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The original Splinter fell, 5am Fisher returned to active service to spearhead the initial
frd Echelon field initiative at the request of his friend, lrving Lambert. 5am served until
shortlg after Lambert's death during his iniltration of domestic terror group John BrouLn's
Armg, at uLhich point Sam ualked auag. Drau:n back bg Anna Grimsdottir, Sam stopped
the D.t. EMP Event and left the co.rupt lrd Echelon in ashes. After being reunited
uith his daughter Sarah, Sam chose to uiork part-tirne for Victor "Vic" foste instead of
rebuilding the agencg. After the frst Blacklist attack, 5am uas thrust into the middle of
the conflict. Nou tapped to lead Lith Echelon, Sam must combine his unparalleled skills as
a ield agent uith the leadership necessaru to forge a team and stop the Blacklist.

A trusted advisor to President Patricia falduLell and team liaison uith the White House, Anna
"Grim" Grimsd6ttir is the driving force behind the nerL: Llth Echelon initiative and spearheads
the development of the SMl, a bleeding-edge analgtics device. Erim is keg to getting Sam the
intel he needs to choose his missions, and to helping him survive them once he's in the field.

A cool, analgtical, relentless, and bg-the-book CIA officer, Briggs uLas the first
to see the signs of the impendinq Bhckist attacks. Prior to Blacklist Zero:
American Pouer, Briggs pushed his fndings to his superiors, but his uarnings uLere
disregarded in the ueeks leading up to the attack. After he fell out of favor uith
the flA, Anna Erimsd6ttir, uho had beea follouing Briggs's careerdfom afar, quicklg
had him seconded to lth Echelon to serve as 5am Fisher's support in the field. ln
addition to being a superb analgst, Briggs is also a skilled marksman and driver;
his talents are an excellent compliment to Sam's more freeuheeling stgle.

A brilliant hacker and tech geek, Cole got himself into trouble at an earlg age uith
some of his online exploits, and in doing so attracted Anna Erimsdottir's attention.
Working for her, fharlie helped design the original 5Ml prototgpe. An instinctive
smartass, fharlie is cockg, arrogant, and almost as good at his job as he think he is.
While on board the Paladin, fharlie provides technical support, spearheads the onboard
R&D efforts, and makes improvements to ueapons, bodg armor, and field gear.



Victor "Vic" Anthong fhristopher Coste is one of Sam Fisher's oldest friends. The tu.:o

served together on SEAL Team Tu.ro in lraq during the Gulf War in I 99 L During thelr time
in lraq, foste single-handedlg rescued 5am from a hostage situation after lraqi forces
captured him during a disastrous mission. After leaving the Navg, Coste later became a

private securitg consultant. Vic and 5am uere uorking together for Vic's compang, Paladin

9, uLhen Vic rL:as injured trging to protect 5am during Blacklist Zero: American Pouer.

The son of a lJkrainian American shipping clerk from Baltimore, Kobin uas a mid-level
operative in the lJkrainian nob. The lrd Echelon turned.him into a useful, deniable,:.,
asset. Asked to provide a bodg to help fake Sarah Fisher's death, Kobin did so,
earning as a reu.:ard a ticket out cf the countru and a setup in Malta as a "ixer."

ln the uake of the Df EMP Event, for uLhich he had provided the actual pulse devices, Kobin
r.rent underground. Presumed dead bg Anna Erimsd6ttir, he set up shop as an arms dealer and
operated profitablg out of Benghazi after the regine change. Hor.lever, after selling ueapons
used in American Pou.ier, he realized that either the Americans or his former customers uould
hunt hirn douLn. As such, he turned himself in to the ClA, exchanging intel for protection.
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Aiaerican's irst female president, faldrLLell uas reelected after the shocking assault
on the White House bg "unknoun terrorists" during the D.f. EMP Event.

Adjusting her policies to foeus more on national securitg, faldrLLell tasked Anna "Grim"

Erimsd6ttir uith developing a blueprint for an elite blacl< ops team that uould report directlg
to the Oval 0ffice. Grim's neur tth Echelon uas designed to prevent another institutional
failure iike the one that corrupted lrd Echelon and nearlg brought dorL:n CaldrLrell's presidencg.

A former MlE deep cover agent turned bg the terrorists he r.uas assigned to infiltrate, Sadiq
is the best the Group of Ttuelve can find to put toqether their terrorist collective. Fluent in
six languages and trained to be 5am Fisher's equal, he is an efficient, calculating masternind.
He's also done uork for several of the countries in the Group of Tr.relve, not to mention lran's
Qods Force and the ousted regimes of Eggpt and Libga. Trusted bg all parties involved, driven
bg a cold hatred of the West, and brilliant at tactical planning, he is the tip of the spear that
the Eroup of Truelve uill turn against America. His ultimate goal is the destruction of the West,
and the Blacklist-and all of the horror and death it generates-is just a means to this end.
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The uhite dot in the
middle represents gour
location in relation to
other hostiles or items.
Detected hostiles, drones,
and securit! came.as
appear on the Radar as
either red diamonds or red
arrours. TrLLo half circles on
either side of a hostile icon
means theg are alerted to
!our presence. High Value
Targets appear as a red
circle uith a diamond or
arrou.L in the middle. Dead
Drops, Blacklist Laptops,
and Supplg faches are
shoun as a rL:hite icon
representing their tgpe.
The number underneath
the Radar represents
hou mang meters lou
can see around gou.

When a qadget or
grenade is selected
for use, the name and
the number remaining
are shoun here.

When the icons are .ed, Uou
can Mark hostiles and use
gour Execute Abilitg. When the
icons are uhite, gou are unable
to use gour Execute Abilitg,
but gou can Mark hostiles
ahead of time for uhen gour
abilitg is readg for use.

Thigicon represents the
current uagpoint, along
ruith the distance to the
uagpoint, measured in
meters. FollorLL uJaUpoints
to navigate the area of
operations, moving from
one objective to the next
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This number represents
the number of
rounds remaining
in gour selected
ueapon's magazine.
Reloading happens
autornaticallg uhen a

maqazine is emptg.

This number
represents the
total number of
rounds gou're
carrging in spare
magazines.



Before launching into the fampaign, take a moment to become familiar uith the various plagstgles as u:ell

as the Blacklist score sgstem. In Single Plager and fo-op, gou can score points in three different plagstgles:
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A Ehost completes objectives unseen, r.:.:ith minimal engagement
tuith hostiles and no evidence left behind. You earn Ehost points bg

remaining undetected during a mission and bg avoiding killing hostiles.
Use onlg nonlethal techniques uhen confrontation is unavoidable.
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A Panther stalks his preg unseen, and strikes onlg urhen the
kill is assured. You earn Panther points bg killing hostiles uhile

remaining undetected. Use silenced uleaPons and lethal hand-
to-hand strikes to pick off hostiles from the shadous.
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An Assault specialist does not fear open cornbat, facing hostiles
head-on rLrithout the protection of stealth. You earn Assault
points bg neutralizing hostiles in combat. Use unsilenced ueapons
and explosive grenades to gain supremacg on the battlefreld.

Your goal is to beat the Target Score for a nission in ang one
plagstgle to rnaster the nission in that plagstgle, uhich grants

3pu additional bonus pointFilheck the masterg tab in Mission
betails to see uLhich plagstgles gou've alreadg mastered.

&F?gffi &#€gffiru ffiffipffiffig
At the end of each mission or match, gour performance is tallied in
the After Action Report. The higher Uou score, the more moneu gou

can earn for additional ueapons, gadgets, and upgrades. Trg harder
diffrcultg rnodes or upgrade the Paladin to earn even more cash.

You earn moneg from everg Single Plager and Co-
op mission gou complete and in everg public Spies Vs.

Mercs match gou plag, You can spend moneg to:

. Eustomize Gear: Unlock neu ueapons, gadgets,Ops Suit,

and goggles, and customize them uith upgrades.

. Upgcade Paladin: lmproving Hth Echelon's

headquarters gives various benefits, including

boosting the rate at uhich gou earn moneg.

ffifu&ffiKfu&ffiY ffiffiffiffiffiruffi
You earn points bg killing hostiles on the battlefield. To earn
nore points, gou have to learn hou to be an efficient killing

machine. You earn Efficiencg Points bg eliminating multiple

hostiles'in one fell suoop uithin a single plagstgle.

ffiffi ffi ffiffi ffiffi x ffi &ffi ffi tuffi ffi H-&Yffi ffi
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. Time Bonus: Cornplete missions quicklg for a higher score.

' Hidden Paths: Look for alternate uags to reach
gour goal, including pipes and vents.

. Hiding Bodies: Pick up bodies and hide the
evidence to avoid suspicion.

. tlE Multiplier: Upgrade the Hth Echelon headquartecs,
the Paladin, to earn more moneg for everg point gou score.
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The Paladin is LJth

Echelon's [lE] mobile
headquarters, and the place
gou call "home" betu.:een rnissions
It's a state-of-the-art aircraft complete
uith its oun pilots, onboard staff rLLho gathers
intel regarding the Blacklist attacks around
the uorld, uorkshop, infirmarg, and holding
cells. While aboard the aircraft Uou can:

. Customize gour gear.

. Launch Eampaign and HE Missions,
or Spies Vs. Mercs matches.

. Talk to gour Hth Echelon team members
for leads on side operations.

=== ===At the heart of the tth Echelon's analgtical
capabilities is the 5Ml, or Strategic Mission
lnterface. Fronr this sophisticated device, 5am
and his creu are tapped into communications,
militarg, intelligence, and media sources around
the uLorld, providing them uith data and analgsis
on ang mission, ang target, and ang source.

Use the SMI to brourse through missions, find
and join friends plaging online, and matchmake
into fo-op and Spies Vs. Mercs games. you

can access the SMl using the table in the
,: fomnand and fontrol aboard the paladin, or
; bg selecting 5Ml Map from the Pause menu.
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When lou urant to upg.ade the Paladin.,talk to Grirn

and choose Plane Upgrades to decide r.rhere gou uant
to make improvements. Upgrades include sourcing
and acquiring neu gear, boosting Sarn's and Briggs's
performance in the field, and adding and enhancing
functionalitg to gour Radar in the HUD. The higher
gour Paladln Upgrade Level, the rnore cash gou tLtill

earn at the end of each fampaign and lE mtssion,

and Spies Vs. Me.cs matches.
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, To survive in Splinter Cell: Blacklist, gou must learn to move uith stealth, keep to the shadorLLs, and kill uith speed and precision.
: Here are a feu.L basic tactics gou rLLill need to master and tips gou uLill need to knou in order to transform into the Splinter tell.
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You can also perform several advanced moves:

Hold the Use button doun to perform an Active Sprint

ffiff d"\Mffi ffiffi -w.ffi.ffi - Mffi M ffiffi ,ffiry"ru ffi ffi M"

Whenever gou're close to a hostile, lou can elect to
subdue him using a hand-to-hand attack. Press the
Hand to Hand Attack button to execute the move.

ffiffiT-MffiffiWffiffiffi

Whenever Uou are detected bg a hostile, a uhite outline of
gour bodg uill appear onscreen. Move auag from the outline
to hide and/or to flank Uour pursuers and move in for a kill.

**-*'"*-*-.*-"*t
The greatest skill 

{

gou can master 
I

is the abilitg to I

move in and out 
X

of cover quicklg j

and efficientlg i

Press the 
I

fover button to 
t

enter and exit i

cover. To move i

fast betuLeen i

tuo points, aim j

touard the i
f

direction gou 
1

uant to go, look 
i

for the visual
prompt, and
then tap the
Use button.

While in an Active
Sprint, press and
hold the fover
button to execute
a slide maneuver.

---t
Press the Cover I

button to jump 
I

over barriers gou 
I
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Once on the ground, start ualking foruard. While moving around
and in betLueen pedestrians, gou request a situation report
[sitrep] from Grim; so far she's been unable to reach her flA
contact. You ask Briggs if he has visual contact of the safehouse
and he replies he just got to his position, but it doesn't look
good Walking up to the plaza, gou confirm uhat Briggs has
alreadg seen. The rnilitia is blocking the front-door access.
Briggs asks if.gou uant him to chanqe po.Fitions and meet gou
on the ground FollouLing the uagpoint, gou tell him to get eges
from the southuest corner of the plaza. fontinue foruard and
go through the door to the left of the safehouse, and continue
straight ahead, all the urag until gou reach the back alleg. i

t



Walk dorLLn the alleg and follotLr it around to the right to enter the safehouse from a side entrance. Before
long, gou encounter the first hostiles. Using cover techniques learned during the Prologue in Euam, move

to the frr-st crate, take cover, and perform a hand-to-hand strike on the first hostile. Your Execute
Abilitg gauge uill nou be full, so gou can activate gour Execute Abilitg and quicklg take doun multiple
targets in a single action. Mark the tr.uo enemies in front of gou and use lour neuLfound skill to kill them.
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CAMPAIEN

MISS|ON X: SAFE|{OSSE

Bnggs is unable to give gou infcrmation about Llhat's going
on in the safehouse, bui there's no time tc uaste. Approach
the daor, takp rover, and open it. inside are three hostiles
uho are oblivious to qour Fresent:e. Take cover and toss
a 5moke Erenade just begand the enemg closest to qour
position. A cloud covers the room, disorienting the enemies
uithin. Take doun each hostile, and then exit the room through
the door behind them Enter the next hallurag, collect the
Dead Dr-op on top of the uocden dresser, and move on.



As gou continue doun the halluag, gou hear voices corning from
the second floor. Eautiouslg make gour uag up the staircase
and take cover near the dooruag at the top. A quick peek
reveals tuo hostiles 20 gards auau. Quicklu move diagonallg
to gour left and enter the room. From there, go through the
bathroom and into the adjacent room. Take cover near the
door that exits into the halluag and use a hand-to-hand strike
to eliminate the hostile nearbg. ln the room directlg across
frorn gdli are three more hostiles keeping an eue on some
hostages. With gour Execute Abilitg readg to use, Mark them
for death, quietlg enter the room, and then take them out.
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Make gour u:ag onto the balcong and u.talk to gour left to
the far end. Nour climb up the latticeuLork to the open uindouL

on the.third floor, near the corner of the building. A hostile
uith hisback to gou is just inside. Ouicklg climb through the
opening and perform a hand-to-hand strike. ln the next room
are tuo enemies guarding turo more hostages, Mark them
both and kill them using gour Execute Abilitg. Exit the room
and follorLr the halluag around to the right.
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Near the end of the hall take
cover in front of the door to the
right. Attract the enemg nearest
gou and get him to come out of
the room. When he's in range,
end him uith a hand-to-hand
strike. Don't uorrg about the
others inside, as theg're deep
in discussion. Crouch doun and
enter the room. Mark the three
hostiles, and then take them
doun using gour Execute Abilitg.
Before grabbing the informant,
go into the room to gour right to
find a Supplg Cache to replenish
Uour ammo and gadgets.
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iFron gour starting position, sprint foruard and run along the balconu. Grim uarns against going to the police station, stating
blueprints reveal the militia have completelg taken it over. Houever, Kobin's gour o$U shot at discovering uho's backing the
Blacklist and gou're not leaving rLrithout him
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At the end of the first balcong, climb over the railing, drop to
the ground, and then clirnb up the uall in front of gou. There
are too mang hostiles in the area, so gou tell Briggs to change
positions. Just over the edge at the top of the r.uall, Uou see
three soldiers: one is right next to gou, uLhile tuo others are
Iocated across the alleg on another balcong. As theg continue
to fre on Briggs' location, kill the enemg closest to gou and
climb up onto the balcong. Go through the room to gour left,
target the tuo other hostiles, and quicklg take them doun.
Go foruLard, climb onto ledge, and move to the other side. Nout

head straight for the Supplg fache in front of qou. ffir'qP
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After replenishing gour supplies, lou see
a hostile pat.olling the balcong on the
building across from gou. Use the zipline
and take a ride over to his position. When
gou're right above him, initiate a Death From
Above strike to take hirn doun. Nor.u things
heat up a little bit. The militia patrolling
the area definitelg knor.ls something is
going on, but thig don't knorLL uho theg're
looking for. Theg don't even knor.u houL

mang people are involved. Regardless, gou
haven't time to uaste, as theu are all on
high alert. Before moving on, hide the man
gou just killed in the bin next to gou.
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Quicklg move and open the door to gour
left, and then close it once gou're on the
other side. Jump over the railing in front
of gou and take cover near the right side
of the door. Nou move fo.uard and take
cover near the crate directlg in front of
gou. fheck gour Radar. One hostile is in
front of gou and tuo are to gour right.
Wait for the one in front of gou to get
uithin range and eliminate him uLith a hand-
to-hand strike. ThrouL the bodg over the
side of the building and climb up the short
uall behind gou to target the next hostile.
Peering over the ledge, uLait until he
uLalks next to the satellite dish near the
opposite ledge and kill him. Drop back doun
and retake cover behind the crate. Wait
for the next hostile to get u.rithin range
and kill him uith a quick shot to the head.

Move to gour left and head to the corner on the left side of the building. Kill the hostile
gou find there, and then turn and sprint to gour right. frouch and take cover behind the
uall in front of gou. fhecking gour Radar, gou note the last ttLLo hostiles. Mark them for
death, and then head over to their location. When gou're in range, take them douln using
gour Execute Abilitg. Nom follou gour uagpoint marker and head over to the apartments.
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As gou continue onuard, Grim

riimes in that a Hlgh Vaiue Target
is in the area. You immediatelg hear
hls muffled voice coming frorn doun
belou to gour left. Drop from gour
perch on the edge into a crouch
and move tou:ard the uindoLl in front
of gor.'l. When the target's back is

turned, quicklg open the r.:.:indor.l

and enter the room. The hostile is
gours. Once secured, Grim informs
gou the best uag to reach Kobin
is to head toi.la-d st-eet level

Exit the roorn and head to the Supplg fache to
replenish lour ammo and gadgets, and then proceed
through the door into to the next halluag, closing
it as gou go. Take cover near the uall to gour riqht,
and then move diagonallg touard the light suitch in
front of gou. From gour vantage point, make a quick,
scan of the corridor. One hostile is t'lo feet auag,
and tuo others are ?Z gards dou.rn the hall. The
enemg closest to gou contrnues his patrol of the
immediate surroundings, uhile one of the men dor.rLn the
hall disappears intc a room to the riqht, leavinq the
second behind to patrol the far end of the passage.
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Flip off the light srLritch to create a cover of semi-darkness. This immediatelg raises the
suspicion of the tuo visible men but doesn't cause a panic. Once the hostile closest to gou is
r.rithin range, take him doun uith a hand-to-hand strike. Quicklg move touard the next enemg,

usrng cover as necessa.U. Once he's in range, sink a bullet into his skull. Go into the room 
i

across from the innocent in the halluag and kill the third hostile. i
i
!
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Exit the room, follom the halluLag around
to the left, and then head for the
double doors in front of gou and the
stairuell begond. Take cover near the
railing at the top and look doun to
see the next hostile. Kill him, continue
dou:n to the bottom, and go through
the door to enter the garage. fheck
gour Radar once again. Tu.Lo more
hostiles are in the vicinitg. Hunt them
dotun and kill them, and then follout
the uLagpoint rnarker to the exit.

J

Move foruard and scale the uall in front of
gou. Frorn gour vantage point gou see a chain-
link fence and a dog behind it. Drop douLn and
move touard the Llall on lour right, out of
vieu from the canine. flimb the rLrall and get in
a standing position so lou can shimmg around
the ledge to the right. From here Uou can
either shoot the dog, uait for it to come uithin
range for a Death From Above attack, or uait
for it to approach the fence and then use a
Stickg Noisemaker to distract it. lf gou chose
to use a Stickg Noisemaker, uait for the dog
to get near the chain-link fence and then throu the device at the fence. Once the canine is sufficientlg
distracted, drop from gour perch and quicklg move to the opposite end of the gard and make gour exit.
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Quicklg make gour uau to the open
carport gate leading to the street
betueen gou and the exterior of the
police station. Your first targets are
trLLo hostiles having a conversation,
standing street-side just begond
the gate. Mark them for termination,
use Uou. Execute Abilitg'to kill them,
and then go after the remaining
hostile patrolling the outside of the
station. To avoid detection, make
sure he's ualking to gour right,
auag from the station's courtgard
entrance, before gou take him douLn.

Once he's been eliminated, check
Uour Radar; uhen the coast is clear,
hop over the broken stone u:all near
qou and enter the courtqard.
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lmnediatelg take cover behind
the crates in front of gou;
another hostile should be
nearbg. 0nce he's u.rithin striking
distance, silentlg take him dor.:.:n.

Continue along the right-hand
uall to the rear of the carport.
As gou approach.the back, gou
nriil nost likelg eritounter a dog
and a lone soldier. Eliminate both
and go through the door next
to the destroged police cruiser.
Eliminate the last hostile in the
area and follou the uagpoint
marker to enter the building.
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replenishing Uou. ammo and gadgets at the Supplg fache, move touard the end of the halluag and go through the
door to gour left. Directlg in front of gou is anothe. door, and Uou can hear voices coming from the other side. Open
the door, Mark the tuo enemies, and then quicklg use gour Execute Abilitg to kill them before theg can react.
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As gou make gour ascent,
Erim tells gou to be on the
lookout for a Blacklist Lantop.
lf gou lind it, gou uill be able
to hack into it and dounload
data that can potentiallg be
used against the Engineers.
Fortunatelg for qou, the laptop
is located nearbg. Take a right
at the top of the stairs and
Lralk into the last dooruag on
the right side of the hall. Pag
dirtl Dounload the information.
and then follou the uaqpoint
marker and enter the room
uhere Kobin's being detained.

Mark the three iosiileE f rom gour slde of the mirror, and then enter the room and use gour Execute Abilit{.J to kill them.
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Slouilq mcve touard the door rn front cf
Uou. ln the adjaceni |-oom Uou hear a couple
of hostiles talking Stag oLji of sight and
Llrait for their ccnvei-sation to end anC for
one ene$ru tc learre the r-oorr. Approach
the docr to gour right and take dourn
the first scldier. Continue moving totuard
the opening in front of lou and into ihe
next rcom. fautiouslg move to the next
set af open doubie doors and head left
into the next halluraq. Jusi past :nother
openinq straight ahead is the next target.
Take him riar.L:n and continue foruard. The
last entrgr.lag to gour left is ulhere the
final hostile stands. flimlnate him to end
tlre thre,rt anc cJnctlde tTe mrssion.
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As gou parachute into the area, gou need Briggs to use the
UAV Drone to eliminate hostiles on the ground uLithout leaving
ang uitnesses. First, move the Drone camera and take doun the
enemu up and to the left. Look touard the tree belou gou and
take out the next tr.uo targets, from left to right. Nor.:.:, move the
camera vieu all the uag to gour riqht. Kill the louer hostile first,
and then take out the one directlg above him. Move the camera
vieu to gour left again and take out the next tuo targets, starting
uith the one to gour immediate left. Noru, move the Drone camera
up and look to gour right. Target and kill the lone hostile first,
and then target and kill the other tuo to gour left. Once theg're
eliminated, Uou tran move up the river rlithout being seen.
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As gou move foruard, Grim reports that she detects heat
signatures in a house a short distance auag. Jog along
the stream's edge until Uou are near a small village. As gou
get close, Grim sags she's detected tuo hostiles nearbu.
Proceed up tr.uo staircases, and then scale the rLLall of the
orange building uith the blue roof and enter through the
open uindou. Take cover near the right side of the door in
front of gou. Target the tu.Lo hostiles standing outside and
kill them. Your Radar doesn't indicate that anq more hostiles
are in the area. FollorLL the uLagpoint marker and head for the
cobblestone staircase Reaching the top, Charlie chimes in that
Uou are near the sueet spot to deplog a Tri-Rotor. Approach
the sandbags in front of gou to qet doLln to business.

: M-n"uu*. the Tri-Rotor above the
: double doors next to gou and through: the cutout archuaq to enter a room
: full of hostiles standing around. Use
: the uagpoint as a guide and flg right
: torjia.d it. Position the Tri-Rotor in the
, top-left corner to initiate the voice-
: scan, uhich r.r.:ill begin automaticallg.
: Once gou've positivelg identifred the
: buger, Grim reports that IJAV Drone
: images identified tactical entrq points
: located at the side of the building.
, Sounds like solid advice, and it's a little
: bit safer than rLLaltzing through the
: front door. It's time to qo huntinql
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From gour crouched position, move tourrds
the uall in front of gou, and then scale
up and over it. Weave around the outside
of the building to gour right and pause
at the corner. A hostile is patrolling the
parameter, and gou don't uant to attract
his attention. When he's not looking in gour
direction, quicklg move around and kill him

using gour pistol. Climb inside the uindoL.:.:

above gou and enter the facilitg. Taking
cover to gour right, Uou see a hostile at
the bottorn of the staircase. Attract his
attention and get hirn to come up to gou.

Once he's in range, eliminate him u:ith a

Stealth TakedouLn. While still crouched, move
dounstairs, and take cover nea. the uall
at the bottorn. thecking gour Radar, gou
see tuo hostiles to gour right, in the other
room. Make suae lou have a clear vier.r

of both and Mark them. NouL, get in range
and use gour Execute Abilitg to kill them.



Follouing gour rLLagpoint leads gou to a set
of tL:ooden double doors, and gour Radar
shous a hostile behind them lnstead of
taking him head-on, go up the stai.s to
gour left to reach the second floor. Once
at the top, climb over the bannister in front
of gou, move to gour left, and climb up the
uooden ladder. At the top, move to gour
right and go through the opening. Move
foruard to the portal in the floor and peer
over the edge to find the Heavg lnfantrg soldier belou Uou. Drop doun to the third
handhold from the top and uait for the Death From Above prompt. Activate the stealth
move to kill the Heavg and fullg cha.ge Uour Execute Abilitg. As luck uould have it, a
Blacklist Laptop is nearbg. Hack auag and gain its intelligence. Reorient to qour uaupoint
marker, uhich is glorLLing purple, and head to it. NoLrL open the iron door and go inside.
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Leave the roon through a portal in the back of the room. Peering over the edge, Uou see
a duq-out tunnel leaCing doun. flimb over the ledge and drcp to the bottom. Follouing
the uaqpoint rnarker gou eventuallg end up in front of a tall cliff iace, uith a rDpe leading
up. fontinue to navigate Uour uau around the mountain untii gou reach the scaffolding
underneath the bridge. Settle into lour neu perch and check !ou. Radar. Directlg
above gou are tuo hostiles; the sound of iheir voices drift doun to gou. For the moment,

ignore the Supplg fache in front of gou and scale the scaffolding to gour right, high
enough to get line of sight on the tuo hostiles. Mark both of them, Execute thern, and
then return to gour perch beneath thE brid_oe and refill Uour ammo and qadgets.

Move foruLard in a
crouched posiiion
to the end of the
scaffolding and
veer to the right,
uhere gou find a
ledge that's easilg
traversabie Alongside
it is part of the
building to the viilage.

Follou the ledge arcund to the left, uhere it ends in a
precarious drop flimb up the side of the uall and immediatelg
move to the right, coming to rest underneath a broken
uindou.: opening. Just begond a.e lcur next tuo tarqets.



Attract the attentron of the first hostile and coax him over tn gour
positron. Once he's rn range, raach up and pull him through, iuhich
should frll r-rp lour Execlte Abilitg meter. Quicklg go up and over the
opentng, and then take cover on the left side of the dooruag in

front of gou Move silentlg to the crate on Uour right to get a good
veu: of gour next tarqet. Maneuver around the crate and strike
the hostile uith a hand-to-hand strike. Because there are others
in tlre vicinitg r.rho miqht caich a 

-qlimpse 
of gour handiuLork, hide

the bodg bg thiouing him out the tLrrndcu gcu .1ust came through.

After disposing of the bodg, ualk quickl! to gour left, and then up
and over the shcrt iedge. lmmediatelg take cover near the stack of
crates to gour left. Look around; qou should see Uour next target.
Before dealing uith hin, quicklg move torLLard the tent in front of gou
uhen he's not looking in gour direction. fut into the fabric tc create
an opening and disccver another Hidden Path. 0n the other side Uou
ind a Dead Drop sitting on a cot. Ncu it's time to deal uith the hostile
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llrouch ard caut olts q approarh tie f ront
cf the terl Lliere qoL.t hear the so-lnd of
uearon f're [xt the tert ani take cover
ber nd ti"e sandbags tiat are fortl tous g

closa to qcL.lr rext target. As socr as he's
distiacted b9 :e oad rg i s ueapon ci mb over
ti: sandlags and take him loun u tl- a hanc-
to-hand strke Hide tlre bodg in tie bir near
tie rear of tle tent and rieck uo!r- Radar

TL.lrn around and locate gour in: tuo targets
\rark lhem for death and crolch doun.
Ql etlg make !cLlr ua! tou.:ard the rear of
rie o ckup trL.lck n f ront of gol. Whei-r gou're
sur: tieg're not lor:k ng touerd qol, inci
r oser to thert ana take she ter behino the
:-ates cca:ec t: r-e - qr: o= t-e :-_c<
5taq hdden r;rti both ic:ns above iier-
reacs t:rn red and then take ihem doun.
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\4ove tcuard the rLlaqpoint markei- and
ueave qour r.iLag thr-cugh Llhat aopears to
be a man-made tunnel sgstem. Fortr:natelg,
ihere's onlg one hostile to deal uith
dcun here. Use a hand-to-hand strike tc
Crop hrm and continue on. Seems like the
fng:neers uere busg building escape routes
and carving or:t subterranean arteries
to shield thejr movements from flgovers
and cther prqing eges. According tn Erim,

eviderce of excavaticn is evergLlhere.



Upon exiting the tunnel sgstem, Uou emerge near a village in the
m dd e part of the str-onghold [rim is continuing to track the
s gnal from the data transfer and reports that it's stiil onqoing.
5he has p npcinted the source's sector to be the Engineer's
main compornd lt's up to gou to find r.:Lhere tt's coming from.

Move forurard and take cover near the fence in front of gou. To qour
ieft ls a hostile and a dog. Exit cover and head to gour left to the
diiapidated structure As gou move, mark the hostile and the doq, and
avold makrng too much noise as gou step through the large pool of
r.rater on the ground. Prettg soon the dog catches lour scent, and
boti lt and the hostile head to gour location. Use gour Execute Abilitg
to kill them both Next, take aim at the hostile near the hood of the
truck in front of Uo! and klll him, and then move and take cover behind
it ln the distance is a Heavg lnfantrg soldier. Target and kili him urith
one shot. 5till looking through gour sniper scope, uait for another
hostrle uho rs on patrol just begond the Heavg and eliminate him.
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lnch touard the front of the vehicle
uhile staging crouched. Cautiouslg
peer around the headlights and look
to gour right. When the coast is clear,
move to the structure diagonallg to
gour right. Staging in cover. You should
see tuo other hostiles in the vicinitg:
one in the distance, and the othe., the
High Value Target, rLLho is patrolling the
surroundings nearbg. Wait for the High
Value Target to turn out of vieu, and
then target the other hostile and take
the shot. Use gour Radar to hunt dorun
the HVT, and then sneak up behind him

tag him and bag hlm. Once cornplete,
head back the rLLag gou came and
move touard the uagpoint marker.
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Once gou're topside again, Grim informs

lou that there aren't manu more
hostiles remaining, noting the rest
must have fallen back to a defensive
position. lt seems like the end is close
at hand. Still, gou should be prepared
for angthing. Follou the uralpoint and
make gour uJaU through the abandoned
village. At the end of the village, scale
up the 18-foot uall, uhere gou uill
eventuallg end up in another part of
the stronghold containing more hostiles.
Well, so much for an easq frnish.

::: : : ::: :::: : :::::::::: : : :: : : a- :. -a-a-

Taking cover behind the crates in front of gou enables gou to
see fou. hostiles right off the bat. The trLLo closest to Uou are
engaged in a conversation and not paging attention to rrLhat's
going on in gour direction. You're also in shadou, uhich helps.
Staging in a crouch, quicklu but quietlg qo up the stairs and to
Uour- left, and then around the side. Take cover near the corner
of the building at the top and make note of gour surroundings.
There is a hostile uith hiE back to gou looking into the courtgard
belou.r. Move to cover inside the building, rL:here gou uill see
another hostile through the far opening. He eventuallg ualks
touard gour position, moving along the outside uall. As soon is
he's in range, take him doun. Before the other hostile knouLs
uhat's going on, eliminate him as uell uith a silenced shot.

Still crouched, move to rLLhere gou can see the courtgard belotu.
Mark the three men milling about, and get to a spot uhere lou
can clearlg see all three.Once the icons above their heads turn
red, engage gour Execute Abilitg. lmmediatelg look to Uour right
and kill the next hostile. Nou, move silentlg to Uour .ight along
the railing and follou it all the urau a.ound. When gou .each the
staircase leading doun, there should be one last hostile standing
alone in the distance. Kill him before moving touard the uagpoint
ma.ke. and dropping dolun into more subterranean catacombs.
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When gou eme.qe, gou're starinq at the compolnd. Erim reports
there are no L:pdates from the teams rnvesttgattng the other
srtes, figurnq that theg're keeptng radto silence for the duration
of ther- ops fharie confirns that data is still coming from
the communicat ons hlb uithin the strurture, houever, the
ccmmunications are heavilg encrgpted and uill take ive to l8 minutes
to decode You don't have time io uait-it's go timel Briggs readies
the cropper for extraction. Thankful g he's onlg a fer.l minutes allaq.
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QuLklg move touard the uagpoint marker and crash through the uooden
doubie dooi-s. From there, lou just have to keep moving in an Active Sprint,
uhich enableE gou to bgpass obstacles in gour path and sta! just far enough
aua! from the Drone's attacks to keep gou alive. Briggs reports that the
area is too hot for extraction. Ycu tell him gou're geiting readg to activate
the hook so he doesn't have to land on the ground. Just as goll begtn
running cut of rcom, Briggs suroops in at the last moment to grab qou.
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From gour immediate vantage point, gou uill be able to take dou:n tuo hostiles
patrolling this end of the halluag. 0ne is directlg belouL gou, checking underneath
the Christmas tree, and another ruill uander into gour sights to gour right,
near the merru-go-round. 0nce gou've eliminated them, head to ground level
bg sliding doun the pipe affixed to the stone column in front of gou.

0nce on solid footing, crouclt and move to gour right, t4.here tuLo more hostiles argpatrolling
the area. Wait for each to iome.into- viets,,*hen hitrthem r.uith uell-placed sniper shots.
fontinue foruard to the lasi stone colurnn ind take cover facing the lit halh.:.rag, uLhere a

third hostile comes into vieur. Takehirndo*h,urith a silenced shot. flirnb up the pipe affrxed
to the column next to gou to E-in access t-o the caturalk above and another Hidden Path.
Follou the catualk around to the left.,and head torLLard the opposite side of the hall.

Upon reaching the bend, check gour Radar. There should be th.ee or four more hostiles in

the vicinitg: One is to gour right along the uall, tu.:o are belou gou, and another is in the lit
halluag behind the stage. Take dorLLn the single hostile first, then mark the tr.:Lo belor.l gou.

Kill them uLhen gou have a clear shot, and then return to ground level. Check gour Radar
to see u:here the last hostile is and finish him; then head touard the uagpoint marker.
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As gou enter the stairu.:ell, flip the suitch
to tL.:rn out the lights, and then head dou:n
tie staircase, reilling gour supplies at
the bottom. Move into the next halLlag
and immediatelg crouch dor-un. Eliminate
the tu:o iost les patrolling tie area,
then go into the room in front of qou.

Go to the far rigit corner and
enter the ventrlation shaft to
access another Hldden Path.
Follou it to the end, uhere gou
ind another hostile. Make sure
his back ts to gou, and then open
the grating and take him doun.
Exit the siaft and shut off the
circrit breaker to kill the lights
in t'e area. Another ventration
shaft is to the rlght of the one
gou jrst exited. Turn on !o!r
night-vision goggles and climb in.

This shaft takes gou to uhere
the hostaqes are being held, and
reveals another Hidden Path.

ln addition to the hostages present, four hostiles are patrolling the
a.ea. Since gou shut doun the circuit breaker, most of the basement
uill be in darkness Use qour night-vision goggies to hunt doun the
remaining hostiles. Once the immediate threat is gone, lou fnd that
the uhole area is uired to blou. Erim is prepared to alert the bomb
squad, but theg're not to take action until lou give the signal. Head
touard the uagpoint marker and drop douLn to the seu:er sgstem.



While crouching, head to gour left. A lone hostile
patrols the halluag, making for easg pickings. Once
he's dead, pick up the bodg and hide it in the murkg
uater belou. Backtrack to gour starting position and
climb up to the rLLalkrLLag above. Heed Erim's advice
and jump up to the pipe above gou to avoid detection
from the other tLro hostiles and reveal a Hidden Path.
Shimmg along the pipe touard gour next tuo targets,
marking them for death as gou go. 0nce theg are in
range, trigger gour Execute Abilitg. Drop doun to the
ualkuag and take cover facing the direction of the
next hostiles. [Jse gour Radar for help, if gou need it.
From gour vantage point, eliminate the Heavg lnfantrg
soldier and the fourth hostile, leaving the High Value
Target for last. 0nce gou've bagged hirn, head touard
the uagpoint marker and slide doun the ladder.
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Follou.: the uLagpoint ma.ke. and continue forrr:ard to find a ladder.
Clirnbing skguard, gou soon arrive in a service tunnel underneath
the Water Filtration Plant. Replenish gour supplles and head out.
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As gou approach the Maintenance Access dooru:ag, gou
spot a lone Recon Drone patrolling the area beqond. Take
cover near the left side of the door and uait for the
drone to pass Once it moves a couple of feet auag, staq
crouched, exit the room, and follou it. Be sure to stag
close to the large stacked pipes running the length of the
room as qou go. Where the pipes bend to the left ts uhen
qor L.r-rl see tie irst hostile, on the opposite side of the
ha lLrag Quicklg take htm dorL:n, and continue onuard.

From qorr pos tion gou
can iear vo ces up
aheaC. Eqrip a Stickg
famera and toss it
L.lp above the second
flood light on the uall
to get a vieu of the
other hostiles. Bg neans of its electronic ele Uou should see tluo
more hostiles: one of the left side of the stacked pipes and one
on the right side Get into posttion to take them out, and continue
moving fonlard. The last lrostjle in the a.ea is the Drone Operator,
and gou frnd him at the verg end of the halluag near the exit.
Taking him doun uLil be a prece of cake as he is too occupied uith
uorking the controls on the drone to knou gou're even there.

Once the operator is dispensed urth, gou uill
pass through the exit rnto a massive stairu:ell
spira inq up touard the qround ievel. lnstead of
iaking the traditional route, climb up the gellorLr

ladder, and then move to gor.Lr r ghi, along the
gellor.r pipe. font nue cl mbing upuard to discover
a lrdden Path Soon gou reach a small ledge
Lriere a Dead Drop auaits. Nab it and move along
Drrng gol:r jolrneg, Charlie chimes in; he thinks
ie has confirmat on that the plot in fhicago
is linked to tie Engineers The flash drive gou
upoaded to tlre Paadin is using a variant of
m lrtarg-grade encrqption protocols. A direct
matci to the encrgption used bg 5adtq in MirarLLa

As gor near tlre top, amble over to the right and
take tie sta rs the last quarter of the uag. A
lone hostile stands beiLueen qol and fhicago's
skglrne. Take iim doun and then replenish gour
sLJpplles You're almost to the Water Filtration Plant and a date rL.:ith danger
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Follouing the uLagpoint nrarker, head up the rL:alkLlag to the right
of ihe van parked in front. Bg moving quietlg lou can sneak up
on the tLuo hostiles having a conversation in the foqer outside
the front entranre. lnstead of making a left U-turn and follouing
the path around, climb up the side cf the uall in front of gou
Mark both men, and then use gour Execute Abilitg. Next, take
cover near the open door just oast the dead men. lnside gou
urili see a lone flashlight moving from side to side, indicating
another hostlle. Take a quick look at gour Radar; lou ,rill notice
he's the last guard in the area. Eliminate him using a hand-to-
hand lethal strike to fril gour Execute A.bilitg gauge, and then
stop to hack the Blacklist Laptop convenientlg sitting on the
front desk. 0nce that's done, proceed through the double
doors behind gou to access the piant's securitg checkpoint.

As gou look around, lou see the aftermath of total rarnage. The
foiks uho did this definitelg are not amateurs, but professional
killers. lt's quite ciear this is a Blackiist target. ln addition to taking
out the securitg sgstem, the hostiles have done a number on all the
sgstems. Charlie has to unhack their hack or else gou L-Lron't be able
to get through the door to the plant's control center to stop them
from polluting the iuater

As fharlie goes to irork, crouch and take cover behind the desk
along the far uall. I\lark the tluo hostiles begond the door, and
then uait untii their backs are turned. Next, quicklg hop over the
desk and use Uour Execute Abilitq to kill them Charlie signals he's
reversed the hack and the dooruag is nou open. Time to put a stop
to the plot.
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Head back the uaq gou came and go

dou:n the first set of stairs leading
up to the platform At the bottom
of ihe stairs, clinb over the lou r-Lrall

to gour right to access the serviie
tunnel underneath the control room
Grim mentioned. lt uill not onlg prcvide
faster passage betuLeen the tr.uo

sides of the plant. it also happe;rs
to be another Hidden Path
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After emerging on the cther side of the plant, head touard the second purnp. 0rient tor.lard the uagpoint marker
LJhich shouts up as a purpie "8" on gour screen. Standing betrrLeen gou and gour goal are three hostiles anci a
Heavg infantrq so ider, uho iappens io be quarding the pump. fonsuit gour Radar to locate the regular hostiles,
and eiim nate them as gou head touard the pump. Remember to hit the Heavg urth a sniper shot to the head,
otheru:ise lou .rsk detertron Once a I the guards are dead, proceed to the second pump and take it offline.
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As gou begin to pat gourself on the back for a job uell done,
Grirn delivers some bad neus. Despite gour efforts, she's
detecting that the uater is alreadg contaminated and the main
outflour is still open. Charlie has still been unable to shut doun
the main outflor.u. The good neus is he rL:as able to unlock the
inanual override, uhich uill enable gou to manuallg shut off the
flou of contaminated uater. All gou need to do is go back to
tlre'otfisr side of the plant and shut off the valve bg hand.

You'll f,nd the valve'in a small room located underneath the main
control room uhere gou started this uhole process.
lf gou are unsure uhere to go once Uou emerge from the
service tunnel, locate the rLragpoint marker and move touard it.

With the crisis averted, it's back to the Paladin.
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You begin gour mission above the tennis
courts uith a bird's-ege vieu of trLLo guards
on patrol. You have no need to uorrg
about angone else entering this area of
the estate, so equip gour sniper rifle and
eliminate both men from gour loftg vantage
point. Repel dorul to ground level and uork
Uour uag along;[he uall to the garage on ...,
gour right. At the far corner gou'll find a

handg bin in uhich to stash ang bodies
gou might need to hide. Snipe the light
fixtures near the door to snuff out their
fluorescent glou and enter the garage,
immediatelg taking cover. Peeking from
gour hiding spot, gou see a nan hunched
under the hood of a car uith the engine
exposed. Begond him is a uide-open door
big enough to ddve the car through that .,-
leads to a large iide gard. You can hear
voices of men as theg patrol the grounds,
plus the barking and grourling of a dog.
First, deal uith the hostile in front of gou.

0nce he's taken care of, hide his bodg in the
bin gdu passed on Uour uag in. Next, raake
sure no one is coming, and then snuff out
ang floodlights or fluorescent lightsin the
vicinitg. NorLL head to the opposite srde of
the garage to hack into the BlacklisiLaptop
that is sitting on a desk in the far corner.
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Once gou are finished r.uith the laptop, crouch and silenflg
approach the open garage door. Turning on Uour sonar goggles,
gou are able to make out three more hostiles plus the dog.
Head back to rL:here gou entered the garage and fotlou it into
the courtgard. Nou begin sgstematicallg eliminating the threats.
0nce theg are taken doun, follou the rLLagpoint narker, ulhich
leads gou to a room and the securitg monito.ing station.
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After jumping through the uindou fharlie unlorked
for gou, stock up on ammo at thn Supplg Cache. The
first guard shouid be close bg and tc the left, making
sure the docrs tc the estate are secured. While he's
preoccupied, take him doLun. Ncu:, climb up the prpe nearbg
urhere gou kiiled him. Fi-om gour k:ftq vantage point goi.t

ran see thp re=t of ucur targets. Dc,ln belou qou near
the barbeque grill and patio are a High Value Target,
a hostile, and a dog. Tc lour left near :nd around the
pcol are ive more hostiles. Tirne tc get tc lr.:ork.

Drop Coun to groL:nd levpl and rapture the HVT,

anc then hunt doun the other enemies. Once
theg are ai! eiiminated, lou a.s abie to access
the utilitg shed to shut drLrn the pcuer.



You deplog the Tri-Rotor and fharlie gives gou the all clear that there is no laq in the data transmission. lt's tirne ts find
the circuit breaker. As soon as the Tri-Rotcr's visual feed romes through, check the ground belou it: you should see tu.ro
plpes running parallel to each other along the ground. Begin bg foliouing the path of these pipes. Once the device reaches
the far uall, turn it to the ieft and head touard the light. As it gets close, gou uill notice an opening to the left. Eo through
the opening and continue moving foruard untri gou dead-end at anothar uall, and then fl! the Tri-Rotor uD about trLLo feet
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When gou reach the top of the next stretch,
Uou see a thick, dark pipe to gour right. Flg the
device foruard alongside it, and then around to
the right. Nom, simplg follor.r the tunnel through
to the finish, uhere gou uill eventuallg end up
in a uine cellar containing tuLo men preoccupied
in conversation. Maintaining altitude, veer the
Tri-Rotor to the left along the top of a shelf
frlled u.rith bottles. Five feet in the distance gou
should see a dooruag belouL gou. Keeping the
device hidden from the occupants'vieu, flg
into the room, uhere gou uill find the circuit
breaker. Target the small, urhite box labeled
"Danger," and hit it uith a stickg shocker.
NonL it's time for the real fun to begin!
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With the circuit breaker blor.r.rn and the lights extinguished
throughout the estate, all the guards are on high alert.
All around the shed, guards are combing the grounds
looking for intruders. You have the advantage, as theg
don't knou.r ulhere to concentrate their search.

As soon as the lights go out in the shed, exit and look
immediatelg to gour left. The first guard should run past
gou, giving lou lour frrst kill. fontinue moving to gour
left and post up along the corner railing. Three guards
and a dog are searching the grounds, and one guard
is on the second-storg balcong. From this vantage
point gou should be able to pick off each one,Once the
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At this point gou have tuo options to enter
the estate. The irst option is through a

door on the second-floor balcong, uLhich

can be accessed bg backtracking to uhere
gou connected to the Opsat computer
luou'll frnd a pipe gou can climb up to the
right of a flare on the ground). 0r gou can
enter along the side, back near the shed.
Since the goal is to be proficient at Panther
stgle, head touard the side opening. Like
the balcong entrance, gou uill find a flare
on the ground there, too, and directlg
next to it a pipe leading up the side of the
building. Climb to the top of it, and then
move hand over hand to the right and drop
doun to the qround to enter the estate.
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Drop to a crouch, move fonuard slightlg, and look to
gour right to spot gour first target and first infrared
leser. Take him dorun uithout tripping the alarm, and
then move to qour left to take cover behind the
chair. Look into the living room to spot the next
tuo hostiles. You can easilg take them doun uith
tuo, quick sniper rifle shots. Look to gour right and
climb up the uall to a room on the second floor.

Move touard the double doors and
activate gour sensor goggles. You should
see another hostile just on the other

+ide. Wait for hiia to move €ag fron the
::::doors, and then exit the roon and shoot

him from behind. Maintain cover and look
directlg in front of gou near the staircase,
uhere the next hostile is r.uaiting. Again,
a shot from gour sniper rifle should do
the trick. Move along the uLall in the
direction of the first hostile, checking
gour Radar as Uou go. At the end of
the short halluag, head to gour left and
follou it until gou reach the staircase on
other side of the house, bgpassing ang
dooruags Uou see. Along the uag gou urill

encounter one to tuo more hostiles,



Head to gour left at the top of the
stairs and follou the next halluag doun
to the right. Along this uLall gou find
another pouer box, and at the end
of the halluag another infrared laser.
Tuo more guards are in the vicinitg.
Deal uith them suLiftlg and continue
straight to the next halluag, directlg
begond the motion-detecting beam.

Stop in the laundrg room to gour
left to pick up the Dead Drop, and
then resume gour trek doun the hall,

orienting to gour uagpoint marker.
Take douln the last remaining guard
before heading into the bathroom and
breaching the door to the panic room.
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You exit into the roorn begond and Nouri takes
cover behind a desk uhile Usu are left to tackle
.-$te ftrst turo fommando= oS in the hallu.rag.

No need to uorrg about infrared lasers at
this point; just concentrate on eliminating the
hostiles. Your first turo targets are located
near the staircase directlg in front of gou.
Take aim at the first Commando positioned
nea. the railing, and then look to the right
for the other. lf gou lose sight of him, consult
gour Radar or activate !our. sonar goggles.

Once theg're eliminated, allour Nouri to run
dounstairs and take cover. Standing at the
top of the staircase next to the bannister
gou see four more fommandos coming into
the living room. Mark the three [ommandos in

front and belor.u gou, and then kill them using
gour Execute Abilitg. Target the fourth and
final fommando to gour left and eliminate him

before he can get a bead on Uour position.
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Follouing Nouri. gou begin the descent
to the tunnel unde.neath the estate.
Grim relags that gour onlu option for
escape is to follotu the riverbed to
the dock, r.uhere a boat is uaiting.
Nouri starts telling gou he's basicallg
suppluinq 5adiq uith soldiers in return
for cash. What Sa@q does uith those
soldiers is his oun business. As gou
both emerge outside, gou grab Nouri
to make sut-e he doesnt run for it and
lead him foruard. You're verg close to
the boat, and the onlg things standing
betu.leen gou and the docks are three
hostiles, provided gou avoid detection.
Move to Uou. left, navigating around the
large rock formation and checking gour
Radar for Comman€*os. One appears to
gour right behind the rock. Bang. A feu
feet farther are tu:o more fonmandos.
lf gou haven't been detected thus far,
these are the last hostiles gou rLrill

encounter before arriving at the boat.



When Nouri and gou are safelg aboard,
gou persuade him to give UBU information
regarding the operatives he gave Sadiq.
He kindlg obliges bg handing Uou his cell
phone; on it is a file u:ith all their narnes
and passport numbers. Before going
anguhere gou send the ile to Grirn so
that she can verifq the ieformation. 0nce
she confrms that the intel is good, gou're
on Uour uau. Mission accompllshed.
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t's a cc d, rallq n git r.::hen goL_t aa.lve ln London Before gou've
even beqLrn, a slrot perces tie al- to take doun a guard standir!
uLatch et the per, thanks to Brigqs, Llio s currentg on his
uag to take..rp pont at positcn Bravo Erm confirms that the
operatves r.lio used Nouri's stoen passports aae hoed up
insde, and tie best option for nfiiiraton is from the roof. Head
touard tie.r,lagocrnt marker, and take out tie dog and the lone
sniper at gro'.lnd leve before startng qour jclrneq skqurard.
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0n solid footing once again, quicklg look up and take aim on
gour next target. Fortunatelg the thunder and rain provided
cover fo. the previous shot, or gou uould be caught dead to
rights. Snipe him from u:here gou're standing. fontinue on up
and climb through the opening. You r.uill nou have a sueeping
vieu of the entire rooftop. Directlg across from gour position
is gour next target: a lone guard that's taking cover from the
rain under a makeshift structure. After taking him out, sprint
foruard and drop doun to the louer roof belou.

Rotate to gour right so that gou have
a clear vieu of the adjacent rooftop.
Looking through gour sniper rifle scope,
gou should be able to spot tub more
hostiles. 5implg Iook for their flashlight
beams. 5ince theg have no idea that
gou're lurking about, gou're free to
aim from gour current spot and take
them doun safelg from a distance. Tuo
headshots later, the coast is clear. Leave

gour post and head touard the far right side of the roof, facing the London skgline,
to find a metal ladder convenientlg placed along the side of the building. Climb doun the

! ladder to the lip belou, and then move to gour right to the hole in the uall. Peek inside

! to ind gour next target and take him dourn. The coast is notu clear to enter the mill,

*

Move straight ahead and take cover along
the uall to gour right. In the distance
and slightlg above gou is another sniper.
Hotuever, of more immediate concern is
the guard patrolling the area in front of
gou. Using cover, move in close to him and
take him doun uith a lethal hand-to-hand
strike. Remain in cover and take aim at the
sniper and kill him uith a sniper rifle round
of gour ou:n. Head straight for his corpse
and take up position on the gantrg.
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0nce inside, uralk touard the "Exit" sign in the left corner of
the room and continue through to the next halluag. Folloru this
short passage to the far end, uhere Uou uJill find a darkened
elevator shaft. Use the Fast Rope and take a quick trip doun.
As gou approach the bottom, Erim chirnes in that theg identified
the men Nouri sent to London. Theg uere not just muscle, but
specialists: chemical enginee.s, snipers, and tactical operatives.
Worse s!ill;;S$ll has been tracking the trffik Briggs saur since it ',1

left the mill and it has hit everg tunnel in the citg, and the men have
suapped vehicles mo.e than once. There's a prettg good chance
tne 59p1,!reU're carruing is connected,to the next attack.I

I

I
I

I
I
I
I
I

I

I
I

Eotl
lJl
CJ

E
15
E]
IR
€'.
3
op
f
t5

OJ

E
IE

L5

'LJ

Ecl
€

.E
L

a_

I
i
I

I

I
I

I

I

@

L0vEhrffi ruruAnTffimffi



Without a moment to lose, exit the elevator
shaft and head straight for the floodlights
at the room's far end to another Fast Rope
leading dorrLn through a massive hole in the
floor.0nce at the bottorn gou find a Supplg
fache to refresh Uour amno and supplies,
and Uou hear voices coming f.om begond
the tarp in front of gou. You seem to have
come across a makeshift livinq quarters.
When gou attempt to use gour sonar
goggles to see uho is behind the tarp,
gou find that gour vision is jammed thanks
to a Drone 0perator located someuLhere

nearbu. Noiir is an excellent time to deplog

lour Tri-Rotor and perform a little recon
to see hout mang hostiles there are.

ff
Once the gadget is online and readg for
action. flg the Tri-Rotor out the r.lindout
directlg in front of gou, orienting it so
that it's facinq the side of the building.
Move it to the left and reenter the
building through the frrst open uindou.r.

Maintain altitude and make a sueep of
the floor, flging the device aborre the
hostiles' sight lines. Through the feed
lou see that ihere are six enemies in ail,

including a Drone Operator, uho is located in an office in the far right corner. You urll
also see the Dead Drop on a ledge above the hostiles along the far rLiall to the right
of the Drone Operator. Erab this last, after all the threats are eliminated. As soon as
qou have a qood rdea uhere evergone is, recall the Tri-Rotor and go to LrLork.

First, replenish lour ammo and supplies, and then check gour Radar to make sure
there aren't ang hostiles near Uou. Once it's safe to proceed, cut through the
tarp and slink through to the next room. Before beginning gour assault, make
the surrounding a.ea as dark as possibie. You can do this from gour vantage
point bg shooting out the vanous light sources located around the roon belou.
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Start bg extinguishing the source directlq in front of gou. Next, look doun to spg the turo floodlights immediatelg belour

Uou. Use Uour pistol to darken these rLrith turo silenced shots. Nou equip gour sniper rifle and look to gour right, uhere Uou
should see tulo more floodlights. 5hoot out both of them. Bg nou the hostiles sense that something isn't quite right and
begin a rnore vigorous search of the floor. Additionallg, the Drone 0perator begins sending out drones to aid in the effort.

While crouching, move from gour
position and head straight for the
back of the room, ulhere gou uill
fnd a barren elevator shaft. As gou
pass bg the staircase on gour left,
take a quick peek over the railing
to see if angone is coming up. lf
someone is approaching, pause and
uait fo. them, and then kill them ruith
a hand-to-hand strike. Be sure to
throu the bodg out the r.lindotu so
that no other hostiles uill stumble
over it, should more come looking.
VVhen it's safe to proceed, drop
doun into the elevator shaft, g.ab
the gellorLr pipe next to gou, and slide
doun to the next floor. This also
happens to be another Hidden Path.



After reaching gour
destination, make sure the
coast is relativelg clear and
then exit the elevator shaft.
frouch doun and move
foruard to take cover behind
the crate in front of Uou. lf
Uou encountered a hostile
upstairs, that should leave
three making a sueep in gour
general vicinitg. Use gour
Radar to locate their positions,
if gou don't have immediate
visual confirmation, and
sgstematicallU silence them.

After the trst three [or four] hostiles are eliminated, exit cover and proceed in the direction of the gellour
pouer generator that is just begond the crate. Look to gour left: You should see Uour next tuJo targets.
Take thein doun and make a U-turn around the generator and other crates in Uour uag. Just begond
the shing tarp in front of Uou should be another hostile. Kill him and move in the direction of the Drone
Operator, uho is hunkered doun belouL a desk in the office to gour right. Remember to be on the lookout t

es, as,theg have a uag of sneaking up on Uou uhen gou're not paging attention. I
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As soon as gou eliminate the Drone
0perator, go and grab the Dead Drop.
Nor.:.r follou the uagpoint marker to a
stairuell in back and rualk dorLLn. At the
bottom of the stairs is an office to
gour left containing a supplu fache.
Restock gour supplies and continue
follouing the rLLagpolnt rnarker until
gou end up on a metal gantrg. As gou
reemerge into the cold, raing London
night, gou notice another truck is
leaving the mill. As fharlie starts
tracking this vehicle, gou tell the team
gou're heading to the Loading Bag.



Looking douLn from gour location, lou spu
a qent on the gantrg belou. furrentlg,
he's engaged in a phone conversation uith
someone inside. To get a better sense of
uhat auaits gou, hunker douin and use
gour Tri-Rotor to sueep the area beloLl
to see hou mang hostiles auait gou.

As soon as he finishes his conversation,
launch the device, Mark him, and follou him,

staging far enough behind so as not to be
detected. Working !our uaU around the
hail to gour left, i-nake note of the stairuell
tc gour right and another target ualking
touLard gou. Mark him and continue on. Flg
the Tri-Rotor as close to the ceiling as

Uou can uithout bumping into anqthing; gcu
Ehould see another stairuell going dor.ln
in front of gou. Eo into the stairuell and
look to uour right to see tulo more hoEtiles
standing in front of uhat looks like an oil

drun uith a fire burning inside. Just above
them gou see the hostile gou are folloLuing.



fontinue flglng the Tri-Rotor doun the
stairuell, and then turn to gour left.
Maintain altitude just belou the ceiling,

folloru the pipes around to the right, and
proceed dou:n the next halluag. A Heavg
lnfantrg soldier is patrolling the area.
Continue rnoving foruard. You notice roorns
off to gour left and an office to gour right,
r.L:hich contains another hostile. At the end
of the halluag is another staircase, this one
leading up near Uour starting point. Recall

the gadqet and get doun to business.

Three more hostiles rernain,
including the Heavg lnfantrg
soldier. The tuo hostiles
that gou sauL standing near
the burning oil drum during
gour surveillance should still
be there. Mark them, equip
gour sniper rifle, and uait
for the Heavg to pass bg
gour location, heading in their
direction. Quietlg open the
door and target the Heavg.

ln one fluid motion, take douLn

the dangerous hostile and
activate gour Execute Abilitg
to eliminate the tuo standing
near the drum. Head past the
dead men and exit the area.
ln the next room, climb over
the uindou and move to gour
right touard the opposite
uall. tlimb up the railing and
go through the door.

Your irst target is the hostile gou tailed
tr th tie Tri-Rotcr. After taking a littie
Etroll, he returned to the balcong. fheck
qour Radar to see f anq hostiles are
nearbg. When the coast is clear, drop
dou.:n and make the kill. Proceed inside
and follou.r the same route gou navigated
uhile flging the Tri-Rotor. You should see
a Mark con floating nearbg, indicating the
hostile gou tagged earlier. Jump up to
the pipes affrxed to the ceiling and inch
foruard. Create darkness bg shooting
out the floodiight to gour left, and uait
for gour next target. Once he's in range,
execute a Hanging or Death From Above
kill Drop doun to the floor and enter the
door on gour rlglrt. look through the
gaping hole in the floor to see a third
hostile and the Blacklist Laptop. Elim nate
the target, and then hack the laptop.
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You have tuo options for leaving the room: through
the uindour or through the door to gour left. Take the
door. lmmediatelg drop into a crouch and head doun
the frrst flight of starrs. As gou reach the landing,
head for the gellorL: pipe in front of gou and climb up.

Move to the right along the ledge and transition to the
metal support beam on gour right. Move to gour right
a couple more feet, and then climb up and over to the
opposite side. fontinue to gour left, making Uour LUaU

to the front of the truck, rLLhich is belouL gou. Position
gourself over the roof of the truck and drop dotrn on
top of it. Move to the passenger's side of the vehicle
and drop doun to the ground. Make gour tuag to the
rear of the truck, and u:hen no one is looking go inside.

The first thing is to leave the loading bag alive, and Lrithout using lethal force. After exiting
the truck, r.:.:alk touard the stone colurnn near the front of the truck. 0n the side facing
the garage, gou uill find a lellour pipe is affixed to it Mount the pipe and climb to the top.
Grab ahold of the metal girder at the apex, and then uLork gour uau over to the uall to
gour right. Move over a foot or tuo and slide dorLLn the gellorLr pipe to the floor.

Once on the ground, open the grating on the floor directlg in front of gou and enter the vent belou.
Follou the crauLl space up and around to the left, and exit up through the last grate. Starting in a
crouch, follou the rL.Lagpoint marker to the back of the room and leave through the door. You're nout

i[F]t'l]+;'"- -'

ueapons-free again.



A**".,=s'llL'N?EFI+{:ELI.
@

As gou begin gour search for Sadiq, Uou are forced to go through the heart of the operation: an engineer chemical lab.
To make matters uorse, Uou begin to feel the effects of the exposure to the VX nerve gas from the truck as gour vision
becomes slightlg blurred. First, shoot out the floodlight in the room and restock gour supplies. Exit the roorn through the
broken u.:indouLpane, but trg not to create too much noise bg stepping on the shattered glass on either side of it.

ln front of gou is a High Value Target. Leave him alone for the moment; instead, crouch and move to gour left,
uLhere a hostile is standing in a dooruag. lt's possible that a second hostile is behind him, approximatelg five
feet auLag. Equip gour sniper rifle and take them both douLn. lf the second target moves auau, let him go and
deal u.tith him later. NorLL, head back touard the Hiqh Value Target and take.covry behind the stack of uoo@n
pallets. Using Attract, get his attention, and then tag him and bag hirn uhen he is uithin range
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Next, move up the stairs to gour left to the catualk above
and immediatelg take cover. Look at the Radar to see tuo
more hostiles. Quicklq take doun the first one. Then, still
in a crouch, move out of cover torLLard the second hostile.
As gou get close to gour next target, avoid detection and
jump up to the gellom pipe above gou. fontinue forLuard,
and, uhen prompted, perform a Death From Above attack.
Continue a feu more feet to the end of the catualk, and
then clirnb over the railing and drop to the ground. Before
ualking through the corridor in front of gou, check gour
Radar. Around the corner to the left is another hostile: a
Heavg lnfantrg soldier. Wait for him to come into vieu and
take him dou:n uith a sniper rifle blast to the head. Move
foruard and take an immediate left into the corridor.

Look doun in front of gou and ualk to the grate in
the floor. 0pen it, drop doun into the vent belou, and
head touard the opening in front of gou. As Uou move
fsruard, fhadie tells gou that gour vitals look bad.
Briggs is rLrilling to move in, but gou need him to cover
gour exit. Sadiq is the prioritg, not gou. Erirn tells gou a
decontarnination station is blocking gour route, uhich
could rnean difficultg uhen gou arrive at gour destination
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Reaching the opening, drop dor.rn, hold onto the lip,

and maneuver to the opposite side. Grab the ladder
in front of gou and slide dor.ln. You drop into an area
that is partiallg flooded, and uiater is leaking frorn the
ceiling above gou. flose bg, gou hear dogs sniffng.
grouling, and barking. fhecking gour Radar, Uou see
that there are three of thenr doun here. Walk along

above gou, and move foruard. When the canines are
in range, put them all doun urith three shots from
gour pistol, and then drop douin to the floor. Move
to the back of the room and go doun the halh.rLag to
gour right. At the far end, begin climbing up the r.lall

using the rungs found in the concrete. As gou head
skguard, gou reallg start to feel the effects of the VX
gas: Your vision becornes increasinglg blurred and gou
start breathing hard. At the top gou fall to the floor.

the right side of the room, jump up to the gellou pipe

ffi
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The exposure to the VX gas is reallg taking its toll nou. Erim fears for gour life, and knor.ling Uou need help, Briggs leaves
his post to come and get Uou. Afte. Uou rise to gour feet, start ualking foftxard in the direction of the rLLagpoint, through
the decontamination station. You are unable to use anu ueapons or gadgets, and gour Radar is out of commission.
HouLever, !ou can still perform hand-to-hand takedorL:ns bg approaching hostiles from behind. Within minutes of staggering
Uour uag through the chemical lab, and before reaching the uagpoint, Uou pass out. You auaken, seated in a chair uith
gour hands tied behind gour back, face-to-face uith 5adiq.
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From cover, move foruard,
shooting out the lantern in front
of Uou. Hop over the urall, take
cover next to the container to
Uour left, and peek around the
co.ner to locate gour first target.
Silence him using a hand-to-
hand strike and retake cover in
the same spot. Make sure the
fommandos are activelg engaged
in combat against Briggs, and then
quicklU leave through the opening
in the back of the combat zone.

frouch and go underneath the platform
in front of gou, then move to gour left.
Exit through the irst opening to gour
left and approach the fommandos
from behind. Using gour Radar, locate
the remaining three hostiles and
eliminate them uith hand-to-hand
strikes. Once theg are all dead, reg.oup
uith Briggs and head upstairs.
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Three more Commandos are
uaiting for Uou near the exit.
Your blurred vision and abilitg to
remain steadg uhile firing gour
uJeapon make this encounter
difficult; gou must strike the
first hostile from above. While
Briggs provides cover fire, jump
up to the gellour pipe above gou
and move tou:ard the fommando
that is taking cover near the
back of the room on the right
side. When in range, perform an
Aerial Takedoun. Even though it
uasn't a lethal strike, he uon't
be rejoining the fight. Hop back
up to the pipe and slither to the
tuio remaining hostiles. Let Briggs
kill the fommando on the center
uLalkuag, and nove tor.r.rard the
other fommando on the left side
of the room. Get in range and
perform an Aerial Knockout. Drop
to the ground, head for the back
door, and make gour escape.
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After securing his aid and sxiting hs car, head for the Llall in front of gou and shinng
up the gel ou pipe Make golr L.lag around the building tc gour right, avoiding detecticn
bg the grards patroing the qi-ounds beorLL. Drop to the ground near the first set of
floodighis, uaik arolnd the narrorLL column biocking qcur path, and then climb back up
the u.:ai, L.lsng u.:indousr ls as bandhods fontinue moving rignt, and just above the front
door gour ind a H dden Pati. Drop to the ground again near the lact pair cf flcodlights,
uLa k around another narrou column biocking gour path, and then climb bark up the side
of the bri ding a third time. Follou.: the uall around the side of the buildinq to gour right,
and then cl mb througlr the metal latticeuork to the building across frcm gcu, uncovering
another Hidden Path rn tie process Onre on the other side, move to gour left to the
gellotLr pipe, sl de dou.:n the ground, and enter the garage through the front gate.
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Erim alerts qou that the phrase Rohanr spoke to a guard mornents
ago uasn't consistent uith his usual diction. He could be setting
gou up for a trap. Having no choice but to continue, take cover
along the right side of the garage behind the first column to avoid
deteciion bg the lone guard. When he's not looking in gour direction,
shoot out the fluorescent light near him to create darkness. Next,
shoot out the surveillan:e ranera. After Rohani gives the all clear,
make a beeline for the opening in the fence to the right of the
canera. Repel douLn to the bottom floor, avoiding detection bg the
hostiles patrolling the garage, and uait for the Eeneral to signal
it's clear to continue. Moving on, Rohani explains he's taking gou
through an area uith heavg surveillance and lou need to stag
close to him to safelg pass through the electronic checkpoints.
Apparentlg Uou left him no other option but to go this uag.
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You siart c.ouched behind a coiumn, uith
guards all around lou in a state cf panic
and confusion. Turn on Uour night-vision
qogqles, climb up toLuard the ceiling, and
grab the pipe. From here gou have a good
vieu of Uour surroundings. At ground level

is an open couri uith holding cells iining
the sicies. and on the second levei there's
a prison control room ulith uralkuals on
either siCe overlooking the court belorL:.

lmmediatelg lou see tu:o hostiles on the
second level, one searching each ualkrLLag.

Move to Uour rilht to diEcover a Hidden
Path, and then eliminate the first hostile.
Drop doun to the u:alkuaq belou and crouch
behind the covered railing. Carefullg look
across to the other uLalkuag, and then
target and eliminate the other hostile uith
a sniper rifle shot. Remain crouched on the
seconci ievel and move along the ulalkuau,
marking three hostiles belotu. When the icons
above their heads all turn red, use Uour
Execute Abilitg to take them out. fonsu|t
qour Radar to locate and eliminate the
remaining iuo hoEtiles. Follou the uagpoint
marker tc the exit and rontinue gour seaich.



You emerge in a small room ad.lacent to a stairu"iell leading up.
Erim chrmes in that fharlie hacked Qods'securitq to kill the main
poiuer, and gou have a brief ilindor.l to reach the server vauit before
backup generators kick in. fharlie informs gou that there,s an
elevator closs bg, but it's sealed off. you need an RFID tag to
get through.

Enter the stairuell and begtn gour ascent.

Using gour Radar, gou spot tuo hostiles patrolling the area. The
first guard is nearbg Approach the first landing and look for
the beam of his flashlight to mark his location. Use the cover of
darkness to gour- advantage and take him doun uith a hand-to_
hand strike. fontinuing ascending. The second hostile is in betuLeen
the serond and third landings. Take hirn doun and move foiuard.
Tu:o rnore guards appear on IDUT Radar. When gou reach the fifth
landing, the backup pouer generators come online, flooding the
stairuell u:ith light. Both hostiles are talking to each other on the
sixth landing, just outside the docruag gou need to go throuqh While
theg're distracted, mar-k them both, get uithin range, and use lour
fxecute Abilitg. Eo through the doorLlag and get jn the elevator.

Requesting a situational report on gour trip to the Signals Vault, Erim
sags that she's been monitoring the Qods Force cornmunication, and
theg're cailing in a quick-reaction force to sueep the building floor
bg floor to find gou. Charlie then gives gou tuo cptions for entering
the vault: going through the cocling veni underneath the vault,
or going through the rear of the vault and hacking gour uaq in.
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After exiting the elevator look immediatelg to gour .ight to spot
a lone guard Kill him, then stock up on supplies from the Supplg
fache directlgin front of the elevator. Walk over to the fallen
guard; pick hiiii up and head through the securitg door Eo

immediatelg to gour left and hide the bodg in the darkened corner,
behind the stone archurag ln front of gou is the highlg fo.tified
Signals Vault, rLLhere gour prize auaits. Getting in uLon't be easg.

Given the tuio options fharlie mentioned for iniltration, going
through the cooling sgstem underneath the vault is preferred.
To get a sense of gour surroundings, deplog the Tri-Rotor. From
the starting position, gain altitude, go to the left, and scan the 

'

left corridor.,At the back of the room behind the vault are tuo
guards: one patrolling above the vault and one manning a control
center outside the vault underneath him. ln the back of this room
is the entrance to the cooling sgstem. Flg around the room to see
that there are no other hostlles, except for the tuo inside the
vault. Recall the Tri-Rotor and head touard the control center.

Leaving gour hiding place, use the same route as the Tri-Rotor,
eliminating the tuo hostiles along the uag. Enter the control
center, grab the Dead Drop, and ualk to the back of the room. 0n
the ground in the corner is an opening leading doun underneath
the Signals Vault. Take the ladder to the bottom, and then go to
gour left and use the computer to vent the cooling sgstem.



0nce safe, enter the vent on the floor
in front of gou and follou: it all the uag
to the end. You exit the vent near a
set of motion senso.s. Jump up to the
ge lou pipe above qou, move to the
other s de, and drop doun lndetected
Note gou a.e no;it standtng betueen
tLL:o sets of motion sensors. Walk
'oru.Larc and alinD up rne adce-,
pausing at the top Right ln front
of gou are tuo hoEtries. Mark then'r
and use gour Execute Abi itq to take
them out. Pick up one of the bodies
to move safeig through another set
of mot on-sensors, and then insert
fharlie's special flash dnve into the
computer and begin the dounload.

Within moments, a lroup of slx hosttles
enters the area-foltr come through
the front door-s and tuo moTe from
behind gou near the control center.
Theq ian out to search the entire
area, looking for intruders. Take cover
usrng the server cabinet in front of
gou and Llait. As soon as the transfer
is comp ete, grab the drive and exit
the varlt the same L!a! lou entered.

Once belou, JUmp up and grab the ge1 ou pipe. This time, nove in the other direction touard the dooruag, Luhich iE
no!.1 open. Be caref ll, as a hostiie ts patrolling the hal uLag begond. Wait for him to come intc the .oom, 

"nd 
take him

doun uslnq a Death From Above attack. Move foruard and peek around the corner. Proceed up the stairs and take
cover alongside the r.:.:all. Shoot out the fluorescent light above gou and the one above the door in front of gou. fheck
qoL:r Radar; three hostiles are in the vlcinrtg, including a Heav! Infantrg Eolider. Wait for each to pass jn front of the
door' and take them dou.Ln one bg one. There are still tuo more hostiles alive in the back near the control room.

Eo throuqh the door and to gorr rlght, then head up the stairs into the halluag above. fonsult gour
Radar as gou go to find the remarn nq gL:ards and eiiminate them. Once that's done, exit througnlhe
front door and iead toLrard the large, plate-glass uindou and fast rope to the atrium belou.



After hitting the ground in the
atrium, irnmediatelg equip gour sniper
rifle and run to the right side of the
circular stone planter in front of
gou. From gour left, three hostiles
emerge from a doonxau, including a

Heavg lnfantrg soldier. Mark then,
and uhen the are uithin range, use
gour Execute Abilitg and kill them.

fheck gour Radar to see tuLo more
hsstiles in the general.vicinitg.
Hunt thern doun and eliminate
them. Next, head dounstairs via'.
the uinding staircase. Check gour
Radar again to locate ang remaining
hostiles and disBatch them NouL

proceed to Level 3 and follou the
uLaqpoint marker to the Kill House.E
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The Kill House is a sound stage, uLith one a.ea mocked up to look like a bedroom, and another area rnocked up
to look like the Oval 0ffice in the White House. Floodlights are positioned all around the room belou gou, ..""iing
darkness in the gantrg above. You start on the gantrg in a corner overlooking the bedroom.

Make sure gour sniper rifle is equipped. then move to gour left and turn the corntii. About 58 feet aruag Uou see one
hostile emerge from a dooruag on Uaur left. He comeslo a stop next to another hostile, a Heavg lnfantig-solider,
and begins speaking uith hin and another guard patrolling the area belorl them in the fake Oval 0ffice. your Radar
indicates that there are tuo other hostiles, both of rLLhom are out of vieu, patrolling the floor belou.

Mark the three visible hostiles, rnove uithin range, and then use gour Execute Abilitg to take them douLn. your actions alert the
men belou, rLLho then call for backup. Three more hostiles appea. on gour Radar, meining gou have five to deal uith. Fortunatelg
theq don't knou uLhere the shots came frorn, so Uou can continue to use the darkened balcong space to gour advantage.
Shoot out the fluorescent light above the doonuag to gour left, pausing to see if ang other hostiles are coming, and then move
to the far end of the gantrg. As gou look dorun belorLL, Uou see tuo hostiles searching the fake Oval 0ffice. Elimi-nate them, and

,1h91 lroP to ground level. €1ove to the.far back rLLall, opposite gour starting position, and look for another doorr.uag (it also uill
be lit from above bg a fluorescent liqhtJ. theck gour Radar. Three hostiles remain, and all are located begond the door.
Crouch and move quicklq touLard the door, shooting
out the light in the process. Pass through to the
other side of the door. Tuo hostiles should be in
range right nea. Uou. Eliminate them and head touard
the Supplg Cache to refiil gour supplies. Begond
the case at the end of the room is the final hostile.
Dispose of him from long range and enter the offce
on Uour right to hack the Elacklist Laptop. Leave .-

the office through the'seccind door in back and
turn to gour left to see a lit securitg dooruag.

Within a feu seconds, another hostile uill ualk
through the door. Take him out, and then pick him
up to enable gou to access the halluag begond.
Go through the metal doors and into the securitg
control room to the left. Once inside, access the
terminal so that fharlie can override the doors

ffi
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While fharlie uiorks his magic, Erim

chimes in that more securitu forces are
on thei. ura!. Before long, the gates
blocking gour exit begin to open, allouring
gou to proceed. Just then, four special
forces troops burst through the front
doors, tossing Smoke Erenades into the
room. Among them is a neu enemu, a
shield-bearrng Heavg Infantrg soldier.

Jump back ovec the table behind gou,

next to the securitq qate, and take cover.
Mark the tuo hosiiles to gour left, making

sure Uour sniper rifle is equipped. Kill

them uhen theg are in range, and then
take cover near the column in front of
the table Target the Heavg, uait until
qou get a clear head shot, and then take
him doun. Once he's eliminated, jump over
the railing in front of gou and go after
the hostile on the right side After gou
put him cioun, head out the front door.



As gou speed
aLuag from the
headquarters, Erirn
reports at least a
dozen hostile vehirles
are on their uag to
intercept gort. The
onlg uag to escape
is to send a UAV

Drone in to eliminate
them from the skg.
Hou:ever, dcinq so
could implicate the
United States in

Once outside, Erim informs gou that
re nforcements are on their uag to gour
location As far as exfrltration, Bricgs ts
er route-a fact that gou're not too
fond of. Regard ess, gou're to meet him
on the far side of the ertenor garden.

Head to gour right and dou:n toLlard the
large fountain. Mark the three hostries
standing next to rt and use golr- Execr:te
Abll tq if Uoltr gauqe rsn't fu l, tr.L:o qurck
headsicts u:iil do the trick. fontinue
mov ng around to the rlght of the follntain
tou.:ard the u.lall in front of gou As gou
near the r.uall, a flashlight beam appears
from around the corner Hide behind the
tree and ualt. Within seconds a Higt Valle
Target appears. Tag him and bag h m,

and then continue on around the uall.

Movrng forr.lard, Elm informs qou that there
are hosti es betLleen gou and tie escape
van, and some are uearing heavg coinbat
armor To goL:r lqht !o! see tLL:o short sets
of stairs leading up the frrst is close to gol
and ihe second is about ten qards past the
irst. Go to the second set of stairs, crouch,
and head up. At the top gou see tuLo
hostr es, inc udtng a Heavu lnfantrg soldier
uith a sh eld Target the Heavg and take him
doLln u th a lread shot Next, ki I the other
enemg, uho's across from qol on the other
u.:alkLlag Cont nue up the staircase tn front
of gou fheck gour Radar to see tu.:o final
hostrles, nciud ng a dog. Mark them, and
iien use gour Execute Abilitq to kill them.
Nou, lread to tie van Lliere Brigqs auaits.

the operation. unfortr:natelg, there's no other choice if gou urant to survive the mission.

Vieuing the getauag van from the Drone's cam, target ihe hcstile vehicles one at a time
and eliminate them. Once theg are ail destroged, gou and Briggs uill be out of danger,
and back aboard the Paladin to continue the hunt for sadiq and to stop the Blacklist.
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STREET MAP There's no time to uaste after hitting
the ground in Philadelphia. As soon
as the driver of the lead van is killed,
mass chaos ensues. Hostiles are
everguhere, and Briggs is activelg
engaging them, drauing their fire auag
from gou. lt's time to get moving.



T0B MANY BISMBS,
NBT ENIIUEH TIME

fontjnle mov ng around to qour right, behind another seml-
tra ier. fheck gcur Radar aqain to see four more hostiles.
Mark the three closest to gou, ard then lse gour Execute
Abi itq to take them doun. Take cover near the crate in front
of qou and slor.llq app oach the fourth hostile Use a hand-
to-hand strike to dispose of h m Move to gour riqht around
a th rd sem -tra ler and appro:ch the van Llith the bomb.
flreck to nake sLl.e there are no hostiles remaining, and
shoot them if there are anq. Once Briggs qives the signal that
no niore enem es remain, gou're clear to disarm the device.
Hou:ever, before dolng th s, retlrn to rLLiere gol killed the
fiist iosti e, to tie riqht of the frrEt semt-t.ailer, and climb
up the gelou ppe to'ihe gantr-q above. Go to the end of the
u.:alkuaq and grab the Dead Drop. Nor.l disarm the bombl
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Next, suitch to the left side of the track and go through
the boxcar in front of gou, exiting out the back. Check gour
Radar; tuo hostiles are in gour immediate proximitu, and the
sound of an elevator in the distance signals that others
are on the uag. Head touard the back of the tunnel to take
care of the hostile closest to gou, and then turn around
and go back the uag Uou came. Suritch to gour assault rifle
and gun dou:n the hostile immediatelg in front of gou.

Nou take cover next to a stack of railroad ties, Luithin
vieu: of the van urith the bomb, and eliminate the
hostile standing near the hood. Maintain cover and
sr.rLivel to gour right and gun doun the last remaining
enemg. NorLL head to the van and disarm the device.
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As Briggs reaches and deactivates the second bomb, gou arrive at the SubLrag

Yard. Start bg running to the uall in front of gou and climbing up the gellom pipe

to access the gantrg above, noting the sniper in the distance to gour left. While

crouching, nove to the front of the gantr! near the railing. BelouL gou, one train
car-length aua!, are three hostiles, and underneath gou to gour left is another
Mark the three in the distance, and then hop the railing to gour left and crouch
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flimb back up to the top of the train car and check gour Radar.
Near the car on the left is a Heavg lnfantrg soldier. Wait for him to
get uithin range and then kill him using a Death From Above attack
Move to gour left and climb over or around train cars, stopping on
top of the car on Track l. Mark the turo hostiles in the distance
and use gour Execute Abilitg. Drop to the ground and head touLard
the dead men. frouch and move alongside the train car on Track
l, and eliminate the hostile nearbg uLith a hand-to-hand strike.
Move past the corpse and take a left touard the control center.
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Bgpass the structure for nou and head touard the other end of the gard.
Near the darkened uall is another hostile: a Heavg lnfantrg soldier. Kill him and
go back to the control center to nab the High Value Target. Tag him, bag him,
and then clirnb over the railing behind gou to the second Subr.r.rag Yard.

Take cover next to the train car in front of gou and check
gour Radar. Move to lour left, alongside the car, and take
douLn the fommando across from Uou, near the tuo dead
subuag r.rorkers. Head torLLard the trio of corpses and go to
the fence to gour left, then follor.u it dorLLn to the other side
of the gard. Near the last train, crouch and peek to gour left.
Above and in front of gou, perched in a control center, is a
sniper scanning for intruders. Quicklg take cover behind the
large uooden spools nearbg, target the sniper, and kill him.

0n the ground, head straight for the Supplg
Cache to replenish gour ammo, and then
make a beeline touLard the stone barricade
in front of gou. Hop over it and climb up
the metal gi.de.s on Uour left. Moving to
the right, Grim tells lou the bomb has been
moved out of the van and onto a train.
Pause above another stone barricade near
the tuo hostiles having a conversation: a

sniper on a gantrg and a fommando on the
ground. Wait for the fommando to leave
the conversation and ualk underneath
Uou, then take him out rLLith a Death From
Above attack. lmmediatelg look up and
plug the sniper. Go around the corner,
take cover next to the dumpster, and
eliminate the hostile ualking touard gou.

't

Go around the spools to the left and head to the structure
in front of gou. Move to the subuag ca. on lour right, target
another sniper in the distance, and eliminate him. Eo into the
control center uhere gou killed the first sniper and hack the
Blacklist Laptop. Exit the building and go to the last car on
Track I to find the next device. Mark the tuo hostiles inside,
use lour ExecuteAbilitg, and then disable the third bomb.
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Plaging as Briggs again, move foru:ard through the large, metal cllinders and take cover
on lour left near the roundabout. Look up at the Roundhouse and quicklg target and kill

the sniper in the uindou. Next, kill the enenq in front of gou, and then suLivel to gour right
to kill another enemg. Turn 15 degrees and Lralk back to uhere gou started. Make a quick
sueep of the area to uncover another hostile. Just past him, coming out of the Roundhouse,
is ancther. Eliminate them both and head back Lrhere gou felled the other tuo hostiles.
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Run along the left side of the building and take the ladder up to the second floor. Crouch and move along the
roof to the first open uindotu. fheck the ground as Uou go and silentlg eliminate ang hostiles gou mag have
missed. At the rLLindou, check gour Radar to spot gour next target. Silentlg move into range behind him, and
uhen his back is turned, enter through the opening and take hin doun uith a hand-to-hand strike.

Once inside, move to gour left to
find the dead sniper. DorLLn belout
gou, tuo hostiles, including a Heavg
lnfantrg, discuss uhen to detonate
the bomb gou are trging to disarm.
Leave them alone for a moment and
continue around to the right to check
for ang nearbg hostiles. lf none are
present, go back to the dead sniper
and head doun the staircase to gour
right and deal uith the other tu.ro.

You don't rLLant to engage both enemies at
the same time, so pause near the bottom
of the first landing. Wait for the Heavg
lnfantrg soldier to ualk auag to patrol
the area, and then take doun the lone
hostile Silentlg move touLard the Heavg's
position; once his back is turned, target
the back of his head and shoot him in the
base of his skull. fontinue the search
and hunt dor.un ang hostiles remaining in the Roundhouse. Once everg enemg has
been eliminated, follou the uagpoint marker to the fourth device and deactivate it
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While Briggs disables the fourth bomb, gou locate the leader of
American Freedom on a speeding train loaded uith other hostiles
and innocents. lt's time to flght gour uag through the train and
apprehend the Engineer, uhile neutralizing all the hostiles.-
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Take cover immedrate q to gour left, frring at the hostiles as theg disappear inio
tie next car. lead after them and arm gour Flashbang grenades. Eo through
the door at the far end, and then enter the second car. Take cover to gour left
and throLr a Flashbang at the enemies. While theq're disoriented, run up and kill

tie first tuo enem es u'lith lethal hand-to-hand strikes, shoot the third in the
head, and then qo into the next car. ln the third rar, thrcul another Flashbang
at the iostiles and bu.! a bullet in each of their heads before rrovinq on.

Vlhen lou approach the door to the fourth car, the train is rocked bg an explosion.
l-lpon entering the car gou see the far end leading to the fifth car is damaged: lt's
a tu sted mess of meta and fire. Go tor.:.:ard the ureckaoe and climb out the Llindou
:n :-e - g-: s -e. C-ce o-rsrce move to rour r ghr, to tfre far end of the car, and
reenter the tra n through the third r.::indou, just past the second set of passenger
doors. Kill the tuo hosti es inslde, foliorLt the r.lagpoint marker, and enter the sixth car
Once insrde, Mark the frnal tr.uo hostjles and Ltse qour Execute Abilitq to kill them.
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Briqgs ieads gou outside and through an outdoor
coniainment area. Like before, gou're ualking
near fenced-in hnldinq ceils containing other
detainees; guards and dogs are ail around qou.

Brigqs tells gau that lour gear is in a freld offrce just
past the rec area. Cnce gou're done interrogatinq Nouri,
Eriggs uiil kill the pouer to qive gou some shadous foT

cover to aid n gour estrape. Nouri is uith special flA
interrogators; fortunatelg theg're on break so gou have
some time. Briggs u.:ill arrange fcr a bcat to take gou
back to the Paladin after the mission is comnlete.
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frouch and move straight
ahead, taking cover at the
next corner. Peek around
it to spot another soldier.
Sneak up behind him and
silence him r.l:ith another
Stealth Knockout. Nou,
enter the room next to qou
and take cover near the :::::

dooruag in front of qou.
Look to gour left to spot
another solider. lncapacitate
him and leave through the
door marked uith a red
emergencu light above it

Once outside, head touard the recreation area. Pass through the first opening and take
cover behind the lou rL:all. fheck gour Radar to see four soldiers in the immediate area,
including tLuo snipers surveging the area above Uou. Remain in cover and move to gour
left to the opposite end of a similarlg shaped uall.

Make sure the sniper isn't looking in gour direction, and quicklg move to cover behind
the bins in front of gou. Still crouched, move around them to lour left and approach the
fence in front of !ou. Eo to the right and climb up the pipe underneath the uatchtoLuer.
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At the top, rnove :roL.lnd
tc gour left and grab
ho c of tie ioi zonta
pipe rght abcve gou
Move aiong t, auaq
lroin the toLrer, makrng

srre tie sniper rsn't
ookrng n the drrecron
goL,'re ieaded. At tie
cther erC, grab lo c ol
tie bottcm oi another
touer. Trrove arolnd
to the r git, and ther
dicp doun into ihe
area be cLr to p ck L.lp

a Sead lrop lrie t's
secL-:r-ed, iop .'lp the ppe acove qo- and slolulg move all the uaq around to gour right to
- !anqua! u.llrere the cther snipei^ ai.laits. Mo're to the far end and drop to the qround

Quicklg and quietlg go to the end of the
corrido. and rake cover ro rhe r-iqht. A
soldrer is standing right near !ou; go. up
behind him and perform a Stealth Knockout.
f limb oryer the fence in front of gou and
contrnue to the guard station just begonC
and take cover behind it. avoiding the
soldier inside. As the pcuer comes back on,

Frcceed to hcp anrther fence in front of
gou. 0n the other side, stag rrcuched and
use the rou of pcrt-a-pctties for cover.
Tur-n to gour left and clirnb up to the irindcrLr

on the side of the barracks. Peek inside and
uajt until ihe co:st is clear before enterinq.
FolloLu the uagpcint marker to lour gear.
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I*After retrieving lour gear, jt's tirne to meet up uith Briggs and leave Gitmo. Before heading out, refresh Uour amno and gadgets
at the Supplg fache. Exit the locker room, then crouch, curl around to the right, and move foruard to take cover near the orange
barricade to gour left. Be careful that the soldier nearbg doesn't see or hear gou, and then uait for him to turn his back to
gou. Move to cover using the stone barricade behind the soldier. Make sure his back is still to gou and move to gour left, using
a stretch of stone barricades for covec. At the end of the iast one, move to the front of the assault vehicle near gou to shield
gou from vieu. lnch touard the left-side headlight and carefLillu look to gour right to ulhe.e tuio soldiers stand guard.

When theg are not looking in gour direction, quicklg move
foruard and hop over the railing. Move to gour right verg
slou.rlg, tou:ard the trL:o soldiers. When theg u.:alk auag, quicklg
leap over the railing in front of gou and go through the
opening to gour left. Staging to the left, maneuver around
the guard station, making sure that gou're not spotted bU
the nearbg patrolling soldier. When the coast is clear, go
through the opening in front of Uou, and then head to gour
left to the urarehouse. Enter the building through the open
u.:indou, and then quicklg take cover behind the nearbg crate.
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. The uarehouse is divided on tuo
sides, uith a pathuag in the niddle.
Each side contains five rous of tall,
industrialized shelves that stretch
almost to the ceiling, uith roon to
ualk in betueen them. A corner
oftce enclosed bg trLLo lou-r r.lalls, rLrell

belorLr the ceiling, is a short distance
au:ag from Uour cover point. More
importantlg, there are three soldiers

""milling about rLrorking in the uarehouse.
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Move out of cover and climb up the side of the
office uall closest to gou, then maneuver to
gour left to the other side. Make sure none of
the soldier-s are nearbg, drop to the ground,
and climb to the top of the shelf behind gou.
Walk through the clearing at the top, drop to
the ground on the other side, and then scoot
through the openinq in the middle of the adjacent
shelf. limb to the top of the next shelf and
move hand-over-hand all the uag around it to
the other side. Drop dorLLn to the ground, qo
through the opening on the far right side, and
then exit the u:arehouse through the doortuag.
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Use the nearbg forklift for cover, and then
quicklq move to the crates in front of gou, next
to a solider standing guard. Silentlg approach
him from behind and incapacitate him. With the
uarehouse on Uour left and troop quarters on
lour .ight, sprint dou:n to the opening at the far
end, and crouch doun on the right side. Move
to cover near the hood of the assault vehicle in
front of gou, right next to another soldier. When
he's not looking, sneak up to him and subdue him
uLith a Stealth Knockout. Head to the fence line
in front of gou and follou it all the r.iiag around to
the right, using the uagpoint marker as a guide.

FffiEffiffiru ffiffiLLffi

Eo through the door at the guard station
and head to gour left Stop to replenish
gour supplies at the Supplg fache, and
then go up the staircase. To gour left is
a uatch station and a sniper uith his rifle
{rained at the ground. Sneak up behind
him and drop him using a Stealth Knockout.
Directlg across fTom gou in the distance
is a uratchtouer uith a sniper. Make sure
he isn't scanning in gour direction and
climb over the railing. Belou to gour left
and in front of gou are tuo soldiers and
a lone patrol, respectivelg. Zap the lone
solider uith a charged crossborLL bolt, and
then drop to the ground. Move foruard I 5
meters or so, into an enclosure, and then
quicklg climb up and over the fenced-in
holding cell in front of gou. 0n the other
side is a roaming dog. Before it can alert
angone to Uour presence, grab ahold of
the metal pole in front of gou and climb up
to the railing of another uatch station,
u:here a solider stands guard. pop up
and drop hirn uith a Stealth Knockout,
and then climb over the railing on the
other side and drop to the ground.
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fontinue foruard, through the next
opening in the fence, and then head
left through the gate marked "C

Block." Crouch and ulalk along the
fence to qour left, and follou it all the
uag around to the right. Pause at the
next opening to get a look at gour
surroundings. ln the distance, slightlg
to gour left, is a u.ratchtouer rLLith a

sniper. Make sure he isn't looking in
gour direction and quicklg move to gour
left through the opening. Follou the
fence line all the uag around, tor.rard
the sniper. When gou are near him, be
mindful that there's a dog patrolling the
area belou. lf necessarg, subdue him

using gour frossbom. Continue follorLLing

the fence around to gour right,
hopping a crate along the u:ag, and
then go through the next opening on
gour left. fut through the tarp, climb

over the fence, and leave the camp.
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Head right to the netal pglons
overlooking the ocean and go over
the edge to find a Hidden Path.
Descend to the shoreline belou,
and then follou the uagpoint marker
To reach Briggs gou must ucrk Uour
uag around the side of a sea cliff
that stands about l8 feet above
the ocean. You graduallg get closer
to the uater belour until gou reach
ground level. After reuniting uith
Briggs, gou hop into a [RRf and
prepa.e to leave Eitmo behind.
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From gour position, nove alang the outside uall to the rear of the
hangar, checking gou. RadaJ. The second uave of enemies uill be
corning from the back. Half r.ltill take cover inside the hangar, uhile
the rest uill take cover outsjde the hangar to the left, uhere
gou originallg started. Wait for the hostiles to get setiled, and
then flank the enemies in the hangar from behind, moving from
right to left, as gou kill them. Move to the rear of the hangar
and around to the left to the outside. fheck gour Radar to
pinpoint the enemies in the area and start eliminating them.

Head douLn the ramp and exit the plane, moving quicklg to
the right side of the hangar in front of !ou. fheck Uour
Radar; the first hostile is a High Value Target. Tag him and
bag him, and then circle around behind the hangar and
attack the other hostiles from behind. Start r:.rith the one on
gour left, and then sgstematicallg uork gour uLag through
the hangar interior. The last hostile is outside the hangar
to gour'right, taking cover behind a u:ooden crate.

The third uave of hostiles u.rill also come from behind the
hangar. Tuo uill come to gour position, and tuio others uill head
inside. A flare illuminates the area and makes it easier for the
hostiles to see gou. Kill the trLLo near Uou, and then take cover
next to the dooruag nearb! and take dorLLn the tuo inside.

I
As gou're eliminating the last tuo threats, a fourth and final g

uave comes in from gour right, on the other side of the hangar. i
Five hostiles join the fight, rLLith three taking cover inside the I
hangar and tuo running to take cover nea. loui position. i
Eliminate the tuo near gou, and then finish off the remaining ;

lllllilllillllllllllld 
to the p'|ane and set on board i

!----:
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Reprising gour daring escape cut of lran, gou have

to clear the runuag of hostile vehicles using the
UAV Drone so thai gou can get airborne. Sadiq's
men r.lill trg tc knock out the Paladin's engines and
disable the piane; gou must ensure that this does
not happen. Grim gives assistance bg alerting gou

uhich direction the vehicles are coming from, so
gou r.rill alurags have the upper hand. As theq come

into vieu, steadilg target each one and destrog
them. After Uou've eliminated all the vehicles
in pursuit, the Paladin can take off and head
tcuard the next Blacklisi target: American Fuel

MI55I8N WRAP-UP
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Leaving the SEALs behind, go

touard the fence line on Uour
left and follou it all the rLrag to
the uall in front of Uou. Head
to gour right and take cover
near the barrier. Check gour.

Radar, hold tight, and uait for
the first Comrnando to take
cover behind the crate on
the other side of the barrier.
Once he's in position, take him

doun u:ith a hand*to-hand
strike to fill gour Execute
Abilitg gauge. Turn around, go

underneath the roadu:ag, and
use the passage to gour left
to get to the opposite side.



0n the other side, immediatelg look up, target
the next fommando, and then kili him rLLith a
sniper-rifle round. lVlove parallel to the uater
on lour right for about fE !a.ds. fheck
gour Radar and head up touard street level.
Target and kill the next fommando in front
of gou, and then slou.rig proceed touard the
brightlg lit main entrance siqn. fheck gour
Radar for fommandos and eliminate the three
that remain bg Marking them and then using
gour Execute abilitq. Follou the uLagpoint
marker and enter the terminal. When gou
reach the dead bodies of three reflneru
uorkers, go to gour right and scale up the
uall in front of gou, fcllouing the top ledge
around to the left. flimb over the railing to the
ualkuag above, then climb over the railing in
front of gou and drop to the ground belor.rL.
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Once on the ground, stag to the right and
uLalk touard the staircase. At the next
corner, turn right and climb up the railing to
see tuo hostiles facing the other direction,
standing uatch. Take them out uith silenced
shots to the backs of their heads, then
drop dor.un and cautiouslg proceed up the
next trLLo staircases. frouch at the top
of the second and eliminate the target to
gour right. Look directlg ahead at gour
next victim. Kill him and move to gour right,
taking cover near the railing in front of
gou. About Z0 gards aulau are a fommando
and a Drone Operator. Mark both of them,
then use gour Execute Abilitg to finish them
off. Next, turn around and climb over the
railing behind gou. DouLn belou is another
fommando on patrol. Wait until he's right
underneath gou, and then kill him u:ith a

Death From Above attack. Once he's dead,
head back upstairs to uhere gou felled
the Drone 0perator and hack the Blacklist
Laptop. fontinue foru:ard, follorLLing gour
Lragpoint marker to the next area.
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Briggs reports that the fires are burning
out of control, uhile Grim relags that gou
have to eliminate all the Engineers in the
area before the emergencg uorkers
can safelg get back to uork. Refill gour
ammo and gadgets at the Supplg fache,
and then climb up the ladder and into
a ventilation sgstem. 5nake gour uLag

through the vent until gou reach the first
exit on gour left. Just begond the opening
gou should see a hostile,,Shoot him from
inside the vent, and then drop dorL:n to
the floor in a crouched position, using the
railing as cover, Turn slightlg to gour right
and Mark the tuo enemies arguing, one
of uhom is a Heavg lnfantrg soldier, and
then use gour Execute Abilitg to kill them.

ffi



Look at gour Radar;
another target is on the
other side of the floor.
Jump up to the gellorLt

pipe directlg above Uou,
rnove touard him, and
drop doun into a crouch
uLhen gou reach the pipe's
end. Move a couple of
feet foruard and jump up
to the next Uellou pipe.

fontinue along it until Uou
get close enough to kill
the enemg, a fommando,
using a Death From Above
attack, uhich refills gour
Execute Abilitg gauge.

?
I

I
I
I

Eo
ui
OJ

E
nlgl
a0

.q
a
;
13'=
L5
0,,

E
.g

L:}

,g.U

E
O
ftl
e'.

o_

I

I

I

I

I
I

I

rAlv

You find Uou're on the second floor of one of the refinerg's
open-air structures. lt's a tuo-storg structure made of rnetal
ualkuags and pipes lining the ceiling. Due to the recent explosion,
the floor is littered uith debris, and small fires are burning
throughout. Even more deadlg, Engineers are everguhere.
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Once the fommando is dead, use gour Radar
to locate gour next targets. You see another
fommando diagonallg across fron gou, firing
at the emergencg uorkers belou. Take
cover using the crate behind gou and kill him

once have a clear shot. Move to the railing
to gour right, near the middle of the floor,

' and look dor.ln. Your Radar reveals three
targets belou gou. Eet in position to Mark
all three, then use gour Execute Abilitg to
eliminate then. The last hostile rernaining is the High Value Target located on the level belou.: gou, near uhere gou just killed
the others. Eo tag him and bag him, then get to the zipline on the second floor and take a ride doun to the fire chief.



i-.v.,,*=, =SF LrwTgt C€LL
:&&-ldliE:t1ti!{83"€:

E eAMPA|EN

MlSSlOfl:9::{$BiTE

ryl:*Li:$

Folior.r.:ing the uagpoint marker, stari running foruard
through a rrinefield of burning debris as explosions rock
the area. Go right at the dead end and rlimb up the uall
tc the uLalkuag above gou. Staging on gour left, run
foruard to the railing at the far end, and then climb up
the gellorLr pipe to qcur left to the handhold :bove. Move
to gour left and drop doun to the ualkuag belor.r:.



Once gou climb up to the rLLalkr.rLag urhere Uou started, move foru:ard until gou reach-the burning debris blocking gour
uLag. Navigate around bg climbing over the railing and rnoving to gour right. When it's safe, climb back up over the railing
and continue a couple rnore feet to r.r.rhere part of the rlall has collapsed. Drop doun to the ledge and navigate around
the u:reckage, then climb back up once Uou'.e clear of it. Head up the short staircase and touard the gelloru pipe
uhere the ualkuLag abruptlg ends. flimb up the pipe and move along it until it's safe to drop doun on the other side.
Look to gour right, and then rappel doun and breach the covered opening to reach the Terminal Building.
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0nce inside the building, jump over the
railing in front of the r.:.:alkuag to gour
left, run foruard, and then hop up the
ledge and move to Uour left. When gou
run out of room, suitch sides and follorLt

the ledge around to the left, then climb up
the railing at the end. Move foruLard and
to the right along the next ualkua! and
then climb up the next tuo ledges. Follour
the second ledge around to gour left, then
climb up the railing to the next level and
go to the right to arrive at the control
room. Follou the uLagpoint marker to the
terminal and connect gour 0p5at to it.

After achieving a successful connection,
Charlie has control of evergthing
remotelg from the Paladin. ln addition
to shutting doun the main gas line, he
can also control the refinerg's lights,
doors, and securitg feeds. Within
moments of connecting, fharlie gets
the location of the Engineer Leader,
uho's disguising himself as a paramedic.
Grim sends his location to gour OpSat
so that gou can go get him. Head back
the uag Uou came, and uhen gou get
to the ualkuLag, run foruard and go
through the dooruag at the end. Stock
up on !our- ammo and gadgets at the
Supplg Cache, then head to gour left,
climb over the railing, and drop doun
tuo ledges to hit the ualkuag belou. I
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Turn around. You see a small area uith tuo stairtrases
leading up. fheck gour Radar to see th.ee hostiles.
Theg are Heavg lnfantrg soldie.s. Mark them all,

then use Uour Execute Abilitg to eliminate them.
Just as:theg all go doun, one last Heavg comes into
vieu up to gour left. Kill him ulith a headshot. After
he's dead, ualk up either stairtrase and turn right
at the tliext halluag, follouing it to the end and out
the dooruag. Take the Fast Rope doun to ground
Ievel for a rendezvous uith the Engineer Leader.
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lmmediatelg the leader makes a run for it. Nou gou have to chase
hinr uhrle dealing u.tith hostiles and obEtacles in gour uag. Eliminate
the first enein! quickl! uith a hand-to-hand strike, !o up the
staircase to gour left, and then Euerve io gour right and go
up the follorL.linq staircase. Drop the enemu in front cf gou urth
another hand-to-hand sirike and move forirard. Charlie tries
to help out bg clcsrng a gate the Engineer Leader is running
touard to trap him, but he slips through it. Veer to gour right
and go up the ladder At the top, use the zipline to continue the
chase. At the end of the ride, drop doun and kill the hostile at
ground level, then follou: Uour quarr! around to the right.
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As gou begin tc gain ground, the
Engineer Leader stops to unloed a

feu.: rornds in UOUr direction, hitting
a gas main and stariinq a small f,re.
fharlie activates an extinguisher to
reduce the blaze, enahlinq gou to
climb over the obstacle to the other
side Next, jump over the i:il drums
falling in froni of gou, clirnb up the
next pletform, and thsn head to gour
left and follolr the pathuag arcund
to gour righi. Before preceding ang
farther, cuicklg l;lark the three
hostiles belou and in froni cf gor"r,

and then drop doun tc ihe ground.
When the icons above thsir heads
turn rec, use Ucur Execute Abilitg io
kiil them and continue the chase.
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Staging crouched, continue to the fence in front ol gou
and go through the opening. Use the lou uall next to gou*
as cove., move all the uag to the back of the fence line,
and go through the opening to gour right. Another Heavg
lnfantrg soldier is patrolling the grounds here. Hunt him
doun and kill him, and then head to the back of the building
and climb up the ladder to the roof to deal r.uith the snipers.
One is on the roof's opposite side, rLLhile the other tuo are
along the right side. Move foruard and equip qour Tear
Gas grerlade, then throu the grenade betueen the turo
snipers rLLho are close together. Sprint toruard thern and
use hand-to-hand strikes to kill them, and quicklg shoot
the other sniper. NorLi it's time to shut doun the fans.
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Go back dor.L:n iie LUa! !ou came, and
enter- tie bLli ding through the back door
next to the ladder. Once lnside, close the
cioor behind lorl and check gour Radar.
Three more host les are betueen gcu and

!or-l- goa. Make sLrre none of them are
close bg, crorch doun, and open the door
to qour right. look nto the next room;

!o! see al tiree Tren are standinq near
a romprter station. Mark them and then
rn eash qoL:r fxecute Abii tg to kill them
all. Head to the console and shut doun
tlre fans, and tien hack into ihe Biacklist
Laptop, uhici a so iappens to be in the
room Exit the r.reather statron through the
front eltrance and cont nue across the
courtqard to the fence tn front of gou. Eo
through the tuo openings, follor.t.:ing gour
uaqpo nt marker, to qour next destinaticn
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dou:n into a large ventilation duct. Once on solid
ground gou uill notice red intruder-detecting lasers
moving inside the duct. To progress, gou must
naviqate around them uithout setting off the alarm.

First, drop doun and grab ahold of the ledge underneath gou. Move on around to gour right, avoiding the laser moving
verticallg, and grab the ladder. lnch gour uag doun and grab the next ledge, avoiding the horizontal laser. NorLL move to
the next ledge to gour left and climb up into a standing position. Shimmg to gour left, avoiding another vertical laser,
and drop douln and grab the next ledge. Move to gour left, avoiding another horizontal laser, and enter the vent above
gou and move foruLard to the next section. Thankfullg, no securitg devices are located here. Drop dorLrn to the third
ledge from the top, rnove all the uag to gour right, enter the vent above gou, and move foruard to the next section.
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Looking doun, Uou see more lasers here than there uere in the trst section. Drop doun tuo ledges and climb up
onto the second one in a standing position. Looking around; Uou are nou in betueen tu:o verticallg moving lasers,
uith a horizontal laser coming dangerouslg close to gour feet. When clear, shimmg to gour left, onto the next ledge,

and drop doun. Continuing to gour left, move to the adjacent ledge, and then suitch to the other side. Quicklg
move to gour left to the next ledge, and climb up into a standing position. Shimmg past the vertical laser to gour
left onto the next ledge and then hold. You are nou near the corner, in betueen to lasers moving verticallg.
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When it's clear, rnove until gou are
underneath the emergencg light,
uhich is above g. "faution" sign, and
hold. You 

"." 
nfr, in betueeritrLLo

vertical lasers, uith trLLo horizontal
Iasers moving belou gou along the
ledge. When it's clear, drop doun
to the ledge, rnove to gour left, and
grab the gellou ladder. Quicklg move

doun the ladder touard the ledge
belouL gou. One more laser moving
horizontallg stands betueen gou
and the next vent opening. When
it's clear, move 6nd grab the ledge,
and then head up into the vent.
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Move ts$rard the fan in front of gou and pause at the
opening. Use a Death From Above attack on the hostile beloru
gou and en!:er the bunker. Head fonLLard to the openinglin ,

.the floor, drop doun, and fsllout the path to the end uhere
gou find a Supplg Cache to restsck Uour ammo and gadgets.
Notu go up the staircase to the door and turn off the lights,
0pen the door and pause, as right in front of gou, uith [is
back to gou, is a fornmando. Wait for him to take four or
five steps in the other direction and then kill him using gour
sniper rifle. Take cover against the uall next to gou and ualk
to the corner. To gour right are tuo more hostiles. Mark
them and eliminate them using gour Execute Abilitg. Move
from cover to gour right and proceed into the next room.



In front of gou near the far uall is another
hostile. Kill him uith a silenced shot and move

foruLard. Turning to gour left is another
enem! on patrol, near the front entrguag
to the bunker's inner offices. Kill him and
uialk tor.uard the entrance, but don't go
through it. lnstead, go through the door
to gour left. fheck gour Radar and follorLL

the signal to the next hostile, a Brone
0perator. Kill him uith a hand-to-hand
strike, and then retrace gour steps back
to the uLagpoint marker and go through the
glass entrguag and around the desk. As
soon as Uou see the elevator in front of
gou. slorLr doun. Within a couple of seconds
the doors uill open and a fommando urill

come out. Kill him and uLalk to the left.
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Approach and climb over the ledge in front of gou. Move to gour left and climb up into the nook above, From this
position, move out onto a catlualk overlooking an atriun belou and go to gour left. When Uou come to the railing
blocking Uour uau, drop dorLrn to the ledge belou gou and continue moving to the left. When gou're past the
blockage, climb back up to the caturalk and follou it around to the left. tlimb up into another nook and make a U-turn
u.:here gou find a Rappel hook. Grab hold of the rope attached to it and rappel to the metal ualkr.uag belorLL.



Once on solid footing, go to Uour right
and follout the Lualkuag until it ends. You
are nou staring at a large, open area
tLLith ledges all around gou, red-laser
securitg sensors, and the first of four
neturork ports. Drop to the ledge in front
of gou and follou it all the ri.rag around to
gour left until gou reach the port, then
applg the irst of four viruses Charlie
gave Uou earlier. Once that's complete,
move slightlg to gour right and suitch
sides. Continue to gour right to the
adjacent ledge, and then climb up and
over it. 0n the other side, move to gour
left and get onto the ladder. Look doun
to see tuo red-laser securitg sensors.
flimb doun and navigate betueen them,
and then slide doun the ladder the
rest of the uag to the catualk belou.
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Restock gsur amno and gadgets at the Supplg Cache, then ualk to gour right and climb onto another ledge. To Uour left is
a,RaPpel heok. br-$ignore.that for nou. lnsteld, follou theJedge to the c*tuLalk on the opposite side and climb up. Walk to
gour right and look doun. Belou gou is an atrium, and patrolling the floor are seven hostiles, including fommandos and Heavg
lnfantrg Birectlg across from gour position on another ledge is a Dead Drop. Head there first, before engaging the hostiles.
Drop doun to the ledge belor.:.: gou and climb all the uLag around to the flash drive's location and collect it. 0nce it's in gour
possession, return to gour starting place and rappel dor.r.:n to the atrium floor.
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As gou near the bottom, take a look doun
at a lone fommando. Eet into range, then
kill him using a Death From Above attack.
As gou hit the ground and finish off the
hostile, gou uill alreadg be in cover behind a

planter, so there's no need to uLorrg about
being spotted just get. Nour, turn to gour
right and Mark the fommando standing
all bg his lonesome. Through the plants in

front of gou, Mark tuo more hostiles: a

fomrnando and a Heavg Infantrg soldier.
Move to gour left and take cover behind
a crate. Across the atrium in front of gou
is an elevator. flose to the elevator on
qour left is a lone fommando; close to the

j: elevator on Uour right is another Commando, but not one of the ones gou marked. First, kill the Commando to gour left. NorLL, st:.:ivel

i to lour right and quicklg kill the un-Marked fommando, and then use lour Execute Abilitq to kill the other three Marked hostiles.

Leave cover and head straight for the floodlight in front of gou. Go through the sliding glass doors,
uhich are blocked from closing bg crates, and head to gour right. Patrolling near the desk should
be a Heavg lnfantrg soldier. Kill him and leave the area through the door in the right corner of the
room. Eo through the door into another room, and then look touLard the ceiling and climb up into the
vent. fraurl about ive feet and drop dotrn to the ground, near a Supplg fache. After restocking
lour ammo and gadgets, it's time to applg the last three viruses and cripple the bunker.
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Doun the hall in front of gou are tuo hostiles. lgnore them for nout
and go into the room to gour right. Take cover to gour left and uait.
When the hostile comes into the room, use a hand-to-hand strike to
eliminate him, and then exit the same uag he came in. Turn immediatelg
to gour left and shoot the Heavg lnfantrg soldier in the halluag.
Eo to gour right, through the opening, and then enter the vent, At
the exit, pause and hold tight, making note of another vent directlg
across the halluag. Nou check gour Radar. To gour right is the High
Value Target. Wait for him to get close, exit the vent, and then tag
him and bag him. Leave him behind and enter the other vent. Sloulg
exit into the room on the other side. fheck gour Radar for the
position of the hostile nearbg and kill him. You are nour in the SEIDEF
0ffice. Eo to the computer behind the desk and applg the first virus.



Once complete, exit the room
through the door in front of the
desk, turn to gour right, and
enter the vent. FollorLr it to the
end and another Hidden Path.
Exit the vent, and then quicklg
target and shoot the Heavg
lnfantrg solider$ the hallurag

begond. Eo to the end of hall,

right ruere the hostile lies dead,
and enter the vent near the
floor. fraul through it and exlt
into a srnall roon. Go through
the door in front of gou,.aid
in the follouing room, enter thg.,,.,,,.,.
vent near the floor; this reveals
another Hidden Path. SloulU exit
the vent at its @nclusion. You
are nou in the Press Room, rLlhich

contains the next objective and
a Drone 0perator. Follou the
uagpoint marker to a tall server
stack located at the.beck aI,the,. ..
room. Applg the second virui"and' '

then kill the Erone Operator.
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Notu, exit through the door to
his right, and check gour Radar
Kill the nearbg hostile, and then
shoot the securitg camera
that's scanning the area. Go to
gour right and sloulg approach
the room dorLLn at the far end
of the halluag. As gou get close
check gour Radar. Nearbg
are the final tuo hostiles Kill
them, and then go behind the
desk to applg the last virus.
Nou it's time to activate all
the viruses and trigger the
lockdorL:n in the bunker.

I ;' :: li"'l t;' 'i ": ,:"':. c i. i:, :lI *..'T , :! : 
". 

i*i ii;lri ;r 
r+

Exit the room and go to the right. Eo doun
the halluLag until gou can make a left,
uhich should be near the bodg of a Hiavg
lnfantrg solider that gou killed earlier. Go
touard the "Exit" sign above the door
at the end of the next short halluag,
and then enter the vent doun and go to
gour left. Follou the passageuLag to the
uagpoint marker to reveal another Hidden
Path that leads gou to the final control
panel. lt's nouL time for full lockdou.:nl
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fontinuinq the chase, gou find Sadiq taking cover behlnd a

barrier in a dark pai-t of ihe airfield. Yol hear the click of
his gun as he iries to fire off a roupie of rounds at got-'l, blt
Sadiq is out r:f ammo. You thpn raise gour ueapon to take
coun 5adiq aE he reloads, but gou're out of anmo, too.

["4orre from ccver uhen safe and Lrork !cu. uag touarci Sadiq

using uhatever barrier or crate gou can to hide beh nd. Be

carefui that he doesn't Eee !ou, or he Lrill star-t shooting at gott

anC usrng grenadeE to flush gor out. Onre gcu've successflllg
morred behind him, enqaqe 5adlq in hand-to-hand combat.

As the tuo of gou struggle, gou grab lus
gln'nand and turn it back touard his bodg.
Eetting gour finger over the trigger, gou're
able to frr-e off tua rounds into Sadiq's ieft
shouider. De=pite his uounds, he fighis gor.r

off and runs auag. As gou get up and move

forr:.:ard to rhase him, Sadiq grabs gou from
behind and starts to pummei gou. Reaching
up, gou grab the karambit holstered on
Sadiq's belt, and then the tuo of gou

struggle for leverage. Yol frnallg uin out
and turn Sadiq onto his stcmach, slicing his

knee and rendering him immobiie. Like Brigqs,
gou choose to exercise the Fifth Freedom.
But instead of kill ng 5adiq, gou let him iive
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Ber_c a tti frie:n cperatve aif.fls !o! a deqree 01'arJtoncn!
u.rt-- tire fied As srch, qcu r.Li linr loursef presented lxith
boti erha a.d ro^ etha methods il srccessfrl g crmplele golr
.b_je.trves VYiet:er jo! choosp to a:t as a piantom or a hellion

is i-.r: ro goi-r Tf rs iir:p:er ir I b. ef lou cn rlre tactrcs and toa s
ne.essar: io Ferfori bcti tre Ehrst a.rd Assai.L t plagstq es
tir LrgicL.'lt tie.af-p;!n liere 9o-r ui ifrnd each mtsEicn dvided
n:o riec<:c nts lr/ainla n .q a spe:rfrc pLalstlle thro,igiout
a rie:r<:ornt s il-e best uag tc maxrmize !o!r sccie ana tl.e
effic en.! .at rg of each pla!3t! e uith n Uour After Actr:n
Rep:rt B; (eeD ng tiis r nind t s possible to master- ell three
p aqstlles lciost, Fanthei, and Assa:itj dur iq the rourse of
a sigie nssron -ls ciapter foc!ses on tl'e Jrhiah areas and
netrrocs t: rse cirr nq eacl mrss or tc execute botl Ghost
ard Assar r p:qstg es tor maximln eflcierrc! ard scorinq.
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Going full Ghost during a mission and maximizing gour
score in this stgle is dependant on three factors:
. Remain undetected for the duration of a checkpoint.

. When neutralizing hostiles, do so using nonlethal methods.

' Ensure that none of gour victims are found.

lf gou urish to operate as a Ghost, it's best to be prepared.
Here is a brief rundoun of Eorre essential gadgets:

STIEKY BAMERA
These useful devices are one of the first available to gou and
.benefit both the Ehsst and:Panther stgles. Their primarg function
is to surveg and mark targets begond gour line of sight. Until gou
purchase Sleeping Gas, theg also provide gou uith the abilitg to
incapacitate enemies uithin a limited range. purchase and equip the
Flash fharge earlg in the fampaign to maximize their potential.

TRI.ROTOR
Relativelg silent and able to be upgraded, the Tri-Rotor
is an indispensable tool that should be included in gour
loadout as soon as possible. This gadget is best used to
flg ahead of gour position and rnark enemies, alloLrLing qou
to track their movements during gour approach.

STIEKY EMP
With the abilitg to temporarilg disable liqhts, cameras, and other
electronic devices momentarilg, the Stickg EMP is especiallg helpful
in the controi of Drones uhen their Operators are inaccessible.

SLEEPINE GAs
These gas grenades release the same chemical as the
Stickg Canrera, but in much larger quantitg, engulfing and
dispatching hostiles quicklg leaving little room for error.

ln complete contrast, the Assault plagstgle has
dramaticallg different requirements:

' Detection bg enemies is required for actions
to be considered "Combat/Assault."

. Lethal and nonlethal attacks are permitted
urhen neutralizing hostiles.

. To maximize Assault scoring and efficiencg,
remain "Detected" ulhile in combat.

When deciding to go Assault during a mission, the attempted difficultg
level plags a deciding factor in the mission loadout. The Perfectionist
difficultg presents the challenge of not being able to restock at
Supplg faches. Take this into account uhen choosing gour Ops Suit
and ueapon. When selecting gour loud ureapon, it js best to choose a
ureapon from the Alternate Weapon categorg to serve this purpose.
Even this earlg in the campaign, gou uill have the option of an
unsuppressed ueapon and the funds to purchase an Extended Mag.

Here is a brief list of purchases to consider uhen
preparing for an Assault plagthrough:

EAIIEETS- PRTIXI MITY M IN E
After detection, placing these inconspicuous mines
in gour uLake can ensure efficient kills as gour
pursuers approach gour last knoun position.

EABEETS - INEENIIIARY GRENABE
These red grenades are efficientlg lethal, allouiing for
a large area of hostiles to be engulfed in a flame that
consumes armored and unarmored foes alike.

OPS SUIT/TIIRSO-AB EEL
The rnvestment in the AB Eel upgrade to the Ops Suit's torso
is uLell uorth it despite gour plag stgle of choice. Not onlg does
the equipment afford a substantial increase in armor, but
additional Eadgets and Magazines as uell. The slight decrease
in Stealth is easilg offset bg equipping upgraded boots.

AMMTI_ARMOR PIEREINE
When gou have chosen gour Alternate Weapon of choice, be
sure to invest in it bg equipping the Armor Piercing ammo. Aside
from the increase in stopping pouer, this comes in handg against -...r.;;;.,.
Heavg lnfantrg soldiers bg penetrating their helmets and armor. :.il"rJii
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frtt nq through the allegs and tenements of Benghazi ES a

Ghost requ res puiposefll and drrect progress. The irst half
of the misston consists of minor encolnters, u.rhere there are
on ! a feui enemies at a time to be concerned about. After ihe
serond half of tie mission beqins, enemg encounters ui I conslst
of rovinq Datro s urith guard dogs, making silent and undetected
progression djffrcr-'lit. Lf gou are engaging thts nission for the i.st
t me, gour eqripment loadout is limited to onlg a feu.r gadgets. ln this
-aEe, an deal equ pment loadout for a Ehost plalth.ough uould
nciude boti Stickg Noisemakers and Stickg fameras. In addition
to those qadqets, equipping the Stun Eun is necessar!, if lou
slrould have to drspatci an enem! fi-cm begond melee iange.

ANVANCEN TACTICs
r::L:,i:ii?r:;ir rr,r;i,i:r:r:::tll

Ycur mission through Benghazi Luill place Uou in a game of contrasts
uhen attempting an Assault plalthroirgh. While areas such as the
rooftop allou for the uanton violenre of the Assault plagstgle, doing
so put Uou at risk from grenades and flanking tactics. Limit gour
open conflict to the confines of the apartment and police station
interiors, uhere hostiles are forced to funnel tor.lard gou and theu
can be picked off uith eaEe. When preparing gour loadout for this
nission, ensure that gou have a firearm that is unsuppressed.
ldeallg, this should be gour aiternate ureapon, uhich can be equrpped
uith both an Extended Mag and Arrnor Piercing ammunition. As for
gadqet choires, be sure to bring along Smoke Erenades, luhich can
be used to disrupt and confuse enemies if the frrefight gets tco hot.
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Your irst goal in the mission is to familiarize gou.self uith the
"Execute" sgstem. After folloLuing the tutorial for marking gour
enemies, instead of engaging the hostiles, opt to leave them
undisturbed bg taking cover on the driver's side of the truck. Make

lour move once theg are done uith their conversation. Just be
sure that both guards have left the small courtgard area before
doing so. Making gour uag through the apartments undetected
requires that gou use the cover suJap technique quite often. The
tight quarters and rnaze of ad.loining rooms connected bg hal[uags
afford gou the opportunitg to leave all of the hostiles uithin this
area undisturbed-uhich earns !ou a substantial bonus as uell.
As gou suitch from one area of cover to another, it rs important
to note that gou do not have to be behind a uall to remain out
of vieuJ-just simplg be uLithin the shadous. Dne important caveat
to note: Avoid the temptation to shoot out liqhts or otheruise
interact ulth the environment in this area. Unless gou are
attempting to lure a gua.d into gour trap, trg to leave these rooms
and halls the uag qou ind them to avoid unuanted attention.

DEAD DRBP
Don't forget to grab the Dead Drop before
ascending the stairs to the second
floor of the apartment building.

':l'

i-:

Earlg on, the apartment building affords a chance to go loud
and do so strategicallg. Taking human shields as lou progress
is essential to staging alive ulhen navigating the confrnes of the
halluags and rooms as gou make Uoua uau to the Safehouse.
Dividing gour progress through the apartments as a series of
engagementi ensures that Uou do not hastilq put Uourself into
the line of fire unnecessarilg. As gou progress, three hostiles
serve as particularlg convenient human shields, allouing gou to
neutralize the remaining enemies in the area from relative safetg.
Eetting this sequence of events started is dependant on uaiting
for the first tuo guards to finish their conversation, allouing one
of the guards to go inside the apartment uhile gou dispatch his
comrade in silence. Take this guard hostage, then quicklg clear the
room around the television. At the top of the stairs, turn off the
halluag light and uJhen one of the guards,comes to investigate,
take him hostige to clear the halluag and adjacent room
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When gou find gourself outside of the apartment uhere Kobin
is believed to be held, gou u.rill be required to clear the roorn of
the militia guarding him. There are tuo options here, the irst
is to lure the guards out of the apartment bg using Stickg

-Noisemakers or bg shooting' out the hall lights. The secend
requires a bit more preparation. Here's a brief step-bg-step
of ,hou to clear this roon in true tlth Echelon fashion:

5tep l: Approach the apartment quietlg, taking
cover near the right side of the door.

Step 2: Stuitch cover ts the,,kitchen cabinets on
the left side of the guard nearest the door.

Step 3: Throu a Stickg famera torLLard the tuo guards on
the far side of the room and release its Sleepinq.6as.

Step l: As the tuo guards fall, quicklg perform a
Stealth Knockout on the guard nearest gou.

Step 5: The guard that uras near the computer uill be alarmed, but he
hasn't detected gour location get. Throrii a Stickg Noisemaker near
the open door across frorn the kitchen, tlhen he goes to investigate
the sound, perform a Stealth Knockout from around the corner.

&ffiffiffi&#tuY
With four guards uithin the Safehouse to eliminate, a hostage
and a little deception is necessarg to clear the room efficientlg
during gour assault. Your approach to the Safehouse should
be done uith care to ensure that the guards uithin are not
auare djf Uour presence. The lagout of the apartment makes it
possible to clear the room bg simplg charging in Luith gour guns
blazing, but doing so risks uasting ammunition. An effective
assault on the Safehouse requires tuo critical steps:

Take the guard near the door as a human shield, then strafe
to the left and auait the detection. Once gou are detected,
fire on the enemu near the computer to the left.

Then follorLr up bg killing the trLLo remaining guards on the right side
of the room before killing the guard gou have taken hostage.
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Traversing across the rooftops undetected can be
difficult given the long sight lines and lack of obvious
cover from the roving guards that lou fnd he.e.
Leaving enemies undisturbed requires avoiding the
rooftop. lnstead, traverse the area bg hanging from
the side of the buildings to move hand-over-hand
along the ledge uhenever possible. lf gou stag on the
far edges of the rooftop, the ledges and scaffolds
provide a path that makes detection difficult.

Be careful; the rooftop after the uooden scaffold
is patrolled bg three guards that frequentlg are
uLithin sight of one another. lt is best to dispatch
the nearest of the three guards before climbing
back onto the rooftops to bgpass his comrades.

0utnumbered and outgunned, going loud as gou cross the rooftops
can quickl! prove fatal. Take a moment before gou engage the
enemg here and allou.r them to cluster together uhile patrolling. From
behind cover, throu a Smoke Erenade behind groups of hostiles
as theu approach, drauLing their attention touard their rear.
After the zipline, stag behind the lou r.rall overlooking the center
of the first rooftop. Mounting gour assault from here provides .
the enemg rLrith little chance of flanking Uou uithout beinq seen.
Although it is easg to monitor the stairs to the right, be careful;
the door uhere gou landed uith the zipline leads to the left side
of the rooftop. The greatest threat to Uou here is grenades, so
be readg to fall back quicklu to the pillars behind gou if gou must.

:
!



HIE!.IVALUE TAREET
Tie High Value Target is located immediatelg
after gou descend from the rooftops. Enter
tirough the urndcLr to catch him bq surprise

After capturing the
High Value Target at
the start of the area,
gou find gourself uithin
the apartment halluag
Pientg cf guards are
roaminq the hall and tlre
adjoining apartments.
lnstead of navgattng
the gauntlet, climb out
of the nearbg uindor.rL

and move a ong the
edge Enter the iast
u:indou to reach end of the hall After gou successfullg bgpass the
halluag, the real diffrcultg is in sneaking past the patrolling guards
on the street belou. The onlg cover in this small patch of asphait is
a car that unfortunatelg is on the opposite side of the a.ea's exit.

There are tuo paths leading to the street as ueil.
The first s a stainL:e I across from the hallr.lag's exit.

The second path requires climbtng over tbe nearbg balcong and
dropprng doun to the street belou. Use a Stickg Noisemaker to draiLt
the attention of the patrollrng guards to the alleg across the uag.

With the guards' attention diverted, drop doun and turn the
corner to !or..lr r-ight, then climb over the qate to exit the area.

After traversing the rooftops, lou find gourself uithin a second
apartment building. The firEt hostile gou encounter is the Hiqh Value
Target for the mission, so be sure to capture him alive. After gour
encounter uith the HVT, gou exit into a halluag uhere militia are
terrorizing citizens and pulling them from their homes at gunpoint.
Across the hall, near the open uindour, there is a light suitch. Flipping
this sr:.ritch turns off the lights lrithin the hailuag and attracts
the attention of ihe nearbg guard, uhile obscuring lour p.esence
for the hostiles doun the halluag. After exiting the halluag, climb
over the railing of the balcong on the left to climb dori:n to the
st.eet belour. Bg this tine, the militia that uere prorLLling this small
patch of asphalt should have entered the nearbg auto garage on
their uag up to the apartments, and lou can pass unhindered.

Turn off the iights and take the nearbg militia hostage uhen
he investigates. Walk gour hostage doun the hall touard his
comrades; lDU ma! have to use the Attract command to be
detected uithin the dark halluaq. Should the guard gou are
hiding behind perish, use the apartment dooruags on !our
right as cover uhile gou pick off the remaining enemies.
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Your next obstacle lies ahead: A lone guard dog patrols on
the other side of a chain-link fence. Use a Sticku famera to
lure the animal in close before releasing Sleeping Eas to put
the animal doun and pass through the area unhindered.

Your approach toiL:ard the Police Station is divided into
tuo sections. The first of these is a tuo-lane road that is
patrolled bg guards and contains moderate cover provided
bg abandoned vehicles and the short aluminum divider
betueen the lanes. Entering the Police Station cornpound
requires crossing this road and entering either bg uag of
the nain gate, or the much more covert option of scaling
the concrete u:all that runs the length of the compound.
Take gour time and use the u:all and iron gates prior
to the roaduag as a surve! point before crossing.

The second section of gour approach is uithin the u.:alls of the
conpound. Several guards patrol this area, as uLell as a lone
guard dog that can be dangerous if he discovers gour scent.
The gard of the compound does feature vehicles, crates, and
lorLr uLalls for cover, so be sure to use them to gour advantage.
Suitching cover as lou cross the gard is a quick and efficient
uag to traverse the area and avoid being detected. Stick
to the far left or right ualls of the compound, avoiding the
exposed center that is frequentlg patrolled bg the dog.

When crossing the road, stag to the right side. The damaged
section of uall on the conpound's right side makes a great
infiltration point. After climbing the uLall, be sure to take cover
bg the nearbg crates. lf one of the guards is suspicious,
u.lait for him to get close and then deal uith him accordinglg.
fontinue follorLLing the uall to gour right, taking cover bg the
nearbg vehicle.5tag lou as gou advance touard the garage.
flimb atop the structure and locate the tuo satellite dishes
across the uag. Betueen the satellite dishes is an open
uindou. Climb through to gain access to the Police Station.

,#e-.%ff*.&f,$ffi
Your approach to the police station requires gou to cross a tuo-
lane road. With guards roaming about on the road and uithin the
compound, be readg to hold gour position acrcss the road from the
police station compound Begin gour assault bg killing the guards
conversing nqer the gate. Spare gour ammunition bg taking the one
nearest the lite hostage and using a headshot to eliminate his
friend. Keep gour hostage close, the guard dog uill be descending
on gou bg nou and gou'll need some means of deflecting the animal
before gou put it doun. Remain near the gate and fre from cover
onlg Luhen gou have a clean shot, the distance here can equate to
plentg of missed shots and uasted ammunition. When approaching
the compound, enter bg climbing over the damaged stone urall on its
right side. This side offers cover rLrith more visibilitg of the compound,
rLLhich can prevent the hostiles from getting the jump on gou.
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The rnteror of the Police Station leaves little room for error
The staircase leading to the rnterrogation room is on the
oppos te side of the building Avord passing throuqh the
first door gou encounter, as it exits to an open office area
u:here gou can easilg be detected. lnstead, cilmb over the
nearbg counter to ocate a door that exits on the left side
of the Poirce Station. The narrcLl hallu.Lag across from the
door mag seem ike a deathtrap, but onlg one guard tends
to patrol tiis area. Eliminata or uait for him to ualk back
touard the rear of the buildlng before advancinq. Use the
small ofice at the end of the hall to hide from the roving
patrol and monitor activitg near the staircase. fitmb over
the counter and ascend tie statrs uhen the path is ciear.

tsLAEKLIST LAFTTIF
The second floor is unglarded, so take
a moment to locate the Blackilst Laptop
before entering the interrogation room.

The interior of the Police Station is rife uith cover that can be
used to gour advantage. This is an location uhere gou benefit
from holding : position and allouing hosiiles to approach gou,
picking them off as theg charge lou After the brief ualk through
the jail cells, qou enter a room r.tith a counter to the left. tlimbing
cvelfhis counte. places gou in a small area uith tuo uindours
and a door. From this vantage point, qou can contTol the flou of
guards that are in the halh.uag just outside. The r.i.rindou farthest
from the door is bulletproof as uell, so although gou uill not be
able to fire through it, gour enemies uill be unable to as Llell.

After climbing over the counter, stand in front of the uindolu
nearest the door to be detected bg the guards in the hall.

fVith the guards on full alert, the uindou neareEt the dooruag
provides a vantage point to gun doun hostiles as theg approach.

Take cover behind the uindou farthest from the
door if the irefrght is too intense; doing so can give
gou a ircment to recover from the onslaught.
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0n ang d ficult! other than Perfectionisi, liberating Kobin from
his captivitq can be acconplished in true Ghost fashion. The
one-Lua! glass prevents Kobin's captors from detecttnq gour
enti-g nto the room. From here, !or.l can mark all three ef the
host les, equ p lour Stun Gun, and use the Execute Abilitg to
drspatch a I three of them before theq knou uhat hit them.

Dn the second floor of the Police Station, gou discover the
interrogation room uhere Kob n is behind tortured mercilesslg.
Luckg for !ou, the fiends are unauare of gour presence
because of the one-uau glass. Use this to gour advantage.
Just abcve the door is a small open uindou.L. This uLindou is
perfect fcr throuing a Smoke Erenade into the room and
flooding it t-uith smoke. Once the three hostiles are on alert, use
an unsuppressed ueapon to ire through the glass, dropping
gour targets one-bg-one before the smoke clears.



Escaping from the Police Station uith Kobin requires that
gou remain undetected. lf the tr.i.ro of gou are discovered,
reinforcements uill arrive and Uou uill have no choice
but to engage in open combat. Maintaining Ehost here is
dependent on having at least three charges left in gour
Stun Gun after gou rescue Kobin. As gou drag Kobin tou:ard
the exit, ire on the guards onl! uihen the! are alone and
not uLithin vieu.r of their comrades. The frrst guard should
be dropped uhen he goes to inspect the documents on
the desk near him, the second guard rL:hen he stops to
use his phone in the hall:Lag, and the third uhen he is
stationarg near one of the desks in the office area.

lf gou happen to be detected uhile "escorting" Kobin from the
building, reinforcements uill arrive on the scene. The arrival of
the enemg also results in gour being pinned dorL:n uith Kobin
near the exit, uhere gou must hold gour ground rLLhile preventing
Kobin's death. Don't expect to get ang help from gour friend
in cutting doun the hostile force pouring into the small ofice
space, houever. Avoid the area immediatelg near the exit.
Enemies flood in from both the door and uindous that open into
the room, take cover nea. the door to the riqht of the exit. As
enemies flood into the room, gou uill be relativelg unseen before
lou fire a shot. To protect Kobin, throrLL a Smoke Grenade near
him u:hen the action gets too hot. This rLLill slour the barrage
of bullets tearing apart the rLLalls and furniture around him.
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While possible to r"intain a Ehost rating throughout the entire
nission, the search of the insurgent stronghold poses some
particular challenges bg uag of its environment. Most of the rnission
takes place uithin the ruins of a hillside village. The tight quarters
and hiqh number of enemies requires that gou maintain a constant
auareness of gour surroundings, uhile exploiting the maze of
alleguags and ledges to gain the upper hand uhen outnumbered and
outgunned. This is definitelg a map uhere "going loud" is not a uise
decision. ln addition to gour being outnumbered, hacking the Blacklist
Laptop in the earlg part of the mission uill pit gour uits against a
Heavg lnfantrg soldier. These armored brutes are irnmune to Sleeping
Eas [Canister and Stickg Camera variationsJ, the Stun Gun, and must
be approached from behind to perform a Stealth Knockout. Because
of this, simplg luring this class of enemg to a dooruag for a stealth
attack u.rill not be effective and uill result in a detection. An effective
Ghost loadout consists of the Stickg Noisemaker, Stickg famera, and
Sleeping Gas lif it has been purchased), uith the Stun Gun being used
in lieu of gour prinarg u.:eapon during the mission. With the upgrade
to the Paladin just before the mission, the Radar in the HUB rLLill be an
excellent tool for effectivelg going Ehost throuqhout this mission.

c .-,- ri".,t :'
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Going loud in Miratua means engaging groups of enemies on a level
plane uLith feu options for escape. Although gou appear to be
at a disadvantage, analgze gour environment and locate cover
and possible cover suaps prior to engaging. lt is verg easg to
find gourself ambushed and cornered during this mission, as the
crurnbling stone ualls of the villages offer concealment for gour fbes
as uell as for gou. When preparing gour loadout, be sure to include
Smoke Erenades. These gadgets often used in the Panther Plagstgle
are extremelg valuable if gou should have to escape a firefight
quicklg. lf Uou can afford to do so, begin upgrading gour Ops Suit,
starting uith the torso, uhich affords Uou more pistol magazines.
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After the sniper sequence, gour first objective is to get uLithin
Tri-Rotor range of Kobin's contact to identifg him. This sends gou
through a small village uith onlg tLro hostiles patrolling the area.
lJpon approaching the village, gou find the tr.:.:o guards conversing
Lrith one another. While gou can uait for the tuLo of them to finish
their conversation to isolate and pick them off, use the monent to
circumvent the village. At the top of the second set of stairs, gou
come to a stone u:all that gou can scale. Continue along this path,
navigating the maze of open uLindous and bungalous to stag on the
far edge of the village auag from the hostiles.Once gou have the
trLLo tuhite trucks uithin gour field of vision, take a moment to locate
the guards. Just past the trucks are the stairs leading to the
stronghold r.::here Kobin's contact is holed up. Keep an ege out for
the guard that remains at ground level amongst the vehicles. Wait for
him to inspect the area to the left of the stairs: as he ualks in that
direction, stag lou and scale the stone stairuell to exit the area.

''*iia:'r-
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With onlg tu.ro hostiles present, taking the first village area bg
force is simple. Rush the second set of stairs gou come to and
allorLL gourself to be detected bg the tuLo guards conversing
near the tuo uhite trucks. Aim for the head of the guard
facing gou to.!ake the other guard bg surprise. Once the tuo
hostiles have fallen, continue onuard to the Stronghold.
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i Aft"r the Tri-Rotor scene ends, gour objective is to enter the
: stronghold and interrogate Kobin's contact. Kicking in the front
: door is not gour best course of action here. lnstead, gou should
i opt to travel around the building bg scaling the stone u:all just to
; ,tie right of the door. Use r,;aution as gou make gour u.ng around
i corners, as the guards roaminq about the stronghold can easilg
. see gou frorn either the patio or uindous as theg pass bg. Continue
: navigating the handholds and ruindou sills to make gour r.uag to the
: first of tu:o patio areas. Avoid entering the stronghold here and
: continue onu:ard.5oon gou come to a large patio area that provides
: access into the stronghold bg urag of trLro doors. From here, gou
: u.:ill uant to enter the stronghold through the double doors on the
: far side of the patio. Within these doors gou tuill find a Blacklist
: Laptop and a Heavg lnfantrg soldier that occasionallg exits the

; loom to patrol the patio area. While it is possible to bgpiass the
; Heavg urithout being seen, dispatching the threat alleviates the
: risk of being detected and provides access to the Blacklist Laptop.
I After clinbing up to the second patio, take cover out of vieu of
; the double doors. Use a Stickg Noisemaker or the Attract action
: to get the attention of the Heavg soldier inside of the room past
i the double doors. Wait for him to inspect the area; follou him into
I the room uhen he goes back inside. From behind, perform a Stealth
: Knockout to drop the brute. Before hacking the nearbg Blacklist
i Laptop, be sure to close the double doors to prevent attracting
, unuanted attention should one of the guards step onto the patio
: from the other side. Shop lights illuminate a halhuag just begond
: the room uhere the Blacklist Laptop is found Follou this halhLLag

: to enter the room uhere Kobin's contact has taken refuge.

BLAEKLIST LAPTBP
Neutralizing the
Heavg Infantrg soldier
provides unhindered
access to the
Blacklist Laptop.
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The stronghold uhere Kobin's contact has taken refuge is
occupied bg four guards and one Heavg lnfantrg soldier. Going
full Assault here is not advised unless gou have alreadg hacked
the Blacklist Laptop that is under guard bg the Heavg lnfantrg
soldier and found near the objective of this area. Being detected
prior to hacking the Laptop uill result in it being destroged. Bg
circumventing the stronghold bg climbing the exterior r.:.Lalls,

Uou can sneak up on the Heavg lnfantrg soldier, eliminate him,

and hack the Blacklist Laptop before raising hell against the
guards in the adjacent room. Eiven the limited number of guards
here to provide a resistance, just make use of the crates and
dooruags for cover and allou the guards to come to gou.
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After the enlighteniig conversation uith Kobin's contact, Uour
task is to locate the source of the broadcast signal. This leads
gou through an insurgent camp.Starting gour approach from
beneath a uooden bridge, it is not advisable to attempt gour
infiltration bg clirnbing onto the bridge. Just begond this bridge,
a small path snakes along the cliff; from here, Uou can climb the
c.umbling stone ualls and access the far side of the camp. Here,
gou tLtill encounter three hostiles, the first tuo are patrolling an
a.ea of small rooms urithin vieu of a third hostile that is testing his
ujeapon nearbg. lf gou continue to follou this rLLall, gou can use the
cover available to bgpass the first tuo and eventuall! the third
hostile unnoticed. Just past this third guard is a tent The Dead
Brop for the mission is located uithin this tent, uhich convenientlg
provides a path to the far side of the camp. When attempting to
bgpass the gua.ds at the mouth of the cave-and gour exitff.om
the area-use a Stickg Noisemaker to drau attention auag from
the building to the right, uLhich can be scaled to drop doun just
outside of the cave. Staging on the peripherg of the camp lets gou
avoid diretrt conflict rLLhile collecting the Dead Drop in the process"

BEAB BROP
The nission's Dead Drop lies on a
sleeping bag uLithin the green tent
found on the far side the camp.

&ffiffi&ffituY
Your entrg into the insurgent camp is from beneath a uooden
bridge. This bridge also p.ovides access to a cliff side that
uraps around the crumbling stone ualls that encompass the
campsite. Avoid the urge to head to the ledge and climb up and
onto the bridge bg dropping from the ledge to the right of the
Supplg CachdlAbove gou, tuo guards ari conversing and looking
toruard opposite sides of the bridge. Take one of them hostage,
and use the Attract command to be detected bg his cornrade. At
this pointirgou've surelq attracted the attention of the enemies
rr.rithin the camp, urho urill be raining grenades and gunfire at Uou.
Drau them out bg throuing a Smoke Grenade into the camp among
the trucks. Maintaining a detection here 1s riskg and requires
having.a hostage and staging on the move. Also, it should be
noted that reinforcements at-rive periodicallg from the mouth of
the cave, ad@S to the danger inherent.@, going loud here.
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0nce gou have climbed out from the caves, tiLLo paths into the
vi lage present themselves Here gou uill uant to fcllorLt the path
across from the ladder. Turning ieft leads qou into the mazelike
vitlage and puts gou at risk of being discovered bg the guard dog
and his handler patrolling thai side. As gou continue foruard, gou
t't.lill soon come upon the High Vaiue Target ancj ancther hostiie
converslng. As r.lith the prevtoL..ts areas, Uou rL:ili r-uant to maintain
gour distance bg staglng along the farthest edges of the village,
uhere patrols are lightest and the risk of being rornered uJlthin a
building is not as likelg The exrt is a mine shaft uithin a small building
on the far side, opposite uhere lou entered the village. As gou
make gour approach, be auare of the tilo guards that patrol the
small courtgard outside of the building and the lone guard roaming
near the njne shaft. He can be bgpassed if qou remain uithin the
shadous of the auning outside the building until he ualks aLlag.

HIGFI VALUE TARGET
Putting doun the H gh Value Target
anci his comrade uith Sleeping Gas
prevents gour being detected uhile

lou are tagg ng gour capttve.

After climbing out of the caves, lou enter a village. To gour left, gou
can observe a guard dog and his handler searching about near a
crumbled building. To gour right, there is a lou stone r.lall and the
entrance of a hcme just begond it. Start this ireight bg killing the
guard dog. During the firefight, trg to stag near the entrance, using
the stone ualls as cover. As lDu progress into the village, keep an
eqe out for red drums, uhich explcde uhen shot. These incendiarg
blasts can dispatch multiple enemies simultaneouslg Llith lit|e effort.
Avoid the building interiors, as r.lell as the balconies and rooftops.
Although the buildings na! apFeai to provide cover, theg leave
gou vulnerable to bein_c trapped or shot at from afar. There is a
Heavg Infantrg Eoldier in the vicinitg as ueil, so be prepared to deal
uith him. Duck in and out of ccver, firing headshots until he falls.
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The third and final village area is a maze of cover options and tight corners. Exiting this
area requires climbing into another mine shaft that is on the far end of the village uithin a

building. The building that houses the mine shaft is accessible from three points. The first
of these is the most obvious-the large, open door seen from the street. The second is a
room that connects to it, uhose entrapce is just to the left of the previouslq rnentioned
large door. Both of these are at ground level and difficult to approach, let alone access
rLLithout neutralizing the guards that patrol nearbg. The third entrance (located on
the roofJ is u.rell-suited for maintaining as light a presence as possible, keeping hostiles
unauare of gou in the process. Accessing this entrance means Uou urill have to stag to
the right side of the village. From gour starting point, follouL the srnall concrete steps on
the right to the path uLrapping around the building there. Tuo guards patrol this elevated
location and can be quicklg dispatched urith Sleeping Gas or bg luring them in for a Stealth
Knockout. Just past the crates here and to the right gou uill find the rooftop entrance
to the mine shaft. Before dropping doun, be sure to throu a Stickg famera to the floor
beloul and surveg the position and gaee of the nearbg guards before climbing dotrin.
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From the start of this area, make it a prroritg to get onto the
balcong overlooking the area uhere the guards have congregated.
This vantage point affords gou tuo possible hostages that can
then be used to shield gou as gou pick off the guards beloLu ruith

.$eadshots. This balcong pcqvides relative securitu, uLith onl! tuLo
paths leading up to it on opposite sides of the village area. For a
little insurance as gou rain bullets dorLLn upon the panicked guards
at ground level, place a Proxinitg Mine [if purchased] at the stairs
leading up to the balcong. There are onlg seven guards in this area
[including the tuo on the balcong). and no reinforcements uhen gou
go loud. Make gour kills quicklg here and gou are nearlg home free.
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Ending the terror plot in Chicago leaves gou outnumbered and
definitelg outgunned. Mang of the areas found throughout this
mission present nultiple paths that can be used to circumvent
enemg patrols, conserving gour supplies and preserving gour
life. Each of the areas present vertical options as rLLell. From the
catualks found in the Festival Hall to the pipes that snake their uLag

above the seuers, these high vantage points are extremelg useful,
so be sure to keep an ege out for them as the mission moves on.
Aside from being positions from r.:.rhich to observe the movement
of enemg patrols, theg also help uhen gou're attempting to collect
the three supplemental mission items (Dead Drop, HVT, and Blacklist
LaptopJ. All three of these items are easg to bgpass, but rue.,$ill

call them out as gou approach the area rLLhere theg are found.
When preparing gour loadout, take a moment to upgrade gour Ops
5uit [PantsJ if gou have the funds to do so. The extra magazines
of ammunition, as uell as gadget slots can prove their uLorth uhen
atternpting a Ghost plagthrough on Perfectionist difficultg. ln addition
to that, keep gour Stickg Noisemakers and Stickg fameras (rlhich
should be upgraded uith the Flash fharge) at hand, as these tuo
trustg devices are indispensable tools of the Ghost arsenal.

rr&
&ffiffiAULT w
When Uou engage in a firefight during this rnission, the place uhere
gou initiate tSe combat is uhat urill deter{i$ne if gou survive. This ,l
mission afforis gou plentg of opportunities to take advantage of
tight quartefs that can be used to trap hostiles as theg funnel
in. Another: alvantage to be exploited is in elevations. Especiallg
uhen fiiti*6 douLn a large number of hostiles simultaneouslg, gou
urll uant to control the high ground. From these perches, gou
are less likelg,to be the victim of a grenade. Besides grenades,
gou uill 1-rot come across ang snipers during this mission-and
the cOminon hostiles are not the best marksmen. Prepare for
this mission bg ensuring that gou have both Frag Grenades
andtheTri.R#orequipped,thelatteris.}tldealuithaDrone
Operator that can quicklg become a problem for gou.
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Entering the Festival Hall from the rooftop, gou first observe
the enerng from the safetg of the catualks that snake about
the upper level of the space. Your objective from this point is
to access a stairuell located in the halluag behind the stage
area. From gour entrg point, this stairuell is to gour right on the
opposite side of the Festival Hall, just through a door to the left
of the stage. While this door mag seem like a promising access
point, the area around the left side of the stage is suarming uLith

hostiles that are hard to dispatch silentlg and nearlg impossible
to bgpass undisturbed Luckilg, tuo other points grant access
to this backstage stainr.rell. The flrst alternative is the door
on the right side of the stage, rLLhich is not nearlg as heavilg
guarded as its left side counterpart, but the danger of being
discovered bg a roving patrol is still a possibilitg. The second
is a ventilation shaft that is accessible after passing behind ,

the stage's curtain and climbing onto a scissor lift backstage.
0f gour three options, the best is to access the vent and
pass through it to a small janitor's closet. From there, gou
have access to the backstage hal|.r.rag and uith some careful
timing, the guards r.rill never be auare of Uou. presence.

Upon entering the Festival Hall, make lour uau to the nearbg
column and slide dou.:n it to the ground floor. Once at ground
level, make Uour- ua! past the nassive fhristmas decorations
to gour righi. tlimb over the uLhite picket fence and follou it
into the shadous. Just past the fhristmas displag are tuo
columns to the right of the stage. Use these as cover; uait
for the nearbg guard presence to lighten up or dispatch the
guards bg ambushing them from behind as theg roam about.
Frorn the last column, beeline behind the curtain and climb
into the ventilation duct to pass into the janitor's closet.

Before exiting the janitor's closet, take a moment
to peek under the door for the tuo guards roaming
the halluag. Once theg go their separate uags, exit
and make Uour uag doun the hall to the right.

,.@,
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Your entrance into the Flstival Hall places Uou on a catualk
that runs alongside the conduits and ventilation shafts high
above the floor. This elevated position serves as an excellent
place from uhich to attack. Using an unsuppressed Assault
Rifle or Snipq*Rifle, begin gour attack bg,,fring on the guard
that is patroiilhg the area immediatelg beibu the insertion point.
He is u.randering about the Christmas tree displags belorL: and
unauJare of rlhere the shots are coming from. lt is imperative
that gou focus on making headshots during this phase of gour
assault:to conserve ammunition.
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The exit tLLill be to gour right; pass through
to begin the next objective.
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After navigating the Festival Hail, gour exrt is a stainL"rell leading
into the bor.rels of the building At the bottom of the stairs
gou Lri I find a 5upplg fache. The objective is to access the
seuers via a maintenance entrance insice the boiler room. This
t me, not onlg do qou have enemg guards to deal rLrith, but qou
also have to ensuTe that gour actions do not compromjse the
hostages being held r.lithin the boiler room. TLuo paths access
the boiler room. a set of double doors and a ventilation shaft.
The doors are out of the question u:hen attempting to go
Ehcst, as gou uill pique the interest of the guards rLLithin the
boiler room if gou attempt to open them. As for the ventilation
shaft, it is located tn an eiectrical room uith circuit breakers
adjacent the double doors to the boiler room. Dnlg one guard
maintains a presence around the entrance to the boiler room
and gott can bgpass him lnnoticed uhen approaching bg uag
of a vent that leads from the emploqee break room to the
electrical room. Once nside the boiler room, it is best to stag
uithln the shadouLs, using the pipes and machinerg to provide
cover nea. ihe far ual on lour uag to the seuer entTance.

The most direct u:ag out of the stairr.iLell is through the
dolble doors. From here, proceed across the hall and into
the break room, l:.lhich is dlmlg lit bg vending machines. ln the
far corner, opposite the vendtng machines, locate the vent
and enter it. The vent leads to the e ectrical room. Wait for
the guard patro ling that area to step into the hallr.lag before
climb nq dorL:n and entering the other vent to qour right.

After crauling throuqh the vent, gou exit into the Boiler Room.
Be rarefll; a guard patrols a path tor.rLard the vent and he
can easrlg d scoveT gol. Move rlgl-rt frorn the vent, staging
close to the uall. When gou come to the set of stairs, take
cover beside the pipe nearbg. Nor.u suitch to cover along
the machinerg just past the stairs to the right fontinue to
follor.r the ua l, movinq belrind the machinerg. At the dead end,
take a moment to observe the patrolling glards. From this
point, gou can throLl a 5t ckg Nolsemaker to drau.: attention
au.:ag from the nearbg seuler access. When the attention of
tie grards is grabbed bg gollr d straction, cltmb the nearbg
pipes and enter the seule. access to ind the next aTea.

After qou enter the stairuell, head doun to the louLest level. There
is a Suppig fache here if gou need to restock. Exit the doors and
head left to set up behjnd cover Begin ihe frght bg alloluing gourself
to be detected bg one of the guards ihat iE uithin the halluLag
Hold gour position in this halluag, suapping cover ulhen necessar!
as gou uait for hostiles to flood into the halh.uag. Soon, the flou
of enemies mau ceEse. To lure out the guards uithin the boiler
room ahead, open the doors leading to the boiler room and fre a
headshot at the guard that is uialking on the balcong overlooking
the hostages. This uill get the attention of the guards inside
Nou fall back to take cover near the barricaded elevator and
uLait for the hostiles to flood in, eliminating them as theg do so.



=#*-€The dark, dank, confined seuers are packed uith patrolling
hostiles. Your objective here is to gain entrance to a series of
rnaintenance tunnels bg bgpassing the guards on the opposite
side of the seuers. Avoid staging on the g.ound here; instead,
make use of the pipes overhead to traverse unseen. Here is uhere
gou rLrill find the High Value Target for the mission as uell, uho just
happens to maintain a patrol along a route gou urish to take.

Once uithin the seu.iers, climb out of the runoff and onto the
path to gour right. Jump up to the overhead pipe and shimmg

along the path.Soon, the path uill curve. Wait for the nearbg
guards to look auag before dropping doun and then hurdle the
railing and follou the curve. Follorir the grated floor until Uou come

to the end uhere a hall to the left opens up. Drop doun the
side of the platform here and uait.Soon the High Value Target
rLrill patrol this small uJalkuau. When he does, capture him.

t
l

HIEH VALUE TARGET
AuLait qour preu in this small corridor to
capture him out of sight of his comrades.

Use care uLhen

rounding the corner;
a Heavg lnfantrg
soldier frequents
the chain-link fence
area of the lighted
corridor. 5tag lorLr

and follour the path
past the lights and
enter the open hatch
at the path's end.
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After gou come dourn the ladder into the SeuLers, climb over the
railing to gour right. Take cover nea. the first bridge and lure the
guard just ahead of gou on the right. When he comes to investigate
the sound, take him as a hostage. NorLL that gou have a human shield,
cross the briQge and approach the guar!.patrolling the far end of
the left u:alkdiag. He uill detect gou as gdu approach, so be readg
for the headshot. Nou that gou've been detected, continue to the
end of the uralkuag and past the bridge. From this corner, use the
Human [renade abilitg and throu gour hostage over the railing
torLLard the service tunnel. When he explodes, he clears a large area,
of hostiles. Don't rest get; a Heavg.lnfantrg soldier and the HVT are
emerging frori the service tunnel. Throuing a Frag Grenade into the
tunnel can equalize the situation, but keep in mind that the Heavg
lnfantrg soldier uill still require a bullet to his head to put him doun.
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After the seuJers, gou enter a maintenance tunnel that leads
to a stairirell to the area nearbg the filtration plant. The first
section of gour trek through the tunnel takes gou alongside a
Iarge pipe drauing its urater from the filtration plant. A neuL enemg
rnakes an appeaaantre heresmall and siou-moving, a Recon Drone
patrols the tunnel alongside the guards. The Engineer controlling
the Drone is posted on the opposite side of the tunnel near
the exit. Just past the Drone 0perator, a stainiLell leads to the
surface and exits just in front of the filtration plant. Along the
corkscreul path of the stairuell, gou uill also find the mission's
Dead Drop sitting atop a ledge. Recovering it requires a bit of
climbing as gou make gou. uau upstairs. Once qou arrive at the
top of the stairurell, gou step into a small valve room that exits
to stairs that lead to the front entrance of the filtration plant.

Elimb onto the pipe u.rithin the maintenance tunnel and j.og."r,
along the catualk until gou a.rive at the end of the tunnel.
flimb doun to the left to get behind the Drone Operator,
staging lou as Uou creep past him into the nearbg open door.
tlimb the nearbg ladder and navigate the ledges to locate
and collect the Dead Drop before climbing onto the stairs.

.,Fki'r
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Before leaving the small control room to enter the maintenance
tunnel, take a mornent to restock at the nearbg Supplq fache.
Take cover near the entTance to the maintenance tunnel and use
gour Stun Eun to disable the small Recon Drone as it rolls bg the
doorr.rag. Nou that the Drone is disabled, deplog gour Tri-Rotor
and send it dotun the tunnel. Look for the Drone 0perator at
the end. Use a Stickg Shocker to neutralize the Drone 0perator
and therebg cut off Drone activitg, uhich can be particularlg
dangerous here. NorLL, step out into the tunnel, allor.uing gourself
to be detected bg the guard to the left of the large pipe that
runs the length of the tunnel. This starts the detection phase. To
stand gour- ground during the firefight, use the concrete supports
that hold up the pipeline. These supports are placed at equal
distances and can be used to monitor both sides of the pipeline
as gou advance fTom one to the next. After the maintenance
tunnel, climb the long, uinding stairuLell to the surface. As gou
exit the stairs, gou'll see a guard standing outside the doors
leading to the surface. Take him bg surprise to end him quicklg.

1

j

i
i
+

EEAII DRTIP
This Dead Drop is easg to overlook flimb
the ladder at the bottom of the stairs
to access it Lrithout doubling back.

***l
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At the top of the stairs,
uLait for the guard to pass
to the left of the door
before exiting to bgpass
him unseen. lf gou need
to do so, restock at the
Supplg Cache just outside
before ascending the
stairs to the entrance
of the filtration plant.
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The cbbg a.ea and entrance to tl e iliratior Dlant are light !
9,..Larded, brt rie grards effir ent q patrol the are: ieavir g no

stone '.:nturned. Tuo grards patrc the entTance ,rnrle onF

uanCers abcL-'lt tie iobbg, patioi inc the first and Eeccnd flocr.
ieaCng up to tie entrance, there are tuc paths: a set of
s:errs to the left and a ramp tc th-- rqnt. Tl:ro uiite vairs sii
,dl rg on tie street aic .an be L,lsed for cover-, because theq
'ave tieir headlgits on, be sur-e to approach from rhe vehrcles
f rom tie r- ght to avold detectron. Altiorgh tl.e f r"cnt door is

tfe obvoL.rs choce to access tha obbq, scale the oipe runn,ng
aiorg tie ua; to the right of tie entrance Thi'; pipe iead; to
tle rocf, u.rnere a veni can be lseil to access tie second floor
cf tne obbq Houever qo-'l entar the obbg, be sure to hark the
Black isi -aptop bei nd the i-ecept cn desk on the frrst floor.

Approachr-q the entrance from tr-re right srde ailoLrs-the Luails

ci the ramp to serve as r:over drrirg gour appr-c:rh. Climb onto
the ialng at iie firsi tL.lin. Throu a 5r'rkq famera touard th=
entrance uhere the tu'lo quards are stand ng and use Sleeping
Gas ic incaDacitate the threats. To the rght of the entrance,
scae the ppe rL:nnng eong the u.lal. lrr the roof, use the vent
to reacl tie secono floer of tie lobbq. ileurraltze tne glard
rnsrde befcr-e movng to tlre frst floor, Luhere tbe Blackist Laptop
s ocated. !nre goLr've hacked the Laptop, use the door to
iie : git ,:f tie sta rs to access ite secL-rritq checkiloint.

ELAEKtIST

LAFTISP
0n the r-eceptior si's
desk gcLr iui L ind

tie E ack: st Laltop Nertia rzs the
nearbg quard to el n naie iie r sk lf
deteition uhi e hack ng tha dev re

Stand :t the Lrater's edge after coming o''.:t of the m:intenence
tunnel. Take a mornent to restork at the nearbg Supplg farhe. Wher
readq, ascend the nearbg Etairs and step ontc ihe asphalt frossing
tris sneil patch of pavement to approach ihe Filtration Plant's
Lobbg Lrlll result in a detpction if gou stag upright and sprint touard
the vans parkeC nearbg. Approarh the building bg uag of ths stairs
on the left side, uhich affor-ds betier visibilitg cf the entrguag
\4rith cnlq three guards here, gru can quicklg overuhelm them if
go,l act algressiveiu. iust be careful tr: not ujaste ainmunition
here. Ycu uill need it after gou enter the Filtration Station.
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Just past the lobbg lles a securtg checkpoint; although it's
unguarded, the metal detectors are still active and uill set
off alarms u.:hen gou pass them. The nearbg securitq office
affords gou utth a vent that can be used to reach a janitor,s
closet that opens to the hallr.lag, r.lhere gol'll ind the area,s
ext. The tuo guar-ds that patrol this halhL:ag make leaving
uithout calstng a dtsturbance dlffrcult. Use the closet to lure
the Erards into a trap rLLithout having to use ang gadgets.

Enter- the seclntg office to arcese a vent that leads
to a ,1arrtor's closet. After turning the iights off in the
janitor's closet, llre one of the guards to the room
and neL,ltral ze h m r.lhen he gets ciose. 0nlg one glard
remains near tie exit. t imbing the nearbg pipes puts gor,t
in position to perform an Aerial Knock Or.lt on the guard,
clearinq the path to the pant's pumping stations.

Once inside of the building, Uou come to a securitg office.
To the leit of the office is a metal detector This detector
is not in operation, so take cover near it and lure the nearbg
guard over to it. Take hrm as a hostage and enter the halluag
just begnnd the detecior. His comrade near the exit uill
detect gou as lou approarh, so eliminate him uhen he does.
After kil{ing the hostile that uas guarding the exit, finish
off gour hostage uith a melee attack before moving on.
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The pumping station is divided into tuo halves and each has a
poison device that must be disabled. Both halves are a maze of
stairs, catu:alks, and pipes. With each side having a feu enenies
patrolling about, it is best to stag on the peripherg. The control
room that gou begin in divides the tuLo sides, but there is also a
shortcut connecting the tuo halves that is relativelg safe, uith
onlg one guard frequentlg patrolling the area. This shortcut is a
small path alcng the uall dividing the tu:o halves on the station's
far end. While most of the hostiles here are gour standard fare,
standing guard near each device is a Heavg Infantrg soldier-. When
attempting to disable the poison devices, take care to ensure that
this threat is uialking auag fron the area before gou tamper uith
the device. From the control room, it is best to begin the objective
on the right side of the facilitg touard Objective B, as the end of the
mission requires gou to close an outflou valve that is located just
beloLu the control room and on the facilitg's left side [OUjective A).

Exit the control room touiard Objective B. flimb over the railing
to the left and shimmg along the ledge until Uou come to a pole.

fontinue moviflg touard the left side of the station; head douLnstairs
and follou the uall, climbing up and over the railing. Stag lou uhile
moving along the path and clirnb onto the platform to gour right
at the bend. After climbing up to the platform, gou rLLill see the
objective IBJ and the Heavg lnfantrg soldier guarding it. Wait for
the Heavg to ualk auLag and then approach it, staging lor.l to avoid
the attention of the guard ualking about at ground level Disable

the pump and rnove on touard Objective A. Backtrack torLrard the
control room. Locate and move touard the holding tanks in the
far corner of the facilitg [Jse the path that cuts past the holding
tanks to access the facilitg uhere Objective A is located. After
passing through the shortcut, Objective A is uLithin sight. Stag
lou: as gou move touard the objective. flimb onto the pump, taking
cover to stag lou.r until the Heavg lnfantrg soldier guarding it uLalks

auag. After gou disable the second device, gou must close the
facilitg's outflou valve. This valve is located beneath the control
room. Double back touard the control room, passing beneath the
catualk uhere the heavg soldier uas patrolling. futting betueen
the pumps, gou uLill be able to bgpass both guards on Uour ura!
to the valve. When gou enter the valve room, be sure to close the
door behind gou to reduce the possibilitg of being discovered.



Secalse the Filtration Plant is divided tnto truo halves, gou must consider uhere lou begin gour rampaqe. From the control
room, atiack Faci itg B first. This iE tlre half thai is to the right of the controi room. Beginning the irefrght on this side
affords goL-r the advantage of slrprse. After gou have ccme dou:n to ground level, use a Flag Grenade on the tLlo guards
acrcss the aap frcm uhere gou drop doun. Theg uill be near the iltration tank. conversing Luith each other. After t-1ouring
the grenade, run to take cover: The kills urii count as fombat Kills anC a detection. The advantageous aspect of takinq
cover is that hostlies beg n searching for gol and lou can kill them uhile detected, iiLhich auards even mo.e fambat Kjlis.
Tie keq to surviving in this open area, uhere onlg pipes and catualks suffice as cover, is io stag constantig in motion.
Focus on killing the leavq lnfantrg soldiers first. Each half c1'the Filtration Plant has one of them stationecl near the
fiitration tanks, u:here the pumps aie found. Once these bruies are dead, the remaining soldiers quicklg fali preg to qou.
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lnfiltrating Reza Nouri's estate can be difficult due to the tight
patrols that his guards follou. Theg are frequentlg uLithin sight of
one another. Because of this, trg to avoid engaging the enemg if
gou can and opt to sneak past the patrols. Thanks to the terrain
of the patio area, it is easg to evade them and avoid detection bg
making use of the stairuells and ledges. Once inside the estate,
expect to move quicklg and efficientlg through the house, uhich is
best accessed bg uLag of the second-floor balcong. The second floor
of the building has much lighter patrols and it is uhere gou need to
be to pick up the Dead Drop and access Nouri's panic room. After
finding Nouri, gou uill ind gourself plaging bodgguard against a team
of fominandos. Neutralizing these threats uithout being detected
uill require the use of a feu: specific gadgets that ang Ehost should
have in his arsenal. When preparlng gour loadout, be sure to include
both the Stickg Camera and Sleeping Gas. Another necessarg
gadget once inside the estate is the Stickg EMP, uhich can be used
to disable the lasers that are used as the building's securitg alarm.

Engaging in an Assault plagstgle during t[is rnission takes some
carefiil plannifu. While the environments mag offer uhat seems
like adequate cover, the open spaces, stairs, and balconies
equate to a situation uhere gou can be quicklg ovenuhelmed.
Hostages are necessaru to surviving the frght. lf gou decide to
go in guns blazing, gou have to have upgraded gour Ops Suit and
uJeapons to have both the armor and ammunition neeessarg to
survive. Take a moment in each area to set up gour engagement;
quite often it uill spare gou undue punishment and allai!foi ii: -

higher Assault scoring in the long run. ln the latter pcirtion of
the mission, gou uill be confronted bg fommandos. These elitE
foes are dangerous, frequentlg emerging from a cloud of smoke
and overuhelming their enemg. Equalizing the frght against
fommandos requires the use of Stickg EMPs. Their goggles are
temporarilg disabled if theg are caught uithin the blast radius.
When preparing for this mission, ensure that gou have equipped
an AC0E Scope and Extended Mag on gour alternate ueapon.
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After gour insertioiuou rappel doun an exterior urall and to the
tennis courts of Reza Nouri's private estate. While Uour first notion
mau be to beeline for the door immediatelg right of the tennis
court, the securitg light above the dooruag makes it ve.U easu
for the nearbg guard to detect gou. Bg shooting this light out,
gou uill attract unuanted attention to gourself. lnstead, opt to
proceed left and circle the perimeter of the tennis cou.t until Uou
arrive on the opposite side. You are likelg to come across a second
guard here; Lrait for him to continue his patrol around the tennis
trourt before Uou attempt to pass him. Step doun the concrete
steps and turn right. lnside the nearbu ga.age is a mechanic at
uork on a vehicle. 0n a uorkbench, the mission's Blacklist Laptop
is situated. To access the Laptop, step into the garage and turn
right. Locate the pipe running along the ceiling and jump up to.it.
Shimmg along the pipe, then perform an Aerial Knock Out on the
mechanic and hack the Laptop. Exit through the garage door,
make gour uLag behind the red car, and stag along the landscaping
near the uall to gour right. Be careful; the nearbg dog poses a
hazard as gou proceed. A Stickg Noisemaker aimed touLard the
front door of the estate is a good rLLag to pull the dog's attention
from uihere gou need to go. fontinue along the uLall and soon Uour
n:ill come to a door. Just begond, Uou urill ind the securitg office.

BLAEKLIST LAPTOP
Accessing the Laptop means neutralizing
the mechanic. Be careful though, a guard
periodicallg enters the garage.

A
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Your largest risk r.rhen going loud here is the dog patrolling the
entrance to the estate. After rappeling from the uall to the tennis
court, take cover near the door to the right. When one of the
guards come near, take him as a hostage. Noui, make gour rLLag to the
far side of thg.tennis court, ensure thatgou are detected bg the ..-

guard there, and kill him. This is the action that stirs the hornet's
nest. Move auag from the concrete steps leading from the tennis
court and uLait for the dog to come running. Eliminate him before he
gets cl peNoriL, maintain a position near the steps. Theg provide
excellent,cover as hostiles approach, allouing gou to peek out and ..

pick them off one bg one. Be careful; reinforcements uLill arrive from
the a.ea near the objective. Because of this, do not get caught in

the open area at the entrance bg assuming the coast is'ilear.



L--= :,=j. j" 
=. 

:!.=1.= -=: 
:a: :.,:--:, 

=,

After the setrurit! slstem has been accessed bg fharlie, lou exit
the control roonr and step into the lavish patio area of the estate.
This area is heavilg guarded, r.rLith patrols frequentlg crossing paths
uith one another. After exiting the control room, follou the stone
sall to the right until the path turns to the left. Follou.r the path
and take cover near the stairs; soon a guard Luill patrol the area.
Quietlg neutralize him uhen he does. fontinue along the path and
up the stairs to a outdoor kitchen and dining area. Stag outside
the tent to avoid the gaze of the guards and maintain visibilitg of
the kitchen area. The High Value Target for the mission frequents
the area. Wait until the second guard leaves before capturing the
target. Move past the dining area and turn right. fontinue past
both sets of stairs and climb ove. the ledge near the stairs leading
dou:n. This path is frequented bg a guard dog. While hanging, throu.t
a Stickg fanrera touard the.anirnal and release the Sleeping Gas
to neutralize it. Proceed doun the stairs and follorLr the dirt path.
Soon gou arrive at a small building uhere gou can deplog gour
Tri-Rotor to release the EMP and shut doun the estate's polller.

HIGH VALUE TAREET
Staging off to the side of the dining area affords
visibilitg of the HVT. Once he is alone at the kitchen
area, capture him and leave him out of sight.

With the pouer dou:n, the
guards are on full alert
and theg are hunting for
gou. Exit the building and
turn left to follou the
dirt path back touard
the dining area. Once
gou have reached the
dining area, turn right and
proceed up the stairs near the outdoor kitchen. At the top of the
stairs, climb onto the uall to gour right that divides the area from
the pooi. From this ledge, gou can climb the uLooden trellis up to a
balcong. This balcong serves as gour insertion point into the estate.

The patio a.ea poses a unique opportunitg for going loud, if gou
purchased an Af0G Scope for gour alternate uLeapon. From
the start of the area, go left, eliminating the guard there in the
process. Nou, climb the nearbg pipe up to the balcong Allout
the guards belou to see Uou; doing so uill drau their fire to the
balcong. From this vantage point, suitch gour alternate uJeapon
to single shot and lou can snipe the guards belou. Suitching
from one side of the balcong to the other uill throu the guards
into a panic, and gou can pick more of them off and uhitfle dorL:n
their numbers. Don't get too greedg; once the guards have
Uour position, theg can quicklg kill lou if Uou are exposed.

After the EMP sequence, make gour stand uithin the building gou
used to deplog the Tri-Rotor. Fire a single unsuppressed shot
to get the chaos started. Be careful uhen the door is breached
because it is likelg a guard dog rlill be uith the hostiles as u.:ell.

As gou step out from the building and make Uour u.lau touard the
patio, be .ead! to retreat to the building if gou need to. Take cover
near the door, suritching from side to side to pick off ang enemies
that approach. After gou have cut their numbers douLn, make gour
uag touard the estate. Keep an eue on the balconies, as guards
rL:ill trg to fire upon gou from these elevated positions. lf gou have
difficultg finding hostiles, look for the beams of their flashlights
to locate them as theg move about the patio in search of gou.
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fontinue past the control box and turn right. The first door
on the left is the room uLhere the Dead Drop is found. After
collecting the Dead Drop, exit the room and turn right. At the
first left is the control box gou just passed bg. Disable it uLith a

Stickg EMP and enter the door to the left, Lrhich uas guarded
bg a laser. There mag be hostiles inside, so be sure to take
cover near the door until it is safe to proceed. The bathroom
is imrnediatelg:*o the left after entering the room. Here, gou
can breach the panic room and confront Reza Nouri.

DEAD ORBP
After collecting the Dead Drop, use gour
Sonar Goggles to track the guard that
patrols near the control box just outside.lf gou chose to enter via the second-floor balcong, gou begin the

infiltration uithin the estate's parlor room. Exit the room via the
door and turn right. Follor.:.: the hallu:ag and use a Stickg EMP to
disable the control box on the right. At the end of the ha!|, uiait
for the guard to ente. the room just around the corner to the
left. Turn right and follou the path until gou come to a junction.
Ahead of gou is the bedroom rLrhere the panic room is found, but a

laser blocks gour path. Turn left and note the control box on the
u:all, but be auare of the guard that patrols through this area.
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When going loud inside the estate, ensure that gou have
a suffichnt amount of ammo to handle the onslaught of
guards as theg flood touard gou. No matter the entrance
r.uhere gou begin the firefight, use all the cover available
to gou*b defend against the barrage of bullets. Avoid
moving too fast, as the tight hallu.rags and suLitchbacks can
result in gour being trapped betueen groups of hostiles.
As gou advance, be auare of the balconies and stairs
that overlook the majoritg of the ground floor. These
areas are frequented bg guards looking to ambush gou.
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Keeping Nouri alive rLLhile rernaining undetected is going to take a
bit of cunning and extensive gadget use. After exiting the panic
room, Nourl takes cover behind a desk. fontinue past him and over
the ledge. From the ledge, throu a Stickg famera in front of the
office doors and release Sleeping Eas uhen the tuo fommandos
breach the door. Stag suspended from the ledge and uait. Four
more fommandos r.rill enter from the entrance beneath gou.

When theg do, throu a Sleeping Eas canister to the floor belou
to neutralize them. Be auLare that the Sleeping Gas mag affect
onlg three of gour foes, requiring gou to drop dorL:n and finish
the remaining hostile uith a melee attack o. qour Stun Eun.

&ffiffi&ffituH
When Nouri takes cover behind the desk, climb over
the nearbg ledge and move left. When gou see the tr.:.:o

fommandos preparing to breach, peek over and use
headshots to take them doun. fommandos rLLill soon
flood the ground floor after Nouri takes-q.pver across
the room on the first floor. Staging on the balcong
is gour best ihance of eliminating the hostiles urhile

rnaintaining a'detection status. Using a single-shot
ureapoq.urait for the Commandos to advance touard
Nouri, and pick them off as theg cross the room.
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FollouL Nouri through the escape tunnel and resupplq at the Supplg
fache if gou need to do so. Once outside, gour task is to navigate
the jungle terrain until Uou csme to the docks. Along the uag,
gou uill encounter Commandos that rLLill call for reinforcements
if theg detect gou When Uqr come to the first fork in the path,
stag to the left of the large rocks. A lone fommando is searching
the right side of the fork and proceeding touLard gou, so make
it quick Staq to the left and pass beneath the bridge. Follotu
the path until gou corne to another fork. This time, rLLait for the
patrolling guard to pass bg, neutralizing him uith gour Stun Gun
r::hen he does. Advance through the left path, but before exiting
the shadours, uLait for a second guard to approach the area.
Once he is uithin range, neutralize him as uLell. With those threats
dispatched, gou can run touard the dock uith Nouri unhindered.

&ffiffiffiffituw ffi

While it is not recornmended to go loud here, if gou do so, be sure
to have a large supplg of pistol ammunition. The Commandos here
uill deplog Smoke Grenades uhen theg detect gou to conceal the
approach of reinforcements. Their goggles allou them to see through
the haze. This poses a signifrcant threat to !ou, as lou cannot take
cover or use gour alternate ueapon uhile holding Nouri. To even the
score, throLLr a Stickg EMP in the direction of the fommandos. All
those caught uithin the blast u.rill temporarilg lose the functionalitg of
their goggles-indicated bg the red lights going dark. This is a high-
risk, lou-reuard ight, so be careful if gou decide to engage in it,
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The floor plan of the Abandoned Mill is equallg as much of a
threat to gou as the enemies are. This is a location that is best
explored bg utilizing ledges and uindous to navigate around the
a.ea as opposed to neutralizing hostiles as gou progress. You
uLill encounter a good number of snipers, Comrnandos, and guard
dogs during the course of this mission. When preparing gour:.1r .

Ioadout for this mission, ensure that Uou are carrging Stickg
fameras, Sleeping Eas, and the Tri-Rotor. With these three
gadgets to accompang gour tried-and-true Stun Gun, gou rLLill

be a spectre haunting the halls of this decrepit structure.

Ass&r$rr @
'The Abindoned Mill is rife r.lith opportunitu for mounting an all-out -
Assault on the enemies. All of the areas, uith the exception of
the Loading Bag, are suitable for going loud. Although ine op"n
spaces-bre a disadvantage for the Ghost plagstgle, theg are
uell-suited for picking off hordes of enemies because theg are
forcedtotra@rsethesespacestoclos&thedistancebetueen>
Uou. Remember to drau in enemies as opposed to charging
touard them. Not onlg does it prevent injurg, but it conserves
ammunition at the same time. When preparinq gour loadout, it
is r.uise to bring both Frag Grenades and the Tri-Rotor. The
Tri-Rotor is useful in neutralizing Drone Opefalors be.fore.gou,. ,.,.

engage the enemg, therebg preventing the flood of Drones that
uaste gour ammunition tr:hile gou.trg.to keep them at bag. .,. .
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Your insertion point places gou at the bank of the river that runs
past the old LansdorL:ne Mills building. From here, gou urill have to
scale the building and access the rooftops. This area is lightlg
guarded bg a guard dog that prouls around the nearbg train cars,
and a sniper that has taken position in a small room overlooking
the railuag entrance. The sniper is the lesser threat here. Turo
planks cross frorn the dock to the loading bag area of the mill.

Take cover beside the plank nearest gou. From cover, throu a
Stickg famera touard the train car just begond the plank. Use
the Stickg famera to attract the guard dog to it and then pacifg
the animal uLith Sleeping Eas. When the animal is dorLLn, cross the
nearbg plank and continue past the train car. Stag lorLi near the
uall on the left side of the train cars. The sniper up ahead urill be
unable to see Uou until gou cross under the last aulning just before
the stairs that lead to his perch. lf he is standing near the stairs,
rLLait a moment for him to ualk back into the small room before
advancing. Either r.lag, as long as gou stag in the shadorLrs against
the rL:all, it rLLill be difficult for the sniper to spot gou. After scaling
the stairs, climb onto the roof of the sniper's room and navigate
the series of handholds and pipes on the r';.rall to access the roof,

-4"
&ffiffi&ffirY w
Begin gour assault earlg. Run past the first train car, staging near
the left u.:all until Uou come to the sniper perch. Use the pipe on
the right side of the structure that supports the small room the
sniper is using for refuge to climb through the uindou. Once rnside,
use the Attra'ct command to earn a detdltion from the sniper uhen
he is outside near the stairs. At this point, the dog comes running
to gour lecbtion. Alloru the animal to enter the shack, neutralize
it, and thenstep out and end the sniper uith a headshot.



From the roof, there ls one rLLall left to scale. At the top of the
u.:all, a sniper rs perched and looking in the direction of gour climb.
Luckq for gor, he's not looking douLn. lt is posstble tc ccntinue on

lour ua! u.:ithort harming him, but gou also risk being seen bg
him u'lhiie crossrng the rooftops. tlimb the ulall and get under his
position, then perform a Stealth Knockout to neutralize him. Nor.rL,

begrn to move across the roof. You have tuo path choices; opt
for the louer path. After taking the Etairs dor.ln, proceed foruard
and forego turnrng right. lnstead, climb over the ledge and shimmg
touard the opposite end of the roof. When lou come to the "M"

of the "Lansdoune l\4ills" sign, clmb back over the ledge to bgpass
a metal support. Before gou do, take a moment to release gour
Tri-Rotor. You are just uithin the range needed tc neutralize
the snrper alread rL,lith a Stlckg Shocker. After doing so, climb
over the ledge and onto the roof. fontrnue torlard the staircase
u:here tlre sniper uas standtnq. 5cale the stairs and qo left.

Eo doLrn the sta rs qou frnd there, turn left and move touard the
small patch of qrass beneath the lor.l ledge. flimb onto the Iedge
and tur-n eft and cllmb over the railin!. Use tlre railing to shimnrg to
the left, bgpass nq the tr.lo guards on the rooftop. When gou reach
the end of the ratling, climb back onto the roof and drop off the
ledge that r.ull be to gour left Hanging from the ledge, move left to
the ladder, then navigate ihe handholds until gou come to a large
hoie rn the sjde of the bui dinq. tlimbing through the hole places gou
tLiithrn a small room Llith one guard. There ls plentg of cover here,
so bgoass the guard bq luring him touard tle far side of the room
and beiind the large racks As he goes to investiqate the sound,
use cove. suaps to quicklg cut througlr the room. Once gou have
entered the hal r.lag, s mplg folloLr.l the path until gou come to an
open e evator shaft. Use the Fast RoDe to access the next area.

5urviving the rooftops u,'hile engaging in dir-ect combat requires
baiting the enemg. From the moment gou scale the uall and enqage
the sniper on the ledge, allou gourself to be detected. Eliminate
the sniper, then hole up near the lou uall overlooking the stairs
belou:. From here, go,,-r can monitor the approach of enemies as
theg rush to engage Uou.Stand gour ground and soon the number
of reinforcenrents uill duindle. As gou move foruard, maintain the
high grounci to level the fleld uhen engaging the snipers that lie

in uait ahead. lVlaintain gour distance and use either an Assault
Rifle or Sniper Rifle to engaqe these targets at distance.
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After using the Fast Rope in the elevator shaft, climb out of
the elevator and proceed touLard the opposite side of the roorn.

Another Fast Rope is found here; use it to safelg go to the louLer

levels of the mill. From the Fast Rope, gou land uithin a room uith
a Supplg Cache. Exit this room bg climbing out the nearbg r.rindouL.

0nce outside, drop dor.rLn to the ledge and shimmg left When gou
come to a pipe, use it to slide doun to another ledge Shimmg to
the right this time and climb up to the Luindou at the end of the
ledge. Take a moment to surveg the room and uait for the guard
inside to approach the television. When he does, climb into the room
and stag lorL: as gou approach the open uindorLL to the right.

flimb out of this uindou and d.op doun to the ledge. Shimmg to the
right and climb up to the open r.rLindor.rL gou rome across. Wait for
the guard inside to leave the table before entering tlre room.. When
he urllks arLLag, climb inside and head to the right, climbing outof
the open uindouL on that side of the room. Nou outside agairy drop
doun to the ledge and shimmg right; soon gou uill come to a pipe.

flimb onto it and make gour uJaU into the open uindor.ri on the fioor
above gou. Once inside, turn to the right to locate the Dead Drop.

After collecting the Dead Drop, move to the end of the platforrir.
0n the floor belou gou are tuLo dooruLags. The open door is the
one Uou neeQfo pass through. Hang froq.the platform and uait for
one of the guards to patrol the room belou.r gou. When he heads
back tou:ard the nearbg control room, drop dorLLn and follou him,

staginq louL as gou shadou.r him. As he enters the control room to
the right, continue tou.rard the left to access a staircase leading
doun. Folloru the stairs to enter a halluLag, the small office found
here has a Supplg Cache. Just begond the office is an exit leading
out to a balconu. Pass through the exit to enter the next area.

follect the Dead Drop before moving on
because gou r.:.:ill be exiting the area soon
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i Going loud in the Living Quarters requires gou to rnake use of
: tne iri-Rotor. Deploglhe device and locate the Drone 0perator
I in the ofice near the area's exit. Neutralize him using a Stickg
: Shocker before gou engage the enenrg. Bg doing this, gou prevent
: the uaves oi Brones that umuld come te iocate gou, causing

, lou to uaste ammunition in the battle. With the -rone 
Operator

: neutralized and an active Detection, use an Assault Rifle or SMG to
i charge through the Living Quarters, dropping hostiles rLLhere theg
: stand, and increasing gour fombat Kill multiplier in the process.
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Clinb over the railing of the srnall balconu. Just belou gou is a
larger platform, as uell as the entrance to the ofices of the
Abandoned Mill. You uill come across a guard here. Neutralize
him uith an Aerial Knock Out before moving on because he could
pose a problem for gou later. Pass through the nearbg door
and turn right. Follor.r.: the halkLrag until gou come to a portion of
the floor that has collapsed. Use the overhead pipe to shimmg
across the gap. 0nce qou're on the other side, drop doun and
turn left. 0n the left side of the hall is a small room uith a hole in
the floor. Use the hole to drop doun to the office belou, uhere
the Blacklist Laptop is found. Be careful r.rhen doing so; there is a
guard in the room uith the Laptop that gou uill have to deal uith.
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After hetking the Laptop, gou have to exit the room and proceed
to the exit uhile avoiding detection. The Heavg lnfantrg soldier
uandering thi6.floor doesn't help the siturEtion either. Take cover
near the dooruag and exit the office, moving right and into a
stairuell leading to the upper floor. Exit the stairuell and turn left,
using the overhead pipe to once again negotiate the collapsed
floor. Stag on the pipe, follouLing it over the bonfire area, and
then using it to climb douLn the brick uLall on the opposite side of
the room.Once gou're on the ground, stag lorLr and sneak past
the guards that are standing near the fire; the exit path is to
the right of the pipe. Once gou come to a barricade, iliinb over
the railing to gour right and shimmg around the room to a snlall
platform. Enter the door gou find there to continue ontuard.

jAw

BLAEKIIST LAPTOP
Securin! the Blacklist Laptop is a simpler task if
gou neutralize the enemg standing guard over it.
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Before entering the Offices, take the guard that is outside on the
balcong as a hostage. Your first target [resulting in a detection)
should be the Heavg lnfantrg soldier roaming about the floor
belor:: gou. Enter the building and proceed to the right. With gour
&ostage as a human shieldgo dourn the nearbg stairsto the
louer floor. Wait for the Heavg lnfantrg soldier to uLalk bU, allouing
gourself to be detected. l-Jse a feu rLiell-placed headshots to drop
the brute. At this point, if gour hostage is still alive, knock him
out , as he uill hinder more than benefit gou. Step out from the
stairu.rell and head right, taking csver in the alcove there. Use this
cover position to ire on the enenies as theg flood tor.lard gou
from the far end, uhere the, bonfire is burning bright. When the
flolu of approaching enemies begins to slorLr, head back upstairs
and gerform a fnal sueep sf the area before moving on.
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When planting the tracking device on the truck in the loading bag,
tlLro conditions applg. Remain undetected and no hostiles can be
touched. Before exrting the office, throu a Stickg Camera on the
pillar beside the Drone Operator. With the camera in place, exit the
office and proceed dorl:n the stairs. At the bottom of the stairs,
take cover uithin the dark alcove to gour left. Activate the Stickg
famera and use it to monitor the three technicians-the guards
dressed in the gellor.r HAZMAT suits. 0ccasionallg, theg meet near
the spotlight and engage in conversation. When this happens,
stag lorLr and against the left uall to bgpass them. Do not proceed
touard the truck until loLl are at the loading dock's drop-off;
this perpendrcular angle uill limit the tinre gou spend in the light.

Notl: that the tracktng device has been placad, gou have to escape
the Loading Bag under the same conditions as uhen gou entered.
You begin this ob.jective on the rear of the passenger's slde of
the truck. Move touard the front of the truck, staging lou.l as
gou proceed fome around the front side of the vehicle and move
tou:ard the pipe running !p the far Llall on the driver's side of
the truck Near this pipe gor: uLill frnd a g.ate on the floor. Open
it to enter a ventilation shaft. Follol:.1 the shaft, and soon gou uill
come to a dead end uith another grate as gour exit. After exiting,
turn left and climb the pipe on the rllall. Shinrmg along this pipe to
bgpass the ialfuag opened roll-up door uithout being seen. Pass
through the door at the end of the space to begin the next area
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This area begins uithin a small room. ln the corner, gou ruill find
a Supplg fache to restock, if needed. Exit the room through
the broken uindor.u and proceed foruard; just begond the
overhead catuLalk gou r.riill ind the High Value Target. Stag lou,
taking cover under the catgalk, and fire a single shot urith
gour 5tun Eun to pacifq the HVT so Uou can bag him.

HIEH VATUE TAREET
i
1

The HVT is the technician that lights the fire
in the barrel- lf he u:alks ar.uag before Uou can
bag him, uLait in the office for him to return.

With the HVT in
'-ustadg, stag
on this side of
the catualk and
use covea Suaps
to move touLard
the exit. When
gou arrive at
the final set of
stairs leading up
to the catrL:alk.

lou ma! have to perform a Stealth Knockout on the nearbg
guard that is patrolling around the stairs. 0nce it is safe to do
so, proceed through the tunnel to the right. Be careful here; a
Heavg lnfantrg soldier is patrolling the halls. Once uithin the hall,
look to the floor for a grate. 0pen the grate to enter a small shaft
used for Lrater runoff. Follou it until gou come to a large shaft
running straight doun. Drop doun here and shimmg along the
edge of the shaft to take hold of a ladder on the opposite side
of the pitfall. Use this ladder to descend to the Seuers safelg.

.+Fda',
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As gou go into the Chemical Lab, exit the small office uhere the
Supplg Cache is located and throu a Frag Grenade into the
office to gour left. This action initiates the detection status
Across the room from the office door gou just exited, the HVT
is appreeching an oil drum to start a bonfire. Finish him off and
move up the stairs nearbg. Fire on the hostiles on the catu:alk
from behind cover to prevent urasting arnmunition. The real
threat here is the Heavg lnfantrg soldier, uho at this point rLLill

likelg be approaching the catualk to get on from the stairs on
the opposite side of the room. Take cover and let him pass gou,
then perform a melee kill from behind to secure a fombat Kill.
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Once gou are uithin the Seuers, quicklu move foruard and locate
the pipe running overhead on the right side. Jump up to this pipe

and shimnu along tourard a jundion. Turn left at the junction and
continue on the pipe. When Uou come to the end of the pipe, gou
r.rLill be in an area behind a uooden fence. Before dropping doun,
deplog the Tri-Rotor and flg it totrard the area uhere gou entered
the seuer- Use the Attract command to lure the guard dogs
aurag from gour location. When the dogs begin to seek out the..
Tri-Rotor, recall the device and then drop doun from the pipe'and.
dash touard the ladder, uLhich serves as the exit from the area.

Asffi&s$ffiffi)
Within the seuers, gour onlg enemies are the three dogs
that patrol here. Jump onto the pipes running overhead
and allou the animals to detect gou. With the detection,

Uou can use lour Stun Gun to neutralize the animals
rLrhlle conserg{gg ammo and earning Comb4pt scoring.
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lf gou're trging to go full Ghost during this portion of
the mission, Uou can do so bg allouing Briggs to do the
heavg lifting. While Briggs engages the enemg head-on,
take gour time and approach the Commandos from the
rear, picking them off uith nonlethal melee attacks to
continue boosting gour Ghost scoring. Be careful uhen
attacking during this sequence, as Cornmandos are
extremelg auare of their surroundings and are quick
to notice gou picking off their comrades. After the frrst
u.lave of enemies, follou Briggs up to the next floor and
use the overhead pipe to get behind the Commandos and
neutralize them uith Aerial Knock 0uts and melee attacks.

This portion of the mission is rLLell-suited to the Assault
plagstgle. Let Briggs engage the fommandos from the
front uhile gou flank the enemies from the left. Before
opening fire on the fommandos, take a rnoment to note
the locations of the red propane tanks. There are tuo
on each floor, on opposite sides of the engagement area.
Use these to take out a feu Commandos uith one round.
sparing gour ammunition. As soon as gou can, acquire
a PFS- I 2 from the bodg of a fallen Cornmando. Be sure
to suitch this ueapon to Burst Fire or Single Shot to
prevent urasting the limited ammunition gou have for the
ueapon. After clearing the first floor, follouL Briggs to the
second floor and use the propane tanks on that floor to
eliminate the feu fommandos that gou encounter here.
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lniltrating the Special Mission HQ requires the help of General
Qod, and urhile he is more than uilling to help at the start of the
mission, he soon leads Uou into an ambush. With that, the dgnamic
behind the mission quicklg changes and Uou ind gourself locked
behind RFID-encoded doors, reqliring that gou take hostages
to move about the facilitg. You uill have frequent encounters
uith Heavg lnfantrg soldie.s, including some carrging ballistics
shields that make the use of Stun Guns and Sleeping Gas dificult.
Eficient use of gour envi.onment is the keg to completing gour
mission and surviving until ext.action. Prepare for this mission
bg equipping the Tri-Rotor, Stickg EMP, Stickg famera, and
Sleeping Eas. These four gadgets all serve a specific purpose
once lou are urithln the labgrinth that this locale presents.

,effiffi&ffiF"H.
Eoing loud inside of the Special Mission HQ can be of benefit to
gou. The combination of tlght halhLLags, copious amounts of cover,
and plentg of light suritches to shroud the room in darkness
make Uou a one-nan death squad. Don't be careless uith gour
amnunition though, gou uJill need everg round Uou can scrounge
up to cut doun General Qod's forces. For this assault, be sure to
bring along both Sleeping Gas and Frag Grenades [or lncendiarg
Grenades if gou have purchased thern]. Spare gour Frags for the
second half of the mission, uJhere Uou uill,begin to encounter Heavg
lnfantrg soldi&s more often. Most doors that gou encounter
Lrithin the facilitg are RFlD-encoded and if Uou do not have a
hostage, gou uill have to place a bodg bg a door to keep it open.





ffiHg3gE
lniltrating the Special Missions HQ nrith the help of the General
requires gou to remain undetected uithout engaging ang of the
guards-even u:ith nonlethal means. Maintain a path that is close to
the building as gou shadouL the Eeneral. As gou near the front of
the building, stag lorLL against the rLLall to avoid the camera attached
to the uall near the entrguag. From atop the ruall, uait for the
Eeneral to come distract the guard before moving on. After scaling
the second uall near the entrguag, take note of the camera's
position before dropping dorL:n to the other side. Continue follor.uing
the u:all, taking care to avoid alerting the guard that patrols near
the spotlight ahead. When gou come to the end of the building,
climb the gellorLr pipe running to the top of the building. Shimmg
along the brick around the corner, eventuallg moving to the steel
scaffolding over the checkpoint leading to the parking garage. After
crossing the scaffold, lou come to another gellou pipe. Wait for
the General to approach the checkpoint before climbing douth the
pipe. 0nce on the ground, make gour uag into the parking garage,
avoiding the gaze of the camera over the entrance in the process.
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Within the garage, use the dark corners and abundant shadouLs
to gour advantage. As gou step into the garage, a guard stands
near a gate to the right and above him is a camera. Wait until the
guard steps auag frorn the hole in the gate, timing gour movement
to coincide u:ith the suJeepinq camera. A rappel line is here, so
hook in and drop over the ledge. You are nou u.rithin a large shaft
running through the center of the garage. Just one floor beloLu,
a guard is looking in gour direction, sueeping his flashlight and
scanning the area just beneath !ou. When this guard ualks auLag,
uLait for hlm to head dotLLn the .anp to a landing tuo floors belorLL, in
front of a chain-link fence. Before passing bg the chain-link, ri.:ait
for another guard tuLo floors belou to finish his search before
quicklg rappeling to the lor.uest level. Climb through the nearbg
fence and follou the General into the bor.lels of the facilitg.
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Because Uou urere ambushed, a detection is inevitable. This
prevents a Hostiles Undisturbed scoring event. lf gou rL.lish to earn
points touard the Ehost plagstgle, lou rLlill have to neutralize the
guards through nonlethal rneans uithout being seen after uaiting
for the active detection to end. At the start of the ambush, climb
onto the pillar that Uou have taken cover against. At the top,
climb onto a pipe, this pipe leads to both balconies. Each balcong
has a guard that is searching for gou. Avoid neutralizing the
guards on the balconies. First, throu: a Sleeping Gas canister
doun to the ground floor to incapacitate the quards there. Then
use the pipe to monitor both sides of the p.ison, performing
Aerial Knock Outs rL:henever lou a.e able. Be careful, if gou
allou a guard to stumble ove. his cornrade, he uill arLLaken him.
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General Qod's ambush is the first time gou are able to qo loud
during the mission. Avoid the hostiles on the ground floor and use
the pillar to climb up to a pipe that runs the uidth of the room.
Shimmg along the pipe and drop doun on one of the balconres.
Through the larkness, eliminate the guagi on the balcong uith gou.

Next, throu a'Sleeping Gas canister to the ground floor. The large
cloud of gas floods the cell block and pacifies the guards ruithin.

=====

fontinue gour assault of the second floor, clearing the floor of
hostiles. Pass through the door inside the control room u:here the
tuo balconies meet. As lou move dounstairs, stau alert and check
Uour corners for enemies as gou proceed torLLard the area's exit.



After narroulg escaping the prison, enter the vent across
from the door instead of proceeding to the stairuell.
Exit the vent, then climb up the nearbg gellou pipe to a
platform uhere another vent is found. proceed through
this vent and gou uill exit into the stairr.rLell. Turn right and
proceed up the stairs ttlo floors. At this point, the liqhts
tLLill turn on again. 0n the next floor, tuo guards are having
a conversation. Wait until one of them ualks ariLag before
proceeding up the stairs. Take cover before stepping onto
the landing and uait for the renaining guard to approach.
When he comes uithin range, take him hostage and proceed
through the nearbg sliding doors. ln this halh.iiag, lou ma!
stumble across his comrade; neutralize him rLLith gour
Stun Eun before approaching the elevator to the right.

i:l,r-.ij]#,#*$"* f,jr
After exiting the prison, turn right and take cove. nea. the bottom
of the stairs. Lure the gua.d on the floor above to investigate the
ground floor and take him hostage tuhen he does. proceed up the
stairs, checking the adjacent staini:ell as gou climb each flight. you
neet tuo hostiles in the stairuell before the lights come back on
At that point, kill the third guard coming doun the stairs. At the
top of the stairs is a sliding door. This door is RFID-encoded, so as
long as gou are holding lour hostage the door uill open. Just past
the doors, expect one or tuo guards to be holed up there. To make
quick rL:ork of these foes, turn gour hostage into a human grenade
and push him touard the guards in the hall. Should the explosion
blou the bodies far from the door and it locks, locate one of the
bodies that gou left in the staircase. Bg carrging a guard's bodq, the
doors uLill slide open, granting lou access to the elevators uLithin.
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Step out of the elevator, take cover among the shadous, and u:ait
for a guard to approach the u.:indou doun the halluag.Sneak up
and take him hostage, using him to enter the vault. 0nce inside,
duck into one of the alcoves near the entrance and knock out
gour hostage. From the concealment of the alcove, deplog the
Tri-Rotor. Locate a guard patrolling a balcong on the far side of
the room. use a Stickg Shocker to incapacitate him. NorLr, locate the
guard at the computer console belou.: the balcon! and neutralize
him as uell. Recall the Tri-Rotor and locate the light sr.uitches at
each stairuell.0nce the vault is dark, head to the second floor.
Proceed to the opposite side of the room, dorL:n the stairs, and into
the ofice there to claim the Dead Drop. Just outside the office is
the computer console that one of the guards rLLas using. lnteract
uith it to louer the laser grid securing the vauit. This attracts the
attention of one of the technicians. Stag uLithin the shadous to
evade being detected bg the guards that enter the room. Enter
the vault and interact uLith the console to begin data extraction.

IIEAO BROP
Be sure to pick up the Dead Drop before shutting
doLun the grid. The patrols get heavg after gou
do so and lou risk detection u.rhen claiming it.

The data extraction takes a minute and a half. During this
time, take covea neaa one of the servers and maintain a vierLL

of the vault qgtrtrance. During this time, m;ye guards enter the
room, includinfl"a Heavg lnfantrg soldier. Oirce the extraction
is complete, throu a Stickg EMP folloued bg a Sleeping Eas
canister out of the vault entrance. The Stickg EMP u.:ill disable
the vault lights and the cloud of Sleeping Gas rLLill incapacitate
ang hostiles uiithin the area-except the Heavg lnfantrg soldier.
Quicklg make gour escape through the sliding glass doors
across from the vault and slide doun the nearbg Fast Rope.
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Mount ng an assault on the Server Vault requires isolating gour
enemies. Start bg drar.ling the three guards not in the vault to
the room's entrance bg alloiuing gourself to be detected before
takrng cover near the sliding door. Next, turn off ihe light suitches
at the stairs that flank the room. With the room casi in darkness,
disable the laser grid to open the vault. Head back to the front
of the room, but this time climb onto the vault. From this elevated
posltion, fire on ang hostiles that are attempting to enter the
room. When the onlg enemies left are rLLithin the vault, drop dou.:n
and cast a Sleeping Eas canjster into the vault to eliminate the
threats ujthin. After qou begin to extract the data, the entrq door
opens agaln, this time the guards that enter are accompanied
bg a Heavg lnfantrq Soldier. From the console, throu a Frag
Erenade in the direction of the guards, then pick off the Heavg
uith headshots. Once the extraction is complete, exit the Server
Vault and use the Fast Rope outside to descend to the Atrium.
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Once uLithin the Atrium, a fetl guards enter the small space
accompanied bg a Heavg lnfantrg soldier. Stag among the shadours
on the Atrium's left side bg suritching cover often. The Heavg
tends to stag near the door across the Atrium from uhere gou
began. Avoid the door and enter the vent just to the left of
it Follou the vent until gou are uLithin a large ventilation shaft
uith a gellou pipe on the uall. flimb onto the pipe and shimmg
doun to the bottom level. Enter the open vent to gour right
and follorL: it. 0nce gou exit the vent, the exit is to qour right.
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After descending into the Atrium, soldiers begin to flood in from l

the door on the opposite side of the room. Your first prioritg 
,

should be to neutralize the Heavg lnfantrg soldier that is among 
,

them. 0nce the Heavg is dor.un, utilize the cover to cover technique
and Sleeping Gas to keep the remaining guards pinned to the 

:

a.ea near the dooruag until theg have all fallen. Make gour uag 
,

through the door and proceed to follou the uLinding stairurell i

until gou arrive at Level I and exit out into the Kill House. l



When gou enter the Kill House, gou begin on the catrLLalks overlooking
uhat appear to be novie sets, including a fake Oval Office. Avoid
dropping doun to the lor.ser Ievel, as fommandos patrol the sets.
Proceed counterclockr.lise along the catLlalks, uhen gou approach
the catualk on the opposite side of the room, climb onto the
overhead pipe. Wait for the patrol to pass beneath Uou and perform
an Aerial Knock Out. Drop doun from the catrLLalk and locate
the dooruag urith a floodlight above it. After passing through it
there is a [ornmando at a table to gour left. Use the Stun Eun to
incapacitate him. Nearbg is another guard, so use Uour Stun Gun
on him as rLrell. As the guard falls to the ground, enter the office on
the right-hand side of the room. Within, gou uill find the Blacklist
Laptop, hack it before passing through the door on the other side.

BLAEKLIST LAPTBP i

Before hacking the Laptop, close the door behind
gou to ensure that gou are not interrupted.

After gou exit
the offrce, take
cover behind the
janitorial cart in

the haliuag The
nearbg sliding glass
door is RFID-locked,
but luckilg a guard enterE the halluag on his patrol. When he
does, lure him over and take him hostage. Once through the
door, knock out the guard and pass through another set
of doors. Enter the securitg control room to gour left and
access the terminal so that fharlie can override the door locks
Nom, uith the doors under fharlie's control, exit the securitg
control room and pass through the door on gour left.

...,J,."i.r,
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lnside the Kill House, engage the enemg from the catr.ralks. your
first target should be the Heavg lnfantrg soldier that ualks along
the center balcong that overlooks both sets. This balcong uill
serve as gour main point of ambush as hostiles attempt to reach
the catrualk via the second floor entrance it connects to. Stag in
motion uhile on the catuLalks, as most of gour foes uill hole up in the
fake Oval Office. Circle the set and pick them off as gou acquire line
of sight. Before passing into the next room via the second-floor
entrance, take cover near the entrg and surveg the floor belotu.
To the right side of the room, lou ma! see the familiar red lights of
Commando goggles in the shadous. With bodies lging in gour urake,
proceed through the entrg and doun the stairs. ln the middle of
the room, there is a control room. Pass through the room into a
halluag uhere another RFlD-encoded door stands before gou.
Stand near the door and make some noise to attract the guard to
gou. When the door opens, quicklg finish hirn off. pass through the
nou open door and proceed to the securitg control room. patch
into the terminal to allorLL fharlie to open the doors ahead of qou.
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Nou that lou are entering the foger, flip the light suitch
to the right of the metal detector With the liqhts off,
climb over the nearbg table to bgpass the machine. While

lou u.rait for golr team to rernotelg open the _qate, some

unu.lelcome visitors arrive. Several guards frll the room,

rncluding a Heavg lnfantrg soldie. urlth a ballistics shield.

The darkness goll have created is hour gou illill blpass
tie guards lnseen. As gou pass through the room,

stag close to the prllars should gou need to take cover
quicklg. Proceed a onq tie room's periphe.q to avoid
the qaze of tie Heavq near the room's entrance.Sta!
lou as gou sneak behind him and out the front doors.

After exitinq the securitg control rcom, lou come to a metal
detector set before a gate. While fharlie uorks on getting it open,
turn off the light suitch to the right. 0nce the gate is open, four
gua.ds and a Heavg lnfantrg soldier uuith a ballistic shield enter
the foger. Throu a Frag Erenade touard the far side of the room
uihere the Heavg is positioned. The explosion rocks the guards, so
take the opportunit! to ire upon them. Even r.:.Lhen detected, the
lack of iiqht here results in fombat Kills uLith little effort, as lonq
as gou remain in constant motion. Once the room has been c.leared,
proceed through the double cioors and out into the gardens.
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Traversing the gardens rLLithout detection or violence requires
effectivelg using the shadouJs. As gou proceed torLLard the
large fountain, follou the stairs to the right, leaping over the
railing on that side and hiding in the darkness. As gou step
doun, hug the u.:all, onlg stryping into the light uhen necessaru.
fontinue along the path until lou see another set of stairs
leading up to the street. ln this tight space, gou uill frnd the High
Value Target fer the mission. Stag hidden uithin cover against
ene of the benches and uait for his path to cross gours.

HIEH VALUE TARIiET
Stag in the shador.us to bag this HVT.
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Within the gardens, start the firefight bg lobbing a Fraq
Grenade tor.:.:ard the fountain at the base of the stairs. Trg to
time the throu so that tuo of the guards are standinq near
one another. This little piece of chaos results in a detection.
Wait at the steps for the guard dog to come running, and
shoot him before he can get close. Stag near the fountain,
using it for cover as hostiles enter the a.ea from both the left
and .ight sides. When the flou of hostiles is minimal, proceed
until gou come to the tuin bridges Waiting across the rLLag is a
Heavg Infantrg soldier rLiith a ballistics shield. Allou the Heavg
to see gou from across the bridge to drau him touard gou.
After gou dispatch the Heavg, cross the bridge. lf gou killed
the dog earlier, gou can advance to the exit unopposed.

NoLr that the HVT is in custodg, continue touLard the stairs
leading up to the street. The first set of stairs leads to tuo
bridges. Avoid climbing the stairs and instead climb onto the
ledge on the far right and drop into the small runoff canal.
Jump up and hang from the right side of the bridge. Standing
betuLeen the tuo bridges is a Heavg lnfantrg soldier carrgtng .
a ballistics shield. In addition to that, a guard frequeiiflq
patrols the nearbg stairs. When the Heavg is looking auag,-
climb onto the grassg ledge to the right of the bridge.
Stag lorLt, pass behind the Heavg, and climb onto the ledge
behind him. Once atop the ledge, stag in the shadorLLs of the
stone monolith bg passing on its right side. There is a dog
up ahead as uell; throu.t a Stickg famera touard it and use
Sleeping Gas after attracting it.One more guard stands
betueen Uou and the extraction point. Drop dorLLn to the
stairs on the right and climb onto the ledge to circumvent
the stairs. Remain in the shadous here and throu gour
last Stickg Camera to the side of the guard opposite of
gou. Attract the guard to pull him auag from his post, then
simplg pass through the gate to rendezvous u.:ith Briggs.
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Passing through the Transit Yards as a Ghost calls fo. taking
the high road, climbing over scaffolds and using the trains that
litier the gards as platforms from uhich to get the drop on gour
enemies. For tuo sequenceE during this mission Uou uill take control
of Briggs. During the flrst of these sequences, it is difflcult to
complete gour objective as a Ehost. The onlg nonlethal ueapons
found in Briggs's loadout are the tuo Sleeping Gas canisters and
tu.:o Proximitg Shockers he carries. lt is best to conserve these
supplies until gou are in the Roundhouse, uLhich is Briggs's second
sequence in the mission, this area allous for a Ghost plagthrough,
as enemies can be left untouched. As is true uLith the loadout
preparation for Ehost missions, it is helpful to carrg both Sleeping
Eas and the Tri-Rotor, should gou have to neutralize gour foes.
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Going loud during the assault on the Transit Yards can be
diffrcult if gou remain exposed for too long a period. Make use
of the environment to get the jump on hostiles bg maintaining
an elevated position or using land mines to gour advantage to
eliminate hostiles quicklg and effrcientlg. With the long sight lines
afforded during this mission, avoid using Shotguns and 5MGs
here, rLLhich suffer from potuer loss uhen fired at distance. 

-

Prepare gour loadout to include Frag Grenades, Stickg EMPs,
and Sleeping Eas canisters. The Sleeping Gas mag not seem to
be an Assault-stgle gadget at first, but allorLiing gourself to be
detected prior to deploging these nonlethal devices results in

Combat Knockouts of ang alerted foes, uhile sparing gour Frag
Grenades for fommandos and Heavg lnfantrg soldiers that are
armored and deadlier compared to gour standard thugs.
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The mission beg ns u.:iih BrrEqs mountinq a strong resistance
against the Enq neer forces, drar.r.L ng their frre to the rooftop of
the bu lding across from gou. Because of this diversion, the hostiles
are unaLl.rare of gour presence. Drop dor.rn from the rooftop to the
street belou and circle around the back of the nearbg semi-trailer.
As gou come arolnd the trailer, golr see a hostile taking cover
behlnd a crate touard the front of the trailer. Quicklg neutralize
or bgpass the enemg before climbing the pipe that he is positioned
near. Use the pipe to climb onto a scaffold that overlcoks the
fierce irefight belou: font nue to the end of the scaffold, staging
iou.: and silent to avoid detection from the enemq forces belou gou.

At tie end of tie scaffold, gou urll find the mission's Dead Drop

DEAN ERIIP
The mission's Dead Drop is located on a

crate at the end of the scaffold, be sure
to grab lt before gcu disarm the bomb.

Drop doun from
the scaffc d onto
the semi-tratler
Drop to the street
belou.: bg cl mbing

doLrn the rgit
side of the irarler
Tiere are too mang
gunmen here for
gou to neutra ize
0n uouT or.Lln.

Take cover behind one of the nearbg concrete dirriders and uait
for Brlqgs to clear the area. 0nce all of ihe hostiles have been
rreutral zed, approach the van tc d sarm the explosive device.

When going lsud here, it helps to have a human shield After
dropping doun to the street belou from the roofton uhere gou

begin the mission, take the hostile behind the nearbg semi-trailer
as a human shield before stepping into the open. The majoritg
of the enemies here are holed up in the area around the van
containing the bomb, but Uour brazen actions uill drau them
touard gou. After gour hostage has fallen, climb to the scaffold
overlooking the irefight and rain doun gour Frag Grenades upon
the enemieE belou to kill muitiple enemies uith a singie explosive.
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During Briggs's portions of the mission, a Ghost
plagthrough is difficult because of his equipment
loadout. The onlg nonlethal uleapons at gour disposal
are Sleeping Eas and Proximitg Shockers. Make use of
*hese to ea.n a score tou.:ard the Ghost plagstgle.
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Your first forag as Briggs is uell suited to the Assault plaustule
Because gou're equipped ri.rith Frag and lncendiarg Erenades,
injecting some chaos into the firefight should hardlg be difficult.
The onlg things hindering gour Assault scoring are gour firearms.
With both of them suppressed, allou gourself to be detected
before gou engage the enem!, as firing on hostiles frorn behind
cover prior to a detection results in Panther plagstgle scores.
The tight confines of the Subuaq Tunnels and the debris streun
throughout increase the lethalitg of gour grenades, so avoid using
them uhen onlg one hostile is present. lnstead opt to use these
devastating ueapons uLhen tuo or more enemies are present.
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Your search for the third bornb begins in the Subuag Yard. The High

Value Target for the mission is also located here. The HVT is a sniper
that is overlooking the gard from a control touer on the far side of
the area. Accessing the HVT rLrhile remaining unseen is easiest if gou
avoid encountering ang hostiles as lou c.oss the gard. To do this,
climb up the pipe to the left of gour starting position to access a
balcong that overlooks the gard. This balcong also affords gou the
opportunitg to climb onto one of the train cars. Climb onto the irst
train car and drop dorLLn to its opposite side. Repeat for the next car
gou encounter, then climb onto the third.Once gou're atop the third,
uLait for the tuLo guards belorL: gou to advance begond gour line of
sight, ihen drop doun and climb onto the fourth. At this point, gou
a.e near the control touer. 0nce atop the fourth train car, locate a
guard that is uandering the area betueen the train car and the uall
just past it. Neutralize the guard and climb the pipe to the left of the
stairs leading up to the control room. fapture the HVT bg attacking
him from the uindou sill, climbing inside, and bagging gour target.
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As gou move through the Subuag Yards engaging in open combat,
stag u.:ithin cover and avoid the open areas uhere gou can easilg
be shot bg the sniper in the toLrer. Aside from the sniper, the
qreatest dangers here are the fommand.os. To equalize the plaging
ield rLLhen en{bqing these suift-moving and armored foes, use
the Stickg EMP gadget. The Stickg EMP temporarilg disables the
goggles of fommandos, obscuring their vision and allouing gou to
get the,jurnp on them. As gou duck in and out of cover, be careful
to avoid the land mines that are streu.:n throughout the Subuag
Yard, use gour Sonar Goggles to detect these traps uith ease. The
land mines can also be used to goui advantage bg shooting them
urhen hostiles are standing nearbg. The resulting explosion also
counts tou:ard gour Assault score bg earning gou fombat Kills.

***-**--*t
HIEH VALUE TAREET i

The HVT is an easg grab, just be
careful of the Commando that tends
to check inside the control room.

With the HVT in

custodg, climb back
out of the uindouL

and shimmg touard
the pipe. This tirne,

bgpass the pipe and
move onto the uall to
the left of the control room. Use the zipline here to descend to
the road belouL, escaping the Subuag Yard in the process.
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Before venturing into the next Subuag Yard, take cover near the
concrete dividers. Just ahead, gou uill see a fommando patrolling
near the van that uas supposed to be housing the bomb. The
fomrnando uill be on the right side of the van. Stag lou and creep
past the left side of the var. Just above the vehicle is a balcong
t:.:ith a sniper perched atop it. Use gour Stun Gun to neutralize the
sniper before gou continue onuard. FollorLL the uall to the right until
gou reach the train depot. When gou do, begin to make gour rLLag to
the left, climbing over the train ca.s as lou do. Be careful though-a
sniper is surveging the area of the train gard that Uou are passing
through. When lou arrive at track I (the bag uith a green light
above itl, climb onto the roof of the train car and neutralize the
sniper on the nearbg balcong. Step douLn from the balcong bg
uag of the stairs and proceed touLard the control torLLer to the
right of track l. lnside the eontrol room, gou find a sniper and the
Blacklist Laptop for the mission. Neutralize the sniper and hack the
Laptop before moving on. Notu, head back to the balcong and climb
atop the train car on track L Before dropping doun to enter the
train car, locate the guard and the Heavg lnfantrg soldier that is
likelg at the rear of the train at this time. With both hostiles aurag
from the objective, enter the train car and disarm the explosive.

BLAEKLIST LAPTOP
The laptop is in the control touer overlooking 

:

the second SubrLLag Yard. Neutralize the l

nearbg sniper before gou trg to hack
the device to remain undetected.

As gou continue to advance through the SubLrLag Yards, keep an
ege out for land mines and the telltale laser of the snipers as
theg scan the gard. Advancing quicklg through the SubriLag Yard
can be suicide, so maintain cover ulhenever possible. Keep in mind
that the land mines can be used to gour advantage bg drauLing
hostiles touard gou into the mine fields. Once theg are standing
over the explosives, fire gour uieapon at the trap to unleash an
explosion that uill kill uhoever is in the blast radius. Follou the path
left from the area's entrance to quicklg take up position in the
control room overlooking the gard. From this elevated position, gou
can pick off enemies as theg scramble about the gard belou.
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Fron the start of the Roundhouse, pass through the train car
to gour right. Once lou're on the other side, take a moment to
locate the guard searching near the chain-link fence ahead of
gou. Throu a canister of Sleeping Eas to neutralize the threat.
With the guard dorL:n for the count, sprint touard the side door
of the Roundhouse. To locate this door, sprint along the length
of the chain-link fence and look for the uhite van parked ahead.
After passing through the door to enter the Roundhouse, turn
right and follor.r: the rL:all around the rear of the building As gou
continue onuard, Uot.J mau come across groups of roving guards.
Stag lorLr and use the track bags as cover until the hostiles pass
bg gou. Before gou exit the Roundhouse, notice the staircase.
Guards frequentlg congregate at these stairs, so use a canister
of Sleeping Gas to clear the air a bit before gou go outside. 0nce
outside, access the device in the parked train car to gour left.
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Before going loud in the Roundhouse, take a moment to allorLt
gourself to be detected bg the sniper overlooking the tracks. Once
in an active detection state, eliminate the sniper using Briggs's
H I 6 AEsault Rifle. As gou enter the Roundhouse, stag alonq the
uall to the right and gou rLLill come to a set of stairs that access a
balcong ove.looking the Roundhouse. Using this balcong, rain doun
grenades upon the hostiles patrolling the ground floor. 0nce gou-
have been detected, lou can also use Sleeping Gas and Proximrtq
Shockers to neutralize hostiles. Just keep in mind that gou uill
not earn a fombat Ktll score, but a fombat Knockout ilith these
gadgets. Maintaining an Assault plagstgle here is dependent on
gour allouing gourself to be detected as Uou pass through the
Roundhouse and eliminate the foes gou come across rLLithin it.
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Dunng the subuag chase that follours the Roundhouse, gour
actions aluags resutt in a detectron, ilhich makes a Ghost
or Panther plagthrouqh of this section impossible.

As gou advance from train car to train ca., lou uill be confronted
bg multiple hostiles and engage in shootouts u.lith them This is a
quick uag to uaste gour ammunition. fonserve gcur ammunition
bg using qadgets such as Frag Erenades and Sleeprng Gas to
ciea. clusters of hostiles as lou pass fTon car to car. After
the third rar, lou nust rlinb out of the vehicle and shimmg along
the outside of the train to advance. Here qou are given tuo
separate uindours to breach and enter. Use the second urndoul
that gou cone to. After breaching, quicklg take cover behind
the saats across fTom the uindou gou used to enter the train.
As gou enter ihe fifth caf, the tuo hostiles inside take civilians
as hostages. Use a Sleeping Eas canister to quicklg and safelg
neutralize the threats, uhiie keeping the hostages alive.
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lnfiltrating the Detention Facilitg of Euantanamo Bag requires gou
to perform the Ghost plagstgle. After gour interrogation of Reza
Nouri, gou have onlg gour special ueapon, uhich unfortunatelg is
outfitted uLith a flashlight. Because of this, ang use of the ueapon
must be decisive and quick, as guards notice the bright beam
of gour flashlight and investigate its source. Throughout the
first half of the mission, Uou a.e ill-equipped to handle angthing
begond one or tuo enemies at a time, but gou soon acquire gour
mission loadout. When preparing this loadout, focus on nonlethal
gadgets and uLeapons. Ensure that lou a.e equipped uith the
5tun Eun,Sleeping Gas,Stickg Camera, and Tri-Rotor if gou
expect to tip the scales in gour favor during gour infiltration.

A
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Since the guards of the Euantanamo Bag Detention Facilitg are
United States soldiers, gou are barred from using lethal means
to pacifg gour foes. This makes for ah extremelg difficult ruri
during an Assault plagstgle. Achieving Combat scoring during -this mission uill relg on gour being seen, allorLLing for a detection
status, then using nonlethal means such as Sleeping Gas or
the Stun Eun to perform a fombat Knockout on the opposing
forces gou encounter. lf gour actions result in the death of a
soldier at ang time, the mission u.rill be scrubbed and result in
a failure. Be careful and engage gour enemies rLLith discretion,
as being detected can result in gour being quicklg overrun.
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After gour interrogation of Reza Nouri, gour next prioritg
is to make gour uau to the field ofice and acquire the gear
Briggs has left for gou there. As Uou open the second
door to exit the interrogation area, use Uour Stun Gun to
neutralize the guard outside. Nou.r, take cover near the door
across from gou and open it. One guard is inside to the left.
Lure him to the door bg using the Attract command. When
he approaches the dooruag, perforrn a Stealth Knockout
on hirn. Enter the building and proceed straight. When gou
enter the small rcon uith the American flag to gour left, take
cover and attract the guard in the halluag to gou. Once he
is rLLithin range, perform a Stealth Knockout on him. Enter
the halluLag and turn left. The exit is at the end of the hall.
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Before entering the gard area, lou pass through a brief securitg
area. Take cover- at the chain-link that opens into the Uard. Use
a cove. suap to rnove into position behind the nearbg brick uall
that serves as a base for a covered area. Once behind the lout

uall, move left to position gourself bg the path running betueen
the tuLo covered areas. Aside from the tuLo snipers that uatch
this area, there is also a guard on the catualk of the guard touer
directlg in front of gou, as Lrell as the Heavg lnfantrg soldier and
guard that roam the rec a.ea. Wait for the guard to rL:alk to the
left side of the gard. When he does, move through the path to the
left, staging lou as gou advance touLard the gua.d touler. flimb
the pipe that runs up to the guard touLer and shimm! left along
the ledge to access a second pipe that spans the gap over a
barbed uire fence to an unmanned guard touer. Once gou have
a handhold on this guard tor.i.:er, shimmg to the right until gou are
over another barbed uire fence and drop to the catrualk there.
0n this catualk gou uill find the Dead Drop for the mission.

OEAD BROP
Locating the mission's Dead Drop requires a
bit of clinbing and careful maneuvering.

During both the lnterrogation fells and the Prison Yard, gou
must remain undetected. Because of this, anq actions that
result in an Assault plagstgle score are unacceptable here.
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, After collecting the Dead

: Drop, climb onto the ledge
: across from the guard
: tor:Ler. Shimmg around
: the ledge to access
: another pipe that spans
. the gap to another

; guard totuer. After
: using the pipe to cross,

uait for the quard to approach the railing of the guard
touer and knock him out ulhen he does. This eliminates the
last threat betrLLeen gou and the entrance of the Detention
fenter, uhere the fleld ofice and lour gear are located.
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======-=With the entrance to the Detention fenter uithin gour
sights, stag along the fence to the right. When gou come
to a fence that encloses the crossing guard, climb over it
and take cover, then uait for the tuo guards conversing
near the entrance to disperse.0nce the guards disperse,
use cover suaps to shift from the crossing guard to the
right side of the guard shack. 0nce Uou are behind the
guard shack, pouer to the facilitg is restored. As the
lights come back on, clirnb over the fence behind the guard
shack and stag to the right of the port-a-potties. Where
the rou of toilets ends, turn left and locate the open
u.:indouL on the side of the building there. flimb up to the
u.:indou and peer uithin, uLait for the guard inside to ualk
into the restroom before climbing through. Once inside,
move straight into the locker room across the uLag.
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As gou approach the entrance to the Detection fenter, gou
mag uant to remain inconspicuous. Without gour gear (uhich is
Iocated in the field office just begond this areal, gou can defend
gourself onlg uLith a limited number of charges from gour 5tun
Eun. These clFrges uill run out quicklg q5. the soldiers storm

Uou, so if gor-ido decide to go loud, do so"after gou have entered
the field offce and can allou the soldiers to funnel to gou.



Nor.r that gou have lour qear back, it's time to rendezvous uith
Brggs for extraction. Exii the lockerroom and turn right, taking
cover bg the small guard shack until the guard begond it turns his
back to gou. When he does, advance touard hinr, staging lor.rL, and
knock him o!t. The tuo guards near the iruck are preoccupied
rL'lith thelr conversation and do not see !ou. A third guard patrols
the area across the road. To circumvent these three guards,
take cover on the left side of the nearbg vehicle and ,.:.:ait for
tie soldier in the guard shack to ualk ar.uag. When he does, folloLl
his path, u.:hich leads around the back of the guard shack. From
here, gou can dtrectlg acceEs the uarehouse. Do not anter the
uarehouse bU the door, instead, look for the uindou to the left
that gou can climb through. Once inside, stag to the left Eide of
the uarehouse, and climb onto the i-acks to avoid the soldiers
that are patrollinq the bullding As gou progress, lou ind an open
uindoll: on the ieft side of the uarehouse. Use the racks to reach
the ledge and climb through. Cnce qou have passed through the
uarehouse Lrindor.r, hold onto the uindou and neut.alize the
guard patrolling belou r.r.Lith the Stun Eun. Drop doun and proceed
tou:ard the road to tie rlght of the r.LLindou, r.:.:here several
vehicles are parked. lJse the vehicles as cover and cross the
road. Follou the fence on this slde of the road, movinq behind the
tttLo build ngs, past the flag pole, and through the checkpoint.

NoLr that lou are fullg equipped, lou can engage the soldiers here
uith a bit more bTavado. When going loud here, take advantage of
the first area immediatelg after gou leave the locker roorn. The gated
area proves to be a useful place for catching multiple targets rLLith a
single Sleeping Gas canister; just be sure that gou are in a state of
detection before deplogin! the gas, o. lour score ma! count as a
stealth action. Once urthin the Warehouse, place Proximitg Shockers
about and allou the soldiers to chase gou after a detection, and
lead them straight into gour traps. The camp outside is dangerous
because of the Heavg lnfantrg soldier that lurks about. Also, should
gou allou gourself to be detected here, expect another guard dog
and Heavg lnfantrg soldier to enter the frag. This time, the Heavg
is also equipped rLrith a ballistics shield, uhich makes for an even
more dificult fight. If this occurs, retreat from the area quicklg.
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Once gou are through the checkpoint, scale the stairs and
neutralize the sniper overlooktng the camp. From the sniper
perch, throu a Stickg famera doun torLLard the guards conversing
betureen the buildings and use 5leeping Eas to neutralize thenr.
f limb over the railing and drop doun to the ground belou, quicklg
moving betueen the tuo buildings. fontinue along this path until
lou come to a locked fence. Hang from the fence and throrLL
a Stickg famera touard the spotlight overlooking the fenced
aTea. Use the Sleeping Eas to neutralize the guard patroiling the
elevated catualk fliinb onto the top of the fenced holding area
and peer over the edge There is a quard dog that roans this
causeuia! betueen the fence and the holding area. Perform an
Aerjal Knock Out to pacifg the animal 0n both sides of the balcong
a.e pipes that reach from the balcong to the ground. Use one of
these to cLimb up to the balcong. From the balcong, drop doun
the opposrte sjde from uhere gou approached to enter a derelict
area of the Detention fenter formerlg knoun as tamp X-Rag.

ln the cell area, gou begin on an elevated platform
used bU a snipe. as a uatchtouLer. Allou gourself
to be detected, then ire a single Stun Eun charge
at close range to end the danger. lf gou are rLrilling

to take the risk, stag on this elevated platform
and attract the attention of the guards belou.
When theg detect gou, use Sleeping Gas canisters
to dispatch the forces on the ground. Be careful
uhen doing this, the sniper in the touer across
the uag uill be taking shots at gou uhile gou do.
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Enter Camp X-Rag, proceed doun the stairs, and take the frst left
that gou come to. As gou exit this fenced area, take a noment to
check that the guard dog roaming about is on the far right side
of the camp.Stag lou and approach the crate to gour left. From
behind the riate, throu a Stickg famera at the sniper in the guard
touer ahead of gou. Use the Sleeping Eas to neutralize him. With
the path clear, proceed around the left side of the derelict cabin.
fontinue to follotLr the fence line until lou come to an opening on the
spposite side of the cabin. Ente. the opening and turn left. tut the
fabric there to locate a fence that lou can climb to exit the camp.

"d:;fi-r!: -.t'| tr;-X [ .i ,.'.
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As gou enter the derelict .uins of Camp X-Rag, gour best option for
earning an Assault score is to attract the attention of the guard
dog. Before gou do this, place a Proximitg Shocker in gour path so
that the animal is incapacitated uhen he approaches qou. Allouring

Uourself to be detected bg the snipers can be fatal, but if gou
can remain behind cover after being detected, throu a uLell-placed
Sleeping Gas canister into their perches to make qutck ulork of them.
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During the airstrip frrefight to protect the Paladin, Uou are
engaged in all-out combat, making an! form of stealth attack
difficult This is uhere gou rLLiil find the High Value Target, as rL:ell,

uho needs to be apprehended silentlg if gou expect to take
him aliva. 5o, although a complete Ghost plagthrough is nearlg
tmpossible, gour apprehension of the HVT must be completed rLLith

stealth. To do this, at the start of the phase, immediatelg proceed
foruard and to the right, circling around the back side of the
hangar uhere the hostiles are holed up.One b! one, pick them
off using either nonlethal melee attacks or lour CrossborLr (rLLhich

is equipped uith Stickg Shocker boltsJ. The HVT is the hostile
uea.ing a patrol cap and covering his face uith a.ed bandana.

HIEH VALUE TARGET
While the HVT mag seem elusive, pick
through the first uLave of hostile forces
to capture him in the chaos.
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The restrictions of the Detention Facilitg are dropped during
the escape from the Yucatan Airstrip, so feel free to unleash
hell upon the opposition. Staging alive here can be diffrcult,
so trg to not bd reckless. At the start of the frefight, move

,JpruLard and take position *r the right side of the hangar in
front of gou. A small dooruLag in the side of the structure allouLs
gou to attack from cover. Another advantage here is that
this dooruaq is placed betueen tulo crates, rLLhich offer some
protection from the rear should an enemu attempt to ambush
gou. For the duration of the battle, expect hostiles to focus
their fire torLrard the Paladin, so use !our- arsenal to get the jump
on foes as theg scramble about the airstrip seeking blood.

ffi
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The LNE Terminal is rltell-suited for the Ghost plagstgle. The
confusing maze of flames and trLListed steel is good for taking
hostiles bg surprise, and also offers a uag to dispose of
neutralized enemies bg throuLing them over railings and hiding
them behind debris. As gou advance through the rLLreckage,

take care to avoid the Heavg Infantrg soldiers. With the
number of brutes that gou uill come across, Uou can quicklg be
overuLhelmed, and the gadgets Ehosts carrg are inefficient at
incapacitating thern. Despite this, ensure that gou have 5leeping
Gas and the Tri-Rotor equipped before stepping into the frag.

&ffiffiffiH#ffi*ry
lf gou expect to survive a firefight in the flames and tuisted
steel of the refinerg, gou had best come prepared for the battle
ahead. Aside€rom the Iou-level infantrg that gou have come to
expect, gou uLill also face a large nurnber of Commandos, as rLLell

as rnultiple Heavg lnfantrg soldiers. Because of this, be sure to
have bqth Frag Grenades and lncendiarg Grenades equipped,
as uell as Armor Piercing rounds in both gour primarg and
alternate ueapons. Use the environment to gour advantage; all

of the areas gou encounter have multiple levels, u.rhich allou for
quick escapes over railings and belorLL collapsed catualks.
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fircumventing the Engineers at the refinerg entrance
requires moving left past the helicopter and the police car
at the start of the mission. This leads gou to a chain-link
fence douLn a slight slope from the road. Use this path to
move touard the refrnerg fmarked bg a large "05"].Once

at the refinerg uall, move right to locate a pipe. Scale the
pipe to grab hold of a ledge. Shimrng along the ledge to pass
behind a fenced area near the entrance. Use the vehicles
and crates near the entrance to bgpass the Eornmandos
that are engaging the Navg SEALs. Once gou are past
the entrance, locate a truck parked diagonallg under an
auning. flimb onto the truck to access the auning and
then pass through an open urindou to the next area.

effiffiewffi-Y ffi
As gou enter into the reinerg, the Engineers are engaged in a
frrefrght uith the Navg SEALs. Both sides of the road uhere the
opposing forces are engaged in combat are accessible bg uag
of a service tunnel that runs beneath the road, just past urhere
the SEAL team's helicopter has crashed This tunnel rnake5 for
an excellent ambush point from uhich to lob grenades'torLLard the
fommandos.0n either side of the,Engineer forces, gou should -

make use of the steel road guardrails for cover and tb-. take the
enemg bg surprise.5pare gour grenades and ammunition forr
the stronger enemies gou uill encounter uLithin the refinerg.
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As gou enter the refinerg, proceed foruard past the stairs and
turn right, taking the first left to stag on the ground level. Take
cover behind the generator on the right side of the path and use
gour Stun Eun to neutralize the fornmando at the end of the path
ahead of gou. Proceed fonnard and climb the ledge to the right,
u.:aitrng for the Drone to pass bg. Once the Drone has passed gou,
cltmb up and pass beneath the fenced-in piping ahead of gou. 0nce
lou have passed beneath the pipes, climb up to the railing above
ard throu a Sleeping Eas canister torLrard the area's exit, uhere
the Drone lperator is positioned. As the Drone Operator succumbs
to the Sleeping Eas, use gour Stun Eun to neutralize the nearbg
fommando. With both threats incapacitated, climb over the railing
and proceed tou.:ard the exit, r.i.rhich is engulfed in flames. As gou
approach the pathuLag, turn right to explore the alcove uhe.e the
Brone 0perator r.r.:as positioaed. You find the Blacklist Laptop here.

BLACKLIST LAPTTTP
The Blacklist Laptop is near the area's
exit. A nearbg Drone Operator should be
neutralized first to ensure that gou aren't
interrupted luhile hackinq the device.

tl

As gou enter the refinerg, climb the stairs to the left of the main
path. From this elevated position, deplog the Tri-Rotor and navigate
the device to the far corner of the area. The Drone Operator
has taken position behind a rou of ptpes and uill deplog Drones
uhen gou go loud. Use a Stickg Shocker to neutralize him, then
recall the Tri-Rotor. With the Drone Operator out of commission,
use Uour position and the cover it affords gou to begin gour
assault on the enemg forces present here. lt is best to have an
AfOG Scope equipped on Uour ueapon bg this time, uhich grants
a higher level of accuracg at range and increases Uoua ueapon's
lethalitg. Beuare of the fommandos that are present here, and
nore ttlill be coming from the left side of the space, but theg are
nothing that a Sleeping Gas caniEter can't make quick rLLork of.
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This portion of the mission requires gou to neutralize all the
Engineers that are present, and defend the frst responders in

the process. The refinerg can be mazelike, u.Lith multiple floors and
several sets of stairs. An efficient uag of neutralizing hostiles uhile
rernaining unseen is to attract them to the railings and knock thern
out tuhen theg get close. After doing so, it is best to dispose of the
bodies over the railings to ensure theg are not auakened bg their
comrades. Because of this, begin gour operation from the bottom
floor, Luorking Uour ura! up. The High Value Target is located u:ithin
this area as uLell. Accessing him from the beginning of the area
requires taking the first right and climbing up to the railing there.
Attract the nearbg hostile and neutralize him. Soon a Heavg lnfantrg
soldier uill ualk through the area, uhen he does, attract him over
and neutralize him in a similar fashion. With these tuo incapacitated,
climb up and proceed doun the path on the right, moving pas{.the
pillar. As lou pass bg a uLall, the HVT ls near the ledqe to the left.

effiffiffiHitus ffi
During gour defense of the first responders, gou r.uill encounter
a feu Heavg lnfantrg soldiers. These brutes can be deadlg if gou
allou them to encroach upon gou, so it is best to keep them at
bau. From the ground level, climb up to thq railing of the second
floor and usqlncendiarg Erenades to mq4: quick urork of these
brutes. Whilelgou drau their comrades td gou, gun them dor.sn rLLith

gour pistol. The maze of stairs and tuisted steel gives gou the
advantage here. Aside from being able to climb up to the railings,

Uou ca*enter tuo ventilation shafts that flank the space. Duck in
and ou-t of them, taking headshots at the enemq as theg franticallg
seek out gour position. Ensure that gou remain detected as gou
rain bullets upon gour foes to maintain gour fombat score.
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HIEH VAIUE TAREET
The High Value Target is uithin
sight of a Commando, so make
gour capture suLift and silent.

Wth the HVT captured, clear out the rest of the hostiles
Once gou have taken out the last Engineer, drop douLn

to the fire truck on the street belou and speak to
the Fire thief to attain gour next objective.
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Run straight along the path and turn right at the end and climb
up to the railing above. Go straight past the flames and climb the
pipe on the rL.:all to the left. At the top of the pipe, shimmg along
the handholds and drop doun to the catualk. fontinue on the
catualk and turn left at the junction. At the dead end, climb over
the railing and shimmg along the ledge touard the building across
the u:ag from the dead end. 0nce gou're on the opposite side of
the gap, clirnb up to the railing there and enter the open u:indou:
to access a small offrce. Within it gou uill find the Dead Drop.

IIEAB IIROP
Locating the mission's Dead Drop requires
stepping off rhe beaten path rnornentarilg. 0n

Uour Llra! to activate the safetg sustems, head
touard the open uindou acrosE the chasm to
locate a small office uLhere the item is found.

Return to the junction and proceed doun the path, running through
the flames at the bend in the catu:alk. When gou come to a portion
of catualk that has collapsed, drop from the broken railing and
shimmg along the edge to cross the gap. Once across, follou the
catualk to a pipe. Climb onto the pipe and use it to shimmg across
a chasm to a platform that has a Rappel line attached. Rappel
doun the uall and breach the shutters to access the refinerg
interior. Run doun the stairs, turn left and pass under the lorLt

overhang, then turn right. tlimb up the pipe at the end of the
path and shimmg along the ledge, climbing over the railing at the
end, Follou the path past the flaming debris, climbing to the left
at the end of the path. Scale the scaffolding and follorLL the ledge
until gou arrive at a catualk that passes over the flames belou.
Climb onto it and turn right, passing bg a safetg area. fontinue
doun the path to access the terminal and disable the virus.

:

-i-: + x.-: ll jj.-':u.:-;.::*.?"i'.,;i
i '..-

This objective does not feature ang combat
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With the safetu sustems back online, backtrack to exit the control
room and follorLL the neulu opened path across the catualk from the
safetu a.ea. After passing through the doors, climb ove. the railing
to the left and drop doun to the floor belou. After dropping doun,
head to the left and locate the vent on the urall. Enter the vent to
pass behind a series of pipes. Before gou exit the space, climb up to
a ledge to access a vent that exits on the second floor, uhere tuLo
Heavg lnfantrg soldiers are patrolling, As gou exit the vent, head
up the stairs and take cover behind the barrels at the landing. Wait
for one of the brutes to ualk bg Uou. When he does, stag lorLr and
creep bg him, passing through the doonLLag to gour left. Follou the
path and soon gou come to a Fast Rope leading to the next area.

effiffi&h$tuH
After disabling the virus and activating the safetg sgstems,
make gour uau across the catualk past the safetg area, and
climb dor.rn from the ledge near the Supplg Cache as gou search
for the Engineer Leader. After gou drop douLn, gou enter a small
tuo-storg sp;ce u:ith four Heavg lnfantr.g soldiers. TrLLo of them
remain on th6''balcong overlooking the spice near the area's
exit. From the start of the area, head left and pass through the
vent on the rsall. Within the craul space, climb to the ledge and
exit the'vent.there. This leads to the second level, uhere the trLLo

brutes are on patrol. Wait for them to get near each other during
their patrol and lob an lncendiarg Erenade touard them. As the
flames engulf them, the tuo Heavg lnfantrg soldiers on the floor
belou uill attack. Take cover behind the nearbg railing uhere the
trLLo hostiles fell, and take headshots at the tuo remaining foes.
Focus on onqrgnem! at a time, as theg agproach from separate
stairuells, When one falls before the other, lou can escape to the
floor opposite the position of the remaining brute. This affords
gou the opportunitg to regroup before entering the frag again.j
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To peform actions that uill count torr.rard
a Ehost plagstgle use Sleeping Gas canisters
and non-lethal ueapons [5tun Eun and frossbou]
during gour chase of the Engineer Leader.

effiffi&ffituH
During gour pursuit of the Engineer Leader, gou uill not have much
time to fire on the hostiles Uou come across. Because of this, equip
gour Stun Gun, uhich delivers a charge that results in a knockout.
Whether it is a [ombat or Stealth Knockout is dependent on the
state ol detection gou are in. As gou advance, be auare that
the time it takes for a full detection [indicated bg the "Detected"
text turning redJ can either leave gou vulnerable to attack or
result in the Engineer Leader escaping, Although dificult, it is
not impossible to maintaln a Cornbat score during this portion of
the mission. Be advised, most of the time gour actions uill result
in Stealth kills if gou do not give adequate time to be detected.
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,nfi traring tie lcntrnllitg of Eove.nment bunker is not diffrcult
:r itseif, as the cafenses DreEent in and around the salar farnr
topside are easi g ciirL:rnvented. Tir i ffrcrlt-u for thcse attempting
a frli Enc=t piagtirolEl-r cf tis rr ssion is the fomirandos that ai€
patro ling tha nterioi of the iacilitq Aicng Lrith these elite fces, gou

u; Iciire acrosE Drones that uiill iinder gcrr" progrcEs as ueil Cne

!-dqet thai :an corrter bctlr of t:ese threets is the Silikg EMP.

As,de f rom bein; abie to diseb e the Diones, these little devices
u.: I C sa:Le tne gcggies of !cmmanics givrng gnu trrne to bgpass
them. Th s s especia Lg heipl'u 'uhen gor encounter a squad of
them in the atrum toi.:.:ard tie end rf tire mission. When preparinq
qour oadolt, be si-Lre to eqltp Sleeprng Gas, Stickg EMPs, Stickg
fameras, and gour lrled-and-irue ir'i-Rotcr These four gaci-qets

have been essenti:l in qoL.:r Eirost expioits during past mtsstong
and are deln telg gcr-'lr great=st assets dL:ring this frna offensive.

ABVANEEA TAETICS

MlS,SlgN lgi:g|TE F'

As gcu engaqe in open iombat ciurinq gour infiitration af Site
F, be =ure that gou arn carrging boih Frag GrenadeE and
lncendiar-q Ereriadas. lf qou ha're not upqradeci lour Cps suit
get, nou is a gord time. Expect heavg resistance once Uou aie
LLrithin the bunker, facing fommanc'os, Heavg lnfantrg scldiers,
and nrone Operatcrs :irnuitaneouslg. This iE a mission uhei-e

!ou can qlickl! frnd gcurself cutnumber"ed and outqunned,
so make Freparaiions D! orjtfittinq Uourseif in Ops 5uit
upgr-ades ihat provide mcre aiternate i.reepcn macazines to
en=uie that gnu have sufirient rcunds to get the job done.
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MISSIGN 18: SlTg F

Iie misso. beglns in the scar" p-rel fied of Site F's ixeather
stat on. ApD.oarh nq tne lreather siat or is m:de d ffrcult bll the
ir-ree sirpers on tie rooftop, as Ll.rel as a !-reEV! lnfantrg scidiei-
Datrol ng tie area around the solai Fanels. Avoid enterinq ihe
solar parel aiea and sta! on the perlpher-g of the panels as UoLl

advance iou:ard tire siation, surltchinq from .over tc cover du.ing

lcLrr advance. When !or,.r reacl the end ci the solai panel afee,
prcceed to the right to mcve along the roaC barfiei toLL-i:rcj the
cr3ssin! glard on the far right s ae of the area From here, cross
over- the barrier end advan[e tor.Llaid the rJeaihef station, then
s p throlgli a qap in tie cha n- rnk fence and move rlght around
tl'e treatier stai on fl mb !r to tie .oot of the station and Inc:te
tfe ventiaton shaj'i. t.Jse the shaft to drop intc an cftrce. Frcn tie
cfiie, pass througn the vent to the ieft of thc dcer, uhich ieads
ntc : r-estroom. Take ccver near tie restroon docr and Luait for
the teavg rrfanti-q so dier to ;ncve tr tie left side of ihe rcon.
Wrer ie dces, tiroLr a 5leeping 5a: canister intc the center of
the ioori \ryni e tne tuo glards Euccumb to the Sleeping Gas, stag
cu: anC per-forn a 5teati Knockcrt on the Heavg lnfantrg soldier.
The E ackl st [aptop is ccatec on ine r"ight side of the room.

ffit&ffiKU$T L&FTMP
Hacking the Blacklist Laptop uithar.lt being detected
require: cleanng the room of hostiles frr-st.

i\,ioir locate the rrntrcl panei on the left side of the rnom tn ciisable

the vent fan. 0nrp the fan is disabied, backtrack thrcugh the
vents until gou errive ai the roof cnce ;gain. Frnm tne roof, climb
coun the ladder to the right of the ,rentilation snaft. Cnce on
the ground, fcilou the fence tne to locate a fencad path leading
to the large fans ;cross the gard fi-om the ueather station.'
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Before gou go loud during Uour approach of the ueather station,
locate the Heavg Infantrg soldier that is patrolling the solar farm.
Stag lou and get close; aim for headshots to eliminate hirn quicklg.
This uill grab the attention of the rooftop snipers, so move to cover

...{:st and avoid stepping in front of therr lasers. lf gou ruait uithin-the 
solar farm, expect guards to arrive shortlg after gou go loud.

Before theg shou up, make gour advance tou:ard the right side of
the ueather station, using the gap in the fence line to gain entrg.
0nce sithin the fence line, head behind the right side of the building
and climb up to the roof. Use a uell-placed grenade on the roof
to e$minate the snipers perched on the far side. Bq this time, the
tuLo Heavg lnfantrg soldiers and guards uill be returning torLLard
the ueather station to investigate the chaos. There is onlu one
ladder leading up to the roof, rL:hich makes this position an easu

.Frtification to hold. Stag loia and peek over the sides €l the rooftop
'to piek off the guards as theg scramble about the gard belou. Once
gou have dispatched the threats, step into the rLLeather station
and disable the vent fan to infiltrate the underground bunker.
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After navigating the lase. grid urithin the ventilation sgstem, gou
enter a small shaft that leads into the bunker. lnside the shaft,
forego the exit directl! ahead of Uou and follotu the shaft to the
right and drop dolun from the exit lou find there. After dropping
doun, take cove. and uLait for the fommando to enter the room and
speak uith the guard When he does, throrLL a Sleeping Eas canister
to pacifg both hostiles. Move past them and into the hall, entering
the vent on the right side of the halluLag. Follour the vent to its exit.
After exiting, take cover against the uall on the right. To the right
are tuLo elevators and to their left is a vent. lJse the debris nearbg
as cover to avoid the enemg patrolling the a.ea. Proceed to the vent
and enter it. Follor.:.: the vent to its end and take a moment prior to
exiting to obse.ve the movements of the guard patrolling outside.
When it's clear, exit the vent and pass through the open qlass doo.s
to gour right. Pass bg the desk and dividing uall as gou proceed
touard the back of the room. As gou approach the destroged
path, gou discover a Commando uill emerge from the nearbg
elevator. Take cover near the handcarts, lure the enemg to gour
position, and perform a Stealth Knockout rL:hen he is uithin range.
flimb over one of the ledges that flank the elevator and use the
handholds to climb up to the catr.ualks overlooking the atrium area.
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After navigating the laser grids, take advantage of the position
of the vent sgstem to perform an Aerial Knock Out on the guard
standing belouL the vent. ln the halluLag outside of the small control
room is a patrolling fommando. Advance into the halluag and find
cover. From behind cover, lure the fommando tpuard Uou.Once
he is uithin range, take him as a human shield. Nou that gou have
gour hostage, get the attention of the other guard patrolling
the halls, and go loud rLrhen he detects gou. Retreat back to the
control room and eliminate reinforcements as theg arrive. Expect
heavg resistance here, as fommandos uill begin arriving and using
Smoke Erenades to obscure gour vision. A feu: uLell-placed Frag
Erenades doun the halluag should even the odds a bit. Take gour
time and uait for hostiles to approach Uou, as Uou can quicklg uaste
gour ammunition bg frring doun the halluag during this firefight.
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From the catualks ove.looking the atrium, locate the Rappel hooks
on the far side of either catualk. As gou advance torLLard them,
look doun to observe four fommandos entering the space belouL
gou. Throu a Sleeping Eas canister doun to them to neutralize

.these thr-eats earlq. Use thi Rappel hook to drop doun to a lou.ier
level. FollorLL the catualk to cone to a shaft that is rnonitored bg
lasers.0n the beam that spans across the center of the shaft
there is a netuLork port to hack.Shimmg along the ledges to
access the netuork port. 0n the opposite side of the shaft from
the netu:ork port, gou find a ladder that leads dor.ln to a lou:er
platform shere a Rappel hook is located. Before rappeling doun,
shimng to the opposite side of the span and climb onto the catualk
gou find there. The far edges of the catualk overlook the atriurn
belouL. Attached to the catualk are beams that span the atrium
:*nd reach tc the elevator shaft. Drop off the edge of the catualk
and shimng along the beams to access the mjssion's Dead Drop.

IIEA]I BROP
The Dead Drop for the mission is located
high above the atrium on a ledge
attached to the elevator shaft.

Head back to the
Rappel hook and
use it to rappel
dou.:n to the atrium,
tLLhich is su:arming
uith fommandos.
Nou move clockuise
around the room.
Bgpass the securitg
camera and enter
the vent just begond
the device. After exiting the vent, stag to the left and folloru
the uall to locate a supplg closet. Enter the closet and
pass through the vent inside to access the War Roorn.

i , ': ..''r.. .. t" ,. -r '. " j
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As gou climb onto the catr.i:alks overlooking the atrium,
look doun and uait for the four fommandos to congregate
belou. When theg do, throu a Frag Erenade dou:n among
them The resulting explosion efficientlg eliminates the
threats, fontinue gour descent to the atrium belou. As
Uou arrive at the Rappel hook that reaches to the atrium,
the area is suLarmed bg fommandos and Heavg lnfantrg
soldiers-perfect fodder for Incendiarg Erenades. Before
rappeling dor.un, use the catualk overlooking the atrium
to throu one of gour lncendiarg Grenades to the ground
floor to eliminate the tuo Heavg lnfantrg soldiers and
ang fommandos cauqht uithin the blast radius. With the
Heavg lnfantrg elimjnated, throu a Sleeping Gas canister to
eliminate ang [ommandos that are still alive after the blast.

'@:J fi::r:r; '
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You rnust infect thrJe computers LrLith tharlie's virus. lt is best to infect all three uLith minimal backtracking to reduce the chance of
being detected uhile gou are doing it. From the beginning of the area, go after Terninal B first, uhich is located in the lntel Room
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After dropping doun from the vent, move
forurard and enter the securitg room
on the right side of the halluag. ln the
corner atrross from the dooru.:ag, gou r.:.:ill

find a hatch to enter a ventilation shaft.
Follou the shaft until gou emerge in a
small break room. ln this room, enter an
overhead vent and follou the shaft to the
lntel Room. Drop doun from the shaft into
the lntel Room and take cover against the
lorL: uall nearbg using a Stickg Camera,
release Sleeping Gas to neutralize the
tuo guards that are patrolling the room.

Once these threats are neutralized, plant
ihe virus on the computer in the room.

and jump up to the pipe running overhead
touard a securitg carnera. While on the pipe,

deplog the Tri-Rotor and guide it into the
shaft on the uall across from the securitg
camera. Guide the device through the shaft.
Once it exits on the other end, guide it into
another shaft on the left uLall. As the device
exlts into the Press Room, use a StickU
Shocker to neutralize the Drone Operator
across the room from uhere the shaft
exits. Recall the Tri-Rotor and use the
pipe to bgpass the securitg camera in the
hallu:ag. Enter the Press Room and plant the
virus into the terminal behind the podium.

Nou, onlg one terminal remains. To locate it,
pass through the door to the right of the
podium and up the stairs to pass through
another door. ln the left corner of this
room, there is a hatch on the floor. Enter
it and use the shaft to exit into a hal[uagr
Be careful to not be seen bg the Heavg
lnfantrg soldier in this halluag; Make gour
u.:ag to the opposite end of the hallur_ag

and enter the vent gou fnd there. After
exiting the vent, enter the door on the
left side of the room, uLhich opens to the
secretarg of defense's office. Neutralize
the guard gou discover uLithin the office
and plant the virus in the computer.

TERMINAL A



HISH VALUE TAREET
As gou approach the elevator, the High Value
Target for the mission arrives. fapture him
Lr thout being seen bq the Heavg lnfantrg
soldier doun the halluag before qou continue

NotL: that the HVT is in custodg, proceed doun the halluag and
around the corner to the right. The Heavg lnfantrg soldier patrols
thls halluag, so uait untii he is moving touard the secretarg of
defense's oflce before gou advance. At the end of the halluag,
goLr uLll come across a door. To the leit of that door is a vent.
Enter the vent and pass throlgh to a small maintenance craul
space. lJse the control panel goL_t frnd there to actrvate the virus
and init ate the lockdor.un to drau 5adiq out and into the open.

The War Room is perfect for attracting the hostiles into a trap.
Drop doun from the vent into the War Room halls. Tr.lo quards
are engaged in conversation at the first junction. Fire on them to
engage the detection phase. Wait for the hostiles to amass uithin
this junction and deplog a Sleeptng Gas canister to neutralize them.
Expect Drones to arrive soon after, along uith Heavg lnfantrq
soidiers. There are trL.lo He:vg lnfantrg roaminq the halls, so feel free
to eliminate one uith gour remaining lncendiarg Erenade, but keep
in mind that another urill soon be on his uag. After all the hostiles
are eliminated, the onlg threat left is the Drone Operator and his
machines. The Drones are easilg circumvented bg running past
them, as their explosives do not arm quicklg enough as lou pass
bg to cause gou damage. From the start, run left, then right, and
left again. You arrive at the Press Room, uhere the Drone Operator
is found. Put a bullet in his head to end the robctic terrors, Ieaving
gou free to infect the terminals and complete the objective.
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LIE Missions, or Llth Echelon Missions, are a neu feature to the
Splinter Cell franchise. Like the fampaign, Uou can earn moneg bg
completing tlE Missions. To engage in these special missions, talk to
gour t{th Echelon tearn rnembers, or captives, aboard the Paladin.
There are I 5 missions, and gou can select thern from the SMl Map.
Pressing the appropriate button enables gou to see each mission
and its location on the uorld. The great thing about tlE Missions
is that gou can plag all of them uith a friend in fo-op, and lZ of
the l5 missions can be plaged 5olo. The available options are:

. Split-screen: Plag side-bg-side in a private Co-op match.

. Online: Plag uith a friend in a public Co-op

match, or find a random teammate.

Prior to each mission, Uou urill be able to customize gour
inventorg like gou uould prior to a fampaign mission.

Additionallg, all items gou've purchased uill be available in tlE.

Here is a breakdoun of the available missions:
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5am and Briggs must Lrork together to get to the root of
a nuclear ueapons smuggling operation, one uhose roots
reach back to one of lrd Echelon's darkest secrets.

Briggs's missions are onlg available for fo-op plag.

=*&ffi1€= 
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Infltrate an embassg to retrieve valuable intel. The
Engineers u.rill trg to stop gou from getting out bg sending
uaves of attackers to stop gou. To get past one uave
and move on to the next, gou must knock out or kill all

hostiles. Survive at least five uLaves to earn the right to
extract from the battlef:eld, or gou can stag and fight
for another ive uLaves, up to 28, for a larger extraction
bonus. If gou complete a uLave uLithout duing or retrging,
gou uill earn additional bonus points. At everq fifth uLave,

one or mo.e High Value Targets uill appear, and gou
must capture them nonlethallu before tine runs out.
Failure to capture them immediatelg ends the match.

fharlie missions are available ior both Co-op and 5olo plag.

ffiffi$ffi ffiHffiffiffiffiffiffi

{ffiffi-ffiffffiffirffi}
fomplete three objectives involving collecting intel and
planting uire taps, and extract uhile remaining undetected.
Trg to leave as little evidence as possible, avoid hostiles
rather than killing or incapacitating them. Everg time gou
complete an objective, gou uill earn Ghost points for everg
hostile untouched, resulting in an 0bjective Bonus. Houever
if hostiles hear gour activities or find a bodg, theg uill go on
high alert, and no further Objective Bonus uill be auarded.

Grim missions are available for both fo-op and Solo plag.

ffiffiffitrffi ffiffiffiffiffiffitrwffi

{ffiffi-ffiffi/ffiffiilffi}
Fashioned like the Campaign missions, in the Kobin Missions gou
must kill or knock out all hostiles in an area to proceed u.rhile

collecting Dead Drops, Blacklist Laptops, and High Value Targets
(HVTS). lf lou are detected at ang time, remaining hostiles
uill call in reinforcements. flear an area urithout triggering
reinforcements for Bonus Points urhen gou complete a mission.

Kobin njssions are available for both Co-op and 5olo plag.
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It's pouer versus stealth as plagers take on the roles of nimble Spies
and potL:erful Mercs. fompeting in teams, gou nust uork to complete
objectives, and take doun enemies, in the follouing qamepla! modes:

SvM Blacklist: Eames of LJ vs. l, consiEting of trLro rounds each. ln
the first Tound, one team plags Spies and the other team plags
Mercs. ln the second round, the teams suitch roles. ln each round,
the Spg team must hack three terminals scattered across the
map. The Merc team, consequentlg, must prevent the Spies from
succeeding. The strategg is straightforuard Mercs must kill the
Spg hacking the terminal uhile the Spg team must defend the
hacker and keep them safe. At the end of the tr.r.ro .ounds, the
team that hacked the most terminals uins. If both teams tie, the
team that made the most progress on the remaining terminal u.Lins.

SvM Classic: A classic spin on Spies Vs. Mercs. Games feature
teams of Z vs 2 in a game of light and shadous, urith Spies
vanishinq in the dark. No customizations are available, as
Spies have night vision uhile Mercs carrg flashlights.

Extraction: Eames are I vs I and consist of tuo rounds. ln the
first round, one team plags Spies uhile the other team plaqs Mercs,
in the second round, the teams suitch sides. ln each .ound, the
Merc team nust collect a briefcase of intel from the 5pg base and
ca.r! it back to the Merc base in order to "capture" it. At the
end of the tuo rounds, the team riLith the most captu.es uins.

Uplink Control: Eames are I vs. Ll, but the teams can be a nixture of
both Spies and Mercs. Each team begins the round uith one Uplink,
and then must trg to capture the remaining uplinks bg holding them
for a period of time. 0nlg one Uplink can be active at a time. At the
end of the round, the team controlling the most Uplinks uins.

Team Deathmatch: Eames are Ll vs. l, but the teams can be a
rnixture of both Spies and Mercs. The goal is simplg to kill as
rnanq members of the opposing team as possible. Whichever
team has the most kills at the end of the round uins.

ffi,ftT-#;.# #ffiffiffiqffiffi
After each match, gou uill be scored on Uour performance. Winning
the match, completing objectives, assisting teammates, and killing
opponents all add to lour score. ln public matches, gour score is
converted into moneg and XP [experience pointsJ, helping gou level up

tuffiBdffituffiruffi$ ffiffi
Your score earns lou both moneg and XP, uhich enables Uou to
level up. When gou level up, Uou urill also be auLarded Unlock Tokens,
uJhich are required to access more advanced gear. Reaching Elite
Levels 58 and above earns Elite versions of each Torso armor part.

ffiffi$ffi-qx ffi%sffiffiWffiffiW
Spies plag from a third-person perspective, and have the abilitg
to climb up ualls, pipes and vents, hang off ledges, and lurk in the
corner. Theg can also 5hadoublend, meaning theg r.lill disappear from
enemg sight nLhile in shadou. Lacking heavg ueapons and armor,
Spies are fragile in a shootout. The best strateQg is to sneak up

on an enem! from behind or drop from above for an instant kill.

ffiFY ffi{JffiffiLffiffiffiF;ffi
Spies can equip one of three pieces of Torso
armor to gain special abilities:

lntel Scout: Equipped uith the Intel Suit, Scouts can tag all enemies
in the vicinitg. Tag information is shared urithal teammates.

Predator: Equipped uith the Digital Ehillie Suit, Predators can
cloak for a short time to be nearlg invisible to enenies.

Saboteur: Equipped urith the 0vercharge Suit, Saboteurs can make
minesandgrenadesexplodeagainsttheirouner.Overcharge
also depletes the 5pecial Abilitg resource of nearbg enemies.

V5i #ffiffiffiffiffiffiffiruffiffi
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Spies can equip one of three follouing vision modes:

T\ermal: Reveals in real-rime nearbg
enemies bg their heat signatures.

EMF: Analgzes in real-time electromaqnetic fields to
detect electronics emitted bg enemies or gadgets.

5onar [Jses intermittent high-frequencg sound
pulses to locate enemies through ualls.
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Spies have the follouing gadgets available to them:

Srnoke Grenade: Fills the area uith opaque
smoke, covering qour movements.

EMP Grenade: Eenerates a miniature electromagnetic pulse,
disabling nearbg lights and destroging enemg gadqets.

Flashbang: f.eates a flare and concussive blast, blinding enemies.

Sentinel: Harmlesslg neutralizes incoming

enemg grenades and drones.

Stickg famera:Sticks to ualls and other surfaces
to give gou a remote vier.u, and is great for using as
a decog or detonating to kill nearbg enemies.

-=€=-= 
=cF#ffiE€CtrWMercs plag from a flrst-person perspective. Equipped rL:ith heavg

ueapons and arnor, Mercs can tear through their opposition in

open conbat. LJnlike Spies, Mercs can't climb ledges or hide in cover.
Their best strategg is to maintain long sight lines to shoot doun
attackers, uhile being mindful of not r.:Lalking into an ambush.

ffiffiffiffiffi ffiffiffiffitu,&ffiffiffiffi
Mercs can equip one of three pieces of
Torso armor to gain special abilities:

Peacemaker: Equipped uith the Adrenaline 5urt, Peacemakers
can increase their speed, have better vision in the dark,
instantlg heal, and temporarilg boost their regeneration.

Hunter: Equipped LrLith the UAV for remote-control recon, Hunters'
can deplog a drone and detonate it near enemies to neutralize them.

Disruptor: Equipped uith the Disruptor Suit, these
Mercs can disable gadgets and scramble enerng vision
modes bg tagging sgstems, leaving them blind. Disruptor
also disables all enemg 5pecial Abilitg activation.

tr4ffiffiilT %#ffiffiHffiffi ffiffiffiffiffi
Mercs can equip one of three follouing vision modes,
urhich utill aluLags be active once equipped:

Motion Tracker: Detect enemg fast movements. Vision
doesn't detect Spies uho rnove in crouch or on ledges.

RFD: Uses radio frequencies to detect enemg electronic signatures
emitted bg gadgets and the use of vision modes or special abilities.

AT5: The Acoustic Targeting Sgstem locks onto
the sound of explosions and ueapons fire. lt also
detects enemu movements at close range.

ffi4ffiffi#tr ffieffiffiffi.$- ffi
Mercs have the follouing gadgets available to them:

Frag Grenade: Detonates in a sprag of shrapnel,
doing rnassive damage in an area.

Proximitg Mine: Sticks to rLLalls and floors,
detonating uhen enemies get close.

Intel Device: Sends an intermittent beam
that tags enemies uithin range.

VX Eas Erenade: Fills the area uith an incapacitating
chemical mist that kills enemies over time.

Resupplg Pack: Reflls ureapon and gadget
amrnunition for gourself or a teammate.
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Recon &
Distraction 5tickg Noisemaker

Sticks to r.ualls and floors, emitting sounds to
distract nearbu enemies. Default

Recon &
Dstraction Stickg [amera

Sticks to sudaces to give.Uou a remote vieuja
it can also attract and knock',aut guards. rnith
SleeDrnc bas.

1' ilefault

Recon &
Distraction Stickg EMP

Generates a miniature electromagnetic
pulse, temporarilq disabling nearbq lights and
electronics.

5t8,aaa Purchase to unlock

Recon &
Bistractisn Tri-Rator

A remcte-cantrqled flging, cecqn:, tir,'o1e,].. ' : 
1: 

:. 

"'.
capable of incapdcitatlrq hq5tiles $rith sticku
Shocker darts

li ,.",5\8;584- Ptia'chlgri',td. ui:ildrk

Eas Erenades Smoke Erenade Releases a thick cloud of smoke, blinding to
the naked eue but not sonar qoqqles. Default

Eas Grenades Tear Gas
Releaies a cheinical,*ii6t.,to,incapacit;itd
enemies SrlsrAAA P.uiihage to unloek

Eas Erenades 5leeping Eas
Releases a cloud of fumes that quicklu put
enemies to sleeo. 527,ZOA Purchase Tear 6as to unlock.

Explosive
Erenades Flashbang

€xpk des urith a Eoncussiv€ b-last and:blinding
fl are, temDorarilu stunrxnq enemies. il6t8AA P',llqhale rto r 

ur"r!ocki

Explosive
Erenades Frag Grenade

Explosive grenade that fragments into deadlg
shrapnel. szr,zsa Purchase Flashbang to unlock

Explosive
Erenades lncendiarg. Grenade

ExFltsivq gaeiadg thd'ririgutf sr an::J r'-eajn
flarnes for several seconds.

:519,588 Ptt-raf.raie litcdndieiu,Eierit dE : to
unlock.

Mines &
Charges

Proximitg Shocker
Sticks to surfaces and fires electric darts
uhen enemies get close, nonlethallg subduing
them.

s27.8AA Default

Mines &
Proximitg Mine ,', ,:,,''5!:{8,544

Purchase Proximitg 5hocker to
unlock.

Mines &
Breaching fharge Door-mounted charge that explodes inuards,

killinq anuone Bn the other side. Slz.aaz Purchase Proximitg Mine to unlock
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Purchase to unlock. Free from
fharlie after American fonsumption
mission.

Default

Purchase 5onar Pulse

Purchase Footprint Tracking.

Purchase Colorized lmaginq

Piiichagei'Anibient.,iS iiiiEi

Purchase Hiqh Frequencq

lfiii&i!:l.Ii$fj

Goggles

Eoggles

Eoggles

,SogSles

Goggles

Eoggles

Eoggles

***uLf/DLC***
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Torso N/A flassic Oos Suit Base tactical kit offers some protection from damaqe and room for tuo qadqets

TorEo 5tealth Tactical Mesh Ljqhtureight breaihable mresh piovidPs basic F1.otectionrrand,'addtlnnalrriitoilnaarcapacitU

Torso Stealth Nanopolgmer
Coatino

larbon nanofber & AB ueave suppresses movement sounds and adds gadget capacitg

Torso Steaith
Torso fombat Kevlaa Weave AB fabric ueave provides orotection and additional sidearm maq slots.

Torso fsmbat AB Gel AB qel suit desiqned to pmvidd additiorrnlsiidiidiiriliirad:iiiiit€

Torso fombat
Iorso ExcLsive Uooer Echelon Suit Sam Fisher's. bodtt armoi fron,:Chaos rThes.,Ui€irie5r'exti.€: qdsetsr'and itross!0ur,,b0iti

Torso Exclusive lE Ecliose 5uit Reimaoined version of lrd Echelon's classir l\ilark 7 special ops suii

Torso Exclusive Raven Suit Voron's 5V I sDe-ial ois iuiFusdd ibu Vi]i,iii*:frFld"cDei..eti!'iiriirftiiri0v€r1.oDen?tio'is,

Torso Exclusive Revenant Suit Used bq elite Voron aqents for its durable construction and additional space for qadqets and ammo

Torso Exciusive Alpha 5uit Muttrcomponent. mnsrtr=uctioti .p-ir sVjdd6riiiDrovdd lrlteatiqn:.and jbetieir,afirll]a ,and,.qadqet:tar,uinq::iapacifu

Gloves N/A flassic Eloves Ith Echelon's standard-issue qloves

Gloves N/A fovert AB,fabrkr:trLeavertr,oltides .a bettdr:l.cir'irj, 'illodna.,foi,,feEte.rr€badiirandi uqaDon:su60t

Gloves N/A 0perative Desiqned for ease of use in su:appinq ueapons or inaqazines uith advanced composites

GloveE N/A 5harpshsotr Liqhtueiqht:ior,*iuetbn,impi,oves',rebadtnd:,tLt€aDqlr:rgtrlttchiiic tiiit5,
Gloves N/A Marksman Smooth handlino makes for faster ueaoon manioulatior and reloads.

Eloves N/A Eunslirser Desiqned torahui f{trr fi5tai]tedb(rni4liRchin!,.and,'i€beds.uihild,'off:dii ho maximun DrotE{tion:

Gloves N/A Deadeue Nanofrber composite qrips better, allot:Linq for fast reloads and u.ieapon suaps

Eloves Exclusive ljoper Echelon Suit Desidneal f()ir,dlitd' dcentS: tq rallqqlcuitrk;rrLiaBrth :6. tlaD:0utir:andrieloids,

Gloves Exclusive !E Eclipse 5uit flassic lrd Echelon desion allorls for quicker r.reaoon suaos and reloads.

Gloves Exclusive Raven fu* fiel$-tested.to.eot rdoun:on timetEDenlon:u:eioon:rzuaoirin,:ir:id:ieloadinq.

Eloves Exclusive Revenant Suit Elove used bq elite Voron aqents, enablinq them to chanqe ueapons and reload faster
Eloves Exclusive Aloha Suit Ri*oad and iuap. ileaDolli:fastil:

Eloves Exclusive Tactical Elove fhanoe ueaoons and reload faster.

Pants N/A flassic 0ns Su{i Offers sone ortit6ctic'h.'frnindaii13iid:.:inithlrftidinifdirtijiiiiraieaJit6tai

Pants 5tealth Tactical Mesh Tactical mesh construction reduces movement noise

Pants Stealth Nanopolgmer
troatire

Pants 5tealth Stealth Nanoflber Carbon nanofrber rLLeave qreatlq reduces movement sound.

Pants fombat Kevlar Weave Sturdq,paftG'.ihat,tr€de,qa-&e!:Stiice:fori€ddt'iontlrifldr,m;qenii€E-

Pants fombat AB Eel Armored oants uith caoacitu for one oadoet but multiole rifle maos

Pants fombat terarnic Pbte HolG extra maqa2ne and gadgets, uhile scale tnail'Cilnstruction provides high-end protection 
' '

Pants Exclusive Upper Echelon Suit 5am Fisher's pants from fhaos Theoru carries extra qadqets and crossborLL bolts.

Pants Exclusive lE Eclbse Suit updaiad version,of ,3n*.:Fdhal6n3r'€ldsgr rMadi:?€ddfb|o0s:pantq
Pants Exclusive Raven Suit Voron's 5V I special ops pants-standard gear for Voron freld operatives on covert operations

Pants Exclusive Revenant Suit Reduie5 d{naqerdldigt!Yi&_$,Sqif0f!:iEddi{6ildEidqetilrandrraruruni{dnnla.lJiiidi]:.:,:::i.,::r.ril
D-^+- Exclusive Alpha Suit Reduces damaqe and Drovides space for additlonal qadqets and ammunition of all tuoes
Eoots N/A Classic Bos Suit 0ffeiE:spniq proteati0n.,framrdifina0e',:r r:,,:,]:::;,:lt,i1:li:::.,

Boots 5tealth Tactical Mesh Padded boots reduce movement noise.

Boots Steelth Nanoprilgmer
f-natinn

Boots Stealth Stealth Nanofrber Nanofber constructron reduces movement sound

Bocts fombat Kevlar Weave AB fabtiqr coristiq(lian: tr-q,&c€€Mstid-i8eqg.,
Boots Combat AB Eel Provides increased protection from damaqe.

Boots fombat Ceramic Plite 0vi&pdnq'iiltptllitdihi s,ii'i€tki:n*'dl
Boots Exclusive Upper Echelon Suii Sam Fisher's boots from Chaos Theoru reduce damaoe.

Boots ExcluEive {E EdiDse Suit tjrdated::wr'5-ictnrofrlr:drEche{orfgralassiilvFk,T,'5p ial',qtir,bso.ts'iiredlrirerqrqt€$.6ntrnni*:r:r:r,

Boots Exclusive Raven Suit Voron's 5Vl special ops boots-used bu Voron fleld operatives for covert operations.

Boots ExcJuEive Revenartt Suit ,Protec1g, asairct,'damage:
Boots Exclusive Aloha Suit Protects aqainst damaqe.

Boots Exclusive t^ttrisoer Boots Padded to rddq(d ttji:Snund,.0f , footsteptrr':
Boots Exclusive lV85 Boots Armored boots DroMde increased Drotection

flassic Ereen 5 I I rin tf]Ari€ler.ieith'ots Sditriir6tdng

Tooaz 598 nm uavelenqth ops suit sqstems.

NaW t{75 ff n i.lavelenqih, oDsrsuit susterii.
Voron Red 550 nm uavelenqth oDs suit sustems

Pink lB5-558 rm'hubiid ons'suit"sustems

Violet lB8 nm uavelenqth ops suit sr..tstems

14hite Wde sDectruE.lD5,,suiti sugtems,

Gold 578 nm uavelenoth oos suit sustems.

Amber 5Ag rn uravdength oirs sdtsl5tertlt
Ehost Blue 508 nm uavelenqth oos suit sustemsjts=-

i3.l _::
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Purchase Tactical Mesh.

Purchase to unlock

all of fhadie's LIE missions.

Purchase Covert Gloves.

Purchase 5harpshooter Eloves.

Purchase Gunslincer Eloves.

***DLC/ULf***

{.**DLf/ULf ,r,**

***DLf/ULC***

Purchase to unlock

all of Grim's tlE missions.

Purchase Kevlar Weave.

***DLf/lJLf***

'lle*DLC/ULC:|**

***DLf/lJLf***

Default

Purchase Kevlar Weave.

***DLC/ULC***

***DLC/ULf**x

***DLC/tJLf{c**

***DL[/ULC***

Purchase to unlock.

Purchase to unlock.

Purchase to unlock.

***DLC/ULC*r.,1.

***DLf/lJLf***



S;F'L,N7EFT. EELL-*EJIF,.ffiE*

Pistol lE Pistols PXL{ Storm .15 State of the art semi-automatic pistol desiqned for customization 5

Pistol tE Pistols FqB The latest extreme conditions Distol;, featurintr..a'lorir.slidei Drofile. 5 554.884
Pistol lE Pistols 57 USE 5am's siqnature suDDressed pistol. a liqhtueiqht semi-automatic 5 s935AO

Pistol lE Pistols Proto Pistsl Alu:ags suppressed, a lightureight, high.capacitg.!eni .automalic. 5 '5 r q9,2s8

Pistol !E Pistols ?tr cDt Hiqh-capacitrt steel pistol, effective for aiminq in poor visibilitq. 5

Pistol uE Pistols UsP!5 Tactical semi-automatic, featur:inq nechaniral rideri:iil i6dr-iction. 7

Pistol Black Market D5A High caliber, unsuppressed, uith massive stopping pouer. I s655AA

Pistol Black Market Makarsv PM-B Well-balahced Ru5sian semi-iutonatic: good.fol- tactica! operatitr.iS, 5 ,5AA,75A

Alternate Weapon 5ubmachine Euns IVPTA I
Lightr.reight polgmer-based 5ME designed to penetrate bodg
aTmoa.

5 N/A

Alternate Weapon Submachine EunE
Vestsr
,LI5AfP

Featules.a recoil. reduction sgsteih rto'niniriiZe.inu2zle dimb. 7 568,AA8

Altel-nate 5ubmachine Euns UMPI5 A stable maqazine fed SMG uith stoppinq pouer at medium ranqes 7 591,252

Alternate Weapon Subraachine Guns Proto SMG Cugtiirn bLlilti supp.q5ted. per,feCt lari gustained.steql-tbrmi5sisris 5 5'lzZ;758

Alternate Weapon Submachine GunE MP5/t A Classic submachine cun chambered in a heavier I I mm round. 5

Alternate VYeapon Subrnachine Guns PPI9 5

Alternate Assault Rifles FAIVAS Unsuooressed bullouo confiouration assault rifle I 565,AAA

Alternate Assault Rifles qt5 Develoddd'in tiiniunition uiith'elite:U5. counter.'-teii.oiist rfoice9l l 5taa,15a

Alternate Weapon Assault Rifles
Honeg
B:dner An integrallg suppressed short barrelled rifle. 5 51116,258

Alternate Weapon Assault Ri{les Proto Rifte tustom, Flleni a.EsinF,imq',qoi tonq.langeilleilth,'engagenents 7 911],E;apa

Alternate Weapon Assault Rifles ARX I 5A lJltra-licht oolumer construction uith a chrome-lined barrel. o

Alternate Weapon Assault Rifles SA.58 B9til q':prg;sirnal',defenier'UleaDoil:.tti5t.,ir€g imagsive 7:62,:i.oundi; 5
Alternate Weapon Assault Rifles ErSt Features carbon fiber reinforced polqamide construction. 7

Alternate Sniper Rifles 5R.25 5tdhddrd-.issi:e,suDle$5ed:.5.cipei4sfle:: ,',r .,"r.r".'..:.....,, .::..:.,.:::::,:. .-' E ir585B88l

Alternate Weapon 5niper Rifles Proto 5niper fustom semi-automatic suppressed 5R using the latest materials. 5 51a3,758

Alternate 5hctguns MIBII Ar self lteqrlatinq qas:otref€t€d::6gmi-dut oaaticr,rthotqufi , .''5 511688:

Alternate Weapon Shotguns Proto
5hotnr rn

A custom-made suppressed semi-automatic I Z qauge 7 5s8.Z5A

Alternate Shotquns ACs:I.? A ifulLj';itltiiFlaticr shatqirni uritfl:exCelhnttrdcoil r:ECo!,€f, u, :,.!{

Alternate Weapon Black Market MAC_I I Ultra-compact machine pistol uith a verg high rate of flre 5 568.AZA

Alternate Weapon Black Market PPzAqB., :'5 576;258,1:1

Alternate Weapon Black Market AK-I7 The archetgpal assault rifle. 5 51Z5ZA

Altemate Weapon Black Market 5VU r.f 59*;]ffi

Alternate Weapon Black Market RMB_9] A foruLard slrde action I 2 gauge designed for compactness. 5 grs,25a

Alternate Weapon Black Market PFs:l 2 High-iapacitg liglituraght,a;Oulai SMG foi ftiiibte'iusto'fii2gliqt '5.r.:,:
qFluTqa

Alternate Weapon Black Market AK5-7tU Unsuppressed assault rifle uLith long-range stopping pouer 7 56z.aaa

Alternate Weapon Elack tularket Goblin Short.bariel tdctiadl,assailt dlle iuiih :hr! r,ecbil for its'class. 589,7sO

Alternate Weapon Black Market v55 A classic integrallg suppressed sniper rifle from the Eastern bloc Ll 58A5AA

Alternate Weapon Black Market 5A5G- I Z A Russian-made seini-automatic.magazine.rfed. I Zr gaugE rshntQuir 5 551;7.50

:

ffz*TzSz/lugr4tgzlrt ;'i:|t:1/a att:t.:l:';i;:;r).:,::j:,:!:.1r:::t|.::-.!,:ii+,J:..:.N ',:jr'..:!tj:,.1i



! 5 I 5 t8 YeE Default
5 c tr 7 tb l:.',:,:,Yres to
6 o 7 I 22 Yes Purchase FlO to unlock.

I la l8 l8 Ylsil Upgrade fharlie's Workshop [Level
2l to unlock.

5 ta 5 la l8 No ***DLf/ULf***
7 J 7 I trP',, 'lf€5

ll 5 l8 5 1 No
Upgrade Kobin's cell (Level I J to
unlock.

L{ I l
,9 ,,.8

YdEr,
up
unl

K6bin:sr cell {LevelreJ to

,r".ti-l;+:
i i1,.;:, { !
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Flash fhar

Plastic Explosive

0ffenEive Measures

Tri.-Rotor 5onar

tir',unldak

Purchase Flash fharge to unlock

Purchase to unlock

Putchb;er 0'f fen;i,iid::Meiiiliiis: to
unl6ck:

hfirs
Red Dot Sioht Adds a siqht uith collimated LED for increased aiminq precision. +2

Holo Sioht Holciqraphii rb|.{iiirctedriidticle dnibhg.'fu st6a' tSaqetino,
',i2'

Raits Laser 5ioht Increases faee aim accuaacu and overall ueapon precision +l

Mi.rzzh 5ilencer The silppresssr:, attaqhrne. Rtt enilbleF.ilhe'pi9talr,to firc',Sibntl$rr,

Anring

Hollou Point Deals more damaqe to enemies and increases lethalitu at ranqe. I +l

Arrnor Piercing Deals conside.ablu mqt e. damigeiver.sus iaimgi, tliani:.itandil. d issue. itl:ll3

Match Grade Ammo lncreases Iong-distance paecision and ranqe +l +l

, .t.,"tt ' '

lntsr.na1

Bolt Bluenrintino lmproves accuracg ovei sustainad.fi!:ir.jg.t,fiii,,tightei :SioUpEi {3r'lrl.

Weicht Balance Adjusts the distribution of ueight to improve control uhen aiming +l

Match Grade Triooer lmgroves uleaFon consigteiieU, iiiikinQrjtrreaiier,to.ttconti6l ,''.:t2.

Accurized Barrel lmproves accuracq bq fine-tuninq the r.reapon barrel and chamber +l



Black

Desert [amo

Urban Camo

Fcirest famo

Navg famo

iY.I
ti:::
B
Lr)

t:
d:

i1:
,'il(.-fi
:lf
fl

Default

to
Purchase to unlock

tii
Purchase to unlock

NOTE: All camo stgles must be repurchased for each article of clothing or set of goggles

{

I

,I

52, r 2s 5l,tsa 55,1158 5s, r sa 58,As6 58,A5A
,s?.8* 51588:r : 573QQ::,',': ::.:,,'.zi:i.: ,;r:rr:.] jr.:rij,i,:r:jg,lielg $ll&':i186'.',.,::,:: :,::rr5,I&70

5!,,zsz 56,9AA 5tasaa 5 r8,l8a 5r5,raa 5r5,ra8
r,5{:1{25-': 53,658',:

52,125 El.Ll5a 55.158 59, r sa 5e,z5a 58.454
lldfaiilt 55756 i' r5g'llia8,::i:lrli:::r::l.ll:,1

:r,::l:a:, tlr:r:r.5lll:!{g6rrj,:r,,r:,i lil

52,:2s 5l,rsa :,55,t158

5c,23A 55.944,:

+?A +l-7

5 t.'i25 513A8 ril55tl56it:tr. l:55358llirrr:li:lr:li:::llll]l:.:]::l:::

c) lrq C: UtrO 5s,Hsa 59, I sA 58.AsA 58,A52
52,8=A 5t{,688 i':

:.:,,5t:w.)::
:::51 &788 :rrr,,r,l::t','::':: l]:ir::l:rl:r:rr:rr:tig:liigiT8g..]ii.ri:t.:r:::

5 t25 s2)AA 51,55A 56,taz 5s,358 5s,lsa
5 l'25 52398 :]:.rr:,:]i::ir.:i:55!gAi.r:i]]rl]:ri::]:i]:::r:.: :$:

S lZA 52,775 5q,qaa s7:,aa 55,rs0 55,q5A
E 77\ gz,s75 ::5{:558:::rr EYil6SA:l:r:.:ri..l,:li:trr:r::rrr;: 56:78g::li:.rr::i'.::.:i::::i: \taa

s?',275 53,1AA 5s,8sa 59,754 58,5AA 58.50A

,d.#,*,
lfr :Hi'''ft{;'
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Adds a siqht Lrith collimated LED for increased

Holographic pfo iected .eticle enables faster

Stabilizes the ueapon and reduces recoil climb.

lncreases faee aim accuracq and overall ueapon precision.

Redirects gases from the muzzle to counter recoil and climb

The suppressor attachment enables the pistol ti: fire iilen

Increases magazine capacitg to carrg & fire more rounds

Deals more damaqe to enemies and increases lethalitLt at

Deals considerabh.j moae damaqe versus armor than standard issue

lncreases lonq distance precision and r

the distribution of Lreiqht to improve control uhen

lmprove tueapon consistentrU, making it easier to cont.ol.

Absorbs and dampens rearuard motion to redutre recoil climb.

lmproves accuracq bU fine-tuning the ueapon barrel and chamber.

Bptics High Pouer
5cope

Enables 8x magnification uJhen aim,ng doun
siqhts.

+J 5?A,8AZ 5?55AA

Magazine
Extended Mag

lncreases magazine capacitU to carau and
fire more rounds. 5 r 5,660

Magazine fapacitg: ta

Arino

Armor
Piercirq

Deals consrderablg more damage versus
armor than standafd issue.

+l fi,8?,a 59,9AA

Match Grade
Ammo lncreases Iong distance precision and range +2 I Sla.lza s1l?aa

krternd

Weight
Balance

Adjusts the distribution of uieight to
improve control uJhen aiminq. 11. +l 5B.2AA ,6.68A

Match Grade
T.iqael-

lmproves r.ueapon consistencg, makinq it
easier to control +2 56.25A 57sAA

Tuned Recoil
Buffer

Absorbs and dampens rearuard, rnotion,rto
aeduce recoil climb. !2 5b.5UU 58:Z5A

Adds a sight uith collimated LED
for increased aiminq precision.

Stabilizes the ueapon and reduces
recoil climb.

lncreases free aim accuracg and

carrq and fire more rounds

Fires needles, reducing sp.ead and

Fires a massive p.ojectile: No

lmproves accuracU over sustained

Adjusts the distribution of ueight

it easier to control.

Absorbs aRd dampens rearuard
motion to reduce recoil climb.

lmproves accuracg bg frne-tuning
the ueapon barrel and chamber.

55.448

Magazine

56,12a

5,11,!-taE

5l.rsa

5l.rs8

5t',azz

5q.?aa

ss,rsa



52,944 st?aa 57,75A 58,9sA LZAA 56sa? 5?'saa
Er,8s8 55.58s 91A3aa 5r 1,948 59.6a8 59.:j84 i53858
55,8AA 58 tAA 5t5,5ZA 5t7,9AA 5 H,raa 5l38ZZ s5,8AZ

?,]sa E l,8.qA0

52.844 5s, r sa 5t,8aa 54.644 5 r,92s

52.9A8 5.{.244 57,1sA 58,954 51:,zao E6,gaa Ea388
5t.2AZ 57,2AA 55,98A 5e,.944

57.88A 5!ti85A

58,t8A 5t7.9AA 5lLI,HAA 5s,Baa
+34 +.18 +34 +f13

5?9A8 5rZaa 57.758 rgB'958 57;A8 56;5BE 57',g,ela

51,85A 55,52A sta:aa 5l r,98a 59,6A?, 59,?AA 51,854
ct o)tr 52.888 5s. l 58 i55;954,: Sq,8AAi 

'
5q:688 Et925

5 r.925 52,88?, 5s, I 5A 5s,9s8 5r,1aa 5|,,6AA 51,925

52,125 q-t -lqa 56:AA .,57,;:15-g 55,75€ 'i55;559 s2.3Zg

52,t25 53,5AA 55,rsa 57,45A s6,azz 55,1sA 5z,r2s
51, r 88 54544 54254 19,55U',i ,l:5?;558 r 5t'.c;EE $Jrrl80

Default

Puighq5e'to
I ,uEldLkrir,ri.

Purchase
Noisemaker to

unlock.

':Purihese EMP,
{haff.'to'uhliick.

lockpit
Sophisticated sensors track
assets and hostiles during
missions.

Unlock a radar shoun in the HLJD 5l ,zaz
Extend radar range and
shou facing directions. 532,150

fhadies Workshop
Upg.ade Charlie's Workshop
to gain access to custorn-built
DiototuDe ueaoons.

Unlock prototgp€,:SMG and
Shatgun'fot F*t chaie.,r :,'r,r,,,

567,500
rUnlo{kr Fi€totUBapiitotl,,
.ansaul !;irandr:Sltpef :tii{,leg

f0r'Purchaisei 'lr,rr'i,:r., :r:r':rr: :"' r'l'l

58?:AAg

Comnand and fontrol
Enhance data-gathering
capabilities to locate secondar!
objectives in the field.

Reveal Dead Drop locations in the
HUD. 55t.aaa Reveal Blacklist Laptops

and Hiqh Value Targets. s65.752

lnfirmarq Upgrade medicai facilitiEs to kedp..,.,.,,
Sam and Briggs performing at peak.

Fastef t€EgnErEifi ott.]iiiigp,i bf id
fBCP,i,iii.i.,..,r,i.,,,'.,.i.]:i,.:iriil::.ill::lil:li:i'::r'r,'itit-:.] :551;688 EYen, fasteiriegenei€tibn :in

sP:end':ICIOP.'i']i.,r:r'l':r.r:':i:. r.r':rli::li: 965,758

freiL: 0uarters
lmprove creu facilities to give 5am
and Briggs mo.e gear options uhen
startinc a mission.

Unlock a custom loadout slot for
5P and f00P 527,AAA

Unlock another custom
loadout slot for 5P and
t00P

532,tsA

Holding fell
Improve Kobin's accommodations
and he uill pass alonq sources for
black market ueapons.

ga7ls88
Uritockr,Six:rriaiie' blaik
f 

'1qi, 

kEt,itileaporisiif oi.l':

tiijachii$i:;r',:':r r'.:r:r, i ,i ir'i'i:' rl r::l

:r'53?7,58

Cargo Bag
lmprove cargo facilities so
Ith Echelon can provide more
extensive equipment drops.

fustomize gea. in the field [except
in Perfectionist). 527,ZAA

Note: LIE Multiplier increases bg 58olo per upgrade. Multiplier begins at lO88.Zo/o

r"irq-iir
ilrr;lll
tlegs-'r,

:-4 ..-..4.4....4.:-:?:.... t-'.?r::.:../tt-a-.;i:fr=€..;i?t?..t;;!aat ?.,iq?a:tt
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Magazine

Adds a sight trith collimated LED for increased airning precision

Stabilizes the u:eaFon and redures recoil climb.

lncreases free aim accuaacu and overall

Redirects qases from the nuzzle to counter recbil and climb

The suppressor attachment enables the pistol to fire

Increases maqazine capacitu to carrq & fire more rounds

Deals more damaoe to enemies and increases lethalitu at

Deals considerablu more damaoe versus armor than standard issue.

hcreases lonq distance Frecision and r
Fires needles, reducinq spread and increasinq lethal ranqeFlechette

Fires a massive proiectilet No spread, increased damage.

lmproves accur-acU over sustained firing for tighter groups

the distribution of ueight to improve controliuhen

Match Erade Trigqer lmproves ureapon consistencg, making it easier to control

Absorbs and dampens .earuard motion tq reduce recoil clirib.

accuracLl br.j fine-tuninq the ueapon barrel and chamber

t

r

lr

ii

€.:
r': 

:'g t.# ;



EYES ONtY

5).tza s3,152 s2,t5A 5?,125 53.754 s2575 52,875 52.t82
5!,ss8 sr,28a 53252 q2 tr2q 55.AAA 5l.qsa 5l,8sB s3.28A

562s2 sl,98a 575aa 5s, I 5A s5,15A

9 I,525 5 r.rzs 5?'588 51.72s 5 r,925 5t,588
5),taa 51. I 58 52,t5A 52, r zs 53,152 52515 5?.815 52,y'a?

51, I 58 53.758 52.s75 5e.875

5s,2sa 5H,8AA

55.8sA qtr 2qc sr,988 55. I su 55,758 51?,t8a
I6 +22 +lz I5 +32 tz

52.275 52,188 575A8
53.lAZ 51. r 58 s?,t52 553AA 53,15A 5,515 52,87s 56,Asa

5L{,55a <4>AA s3,2='4 58,1{AA 55.A:A8 5l,Li5A 51,85A 58. r 8A

52.825 532A8

55,658 56.qA8

52,?1= 5?.taz 5 r,525 st.zaa 5l.Ll25 52504 st.725 51,925 5Ll,a5a s r,5aa

s2,1AA 5 i.525 5l'.742 5 l.rtzs 5?',5aa slt.7?l5 5 r,92s 5q,ass st,6aa
52,1=A 525A8 5 r,ssa 55.A5A 5t,]aa 5).AAA 5.8t5 523?2 5q,8sa El s25

52,858 52.52s 52,85A 5s.258 5 775 53. I 58 5a, l s8 5?.qaa 5s.85A 52,8a8
51.652 5:,lsa 52,62A 55,7s8 52,258 sr,oaa 52,152 53,A58 s65AA 52,\5A
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Shoot,tve'hehn€ts dff rthe,headsol bglmeFd ene.mies:ruFitg,d.rloud,,uea-pon',rlliihoul:,Mefk,:and
Execute.

Kill 28 enemies uith a loud ueapon rLLhile a human shield

Get.J I loi.td hdadshotgrrtjithSut usinq:Mat k and:,EXeCute

Eet tuo loud head shots in a rou uithout

Mark and Execute l5 enemies uJith loud

Kill t$o 6iefiie5,:inr a:t,aliill.:Eithr::e]6ldr1'lje30ol'i,ruihile arhimaii':thiEldr

In combat, kill l8 enemies usinq lethal HZH.

ln combat, kill three lethal H2H

Killthree utto'unt'']".Assitril-t

Agiir,R
Ac3ault

A*ti$::

AsE:*ii

A**ijl|r:l:
As.sii*t

Kill three enemies

Kill'thr€e

Kill three enemies

Kill:tuo hiistilEs

a

a

a

a

Grenade.

Mi'tdi

fam

Kill three enemies

Kill three enemies Tri-Rotor

Kill five enemies in a rou.r uith an alternate ueapon uithout
Kill human

Kill tuo Drone 0perators up their Drones

Kilf:fve

Mark and execute environmental e and kill tuo hostiles in a

Achieve I Assault Point uith a teammate

lrr,Eibiiitr:iii

Team and score I ooint on

Tean and icore I point on lr4rssile Base.

Team and score I point on Voron Station

Team up and score I point on Pakistani Embassg.

iT€liiii and. gcii.e':l

Team up and score I point on Eggptian Embassg.

Team and score I point on Haukins Seafort

Ba!:dei
Team up and score I point on Hacker's Den.

:|eam:'up '€nd:S<rjFe,:1.::Dointi'6n YtCht.

Team up and score I point on Ooium Farm.

l:,Poiht',on'FjihrMad<et
Team up and score I point on Diamond Mine
:Teerl'up..and:scor,e,i.l ..soii1t',on.Diitu,,Bomh

Achieve I Ghost point uith a teammate

Achieve. I Panther. boint.uiith, a' teamiitt€:
Dual Mark and Execute five hostiles uith a teammate.

t6,Lov€l?

r#]t:
1 !,r:' i i
15.\...f:;

Kill six,eridnies rlsiiis'irEhste du*l',Execiite.



Geat

.t-o-.*"trrs
sF{.rNir€rit,' cgLL','#G'i@*.

Gear

Edaa

Sear

Eear:

kat

E€ar

66aa

EBd

Eeia
'Ei€ai:.,

E*ii::l

Eear

Eear

Ed*
Eex
:sF.ieir:::

E*:1
g€r':

6egr

Gear

Sdir

Eerar

*". i.i

Geer

Gear

Eeet

Eea.r

6eal
Eear

Eear

Eet 25 kills r.uith the PXH Storm .15.

Eet 58 kills nLith

Eet 25 takedouns uith the Stun Gun.

Knork out l8 enemieE

Eet 25 kills uith the 5 7 llSE

Eet 25 kills nrith the F18.

Get 25 kills uith the LlE

Get 25 kills nLith the O58'Pistol,

Eet 25 kills uith anu black market

Eet 25.kills uLith the blackrinarket 75+5Pl

Get 50 kills uith an assault rifle
Eet 25 kills uLith the FAMAS AssaultrRifle

Get 25 kills tuith the t l5 Assault Rifle

Eet 25 kills uith the Asseult Rifie

Eet 25 kills uith the LiE Assault Rifle

6et 25 kills uith thdiblack inarkdt,AKl'17- Assault Rifle

Eet 25 kills rL:ith the black market AK5-7!U Assault Rifle.

25 kills uith theiblaEk market Edblin':AiE:ult iRifle.

Eet 58 kills uith anu SME

Get 25 kills nLith, thE MPTA l ,SMG

Get 25 kills uith the Vector .LlSAfP sl\/lG.

Gat 25 kills nLith thd UMPL,|5'5M6.

Eet 25 kills Luith the lE 5ME

Eet 25 kills urith thd,black ffiaaket:[itAt-'l] 5MG.

Eet 25 kills uith the black market PPZOAA SN/G.

Eet 25 killE uith th€r'PF5:l'?,5M8
Eet 58 kills uith
Eet 25'kills 0ith,:the i5R:€5 Rifle.

Eet 25 kills tLLith the Pro 5niper Rifle

6et 25r kills rurithi the, bJaski i,iiarket:'5vu isniFaa, Rifle

Eet 25 kills uith the black market V55 Sniper Rifle

Eet- I g i s6-nikill5i urith iiieirRi{le,

Get 58 kills

Eet 25 kills the LIE

Get 25 kills uith the black market SASG- l2

Eet tr.ro kills uithin tl seconds

Kill 20 enemies Grenades

Kill 28 enemies fam

ade one pistol.

ade the Prototuoe Pistol.

Fullg upgiade one.'alternate. Kieapon

Fullg upgrade one black market alternate u:eapon

Ede 6ne ilteinite

Fullg upqrade all black market ueapons

Fullg upgrade dll Frototgpe urelpons.

ade Tri-Rotor

te l3o/o of the Paladin

55o/o of the Paladin

nLithoiit dbtdctFid.

rifle

PXI Storm .15 Kills

Stun Gun Knockouts

Prototuoe Pistol Kills

Assault Rifle Kills

L{ l5 Kills

MAt-l I Kills

M l8 | t{ Kills

Get Z5rkills.uith,ithe

Fullg Upgrade Black Market
Pistol

Fullq Upgrade Alternate

Upgrade All Black Market

Gear Complete all Paladin

ades.



Ehost

6host
Ghast

Ehast
Et tu5t

Ehost

Ehost
Ehost

Shiist
Ehetst

.EhoEt

rEhast

Pa*ther
Panther
Pinthlr
P. anther

Panther

Panther
Paather
Paather
Panttier
Panther
Penther.

P,adtlrer:

Abduct and take doun five enemies from cover uLithout detected
Take doun I Z ehernies ueinc'nohlethalr'H2Flru.riihout,beinar'detected,

I Z enemies uithout beinq detected
Take dsln,ive eneinieg.,that,,are a:rdi$tuibane€',rinijetdetiid.
Shoot out 38 liqhts rlith a silenced ueapon undetected.
Put five quard. docis,.to

disable five securi tems uith EMP undetected
Iake,douin ive,hiiatilbi,iri e,iddil nitntethilrlilzH ididt'ecteil,

Knock out three enemies uith a Eas

-sh6ck:thr,iid endmi€g,,u,tlth e,Re,b6lt.

Abduct and take doun three enemies in a rou from cover uithout detected
Shciirt'oLit.five ri;ith .a'silenqdd ui6apetl,rundetetted.

Perform five successful Execute actions in motion and avoid detection.
Peifor:m l0 lethit:hant.torha*C,actioni urithOut beinardetecteO,
Perform five lethal hand-to-hand actions in a rou uithout beino detected.
Take out thr.ee hand:toihandiacfionS urithout,beina,d€teeted;
Perfo.m a Death From Above action on tulo Heavg Infantrg, rLrhile successfullg avoiding
detection.

Pull three enemies in a rou from a uhiia det€ctiori
Perform a successful Death From Above, then execute one or more enemies

Perform tuo fr'cm'a
Perform five Death From Above kills from a

Execute tlro', dniiiiEli' Miikedr"rijth,ithe,Tr,ii,Riitrt.

Kill five enemies stunned bu a

Kill frvd,'ei:idiiiieE:'rg5ilSii iiiith
Use StickU fam to Mark three hostiles before them all in motion.

Make..n0ii;E,tadigtiaCt':ajl.endmu,then a..DFA.on.th5t

KiII l8 enemies u.:ith the Merc drone abilitq in Spies Vs. Mercs.
.l(ilt, qrith"hand:tq:hand iuhile cloaked:jn:rsnjds Vi; rMeici,

I0 enernies uith the intel suit.

Win'five rnatehes,inr,TsEim,Deathnatch.

Win five matches in SvM Blacklist

Win'rfr*e mitthds in:Exti,aiticiir.
Win five matches in Uplink Control.

id:tdiminalgjn:5vM
Extract u:ith the intel I I times in Extraction as a Merc.
ReEet therrintelir:l :8r{mes,iin,EitiaLtion,ts:,i

I I transmitters in upilnk fontrol
rEaan, eAitBDtur:,e.a5sistg,:ih V.s..Meics
Refiil ammo and qadqet for or teammates Z0 times

?8 eneiniei,Using'thei intel,devicerifi'iEFidsr rvs: :Meiat:

Kill 20 enemies uLrth a lonoshot bonus
Kill 20, enemiesr urith,headChOts, the
Kill 20 enemies from a the
K|II IA 5Di€E,ag :a Meic:,inr 5vM:,Blackliit.
Kill l0 intel carriers in Extraction
Affect tuio oi:.rndie:eneraies.uLith,a fiV€ tiiid4:
Affect tuo or more enemies uith a Stun Erenade five times

Affect'tr.uo' or.mor:e renernies riLith.an,,EMP.,cirerlade,iite:time!,

Earn a kill streak reuard five times in Vs. Mercs.

P

Vs, MeFaE:

Vs. MeiriS

Spies VE. Merts

'ies Vs- Met EE

VS:.Meris
Vs: Mtsiis

5pies Vs- Mdrcs
Sries V!. Meiis

Vs: Meris
Vs. Me.qs
Vs: Mercs
Vs. MercE

Vs. Mercs

':ii.i*-i: .it
',h. *jl



g;FLrNT€tit..CELL
:i*GGi-l*E**F3

::

fomplete Mission l: Safehouse on ang difflcultg

tonplqte., Misslon a; llsurgqnt: Sl1Qnghgtd,r9n: eag

fomplete Mission f: American fonsumption on ang
diffrcultq.

EonFlete :Mission:,q Private'Esf,ete: qn,,aqgrrdi{:frCutlqt

fomplete Mission 5. Abandoned Mill on ang difflcultg

:qample.ierrMigsionlS: SpEeia|,MiiBions,.HqrrQn,an!

fomplete Mission 7: Transit Yards on anq difflcultg

tqrnpl€te,MiEFion,:8:iiDet€i-aitibij lrFaicilitt ron,,An g 
r:.r:

dif{aultg.

Survive the attack on Paladin

qandild,Mis5ignrg:rrLNE Teiminelrbnrang,differltu.

Complete the single plager campaign.

&rrlP!-ete, €veru,,single rpFgei miEiisn .on,Reali5tic
difflcultq.

fomplete everq sinqle plaqer mission on Perfec-
tionist diffrcultg.

fapture all High-Value Tgrgets

follect all Dead Drop flash drives

Hacked all Blacklist Laptops

Purchase everg upgrade for one gun.

upgrade qour headquarters.

Master Ehost plagstqle on 7 missions.

Master Panther plagstgle on 7 missions.

Master Assault plagstgle on 7 missionsTactical 5tgle. Assault Mastered Assault plagstgle



Hid five bodies in containers

Completed the Single Plager
Campaign uithout killing angone
as Sam Fisher

Stealthilg took dou.n an enemg
u.rho had been lured bg sound

Tri-Rotor Functionalitg Used the Tri-Rotor to diEable a

Enhanced Lethalitq
!emonstrated Mastered Mark & Execute

Stole the shield from a Shielded

Saved the hostages in the
Transit Yards

Mission Footprint Zero

fompleted.a lth Echelon
Mission uith a teammate

fompleted all of Andri! Kobin's
!th Echelon Missions

lnfrltration 0perator

Extraction 0perator

fompieted all of lsaac Briggs 's
Ith Echelon Missions

Elite Killing Team
Dual Executed a helmeted

Wsn the co-op inte.rilgatioo in

Logged into ShadouNet for the
first time

Of,ficer of:the,Dag

Seven Dag Dutg Shift fompleted a Spies vs Mercs

Assisted teamrnates+n I A s,piis
vs Mercs obiectives

Won a match in everg Spies vs

Unlocked a custom loadout slot

Hacked a terminal in a spies vs
Mercs SvM Blacklist or SvM
Classic match

Carried home the intel in a 5pies
vs Mercs Extraction match

faptured a control point in a
Spies vs Mercs Uplink fontrol
match

Hide.five.bodiei ifl cor'rtaiiier.i

fomplete the 5ingle Plager Campaign uithout killing
anlone as Sam Fisher

,Ugerthe l:Attadct:l,cqrlmand'tb..,tufe an: eneilq..ot:er
:tq.gqtir,cejvga and tika, them dourn tuhile.ri€miining
Lndeteitedr r.rii. '.,..i.ir'i 'ir 'rri

Disable a securitg device using the Tri-Rotor

Ui€' Maik,&:Elecute rto .take. diiutn,,6 :enemies,'in
Undearrl.A. S6aon{g:. ,;:.' .r r;.:1 1:';

Neutralize a shielded Heavg lnfantrg and pick up his
shield after he drops it.

Save the'ho9tages duiinq':Mrisionr,T:"T.dns,it Yar:ds;

fomplete a single plager mission uithout being
detected

Eorlplete. a'Eo:ripr,,miSsibniiurith',4:rtiammate

fomplete all lth Echelon Missions from Andriq Kobin

Cqriplete all'!1th:Elhelsrj'Midijon6.:frq$iiAnnd:E{:ims:
d6ttii.,,,:,....,:.r:::,r:,rr,,,.r,,::r,..,r,:,.:r:],:

Complete all Llth Echelon Missions from fharlie fole

COnplete,all !,ltli Echelon,Migsionc,fio_m, liabc nrilst
uJith'a'teefftmat€.'... .' . r..' :r'"

fErry homq'the intel rin rar,Spieg,,ttr Miics:€lti.actisn
match' -:l ' rirr:.r:rir' :' Iirii i"

Capture a control point in a Spies vs Mercs lJplink
fontrol match.

Dual Execute uith a teamnate to take doun a
helmeted

Wir-ir:the 'ar',.-sp inter:rn ga.tioh'ih flier:Abe,ndo[ed :f ifu ,

Access ShadouNet for the latest neus &

f onplite ar Bailg,Challerrgd

fomplete a Spies vs Mercs Weeklg Challenge.

Eet l 2 objective Essisiirin,Spiei::vg,Meics

Win a match in each Spies vs Mercs game mode.

Unlock'a Multiplager Mer.c's,:Light ;Machin€ :fiun:

Unlock a custom loadout slot for either a 5pg or
Merc.

Achiqve'.[evei ] 
1.8 rin Spiei,vsrMei:i;.:.,..:'., .:: 

: :' 
:. :" :: :.

Hack a terminal in a Spies vs Mercs SvM Blacklist or
5vM Classrc match.

tffiF'i
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lncludes Full Access
to the Splinter Cell
Blacklist eGuide
Sl Detailed lnteractive Maps
Sl Advanced Co-op Strategies
$ Tactical Multi-Player Videos
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