. ASerpent Embtem is visibte through

the windows of the smatl buitding in the back. shoot it quickty, then turn around and dash

back to Fin's position so he can destroy the train car. you shoutd onty stop to fight J'avo that
take position between you and the Serpent Embtem. Hopefutty you won't suffer too much

damage if this occurs.

Lament@Xbox360iso



Lament@Xbox360iso



BAIT THE TANK OUT
Take cover at the left edge of the cargo container behind the turret
and open fire on any mutating J'avo around the corner. Dash across the
bridge to the sandbags in front of the other gun turret. Take shetter here

against sheIting from

the tank at the far end.

Chris spots a fuel truck

parked near the tank

and orders Piers to take

the shot. Piers cannot,

however, untess the

tank moves forward.

Stay at the sandbags

in front of this turret,

stand up, and fire just

two or three handgun

shots at the J'avo

farther down the

bridge. lmmediatety

drop back down. Repeat this untit the tank moves forward and piers

shoots the fuel truck, btowing it up.

TIE UP TOOSE ENDS, THEN CLIMB
Kit[ any J'avo

remaining on the

bridge and work

your way up white

moving from cover to

cover. A sniper may

stit[ be positioned on

the tedge above the

tunnel entrance at the far end, which you can take down with Assautt

Rifle fire. You can also aim at him and then order piers to attack him by

issuing the Move ln command.

When the area is clear,

move up the left side

of the bridge and ctimb

the ladder near the

wreckage that btocks

the end. Climb another

ladder and fottow the

gantry to a coupte item

crates that you shoutd

smash. Climb a third

ladder to reach the train rail tevet up top, which is mostty empty for
the moment. Proceed up the tracks, break the item crate on the teft,

and kick down the emergency tadder. Then, take out a J,avo hiding in

ambush inside the open deraited train car off to the side. piers shoutd

catch up to you by this point.

Get cornforta*l*

ijsing th* Ant!-

Materiei Rifle thr*ugh

the firsE pfirt of this

n.ilssion" Using il
efficieiriiy is required

thr*i;gh Pier:' part *f
this segr-n*nt. Up*i:

eppra*ching the bridge, rnove to tire fai sjde a;rr_l j*iii*t* a pnrtner

Acilon.,{fter thric thr*wc l/oi_i e.rss$ th€ gap, fnlLoyr th* fe{*R:{oul
int+ the tunn*[. 3efare .r:*vin€ ehead" surve!/ areas with yaur Anli"

i\a*l*riel Rifie nnC surllch mo,J*s io use the therrnal scnpe. Sei*re

praceeding, takr srr! enelnies ir"*i"n a di*iance in i*ng dark ccrridors"

3:e*nd the l*ng flight *f stai;-s at the e!1d *f th* p*ssag* to reacn th€

crow's il*sl" Sr"nesh the nearty itern erates to restock {)n bullets, and

then apprr*ch the otren section af th* wind*w 5urvey the brirlge

with your Antj-Aiateriei Ri{i* scnpe. Th*r:riai in:aging js st.iLL effective
+ui***rs eftd h*ips you plck targets milt +f ihe *:rvironmen!: nr*re

easiLl'. 5nipe the J'avo on ihr: iiridge, staiting with the cne: cl*;*st to
Ch:'!:' positi*n anei workinq your !ffaY to ihe back"

When na incte targets

rer*:in. ihris ra*i+:

that h* needs lr*l*

*ncl Pi*r: *ffers i*
tfik€ ,]ul the irutk al

lhe bark, ;ir*vid*d

Cl-rris ran ffiekr the

ia!-,k n:*vc" Keep

yoilr rccpe i,rained en lhc: lar':k and switr* *ff therrnal. When lhe iank

moves forw*rd" shaot the red *jl ianker to irlc.* up th€ ariny tenk.

The scsut op€l::i the back eioor *f ihe rnorn f*r -vuu. ilr"ii th* cr.ow,s

nest. nnd prcc**d iJp the stairs t*i.;arci the i:nidge. Vlhiie uaiking *l*ng
this peth, y*u .en stoil and sh**t a Serpefit Emh{sm und*. the brjdg*.

A sqilad af "J'ev* r./ail at the tfip af lhe stairs tjljt shoi;id be easy t*
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iake nii: {ith one \.i+rl-}laceai ri*nci e renade.

Sma:h th: jte'n ai3las her*, 
=rrl th::": pl-*ce*d

^,rLo .q: tl: " r:tl i -" tl oi :t:p io?r .

3nee1 *p behjnd a J'av* *ear i*- li"*ji"i car fsr

a 5:r*lth Hit" T*an, :-;-r=v+ i*i* ile **crw*i; at

ih+ back cf l-+ 
=ar"re= 

ilain aai n** :hoilt twc

r,:oi'e;'ev*:ns'ide. ir*ss tl:rr:ugh t*€ ir*iil fai',

ci=r back c*':;r nnir ;he raii-q, *r'- lircn **
i+ft t* a i*CCer a::d cl'i:-r'':= d*wn.

Fi:':1. sneak up b=:lind a J'av,: guerd a':rec|ly

ane*il ar:* =erfcrnr e sifilth Hii tf tilk€ hinl

iot",.*. 5:::::h :!-:e ne=rb;r,iiem crai= anai slart

arcg::ir= ihe gantr:-s lau.rarcj Chri:' pn$it!+n"

Cc:.;tinue to the ngr:r rnd stanc below the raise*

sinerqency iad*er untii Chri: *trjv*s :nd low*r:

it. Then you can j+:- 1:: the fun a: it conti;rues.

SF}]PET$T EI1/IBLEfi/I;
EIF|IDGE UNBEFISIDE

This Serpent Emblem can be shot only when

playing as Piers. After shooting the oil tanker to

btow up the enemy tank, exit the crow's nest

and foLtow the concrete path. Before moving

up the stairs, stop and look at the beams below the bridge. Just to the teft of the first support

cotumn, a Serpent Emblem rests against a girder. Shoot it with the Anti-MaterieL Rifle to add

it to your coltection.

TIP THE DUMPSTER

Turn around and lead Piers to the dumpster

btocking the clear portion of the bridge,

located to the right of some hedgehog steet-

beam barricades. Dumping the dumpster

triggers a futl-scate assautt on the upper [eve[

by J'avo, including a cannon raitcar. You must

hotd the enemy advance until Fin can get the

wounded man topside.

HOID THI BRIDGE

Run back down the bridge and take cover at the positions ctosest to the derailed train car. J'avo

paratroopers land on the bridge, making matters worse. Take down the paratroopers as they land

and before they get on their feet. Advance and kitl the sotdiers inside the cargo container that has

been blown on top of the ladder. Ctimb inside this container and shoot from the far end to take

out more reinforcements.

When Fin finatly delivers the wounded man,

Chris orders him to blow the bridge. Continue

fighting J'avo that approach at ctose range,

then return to cover and fire on both advancing

troops and the ones equipped with rocket

launchers standing on the cannon train car.

After Fin sets the charges and your camera

automaticatly swings around to look at the rear of the bridge, disengage fighting and dash back to

Fin's location, which is marked with a blue arrow. Move around the right side of the barriers you

cteared the dumpster away from. Take cover behind the sandbags to the [eft. Fire on pursuing

J'avo until the cannon railcar moves within btasting range. Then into the river it goes!
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Follow the corrjdors formed by ai"chways to either side of the central stairs. These lead to a

corridor runnlng below the starrs where a Serpent Emblem hangs on the walt.
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CHASE DOWN
THAT WOMAN
When the Napads are suppressed, move to the back door

and Fin wi[[ blow it open with charges. Before moving

on, smash one item crate in the room if you haven't

already. Proceed down the subsequent corridor and

smash three item crates in a niche to the [eft. Continue

fotlowing the winding corridor to a door and open it.

J'avo attack from inside the room. Take cover on the

left side of the door and return fire, tossing Ftash or

Hand Grenades if any remain. Once the area opposite

the doorway is clear, move in and take cover. Fire on

more J'avo that are farther inside. Search a smatt side

room to the right to find a Red Herb, 12-Gauge Shells,

and an item crate. When you are done, fotlow your men

into the back passageway and open the exit door with

Partner Action.

Chris and his team finatly catch up to the mysterious

woman, Ada Wong. She accompanies the team through

the next several areas, but she is not someone you need

to protect or hetp, since she offers no aid in return.

RETURN TO THE FOYER

FottowAda and your team through the door

she opened at the back. Turn left and smash

an item crate, and then catch up with the

others gathered around a door at the opposite

end. Open the door with a PartnerAction.

The chrysatids in the foyer have hatched into Napads. Don't waste your time and ammo

fighting them-head directty upstairs. Ada opens a secret door in the center of the second

floor. Approach it and kick the gate open with a PartnerAction.

STAND OFF AGAINST STRETATS

Move around the batcony to the [eft. As you progress, more chrysatids in this area hatch

into Stretats fast-moving and dangerous lizard-like monsters. After a Strelats hatches,

it is highty susceptible to bright light. Toss a Flash Grenade in front of it to btind it, then

dash up to it and perform a metee. To kitt a Strelats instantty during the melee, press the

Fire button as the timer hand passes through the cotored part of the gauge. Otherwise,

btast them with your Shotgun until they are dead. You confront three Stretats as you

smash item crates and make your way around the batcony. Stretats typicatty drop Skill

Points (1,000) when defeated.

THE TABYRINTHINE WAREHOUSE

When the batcony is ctear, move to the

door at the far end and Fin witl btow it
with charges. Proceed down the corridor

to a wider area and smash an item crate

on the far side. Then drop from the nearby

ledge into the warehouse. The warehouse

is a maze-tike structure futl of Napads and

Stretats, so refer to your Directional Beacon whenever you get tost or confused during

combat. Ctimb any ladders or stairs you encounter and open any doors. These typ.icatty

tead to high ground from which it is better to fight and to item crates you can smash.

As you approach the stairs to the exit, divert into a wide area on the teft to smash two

last item crates. Then descend the stairs and open the door at the bottom with partner

Action. A terrifying scene plays, marking the end of the chapter.

SiEFIIIENT EMBLEM:
ADA'S FIclOM

After joining up with Ada Wong, move into the smatt

room at the back. A Serpent Emblem sits atop the

cabinet in the corner of this tiny area.

t.
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CHRIS CHAPTER 2: RANKING CRITERIA

-1 Any Betow Rank C

TOTAT RANKING POTNTS TABLE

-2 Any Betow Rank D
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After emerging from the ptayground gate, turn [eft and move to the

opposite end of the street. A Serpent Emblem t'ests among some

boxes in the corner.
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THE 5N-{l\TE TR.AN{- FhITERS
DANGNROUS TAKR{TORY

Fotlow the giant snake's traiL to the corner, then turn right and search a

tabte in the corner for a Green t-ierb. Smash a coupte item crates in the

opposite corner, inctuding one behind the ladder. Then ctimb up'

Drop from the ledge

into a narrow attey.

Approach the door at

the end and open it

with a Partner Action

Head to the right

along the next attey

and stop just before

Smash the item crates on both sides and kick open the door. The room

is futl of J'avo waiting in ambush. Run up behind the nearest crates and

shoot the two enemies directty ahead of you. Then take cover, reload,

and etiminate the remaining J'avo with a Quick Shot and melee attack

combo. Gather any items that dropped and proceed into the next

portion of the room. Use a Flash Grenade to stun three more J'avo, and

take them down with Steatth Hits, throws, or gunfire.

Open the door in the corner. A First-Aid Spray sits on the edge of the

large box directty ahead and you have a few item crates to smash. Move

to the blue door and initiate a PartnerAction to open it.

the end. Toss a Hand or Ftash Grenade around the corner to take down a

coupte J'avo waiting in ambush. Then, ctimb the ladder in the corner

behind the crates.

THE }'AVO GAUNTLET

On the roof, hop over the low wall and head to the right around the

smatl buitding. Ctimb the ladder on the next watt. Mutated J'avo drop

down and attack, knocking you from the ladder. Take them out with

Quick Shots and metee attacks and try climbing the ladder again.
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A1'ler your men kick down the drroi- and

breach ihe living cuai-ters. go ta your left

past a Mahjong table into the bedroom. Just

jnsjde, turn right and you spot a Serpent

Emb{em on lhe lower bunk bed.
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REMOW THE DEBRIS

As you move to the back of the area, an air-conditioning unit fa[[s in

your path. Approach it and press the PartnerAction button to push it out

of the way.

BR.IET SEPARNICi.J

Chris and Piers are

separated when the

giant snake drags

off more of the

soldrers while the

team is rappetling

down. Proceed

down the corridor

white Chris gets radio updates from his men. When the radio check-ins

are comptete, enter the niche ahead on the right to smash some item

crates. Foltow the corridor. You may divert into an open room on your

left to find one of your dead troopers and an jtem crate.

Return to the corridor and approach the stairs at the end. First head teft

and around the corner to smash another item crate, then backtrack to

the stajrs and ascend. Piers meets up wlth you on this floor, where he

was dragged by the massive snake. When playing as Piers, you can't do

much other than break open some jtem crates and rejoin Chris as soon

as possibte. Move down to the broken door in the corner and open it with
a Partner Action.

CORNERTHIS THING
Proceed down the corrrdor unttI the giant snake is spotted again, this

time dropping a live man who rejoins your team. Fottow the snake into

the next room, and drop down through the floor. Another dead soldier

can be examined here. Open the gates at the end with a PartnerAction.
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Nf,rm A i{At{n up?
Hop down from lhe control ptatform and dash

to the other side of the area. Find where Marco

hangs from the upper [eve[, and press Action

white standing below him to get a tift up. Grab

a Red Herb on Marco's platform. Move toward

the electric ptug but do not touch it or you'lI

suffer etectrocution damage. lnstead, head

through the open door on the right and down

the corridor. Ascend the stairs, lread left, and

open the door at the end via Partner Action.

DEFt.ATTllL H{SFCT
sWAR,\{, fiNEZNO
Poor Marco is transformed into a Gnezdo,

a rather serious enemy that is difficutt to

kitt. Shoot the swirting mass of insects that

sometimes takes the form of a watking woman.

This shoutd cause a larger insect to appear,

which flies separatety from the group. This is

the queen of the brood, so shoot it and hit it
with metee attacks to kit[ the entire swarm.

Watch out for the creature's attacks such as

swarming you with insects or forming large

swarming projectites to knock you down.

When the Gnezdo is defeated, its chrysalid

shell cottapses. Sift through the fragments to

find Marco's C4 Explosive. Smash the item

crates around the room, collect their contents,

then approach the red gates. Press the Partner

Action button to plant the C4 and blow the

gates down. Following a short scene, proceed

down the hallway and descend the stairs. Open

the door at the bottom with a FartnerAction.
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Make your way around the docks until you land

on the porch of a pagoda-style building. Move

left and ctimb the ladder at the end. Now you

must take down another chopper!

SEEPENT EMEILEM:
ACFIGISS FFIOM
THE PAGGIDA

After arriving on the bottom [eve[ of the

pagoda-styte buitding, move to the left and

take cover behind the first segment of the

railing that is sotid from floor to bannister.

Facing the water, look up and to your left at

a rustic, greenish hut structure floating over

the take. A Serpent Emblem hangs from

the front side of the stitt house. Piers can

certainly hit it easily with his Anti-Materiel

Rifle, but there's no reason why Chris can't

hit it with an Assault Rifle shot as we[[.

SHOOT DOWN
THE CHOPPER

As before, take cover whi[e the chopper

sprays the raiting with gunfire. When there is a

break, rise up and fire grenades at the chopper

untiI it moves off. J'avo appear throughout

the buitding and may attack. The helicopter

takes down quite a few of them for you by

accident. But if the chopper isn't firing at a

given moment, then you may need to switch to

your Shotgun and deal with enemies directty.

Many of them mutate into the disgusting

Glava-Begunats, which can glue you to the

spot with a sticky spray. You can stilt fire while

immobilized, but rotate the Left Stick and

press Action to break free.

Twin banquet rooms on the upper [eve[ contain a lot of breakable boxes and vases that contain

suppties, so restock from them as necessary. Keep hitting the chopper with grenades until it
comes down. Now, run for the end of the batcony and jump off the edge. The pagoda-styte

buitding explodes and sinks.

THE END OF THE DOCKS

Foltow the dock, jump onto a boat, and then leap from the bow. Blast two J'avo out of your way

and go [eft. Continue to the edge of the dock, and take a bead on the exploding barrel that is

high up on the right. Shoot it as J'avo congregate around the top of the ladder ahead to take

them a[[ out at once. Otherwise you are forced to peck your way through them, and they atl have

a high chance of mutation.

Ctimb the ladder, head right, and smash some item crates near the far wa[t. Then turn left, move

to the door at the end, and use PartnerAction to exit.
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MAIN THOROUGHFARE
CAR CHASE FORTHE AGES

Chris and Piers hop into a mititary jeep and take off afterAda Wong, unfortunatety she is driving a much faster vehicte. Chris starts off on the gun

white Piers takes the wheet, but they wilt soon switch. The machine gun fires like any other gun. To drive the jeep, press Fire to hit the gas or Aim

to appty the brakes through turns. Pressing Action puts the vehicte in boost for a short period, and you must use it wisely to keep up with Ada. lf she

gets more than 300 meters ahead, the game ends immediatety and you must start over. Your vehicte's remaining integrity is disptayed in the lower-

right corner of the screen. You must avoid cotlisions and gunfire to keep from exptoding.

Enemy cars foll between you and Ada, covering her
escope. Shoot the jeeps with prolonged bursts to
moke them explode. Since this takes a few seconds,
shoat any J'avo that stond up in the bock of the car
and aim machine guns or rocket lounchers your way.

When you are driving, hit the boost every time you
see o straightaway. Ada wilL do the some, ond this
is the only woy you can keep up with her.

Appty the brakes to help steer around wreckage in
the streets or to avoid enemy cors that explode.

The pursuit teods into a tunnel. Ada and the
enemv cars are on your teft. Shoot the cars before
you get out of the tunnel.

ly'tore enemy cars fo[l in as the chose returns to
above-ground streets. Shoof them out of your way.

Ada exits onto a highwoy, Shoot a couple more
enemy cars out of your path.

Ada drops a grenade near a parked tanker truck.
Steer hard to the left to avoid crashing. Your jeep
jumps onto the troin tracks running parailel to the
highway Ado is on.

Steer left to avoid an oncoming train. Piers jumps
the jeep bock onto the highway behind Ada. Fol
low her down the exit ramp to the far right.

Ada drives into a parking garage. Drive straight
aheod and then to the right. Fol[ow the yetlow
[ines oround the garage until Vou reach the ramp
up to the next [eve[. 127
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A large group of enemy cars and J'avo wait in
ambush on the second levet of the garage. Shoot a
Serpent Emblem in the background. Then, prioritize
shooting the J'avos crouching with rocket Launchers
in front. Finally, shoot the cars to destroy them.

Foilow the [ost enemy car out of the gorage by
driving to the right and oround the next corner
onto another ramp-

Drive straight ocross the third floor toward a large
hole in the wal[. Piers stops at the edge, and he
trodes places with Chris.

Apply the brakes to make a sharp right turn ot the
end of the street, and then boost again to pursue
Ada down the highway.

Enemy cars carrying rocket-launching J'avo troops
join the chose. With tittle time to reoct, you must
now steer left or right quick[y to avoid incoming
rockets. Don't follow the enemy cars directly behind,
ond veer side to side frequent[y to avoid rockets.

Continue fot[owing the highwoy. After perhaps
the longest left curve in history, hit your boost to
catch up to Ado.

Fol[ow Ado to the port, where Chris jumps the cat
onto an aircraft carrier.

EiEHPENT EMEILE&,4:
PAFIKING GAF|AGIE

When Piers and Chris run into the J'avo

squad in the parking garage, aim at the

back watl directly above the central enemy

car. A Serpent Emblem hangs on a doubte-

decker bus window. Shoot it and then deal

with the J'avo.

lf you ore playing as Chris,
out the windshietd so thot

press Reload to smash
you con see cleor[y.

Hit the boost ond fouow Ada down the exit ramp
to the right ond onto tro[ley-car trocks.

CHRIS CHAPTER3: RANKING CRITERIA

.'l Any Betow Rank C

TOTAT RANKING POINTS TABLE

-2 Any Betow Rank D
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DESTROY THE BULKHEAD

Move across the top bridge to the wide gap in the middte and press Action. You see a missite

at the back end of the hangar, which looks like a good way to get through the bulkhead. press

Partner Action to toss Piers across the gap. A few seconds after the toss, the bridge sections rotate

inward, connecting you both to the upper

balconies that run back to the missite. Fight

your way back through hordes of Neo-Umbrelta

J'avo and meet up at the missile. Chris wi[[

be detayed because he must ctimb hand over

hand across a horizontal pote. Once Chris

and Piers are on the same side, etiminate any

persistent enemies nearby. Now, turn the winch

on the missile to aim it down at the bulkhead.

ln Multiptayer mode, the other player must

examine the open circuit panel and hotwire

the missile. This is accomptished by pressing

Reload several times as the timer needle

moves through the cotored parts of a revolving

command prompt. With that task compteted,

the missite takes off and destroys the butkhead.

After the missite launches, drop from the

platform. Landing on a lower tower, you can

then fire upon the J'avo waiting for you on

the ground. Take out several of them before

dropping down and finishing off

the remainders.

SEFIPENT EMBLEMT
HELICOPTEFI IN FIEAFI HANGAFI

ln this same area of the hangar, you spot

a large helicopter transport with its doors

open and its ramp down. Enter it and move

up to the cockpit. There you find a Serpent

Emblem in the pitot's seat. You may smash a

couple item crates on either side.

FIGHT TO THE EXIT

Facing the exit, head for the right side of the

hangar and work your way toward the objective

marker. On the back side of some cargo

containers, locate a ladder that you can ctimb

in order to reach some item crates on the far

side. From this vantage point, you can atso

snipe the J'avo gathering below. Drop down

and finish off the last one or two enemies.

Approaching the objective marker, you must take cover behind the cargo container on the right.

Two J'avo with machine guns guard the door.

Toss a grenade between them or toss a

Ftash Grenade and move in to mop them up.

Approach the white doors at the back of this

smalt area and open them via PartnerAction.

MOVI UP THE SIDE
OF THE SHIP

After emerging onto an exterior platform, you

notice a smatler boat in the water. This boat

tracks your movements with a spottight and

also opens fire occasionatly, but none of the

buttets will hit you.

S-EFltr3FNT EI/|EsLEMr
DINGHY EIEHINtrI
THE GFIUISEFI

After emerging from the hangar; equip the

Sniper Rifle and scope the area above the

cruiser out in the water. Spot the Serpent

Emblem mounted to the dinghy behind the

cruiser, zoom in, and shoot it.

LOWERTHE STAIRS

Ascend the stairs on the left to find a coupte item

crates, and then move to the opposite ledge and

drop down. Climb onto the raised ptatform and

navigate around to the next set of stairs. Go to

the uppermost levet, smash some item crates on

the right, and then ctimb the ladder.i30
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Turn left and run the length of the exterior batcony. Go up the stairs at the end, fotlow the

corner to the right, and open the doors with a PartnerAction. Move up to the green-tit control

panel and press Action to putl the lever, lowering the stairs that were raised eartier. Now you're

ready to move on.

FIGHT THROUG}.{ THE HANGAR

Turn around, kick down the emergency ladder behind you, and drop into the room below. Make

your way down the stairs back into the hangar. As you reach the second landing, a fighter jet

lowers jnto the hangar and opens fire. J'avo charge you from your right, so turn left and jump through the hote in the railing onto a cargo container.

The J'avo witl leap after you, but this makes

them easier to shoot out of the air. When

they're down, equip your Sniper Rifle and

take out other J'avo now standing around the

hangar. Drop from the cargo container, go right,

and go back up the stairs you were just on.

From here, snipe the pilot in the fighter jet

cockpit to stop him from firing on you.

Facing the exit, work your way back up the right side of the hangar. More J'avo

come out to attack, so take them down with Shotgun btasts and metee attacks.

The objective marker now

indicates the door to the

control room under the

ptatform. Open it with a

Partner Action. Move up to the

next doorway, take cover on

either side, and btast J'avo as

they attempt to rush out of

the control room. When the area is clear, move into the room and eliminate more

enemies entering from the left.

Continue through the exit of the control room, and check your left for more

enemies, possibty incoming. Kilt them and search the shelves in back for an item

crate to smash. Turn around and head for the stairs that were lowered. Go upstairs

and to the right, then proceed through the btasted butkhead and open the door with

a PartnerAction. After a short scene, open the next door the same way.
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Fight your way upstairs and continue onto the

exterior batcony. Fottow the edge around to

the far side, where you't[ find 12-Gauge Shells

sitting on the bannister. Return inside and open

the door opposite. Hop the counter and open

the case in the second hatf of the room to find

Skill Points (2,000).

AMBUSH AFTERAMBUSH

Open the door at the back of the room and

head around the corner to the right. Hop over

the fatten lockers and you spot Ada in the next

area. More J'avo burst in through the back

door, so take them down. Open the door and

fotlow Ada up the corridor. J'avo crash through

the side windows and more pite into the

passageway behind you. Take them out with

several Quick Shots fired from the Shotgun.

Eliminating the enemies raises the butkhead

door that Ada went through. Pick up a Green

Herb in this area and carry on.

TAKE COMMAND
Head upstairs into the mess haL[, then go

[eft. ln the center of the left wat[ in the next

corridor, you can stip through the doorway and

perform a steatth hit on a J'avo before it turns

around. Afterward, smash four item crates in

this room to restock. Return to the corridor,

continue to the end, and open the door on the

right with a PartnerAction.

More spider-tike Neo-Umbrelta Noga-Trchanje cover the ceiting of the command bridge. Throw a

Flash Grenade to stun them atl and kick in some heads. Proceed into the bridge to spotAda on the

far side. AGnezdo soon appears and attacks. Blast the swarm to make the queen come out, and

then hit the creature repeatedty to kilt it. Untike last time, this enemy drops Skill Points (2,500).

SEE WHAT'S COOKING UPSTAIRS

FotlowAda by jumping out the side window at the back of the bridge. You arrive just in time

to see her grappte away. Continue up to the next doorway and go upstairs. Smash the two item

crates then open the doors with a Partner Action.

ln the radar room, take out the two J'avo directly ahead. Continue right and around the corner

into the communications center. J'avo rappel through the windows, so fire a grenade into their

midst to take them atl out at once.

Move to the far side of the communications

center where a ladder leads to the next [eve[

up. Ctimb the ladder and open the briefcase

on your immediate right to obtain Skitl Points

(5,000). Then, move around to the base of

the stairs.

SE$qPENT HMEILEM:
EIFIIDGE STAIFIS

A Serpent Emblem lies under the stairs

behind the case containing Skitt Points

(5,000), visibte between the steps. Shoot it
before ascending.

A NICE, QUIET SUPPLY ROOM

Ascend the stairs and climb the ladder. Coltect a Green Herb, two boxes of 9mm Ammo, and

smash the item crates in the corner. Open the nearby door with a PartnerAction.
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CIRCLE STRAIGHT TO PASSCODE B

From the crew quarters, simpty continue down the same corridor atl the

way around the perimeter of the area. At the next intersection, turn left

and move through the next door on your [eft. Open the doors at the back

of the room with a PartnerAction. Chris is seated inside the back room with

a futl Rasklapanje. You have about hatf a second to hit the monster with a

Quick Shot before it tacktes you to the ground. Rotate the Left Stick rapidty

to break free of its grip, and then shoot it and atl its pieces until they are

stitt. Pick up Passcode B in the cornei smash the item crate on the gurney,

and move to the doors to reopen them with a PartnerAction.

STAY AND PTUNDER OR MOW ON?

After exiting the

examination room,

the easiest way out

is to turn left and

head back through the

mess hatl and kitchen

to the entrance.

However, you witl

miss extra items and loads of Skill Points in the main quarters (as shown

on the map). Atso, if a Rasklapanje hand is in the bathroom with you,

perform a melee action to flush it down the drain.

INPUT THE PASSCODES

Return to the passcode input panel and hit the Action button three

times to input atl of the passcodes. When the doors open, move down

the short passage and smash the two item crates on your [eft. Open the

white doors with a PartnerAction and head [eft.

SURPzuSE ATTACK

A Rasklapanje leaps

out of the vent,

knocking Chris and

Fiers onto the pipes

over a molten vat.

The game enters stow

motion as the body

parts teap out at you.

Raise your weapon and shoot each body part one time to knock each of

the parts into the vat below.

When you are back on your feet, proceed through the next door. Dash

down the corridor and smash an item crate at the end on your [eft.

Open the doors opposite with a PartnerAction and run for the fighter jet

visible straight ahead.

AIRS PACE OVER AIRCRAFT CARRIE R
PILOT LESSONS-DO A BARREL ROIL

Now flying the fighter jet, you must take

out the virus missiles that are aimed at

the poputation. Chris pitots the jet, and is

responsible for shooting down missiles or

doing barrel rotts to avoid them. Perform a

barrel rotl whenever a missile alert pops up

onscreen. Hotd the Aim button to fire from

first-person view inside the cockpit if you

prefer. Press R1 /RB to do a barrel rotl in order to escape incoming missites that are too ctose to shoot down.

Piers'job is to lock onto targets and fire missiles. Looking through the lock-on screen, move the Right Stick to aim. Atign the central circte so that

targets marked with green diamonds remain in the circte until tock-on is confirmed. Press the fire button to launch a missite.
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FIRST STRIKE

Get used to your individual jobs immediatety.

While Piers lines up his targeting system on the

area marked with a green diamond and fires a

missile, Chris must avoid an incoming strike by

performing a barrel ro[[.

BOMBARD THE CARRIER
Several helicopters take off and hover over

the aircraft carrier while firing missites. Chris,

job is to pitot the fighter back and forth over

the carrier so that Piers can take out the anti-

aircraft guns on the sides and top surface. To

this end, Chris must not swerye around so much

that Piers cannot estabtish a lock-on. However,

shooting down the heticopters reduces the

number of missites that are fired at the fighter

and makes for smoother flying.

Meanwhile, Piers must lock onto each anti-

aircraft cannon and send a missite into it.

Lock onto targets from right to left as Chris

circles around so that you can blow up muttipte

targets on each pass.

DROP OFF PIERS

destroy, another squad approaches him from

exptoding barrel in the narrow passage.

When the anti-aircraft guns are destroyed, a

J'avo triggers the missite countdown. You have

four minutes and counting to drop off Piers and

protect him so that he can reach the controts

and disarm the missi[e. After letting Piers out,

watch for J'avo approaching his position from

betow and gun them atl down. As he reaches

the second cargo container that he must

the top. Take out these J'avo easity by shooting the

When you are controtting Piers on the ground,

quickly advance on the cargo container a few

yards away and press Action to examine it.

White Piers sets up a bomb betow the container,

press the Reload button white the timer hand

passes through the colored area of the revotving

command prompt. Do this repeatedty to set the

device and btow up the container.

SiFFIPEhIT, EMEILEM:
AIFICFIAFT CAFIFIIEFI DECK

After btowing the first container out of your way, head for the back of the carrier and then go

right. Stide over a stack of girders in your path then turn right sharpty. A Serpent Emblem ties

below a tire, through which you can shoot to hit it.

t36
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DEACTIVATE THE ]\4i5SILT LAUh{CH

Continue fottowing the narrow path through the equipment to the

second cargo container. Again, press Acljon to start setting your bomb,

then press Reload as the timer hand moves through cotored parts of

the revolving command prompt. Afterward, head for the train car that

houses the missrte controls. Approach the consote and press Action.

Press Reload during the revotving command prompts to shut down the

missrle launch.

PROTTCT F{EIIs FROM TF{fr OGRC,VIAN

As hers heads for the control booth, an Ogroman is reteased on deck. Chris must shoot the monster

rn the face to make it stagger and to prevent it from chasing Piers. After Piers disarms the missite

and avoids the Ogroman's ctutches, continue shooting the creature in the face so that Piers can

escape. On the deck, Piers must dash for the crane arm at the forward corner of the carrier. Without

looking back, climb the ladder and move out on the arm to hop back into the fighter.

After Pjers is back in the fighter, both of you must

shoot the Ogroman in the face repeatedty to knock it
out of the way so that Piers may then lock onto the

missite and fire.

CHRIS CHAPTER4: RANKING CR]TERIA

'1 Any Betow Rank C

TOTAL RANKING POINTS TABLE

.2 Any Betow Rank D

Lament@Xbox360iso



White crawling beneath tlre ian, angte the

camera upward to spot a Serpent Emblen"l

straight ahead, resting atop a long tube

that runs under the cei[ing. Hotd the Aim

button while crawling to fire on the target.
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Run up behind them and take down at least one

with a Stealth Hit. Knock out the other J'avo

with a Quick Shot and metee attack combo.

RIDE THE ETEVATORBACK
TO PIERS'LOCATION

Piers needs hetp! Move to the watl and pull

the marked lever to restore elevator power.

Approach the red panel on the wa[[ and press

Action to open the elevator doors. Press the

button inside the elevator on the left to ride

back up to the previous levet.

He[p Piers take out the J'avo he's been

fighting white you were below. Watch out for

potential snipers with rocket launchers on the

upper [eve[s. When it's ctear, head from the

etevator to the far-right corner of the area

to find two separate sets of item crates.

Smash them and a [ast, lone crate on the far

wa[[ near the first lever.

When playing Pi*rs during thi: section, you

must initiat€ a Pertn*r Act?cn to mak* e hris

ics! you across the gap. Turn i"ight, nrcve to

the lev*r, and pull ii to deastivate the f*n

below, allcwing ihris ta pr*ceed"

iiave behinci the box to the left af the lever

and take ccver &s Nea-Un:b:'ella J'avo ft**d

the area beyonC. Fr*m lrere, snipe the snipers and rocket-launchir:g *n+mies on the upper

ievels. lgnore the enennes man;:ing the machine-giln turrets.

With the upper {evel snipers gone, turn

left and dash tc the ilack wail of the cargo

bay. Head right t* find another lever.

Vlhetirer Chris !'equests your h*lp *r nat,

putt the tever to d*activ*te ths second

fan that btock you:" pertner's path.

lrom ths iever, turn right and dash into

the center, Wark ye*r way behind the

first turr*t. hiit the gunner with a Quick

Shot from your Anti-A,1at*ijel R'lf1e ts But

hirn down quickiy. *ash fer the turret

slcser io th* entranc* and etiminate

thst gunner in the same nranner. This

tactic leaves onty a few stragglers that

you can deal with at ctose range until

Chris arrivss,

A GLUT OF ENEMIES THROUGH ONE DOOR
Return to the elevator and press the button on the left side to open the doors. Board the tift and

press the button on the teft. When the doors open after the ride, move to the doubte doors on the

other side of the corridor and

open them via Partner Action.

Quickty fire a grenade into

the far-right corner to take

out two J'avo entering the

room. Otherwise, run around

the central tabte and take

them down fast with Quick

Shots and metee. More J'avo

try to come through the door,

but you can easity gun them down as they try to funnel through the narrow opening. Do not move

out of the room until J'avo stop attempting to breach the room-in the corridor beyond, they

come from both sides and witl surround you. lf you step into the corridor and more J'avo appear,

retreat into the command center so that enemies must funne[ through the doorway choke point. 139
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S€ Fe FrE hlT" X3&r? G$LKM! I

COMMAND CENTEFI

From the entrance of this room, look up and to the right to spot

a Serpent Emblem hjdden in a small niche near the ceiting. The

emblem js mounted sideways, which makes it difficult to see.

MOVING OF{.."

When the corridor

beyond the command

center js perceptib[y

clear, enter the

passageway and head

around the corner

to the [eft. in the

far-right corner you' [[

frnd an item box containing 40mm Acid Rounds and 40mm Nitrogen

Rounds. The Nitrogen Rounds serue a special purpose in an upcoming boss

fight, so reserve all of this ammo that you find for the upcoming event.

Move to the stiding door at the corner of the corridor. lt opens

automatically, attowing you tnto a medical bay. Do not proceed, however,

as two J'avo wrth rocket launchers wait in ambush around the corner

to the [eft. Take cover behind the boxes stacked near the door and hit

them with grenades or Sniper Rifle shots to etiminate them. Smash the
jtem crate to the ieft of the s[iding-door exit.

Go left and pull the lever to power up the nearby elevator. Move to the

left side of the doors and press the button to open them. Once aboard

the etevator, press the button on the left.

-A FTJN-TiLLEN [,ITT{,H ROOj\,{

Disembark from the elevator and head left to the exit. Put[ the levers

in unison via Partner Action. The pressure-lock corridor wit[ take two

minutes to connect, and then an additional minute and thirty seconds

to pressurize. J'avo

breach the room and

pu[[ levers next to the

conveyor betts, which

dispense chrysaIids

into the room. You

must fight off J'avo,

Napads, and Gnezdo

untiI the connection and pressurization process is comptete. The best

strategy for deating with this is to merety run around the outskirts of the

lower levet, stopping only to btast J'avo away from the conveyor belt

levers wiih your Shotgun. Do not linger on the spot waiting to kilt an

individual putting a lever. Instead, make a quick circte nearby untiI your

foe gets back up, then hit him with another Shotgun Quick Shot. Enemies

continue appearing in the room so, as soon as the pressurization process

is comptete, move to the exit door and open it with a Partner Action.

f.i0
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At the finat segment of the first leg of the

emergency escape route, look down at

the floor behind you to your left to spot

a Serpent Emblem that appears to have

fallen among the pipes.
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TIME TO GET OUT
When Haos lies stitt again, approach the exit door. Pick up the Green Herb that

appears in the water to the left to heal any wounds that have been inflicted.

Approach the door, press Action, and rotate the Left Stick to unlock it. Press Partner

Action to proceed.

Dash across the cotlapsing platforms quickty or you fatl into the abyss. At doorways

covered by mucous membranes, Piers must charge up a full blast and fire it to burn

away the barriers. Contrnue dashing through the area without regard for hatching

chrysalids. Dash to the exit to complete Chris' Campaign.

bh mrumtNs
Having compteted Chris' Campaign, you may unlock several features if this is your

first campaign, includingAgent Hunt mode and eight Skitt Sets. The Steel Beast map is

unlocked in The Mercenaries game. lf this is the last campaign you comptete, this witt

atso untock Ada's campaign. 
&

S€FlPEhrY €[b{&&-F[lr1r
FIOUTE TO
ESCAPE POtrtS

Reaching the last

mucous membrane

btockage that Prers

must ctear, equip

your handgun and

move to the right

side of the pLatform. Look down and to the right to

spot a Serpent Emblem resting on top of a bright

llght. Plers is unable to shoot this embtem.

CHRIS CHAPTER5: RANKING CRITERIA

.1 Any Betow Rank C

TOTAT RANKING POINTS TABLE

-2 Any Betow Rank D
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lf you're ever unsure of where to go next, hotd the left shoulder

button (11 on PtayStation3, LB on Xbox 360). A hotographic

arrow appears and shows the way.

RULES BY FIST
Unlike the characters of other campaigns, you't[ note that Jake Mutter

does not carry a combat knife for survival. As demonstrated in the

opening movie, Jake is a better-than-average martiat artist. Therefore

you can conserye a lot of ammo and health throughout Jake's

campaign by switching to his "Hand-to-Hand" when facing just one

or two remaining foes. As with other weapons, hotd the Aim button

(12 on PtayStation 3, LT on Xbox 360) to assume a fighting stance

and tap Fire (R2 on PtayStation 3, RT on Xbox 360) to execute quick

jabs, or hotd the Fire button to perform a powerful uppercut that

knocks down a J'avo immediatety. Then, fotlow up by approaching the

downed J'avo and throw him to take him out. lf possibte, try to throw

one J'avo into others to knock them a[[ down. However, tike physicat

attacks, Jake's Hand-to-Hand uppercut and the fottow-up throw

consume stamina, which requires time to recharge. Therefore, you

shoutd stand still and rest for a few seconds in order to ready Jake for

his next metee attack. However, this is not a good idea white under

BSAA bombardment, so keep moving!

Sherry Birkin also does not carry a survival knife tike most characters.

lnstead, she carries the Stun Rod, which she can use to shock enemies

by delivering an etectric charge to the body. Hotd the Ready/Aiin

button to raise the Stun Rod and press the Fire button to swing it.
Continue to hold the Fire button to charge the rod for your next

attack. Deliver an incapacitating charge that knocks an enemy to the

ground. Then deal with other enemies or finish off the downed foe with

a head stomp.

));nxg

@ =iEFTPENT EM,,LEM: oLD ErurLDrNG

As you proceed

down the path,

took above the

doorway of the

buiLding ahead to

spot a Serpent

Emblem. Shoot

these to unlock

additionaI content regarding Jake's campaign in the Collections

screen of the Special Features menu. Four Serpent Embtems can be

found in every chapter.

AMBUSH THE IAVO
Proceed down the path

and into the sma[[

buitding. Unaware of

your presence, J'avo

exit the other side.

Move to the doorway,

take cover on the left

side by hotding the Aim

Weapon button (L2 on PlayStation 3, Lf on Xbox 360), and fire on the

J'avo in the courtyard outside. Take out the J'avo holding the rocket

launcher first by aiming for his head. Then, take down the others.

Since ammo is stitl extremety timited, run into the courtyard and stun

one of the remaining enemies with a Quick Shot (L2 + R2 or LT + RI
simuttaneousty), then approach the stunned enemy and kick him to the

ground by pressing Fire (R2 on PlayStation 3, RTon Xbox 360). White

standing over the prone enemy, press Fire again to stomp his head in.

Pick up any items dropped by defeated enemies and enter the smatt

bu'itding off to the left side.

_l
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NAVIGATE THE
WAR ZONE

Approach the window at the back of the smatl

buitding. A J'avo toting a rocket launcher

runs past the window. With extremety quick

reflexes, you might be abte to press the Fire

button in time to take him down with a Stealth

Hit. Otherwise, press the Action button to hop

outside. Fot[ow the J'avo to the right, but

don't worry about taking him down. The BSAA

wi[[ handte that for you.

The helicopter fires missites into the area.

Quickty drop over the low ledge and foltow the

dividing barrier back up the hitt to the smatl

buitding where the J'avo are emerging. lf you

ignore the enemies in the area, they wit[ ignore

Jake and attack the chopper. ln turn, the

chopper takes them atl out for you. lf you are

caught in a missite blast, press Action as you

Land to get back up quickty. Run up the short

hil[ and continue up the stairs into the buitding.

A CLOSE CALL

Proceeding into the buitding triggers a missite

votley from the BSAA heticopter, destroying

the structure and dropping Jake into a

subterranean passage. Pick up the 9mm Ammo

on the chair to the [eft, and hop out the

window to rejoin Sherry. Ascend the steps to

the left and foltow the path around the corner

to the right. Drop from the [edge, move to the

next door, and press the Partner Action button

to open the door in unison with Sherry.

SMASH CRATES FOR ITEMS

After a short scene where Jake attempts to

extort money from Sherry approach the tall

crates across from Jake's location and press

the Fire button to smash them. Crates contain

random items such as Green Herbs, Red Herbs,

various ammo or Skitl Points (in the form of Chess

Pieces). Skitt Points can be used to purchase Skitts

at the end of each Chapter, or between games.

WATCH YOUR STEP

Proceed through the doorway and head right to

find a Green Herb at the corner. Approach the

ledge cautiousty, however, or Jake may topple

over the side. lf this happens, you'[[ have a

brief opportunity to ctimb back up, which is

accomptished by rotating the Left Stick rapidty.

ln Single mode, your partner witt probabty

hetp you up. lf your partner fatls over the side,

approach the ledge where they are hanging and

press the PartnerAction button to hetp them

up. Thank your partner afterward-hold the

Partner Action button to disptay a list of partner

commands, and press one of the other buttons

shown to interact with your fottower.

STEATTH HITS

Continue atong the ledge untiI Jake

spots J'avo patrotting the area ahead.

Move down the path and directty up

behind the first enemy while his back

is turned. Press the Fire button to

instantly etiminate the unwary enemy

with a Steatth Hit. Stick around onty

long enough to pick up whatever item

he may drop, then move to the ledge

and press Action to leap across. Use

a Quick Shot to knock the next J'avo off balance, then knock him over the side with a physical

attack. Run atong the curving ledge and take out another J'avo in the same fashion.
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TAKEDOWN S THROUGH WINDOWS
Peek around the next corner to spot a J'avo standing inside the buitding. TiLt the Left Stick

stightty to creep up behind the unwary foe untit the Fire button icon appears onscreen, then press

the button to execute a steatthy takedown. continue around the corner to the teft.

CREATE A PATH FOR SHERRY

Press Action at the edge to perform an acrobatic pole swing across the chasm. sherry cannot

fotlow Jake and shouts that she't[ use the lower route. However, she cannot make it without

Jake's help. Smash the crates near Jake's landing point to obtain items, then jump across the

next gap and dash across the crumbting tedge. Ctimb up the ladder at the corner, then turn

around and go back to a raised emergency ladder. Kick the emergency tadder down, drop down,

then move into the niche on the left and face the opening to putt sherry up to your levet via

PartnerAction. climb the emergency ladder, move to the next tedge and drop back down, and

then cross the bridge to the exit. Use a PartnerAction to open the door together.

Sherry cannot swing across long gaps or chasms using horizontat poles the way Jake can. So as

he leaps across, hop through either window into the smatt guarded structure. Drop through the
hoLe in the floor to the iower levet, and go through the doorway to the exterior ledge. Fottow

the ledge to the teft, jump the gap, and dash around the corner. Take out the J,avo positioned

here and approach the ladder. When the PartnerAction button icon appears, press the partner

Action button to make Jake puft you up to his levet. Smash the ta[[ crates to the teft and jump

the crumbling gap and cross the bridge.

S-EFIPENT' EMBLHMI:
EAMAG'ED EIEAM

After climbing to the uppermost levet,

before the wooden bridge, turn to the

right and notice the Serpent Emblem

resting on the front side of the damaged

vertical beam that is connected to

the bridge.

TAKI COVERAND
RETURN FIRE

Fotlow the passage around the corner. You't[

spot a squad of J'avo wait'ing in ambush down

the slope to the right. Use the sandbags to

take cover and return fire. To take cover, stand

against a sandbag, hotd the Ready Weapon

button, and then press Action to crouch behind

cover. From this position, you can move the

Left Stick to pop out and aim. Retease the Left

Stick to resume cover. Eliminate the J'avo firing

from the higher ledge first, then dash down the

slope and leap over the barricade. Take down

the remaining foes with Quick Shots fottowed

by physicat combos. Do not attempt to shoot

every enemy from a distance or you'[[ run out

of ammo.
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SHERRY CREATES THE PATH

When the area is clear, move to the corner and initiate a PartnerAction

to hoist Sherry to the [eve[ above. ln turn, she knocks down a horizontal

pote that Jake can

use to Leap the

chasm to the right.

Press Action to

jump the gap, then

dash across the

crumbting path to

the next corner.

After taking down the J'avo guarding the barricade, move to the

bottom of the ledge. When the button icon appears, press the Partner

Action button to make Jake hoist Sherry up to the ledge. Move down

the ledge a bit and press the,Action button to kick down a honizontal

pole so Jake can cross the area betow.

Proceed around

the corner, drop

down, and dash

up the corridor

to fight several

J'avo guarding a

few item crates.

More J'avo drop

from the ceiling when the first few are defeated. lf you are having

trouble taking out the J'avo with Sherry alone, race past them to the

end of the corridor and rejoin Jake for easier corridor clearing, crate

smashing, and jtem cottection.

UNDERTHE GUN
The BSAA helicopter flies up to Jake's area and begins chasing him with

gunfire. Hotd Action while running along the ledge to leap gaps and climb

ledges automaticatty.

When you cross the second segment, the camera swings to the left to

show you the heticopter, then it returns to normal view after you jump

the next gap.

EXPLORI YOUR PARTNERS
PATH FOR ITEMS

Ascend the stairs, turn

left, and jump the gap

by swinging from the

horizontal pote. Here

you't[ rejoin Sherry.

Move past her and go

upstairs to exptore

the area she passed

through. A few item crates are found atong this path, as wetl as a few

J'avo that Sherry obviously teft ative. Follow the path back to the stairs

and the point where you reunited with Sherry and continue.

DASH THROUGH THE TURRIT TRAP

Open the door with a Partner Action. A J'avo takes control of the

machine-gun turret at the next corner. Dash quickty through the area

and turn teft at the first junction. Another manned machine-gun

turret is directty ahead, so dash through and take the first corner on

the right. A great number of J'avo begin flooding the area to fight,

so avoid combat and

run through. Take

the next [eft, dash

toward the last gun

turret, and move

through the doorway

to the right to exit the

area. Press the right

shoutder button (R1 on

PtayStation 3, RB on

Xbox 360) to heal up if
necessary then open

the large metal doors

with a Partner Action.
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This Serpent Ernblem can only be found

when playing as Sherry. At the same corner

where the Green Herb is located, press the

Partner Action button as indicated by the

onscreen 'icon-to make Jake hoist Sherry

to the upper levei. Turn around to find a

Serpent Emblem hidden on the upper levet.

This area atso features a coupte of crates

to smash and a Red Herb, which is only

avaitabte for Sherry.
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THE LURKIR IN
THE BASEMENT

Exit the bathroom, head teft, and then go right

to locate a crate on a shetf, next to a door.

Smash the crate to obtain an item and press

Action to open the door normalty or press Action

twice quickty to kick it open. Smash another

crate on the shetves jn the back corner, then

turn around and drop down the ladder to the

[eve[ betow. Take out a singte J'avo waiting in

ambush, then smash three more crates in the

basement to obtain other items. Ctimb out and

fottow the corridor to the exit. Open the door

via Partner Action.

SEARCH THE
CRUMBLING WAREHOUSE

Jake and Sherry enter a large warehouse that

appears to be crumbtlng in on itsetf. Foltow the

railing down to the left and drop off the edge.

Smash the crate opposite your landing point to

reveal an item, then turn to the right and move

to the other corner to find a briefcase on shetves.

Open the briefcase to find Flash Grenades x2

and a Remote Bomb. When ready, move to the

exit and use a PartnerAction to open it.

J'avo blow through the warehouse roof and

rope down from above. Wait until atl three

enemies tand on the ground. Now, shoot the

red exptoding barrel off to the right to take

them a[[ out instantly. Finish off any straggters

and coltect any dropped items.

Search the warehouse for crates and items, including the Elephant Killer pistol on the upper

[eve[. Knock down any emergency ladders putted to the upper level. When you are finished

searching the area, drop to the lower [eve[ and approach the exit. Perform a Partner Action at the

marked exit.

SAVE THOSF EXPLODINC BARRELS... I!: -
AND THE ELEPHANT KtLLEL* d&w:_.

Avoid using the Etephant Kilter against any of the Jlavo present. You shoutd also avoid shooting
any of the other exptoding barrets in the warehoure. You't[ soon see why

this is recommended... r55
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Upon emerging from the dark underground

passage, took high on the watl directly

ahead to spot a Serpent Emblem, just

above ground levet. Shoot it from a safe

distance, since J'avo guards are standing to

the far teft.
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BIRTH OF MESETS

Eventually you'[[ arrive at what remains of an

old wooden bridge with J'avo chrysatid cocoons

nearby. Giant winged creatures called Mesets

break free of the chrysatids and attack. Quickty

arm yourself with a Flash Grenade (press up or

down on the D-pad) and toss it at the cocoon's

locat'ion before the flying monsters disperse

around the area. The flash kitts them both

easity. These monsters typicatty drop Skill Point

(500) treasures.

THE CTOSEST
MEMORY DEVICE
ISN'T THAI CLOSE

Move to the edge of the wooden ptatform and

jump off. Upon landing on the path betow, you

won't be able to climb back up. Turn right,

follow the curved path southeast, and continue

south. Look for a little broken bridge that

Jake can stitt teap across. Quickly dash west

up the stope and search near the tree at the

top to find FOS Memory Device B. Dashing

up the stope allows you to stay ahead of some

J'avo sentries that witt pick up your trail at

this point. You'tl have to fight them in order

to return to the main path to the north. Use

Jake's Hand-to-Hand skitts as much as possibte

to conserve ammo.

Jump back across the tittte broken bridge and start to fottow the northeast path. Just a short

way up the hitt, you may spot a sniper's laser sight piercing the darkness, depending on whiteout

conditions. Equip your Sniper Rifle and shoot the opposing snipers in the head before they spot

you or Sherry. Use the Sniper Rifle to take down other enemies that charge down the stopes from

the northeast. J'avo keep appearing until you reach a raised mine cart raitway that is accessible

by a ladder. Kitt the J'avo snipers around the

base of the ladder but do not ctimb up. Nothing

worthwhile is up there, but remember this

ladder for tater. Smash the barrels around the

ladder for suppties. Do not linger at the [adder;

fight your way up the northeast slope. Dash at

J'avo and slide into them to knock them down,

creating an advantage.

ONE TALL ICY SLOPE

Nearing the top of the long east stope, you may hear an engine rewing up ahead. By tooking

through the sniper scope you may spot a J'avo pitoting a snowmobile. He rides around quite a

bit, making him a difficult target. One of the surest ways to knock him off the snowmobite'is by

shooting him with your Nine-Oh-Nine as he approaches, either by aiming or with a Quick Shot.

However, with bad timing or positioning, the

shot is extremety tricky to gauge, and this

strategy may altow the pitottess snowmob'ile

to run you over. lf successfut, you can hop on

the snowmobile and pilot it to the top of the

slope. Another sniper may be waiting at the top

on your [eft. Suffering a sniper shot here may

cause you to slide atl the way down the slope.

ONE SLIPPERY SLOPE

:that the

stope is extremely icy.

0n this stope at any point may

cause Jake and Sherry to stide alt the
way to the bottom. lf you fall into an

unstoppable stide, angle your camera

downward and use the Left Stick to
steer Jake away from damaging rocks

and trees.

ANOTHER MEMORY DEVICE FOUND
After reaching the top of the [ong, icy stope, head southwest across a wide snow-covered

timber yard. Another J'avo on snowmobile patrots this area, so prepare to knock him from his

ride. Fottow the ctosest

memory unit marker to

the center of the area.

lnside a fenced area

you'tl find FOS Memory

DeviceAnearaparked

construction crane. Smash

the item barrels around

the area to resuppty.
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SETPENT EMBLEM:
TIMEIEFI YAFID CFIANE

Find the crane near

the center of the snow-

covered timber yard area.

Move to the driver's side of

the crane and look at the

operator's seat to easity

spot a Serpent Emblem,

THE SHACKACROSS THE BRIDGE

Head southwest across the timber yard to find a rickety wooden bridge

across the gorge. Cross the bridge and stick to the north watl as you

proceed west; item crates lie along this watt. Continue to foltow the

north wa[[ until you reach the west end. Ascend the stope and fottow

the ledge south to locate a sma[[ shack (not the cabin seen previousty)

housing several item barrels and item crates. Open the sitver case in the

corner to obtain Skill Points (4,000) and Flash Grenades x2. The last

FOS Memory Device C lies outside the hut. Taking the device causes

the chrysalid cocoon

betow the ledge to

hatch, releasing a

Mesets. Toss a Flash

Grenade at the edge

of the raised level

to btind and kitl the

Mesets instantty.

SiEFIFIEIVT EMBLEM:
FIAEIG! TG'WEFI

After locating the last

FOS Memory Device on

the western rise, turn

south and look at the

radio tower rising from

the tevel below. At the

top of the tower you'tt

spot a Serpent Emblem.

the Sniper Rifle.

RETURN TO THE MINE CART RAIL

Go back across the wooden bridge to the timber yard and fottow the

road to the northeast. Either dash down the [ong, icy stope or watk

backward and press Ready/Aim Weapon to leap onto your back and stide

down to the bottom without hitting any rocks or trees. Return to the

ladder attached to the raised mine cart rails and climb it.

STIDE THROUGH THE CAW
Fotlow the mine cart rail until you reach a smatl mountain. Smash the

item barrel to the right. Here you witt find a smatl opening that Jake can

crawl into at the base of the rock watt. Ctimbing in, Jake enters a slide.

Stiding through the tunnel takes you back to the starting point. During

the stide, you might be abte to pick up a Green Herb and a Red Herb.

Simpty tap the Pickup button rapidty white stiding.

TO THE TOWER"
AND THE CABIN BEYOND

After Jake and Sherry recover from the hard fa[[, head up the northeast

path once again. Upon reaching the area where the chrysatid cocoons

broke open (near the drop off point), turn around and fottow the

northwest stope up to the base of the radio tower. Continue dashing past

the radio tower and up the northwest stope to a gate. When approach.ing

the cocoon near the

gate, equip Ftash

Grenades and btind-

kitt the hatchting

Mesets. Move to the

gate and initiate

Partner Action to

enter the cabin.

Shoot it Mth either your Nine-Oh-Nine or

t65
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Pick up items along the path while driing, such as
Skill Points (1@) and Skill Points (300). Rapidly tap
the Pickup button while driving to couect these.

When the camera moves out to the side to show
the avolanche is now on Jake and Sherry's left, you
must avoid steering off the side of the slope-this
couses instant death.

Sherry warns you to veer right as the ava[anche
slides down from the left. Follow her partner
marker if you're too far behind.

After a tow jump, you'll drive into o field fult
of trees. Veer to the left to avoid on ovalanche
coming from the right.

Navigate through the trees by veering stightly left
or right, but avoid making sharp turns.

As the trees get thicker and harder to ovoid, another
avalonche slides in from the left. Steer to the right to
outrun it. Tap the Pickup button to collect more SkiU

Points QAQ near certain trees in the area.

Past the tree fields you'll hit a frozen river, which
can bounce you around and slow you down a bit.
Ho[d the accelerator to get over the frozen rapids
while steering to the right to ovoid the ovalanche.

Beyond the frozen ledges, as soon os the ground
is smooth again, steer to the for right to hit a
Serpent Emblem on the way down.

Entering a tunnel, repeatedly tap the Pickup
button to collect three Skill Poinfs (300) just
inside the entrance.

Emerging from the tunnel and moking a short
drop, you must now navigate an ice field that is
breaking up. Steer left ond then sharply to the
right whi Ie accelerating.

Brake when o massive wall of ice rises directly
ahead, steer left, ond accelerate into the end ol
the turn.

Continue accelerating off the Ledge directly
ahead. Press the Action button before the timer
elopses to finouy reach sofety.

SiEFIFrENT EMEILEM:
AVALANCHE ESCAPE FIOIJTE

The Serpent Emblem mentioned above can onty be hit by sticking to the right side of the route and then veering to the right at the

correct moment.
167
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))oNE rRtcKY cHEss PtEcE To cLAtM!
The Duralumin case on the other side of the icicles is extremely tricky to reach. The

following strategy can only be attempted in co-op mode with a sentient and competent

partner. While one player drops down into the back side of the divided chamber, the other

needs to return to the dumpster area. The partner near the dumpster must have a Remote

Bomb. Place the bomb near the very first icicles to obtiterate them, then retreat to the

dumpster. Allow the partner standing on the concrete block at the other end to drop to the

ground, sneak up on the bug patrotting the back area, and smash it. Then the partner near

the dumpster must detonate the Remote Bomb and immediately jump into the container

to avoid detection. White the Ustanak goes searching for someone near the dumpster, the

partner not hiding must dash over to the Duratumin case, open it, snatch the Skill Points

(4,000) inside, and then dash back to where the concrete ledge is and drop down the ledge

in the corridor below. When the Ustanak stops looking for the partner who is safe inside the

dumpster, he or she can jump out and catch up with the other.

_l

H EAVITY PATROTLE D MAINTENANCE ROOM
Note two things about this room as you enter. First, the only dumpster in which you can hide is

the first one on the left. The others are futt of junk and not usabte. So if a bug spots you in the

next area and the Ustanak comes a-running, you must dash to this dumpster and get inside before

the monster sees you doing so.

Second, Oko patrol the low area through which you must cross to reach the exit. From the

entrance, head directty to your right and fotlow the raiI to an opening. Watch the bug patrotting

the area directly below. This bug makes a

circle around the entire area. When it turns the

corner directly below your spot and is headed

[eft, drop to the ground beh'ind it and perform

a stealth hit.

Continue to the left and hide at the corner in

order to peek into the next section. Two bugs

patrol a very short strip of area. Watch both bugs approach and, when both turn away, you can

run up and use a steatth attack on each of them, one at a time. By the time you're scraping the

second off your boot heet, another one shoutd be turning at the next corner. Pursue it and smash

it. That leaves onty one more bug that moves up the stairs toward the exit and then back into a

littte niche. You can catch the stair bug at the top of the stairs or in the niche, but cornering it in
the niche is easier.

At the top of the area is a raiting over which

you can hop to fatl into a low passage.

Open the Duralumin case at the end of this

depression to cottect Skil[ Points (5,000).

SEFIBENT HIVIBLEM:
MAINTENANGE FIOOM
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Ascend the stairs to the exit and turn

around. ASerpent Emblem rests on the side

of a water tower directty ahead. Howevel

shooting it draws the attention of the

Ustanak in the next room, and the beast

wi[[ catch you in a heartbeat. You cannot

shoot it from the stairs and make it back

to the dumpster near the entrance in time

to hide. Therefore, return to the dumpster

and command your partner to wait there

(PartnerAction button + D.pad Left). Equip

the Sniper Rifle and hop the rail to drop into

the low area at the top of the room. Ascend

the stairs and stop at the corner. From here,

you can use the Sniper Rifle to aim through

the gap between the two raitings and shoot

the Serpent Embtem from the side. When

the Ustanak is alerted. dash back to the

dumpster and jump inside to safety.
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THE HUNT IS OVER

Open the butkhead door and proceed through with a PartnerAction. Proceed along

the tedge until you start stepping on more crunchy ice. lf the Ustanak hears any noise,

the creature smashes through the walt. Hold the Action button white guiding your

character to dash through the area. When the view switches to below a sma[[ opening,

run a few more steps and press the Ready/Aim button while sti[[ dashing. You wi[[ stide

under the opening and into a smatl crevice that the Ustanak cannot penetrate.

EXPLOSIVE DMERSION

Ctimb two ladders to finalty reach the back side of the main chamber, which you

have seen before. Turn left and drop over the ladder. Move around the edge of the

room toward the door to trigger a short scene, the keycard for the door is seen in a

dead man's hand across the room. After the scene, continue around the outskirts of

the chamber to the far side. lnitiate Partner Action to fling Sherry onto a concrete

rise, and then return to the far side of the area. There you can coltect four Remote

Bombs that are scattered around. Return to the exit, plant a Remote Bomb near

the door, then turn [eft. Run over to the ctosest column and hide behind it with your

back pressed to it. Detonate the bomb to draw the Ustanak over to the door, atlowing

Sherry to cotlect the Keycard. Remain hidden behind the cotumn untiI the Ustanak

moves away from the door; then approach the exit and initiate a PartnerAction to open it. When ptaying as Sherry you must carefutty and quickty

coltect the keycard yoursetf when Jake sets off a Remote Bomb on the other side of the room.

BULKHTAD BY BUTKHEAD

The Ustanak detects Jake and Sherry escaping from the main chamber. Run down the short corridor and press Action to open the next butkhead

door. You must then rotate the Left Stick and press PartnerAction to proceed to the next chamber. The enormous creature is hot on your heets and

smashing his way through the bulkhead door. Proceed to the next door and work furiousty to open it and pass through. Continue opening butkhead

doors and fleeing until you reach an area where a tunneling dritl is parked.

DRITL THE USTANAKI

Operate the tunneling dri[[ by rotating the Left Stick rapidty to beat the timer hand on the gauge. Press the Fire button when the timer bar is within the

btue section of the gauge to drive the Ustanak back. Repeat this untit you knock the beast back to the end, where you must rotate the Left Stick and then
press Action when the timer bar is within the btue part of the gauge. Doing so successfutty pins the creature to the back watl of the cave, ending the chase.

Faiture to press the buttons correctty altows the monster to push the tunneting dritt back, meaning you must regain tost ground. After pinning the monsteL

dash up the tunnel to the exit to complete the chapter.

IAKE CHAPTER 2: RANKING CRITERIA

.1 Any Betow Rank C

TOTAL RANKING POINTS TABLE

-2 Any Betow Rank D

Lament@Xbox360iso



Lament@Xbox360iso



GUARD BY GUARD
Stripped of weapons, you must fight your way

out of the Detention Center with Hand-to-

Hand. Combat gauge management is cruciat.

Dash across the long room and stide into one or
both of the guards. lf you are shot and knocked

down, tap the Action button rapidty white

falting to perform a rotl and get right back up.

Knock down one guard with a patm Strike by

hotding the Attack button to charge. White he,s

down, move to the other guard and knock him

off his feet as wett. Then, move back to the

other guard and try to finish him off white the

other guard gets back on his feet.

When the two armed guards are down, a third

J'avo wietding a Stun Rod enters. The best way

to avoid being etectrocuted is to euick Counter

when the Fire button icon appears during his

wind-up. lf you're not reflexive or just not

ctose enough, then hotd Ready/Aim + Fire to
charge a Patm Strike during his putt-back move,

and release before he strikes. Grab the guard,s

legs and toss him. He is resitient, so you may

need to stomp or punch him again as he gets

back up. The guard with the Stun Rod drops

the Switchboard Key. pick up the key, move

to the white box with red Chinese characters

mounted to the walt, and press Action to

escape your ce[[.

OUTAND ABOUT
After a short scene where Jake shuts down

the power, which reteases Sherry from her

cetl etsewhere, Jake finds himsetf in the hatt

outside the vault. Dash down the corridor and

stide into a lone oncoming guard. Finish him

with Hand-to-Hand and a futt body toss, then

pause a few moments to catch your breath and

[et the Combat Gauge refitt.

SOLID STEATTH TACTICS

s-
:j*

At the end of the corridor, you'tt

enter a [ab. Move to the railing across

from the door, hotd Ready/Aim,

and press Action to crouch betow

the raiting. Titt the Left Stick to the

right to stide down the watt untit you

reach the top of some stairs. Wait

there and watch the room betow until
you're certain no guards are present.

Retease Ready/Aim to stand and press

Action to hop over the rait. Move up

to the raiting between the machine

on the left and the metal detector on

the right. Press Ready/Aim and then

Action to hide betow the watt.

White hiding betow this rait, angte

your camera to watch a guard
patrotling the aisle on the right (marked A on the map) as wett as a J'avo who comes strolling
in from the far teft (B). lf the timing is stitt good, J'avo A on the right witt move up the far aiste
white the J'avo B on the left will move up the inside aiste. When you can see both of their backs,
stand, hop the rait, and move over to the far aiste. Run up behind J'avo A before he reaches the
end of the aiste and perform a Steatth Hit takedown.

=:"+5:€
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Continue up to the end of the aiste and press

Ready/Aim at the corner to watch guard B

moving up the inside aisle. As he turns away

and moves around a low worktable, make sure

that guard C is not approaching from far away,

beyond a short drop. When the inside aisle

guard moves around the corner, and when the

area beyond is clear, run up behind him for a

Stealth Hit.

Backtrack to the previous corner near the short

drop ledge. Wait for guard C to come ctose and

stop just betow the drop. Guard D in the far

back area is not a concern at this point, but

make sure that he is not about to turn your

way as you attempt this next kit[. When guard

C turns, Leave the corner, drop over the short

ledge, run up behind the guard, and perform a

Stealth Hit from behind.

Quickty turn around and run to the corner

nearest the stairs up to the final area. Hide at

the corner and watch guard D as he emerges

from the next room and checks the stairs.

When he turns back, run around the corner,

press Action to ctimb up the low ledge, and run

up behind guard D to perform a Stealth Hit.

From the top of the stairs, go through the door

on your right. A targe cart blocks the aisle on

your [eft. Press the Action button to push the

cart a[[ the way down the aiste. Back up out

of the aisle, go back through the door, and

continue to the other side of the cart. Ctimb

onto the cart, then crawl into a vent opening.

THE EYT IN THE SIff
Jake drops into a corridor outside a

surveittance room. The door at the end

of the passage is locked and requires

a passcode input. The panel buttons

are marked with strange symbots. To

determine the passcode, enter the

surveittance room and approach the

console with the joystick. Press Action

to take control of a surveittance camera

elsewhere in the faciLity.

Camera t has a mounted machine gun, so

you can have some fun gunning down a

few J'avo if you spot them on patrol. Use

the Right Stick to move the camera, press

down on the Right Stick to zoom in and

out, and press the Fire button to shoot.

Press theAction button to switch to Camera 2, which is inside a locker room. Here you't[ spot

Sherry hiding in a locker just as a J'avo guard enters. Angle the camera downward to see a guard

input the passcode to get through the door directty betow. Then you't[ see Sherry learn the same

passcode and use it to get through the door.

Switch to Camera 3, which surveys a waiting room. This camera also has a mounted machine gun.

Sherry soon enters and engages the guards. Provide assistance by gunning them a[[ down with the

machine gun on the camera. When the area is ctea6 move the camera to foltow Sherry over to the

exit. Press down on the Right Stick to zoom in as she inputs the passcode into the panet. Make a

note of the passcode symbots she inputs to open the door. The passcode is different every time

you ptay, so this guide cannot provide a singte answer. Once you have the passcode, press the

Partner Action button to exit camera control.
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S|EFIP-ENT EMEILEM:
trIETENTION CENTEFI WAITING FIclclM

After hetping

Sherry make her

way through the

Waiting Room,

but before exiting

camera contro[,

press down on

the Right Stick

INPUT THE PASSCODE

With the passcode symbots memorized (or written on a piece of paper),

exit the surveittance room and return to the passcode panet. Press the

Action button to interact with the panel. Use the Left Stick to move

Jake's finger over the button bearing the first symbot. Hit the Pickup/

Retoad button to press the button on the panel. Repeat for the other

two symbols to open the door.

Enter the dark hattway, face the floor vent duct on the right, and

press Action to crawl inside. Ctimb the ladder in the smalt room, move

forward a few feet, and crawl into another vent duct. press the Action

button repeatedty to crawt through faster. When Jake stands, run down

the remaining passage and ctimb another tadder. At the top, crawl into

the small opening and press Action to drop down on the other side.

When starting Chapter 3 of Jake's Campaign and playing as Sherry,

you musl escape from a completely different area and foilow a very

different route in order to rendezvous with Jake. ptaying this Chapter

as Jake first provides a clear idea of what to expect and what to do,

and it is highly recommended. However, the fol[owing Steatth Flit

strategies do not require this.

A.t first, Sherry is suffering a normal day of confinement, atthough it
seems "quieter lhan ncrmal." Move to the tabie against the watt and

activate the stereo

if you wish to listen

to some music. You

won't be staying

long, however.

After a few seconds,

Jake breaks free of
the vautt that he's been kept in atl these months and shuts down the
power. The power goes out'in Sherry's room as weil., attowing her to

overpower a J'avo guard and obtain a Stun Rod. Exit the dark room and

follow the corridor to your left. Continue to the far corner, then press

Ready/Aim to hide at the corner and peek down the long passage.

With good timing, a J'avo guard (marked "A" on the map) shoutd be

watking away. Move up the corridor and note the smatl niches between

computer server cabinets on your right" Move up to the second one,

which is across from a smat[ pushcart, and hide behind it. The guard

wili take a long white to return but the wait is worth it.

and zoom in on the shetves in the corner to the right of the exit. A

Serpent Emblem rests atop the shetves. Shoot it with the machine

gun mounted on the camera.
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When the guard moves

past your position, [ook

for the Fire button icon

to appear onscreen,

and press it to take him

down with a Steatth Hit.

Leave your hiding spot

and move up to the

closest dosr. Hide on

the left side of the door

and watch the two J'avo

guards patrolting the

open central area. The

cl0sest guard strotts past,

but the guard on the far side stops and peers straight across, in your

direction. lt is a clear disadvantage to attack from this position, so wait

until the farthest guard moves on. Move past the doorway to the end of

the corridor. Continue around the next two left turns and move down the

left side of the hat[, toward the stairs, and into the central area.

Press up against the

corner on the teft side

of the stairs. Angte your

camera to look through

the various windows

into the central area,

but mainly keep an eye

on the corner behind

you. Wait for both J'avo guards to walk past your position. Walk up

slowty behind the second one and perform a Steatth Hit before he

moves on. Return to your hiding place, wait for the front guard to

come around again, and etiminate him the same way.

Looking straight ahead from the bottom of the stairs, you shoutd be

able to see J'avo guard D appear al the bottom of the opposite stairs

on the far side of the area. As he makes his way up the stairs, run

around the corner to the right and hide at the corner down the ha[{

from the stairs as shown in the screenshot.

When guard D heads up the stairs, run up behind him for a Steatth Hit.

Because Sherry is lower than the guard, you may merety knock him

down. Quickly fotlow wjth a finishing Stun Rod stab.

Ascend the stairs and go around the corner to the right. As you enter a

locker room, J'avo guard E emerges from the doorway on the right wail.

Wait for him to move to the far door, input the passcode, and exit.

When you hear the exit door close, run around the corner toward

the door. Turn to your left and hide in the central lockers in the row

opposite the door. The view from inside this locker is fixed on the

passcode panet. Wait for another J'avo guard to enter the area,

approach the door, and input the passcode symbots. Pause the game for

a moment and make a mental note of the code or draw the symbols on

a piece of paper. Atso note whether the J'avo guard is wearing a vest

(guard E) or a suit (guard F). lf a suit, then stay where you are until a

guard wearing a hunting vest appears and inputs the code. Then step

out of the locker, and move to ihe panel. Press Action at the panel,

use the Left Stick to move Sherry's hand to the button for the first

symbol, and press the Reload/Pickup button to press it. Repeat for the

second two symbots and ignore any scary noises you hear in the room.

The sounds shou[d be

coming from J'avo

guard F in a suit, who

pauses in the center of

the room for

a moment, or J'avo

guard E in a vest, who

moves straiqht to the

passcode pane[.

Quickty move around

the corner to your [eft,

enter the doorway,

press up against the

watt, press Action

to duck, and craw[ along the tow walt to see the room beyond. ln a

few seconds, Jake will use the machine gun mounted to the security

camera on the far side of the room to gun down two of the J'avo

guards, leaving only J'avo guard G free to approach your position. As

guard G turns away, stand, hop over the low wa[[, and run up behind

him for a steatth takedown. lf the Steatth Hit does not go well and

anotber J'avo appears in the room, run under the security camera and

wait for Jake to take

him out. Then, move

to the exit door

and input the same

passcode as before.

Enter the concrete

corridor, run down

the short passage to the right, and hop over the railing to drop. Run

upstairs and press the Action button to emerge from a fake locker into

a dressing room. Wait a few moments, and Jake wi[[ join you.
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CHECK OUT THE SECOND FLOOR

Continue to the top

of the stairs, head to

the [eft, take cover

behind the cotumn

against the raiting,

and gun down another

J'avo guard at the

next corner. Move to

his position, take cover at the corner, and aim down the gotden hatlway.

Guards soon emerge from the far connecting corridor. Shoot through the

gtass panets to drop them from a distance. Equip your Sniper Rifle for

more efficient work.

HEAD BACK DOWNSTAIRS?

The fottowing advice

may seem ittogicat,

but it's actualty to

your benefit. After

ctearing the gotden

corridor on the

second floor, do not

investigate the second

[eve[ any further at this time. lnstead, return to the stairwetl and hop

over the rai[. Turn to your left to spot a blue door in the corner. Quickty

dash to the door and press Action twice to kick it open. lnside you'[[

find J'avo guards dropping from the ceiting behind the row of shetves

dividing the room. These enemies do not appear untess you return to

this room dffer visiting the second levet. Use Quick Shots plus melee

attacks to take down the guard or guards in the room at this time.

Wait approximately ten seconds in the room and another J'avo guard

wil[ drop from the ceiling. Keep taking down the guards until they stop

dropping from the ceiting vent. Use metee to defeat them a[[ since one

is programmed to transform into Stretats if shot. This same guard drops

another lD Medal when defeated. Between guard appearances, smash a

Chinese box in this room to acquire an item.

SEEPENT EMEILEM:
LIVING GIIJAFITEFISi STOFIAGE FIOOM

A Serpent

Emblem is

located between

the boxes on the

dividing shetves

in the room.

The best angle

to see it is from

the spot where

CONTINUING THI SEARCH UPSTAIRS

When guards stop dropping into the downstairs storage room, go back

upstairs. Move past the wide golden corridor to the end of the sma[[

hatlway and open the door. Approach the desk next to the bed and open

the central drawer

to obtain another

lD Medal.

Go through the back

door of the bedroom

and fotlow the

corridor. Kick open a

Chinese box at the second corner for an item. Proceed through the next

door back to the wide gotden corridor. Smash the golden urns on the

marble pedestats to your teft-if they weren't already destroyed during

the previous gun battle here-to reveal 9mm Ammo and 7.62mm Ammo

for your Sniper Rifle. Proceed through the double doors across

the hattway.

TIBRARY STANDOFF

Several J'avo wait in

ambush on both levets of

the two-story library. Move

quickly into the center

of the room and take a

position behind one of the

tabtes. Press the Ready/

Aim button to knock the

tabte over and take cover.

Shoot the J'avo with the

heavy machine gun on the

upper [eve[ to the left and

the man at the top of the

stairs. Another guard pops

out from behind the central bookcase on the lower levet. Listen for the

sounds of a J'avo pulting a grenade pin and tossing it your way. Rot[ out

of harm's way by quickty pushing Action twice while running left or right.

Smash the Chinese box in

the corner on the ground

floor to obtain an item,

and then move to the stairs

and dash to the top. Take

out any J'avo on the upper

levet, then move behind

the dividing bookcase. More J'avo guards emerge from the sliding door

at the end, which you cannot enter. Take down these J'avo with melee

attacks to reduce the chances of one of them transforming into a

Stretats. One of the guards appearing in this area drops an lD Medal and

another can be found on the back shetf, upstairs.

the J'avo guards drop from the ceiting. To conserve buttets, Jake can

punch the emblem.
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EVERYONE TAKTS COVER
Exit the library turn [eft, and head through

the open doorway at the end of the corridor.

J'avo guards wait in ambush on your [eft, so

quickty press Ready/Aim to throw over a tabte

and take cover. Equip the Sniper Rifle and

take out the guards at the end of the narrow

corridor. One of them witt probabty transform

into a Stretats, so switch to the Elephant

Kitter to deaI with it efficiently. lf the guards

toss grenades, move to the marble pedestal

on your right and take cover there or retreat

to the gotden corridor. One of these guards

drops an lD Medat when defeated. After the

battte, move to the golden urn on the marble

pedestaI and smash it-if it wasn't shot

previously-to reveat SkilI Points (300).

BOMB THE LOUNGE

After the gun battte in the narrow corridor,

turn around and go the opposite direction up

the hattway, and follow the corners to the

left. Search this empty sitting room and you'tt

notice that the gtass back door is blocked by

something large. An lD Medal lies on the floor

beneath one of the coffee tabtes. To obtain

it, smash the gotden urn against the wa[ to
obtain a Remote Bomb. Move to the coffee

tabte and press Ready/Aim to set the Remote

Bomb. Then, move behind one of the tables

at the back of the room and press Ready/Aim

to push it over. Ca[[ your partner to your side

if needed, take cover behind the tabte you

turned over, and then press Ready/Aim and Fire

to detonate the Remote Bomb and btow up the

furniture. You can then pick up the lD Medat.

TOBBY TAKEOWR
Return to the long

narrow corridor and

approach the far end.

Be wary of new or

additionaI guards that

may be hiding just

outside the corridor's

end. Proceed onto the

balcony overtooking

the main lobby. Move

a few feet to the left

or right, equip your sniper Rifle, and take out the two guards posted by the doubte doors at the

far end of the room. lf the Sniper Rifle cannot zoom twice and you find aiming difficutt from this

distance, move to the right and follow the balcony down to the end, jumping across the gap using

a horizontal pole. Stop at the top of the curved staircase and snipe the front door guards from

there. One of the guards wi[[ probably mutate into a Stretats white the other drops an lD Medat.

INSERJT COINS

Explore the lobby. One of the golden urns, located on a marble pedestat to the right side of the central

statue, can be smashed to obtain Skitl Points (300). Agotden gate beneath the rear batcony is sealed,

even though several item boxes and the Bear Commander can be seen inside from this position.

Move to the front side of the statue and pressAction to examine it. Jake and Sherry determine that

this is where the lD Medats you've cottected witt come in handy. lnsert three lD Medats to turn the
statue's head to the [eft. The other statue on the side of the tobby stides forward, providing access

to the door hidden behind it. Go upstairs, move behind the statue, and enter the corridor behind it.

BTAST THE BIIITARD HALI
when you're halfway up the corridoq the doors on the teft burst open and a J,avo guard runs

out to attack. Take him down with a Quick Shot and melee fottow-up to save your ammo for the
firefight to come. Standing outside the doubte

doors, shoot any J'avo you see inside the

bittiard hatt and on the batcony above. When

your view is ctear, dash atl the way across the

room and slide over the bar. Thke cover here

and return fire on the J'avo in the opposite

corner, both on the ground floor and the

batcony above. Hop back over the bar and use

the bitliard tables as cover white taking out any remaining guards on the upper tevet. One of the
J'avo who drops from the upper levet, typicatty near the end, drops an lD Medat. Use the piano in

the chamber to ptay a melody and another lD Medal witt pop out.

Lament@Xbox360iso



SECOND WAVE

Exit the bitLiard hatL, move to the singte door across the haltway, and

kick it open. Smash the gotden urn directty to your right to obtain a

Green Herb. Another lD Medal is lodged in a crest above the fireptace

on the far side of the room. Taking it triggers another wave of enemies

that emerges from the bittiard hatt. Take cover on the left side of the

doorway and shoot each J'avo in the face as they charge across the

corridor and attempt to breach the room. Trigger another wave by

banging the gong in the room. One of the last enemies that you trigger

by ringing the gong drops another lD Medal.

TIME FORA SWIM

Return to the corridor

and fotlow it to the

gtass doors at the end.

Open the doors and

move to the water

fountain at the corner

to find an lD Medat.

Go through the

second set of gtass

doubte doors to enter

a swimming poo[ area.

Climb down into the

pink (but harmtess)

waters, move to the

back of the poot,

and crawl under the

second archway.

Under here you'tt find

another lD Medal.

Exit the water and

move down the

opposite side of the room toward the stairs. Smash the first gotden urn

near the stairs to obtain a Red Herb. Ascend the stairs and pressAction

to push the [arge cart farther down the batcony, which unbtocks the

glass door on your right and reveats yet another lD Medal on the floor.

BACKTO THE LOBBY

The unbtocked gtass door in the pool room takes you back to the sitting

room where you probabty detonated a bomb eartier. Fottow the connecting

corridor back out toward the large lobby. Another squad of J'avo appear

from the wide gotden ha[[ on your [eft. Take cover at the doorway and gun

them atl down. A couple of these guys wi[[ transform into Strelats, and one

of the last to appear drops an lD Medal when defeated.

THE OTHER LOBBY DOORAND
THE BEAR COMMANDER

At this point, having searched att the areas and eliminated atl the

enemies described in this section of the walkthrough, you should now

possess 13 lD Medats (having atready used three in the [obby). Return

to the giant central statue in the tobby and insert lD Medats until the

counter reaches 10. This opens the door on the other side of the lobby,

behind the reception

desk. However,

inserting more lD

Medats until the

counter reaches 16

lowers the gotden

bars at the back of

the tobby. This attows

access to the Bear Commander, an item chest containing Skill Points

(2,000), Skill Points (300) x2, and two Chinese Boxes you can smash to

obtain items. One of the Chinese boxes typicalty yields 40mm Explosive

Rounds that you may load into the Bear Commander.

'.*:.

#!k, 
BEAR CO&IMAND€R MODES OF FIRE

The Bear Commander's standard mode of fire is futly automatic

and reloads using 5.56mm Ammo. Press the Toggle F'ire Mode

button (($ on PtayStation 3, @ on Xbox 360) white aiming the

Bear Commander to switch to firing the grenade launcher, which

shoots 40mm Exptosive Rounds. The grenade launcher must

be reloaded after each round fired. This is accomptished by

pressing either Fire or Retoad/Pickup.

ENTERTHE SECURIW ROOM

Enter the newty reveated corridor behind the reception desk and move

to the door at the end. lnitiate Partner Action to open the security room

door. Sherry downloads a[[

of the medical data Neo-

Umbrelta has co[lected

about Jake and her. She

atso determines that her

superiors are in Ch'ina and

sets up a rendezvous. r79
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After the tank runs over the central statue, a

Serpent Emblem appears among the debris

beneath the tank. To shoot it, you must

move to either the front or rear of the tank,

depending on where the turret is aiming.

Then, walk backward and press Ready/Aim

+ Action to fall back and lie on the ground.

Aim beneath the tank and shoot the Serpent

Emblem. lf the turret rotates your direction,

ro[[ tci the left or right while in thjs posilion

to avoid incoming btasts.
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Smash the nearby crates for items, then move to the end of the altey

and initiate a PartnerAction to open the door. Take cover on either

side of the doorway, equip your Sniper Rifle, and take out the J'avo

guards on the deck of the pagoda-styLe building opposite. When J'avo

approach at ctose range, move into the water and take them out.

Outside the door, turn to your right and continue toward the stone stairs

at the far end. The tank smashes through the wa[ on the right, so adjust

your position whi[e

the game is stuck

in stow motion to

avoid being crushed.

Continue dashing for

the stone stairs at the

far end and ignore any

J'avo in the water.

TAKI THE PAGODA

Ascend the stone

stairs to the pagoda

buitding's deck levet.

Take cover against

either concrete

cotumn to the left

or right and shoot

any J'avo btocking

the deck. Dash down

the aiste and enter

the doorway on the

right. Quickty smash

two Chinese boxes in

the corner to acquire

items. Dash to the

next corner and do the same w'ith two more boxes. Pu[[ the lever on the

watl to rotate the statue outside, which moves a horizontal pote within

Jake's reach.

MAKI THE TANK ROTATE THE STATUE

Blasting away chunks of the watl, the tank begins targeting this tittte

side room now. Sherry witl be more secure here than outdoors but not

for long. White Sherry pushes over tables and returns fire on additionat

J'avo invading the room, Jake must run outside and swing across the

horizontal pote to the stone ptatform opposite. From there, he spots a

motorcycte inside the executive suite of the main buitding across the

water. Fottow the curved wooden bridge to the back side of another

statue and pick up the Green Herb atong the way. Continue to another

stone ptatform where two more Chinese boxes can be smashed for

items. Stand on this ptatform untiI the tank rolts forward, striking the

statue and rotating it. The horizontaI pole on this statue is sti[[ not in

the right position, so run back across the wooden bridge to the previous

stone ptatform. This causes the tank to back up. Run back across the

bridge to the second stone ptatform and stand there until the tank

moves forward and rotates the statue again. Do this once more until the

horizontal pole hangs parattel to the first stone ptatform. Return to that
ptatform and swing across to the main buitding.

SE-BPENT EMEILEM:
ENTFIANCE CGIIJFITYAFID

Move to the far

s'ide of the stone

stairs leading up to

the pagoda-style

buitding. You wit[ find

a Serpent Emblem

leaning against the

back side.
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COMT{AJ{ DETR IH E IXHC{JTTVH MOT'ORilVCLS

Naturatly, you must take out a squad of J'avo

in the corrjdor. They don't usuatly mutate,

whlch provldes easy takedowns. However, for

the sake of your partner, consjder using the

grenade launcher on the Bear Commander to

cLear the passage quickly.

Proceed into the sujte and open the briefcase

on the nearest tabte to obtain Skitt Points (300) and .500 MagnumAmmo. The suite is again invaded by anotherJ'avo squad coming from the
entrance corrjdor. Use another grenade to quickty take them out before they get too far into the room and spread out.

Enter the other hatf of the surte, move to the tabte on the far right, and open another case to acquire Skilt Points (4,000) and Skilt points (300).

Now, move to the motorcycte and press Action to escape from the buitding and to end this chapter.

IAKI CHAPTER 3: RANKING CRITERIA

-1 Any Betow Rank C

TOTAL RANKING POINTS TABLE

.2 Any Betow Rank D
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CITYAND HIGHWAY
HOT PURSUIT

Jake and Sherry may have escaped captivity at the secret Neo-Umbrelta

facllity, but they're not in the clear. J'avo quickty launch on motorcyctes

and an attack helicopter. They attempt to run down the heroes on the

open hlghway and the city streets of China. lf Jake and Sherry won't

surrender wittingly, then Neo-Umbre[a is committed to taking them out!

Like the snawmobiles earlier, the motarcycLe acceler-
ates by holding the Fire button ond the Readyl Aim
button appLies the brokes. AcceLerote Vour speed anly
on stroightaways ond clear roads and alow the bike to
coast on turns ond around obstacles.

Steer owoy fram any missiLe explostons to the left
and right. When the helicopter sett[es oheod,
steer ta one side of the road. As the helicopter
draws o Iine of fire ocross the road, steer to the
other side-

Stop occeleroting os Jake ond Sherry enter the
city, Avoid the railings and debris in the street to
maintain the bike's structural heolth (displayed on
the lower right).

During o jump, o J'avo with o rocket launcher
takes aim. Sherry automatically hond[es the
situotion for you.

As Joke steers through o norrow alley, brake if
necessary to ovoid domage from slamming into
pither wol[.

S[iding onto o moin street, the duo encounter J'avo on
motorcycLes. Sherry automatically tokes care of the ones
behind you. llteanwhile, wotch the J'avo ahead ond be
ready to sweNe when they drop l olotovs on the street.
SLow down to moke this easier

Watch for cors ond more J'ovo dropping Molotovs
as Joke swings onto a wider street. Hitting o car at
this speed means instant deoth.

Accelerate while driving on the scaffolding to
ovoid being shot by the attack helicopter, which
flies in from your [eft.

Sherry flies off the motorbike during a jump but
manages to cotch onto o helicopter.

Sherry can't hold onto the heticopter forever, so
be ready to occelerate by pressing the Fire button
when the timer hond moves through the green
portion of the gouge. Press Fire just before the
timer hits for greater chance of success.

Wreckage blocks the end ol
the far right in order to hit
onto scaffoIding.

the street. Steer to
a ramp and jump

Accelerote through the wall of falting pipes
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Steer slightty right of center to hit d romp.

Jake catches Sherry os she falls from the chopper.

Bock on the city streets, avoid acce[eroting to
make steering easier around vehicles, debris, and
exptoding Molotovs.

The heticopter fires a missile, causing an oil tonker
truck to block the street. Prepare to press the
ReIaod and Actian buttons simuItaneously before
the timer gauge shown onscreen expires or you will
die instontly. (On o second try, yau need to press
only the Actian button.)

Jake stops ofter a 18)-degree turn, facing the oiI
tanker. Sherry shoots it automaticalLy.

Accelerate down the street until you're ahead of
onother J'avo biker gang so that Sherry can shoot
them behind you. Avoid the accelerator os you
stort encountering more burning vehicles.

At the end of the street, steer to the left in order
to hit a ramp and jump into a buitding corridor.

When the helicopter settles ahead, be ready to
press the Action button to escope instant death
before the timer gauge expires.

Even though you land back on a highway section,
the amount of debris makes occeleration unwise
Corefully steer between the burning vehic[es ot
normal speed.

Accelerate agoin when you see less debris. Another
J'ovo biker gang overtokes you, and enemies aheod
resume dropping Molotovs. Steer cleor of flames
to ovoid damage.

Ahead, the he[icopter opens fire on a cor carrier,
releasing the gate. RolLing, ftaming cors head your
woy. Steer to the for right to avoid the first two
ond then the far teft.

The car corrier crashes ohead. Steer onto the car
corrier to use it os a romp.

18.4

Lament@Xbox360iso



When you are ptaying as Sherry, Jake handles atl the driving while

her job is to fend off attackers and shoot exploding objects. Firing is

accomptished with the usual controls, and ammo is infinite during this

segment with no reloading required. Press down on the Right Stick to

switch hands and view the other side of the motorcycle, or hold the

Action button to hug Jake's torso.

During the first leg of

the run, you can do

littte to prevent the

chopper from firing.

However, shooting

at the helicopter's

cockpit may throw

off the pilot's aim

a bit and prevent

damage from

machine-gun fire.

After jumping and

tanding in the city,

Jake drives through

a street and then makes another jump. Time slows as a J'avo with a

rocket launcher rises up. Aim at the exptoding barrel on the scaffotding

and shoot it before the J'avo fires his missite... or it's an instant death.

Jake burns through an atley and turns onto a main street. AJ'avo biker

gang falls in behind you. A[[ow the bikers to move in a tittle ctoser for

easier aiming. Hit them in the torso with three-round bursts before they

catch up to you. Shooting severat bursts at the motorcyctes may cause

them to explode, which is useful onty if the bikers are ctustered close

together. Otherwise, shooting the riders'center mass is more efficient.

Following a ride along scaffotding and a jump through an explosion,

Sherry flies off the bike and grabs hotd of the heticopter's landing

skid. Tap the Retoad

button repeatedly to

maintain your grip

until Jake gets his

bike turned around

and rides betow

After Jake slides

the motorcycle

under a skidding oit

tanker, he executes

a 18O-degree turn to

face the rig. First,

shoot the Serpent

Emblem above the

sign to the [eft. Then aim at the leaking, red oit tank on the side of the

rig and shoot it to blow up the vehicle.

When Jake gets rotting again, another J'avo biker gang falts in behind

you. Before Jake jumps into a buitding corridor, quickly shoot at their

gas tanks to blow them up as a group.

Jake lands the bike on a highway and navigates through some

treacherous wreckage. Sherry witt turn back to aim at more J'avo

bikers swarming behind. Shoot the closest enemies first before they

kick you and switch sides to shoot at enemies as needed.
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This emblem can on[y be ciaimed while ptaying as Sherry. When the game enters stow motion

so that you can shoot the oit tanker, look to the ieft and upward to spot a Serpent Emblem

resting on top of a buitding sign. Shoot it, and then shoot the oiI tanker as quickly as possible.
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On the side of the attey that is on the

opposite side of the two crates that are

behind the truck mentioned previousty, a

Serpent Emblem rests on the windshietd of

a parked car with its lights on.
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COMBAT OYIR CORPSTS

The smalt square is futl of dead bodies, which

you should avoid only because your character

may trip over them. Continue avoiding them

as a large squad of J'avo enters from the other

side of the area. Throw a Ftash Grenade to stun

them before they fan out. Quickty dash into

their midst, ptant a Remote Bomb, run away, and detonate it to kitt most of them instantty. lf you

don't have such supplies on hand, ctimb the ladder mounted to the newsstand on one side of the

area and shoot the enemies from above. A second wave of enemies enters the area when the first

are mostty defeated, or they may wait for you in the altey beyond.

STAIRWAY TO SHOTGUN
Kick open the exit, smash two crates around the corner to the left for items, and open the next

door with a Partner Action. Head up several flights of stai rs. At the top of the fourth flight on your

[eft, open the box in the niche to obtain Skill

Points (4,000). Continue upstairs to the top of

the buitding and smash the crate on the left for

an item. The Shotgun sits in the open locker

behind this crate.

SEPARATTD ON
THT STREET

Climb onto the littte platform hanging off

the side of the buitding and jump across. The

structure cottapses, dropping you to the street

levet. Whether you are playing as Jake or

Sherry your partner witl navigate the upper

[eve[ and provide cover fire from above.

SETP-E.NT EMBLEM:
STFIEET AFIEA 2_NEAFI ENTFIANCE

After falling to the street, turn around and head

toward the parked taxi. Turn right to spot a

Serpent Emblem mounted on a newsstand in the

corner. Shoot it quickty since enemies are headed

your way.

CLEARTHE LOW ROAD

AJ'avo squad converges immediatety on the location where you fe[t. Several of them mutate into

Stretats, so don't hesitate to use the Shotgun against them for faster kitls. However, you shoutdn't

waste atl of your grenades on these creatures, since you will need some shortly.

Quickly make your way down the street, moving from cover to cover and stiding over low

ptatforms. A box of 7.62mm Ammo sits on a newsstand on the left side of the street. Smash

a coupte crates within a niche formed by tatt boxes on the right side of the street farther up.

Continue to a long line of newsstands and ta[[ boxes. Shoot between them to hit J'avo armed with

heavy machine guns near the end of the street.

Throw Flash Grenades to stun the gunners and

give yoursetf a fighting chance. A coupte more

item crates rest against the watl to the right.

Some of the gunners witl mutate into Strelats.

Luckity, your partner can drop to the street

here and hetp you kill these monsters off.

Go through the exit door opened by your partner

on the left side of the street. Follow the short

atley as it turns twice and leads back to the

street. Smash some item crates at the second

corner. Then, ctimb the ladder at the end.

€€FIPENT EfrII€ILEM;
STFIEET AFIEA 2_
NEAFI EXIT

After ctimbing the ladder up to the

scaffotding, look down in the street and

to your right to spot yet another Serpent

Emblem mounted on a newsstand below.

Shoot it from here before moving on.

'i

190

Lament@Xbox360iso



Lament@Xbox360iso



Lament@Xbox360iso



Lament@Xbox360iso



Lament@Xbox360iso



START UP YOURNEW BOAT

After the Ubistvo is knocked off the roof, move to

the far end and run down the signboard, which now

seryes as a ramp. When the camera swings out to view

another flats boat in the water betow, move to the

ledge and press Action to jump across. Approach the

engine at the rear of the boat and press Action to start

it up. You must then press the reload button as the

timer needle moves through the green portions of the

gauge. Take your time and press the button just as the

needle enters these areas.

ATTACKED FROM
UNDER\VATER

Grab the steering wheel and rotate the Left Stick to

turn the boat as the Ubistvo saws down smokestacks

and drops other obstactes in your path. A pite of beams

hanging from a nearby crane then begins to swing back

and forth over the boat. A[[ow the pite to swing past

the boat twice, then dash up to the bow in order to

miss the third swing. Otherwise you't[ be knocked over

and take significant damage.

The boat coltides with an overturned barge, and the

Ubistvo leaps onto your deck. The tactics for deating

with it are the same as before: plant Remote Bombs if
you have any left or shoot it unti[ a scene occurs and

the creature is knocked off the boat.

SEPARATED BYA
CHAINSAW MANIAC
Your boat continues floating over

to the dock. Jake disembarks, but

Sherry is trapped onboard the boat

by the Ubistvo, which makes a fina(

appearance. lf you are ptaying as

Jake, fire on the creature until a mysterious stranger swoops in and saves Sherry. If
you are playing as Sherry, continue shooting the Ubistvo with your Tripte Shot handgun

untit hetp arrives.

HEAD TO THE RENDEZVOUS

First breathe a deep sigh of retief that you't[ never see the Ubistvo again! Then ctimb the

ladder on the dock and fotlow the ledge to the right. Take a left at the far corner and

open the doors with Partner Action.

END OF CHAPTER4
BETRAYAL

Jake and Sherry are captured again-this time by none other than Simmons. The evil

genius has sinister new ptans for the biotogicatty superior heroes.

IAKI CHAPTER 4: RANKING CRITERIA

.1 Any Below Rank C

TOTAT RANKING POINTS TABTE

.2 Any Below Rank D
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When ptaying as Sherry move to the window left of the door and press Action to spot your

gear. Move under the ledge indicated and press Partner Action to get a boost from Jake. Crawl

through the vent and press Action twice quickly to move a little faster. At the end of the vent,

you encounter a Rasktapanje, but don't stop

crawting! Continue forward unti[ Sherry fa[[s

through a weak panel.

After getting on your feet, quickty move

to the bench against the watl and press

Action to reclaim your gear. Avoiding the

Rasklapanje, move over to the cetl, and shoot

the circte pressure pad, beLow the red tight, on the right side of the door. When Jake is free of

confinement, you can both proceed to shoot the Rasklapanje until it separates, at which point

the exit door can be opened.

SHOOT THE MONSTERTO EXIT

Unfortunatety, the game requires you to attack the Rasklapanje that fatls from the vent with

Sherry at least until the torso separates. The tight on the exit door turns green, meaning you can

leave. Grab two boxes of 9mm Ammo on the bench where your gear was located. Move to the Left

side of the door and initiate a Partner Action to open it.

HOP ON THE
LIFT PLATFORM

Exit the elevator and move to the red lever

on the teft side-Sherry must go to the right

lever. Press Partner Action to putl the levers

simultaneousty. The Rasktapanje typicatty

squeezes into the room at this time, but ignore

it. Turn around and move to the door behind

you on the left side. Again, Sherry must move

to the right side. Press Partner Action to open

the door to the interior shaft. Jake and Sherry

move into the shaft automaticatly, so just run

to the edge and press Action to jump onto the

moving ptatform. White doing so, note that you

just teft room B.

SiEFTIIENT-EMEILEM:
EiPECIMEN CONFINEMENT LAEI

After rectaiming your gear and deating with

the Rasktapanje, step back inside and aim

at the tedge above, where Jake hoisted

up She.rry- To the right you'tl easity spot a

Serpent Emblem resting' in: the cornef. :

DETERMINE THE ETEVATORS PROBTEM

Atthough the doors of the previous room seal shut behind you, the Rasktapanje rejoins itsetf soon

and squeezes through the vent system, foltowing you from room to room. Quickly dash down the

long corridor and examine the marked control consote inside the etevator. The power has been

rerouted to an incubation chamber etsewhere and must be switched back on again.

IUMP rNTO ROOM E

The elevator carries you to Room E. Jump into

the room, tead the Rasktapanje to the far side

of the central consotes, then dash back to the

controls on either side of the door you jumped

through. Press Partner Action to putl the levers

simultaneousty. The etevator in the shaft now

rotates as it descends, and the door to Room

C opens. The door in your current area seals

shut, so you must find another way back to

the elevator.

I
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From the door, turn

to your right and run

to the back corner of

the room. Enter the

corridor and dash to

the next area, Room

F. Foltow the corners

to a T-intersection

and move left into a smat[ area with several control panets. A box of
1 2-Gauge Shells rests on the nearest console.

:::::

€:l:. 
RASKLAPANJE RECIPE #1: FLASH-FR|ED HAND!

&t

"#-:.:: 
FTASKLAPANJH RECIPE #2: GR.SUND HANDBURGER!

lf a severed Rasktapanje hand fottows you into this area,

approach it and press the Fire button when it disptays onscreen

to perform a speciaI kitI action. peet the sticky creature off the
ground, slam it into the nearby incinerator, and burn it up!

SEARCH THE REFRIGERMED
SPECIMEN AREA

Return to the

T-intersection, fottow

the other passage,

and move into the

smatl room to the
'immediate right. Pick

up the box of 9mm

Ammo on the bench,

then move down the connecting watt and smash the gtass on the second

refrigerator to cottect a Green Herb.

siEFlttENT__EMtLEMT
FIEFFIIGEFIATION/INCINEFIATIclN LAEI

A Serpent Emblem

is ptainty visible

inside the central

refrigerator. Shoot

through the glass to

destroy it for credit.

ROOM C
Jump off the ptatform at Room C. euickty run around the dividing watt
to the right-Sherry must go [eft. Move to the lever on the console
and press PartnerAction to putt the levers together. Doing so activates
another lift ptatform higher up, which witt now be your ride to the upper
[eve[s. A Remote Bomb rests on the consote to Jake,s teft and another
one plus 9mm Ammo sits on the contro( panels around Sherry,s lever.

Get away from the Rasktapanje in the room, run back to the doorway,
and jump onto the tift ptatform again.

lf you stand

next to either of

the grinders in

the room and a

Rasktapanje hand

moves to your

[ocation, press the

Fire button when

prompted to perform a melee attack. your character tosses the
severed hand into the grinder.

IAKE zuDES TO ROOM D
Ride the lift ptatform to Room D. Thanks to a horizontal bar, Jake (and

onty Jake) can jump across the gap and co[lect several items in this

room. Smash two item crates on the teft, then stide across the table
to the refrigerator at the back. Kick in the gtass doors to reveat .500
Magnum Ammo. Move to the table on your right and open the briefcase

to obtain Skill Points (5,000).
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RIDE AROUND TO ROOM G

Return to the doorway

and wait for the

upper lift ptatform

(the one with btue

tights) to descend.

Hop onto it, ride it up

to Room G, and jump

off. Turn left and

search the nearest consote to find 1 2-Gauge Shells. Enter the hatlway in

the back corner of the room and proceed to the next room. Pick up the

9mmAmmo on the consote directly ahead, then turn left and run to the

lever near the window. Sherry wilt find her way to the other side of the

room on her own. Putt both levers simuttaneousty with a PartnerAction

to activate the etevator all the way back in Room B.

When you ride

the top tift
platform up from

Room C to Room

D, Jake jumps

off by himse[f.

Meanwhile, Sherry

must continue up

to Room land jump off the tift platform. Smash the two item crates on

your [eft, then turn the other direction and run through the corridor to

the next room.

Smash the two item crates at the first corner, then head over to the red

lever near the windows and press Partner Action. After Jake joins you

and putls the lever on his side of the etectric beams dividing the room,

aid him in shooting the Rasktapanje until it fatts into the electric beams.

STOP THE MALFUNCTIONING
LIFT PTAIFORM

Knock the Rasklapanje

into the etectric

beams that bisect

the room by shooting

it repeatedty untiI

it weakens. Move

away from the beams

to the far side of

the Rasklapanje and shoot it with your Nine-Oh-Nine until it fatts into

the electricity. The creature's arm breaks one of the levers, creating a

dangerous power surge.

When the etectric beams go out, move to Sherry's side of the room.

Smash two item crates around the corner to the right. Continue into

the corridor beyond and dash to the next room, which is Room l. Move

to the far side of Room I and smash two more item crates. Then go left

to the red lever near the window and press Action to putl it. This lowers

the crane arm outside and stops the matfunctioning tift ptatform long

enough for you to hop on.

THE SNAIIS'RACE

The Rasklapanje hops

onto the lift ptatform

with Jake and Sherry.

Shoot it repeatedly

untiI at[ parts of

the creature are

suppressed and pick

up any items it drops.

The tift ptatform

breaks free from

the crane arm and

ptummets. Jake and

Sherry are dropped to

the lower ptatform.

Rotate the Left Stick

rapidty to ctimb onto the lower platform. Jake and Sherry must now

crawl through a shrinking space. PressAction repeatedty and rapidty

by tapping your index finger on it, which makes Jake crawl across the

platform to Room B.

ON TO THE NEXT MECHANICAT
NIGHTMARE

Turn around, enter

Room B, and move to

the elevator controI

console. Press the

Partner Action button

to move on to the

next area,
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Leave -rhe Ustanak battte area, proceed down the corridor, and head

to lhe right. The last Serpenr Emblem in Jake's Campajgn rests

agajnst the gas tank in the right corner. Unarmed, you must move up

lc jl and perform a metee kjck to take it out.
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SEND THE USTANAK PACKING

When you reach the first cargo containers, press the PartnerAction button to release the locks and hit the Ustanak with the cargo. Atthough this

knocks the creature back and gives you some breathing room, it stitl keeps coming! Resume crawting up the platform by moving each of your

character's arms. Continue untit the duo reach a stack of pipes. Press PartnerAction to retease them. The gate doesn't go down comptetety, so press

theAction button rapidly to fitl the onscreen gauge before the timer hand reaches the end.

The Ustanak lands back on the platform for one last attack. Continue crawling up the platform, hand over hand, until you reach the Etephant Kitler.

When you reach it, press PartnerAction one last time to quickty end Jake's scenario.

ENDING JAKI CHAPTER 5: RANKING CRITERIA

After viewing the end of Jake's campaign, you

untock a new Dog Tag just as you've done in

previous chapters. lf this is your first compteted

campaign, you atso untock atl eight skitl sets.

You are now abte to choose sets and switch

skiLts on the fly white reptaying this or other

campaigns. Agent Hunt is atso unlocked in the

Extra Content menu. lf a[[ three campaigns are

comptete at this time, Ada's Campaign is added

to the Campaign Setect menu.

.1 Any Betow Rank C

TOTAL RANKING POINTS TABTE

205

Lament@Xbox360iso



Lament@Xbox360iso



Lament@Xbox360iso



Ada's Campaign focuses on stealth as much

as it does action. When you p[ay as Ada, it is

important to take out enemies quickly and

silently. lf you kitt an enemy with a melee

finisher from behind or use the Crossbow to

shoot them 'in the head, they die without

alerting any other enemies. This is very

important because any enemies that are

aterted wi[[ chase after you and wiu set off an atarm, sending waves of enemies to your

position. lf this happens, an endless stream of foes will attack you until you can move to a

djfferent level of the ship.

Avoid the doorways protected by yettow

lasers. lf you touch them, they set off an

alarm that sends waves of enemies toward

you. Look for a way around them before

watking through them.

lgnore the path to the Left since it's protected

by yettow lasers. Continue watking forward

into a room with a sma[[ opening in the watt

on the [eft. Move to the opening and press

Action to crawl through it, or run and stide by

dashing with Action then pressing Aim to stide

through it.

DEATH FROM BEHIND
Continue beyond the laser door and watk down the hattway to the corner. Enter into cover until
you can see down the hatt, where a Neo-Umbretta J'avo is on patrol. Wait for the guard to come

near then use a melee attack to attack from behind cover and instantly kitt it. lf you move too far
in the passage, you'I peek past the corner and the J,avo witt be abte to see you.

Continue watking forward and you encounter

an area with another yettow laser door. Take a

left and enter into the steeping chambers. This

is another area that you can choose to crawl or

stide under. However, don't slide under this one

because a J'avo is waiting for you on the other

side. Crawl under the opening, watk behind the

J'avo, and take it down with a Steatth Hit.

SURPRISING ANOTHER
After you kill the J'avo, go near the door and

enter into cover. Look down the hattway to the

left. A J'avo watks back and forth down the halt

and witl spot you if you run out of the room.

This enemy won't come close enough for you

to finish it from behind cover. Wait for it to get

ctose and turn around. At that moment, run

aftelit and use a melee attack from behind.

ARROW THROUGH
THE HEAD

Continue along the path but take caution. You

encounter another laser door with a J'avo

hiding behind it. lf you move too ctose, the

enemy wi[[ spot you. Use this as an opportunity

to practice your Crossbow aim. Steady your

Crossbow and wait for the J'avo to stop

moving. Fire at its head to instantty kitt it
without aterting other enemies.
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MUTANT IN WAITING
Before the laser-covered door is a room to the right with a J'avo waiting

inside. This J'avo won't set off an atarm, but that doesn't mean it's

safe to just run in and kitt it. lf it sees you, it transforms into a Gtava-

Sluz, a J'avo mutation that attacks by spitting webs out of its mutated

head. To take this enemy out and prevent its mutation, first seek cover.

Aim and shoot at the monster's head with the Crossbow. lf you miss, it
automaticalty mutates. Wait for it to finish its mutation, then shoot the

Gtava-Stuz with the Crossbow to pin it to the wa[t. Run up and comptete

a kitt with a metee finisher.

The first chapter of Ada's Campaign features many J'avo that witl

mutate inio the Glava-Sluz, a i'avo with ihe abitity to spit webs oui

of its head. 0n

their own, these

monsters aren't

very threatening

because they're

easy to avoid,

and you can

easiLy take

them out with

melee attacks. When they're in g:"oups, however, they can be extremely

dangerous. Getting hit by their web freezes you in ptace, and you stitl

take damage from other enemies while you're confined. Tc escape from

the webs, you must comptete a rotation action on the controlter as

quickly as possible. When fighting a group of enemies, choose Glava-Sluz

as your first targets.

After defeating that J'avo, walk beyond the fence and enter the

crawtspace by pressing Action. Crawl around the winding duct untit you

emerge from the other end. Use a melee attack to destroy the crate.

Then, move to the end of the hat[, turn around, and jump down the

open hatch by pressing Action.

ANOTHER ONE UNAWARE

Walk down the hatl and destroy the item crate. Continue to the end

of the area and press Action to use Ada's grappting hook. Ctimb to the

upper level of the submarine. Continue to the doorway, enter cover,

and you see a J'avo watking up and down the hatt. Wait for it to turn

around, then run up behind

it and use Stealth Hit for an

instant kitt.

Watk to the end of the hall

and enter some cover by

the corner to see a J'avo

walking up and down the stairs. Wait for a metee finisher prompt to

appear when it gets close. Use a metee attack to putl it towards you

Slam it into the watI for an instant kit[.

THE FIRST REAL FIGHT

Watk to the end of

the hatt before the

descending staircase

and enter into cover.

Three Neo-Umbretta

J'avo stand there

but they cannot be

etiminated with a

Steatth Hit. Don't worry about an atarm, but you witl have to dispatch

them the old-fashioned way. Before starting this battte, prepare your

Crossbow and take out an enemy with a headshot to even your odds. You

can atso use a grenade to kitl one or more of them. Use the strategies

you've emptoyed up to this point and make an effort to conserye as

much ammo as possibte.

ATzuO OF IAVO
After taking out the enemies, break the item crate at the top of the

stairs. Descend the staircase and continue down the haltway. Move

around the crates and climb down another set of stairs. Continue

watking down the hattway, then turn left and walk down another

haltway. Through a window, you see J'avo in a room and additional foes

watking through the ha[[way.
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FIRST, THE ONE
IN THE ROOM

Watk near the boxes to remain concealed and

press Action to crouch and go into cover. Hotd

the button and walk to the end of the boxes,

but don't exit just yet. When both enemies

in the hallway start watking away, quickty run

past the halt toward the breakabte crates.

Enter cover again to stay hidden and observe

the lone J'avo in the room. Sitentty take it out

with the Crossbow Or, you may wait for it to
turn around and then you can run to the wa[[

between the two windows.

THEN, THE ONE
IN THE HAtt
Wait for the J'avo on patrol to turn around again.

Jump over one of the partitions, run up, and

perform a Steatth Hit. Once it's defeated, jump

back over the partition and destroy the item box

you ignored before. Jump over the partition again

and move to the far side of the room and away

from the window that is open to the hattway with

the J'avo. Wait for it to watk past and stop, then

fire you Crossbow for the kitt.

FINIALLY THE LONE
SURVIVOR

Smash the item crate in the room. Enter cover

by the door and wait for the other J'avo in the

ha[[ to stop moving. Then, run out and finish

with a Steatth Hit. Continue down the hatt,

take a right, and c[imb up the stairs.

9KFtF,H&lr EIMEILEIVIT
IN PLAIN SiIGHT

After you take out the J'avo in the hatlway,

you find a tiny sleeping area with littte more

than a bed and a cabinet. A Serpent Emblem

sits on top of the cabinet. You may destroy it
with any weapon, but the Crossbow is best*it

hetps to avoid catting attention to yoursetf.

THROUGH THE GRATE

Continue down the haltway

and enter the room to the

left. Smash the crate at

the end of the hatl, then

immediatety turn around and

jump down the open hatch.

Continue forward and crawl

through the vents at the end

of the room. Turn right and

continue to the grate, then

press Action to open it.

AN OLD-TASHIONED PUZZLE

Press Action again to jump down from the ducts. Unlike the rest of the cotd interior of the

submarine, this is a warm, fu[[y furnished room fit for a fancy home. Ada witt notice a picture and

mention that this room was probabty decorated by National SecurityAdvisor Derek Simmons. Walk

to the door and examine it by pressingAction. Ada notes that it's tocked and that you must sotve

the puzzte of the room to open it.

To start this puzzte, move behind

the partition and try to look

through the goggte-tike object in

the wa[[. Ada witl notice that the

picture is btocked by something.

Move back to the other side of the

walt and over to the goat head

hanging off the wall. Examine it
with Action. The horns wi[[ move

away from the goat's eyes.

Watk behind the wa[[ in the room

and examine the object in the

middte of the wall. You see the

picture as it truly is-a heltish

scene with an animal in the

center. This animal changes every

time you visit this puzzle. lt can

be a snake, a fish, or an eagte.
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Change the picture on the consote near the door

to match the painting in the center. Each console

controts a different section of the puzte-the

first section of the puzte is controtled by the

consote to the right of the painting, the second,

by the consote to the left of the painting, the

third by the consote across from the second,

and the final section is controtted by the other

console behind the partition.

First, move to the consote to the left of the door

and exam'ine it with Action. Press Retoad (@

on Xbox 360 and @ on PtayStation 3) to cycte

through the availabte pictures on the console.

You need to press it onty once to get the image

you need. Press Action to exit the console.

Once the console on the watl matches the

image in the painting, move to the consote by

the door and press Action to activate it and

unlock the door.

TURNING THE TURRETS

After solving the puzzte, press Action to open

the door and watk through. Ada witt step on a

glowing spot that activates a ceiting-mounted

turret that takes out a Neo-Umbretta J'avo.

These turrets wi[[ become a useful tool for

advancing through the upcoming rooms.

Waf k to the end of the ha[[way, turn teft,

then walk to the end of the ha[[ near

the gtowing panel. You see an enemy at

the end of the ha[[ near another turret.

Wa[k into the hatt and step on the panel,

then move back and wait untit the turret

finishes off the J'avo.

WATCHING A SHOW

Continue to the end of the hattway and

take a right. Move to the end of the next hattway and take another right, then pressAction on the

console near the door to open it. Enter the room and grab the Green Herb on the desk, the two

lncendiary Grenades to the right of the projector, and the Red Herb on the projector's [eft. press

Action to activate the projector and Ada wi[[ tearn about the son ofAtbert Wesker: Jake Mu[[er.

AMBUSH IN THE ROOM

Once the show's over, an

atarm sounds and three

Neo-Umbrel[a J'avo

attack. lf you want to

take them out quickly,

throw one of your

lncendiary Grenades into

the doorway and finish

off any survivors with

melee attacks.
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LURI THEM TO
THEIR DOOM
Watk out of the room and turn [eft, then

enter the newty opened room on the right.

Three J'avo wi[[ be waiting for you. Quickty

run out of the room and down the haltway

past the camera turret. Wait behind the

watl in cover and watch as the three J'avo

mindtessty run into the turret's path where

they are soon dispatched.

Return to the room, break the two item boxes,

then run beyond the crates. At the end of the

ha[[, two J'avo drop into the room from the

ceiling. Take them out with metee attacks

before they recover from their landing.

USE YOUR ENEMY'S
WEAPONS AGAINST HIM
Press Action to jump to the top of the crates

and press Action again to crawl through the

ducts above them. After you exit the ducts,

Aim and press Action to enter into cover and to

avoid a J'avo ambush.

Once there's a break in the gunfire, run to the

end of the haltway and press Action to jump

down. Run to the gtowing panel to activate the

ceiting turrets.

Run toward the breakabte boxes to goad enemies into the path of the turret. Then run past them,

take a [eft, and activate the other turret panel. Now that the turrets are active, run around the

area, avoid attacks, and wait for the turrets to finish off att of your foes. lf any enemies get near

you, use metee attacks and continue dodging.

When most of the J'avo are finished, wait in cover behind the large crate near the breakabte

boxes until you don't see any more enemies. Smash these item boxes and collect the 9mm Ammo

located on the crate near them. Walk around the crates and enter into cover before moving into

the next area on the right. AJ'avo controts a mounted turret and fires on you. Use theAction

button to crouch and wait until the enemy stops firing, then advance forward to a set of crates on

the opposite side of the hall.

Pick up the Green Herb and wait

for the turret to stop shooting

again. Jump over the crates by

pressing Action, run toward the

next set of crates, and step on the

ceiling turret activation panet.

The turret wi[[ take out the J'avo

manning the turret, attowing you

to advance.

TO THE REACTOR

Go back to any item boxes that you might have

missed and destroy them, then return to the

door near the mounted turret and press Action

to open the gate. Walk through the doorway

and press Action to move on to the next area.272
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After you open the

door, turn left and

walk to the end of the

room. Turn around and

you witt be staring at

a Serpent Emblem.

Strike it with a melee

attack to cottect it.
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FINDING THE
ASSAULT SHOTGUN
Smash the box behind the pitlar, walk to the

wa[, and turn right. Destroy the crate at the

end of the ha[t, walk to the hatch, and press

Action to jump down. Walk forward and you

find the Assault Shotgun, a powerful new

weapon forAda.

Go down the hatt and take a right at

the T-intersection. A Gtava-Smech and a

destructible box are on the [eft. However,

fighting the GLava-Smech may be more trouble

than the item box is worth.

KILL TO AVOID A FIGHT
Take a left and enter cover. You see a lone

J'avo in the hatt. Take it out with a Crossbow

headshot to keep it from aterting the Glava-

Smech. lf you miss and the Gtava-Smech

is alerted, you witl have to take out both

creatures. Don't forget to smash the box in the

room with the Glava-Smech.

Watk down the hatt and enter cover at the corner. You see another J'avo but this one is watking

up and down the corridor. Wait for it to turn around then run up to it and use a Steatth Hit to

eliminate it.

FIGHTING BY THE REACTOR

Go to the end of the ha[[, take a [eft, and press Action to climb the ladder. Walk to the end of

the hatt, turn to the [eft, and prepare to fight. Three enemies two J'avo and a Ruka-Khvatanje-

come straight at you. Equip yourAssault Shotgun, wait for them, and then take them out. Run to

the box on the left side of the room and destroy it. Another J'avo attacks you there. Wait for it to
stop shooting then kitt it. Afterward, run to the crate on the other side of the room.

A MAIOR BLUNDER

Two additional J'avo appear and attack you from across the gap in the room. lf you shoot one of

them a couple times it witt fatt while shooting and start a cinematic. The J'avo hits an exptosive

canister, damages the submarine, and atlows water to flood the vesset.

FIGHTING IN THE CONTROL ROOM
Run to the platform at the center of the walkway and press Action to fire Ada's grappling hook.

Move to the door, untock it, then open it with Action. Move through the doorway and then to the

right. A J'avo appears. Save your ammo by

using metee attacks against it.

RUNNING THROUGH
THE CATWATKS

Destroy the box to the left, turn around, and

move to the locked door. Unlock and open

it, then move through the doorway. Turn

to the left and press Action to jump across

the gap. NoW turn right and continue down

the catwatk until you run into another spot

where you can use Ada's grappling hook.

Ada witt jump but her landing area becomes

unstable, so quickty move forward.
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Dash through the area so you can easity bypass

the various obstacles that you must jump over.

Move around the catwalk and over another

set of pipes. Jump onto the upper area with

Action. Move toward the locked door, untock it,

then open it. Follow the curving hatlway until

you reach the end, then press Action to jump

away with Ada's grappting hook.

Wa[k down the haltway and you encounter a

pair of J'avo, one with a wrist btade and one

with a machine pistot. Use a Quick Shot and

a metee finisher on the J'avo with the wrist

btade. Move into cover and wait for the gun-

wietding J'avo to stop fir'ing. Once it stops,

run toward it and perform melee attacks until

it is eliminated.

THE SUB IS SINKING
Walk through the doorway and destroy the

item crate on your left. Move to the end of the

haltway and press Action to use the grappting

hook. At this point, the submarine witt begin

to flood and turn on its axis. Move forward as

quickty as you can and avoid the fatling debris.

Before you can reach the end of the hattway,

Ada w'itt slip and fatl on top of a crate. Wait for

an Action prompt and press the button when it
appears to rotl to safety.

SiEFPFNT EMEILEIVI:
Ncl TIME FclFI
EXPLclFIATION

Ctimb the ladder; run down the watkway, and jump

down by pressingAction. Turn right and move to

the vatve located on the wa[[. PressAction and a

Quick Timing Event wi[[ start. Quickty rotate or

shake the teft stick to turn the valve.

ESCAPING THE FLOOD

Watk to the end of the hatl and take a right. When you reach the end of the hatt, rushing water

floods the area. At this point, you must constantty move orAda witt be overtaken by the rushing

water. Press Action to ascend using the grappling hook, run to the ladder on the teft, and press

Action to ctimb.

At the top of the ladder, run forward and press Action to jump across the gap on the [eft. Move

to the end of the hatl and press Action to ctimb up the ladder on the right. Run to the gap on

the teft and press Action to jump across it. Press Action again to climb up the tadder. Now, run

to the end of the hatl and look to your [eft. You see a smatl opening near the ground. press

Action to crawl under it.

You are immediately ambushed by a Noga-Trchanje, a J'avo whose legs have mutated into spider-

like appendages. Shoot it with the Ammo Box 50 or Assault Shotgun. After it's dead, run forward

and turn to the [eft.

Before ctimbing the ladder in front of you,

you see a Serpent Emblem to the right of the

ladder. Quickly shoot it and keep movinq.
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Retrace your steps to the crawl space, walk to

the end of the hatl, then climb the tadder to

your right. Run to the end of the watkway, turn

right, and press Action to crawl under the pipe.

To crawl under the pipe faster, repeatedty press

Action. Crawl to the end of the area and run

forward untit you can use the grappting hook.

Turn around and watk down the grates toward

the ladder. Press Action to climb it. At the top

of the ladder, turn right, then right again to

another ladder, and press Action to ctimb. Move

around the crates on the ground. Dash forward

white hotding Action to jump across the gap.

Move toward the ladder and climb it.

Run forward and press Action to ctimb on top

of the crates. Then, turn right and press Action

again to jump over additional crates. Run up

the stairs and turn right to run over the grates.

Press Action to use the grappting hook and

ascend to safety.
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SEETPEIVT EMEILEM:
EIEHIND THE WALL

After kitting the Gnezdo, move forward and

jump over the partition. Then turn around

to see a Serpent Embtem that you can

break with a metee attack.

CLIMBING DOWN
THE SUB

Destroy the boxes behind the partition. Jump

over it and move to the end of the halt. Take a

right, ctimb up the ladder, then ctimb the next

ladder to your right. Turn right and walk to the

hote in the wa[t. Press Action to crawl through

it then press Action to jump down.

OUT OF POWER

Ada witt land on a ptatform with a consote on

it. Press Action to examine it. She notices that

no power is flowing to it. You must restore the

power before this console can be activated.

PressAction to jump off the ptatform. Move to the partition at the end of the hatt. Jump over it
then watk forward and jump over another partition. Press Action again to jump down into

the area below

INSECT INFESTATION

Once you [and, you immediatety see a pair of Gnezdo in front of you. You need to conserve your

ammo for the battles to come, so prepare to run past them.

This section af

the submarine is

swarming with

Gnezdo, which

are difficult to kili

and can quickly

*verwhelm you. An

upcoming battle wil[

require most of yaur

ammunition, s0 you

should avoid these

Gnezdc wherever

possibie. This seetion is also hon"re to a maze of underwater entrances and exits that you can

use to avold the Gnezdo, since they won't chase you underwater. As a result, you rnay hav€ to

deviate from this walkthrough at varifrus p.uints. Use the rnap to find the best place to emerge,

advance to the next section, and avaid the Gnezdo"

RUNNING TO THE WATER

Move into the opening on

the [eft, jump over the

partition, and destroy the

box. Move to the end of the

room and destroy another

box for its contents. Turn

around and jump through

the partition on the right.

NoW turn right and jump

down the opening in the

floor and into the water.
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SWIMMING TO
THE SWITCH

Dive down and take a slight right, then swim

forward past the ladders on the ground until you

reach a watt. When you look up you can see an

opening that can be used to escape the water.

RESTORE POWER

Emerge from the water, move forward, ctimb

the watt, and then press Action to putl the

lever, which restores power to the submarine.

Turn around and return to the water. Go back

the way you came to the opening by swimming

over the ladders.

After you emerge, move to the opening across

the room and jump into the water. Swim

forward, take a [eft, then exit the water

through the opening above you. Move forward

and press Action to kick the console, which

opens the doors in front of you.

BACKTO THE CONSOTE

Ctimb into the doors, move forward, and then

press Action to use the grappting hook. Continue

forward and press Action to ctimb the crates.

Turn left and pressAction to climb under the

opening on the wall. When you reach the

grating, press Action to kick it out of your way.

POP QUIZ
Press action to drop from the ducts then move

to the raised ptatform with the console on

it. Approach the consote and press Action to

activate it. You witl be surprised to hear the

voice of Ada Wong. This other Ada witl ask you

questions that you must answer by pressing

Partner Action whenever you're prompted.

Be prepared to fight as soon as the Ada voice

starts tatking, J'avo begin to flood the room.

Your best chance of survival is to avoid their

attacks. As you kilt the J'avo in the room,

more witl appear to take their place. When the

Partner Command prompt appears, move near

the consote (you don't need to be on the ptatform) and press the button to answer the questions

asked of you.

KEEP THEM AIIVE
lmmediately target the J'avo with the machine gun and keep the J'avo with wrist btades ative.

Attacking them might cause them to mutate into other J'avo forms tike the Gtava-Dim, which

spews poison that wi[[ quickty incapacitate you. They might even turn into a Gnezdo, which witl

be incredibty difficutt to beat whil.e you answer the computer's questions.

The easiest way to avoid the J'avo is to jump onto the ptatform, wait for them to fottow you up

there, then jump off. Repeat this process untiI you've answered atl of the voice's questions.

ESCAPE THE SUB

You must answer five questions before you can

move on. When you've answered at[ of the

questions, move back to the ptatform with the

consote. A grappting hook prompt witl appear.

Press the Action button to escape the sub and

comptete the chapter.
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ADA CHAPTER 1: RANKING CRITERIA

-1 Any Below Rank C

TOTAT RANKING POINTS TABTE

-2 Any Below Rank D

Lament@Xbox360iso



Before jumping into the open hole, move behind the large grave and

Look down to see a Serpent Emblem. Use a metee attack to break it.
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WELCOME TO
YOUR GRAVE

Smash the box behind the large grave then

return to the front of the headstones. Jump

into the opening in the ground by pressing

Action. Walk forward then move down the

stairs. Make a slight right turn and jump down

the opening where the ladder is.

Destroy the three barrets on the left and

continue out the doorway. Take a left and watk

down the hallway, move through the doorway,

then take a [eft. Examine the chest in the room

by pressing Action. You notice it's tocked with a

large, yetlow padlock. Destroy the padtock by

shooting it.

COAT OF ARMS, PART A
Move to the chest and open it by pressing

Action. lt contains the Simmons Family Crest

Piece A, which you need to complete the

puzzle of the cathedral. Pick it up from the

chest by pressing Reload.

After you pick up the crest, you find that the

entrance to the room is seated by iron bars.

Two zombies appear to your right. The zombies

are crawting on the ground, so move back

and wait for them to try to grab you. When

they miss, run up and crush their heads with a

metee finisher.

STRANGELY SHAPED KEY

After the zombies are defeated, a door opens. Move through the door and destroy the barrets

inside. Then, move to the end of the watkway. Press Action to use the grappting hook, then move

forward and cUmb up the ladder to return to ground [eve[. Continue forward and examine the door

with Action. You notice an indentation on the door. Press Action again to ptace the first part of the

Simmons Famity Crest into the indentation, which opens up a door to a crypt across the graveyard.

TO THE CRYPT

Turn around and watk down the stone path.

When the path diverges, take a [eft, watk

forward, then take another left and destroy

the barrets in front of you. Turn around, take a

right, and return to the original path. Take a teft

and walk down the path to the end. Turn left

at the wa[[ and you find the open crypt on your

[eft. Press Action to jump into the crypt then

continue forward and down the stairs. Turn teft

at the corner and continue toward the door.

Open the door by pressing Action and continue

through the door. You arrive in a large room

with several areas btocked off by steel gates.

lgnore these for now and go up the stairs to your teft.

COTTECTING AND USING THE AMBER KEY

At the top of the stairs, destroy the box then turn teft and shoot the padtock to your teft. Watk

over the bridge that is lowered. After crossing the bridge, press Action to open the chest to reveal

the Amber Key. Now, return to the ground floor of the room. Move to the door with a green jewet

on it and press Action to untock it using the Amber Key.
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A HANGING PUZZLE

Pass through the door and Ada sees a zombie pu[[

of the room down a hote that immediatety closes.

complete. Run up and kill the zombie with

melee attacks, then break the barrets at the

end of the room. Be sure to pick up the Sniper

Rifle tying on the ground against the switch.

You notice that many zombie corpses are

hanging from the ceiting in this room. Padtocks

are near the heads of each one. When you

shoot the padtocks, the zombies drop and give you an item. Shoot them down to cottect some

ammo. Once you shoot a zombie down, it wi[[ give you an item onty once, so don't waste your

time repeatedty shooting the same zombie.

To sotve the puzzle in this room, move to the left side of the switch-the side the Sniper Rifle was

resting against-and push it using the Action button. Push it once more by pressing Action, then

shoot the corpse hanging above the switch. The corpse witt fatt on the switch and remain there,

keeping the hote open.

a handte, which drops the chest in the center

This is a hint for the puzzle you soon must

COAT OF ARMS, PART B

Move to the top of the platform and pressAction to jump down the hote. You

two zombies in chairs and three panels on the floor sparking with etectricity.

retrieve the Simmons Family Crest Piece B.

land in a room with

Open the chest and

After both zombies are on electrified panets,

another zombie wi[[ drop from the ceiting. Don't

kitt it immediatety because you need it to finish

the puzzle. Lure it to the final etectrified space

and use a metee attack on it. This causes the

zombie to fatl on the electrified panet, wh'ich

comptetes the circuit and sotves the puzzte.

PUT A PIN IN IT
The door in the room witl open, a[towing you

to escape. Go through the doorway, turn right,

and climb up the ladder to return to the room

in which you found the Amber Key. Now that

the power has been restored, putl the lever

near the unmarked steel gate. Move to the gate

and pressAction to open it. Three zombies witl

watk onto the panel and start milting about.

Jump to this platform by pressing Action.

SHOCKI NG

To sotve this second puzte, stand in front of the zombie that is behind the chest. Press Action

twice to move it to the etectrified panet. The zombie begins shaking as if the panel is an electric

chair and you receive a slight shock. Next, go to the other zombie in a chair and push it forward

six times. Move to its left side and push it forward once to ptace it on the panet.
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You falt to the floor betow, which kitts the three zombies. The floor

collapses when too much weight is ptaced on it. For now, cottect any

items dropped from the zombies and destroy the three item boxes in the

room. Move to the smatl opening on the wa[[ and pressAction to crawl

through it. Fotlow the

passage to the end

and climb up

the ladder to

your left to return

to the chamber.

To sotve the third

puzzle, equip the

Crossbow and shoot

each zombie in the

chest to pin it to the

watl. lf a zombie is

too far from the wat[,

wait for it to stand up

then shoot it again. lf
you require more arrows, jump onto the ptatform to kitt the remaining

zombies, cotlect the arrows they drop, then ctimb back up.

Once a[[ three

zombies are attached

to the wat[, jump

onto the ptatform and

approach the chest.

Open it and pick up

the Simmons Family

Ring inside.

Move on top of the grave near the broken ladder and press Action to
grapple to the top of a crypt. Move forward here and press Action again

to use the grappting hook to swing through an open roof of a crypt.

INCOMPTETE FACE

Watk forward and press Action to jump down to the levet below. you

notice a statue of a skult with one jeweled eye and a missing gotd

tooth. Move toward

it and press Action to

examine it.

Two ctoaked zombies

appear, one with

a gold tooth and

another with a

jeweted eye. The items probabty belong in the skutt statue. Move toward

the ladder, break the two boxes to its right, then ctimb the tadder. At

the top of the ladder, move forward and take a right at the watt. Move

toward the barrets and destroy them.

KIY RING
Return to the room with the hanging zombies and move toward the door

with the purpte jewets at the end of the room. press Action to untock the
door using the Simmons Famity Ring.

Watk through the doorway and pressAction to use the grappting hook.

Climb up the ladder to return to the graveyard.

A TOOTH FORA TOOTH
Continue to the door on the left. You encounter a cloaked zombie again.

It escapes through a door and shuts it, leaving you in a room fu[[ of
zombies. To conserve ammo, take out these monsters with melee attacks

as much as possibte. You won't have much trouble from them since

they're stow-moving. Watch out for the zombie holding the dynamite,

which explodes when he dies, potentiatty hurting you and any zombies

nearby. To quickly comptete this area, kitt him from a distance when he

is ctose to other zombies.222
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Continue through the door that opens and

chase after the ctoaked zombie. After you pass

through the doorway, the prison cetts open and

retease a horde of undead. You must kitt att of

them before you can move on. Use the Asautt

Shotgun to keep from being overrun-you won't

have much space to escape if they surround

you. Locate and kitt the Shrieker first among the

zombie mob. lf it shrieks, the zombies become

enraged, making them faster and stronger.

Once you've defeated the zombies, move through

the door at the end of the hatt, take a [eft, and

go down the stairs. Destroy the barrets then turn

left and enter the doorway. More zombies wi[[

appear in the hatlway. lgnore them and run down

the hall toward the ctoaked zombie. Perform a

metee attack as you run at it, then use a metee

attack to finish it off after it's hit the ground.

Upon its death, it drops the Skull's Gold Tooth.

Pick it up with Retoad and run out the door

before the other zombies can catch you.

ADAWONG, D.D.S.

Ctimb up the stairs and press the Action button

to craw[ through the hole on the [eft. Fottow

the crawl space to the end, then jump off the

platform to return to the room with the skutl

statue. Return to it and press Action to insert

the Skutt's Gold Tooth. After it's inserted,

turn around and move to the red spot on the

ground. Press Action to use the grappting hook

to travel to the upper [eve[ of the area.

AN EYE FORAN EYE

Take a few steps into

this area and the ground

cottapses underneath

you. Ada drops into

a crawl space with

giant spinning btades

behind her. Press Action

repeatedty to crawt

away from them as fast

as possible.

The path diverges to the right and you encounter two spitting zombies. Equip the Ammo Box

50 and take them out before they hit you with spit-it incapacitates you and makes you more

vulnerabte to the spinning btades.

Continue crawting to the exit where a Whopper

blocks your path. When you see an opening on

the teft, quickly turn and follow it until you can

escape the crawl space.

As soon as you exit, rush toward the cloaked

Pick up the Skull's Red Eye with Retoadzombie and take him out before the Whopper stands up.

and destroy the barrels at the back of the room.

ADAWONG, OPTOMETRIST

Leave the room and continue down the haltway until you reach some barrels. Destroy them then

turn right and travel up the stairs. Crawl through the opening at the end of the stairs then jump

down to return to the room with the skutl statue. Press Action in front of the statue to insert the

Skutl's Crystal Eye, which wi[[ open the gate to the [eft.
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COAT OF AR,\,{S, PAKT C

Continue through the gate and open the chest

to find the Simmons Famity Crest piece C.

Move around the chest and go to the back of

the room. Press Action to grappte to the upper

levets. Take a [eft, then make a right, and

cUmb back to the graveyard.

OPEIdII{G THT CRYPT

Co down the watkway to the [eft. Turn right at

the T-intersection and return to the front of

the cathedral. Press Action in front of the door

to insert Piece B of the Simmons Famiiy Crest.

Press Action again to insert Piece C, whjch witt

open the door to the crypt. Enter the crypt by

pressing Action. Then walk to the door and open
jt by presslng Action to comptete the stage.

s€Rp€wT €&/1S3&*K*\S:
LOOK E}EHIND YOU

Before movlng on, turn around and look up

after you jump down into the opening in

the crypt. You see a Serpent Embtem that

you should shoot down and collect.
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After she goes through both attack sequences, Deborah jumps off the mine cart and you suddenty

notice an exptosive barrel in your path. Shoot it wjth the Ammo Box 50 or the Assault Shotgun

just in case you miss with your first shot. You must dodge two more obstactes and destroy another

exptosive barrel in your way. At this point, the pattern repeats and you have to dodge two more

obstacles and obliterate another barret.

F{OI'E YOU F{AVE NNSURA$ICH

After the second barrel and obstacle sequence, Deborah returns to the mine cart. You must dodge a singte horizontal attack and then the cart

crashes, sending you and Deborah flying out of the cart.

You hang from a ledge until Leon helps you up. Quickty grab the

9mm Ammo lying on the ground, then destroy the two barrets and

pick up the second 9mm Ammo. Pul[ out a weapon and aim at

Deborah, who moves toward Helena with the intent to kilt. You have

oniy a few seconds to take her out, so make your shots count. The

number of hrts matters more than the power behind them, so use

the Ammo Box 50.

ANOTHER GOONSYE

Deborah's head exptodes and she wanders around aimlessty before

plummetlng to her death off the edge of the watkway. He[ena witl

say her final goodbyes. Then, you see a scene showing what Derek

Simmons djd to Hetena and Deborah to force her into hetping

him assassinate the President. Ada bids Leon goodbye. From her

communicator, the voice of Derek Simmons informs her of a nearby

research Laboratory's location.

TO THT LAB

Once you regain control ofAda, fotlow the path untiI you reach

three destructible pots. Watk into the etevator, turn around, and

press Actron to activate the etevator. lt takes you to the next stage.
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SUPEKSIZE BEAST

Now is the time to deal with the Whopper

Supreme. Move toward the entrance and take

a teft when your path is btocked. Look down at

the fence in the center of the room. You see a

sma[[ opening in the fence under which you can

crawt. Crawt under the fence but immediatety

turn around and crawl back under it again. This

prompts the Whopper Supreme to chase you,

and it destroys the gate on the [eft.

To defeat the Whopper Supreme, run laps

around the area near the staircase and crawl

space. Wait for the Whopper Supreme to

charge and then stop. Aim for its head with the

Crossbow and fire. lt should go down in about

four shots to the head. lf it stops next to the

generator near the fence with the crawl space,

shoot it with the Ammo Box 50 to etectrocute

the Whopper Supreme.

IT WON'T NEED
THIS ANYMORE

Watk to the door near the fences and destroy

the two item boxes nearby. Use Action to

examine the door. You notice that it's locked.

Return to the area where the Whopper

Supreme was contained and examine its corpse

to find the Laboratory Key. Destroy the two

crates to the right, return to the door, and

open it with the key.

SUPREME SURPRISE

Watk through the doorway then turn right.

Move to the end of the watkway and press

the Action button to travel across the gap. A

Whopper Supreme witt fatt from the ceiling

and attack. Avoid the beast's attacks and

shoot it repeatedty with the Crossbow each

time it stops.

THE MAIADOR
Equip theAssautt Shotgun then continue forward and destroy the two boxes on your right. As

soon as you move down the path, a Napad wi[[ burst through the door in front of you and charge.

Quickty move to the teft or right, which causes

it to miss you. Then turn around and btast it in

the back with the Shotgun to destroy its armor.

Blast it in the back again and it quickty fatts.

Wa[k into the area in which the Napad was

contained and open the chest inside to find a

Silver Queen, which awards 4,000 Skitt Points.

THE MAIADOR RETURNS

Turn around and go to the [eft. Watk to the end of the passage and break the box there. Watk

through the doorway, turn [eft, and continue through the hattway. Another Napad charges at you

from behind a set of doors. Dodge to the side then turn around and destroy it with the Assautt

Shotgun. Watk to the end of the haltway and jump down the gap in the floor.

SiEFTF,EI\'tr EIMBLEM:
NclT EVEN TFIYING

After you jump, immediatety turn around. A

Serpent Emblem is available there. Crush it
with a metee attack.
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NOTA GOOD SIGN
Move down the path to the right, destroy the boxes,

then turn around and continue down the path. Once

you've reached the end, press Action to crawl under

the grating. Move forward and press Action again to

use the grappling hook. You land in an area surrounded

by chrysalids. Move to the right and destroy the box in

front of you, then turn around and continue down the

catwatk. Destroy the two item boxes you encounter,

turn to the right, and continue toward another set of

boxes. Jump to the tower left and smash another crate.

After destroying the boxes, turn left and walk up the

stairs to a room fu[[ of chambers containing C-Virus

experiments. Turn to the right, smash another box,

then turn around and continue down the watkway

toward a set of boxes at the end of the hat[. Smash

them, then continue down the watkway toward

another item box.

HARD ROCK GAUNTLET

Before you can reach the box, an alarm sounds and

the doors on your right shut. Napads suddenty emerge

from the chrysatids in the room, and you must destroy

them before you can move on. Keep your distance from

the Napads by standing on the opposite side of the

raised ptatforms in the room. When one jumps on top

of the ptatform, quickty run around the ptatform to get

behind its back and shoot it. You witl quickty destroy

the Napads in this room by using this tactic.

Destroy the five boxes in the room and wait for two

other Napads to enter. Use the same tactics to kitt

these two as you did the others. lf you run out of

Shotgun shetls, use the Crossbow or the Sniper Rifle

and continue leading the Napads to the

raised ptatforms.

Another Napad emerges from the room with the

experimental chambers. Run behind it white it's stitt

spawning and, after it futty emerges, shoot it in the

back for a quick kit[.

HAPPY BIRTHDAYADAWONG
After you destroy the fifth Napad, the

atarm ends and the doors in the room

with the ptatforms open. Go through the

doorway and take a left at the corner.

Take another left then move into a room

containing more spawning chambers and

a computer. You discover a tape labeled

"Happy Birthday Ada Wong. "

Ada ptaces the tape into the VCR and

footage of a creature emerging from

a chrysatid is disptayed. Surprisingly,

the creature looks eerity simitar to Ada

Wong. Ada then notices a familiar ring

on the hand of a man in the room.

Derek Simmons contacts Ada over the

communicator and they start to chat

about whatAda's currentty seeing. Ada quickty reatizes that she hasn't been tatking to

Derek Simmons at all. Ada then catls the actual Derek simmons and confronts him with
the information she learned from the Ada wong impostor. Ada then exits the facitity,

leaving a bomb behind to destroy the research laboratory.

ADA CHAPTER 2: RANKING CRITERTA

I

I

$
i{

I

-1 Any Betow Rank C

TOTAT RANKING POINTS TABTE

.2 Any Below Rank D
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SHEEP TO THE
STAUGHTER

Continue forward and destroy the item crate

on your [eft. Then turn around and move

toward the covered stall to find another item

box tucked away in the corner near a produce

stand. Move back to the main pathway. Two

J'avo run at you from across the top of the statts. wait for them to come to you, then remove

them from existence. Finish this area by destroying the box on your right.

SiEFIPENT-,EMBLEM:
AMclNG' THE TFIINKETS

HIDE OUTSIDE

Open the door and prepare for a fight. AJ'avo

armed with a machine pistol is directty across

from the door and another one stands to the

right. lmmediatety back out of the room and

enter some cover outside the buitding, facing

the doorway. One of the J'avo you shoot witl

probabty mutate into a Strelats. lf so, take it
out and exit the room.

ln this chapter, you wil[ encounter the lizard-

like Strelats mutation on occasion when you

attack J'avo. When you fight a Stretats, hide

behind an object to avoid its needte attacks.

After it fires, run toward the beast and

strike with a metee attack to stun it. Then,

perform a mutti-prompt melee finisher-use

a rnetee attack, then quickty press melee

attack again, then Action, then either Action,

Reload, or metee attack again to finish the

combo. Two of these witl finish this monster

off for good, even if the prompt is missed. lf
you run at this creature haphazardly, it wi[[

either emit a cloud of smoke, stunning you,

or spit an acidic fluid which can damage you.

The best way to take it down is to rush it
after it attacks from a distance.

Head past the covered sta[[ and down the

main street until your path is btocked by

partitions. Look to your left to see a stalt

full of fans, necktaces, and other trinkets.

At the top of the statl's right walt, a Serpent

Embtem is hidden among the other objects.

Shoot it to coltect it.

BATTLE IN THE MARKET

Go back down the main street until you see a gap between the statts on the right. Watk through

the gap and continue down the path on the right behind the statts. Smash the box on the teft,

then keep moving until your path is btocked. You confront a pair of J'avo. Take them out with a

combination of headshots and melee attacks-

Return to the main street, take a

[eft, and break the box in the statt

to the [eft. Continue down the

path until you're btocked by more

partitions. Take a left toward the

buitding. Before you enter, grab

the 9mm Ammo sitting on a tabte

near the door.)\)
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UNNECESSARY FORCE

Exit the building and take a right. Smash the three boxes in the hattway

then walk out to the main street. You witness a J'avo gun down a trio

of civilians in cotd btood. Take the J'avo out with metee attacks or any

weapon that you have a lot of ammo for.

SEFIPENT EMFLEM:
IN THE HCILE

Continue down

the main street

and take a right

to reach the area

behind the sta[ts.

When you reach

the walt, take

another right and

The Strelats runs to

the top of the stalts,

which makes him

difficutt to hit. lf you

move to the haltway,

the statls block its

needles white you are

abte to shoot it safely.

Return to the main street and take out the J'avo, which will be hiding

in cover behind a sta[[. Take aim at its legs with the Crossbow and shoot

them out from under it.

COMPTETETY

Watk to the end of

the street where you

see a chrysatid and

a J'avo to the right.

Catch the J'avo off

guard with the Sniper

Rifle or Crossbow.

UNA}VARE

head toward partitions btocking off a section of the main street. A

Serpent Emblem'is lodged in one of the partitions. Approach it and

hit it with a metee attack to coLtect it,

SNIPING A STRELATS

Destroy the box on your way back to the main street. Continue watking

down the street untiI a J'avo and a Strelats attack. Run back to the

hattway near the buitding and equip the Sniper Rifle.

Afterward run to the bus at the end of the street before Stretats emerge

from the chrysatids. Don't waste your resources fighting them at this

point. lnstead, run to the bus and press Action to grappte toward the

next area.

ZJJ
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DOESN'T SEEM FAIR

Walk down the alteyway and turn to the right. PressAction to grappte to

the next area. You must cotlect a key from the other side of the ptaza,

which is futl of zombies. White it may seem like overkitt, you shoutd

take out a[[ of these threats with the Sniper Rifle to make the upcoming

confrontation easier. Atotal of nine zombies are in the area, so count

each kil[. Move down to the plaza once you've finished a[[ of them off.

After the zombies

are removed from

the scene, walk

around the area and

cotlect any items

they dropped. Pick up

other items [ocated

around the area,

inctuding a Green Herb on a tabte across the ptaza from the locked door.

You shoutd also bash the five crates in the area.

PICK UP
THE KEY

When you've gathered

the items, move to

the zombie corpse

and pick up the Back

Street Key. A zombie

nearby witl come to life after you pick up the key. Wait near it and use a

metee attack. Then move to the door and press Action to open it.

ATTACK FROM BEHIND
The Ubistvo attacks you from behind, but you dodge at the tast second.

It atso grabs the key with its chainsaw, so you need to take him down

and reclaim the key before you can move on. The Ubistvo is incredibty

deadty and can kill you in a single hit. Keep your distance and attack it
with theAssault Shotgun. lt's easy to avoid the Ubistvo if you ctimb a

ladder to get to the top of a statl and fire at it from above untit it jumps

after you. When it does, jump off the sta[[ and wait for it to fottow you

down. Then, climb back up the ladder and repeat this process untit you

defeat it.

More zombies enter

the area during the

Ubistvo fight. White

your primary foe may

take some of the

zombies out, it wit[

probabty knock them

to the ground and

force you to deal with an army of crawting zombies. Fire at them while

backing away to safety exterminate them.

GET ON THE BUS

After the Ubistvo and the zombies have been defeated, go to the

Ubistvo's corpse and retrieve the Back Street Key. Move to the door,

untock it using the key, go through the doorway, and then turn [eft. Move

to the end of the ha[ and press Action to grappte to the scaffolding

above. Destroy the box in the corner. Then, turn left and run to the end

of the watkway. You wil[ automatical[y grappte onto an oncoming bus.

Shortty after you land on the bus, the Ubistvo returns and gives chase.

Don't worry about fighting it now since you won't be abte to stop it.
lnstead, run away to the edge of the bus and press Action to use the

grappting hook to swing to the other side. Repeat this process several

times on the bus to keep it from reaching you.
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Eventuatty, the bus passes under a low-hanging

bittboard that the Ubistvo crashes into, knocking

him off the vehicte. Quickly pressAction to

prevent the same thing from happening to you.

SiEFIPENT EMEILEM:
EIFIIEF clPPclFITUNITY

FINISH THE FIGHT
The Ubistvo chases you

onto the raitroad tracks

for one finat, decisive

battte. During this

fight, it's much easier

to avoid the attacks

because it moves much

stower and doesn't

attack as often. Before

it attacks, it stowly

walks toward you then

suddenly speeds up. Fire at it while it's moving stowly, then prepare to evade when it speeds up.

It onty charges in a straight [ine, so move out of its path to avoid getting hit. Even if it gets ctose

to you, it has a long wind-up before it strikes. Simpty ro[[ out of the way before it attacks.

Use Pipe Bomb Arrows and lncendiary Grenades to stun the Ubistvo. The exptosions will keep it
stunned long enough for you to reload and to fire again.

After you inflict a large amount of damage to the monster, a train roars down the tracks. Quickly

press Action or you are instantty kilted. Another prompt witl appear, this time for Retoad, then

another prompt forAction. When you miss your chance to escape via the train, the battte goes on.

Continue damaging the Ubistvo and avoiding its attacks-its tactics do not change. Eventually,

you intercept a BSAA radio transmission that aterts you to the current movements of the fake Ada

Wong. White you listen to this transmission, you are unable to attack the Ubistvo, so focus sotety

on dodging its attacks.

Another train passes by and this time you need to comptete a Quick riming Event. lf you're

successfut, you wit[ kick the Ubistvo, stunning it. Next, grappte onto the train. lt crashes into the

monster at futl speed, finishing the fight.

When the bus stops, putt out the Ammo Box

50 or another weapon that can fire quickty

and took to the teft. A Serpent Emblem is

attached to the buitding in front of you.

You have onty a short amount of time to

destroy this, so make sure your aim is true

before shooting.

After a brief stop, the bus reverses direction

and the Ubistvo climbs back on top. Wait at the

front of the bus for it to approach then press

Action to grappte to the back of it.

The Ubistvo turns around then comes after you

again. Wait by the back of the bus and press

Action to grapple to the front of the bus to

avoid it. Repeat this process two more times

before you escape from the bus to the raitroad

tracks above.aJo
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As you walk down the stairs, you might

catch a gtimpse of a Serpent Emblem at the

bottom of the stairs. Take out your Sniper

Rifle and shoot it from the top of the stairs.
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AIM FORTHE UBISTVO

Run down the passageway until you reach a four-way

intersection and then head to the right. Jump over the

gap and you land on a set of girders suspended in mid-

air. Destroy the six crates on the girders but watch for

any Noga-Let that might fly toward you.

Once you've destroyed the crates, equip the Sniper

Rifle. Shoot the Ubistvo to send it flying into an

electrified sign and to enabte Jake and Sherry to

continue on their way.

CONTINUE OVERTHE AREA

Continue to the end of the girders and grapple to the

next area. Run to the end of the watkway and take a

right at the corner. Jump across the various gaps untit

you can grapple to an area with ptants and a shack.

Hop over the pipe and destroy the three pots in the

corner on the [eft.

HE WON'T GO AWAY

The Ubistvo returns and attacks Jake and Sherry white

they are on their raft. Hop over another pipe and

destroy the crate along the watt. Head to the end of

the area and press Action to grappte onto the crane

located in the river. Keep an eye on Jake and Sherry

untit they manage to turn the tide against the Ubistvo.

An Action prompt appears and, when pressed at the

right time, drops the hanging girders onto the monster.

BYE BYE UBISTVO

The crane rotates and enables you

to jump onto another platform,

Jake and Sherry get separated, and

Sherry is stuck on her own to fend off

the Ubistvo. Move to the end of the

ptatform and wait for an Action prompt

to appear. Quickty press Action when it appears to grapple from the crane and to save

sherry from the raft. The stunned Ubistvo is destroyed once and for att by the btades of a

helicopter spinning in the water.

OFF TO THE CARRIER

Action near the jet ski and zoom off toward the

eavesdropping on the BSM.

After saving Sherry move to the red

ptate on the ground and press Action

to jump down to the lower [eve[. Wa[k

down the path and grappte to the next

area. Continue atong the scaffotding

until you reach the docks. Ctimb down

the ladder and move toward the jet ski

located at the end of the docks. Press

aircraft carrier you heard about white

ADA CHAPTER 3: RANKING CRITERIA

.1 Any Betow Rank C

TOTAT RANKING POINTS TABTE

-2 Any Betow Rank D
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TAzuNG THEM OUT
SILENTLY

When you first enter the carrier, you see a

J'avo standing guard unawares. Run behind this

foe and use a Stealth Hit.

Turn around, smash the item box in the corner,

then return to where you kitted the J'avo.

Continue toward the door, untock it, then open

it. Slowty advance through this area and watch

for the J'avo creeping ahead. Wait for it to turn

around then you can finish with a Stealth Hit.

Go through the doorway and observe the J'avo

watking through the opposite end of the ha[[.

When it turns around, run down the hall and

take cover outside the doorway. Wait for it to
approach you and turn around again. Use a

Stealth Hit to eliminate this potential threat.

THREE PASSCODES

Press Action to activate the consote on the

wat[. You learn that Ada must find three

different Passcodes to open the door.

PASSCODE A
Turn around and enter cover

against the watl that separates the

doorway and the right hattway. A

J'avo enters the room. Wait for

it to watk toward you and turn

around. Then, move behind it for

a Stealth Hit. lt drops Passcode

A, the first of the three passcodes

required for the door.

A SUDDEN
RASKTAPANIE ATTACK

After you pick up PasscodeA, a Rasklapanje slides

into the room from the grates above. Shoot it

with the Assault Shotgun to break it in half and

keep firing at it to take out its legs and torso.

Within this area you encount€r several of the grotesque R.asktapanje. Often these enemies aren't

much lrouble. You can destroy them quickly in a single Shotgun blast" However, this stage is a

comptex maze and,

when left alone, the

Rasklapanje revives

and pursues you. To

prevent an attack from

behind, listen for the

stumb[ing Rasklapanje's

movement and

its screams.

RETURN TO AS SAS S INATING
Watk to the door and press Action to open it.

Move down the stairs, turn to the right, and

ready your Crossbow You see a J'avo watking

around. Finish it off with an Arrow to the head.

Enter cover and look down the hatlway facing

the door through which you entered. Wait for

the J'avo in the haltway to turn around, then

run behind it to perform a Stealth Hit.

Look for the hattway that extends from the

side of the hattway you're in. Enter cover,

look down this second haltway, and wait for a

J'avo to watk past. When it faces away from

you, run behind it and use a Steatth Hit for an

instant kitt.
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RASKIAPANIE RETURN

Around this time, the Rasklapanje witl revive if you were unabte to finish

it off for good. Listen for the legs to stosh behind you and shoot them

out if the beast comes close.

DON'T LET THEM KNOW
Untock the white door at the end of the hatl usingAction to open it.

Don't move through the doorway too quickty or a J'avo in the ha[[ to the

left spots you. Wait for it to turn around then perform a Stealth Hit.

WAITING IS THE HARDEST PART

You see a room with

a porthote in the

hallway that the J'avo

once walked in. Look

through the porthole

and wait for the J'avo

to watk by and to turn

around. Then you can

open the porthole. Quickty run behind it and finish it off with a deadty

Steatth Hit.

PASSCODE B?

The J'avo drops Passcode B. But as you move to pick it up, a Rasktapanje

torso appears from a grate, swaltows it, then moves back into the

grates. You must chase it down but, if you wait in the room, it eventually

comes to you. Use this opportunity to finish off the Rasktapanje and

reclaim Passcode B.

BEAR COMMANDER

Exit the room and watk down the hattway to the [eft. Take a right and

continue until the path diverges to the right. Fottow its twists then

open the door on

your right. Enter

the room and move

near the case on the

tabte to pick up the

Bear Commander, an

assault rifle with a

grenade launcher for

its atternate fire.

Open the suitcase

next to the Bear

Commander and grab

the Silver King inside

the case. This item is

worth significant Skit[

Points (5,000). Turn around and break the crate on the sofa.

DON'T NEED TO GO?

A box is in the bathroom but you might summon a Rasktapanje by moving

the near grate, which makes approaching the box more troubte than it's

probabty worth. Go after the box or simpty ignore it. Exit the room and

turn right then move to the right again. Move to the end of the hatt and

watk through it.
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TRI-AL BY FIRE

must fight it in a very cramped area. Battte

the spewing fire.

Watk down the hattway until it splits to the right,

then continue down the hatt. As you watk through

the ha[[way, a pipe ruptures and begins spewing

fire. A Rasktapanje attacks you from a grate. When

prompted, quickty press Action to take it out.

Another Rasklapanje attacks from behind and you

the Rasktapanje with melee attacks to knock it into

BIOW'EMAWAY
Continue down the hatt and

walk up the stairs. Several

J'avo and a Rasklapanje torso

appear in the hat[. Use this

as an opportunity to test the

Bear Commander's grenade

Iauncher attachment. Change

modes on the gun and fire an

exptosive round into the hallway to take out several of the enemies. Then, fire another shot at

any stragglers.

PASSCODE C

Watk into the doorway on the right and open the door. Kitt the singte J'avo inside and grab

Passcode C from its corpse.

Exit the room, head back to the hatlway, and turn right. Enter the door on the teft and destroy

the box on the lower bed. Then return to the hatt and enter the other door. Grab an lncendiary

Grenade from the top-[eft bunk.

Go back down the ha[[ and enter the room on

the [eft. Break the crate at the far end of the

room, go across the hatl into the other room,

and break the box on the [eft. Return to the

hatt, take a right, then unlock and open the

door. Enter the cafeteria on the right and

destroy the two boxes inside. NoW return to

the hattway.

INPUT THE PASSCODES

Continue down the hatt, go up the stairs on the

[eft, then walk down the hatt on your teft to go

back to the console. Press Action to activate

the console-the three passcodes witI activate

the device.

GOODBYE TO THE
RASKTAPANIE

Open the door and enter the room. Two

Rasktapanje attack you. Use the Bear

Commander's grenades to break them apart.

You can then choose to kitt the separated

pieces with another grenade (if they're ctose

by) or simply run past them.

TO THE BRIDGE

Wa[k up the stairs and smash the item box.

Take a left and watk to the crates. Press Action

to use the grappting hook to ascend to the

upper [eve[. You wi[[ hear the voice of the fake

Ada over the intercom as you move to the door

at the end of the hat[. Activate the door to

move to a different [eve[ of the aircraft carrier. 243
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SiEFI]'EIVI EMEILEM:
THE FAMILY STOPPED TFIYING

After grappting

away from the

patrol boat, look to

your left to find a

Serpent Emblem on

the ground. Break it
with a melee attack,

A BATTTE BELOW

Head to the open doorway then take a left and then a right at the corner. Take a left at the end of

the path and go around the yetlow bars. Press Action to jump into the ducts and pressAction again

to crawt through the ducts. As you crawt, you see Chris and Piers fighting a horde of J'avo. lgnore

their battte and keep moving.

Exit the ducts and move to the end of the room. Press Action to jump down the hote there. Move

forward to avoid being spotted, and then climb up the stairs. Walk into the room, take a teft, and

move through the open doorway. A J'avo waits in the room, but you must avoid it without being

seen. lf he sees you, you must take him out quickly. There are atso several item boxes that you

can break in this room for suppties.

AVOID THE GNEZDO
Watk through the open doorway, take a right, then head to the control room. ln here you find a

Gnezdo that you must avoid. Run to the right side of the room and then run toward the big red button.

Move to the button, press Action to unlock the door, then head through the doorway. Move around

the consoles in the middte of the room then head toward the window and jump out.

AVOID THE
SPOTLIGHTS AGAIN
Take a right and jump down the open hatch.

Prepare to run when you encounter another

area covered by a patrol boat.

Hotd down Action and move to the left to jump

over any obstactes. You cannot completety

outrun the tight, but there is a crawl space

avaitabte ahead. Press Action to crawl through

it when the prompt appears. Crouch and wait

until the light passes by.

Once it passes by, crawl forward to the next

steel watl and wait for the search light to come

back around. When it leaves again, continue

forward into the crawl space on the [eft.

Lament@Xbox360iso



Dash quickty and efficientty to escape the

spottight. When the camera angle changes,

run to the left then loop around to reach

the grapple point. Press Action to escape the

spottight for good.

DON'T LET THEM KNOW
Break the item crates on the right then continue

to the teft. You see three enemies in a room to

the right, but you don't need to worry about

them. Enter into cover and sneak to the end of

the wat[. Peek out and shoot the lone J'avo near

the ladder with a Crossbow headshot.

Stay in cover to sneak past the J'avo in the

room. Press Action when you are in cover to

crouch under the windows.

SPIDERS IN THE DUCTS

Go into the doorway and pick up the Arrows on

the shetf to the right. Head back through the

doorway on the left and jump into the ducts at

the end of the room. Crawl through the ducts

but don't move too far forward. Two Noga-

Trchanje are crawling through the ducts, as

wet[. Wait for them to stop moving then shoot

each of them with the Crossbow.

THE TRUTH ABOUT CARTA

Take a right at the T-intersection and jump down the hole at the end of the duct. Head teft through

the door then left again up the stairs. Open the door to the right and watk into the room. You find a

suitcase on the desk and learn about the project to build anotherAda wong using the c-virus.

Ada witt also learn the name "carla Radames, " which appears to be the name of the Ada

doppetganger, and she finds a model of the Quad rower, which she takes. The fake Ada wong

suddenly fatts from the roof of the carrier onto the ground. lt tooks tike Carta died before Ada

even had a chance to meet her.

Once you regain control ofAda, look over the side of the carrier. Press Action to view Carla's

corpse then turn around and head toward the doorway on the right.
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When the etevator stops, exit and head

forward. Grab the 5.56mm Ammo, head [eft,

and grab another box of 5.56mm Ammo.

Move toward the open space and toward

Carta's corpse.

NOT WHAT IT SAEMS

As she moves toward Carta, Ada expresses

pity for her-until Carta suddenty revives and mutates into a monster. The mutated form of

Carla chases Ada back into the aircraft carrier, where you lock the door on the creature.

TAKE OUT ANOTHER
Go down the stairs, take a [eft, then a second

left, and go around the stairs toward a hatch

in the ground. Jump down the hatch. Head

forward but stop before reaching the corner. A

J'avo watks by. Wait for it to turn around then

run behind it and perform a stealth kitl. Go

back and destroy the box.

SEEPENT EMESLEM:
EMEILEM IN
THE LOCKEFI

Look in the broken tockers on the left side

of the walt. ln the locker farthest to the

right, a Serpent Emblem sits on the top

shetf . Destroy it to cotl.ect it.

INVESTIGATE THE BODY

Run to the end of the hatl and pressAction to

activate the etevator. Move into the etevator

shaft and press Action again.
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Before jumping down the hatch, you see a

Serpent Emblem to the left of the hatch.

Destroy it to cottect it.
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Once you enter a room, turn to the left and

destroy a box. Then, destroy the two red btobs

on the door. They drop items, which you should

pick up before exiting the room. Untock the

door and open it.

CARTA SPORES

Continue down the hatlway and you encounter

a mutant in the shape of the woman. These

Carla Spores are stow but deadly and incredibty

hard to kilt. Avoid them whenever you can.

Run past the Carla Spore and go right. At your

next opportunity, take a left when you can.

Untock and open the door you find. Head into

the conference room. Take a right at your first

opportunity then a teft. Grab the Green Herb

on the tabte then take a right.

TURN QUICKTY
Head to the teft and you encounter a valve.

Press Action to activate it. Furiously rotate the

stick to open the valve before a Carta Spore is

abte to interrupt you.

DEADLY OBSTACLES

After you open the doo6 run through and throw it shut behind you. This prevents the Carta Spores

from reaching you. Break the boxes to your [eft. Look above the box near the door and where you see

a btob in the shape of a face. This Carta Spore face attack you if you go too ctose to it and it inflicts

huge damage. Use the Bear Commander orAmmo Box 50 to stun it and then run underneath it.

SiEFIPHNIjf,. EMBLEIM:
AVOIEI THE SiPCIFIE

THE WALLS HAVE HANDS
As you move down this hatt, the watl grabs you

and you must complete a Quick Timing Event.

Rotate the left stick quickty to break free.

Continue to the left and then another wa[[

grabs you. Shake free, head to the door, and

throw it open.

Stun the Carta Spore face but take a left

instead of continuing through the doorway.

Move into the hatt to find a Red Herb and

a Serpent Emblem, Move to the Serpgnt

Emblem and break it. Then turn araund,

shoot the Carta Spore face, and run to

the doorway,

249
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ANOTHERIN YOURWAY
ln the next room, another Carta Spore face waits to attack you. Shoot it and run past it to avoid

injury. Go through the halt and you find a corner containing another Carla Spore face and a btue

canister of tiquid nitrogen. Shoot the canister to destroy the face, which reveats a weakness of
the Carta mutation.

RUN FROM YOURSETF

On your right is another

door with a valve.

Activate it with Action,

then quickty rotate the

left stick to open it. Head

down the stairs and break

the box on your [eft.

Head around the corner

and an enormous Carla

Spore face appears. You

must run for your [ife!

Dash down the hatt. Awatl on the right grabs you, and you must rotate the teft stick to escape.

Keep running down the hatt white hotdingAction to avoid any hurdtes you need to jump over.

Reach the end of the hatl and use the grappting

hook to quickty move through the carrier.

Ada witt eventuatly stumble. When this

happens, she turns around to see the giant face

coming straight toward her. At this point, Ada

wi[[ automaticatty equip the Ammo Box 50, no

matter how much ammo you have. lf you,re out

of ammo, switch to theAssautt Shotgun and shoot at the btue canisters on the ground. When you

destroy one, the Carla Spore face witt crumble.

Three red btobs that you can destroy for additionat ammo are nearby. Don't take them out with
metee attacks because they spray an acidic fluid that can injure you.

FACE YOUR
DESTINY

Take a teft through the haltway.

You reach another door with

a valve. Open it and enter a

room with the largest Carta

Spore you've seen so far.
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TAICHI, CHINA
Juty 1 ,2013

Having defeated Carla once and for att, Ada travets to Tatchi via a stoten

helicopter from the aircraft carrier. Ada sees the destruction caused

by Carta's missite firsthand and witnesses the horrific scene of a city

overrun by zombies. Surprisingty, Ada encounters Leon and Hetena as

they attempt to fight off a horde of zombies.

HIGH-RISEAREA ONE-ON.ONE DUEL

FTIGHT OF THE VAII(YRIE
Through most of this chapter, Ada pitots an attack heticopter armed

with machine guns and five powerful missites. Start by hetping Leon

and Helena survive a zombie onslaught by attacking the zombies

around them.

SiEFIPEIUT.EMBLEM:
IN THE TFIUCK

Move the chopper to the right

and shine its spotlight on the

yetlow truck to the left. You

see a Serpent Emblem in

the truck bed near the cabin,

and you can shoot it with the

helicopter's machine guns.

Take out all the zombies to allow Leon and Helena to move on. Then

pitot the helicopter farther through the city.

White flying through

the streets of Tatchi,

you encounter

another attack

heticopter pitoted by

J'avo. Take it out with

your machine guns.

Another helicopter witl attack you but this one is occupied by J,avo using

rocket launchers. Keep moving from side to side to avoid the rockets and

keep your crosshair fixed on the sides of the heticopter. Damage it w.ith

machine-gun fire while you shoot down its missi[es.

TWO.ON-ONE

Next, a pair of

choppers attacks,

one with rockets

and the other with

machine guns.

The chopper with

machine guns wi[[

attempt to block

you from shooting

the other chopper

when it fires rockets

at you. Take out the

one in front white

moving side to side

to avoid the rockets

from the distant

chopper. Use a missile on the closest heticopter to take it out more

quickty. After it's down, take out the second chopper and keep moving.

When the choppers are defeated, Ada witt fly to a high-rise buiLding

where she encounters a different, more powerful helicopter equipped

with formidabte missiles. Duck under the buitding to avoid the enemy

copter's missiles. Then pop out and blast it after it fires. After a few

seconds of gunfire, drop back down to avoid the heticopter's missites.

Repeat this process until the enemy heticopter is destroyed.
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While fighting the attack heticopter, move

down and to the rjght to find a Serpent

Emblem teetering on top of a sign. Shoot it
with the machine gun to coltect.
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Before you finish off the zombies on the second roof, move the

heticopter to the left and look at the area next to the roof. A

Serpent Emblem lies on the roof where it can be shot.
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STSCK UT

Cotlect the objects dropped by the zombres

you've kllLed lhen go down the starrs and

destroy the boxes to procure more items. Open

the chest near the boxes lo find First-Aid Spray

and a set of Pipe Bomb Arrows.

SW{f.lGIl{G f FJ At f',

Ctimb back up the stairs and move to the

ptatform on the opposite side of the hetipad.

Press Actron to grapple to the girders that are

suspended rn the arr.

ffiffiFEPE'$Y ffi{MI*LHfft4:
THE FINAI- EMBLEM

After landing on the girders, take out your

Sniper Rifle and look to the [eft. The B0th

and final Serpent Emblem is on the top of

the roof near a pipe. Shoot it to complete

your coLtection.
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GENETICS tAB
WRAPPING UP LOOSE ENDS

Ada's mission isn't over yet. She enters a strange

taboratory in an unknown location. Watk through the

strange hat[way.

You emerge from the hattway to find a room surrounded

by monitors. Move down the stairs and examine the

console in the middte of the room by pressing Action.

lnsert the model of the Quad Tower you picked up at the

aircraft carrier into the console. Screens begin showing

bizarre images of Carla and several researchers. Various

images of Carta's research on the C-Virus and victims

in chrysatid state appear. The ctip ends with Carta

describing what she catts her "greatest work yet.,'

walk around the console to the door in the center of the room. watk through the hattway

to find a lone chrysalid isotated in some kind of chamber.

The chrysatid begins to hatch. Before it can finish, empty a ctip from your Ammo Box 50

into it, destroying it. Proceed to retoad. Use your weapon to destroy the equipment and

notes located in the room. Empty ctip after ctip into them.

258
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Out of the corner of her eye, Ada spots an image of Carla and Simmons in happier times.

Ada throws the communicator toward it and watks away. With the tab in flames, she

receives a catl asking if she's ready for a new job. Congratulations! You've compteted

Resident Evil 6!

ADA CHAPTER 5: RANKING CRITERIA

.1 Any Betow Rank C

TOTAT RANKING POINTS TABLE

.2 Any Betow Rank D
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ilF€,ET"EilTf;KS A ffi ffi H rAqJ tT A.#-qffi-ffi t3T5
LEON S. KENNEDY LEON S. KENNEDY-COSTUME 1

UNTOCK CONDITIONS: Defautt UNLOCK CONDITIONS: Complete any stage as Leon with A Rank
or better

IOAD-OUT
Wing Shooter xl8
Shotgun x8
Remote Bomb x4
9mm Ammo x50
'1Z-Gauge Shetls x8
Heating Tablets x8

RECOMMENDED SKIILS: Quick Shot Damage lncrease, ltem Drop
lncrease, Power Counter

GENERAT STRATEGIES
Leon's default load-out is surprisingly underpowered because his onty

weapons are his Wing Shooter, which isn't terribly powerful, and the

Shotgun, which has a long detay between shots and is difficutt to use as

crowd controt. Focus on using the Wing Shooter and melee attacks to

buitd up time white using the Shotgun and your Remote Bombs against

stronger enemies.

Even though you can duat-wietd with the Wing Shooter, it's often better

not to. Dual-wielding adds a considerabte aiming penatty, causing you

to miss important distance shots or miss hitting weak points at close

range. Be sure your Shotgun is atways futty toaded so you won't have to

retoad at a critical time.

The Wing Shooter hos a unique Quick Attack when dualwielding that can be
performed as long as you have stamino, lf you're surrounded, consider using all
five hits of Leon's specia[ Quick Attock to stun the surrounding enemies and fin-
ish them off with melee attacks.

LOAD-OUT
Assautt Rifle RN x30
Sniper Rifle x6
Grenade Launcher x5
5.56mm Ammo x60
7.62mm Ammo x30

Heating Tabtets x4

RECOMMENDED SKILLS: Target Master, ltem Drop lncrease

GENERAT STRMEGIES
Untike Leon's default load-out, this swashbuckting Leon is loaded with powerful

weapons and is capabte of taking out any stage without much difficutty.

The Assautt Rifle RN in The Mercenaries is incredibty powerful and can

take down many normal enemies in onty a coupte shots. Use it to stun

enemies and finish them off with melee attacks to buitd up time and

ammo. When you are fighting enemies from a distance, pick them off
with the Sniper Rifle to keep your Combo Timer up and to save ammo

for yourAssautt Rifle. lf your inventory ever becomes fut[, consider

dropping your 7.62mm Ammo in favor of 5.56mm Ammo since the

Assautt Rifle RN

is reatty the only

weapon you need.

Save your grenade

launcher rounds for

stronger enemies

onty. The Assautt

Rifle RN is powerfut The Assautt Rifle RN is very powerful, even for an' assautt rifle! It con be used effectively ogainst every
enough on its own enemy, even at long range!

to quick(y take out the stronger normal enemies tike Btoodshots. This

load-out doesn't have many Healing Tablets, so watch for Green Herbs to

add to your case.
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HELENA HARPER

UNLOCKCONDITIONS: Comptete Urban Chaos as any character with
B Rank or better

HETENA HARPER-COSTUME 1

UNTOCKCONDITIONS: Comptete any stage as Hetena with A Rank or
better

IOAD-OUT
Picador x1 6

Hydra x3
Grenade Launcher x6
9mm Ammo x50
1 O-Gauge Shetts x30
Healing Tabtets x6

RECOMMENDED SKIILS: Quick Shot Power lncrease, Counter
Master, Pharmacist

GENERAL STRATEGIES
Hetena's default load-out is packed with weapons, giving you the chance

to take out atmost any enemy quickty. The Hydra is a unique weapon

that fires rapidty and does huge damage, but it is only effective on

enemies directly next to you. Use it to stun enemies and finish them off

with melee attacks to buitd up your timer.

When you run low on Hydra ammo, switch to the Picador and fottow

the same strategy. Against larger enemies, use your Grenade Launcher

to take them down. You don't have much ammo, so make sure each

shot counts-

The Hydro has three unique Quick Attacks that deal big damage and function os
a crouch, which auows her to avoid many attacks!

tOAD-OUT
Ammo Box 50 x50
Sniper Rifle x6
Herb(Red) xl
First-Aid Spray x1

lncendiary Grenade x3
9mm Ammo x50
7.62mm Ammo x20

RECOMMENDED SKILLS: Eagte Eye, Target Master, Take tt Easy

GENERAL STRATEGIES
Helena's atternate costume is a chatlenge because she has tittte in
terms of offensive power and no Heating Tablets. As a resutt, you

must immediate[y search out herbs in order to restore your health.

Atthough she begins with considerable ammo for the Ammo Box 50,

it's a weak weapon, which means you need to rely on the Sniper

Rifte to do damage to larger enemies.

Your first priority is

to use the Ammo Box

50 to stun enemies

and then finish

them with melee

attacks. Buitd up

your timer and get

some herbs. When you must build up extra time with Helena os often

Vou start sufferine as possible since you need to spend extra time
Iooking for healing items-she starts with only one

damage, you should First-Aid Sproy and no HealingTob[ets!

immediatety retreat, find the Green Herbs in the stage, and buitd

up your tablet case. While running, use your Sniper Rifte to take

out enemies from a distance to keep your Combo Timer up.
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CHRIS REDFIETD

UNLOCK CONDITIONS: None

LOAD-OUT
Assault Rifle for Special Tactics x30
Lightning Hawk x7
Combat Knife
Hand Grenade x3
5.56mm Ammo x60
.50 Action-Express Magnum Ammo x7

RECOMMENDED SKILLS: ltem Drop lncrease, Target Master,
NaturaI Heating

GENERAT STRATEGIES
The defautt version of Chris is fairty powerful and includes an assautt

rifle, a magnum, and a metee weapon that doesn't cost stamina to use.

Use the Combat Knife to take down weaker enemies and buitd up time.

Use the Assautt Rifle when you're overwhelmed, and use the Lightning

Hawk against stronger enemies.

Chris doesn't have anything to heal himself except for Heating Tabtets,

so retreat whenever your heatth is getting too low white using the

Combat Knife. lf enemies surround you, throw a Hand Grenade at them

to instantty take them out.

The Lightning Hawk is capable of killing many enemies in a single shot no matter
where it hits them! You can also shoot through multiple enemies, making it a
t r emendously powe rf u I weapon.

Although you only get one shot, Chris' Alternate load-out is the only place where
you can use the Rocket Launcher outside of the end of Leon's Campaign. Soyou
can use this costume to build up progress toward Titles and Achievements!

CHRIS REDFIETD-COSTUME 1

UNTOCKCONDITIONS:
or better

Comptete any stage as Chris with A Rank

LOAD-OUT
Nine-Oh-Nine x15
Shotgun x8
Rocket Launcher x1

9mm Ammo x50
12-Gauge Shetts x20
Heating Tabtets x6

RECOMMENDED SKILLS: Power Counter, ltem Drop lncrease, Qu'ick
Shot Damage lncrease

GENERAT STRATEGIES
This load-out is underpowered and contains only a weak handgun and

the stow, normal Shotgun... but it also has the incredibty powerful Rocket

Launcher! You get only one shot with the Rocket Launcher, so you have

to make it count. Don't just save it for a powerful enemy. lnstead, save

it for a group of enemies to take them atl out at once.

Foltow the general strategy of using the Nine-Oh-Nine and melee attacks

to buitd up time. Use the Shotgun against stronger enemies or when you

have tons of Shotgun ammo to expend.
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PIERS NTVANS

UNLOCKCONDITIONS: Complete Steet Beast as any character with B

Rank or better

PIERS NTVANS-COSTUME 1

UNTOCKCONDITIONS: Complete any stage as Piers with A Rank or
better

LOAD-OUT
MP-AF x30
Anti-Materiel Rifle x10
First-Aid Spray xl
Remote Bomb x3
9mm Ammo x50
AM Rifle Ammo x20
Heating Tabtet x1

RECOMMENDED SKILLS: Target Master, ltem Drop lncrease

GENERAT STRATEGIES
Piers' defautt load-out contains both the powerful MP-AF and the Anti-

Materiel Rifle. The MP-AF functions as either a handgun or an automatic

rifle, depending on which firing method you use. Stick with singte-shot

mode and kitl enemies with finishers instead of using automatic fire.

The Anti-Materiet Rifle is a powerfut singte-shot weapon that functions as

a sniper rifle with the capabitity to take out multipte targets. lt doesn,t

have much ammo, but you can quickly take out even the strongest

enemies in a singte shot. Save your Anti-Materiel Rifle Ammo for big

enemies, like Bloodshots and Whoppers, that can onty be dropped with

lots of 9mm Ammo.

Use the Quick Shot to fire the Anti,lAateriel Rifle without a scope, a[lowing you
to deal big domage to large enemies without obstructing your view.

tOAD-OUT
Ammo Box 50 x50
Semi-Auto Sniper Rifle x5
Assautt Shotgun x7
9mm Ammo x30
7.62mm Ammo x15
12-Gauge Shetts x10
Heating Tabtets x4

RECOMMENDED SKILLS: Eagte Eye, ltem Drop Increase, Target Master

GENERAL STRATEGIES
Much like his default load-out, this version of Piers has many weapons

but load-outlacks the extreme firepower of the Anti-Materiel Rifle.

Primarity use the Ammo Box 50 and finishers to buitd up time. Save the

Semi-Auto Sniper Rifle and Assautt Shotgun for bigger enemies.

Make free use of any of your weapons depending on how much ammo

you have for each. Use the weapon that you have the most ammo for

white you buitd up stocks of other ammo.

The Assoult Shotgun fires rapidly, oUowing you to quickly mow down enemies,
lf you don't take out an enemy in a single shot, you'll probably knock them
down, giving you the chance to finish them off for some odditional time.
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IAKE MUttER
UNLOCK CONDITIONS: Defautt

LOAD-OUT
Nine-Oh-Nine xl 5
Etephant Kilter x5
Hand-to-Hand
Flash Grenade x2
9mm Ammo x50
.500 Magnum Ammo x10
Heating Tablets x1 0

RECOMMENDED SKILIS: Martiat Arts Master, Power Counter,
NaturaI Healing

GENERAL STRATEGIES
Jake's default load-out is the onty one that feature's Jake's unique

Hand-to-Hand abitity. Rety on this to take out enemies since Hand-to-

Hand buitds up time after every ki[[ and doesn't drain your Combat

Gauge. Untike other metee-heavy load-outs, Jake doesn't have First-Aid

Spray. So use a Flash Grenade when you're running low on health, which

gives you time to use standard Heating Tablets.

Save the Etephant Kitter for bigger enemies and use the Nine-Oh-Nine

for faster-moving or flying enemies. Magnum ammo tends to be rare, so

make sure you have enough avaitable when stronger enemies spawn in

the stage.

IAKE MULLER-COSTUME
UNLOCKCONDITIONS: Comptete any stage as Jake with A Rank
or better

tOAD-OUT
Survival Knife
Semi-Auto Sniper Rifle x5
Grenade Launcher x6
First-Aid Spray xl
7.62mm Ammo x20
40mm Exptosive Rounds x12
Heating Tablets x8

RECOMMENDED SKILLS: Martial Arts Master, Power Counter,
NaturaI Healing

GENERAT STRMEGIES
Jake's atternate costume trades handguns and Hand-to-Hand for a

Survival Knife and a grenade launcher. Even though this load-out

has a Sniper Rifte, focus on using the SurvivaI Knife to quickty take

out enemies at close range. The Survival Knife inflicts huge damage

and doesn't cost stamina, which helps you quickty buitd up time

white taking out enemies.

You suffer some damage when using the knife, so save your First-Aid

Spray for when you're low on heatth. Take out bigger enemies with the

Semi-Auto SR or your Grenade Launcher. You have plenty of Grenade

Rounds, so don't worry about conserving ammo.

Jake's Hand-To-Hand attacks don't cost any stomino, earn you time for every
ki[[, can be charged to use from a distance, and do tons of damage-espe-
ciolly his charged uppercut. Use them as much as possible to build up time.

The Survivol Knife is surprisingly powerful for a last-resort weapon and adds to
your time after every kill! When you're surrounded by weok enemies, toke them
out with the Survival Knife.
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SHERRY BIRKIN
UNTOCKCONDITIONS: Comptete Mining the Depths with any
character with B Rank or better

LOAD-OUT
Triple Shot x20
Lightning Hawk x7
Stun Rod

Herb (Red) x2

First-Aid Spray xl
9mm Ammo x30
.50 Action-Express Magnum Ammo x10
Healing Tablet x1

RECOMMENDED SKILLS: Pharmacist, Quick Shot Power lncrease,
Item Drop lncrease

GENEMI STRATEGIES
Sherry's defautt load-out requires keeping yourself safe. She has First-

Aid Spray for quick healing and Red Herbs to quickty fitl up your tabtet
case with heating items. Since each of those Red Herbs takes up a stot

in your inventory find Green Herbs to combine them with. Then you

can carry more ammo and grenades.

Attack with Sherry's Tripte Shot in single-shot mode and with her Stun Rod.

Use the single-shot mode to conserve ammo and melee attack to finish off
enemies. The Stun Rod doesn't cost any stamina but isn't as strong as the

knife weapons. Use it as long as you have the stamina avaitable to finish off
enemies. lf you hit an enemy with the charged attack on the Stun Rod but

they die by being set

on fire, you won't be

awarded extra time.

Hit an enemy with

the Stun Rod's normal

attack before using the

charged attack.

The stun Rod counts os a melee weapon and allows save the Lightning

you to build up time with every kill. But it's weaker Hawk for larger
thon the others. You can charge the Sfun Rod to deol
enormous damage. sut if enelmiis di; i;;;;ir;;;- enemies like the
tion, you won't get the bonus! Btoodshot and Napad

since magnum ammo isn't very common. lf you find yourself with plenty of

magnum ammo, switch to using the Lightning Hawk exctusively. It can

often kilt basic zombie and J'avo enemies in a single shot.

SHERRY BIRKIN-COSTUME
UNLOCKCONDITIONS: Complete any stage as Sherry with A Rank or
better

LOAD.OUT
Bear Commander x30
Assautt Shotgun x7
Herb (Red) x2
First-Aid Spray xl
Ftash Grenade x2
5.56mm Ammo x60
'12-Gauge Shetls x20
40mm Explosive Rounds x3
Heating Tab(et x1

RECOMMENDED SKILLS: Target Master, Pharmacist, ltem Drop lncrease

GENERAL STRATEGIES
Sherry's atternate costume trades in her Stun Rod and Tripte Shot for a

heavier arsenal suited to quickty kitting enemies. Use the Bear Commander

to take out enemies and look for opportunities to finish off enemies with

melee attack to buitd up your time.

Save your Bear Commander grenades and Assault Shotgun for bigger enemies

to conserve Bear Commander ammo. Atso find out where Green Herbs are

located in a stage and make them paft of your circuit through the stage. This

ensures that you make space in your inventory as soon as possibte.

The Bear Commander's alternote fire mode switches the weapon from an assault
rifle to a grenade [ouncher. When you see a large group of enemies or a larger,
stronger enemy, enter into alternate fire and unleash explosive fury!
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ADAWONG
UNLOCK CONDITION S: Comptete Ada's Campaign

LOAD-OUT
Ammo Box 50 x50
Crossbow x1

lncendiary Grenade x3
9mm Ammo x30
Arrows (Normat) x60
Arrows (Pipe Bomb) x30
Heating Tablets x8

RECOMMENDED SKILLS: Target Maste[ Power Counte6
Item Drop Increase

GENERAL STRATEGIES
Ada's defautt load-out is built around her Crossbow, which is difficutt

to aim but very powerful. The Crossbow kilts most enemies in a singte

hit if it hits their weak point, altowing you to quickly dispatch even the

strongest enemies!

Use theAmmo Box 50 to stun enemies, use coups de grAce to build up

time, then focus on the Crossbow to quickly kill enemies. When you've

reduced the enemies surrounding you, switch to the Ammo Box 50 and

use metee attacks to

buitd up your time.

Some enemies [ike

the Napad and

Whopper won't die in

a singte Crossbow hit,

so save your Arrow

(Pipe Bomb) and

Grenades for them.

The exptosion caused

Ada's Arrow (Pipe Bomb) takes out multiple en-
emies, but it has a short delay before it explodes.
Don't use if unless you think a group of enemies will
stay together before it explodes!

by a Pipe Bomb Arrow can atso take out several enemies at a time.

However, it explodes after a delay, making it hard to time a shot that

kitts muttipte enemies.

ADAWONG _ COSTUME 1

UNLOCKCONDITIONS: Comptete any stage as Ada with A Rank or
better

tOAD-OUT
MP-AF x30
Sniper Rifle x6
Herb (Red) x2
Hand Grenade x3
Ftash Grenade x2
9mm Ammo x30
7.67mm Ammo x6
Heating Tablet x1

RECOMMENDED SKILLS: Target Master, Eagle Eye, ltem Drop tncrease

GENERAL STRATEGIES
Ada's atternate costume drops the Crossbow in favor of muttipte guns. This

load-out is simitar to Piers' default load-out but with a normal Sniper Rifle,

instead of the Anti-Materiel Rifle, and more grenades.

Attack most enemies with the MP-AF in single-shot or automatic-fire mode.

Use the Sniper Rifle against enemies when you've gained some distance

or against stronger enemies. You won't have much 7.62mm Ammo in the

beginning, and most of your inventory stots witl be occupied by grenades

and herbs. 5o look for Green Herbs to combine with your Red Herbs to fitt

up your tablet case.

The Flash Grenade doesn't do much damage, but it
con stun any enemies it hits" Throw it at a group,
then run in and finish them off with melee attocks
to gain some additiona[ time!

Save your Hand

Grenades for bigger

enemies or groups

since you might not

always have a chance

to use your Sniper

Rifle. lf enemies

overwhetm you, drop

a Flash Grenade and

run off to a distance.
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CARTA RADAMES

UNLOCKCONDITIONS: Unlock every character and their Costume 1

LOAD-OUT
Picador x1 6

Grenade Launcher x6
9mm Ammo x50
40mm Acid Rounds x1 2

40mm Nitrogen Rounds x6
Healing Tablets x6

RECOMMENDED SKILLS: ltem Drop lncrease, Quick Shot Power lncrease

GENERAL STRATEGIES
Unlike the other characters, Carta does not have an atternate costume.

Atthough she is a menace throughout the campaign, Carla's load-out is

timited. She has a Grenade Launcher with a smorgasbord of ammo, and

her onty other weapon is the weak Picador, leaving her without much

stopping power beyond her limited Grenade Launcher ammo.

Enemies don't drop Grenade Launcher rounds, so conserye that ammo

as much as possible. Save your Explosive Rounds for bosses and larger

enemies since you only have the six you started with. The Nitrogen and

Acid Rounds are more flexibte and can be used against any enemy. But

save them for large

groups of enemies.

Use Quick Shot on

enemies and coup de

grAce finishers instead

of trying to take down

enemies with the

Picador atone. Since

you onty have one

Nitrogen rounds encose enemies in ice, allowing you
to finish them off quickly and effectively.

weapon, and 9mm Ammo is abundant, you don't need to worry about

running out.
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Resident Ewl 6 features a variety of weapons, each capabte of taking down zombies, J'avo, and other B.O.W.s with varying degrees of
efficiency. Untike the past two entries in the series, Resident Ewl 6 does not feature a shopkeepe6 and you witt simpty find new weapons as you
progress through the campaign. Learn every weapon's abitities, strengths, and weaknesses to best defeat your enemiesl

The starting weapon

for Chris and Jake,

a fast rate of fire. As a weapon, it's rather
unremarkable but useful in a pinch.

lf you have no other options avaitabte, handgun ammo
can be stacked much higher than other ammunition-you

:^;j:illiff I
with a decent-sized clip and

i,.fi'il',':*.",# 
b

handguns and

can be dual-wietded,

*
can untoad into enemies even if you can't quickty dispatch them. when ptanning your
inventory consider keeping some handgun ammo as a precaution.

Leon's unique

handgun has

Helena's unique starting weapon is simitar to the
Nine-Oh-Nine but can fire an additionat round
before retoading. Like the Nine-Oh-Nine, the
Picador shoutd be used until you find stronger
weapons or are otherwise out of ammo.

*#
attowing you to unload numerous buttets
into enemies without reloading. As a resutt, the Wing Shooter
proves to be a useful weapon during the entirety of
Leon's Campaign.

The Wing Shooter also features a unique combo performed by using QuickAttack up to five times in a
row white dual-wietding. White this isn't the best way to use yourAction Gauge, it sure does took cool
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This ctassic weapon fires in a large spread, .

attowing you to attack muttipte enemies I

with a single shot and deating big damage

to enemies at ctose range. You can also use the Shotgun's

wide spray of buckshot to hit fast-moving enemies that avoid

single-shot weapons [ike handguns.

The Shotgun is also stronger at long ranges than it woutd seem, making it a decent weapon against
distant enemies as long as you have the extra ammo.

This version of the
Shotgun doesn't hotd as many shots per

ctip as the normat Shotgun, but it allows
you to fire rounds much faster.

Untike the other Shotgun weapons,

Hetena's Hydra is a sawed-off
shotgun that fires a large spread in

front of her as quickly as you can

putt the trigger. The Hydra isn't as strong as the Shotgun at
tong- and medium-range, but it's devastating at short-range.

Helena has a unique QuickAttack combo when the Hydra is equipped, attowing her to perform three
unique attacks. The Hydra can onty fire three rounds before retoading and uses a different ammo type
than the other Shotguns. Therefore, consider how much space you devote to its ammo.

Atthough this looks like a standard handgun, it's
incredibty powerful and features stopping power

at any range. lt fires slowty, but it knocks down

any enemies it hits, attowing you to quickty clear
a path. The Lightning Hawk is especiatty effective
in constricted areas like hatlways.

Magnum ammo is scarce, but you can hotd up

to 50 using a singte stot, making it a usefuI and

powerfuI weapon.

The Sniper Rifle has an attached scope that attows
you to precisety target enemies at long ranges.

The Sniper Rifle has two levets of zoom that can

be triggered by pressing (R3 XBOX/R3 PS3).

Use this weapon to attack enemies at long ranges

from the back of the batttefield to support a

partner at the front lines. While the Sniper Rifle

has a six-shot clip, a long detay occurs between
firing each round, so make each shot count!

te qSThis revolver-style

handgun functions [ike

the Lightning Hawk but
with additionaI damage,

additionaI detay between shots,

and a smatter ctip size.

Like the Lightning Hawk, the Elephant

Killer is incredibly usefut and shoutd be a frequent go-to when
you need a powerful weapon.
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The Semi-Automatic Sniper

Rifle fires faster than the normal

Sniper Rifle, allowing you to quickty take

out muttiple targets from long ranges.

Its clip size is smatter, but the Semi-

Automatic Sniper Rifle remains scoped after every shot,

a[lowing you to stay locked on distant targets.

This enormous

anti-tank rifle is

incredibty powerfut, attowing

you to destroy muttipte targets

at long and ctose ranges. The weapon has

a long delay after each shot, teaving you

vulnerable if you miss your target.

The Anti-A4aterie[ Rifle features two levets of zoom as welt as

a thermal scope that can be activated through atternate fire.
This hightights living creatures, attowing you to pick out distant
or partiatty hidden targets.

This automatic-

rifle is a powerful

weapon with a high rate of fire. Use it to
attack groups of enemies at medium and

short ranges.

This is Chris' most useful weapon and wi[[
be your go-to attack option throughout his campaign.
Given its flexibitity, prioritize this weapon's ammo over Chris,

other weapons.

and an automatic rifle. ln singte-shot

mode, it's a useful handgun that holds a

large ctip and requires minimal reloading.

As an automatic rifle, it isn't very strong,

but its high rate of fire can easity dispatch enemies. The MP-AF

uses 9mm ammo, which is readity availabte and can be stored
in 1 50-shot units in a singte inventory stot. As a resutt, you can

carry a lot of ammo without sacrificing herbs or grenades.

This unique handgun features a large clip size as

wetl as the abitity to switch between singte- and

triple-shot burst fire.

ln single-shot mode, the weapon is an average
handgun. Use the tripte-shot function of this

weapon against stronger enemies that you can't
drop with a singte handgun shot.

This machine pistol features a large clip and a fast
rate of fire, attowing you to quickty attack a number

of enemies or simpty untoad on a singte target.

Unfortunately, the weapon deats very tittte
damage per hit, so it should be used onty as a last
resort during Ada's sneaking segments or if you

lack ammo for more powerful weapons.Piers' unique weapon

functions as both a pistol
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The Bear Commander is a powerful weapon that works as an

automatic rifle and as a grenade launcherl As an automatic rifle, it's

\\

comparabte (but stightty tess effective) to the Assautt Rifle for Special Tactics in damage, rate of fire, as well
as function.

The Bear Commander uses only Explosive grenade rounds, but you can quickly switch between grenade and rifle
functions. lt is versatite and suited to taking out groups of enemies and strong, single targets.

This variation ofAssautt Rifle is similar to the others but offers an

attached bayonet for ctose-combat attacks. The bayonet increases

damage during martial arts attacks that use the Assautt Rifle RN, making

it ideal at both medium and ctose ranges.

\

This powerful weapon launches one of three types of grenades that exptode on impact, each causing a

unique effect. Ammunition for this weapon is scarce, but its tremendous power makes it invaluabte in
many situations.

Exptosive Rounds cause a sma[[ exptosion resulting in massive damage to enemies with btast range. Use

them to take out groups or severely damage, if not destroy, larger enemies. Acid Rounds spray a corrosive
fluid over a smatl area that damages enemies on contact. They are highty effective against the ltuzija.
Nitrogen Rounds freeze enemies around its point of impact, altowing you to quickty destroy them with
martial arts or other weapons.
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These thrown weapons create
a large exptosive btast that
is powerful enough to
destroy many enemies in

a singte attack.

Each grenade can onty be thrown once before it is used up. But you can stack
up to five in a singte inventory s[ot. Grenades are uncommon, so use them
only when they'[[ take out a large group.

After you throw an lncendiary

Grenade, it spreads napalm

in a short area and covers

enemies caught in its btast
radius in flames.

lncendiary Grenades easity dispatch normal enemies and are especiaIty
effective against enemies [ike Rasktapanje and Lepotitsa.

Characters Chris, Piers, Jake,
Sherry

This grenade variation creates
a large flash, stunning any

enemies caught near it and

destroying some outright.

Use Ftash Grenades when you're surrounded by enemies and need to move to
a safer position or simpty avoid them attogether.

Untike grenades, when you use a remote bomb, you ptace it to be remotely
detonated. The exptosion caused by the Remote Bomb is large, so gain some

distance from it before activating it.

Remote Bombs require some ptanning, since you can't simpty throw them like
grenades. Lure groups of enemies into them or set one and bait a charging
enemy like the Ustanak to its position then let it go!

ffi?

exptosion. lt's not as powerful as a Grenade Launcher,s
but it can severely damage enemies caught in its blast

Ada's Crossbow is

a sitent but deadty
weapon that can

shoot two types

of arrows, each

with a speciatized

function. Shortly
after a Pipe Bomb

arrow strikes
an enemy, it
detonates and

creates a smatl

Exptosive Round,

radius.

Normal Crossbow arrows are highty effective, depending on where they
hit the opponent and where your opponent is standing. Asingte Crossbow
arrow is enough to instantly kit[ many opponents during a headshotl lf
your arrow hits another part of the body, it inflicts minimat damage.
However, you can impate enemies against a walt, leaving them vulnerabte
to additionaI attacks!
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Characters Leon

Characters Chris

Unlike martial arts, the Survival Knife doesn't require Stamina to
use, giving you the ability to metee attack enemies without waiting
to recharge. The Survival Knife inflicts low damage and isn't very
fast. Avoid using it whenever possible and onty in situations when it's the onty option.

Chris uses this weapon to retenttessly attack enemies at ctose range

without worrying about spending or recharging Stamina. The Combat

Knife is strong, but save it for when you've futty depteted your

ammunition.

This is a ctose-range metee weapon that you can use

continuousty without spending Stamina. When an

enemy is hit by the Stun Rod, they are stunned for a

short period, altowing you or your partner to hit them

without retribution.

Charge the Stun Rod by hotding down the Attack button. This charged attack stuns enemies for longer and can potentialty take out weaker enemies in a single
attack. You can move white charging the Stun Rod but onty stowty, which makes you defenseless. Use this onty against enemies with metee weapons.

This powerful Resident Evil mainstay

is rare but atso very powerfut. ln

the Campaign, you'tI encounter this

weapon only once but you can use it
freety in The Mercenaries.

Any enemy you fire this weapon at witt be instantty destroyed, atong with anything around it. Since you have timited opportunities to fire the Rocket Launcher,
however, you won't be able to futly enjoy its destructive capabitities.
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Resident Ewl 6 features a variety of weapons, each capable of taking down zombies, J'avo, and other B.O.Ws with varying degrees of efficiency. Untike

the past two entries in the series, Resident Ewl 6 does not feature a shopkeeper, and you witt simpty find new weapons as you progress through the

campaign. Learn every weapon's abilities, strengths, and weaknesses to best defeat your enemies!

tAvo
J'avo are mutated sotdiers that carry a variety of weapons and are found throughout China and Edonia, often in groups.

J'avo have been mutated by the C-Virus, which makes them difficult to kit[ and capabte of surviving muttiple shots to
the head.

How you choose to deal with J'avo depends upon the weapons they carry. Those with melee weapons are the
easiest to attack because they do not have any tactics other than running straight at you. Shoot them as they
run, then move out of the way or counter their attacks to take them out.

For J'avo with machine pistots or assautt rifles, stand behind cover and wait for them to fire. J'avo aren't very
bright, and witt fire for a specified amount of time before stopping, giving you the opportunity to return fire.

Occasionalty you encounter J'avo with sniper rifles and rocket launchers. Unless you have a sniper rifle, simpty avoid
sniper J'avo by constantty moving and ptacing obstacles between you and their laser sight. Don't waste your ammo

trying to shoot them with something other than a sniper rifle unless they're fairly close. When you see J'avo with
rocket launchers, dispatch them as quickty as possible. These J'avo generatty

sit in ptace and fire on you. Spot them and drop them with a handgun or an

assautt rifle.

J'avo wi[[ mutate after suffering considerabte damage. The body part
you've been shooting witl mutate, but occasionally their entire body witl

mutate into a chrysatid after death. Occasionalty, a J'avo's muttipte body

parts witl mutate, creating spider-tegged J'avo or mutants with
shietd arms! Each mutated J'avo is discussed in its own section-a

chrysatid is their after-death form; Gtava are J'avo with mutated

heads; Ruka are J'avo with mutated arms; Noga are J'avo with teg mutations;
and Telo are J'avo whose bodies have turned into a particutarty grotesque form.

CHRYSALID
ffiffiffi5tr-d;&#b; "'epqi.a: .. : .

After a J'avo is defeated, it wit[ occasionalty transform into a hard cocoon. lf left alone, the cocoon wi[[
hatch into an advanced J'avo-a Stretats, Napad, Mesets or Gnezdo!

You can destroy a chrysatid before it hatches, atthough it is difficutt and ammo-intensive because they're
extremety durable. Don't use something as weak as a handgun. lnstead, use a Shotgun, Grenade Launcher,

Hand Grenade, or lncendiary Grenade to destroy one. Chrysatids are vulnerable to electricity, however. lf
one is near a generator-or you have access to Sherry's Stun Rod-use etectricity to take them out!
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GLAVA

A Glava mutation occurs when a J'avo has been significantty damaged in the head,

usually enough to kitl an average J'avo. Head mutations are common and can

happen in many stages. lt's best to avoid Glava mutations as you would

other mutations. However, they're atl manageable.

Gr-we-Sr-uz

spider webs that imprison you on contact. lf you cause a

Glava.Stuz mutation, get rid of it immediately to prevent other enemies

from kitling you while you're imprisoned.

Glnvn-Srtrcu

The most common Glava mutation is Gtava-Smech,

which causes the J'avo's head to split open lnto a

grotesque pair of pincers. This

enemy is easy to avoid since

it has onty one attack

that is very stow-
even if the attack is

ctose, you can safety

rotl away. lf one does hit
you, it witt pick you up and

attempt to crush you with its

pincers. This can be avoided

with a properly timed button

press. Even if you fait this

event, you suffer some heavy

damage but ultimatety suMve.

Gtava-Begunats is a

mutation that causes

three insect heads to

emerge from the

affected J'avo's head, driving it
insane. The crazed J'avo endlessty

chases you at a fast pace until it
kitts you or vice versa. When it
mutates, a Glava-Begunats will

onty swing at you. To take out

a Gtava-Begunats, shoot each

of the three insect parts that

sprouts from its neck. A few

shots from even the weakest

weapon witl destroy each head

and is the easiest way to kitl it.

The rarest Gtava mutation is the Gtava-Dim, which onty appears in two stages of the

campaign. When the Gtava-Dim is activated, the J'avo's head splits into two hatves,

each hatf-insect, half-horribte-flesh-orb. The Gtava-

Dim attack by spitting red poison at you, which bturs

your vision and slowty drains your heatth. To destroy

it, aim for the mutated sections of its head-either.;;
hatf witt do!

G D:iM

t

The Glava-Stuz mutation isn't very deadty but can be

extremety lethal when it's grouped with normal J'avo or
other B.0.W.s. The Gtava-Stuz's only attack is a stream of

*s.4.)

Lament@Xbox360iso



RUI(A
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Sometimes when a J'avo takes damage in the arm, its appendage witl mutate into a weapon,

making it stightty more dangerous than before. The Ruka mutations are common and hard

avoid. Even a single shot hitting a J'avo arm wi[[ cause it to mutate!

RUKA-.SRP

The most common arm mutation is Ruka-Srp, which causes

the J'avo to grow a giant, sword-tike c[aw. These J'avo

genera[[y rush you for an attack at ctose range. Kitt Ruka-

Srp as quickty as possibte to prevent them, tike most metee

attackers, from overwhetming you.

RUKA-BEDEM

The second most common Ruka mutation is the Ruka-Bedem, which results in a defensive

creature. This J'avo grows a shietd for an arm, which protects it from any frontal assautt. They

can be difficutt to defeat because it's hard to penetrate their defense. Move behind them and

attack with a Shotgun or martiat arts. lf a Ruka-Bedem gets ctose, it witt try and bash you

with its shietd if this occurs, look for a chance to counter and inflict big damage.

NOGA
Noga mutations occur when a J'avo is damaged in the

legs and generatly give the J'avo different movement

capabitities. Many of these mutations shoutd be

treated as comptetety different threats because

their maneuverabitity and tactics radicatty change

with the mutation,

NOCA,TRC:L{AN|T

Noga-Trchanje

J'avo exchange

their human legs for
The Ruka-Khvatanje is s[ightty less common and causes the J'avo to grow an insect-

shaped appendage from its arm. Untike the Ruka-Srp, these J'avo tend to attack from
long-range. The insect-arm stretches and can grab you from a tong distance. lf the arm
grabs you, it pick you up and stams you to the ground without any chance to break free.
Kitl them before they can attack to prevent them from tossing you around.

those of a spider. These

J'avo move differentty and gain the abitity to ctimb on watts. Noga-Trchanje

are also low to the ground, so some martial afts attack might miss. Otherwise,

they're simitar to normal J'avo and witl attack you from a distance with guns. As

a resutt, you may not want to change your tactics too much.

RUKA-,KFTV .IE

3t2

Lament@Xbox360iso



NOGA-LET

The Noga-Let J'avo's legs are removed and replaced with insect wings. These J'avo are much

harder to hit, but they're not very threatening because they rarety attack. Even if these J'avo

are equipped with a weapon, the weapon simpty hangs there limp since they are unabte to

fire it. When a transformation occun, Noga-Let fly straight toward you. Shoot it before it has a

chance to do anything.

,l]E--

NOCA;OII{IOP

Untike the other Noga

mutations, Noga-Oktop gain

no additional movement

capabitities in fact, they

lose theml These J'avo

have comptetely invincib[e

[egs. lf a J'avo becomes a

Noga-Oktop, fire away at its

head or torso to take it down. At

ctose range, it can kick you, but

you shouldn't worry too much

about this attack.

$r
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NOGA SKAKAN]E

Noga-Skakanje are J'avo with insect legs that they use to jump long distances,

generatty away from you. These J'avo can be annoying as they can jump very

far and snipe away at you! Treat Noga-Skakanje as a normal sniper J'avo-take
them out from a distance while your partner covers you.

3r3
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TEtO
These J'avo mutations occur when a J'avo's torso absorbs a significant amount of damage.

These forms are rare usuatty when you hit the torso, it triggers a Ruka or Glava mutation

instead. This is actualty beneficiat-the Teto mutations are incredibty deadty and can

cause damage without contact!

TELo-EKsPLazryA

The most common mutation is Telo-Eksplozija, which causes the J'avo's torso to mutate
jnto a grotesque cocoon. Telo-Eksplozija has no attack and simpty tries to get as ctose to

you as possibte. Upon death, it explodes and damages anything in the vicinity, inctuding you!

lf you cause a Teto-Eksptozija mutation, take it out from a distance so you aren't caught in the

exptosion. lf you shoot a Teto-Eksptozija in the [egs, it fatts over, keeping it in position and away from

you when it exptodes!

j*
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A J'avo affected by the Teto-Magta mutation begins writhing on the ground before

growing strange appendages then finatly spews a poison gas around its vicinity. The gas

stowty drains heatth from you if you're near it but can be avoided by simply moving

away from it. Kit[ the J'avo white he's writhing on the ground by stomping on its

head, but make sure you finish him off before he releases the gas.

TELo-KRL}USHT

The Telo-Kr[jusht is the rarest but also easiest mutation

to confront. When this mutation is triggered, the J'avo
grows a set of armor around its torso that is impervious

to gunfire. Easity dispatch these mutations by shooting

their legs or their head.
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STRELATS

This B.O.W. lools and moves like a lizard and generatly appears after a J'avo has turned into a chrysatid

cocoon, Stretats tend to attack from long range with needtes that it emits from the fins around its neck.

These projectites move fast, but it's easy to see them coming it emits steam from the fins around its neck

before firing. To keep Stretats from firing at a[[, chase it down whenever it runs off.

At ctose range, the Stretats has a few defense mechanisms for escape. lf it's charging a

needte attack from ctose range, it can instead retease a poisonous fog. This is meant

as a smoke screen and does littte damage, though it gives the Strelats time to escape.

When it is not charging, the Strelats spews a poisonous tiquid that is more lethat. Avoid

this tiquid even if doing so altows the Strelats to get away.

When you get ctose, wait for it to staft smoking white charging a needte or fog attack and use martiat afts

on it. This witt diz4l the Strelats, attowing you to perform another special martial arts attack! When you're

at long range, aim for his head and move closer. lf you avoid his needte attack, he witt probabty drop before

you have a chance to get close.

MESETS
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This rare B.0.W. has a bird-Like appearance and behavior. The

Mesets typicalty avoids confrontation by flying around your

position and eventualty diving in to attack. This attack cannot

be countered, so ro[[ out of the way or shoot it down before he

gets a chance to attack.

After he dive-bombs, the Mesets wi[[

land and perform one of two attack-a
repeated short-range peck attack or a

mid-range charge that it tetegraphs by quickty moving in ptace. The

short-range attack is difficutt to avoid, so keep some distance from

it while it's on the ground. The mid-range attack can be countered

easity and allows you to inflict big damage without using any ammo.

The Mesets is very rare you might play through the campaign and

never see one! Even though you won't see it much, it's an easy

opponent to defeat. Use any machine gun or handgun and shoot it
down white it's in the air. lt doesn't move fast enough to avoid your

attack and doesn't have much heatth. lf you let one fly around white

you're fighting other enemies, it can be a huge distraction that divides

your attention. lf you're ptaying co-op, one partner should focus on the

Mesets while the other keeps grounded enemies at bay.

NAPAD
ffi ss6esssexw+ssK&i*si#aa*a.q!i61g6i!€!n::r::ti:i:]::

The Napad is a heavily armored B.O.W. that

is seemingly indestructibte. lts attaclc are straightforward-it charges at you or punches

you, both of which can be countered or easity avoided by staying out of its way. lf the Napad

connects with a punch, it grabs you and slams you to the ground if you don't mash out of its

attack. Stay out of its range as much as possible.

The easiest way to take one out is by striking its weak point, which is located under its heavity

armored back. The Napad's armor is brittle-a singte round from a shotgun shoutd knock it right

offl After you remove its armor, target the glowing area on its back and you witl drop it quickly. 315
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GNEZDO
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This unique 8.0.W. appears as a swarm of
insects shaped [ike a human, but its true form
is that of a large, bee-like insect. ln battte, it
hides within the swarm and onty emerges when

the swarm is dispersed after suffering a certain
amount of damage.

Atthough the Gnezdo seems

threatening, it's easy to kilt. The

Gnezdo has onty one attack-a
stow-moving projectite that

targets you or your paftner.

Avoid this attack by moving out of its

way and guiding the projectite into a watl to keep

il from surprising you from behind.

Don't use martial arts or metee weapons on the
Gnezdo. lf you get too ctose, you't[ be engulfed in

a swarm of insects that witl slowty damage you.

lnstead, shoot at the Gnezdo until its true form
emerges, then untoad on it.

Certain weapons tike Ada's Crossbow, a Shotgun,

or a Magnum can take out the true form atmost

lnstantty, atthough the smatt target is difficutt to
hit with singte-shot weapons.

s{

LEPOTITSA
(rEoN BOSS 1)
This butbous beast carries gas inside that can turn humans into
zombies! Be thankful you encounter this mid-boss onty a

coupte times because the Lepotitsa is

difficutt to conquer.

Depending on how many humans are in the
area, the Lepotitsa witt run away from you or

run toward you. lf humans are present, he runs

away from you and constantty spews blue gas,

transforming humans into enemy zombies. This dangerous btue gas inflicts
multipte btocls of heatth damage in one hit and continues to hurt you the
longer you are near it. However, you witl be hurt onty if you're near the point
at which Lepotitsa spews gas.

When atl humans have been turned to zombies, the Lepotitsa begins

attacking by running straight toward you in an attempt to grab you. lf he

is successfut, you must perform a short "timing mini-game,,in order to
escape his grasp, otherwise you suffer significant damage. You can counter

this attack, but it witt onty stop the Lepotitsa for a moment-don,t shoot

him afterwards or he just grabs you again!

When shooting Lepotitsa at close range, hit it onty in the head. Any shot to its
stomach wi[[ cause it to shoot a stream of gray gas. This isn't much probtem

for you from a distance. However; if this gas hits you at ctose range, you,tt

be knocked to the ground, which makes you vulnerabte to the Lepotitsa
unteashing its blue gas on top of your head! The Lepotitsa is difficutt

to take down because it can withstand a lot of punishment from any weapon. Liberat use of
lncendiary Grenades is the quickest way to take one out. They inflict big damage, knock him
down, and expose him to a speciat maftial arts attackl As long as you keep your distance and

defend against his attack, you can take care of Lepotitsa without troubte.

ts
t+ 4 This giant snake B.O.W. has optic camouflage that makes it very difficutt to see

However, dispatching this monster is fairly easy since it has only one attack

I_IUZTIA(CHRTS BOSS 2)
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that is very easy to avoid. The ltuzija rears its head back, opening its
mouth, and giving away its position before it charges at you. lf you

are hit, Iluzija can do massive damage, especiatty if you miss

the escape event. To avoid injury simply roll to the side when
it starts to attack and it witt harmtessty move past you.

To defeat the ltuzija, simply fire on it with any of your

weapons when it appears and prioritize shooting its mouth.

You inflict more damage in this area, especiatty with grenade

rounds. Be carefut when shooting its mouth because it
onty opens up shortty before the ltuzija attack. lf it stares

directty at you, move to avoid and let your partner attack.
Likewise, attack onty when it targets your partner. lf you

take your time and prioritize safety, this mini-boss is an

easy chattenge.

To finish off the ltuzija, electrocute it using a switch

and a puddte of water. When you reach this point,

don't waste your time shooting it either you or your

partner shoutd lead the ltulja away from the ptatform with
the switch white the other prepares to etectrocute it. Once the
generator is futty charged, wait until llulja moves over the puddte

of water. Then flip the switch to end the fightl

*
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RASKTAPANIE

This grotesque B.O.W. has a humanoid shape but can barety watk. lts onty attack is to clumsity grab at you or
your partner. lf a Rasktapanje contacts you, your paftner shoutd immediatety knock him off you. lf you have

no partner availabte or they're indisposed, be prepared to mash out of its attack-if you don't, it instantly

kitts youl This grab can be countered, but it's incredibty risky to be anywhere near a Rasktapanje, so keep

your distance.

Destroying a Rasktapanje is fairly easy-keep your distance and shoot it with mid-range weapons.

You can take one down quickty with lncendiary Grenades-a giant pouch of flesh emerges from its

mouth and you can attack it for massive damage.

When you kitl the Rasktapanje for the first time, its torso separates from his legs and crawts

around tooking for something to punch. This form is simpty annoying-it has onty one attack, a

simpte punch, and can't do significant damage as long as you stay away from it and take it down

at your leisure. Occasionalty, the Rasklapanje's hand witl separate after one of its two forms

are kitted. lf this happens, kitt it-it witt atways drop an item or Skitt Pointsl

oKo
These tiny, insect-tike B.O.W.s are comptetely harmtess on their own. Howeve6 when

they contact you or if they're destroyed, they atert the Ustanak to your location!

Whether or not you shoutd kill an Oko depends upon where you are in the stage-

some Oko's must be destroyed to advance, but others witt detiver you straight to the

Ustanak! See the campaign watkthrough for more details.

UBISTVO
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This humanoid B.O.W has a chainsaw as an arm and is exceptionatty

deadly. ln many stages, the Ubistvo cannot be kitted and, as a resutt,

must be avoided. lts chainsaw attack instantty kilts you no matter how it
hits you! Thankfutly, Ubistvo's tactics are straightforward and easy to avoid.

To take down the Ubistvo, shoot at its head with powerful weapons while

keeping a safe distance. /s long as you attack it at an angle, you shoutd

be safe. lf it faces you directly, don't bother fighting it-you shoutd onty

prepare to escape! The Ubistvo doesn't have much health, so keep

pressure on it and you witt win quickty.
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USTANAK
This burty B.O.W. appears throughout Jake's campaign tike the ctassic

Resident Eil enemy Nemesis-each time with a new tool of destruction
attached to its arm. Many encounters with the Ustanak require that
you simpty run away or hide. But there are a few instances when
you're forced to fight.

When you do fight the Ustanak, pay

attention to his arm if it took tike

it coutd kitl you up ctose, it
probably can! Many of his

arms are meant for
long-range attack. But

you shoutd stitl keep

your distance because

it hits hard and fast.

Remain at a mid-range distance and watch for
attack from its arm, which can grab you from
a distance. When you are at mid-range his

charge attacls have a surprising amount of
maneuverabi[ity. For more details on the

various Ustanak Boss Fights, check the
speclfic Ustanak encounter in the campaign

walkthrough.
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HAOS (CHRIS FINAT BOSS)
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This enormous B.O.W. appears at the end of Chris' Campaign and look like an enormous Rasktapanje

but is much more lethat. This yicious monster is at times invincible and can only be damaged dudng

specific stages. lf he chases you, don't waste your ammo just runl More detaits on how to take

down this B.O.W. can be found in the campaign watkthrough.

CARLA SPORE-S
(BOSS)

Carta mutates into a grotesque J'avo version that

is practicatty invincibte! When you first meet

Carla, you have only one choice run! Carla

Spore makes no attempt to kitl Vou but likewise

can't be kitted. So don't waste ammo trying to take

her down.

CARLA SPORE-I (BOSS)

After an intense chase, Carla mutates into this horribte monstrosity in an attempt to finish off Ada. This gigantic

boss continuously regenerates and cannot be kitted directty for more information on how to take down this

monstel consult the specific boss fight in the campaign walkthrough!
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ZOMBIE
The original Resident Ewl vittain returns in its
fuIt, undead glory! The shambting undead

generalty try to get ctose and grab you.

They come in many different forms, each

with different abitities and attack.

Many forms of zombie carry melee and long-

range weapons, but they are inaccurate and

shoutd be treated as any other zombie. Watch

for zombies dressed as firefighters you can shoot the
extinguisher on their back, which exptode, destroying

nearby enemy zombies!

Be careful with zombies hotding dynamite. They drop it when
they die, damaging anything within the btast radius!

some zombies appear heavity armored, making them invincibte to most attacls. white certain
armored zombies have exposed heads, others have atmost comptete body armor and are best
dispatched with martiat arts.

SLOODSHOT

Upon death, red-eyed zombies occasionatly mutate into
these grotesque 8.O.W.s. The Btoodshot is a skintess,

humanoid creature that is faster
than normal zombies but difficutt
to take down.

These B.O.W.'s are highty dangerous but not because

of their offensive strength. They have a powerful

scream that catls zombies to your location! lf you see a

Shrieker, take it out as soon as possibte to prevent it
from summoning zombies.

The Shriekerwi[[ attempt to run away from you

and find a place where it can shriek, so chase it
down unless you're hopetessty overwhetmed.

lf you're ptaying co-op, you or your partner

should target a Shrieker white the other ptayer

keeps enemies at bay.

If you see a Shrieker's throat swetl up,

be carefut. Quickty shoot the
putsating butge. lt witt fatt

to its knees and unteash

one last powerful

scream before deathl

lnstead of summoning

zombies, howeve6 the

shriek witt destroy them, giving

you a useful tactic against groups of zombies.

Bloodshots attack and act
mostty like zombies but are

tess wtnerable-if you knock

down a Bloodshot, they stand up

instantly! Bloodshots are kitted onty

by destroying their hearts, which erupt
after they've sustained a significant amount of
damage. lf you see a Bloodshot drop to its knees,

attack its chest area immediatety!

320
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Wltogpsn

This super-sized zombie isn't tricky or threatening but is durabte and difficutt to defeat. They require

significant ammo to take down and aren't easily thwarted by counters or martial arts.

lf you have high-powered weapons, use them on a Whopper-handguns are ineffective and simpty provide

time for other enemies to gather. lgnore the Whopper's head and chest and aim for its stubby [egs. After a

few rounds to the feet, it fatls to its knees, attowing you to finish without fear of retribution.

The Whopper Supreme is nearly identical to the Whopper, except it's twice the size! This

enormous beast functions like the Whopper, atthough it mostty charges at you.

Fight the Whopper Supreme much as you woutd a normal Whopper-take out its [egs, then run up and

perform a speciat martial arts attack. You might have to do this several times due to the Whopper

Supreme's health. lt is sometimes better to avoid it attogether, since it requires a considerable

amount of ammo to take down and with titt(e reward for doing so.

After a long absence, this legendary Resident Ewl mainstay

returns, this time mutated from the C-Virus.

Zombie Dogs are easy to kitl but are very quick and difficult to

hit with semi-automatic weapons like Handguns. lf you hear a

Zombie Dog coming near, use Quick Shot to quickty turn and

take it down or wait for a chance to counter it.

BRZAK

This shark-[ike creature chases Leon and Hetena through the

underground of the Cathedral and is nearty impossibte to kitt. You

can't fight the Bzak. You can only run from it, so save your ammo

if you encounter it.
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OGROMAN
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This giant 8.0.W. roams the streets of Edonia, tooking for BSM agents to crush. Despite its size, ggroman is
rather easy to beat, as long as you keep your distance. lt can onty attack with fist swipes and foot stomps, each
of which you can avoid by staying far away.

To take down the Ogroman, shoot at its stomach, face, or its back if it's exposed. After deating enough damage
to its face or stomach, the Ogroman witt falt to its knees, giving you the chance to comptete a kitl you must
be near the ledge it's leaning on, but you can take down a kneeting Ogroman by simpty per-forming a combat
action. This wi[[ instantty kitt it if its back is exposed.

Against an Ogroman without an exposed back, hammer away at its stomach and face. Keep it knocked down
until an atly appears to expose its back area, giving you the chance to quickty kitt it. You can stitt kitt an

0groman by shooting at its weak points. However; the quick kitt gives you a more efficient method of
taking it down.

DEBORAH
ffi xeagii:*r*:&:i::,::.,.,,,.

Hetena's younger siste[ under the effects of the c-Virus, acts as a mid-boss for Leon's campaign
and Ada's Campaign. Deborah's humanoid form is practicatty invincibte and cannot be damaged.
Target the glowing spots on the tentactes that she sprouts when she attack. Heavy weaponry
isn't necessary-shatter these areas easily with a few shots of a handgun.

When fighting Deborah, keep your distance because

her tentactes have deceptively long reach. After her

tentacles emerge, take a few shots and break one of
her gtowing cpts. lf you fail after a few seconds,

back away to avoid the range of her swings.

When Deborah jumps onto the upper tevets of the
Primitive Attar, foltow the same rule-if you can,t

break the rysts after a few shots, prepare to evade.

Deborah leaps from the upper levels onto the lower
levets with a flying heet drop, which can easily hit you if

you're trying to shoot her.

Fighting Deborah is onty one part of the battte-for more
detaits on how to win, check the Watkthrough.
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SIMMONS
Mutated by the C-Virus, the National SecurityAdvisor

serves as the final boss of Leon's Campaign and

Ada's Campaign. Like many J'avo, Simmons has

the abitity to transform, although he can transform

into several giant beasts, including a centaur and a

Tyrannosaurus Rex, each with its own unique abitities.

For more detaits on how to take down the various forms of

Simmons, check out the Walkthrough.

ANIMALS

These littte critters are found in many levets and can be

used for target practice. Unfo(unately, they don't drop

anything-and if they do, it's incredibly rare. Shooting

at these animats is a waste of ammo.

ROOSTER

Roosters are onty found in the Market [eve[ during

Leon Chapter 4. 5o if you want to fitl your enemies

[ist, take out at teast one! Much like shooting rats,

shooting a rooster offers no benefit. You're better off
not wasting ammo.

Shooting these flying critters, like the others, offers

no benefit to you. You may shoot some to filt out the

Enemies section of Records, but otheMise it's best to
leave them alone.

These animats also fly but drop no items. They're found

mostty'in cave and underground arem, so keep your

eyes open.

SprorR

These creatures are smatler than the other animals but

provide no reward to you when kitted.

These reptites are incredibty rare but offer no bonus

when you kitt them.
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COLLECTION
A must have for fans of the Resident Evil'" franchise.

These books contain concepr art ofcharacters, enemies, and bosses;

hiscories of important locations, events, and organizations; explanations of
game timelines, character relarionships, and storylines; and much more!

I}{CLUDES RESIDENTT EVIL'-; ARCHIVESI&II
COMPTETE STORY ARCS
Each story from Resident E"if- f through 5 is revealed rhrough
story rranscripts and cinemaric screenshors.
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CHARACTERS
Every major character in the Resident Evil'" franchise is highlighted

with history, personal data, and beautiful arr.

SECRETS REVEALED
Explore a database ofhidden letters and reporrs that expose

the truth behind the viruses and outbreaks.
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GET YOUR COPY OF' THE
RESIDENT EVIT ARCHI\'ES COLLECTION AI
B R.ADYG,&MES.C O}4 TODAY I

www-bradygarne s.com
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Complete Walkthrough Coverage

Detailed Maps Revealing All
lmportant ltems

All Hidden Emblem Locations

)) trlercenaries Strategy & Tactics

)) Enemy lntel

)) lna moret

Get this digitat
edition for your
tablet or smartphone
for onty

>> S 9.99

@&Fmm'
www.capcom.com OCAPCOM CO., LTD. 2012 ALL RIGHTS RESERVED.
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