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Wind Power Station 7 sits as  
a mute reminder of the EAP’s  
late 25th-century attempt at  
re-nationalization.
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Zanzibar is a very versatile map which is best used for 
object-based team games. How enjoyable it is depends on 
the exact game variant and the number of participants, but 
it offers a lot of space for highly strategic encounters.

There is a raised metal ramp between the Control Tower 
and the fan. Shoot at the mounting to lower the ramp 
(Fig. 1). Inside the building you’ll find a switch (Fig. 2) on 
the upper level that opens the gate downstairs (Fig. 3). You 
can destroy the windowpanes on the second floor. 

You can’t turn the two turrets on the canopy to face 
the inside, so their effectiveness is often limited to the 
initial stage of a successful assault. You can definitely 
welcome attackers with them, but you should leave them 
immediately once there are no available targets – go make 
yourself useful elsewhere!

]  Under the center of the fan you’ll find an Energy Sword 
waiting for you. Use the holes in the fan construction (Fig. 4) 
to drop down and grab it. 

]  Attackers in vehicles can launch a concentrated and 
extremely fast attack here. If you want to prevent this, you 
should find more suitable weapons as soon as possible 
– especially the Rocket Launcher, which is invaluable. (The 
vehicles close to the building will only be there in neutral 
game types.)

]  Controlling the central sniper perch “Camp Froman” is an 
excellent strategy for both offense and defense – you have a 
vantage point that allows you to view almost the entire map. 
It’s especially effective when offensive teams come pouring 
over the wall... and right into your crosshairs!

]  When attackers are on their way back to their base 
with a flag they will only have the choice to go through the 
archway, the ramp above it or the steps to the right. The 
opening in the wall close to the sniper post can’t be reached 
from down there – unless, that is, you park a Warthog under 
it and use it as a stepladder to get up.

]  Experiment with Custom Variants and add the Wraith, 
turrets and other vehicles to spice things up.

Tips:
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Recommended Number of Players: 

Recommended Game Variants:

Vehicles: 

Territories: 

8-10

1 Flag CTF, Assault, Territories

Ghost, 2 x Warthog

1. Control Tower, 2. Camp Froman, 3. Base,  
4. Sea Wall, 5. Gate
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