Mode

Tlﬂ:n Avallable

Description

Teamn Territory

Blind Siege

Dormination

Hamburger Hill

Siege

One team defends a random zone, The other team inserts at a random
zone and must take the defending zone, Mo respawns; players are on
two teams,

Teams must capture each of five zones, and they score points for each
zone they control, The team with the most points when time is up wins,
Flayers getinfinite respawns and are on two teams,

Get to the central Zone and remain in it while keeping the enemy team
out to score points, The team with the most points when time is up wins,
Infinite respawns; players are on two teams,

One team attempts to capture the other team's base, Whichever team

eliminates the other, or owns the base when time is up, wins, Mo ne-
spawns; players are on two teams,

Teamn Objective

Capture the Flag

Recovery

Search and
Rescue

Each team attempts to retrieve a flag from the opposite base and retum
it to its own, Apoint is awarded for each capture, The first team to 10
wins, Infinite respawns; players are on two teams,

Teams must retrieve a simgle flag from a central zone and return it to
their base, A point is awarded for each capture, The first team o 10 wins,
Infinite respawns; players are on two teams,

Teams must escort three unamed officers back to their base, Teams
score persecond for each officer held, The team with the most points
when time is up wins. Infinite respawns; players are on two teams,

I Tearn Battle

Battle

Divide and
Conguer

Teams must capture each of five Zones, and they score points for each
zone they control, The first team to 1,500 points wins, Infinite respawns;
players are on two teams,

Teams must capture each of five zones, and they score points foreach
zone they control, Al soldiers are given &s reinforcements as Tones
are captured, The first team to hold all five zones at once wins, Infinite
respawns; players are on two teams,

Tearn Mission

Mission

The Ghest team must place demo charges in three of the five enermy
zones, then reach the extraction area, The enemy team must work with
its Al support to stop the Ghosts, Five individual respawns are allowed;
players are on two teams.

Solo Elimination

Bournity Hunter

Last Man
Standing

Seek and
Destroy

Flayers receive incrementally higher points for consecutive tarpet kills,
Killing others resets points per kill, The player with the most points when
time is up wins, Infinite respawns; each player is on his or her own,

The player with the most kills when time is up or when only one player is
left alive wins, Mo respawns; each player is on his or her own,

Score by eliminating and becoming the target, or by eliminating players
as they becomne the target, The player with the most points when time is
Up wins, Infinite respawns; each player is on his or her own,




Types Avallable

Description

Sharpshooter

The player with the most kills wins the round. Infinite respawns; each
playeris on his or her own,

Thief

The player with the highest score becomes the thief, Score two paints for
Killing the thief and one for other kills, The first player to 15 points wins,
Infinite respawns; each playeris on his or her own,

Solo Territony

Dormination

Hamburger Hill

Players work to capture five target zones, and they score points for each
zone they control, The player with the most points when time is up wins
the round, Infinite respawns; each player is on his orher own,

Asingle, central zone is the target, and a player must remain in it to gain
points, The first player to 150 points wins, Infinite respawns; each player
iz on his or her own,

Solo Objective

Ezcort

Flag Camy

Players gain points for escorting an armed officer, The first player to 50
points wins, Infinite respawns; each player is on his or her own,

Pick up the flag for points, The flag drops when you are killed, The one
with the most points when time is up wins, Infinite respawns; each
playeris on his or her own,




* Claymore mines are great for ambushing the enemy. Set
them around corners or near cover. Remember that they
explode out in the direction you are facing when you place
them and can kill enemies several meters away.

Communicate with your team during the setup phase of the
mission. Ensure that you have a variety of soldier classes.
Ateam of all marksmen will have a tough time if the enemy
gets in close. While riflemen are the most versatile, itis a
good idea to have atleast one of each of the other classes
as well.

Always seek the high ground. Many of the maps have hills
or buildings where you can access the roof or upper story.
When possible, use these elevated positions to fire down on
your opponents.

Take the time to move from one piece of coverto the next
while teammates provide cover. Never stray too far out of
your teammates’ line of sight—if they can't see you, they
can't support you.

Defenders should aveid camping on their main objective, as
organized assaults from multiple directions are difficult to
survive. It's better to spread out and intercept attackers en
route to the objective, where they're less prepared to face
resistance.

* When on a team, be careful not to bunch up. Notonly are
you easier to detect as a group, but a well-placed grenade
could take out several of you at once.

* Use the tactical map to coordinate your teams’ actions.

* When firing at medium to long range, either use semi-auto-
matic or burst fire mode. If your weapon has only full auto,
keep your fire down to short bursts.

* Determine the enemy's main routes of advance during
Defend missions and set up ambushes at right angles to
their advance to catch them in ambushes from the flanks.

Though you can move inte cover as in the single-player
campaign, stay behind objects that will block the enemy's
fire.

For solo missions, Rifleman class is best since it allows you
to deal with a variety of circumstances.

Look for choke points—narrow areas on a map that limit
movement—and set or watch for ambushes in such areas.

* Grenades work great in enclosed areas where walls and
other objects will keep them near your target.
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WARFIENTER

This flooded city features debris and deluged cars throughout the streets, offering cover for both sides. Buildings in the center of town
all have balconies and high stone walls, making long-range engagements and close-quarter fights both viable choices. This map can be
played on both day and night lighting settings and is suitable for 8—12 players.
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A small urban town positioned around a bridge running through the middle of the city is the setting. Multiple alleyways and paths allow for a
tactical choice of moving in from above or below the enemy. Lighting can be set at day or sunset, and the map is suitable for 812 players.






