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Thank you for purchasing Prima’s Official Game Guide to Command &
Conquer 3 Tiberium Wars™. No effort has been spared in filling this book
with advanced tactics and combat strategies known only to the most
seasoned of Commanders. UJhether you're a casual real-time strategy
player looking to improve your game or a decorated Command & Conquer
veteran, this guide reveals everything you need to crush your enemies on

the field of battle.
neling
I 1 1

The Command & Conquer series is a truly epic saga of real-time
strategy (RTS) warfare. It has generated an elite fan base of dedicated
Commanders during its 12-year reign as one of the top RTS franchises of
all time. While Tiberium Wars certainly raises the bar on the memorable
history of the series, true fans pay tribute to the many innovative install-
ments that came before it.

uctio
kaﬂl ),
||
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Command & Conquer'M-August 1995 (Westwood Studios/Virgin Interactive)

Command & Conquer The Covert Operations™-April 1996 (Westwood Studios/
Virgin Interactive)

Command & Conquer Red Alerf’™M-0ctober 1996 (Westwood Studios)

Command & Conquer Red Alert Counterstrike™-March 18997 (Westwood Studios)
Command & Conguer Red Alert The Aftermath™-September 1997 (Westwood Studios)
Command & Conquer Sole Survivar™-November 1997 (Westwood Studios)
Command & Conquer Tiberian Sun™-August 1998 (Westwood Studios)

Command & Conquer Tiberian S5un Firestorm™-March 2000 (Westwood Studios)
Command & Conguer Red Alert Z™-0ctober 2000 (Westwood Studios/Electronic Arts)
Command & Conguer Yuri's Revenge™-0ctober 2001 (Westwood Studios/EA Games)
Command & Conquer Renegade™-February 2002 (Westwood Studios/ER Games)
Command & Conguer Generals™-February 2003 (EA Pacific/EA Games)

Command & Congquer Generals Zero Hour™-September 2003 (Dreamworks
Games/ER Games)

Command & Conqguer 3 Tiberium Wars™-March 2007 (EA LA/EA Games)

Story Arcs

With such a rich history—all those titles spanning so many years—it's easy to
become lost in Command & Conquers complex, branching storyline. To date,
every title in the franchise falls into one of three major story arcs:

Tiberian Series
[ Series Installments]

N
® Command & Conguer
& The Covert Operations [espansion)
® Command & Conguer Sale Survivor
o Command & Conguer Tiberian Sun
8 firestorm [expansion)
& Command & Conguer Renegade
[ J
N command & Conguer 3 Tiberium Wars /

The granddaddy of them all, the original
Command & Conquer, was released
worldwide for the PC on August 3lst,
1995. Developed by UWestwood Studios
(which was later purchased by Electronic
Arts in 2003), Command & Conguer intro-
duced the two major factions of the Tibe-
rian universe: the militant Global Defense
Initiative (GDI) and the clandestine Broth-
erhood of Nod, a group of dangerous
fanatics led by a shadowy, charismatic
figure named Kane.

primagames.com

The focal point of the Tiberian series
is a8 substance called Tiberium—an
exotic material that draws minerals
from the soil, forming them into crystal-
line deposits on the planet’s surface.
Though extremely hazardous, Tiberium
crystals can be easily harvested and
processed into a variety of useful mate-
rials. GDI strives to contain Tiberium
and reduce the damage it causes to the
environment, while Nod embraces the
substance and seeks a way to convert
the entire planet to a Tiberium-based
ecosystem. Though GDI was formed

to combat Nod, the Brotherhood excels
at manipulating the media, making it
tough for the planet’s populace to tell
which faction has their best interests
at heart.

Being the first series in the Cormmand
& Conquer franchise, the Tiberian story
arc is most beloved by Command &
Conguer fans. lts triumphant return is
finally realized with the game you're
now playing, Command & Conquer 3
Tiberium Wars.

Red Alert Series
[ Series Installments]

;/

s Command & Conguer Red Alert
& Counterstrilie [expansion)
® The Aftermath [expansion)

s Command & Conquer Red Alert 2
8 Yuri’s Revenge

Command & Conquer Red Alert uias
designed to explore the fictional
historical events that led up to the

first Tiberian war fought in the original
Command & Conguer. In its complex
plot, Albert Einstein develops a method
of time travel in the form of a chrono-
sphere, which he uses to remove Hitler
from power before his Nazi regime can
instigate World War Il. Einstein’s plan
backfires, however; though the Nazis
never rise to power, a second World
War does indeed occur in 1939—but it
is led by Joseph Stalin and his Soviet
invasion of Europe. This is where the
Red Alert series begins, and instead of
GDI and Nod taking center stage, the
two warring factions in the Red Alert
universe are the ARllies and the Soviets.

The plot of Red Alert 2 consists of a
Soviet invasion of the United States in
1973, led by Soviet Premier Romanov,
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who uses mind control technology

to dismantle the U.S. military and
deactivate America’s nuclear arsenal.
In the Yuri’s Revenge expansion, the
player must travel back in time to stop
Romanov’'s advisor, a tyrant named
Yuri, from using his psychic dominator
technology to conquer the world.
Unlike its predecessor, Red Alert 2 has
no connectivity with the Tiberian time-
line, and it is this second entry into the
Red Alert series that truly establishes
an independent story arc.

A primary difference between the
Red Alert and Tiberian series lies in the
type of resources that are collected to
finance each army. Because Tiberium
has not yet appeared on Earth, factions
in the Red Alert universe harvest a
nontoxic substance called Ore to
finance their armies instead. Other,
more valuable resources exist in the
form of Gems, but these do not regen-
erate over time like Ore and Tiberium.

Generals Series
[ Series Installments]

| ® Ccommand & Conquer Generals
® Zero Hour [exspansion)

By far the youngest and most unique
series in the Command & Conquer
universe, Generals has absolutely

no connectivity to either the Tiberian
or Red Alert series plotlines. It was
developed entirely by EA Pacific in
2003, shortly after the purchase and
absorption of Westwood Studios into
ER. Unlike all previous Command &
Conquer titles, Generals featured a
completely 3D graphics engine, along
with a very different user interface.
The Command & Conquer franchise's
trademark full-motion video cutscenes
were also absent from Generals

until the Zero Hour expansion, which
featured FMV sequences in the form of
news broadcasts shown before each
campaign mission.

Generals was the first Command
& Conquer title to introduce three
balanced factions for the player to
utilize: USA, China, and the Global
Liberation Army (GLA). USA and
China are the world’s two rival super-
powers, with GLA being a poorly
funded but well-organized terrorist

group that strikes at their enemies with ingenious guerilla tactics. Another inno-
vation presented in Generals is the ability for players—acting as their faction’s
Generals—to gain experience along with their units. Gaining experience in this
fashion grants access to unique and powerful support abilities.

The Zero Hour expansion adds depth to the Generals series by providing a
choice of three different Generals for each faction. Each faction’s Generals have
unigue strengths and abilities, allowing players to customize their army based on
their own style of play.

@ tiosTioluSelihi< ioolio®

The information in this guide is categorized into five major sections, each one
brimming with hardcore Command & Conquer know-howJ:

Introduction

You're reading it now! This portion of the
guide will help you get your bearings in
Command & Conquer 3. Topics include main
menu features, an in-depth control scheme
analysis, and a thorough exploration of the
user interface (Ul).

factions

This large section of the guide provides
in-depth looks at the game’s three major
factions, revealing hard statistical data on
the individual units and structures that make
up each one. The section opens with general
information on the three basic types of units
you'll be commanding on the battlefield—
infantry, vehicles, and aircraft—divulging
their unigue strengths, weaknesses, and
assorted quirks. It concludes with info on the neutral structures and objects that
appear on many battlefields, such as bridges, civilian buildings, and supply crates.
This is the densest area of the book, where a host of vital information can be found.

Campaign Wallithroughs

This is the largest portion of the guide.
Here you'll find labeled maps and step-by-
step walkthroughs for all 38 single-player
campaign missions available for GDI, Nod,
and Scrin. We've endeavored to provide the
most effective strategies for each mission,
with the singular goal of helping you
complete all primary and bonus objectives
in the easiest way possible. Command &
Conguer 3 presents you with plenty of options, especially in each faction’s later
missions, and your particular style of command may differ from ours. If that's the
case, feel free to employ your own tactics, treating our walkthrough as a valuable
resource should you ever become stuck or lost.
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You must complete the
GDI and Nod campaigns

Our campaign walkthrough is written based on

the Normal difficulty setting. You may notice
subtle differences while playing through on
tasy or Hard, but nothing that will affect the
manner in which each mission unfolds.

in order to unlock the
scrin’s.

siilewalawiMiaaliaalooaliia

Multiplayer

Multiplayer Command & Conquer is back,
and it's huge! With three full-fledged
factions, over 20 maps to choose from, and
3 dedicated ranking system, you'll need all
the help you can get to keep up with stiff
online competition. Fortunately, this section
of the guide reveals basic and advanced
multiplayer strategies, including some truly
nasty faction-specific tactics, many of which come straight from the pros at ER.
We also detail every multiplayer map, providing tips to help you dominate each
battlefield and decimate your rivals in the process. If you're looking for a leg-up in
the multiplayer department, look no further.

Flip to the last few pages of the book to find
quick-reference tables that reveal only the S
most crucial unit and structure stats from St B
the Factions portion of this guide. These

tables are perfect ways to see how each

faction's units stack up against each other;
check out the Factions chapter for extensive =
unit and structure info.

e ————

—m—__!

You've got options, Commander—Iots T 3
» [=1: |I'-.-'H-.-h\.|!-JI| |

[} Hlnﬂ'.l-nlrll

Menu choices before delving into the
more advanced stuff.

Tutorlal: Enjoy a brief seminar that
teaches you the nuts and bolts of
Command & Conqguer gameplay.

Campalgn: Play through the single-player
campaigns. Beat the GDI and Nod
campaigns to unlock the Scrin’s. (See
the Campaign portions of this guide for
complete mission walkthroughs.)

Skimnlish: Set up a skirmish match with computer-controlled opponents. (See the
Multiplayer portion of this guide for details.)

of them. Let’s briefly go over your Main ‘J

|l
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Multiplayer: Test your skills in skirmish
matches against networked friends or
other online players from around the
world. (See the Multiplayer portion of
this guide for details.)

Proflles: Create and manage player
profiles, view an assortment of
profile stats, or review all of the
Intel Database entries and FMV
Transmission Logs you've unlocked
through Campaign mode.

Optlons: Review and edit a host of
control, audio, and graphical options
to achieve the best gameplay
experience, or watch the Command &
Conquer 3 staff credits.

Quit: Exit Command & Conquer 3 and
get some sleep!

No matter how much you know about
your faction’s units and structures, or
how many brutal multiplayer tactics
you've studied, you'll get trounced

on the battlefield if you're unable to
conduct business with speed and
confidence. A Commander’s ability to
issue precise orders without hesita-
tion is perhaps the single most impor-
tant element in determining his or her
success—the longer it takes you to
manipulate your forces and react to
your rival's moves, the easier a target
you become. Things happen fast out
on the field, and learning to master the
control scheme is the first step toward
victory.

Ulewpnlnt Controls

P

Let's start with the basics: control-
ling your view of the battlefield. Roll
your mouse wheel up and down to
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zoom your view in and out. Click and
hold the mouse wheel, then move the
mouse to rotate your view of the battle-
field—this can help you spot objects
obscured behind structures and the
like. Press (5] to reset the camera to
the default viewpoint.

| —

Panning your view of the battlefield
is important; this skill often separates
the rookies from the pros. One way
is to simply move your mouse cursor
to the edge of the screen, but this is
not preferred; it's slow and takes your
cursor away from the center-screen
action. You could also use the arrow
keys on your keyboard, but this need-
lessly occupies your keyboard hand,
making it tougher to access other
important controls. The preferred
method is to click and hold the right
mouse button, then move the mouse;
the camera pans about accordingly.

Panning the camera is great most of
the time, but when conducting busi-
ness across the battlefield, there are

much faster ways to move your view. For
starters, clicking any spot on your radar
instantly snaps your view to that location
' on the map. If something occurs that's
important enough to merit a vocal alert,
pressing instantly moves your
viewpoint to the relevant location. If you
want to return your attention to your base,
.| simply press (H] to instantly center your
view on your primary Construction Yard.

Assigning viewpoint bookmarks is
3 great way to keep tabs on important
regions of a3 map, such as your outposts or any neutral tech structures you've
captured. Press (ControllHJ), (K], (L), or (] to bookmark your current view to that key.
Now you can instantly return your view to that area of the battlefield by pressing
the same key again at any time in the future.

Selecting and Grouping Units

Controlling your forces with speed and
accuracy is just as important as manipu-
lating your viewpoint. Let's begin with
basic unit selection: click on any unit to
select it. The unit's health bar and veter-
ancy rank then appear onscreen above
the unit, and the Unit Info panel pops

up in the lower-left corner of the screen.
(See the following “User Interface”
section for details on these items.)

L —

Double-click a unit to quickly select
all units of the same type within your
current view. Or simply click and hold the left mouse button, then drag your
mouse to draw a selection box around your units, selecting a large group of mixed
units all at once.

L1

Y

It's wise to assign your units to groups.
Doing so helps you quickly select the
appropriate types of units during the heat
of battle, enabling you to coordinate your
attacks with speed and efficiency. Once you've selected a group of units, press
(Control}+(0] through (9] to assign those units to a8 group. Now you can guickly call
up that same group of units again at any time by pressing the appropriate number
key. Press the key twice in rapid succession to instantly center your view on
the group, or press and a number key to shift your view to the corresponding
group without actually selecting the units.

s
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Moving Units

Moving your units about the battlefield
with speed, confidence, and grace is
another vital skill for all Commanders to
master. Begin with the basics: right-click
on any portion of the terrain and your
selected forces will immediately head to
the targeted destination. If you want your
troops to follow a certain route—to circum-
vent hostile base defenses, for example—
assign waypoints by holding as you
right-click. A line appears on the map, illus-
trating the route the units will follow.

C_Iilﬂ&l TR
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Your forces begin to move the moment you set down the first waypoint. If
youwd rather plot out the entire route hefore they head out, hold down (C
instead of (Ait) to enter Planning maode, then right-click as normal. Use

again to execute the planned path.

Reverse Move is another important
command to become familiar with. Press
(D) and then right-click anywhere on
the battlefield to make your selected unit(s) move there in reverse. This is espe-
cially important when retreating damaged

You can also assign your units to
patrol cycles. This is a good way
to defend an important site or large
perimeter. Simply press and hold
or (ControlHZ] to enter Waypoint or Plan-
ning mode, then create a route in the
form of a closed geometric shape, such
as a triangle or square. Your units will
then indefinitely follow the patrol route
you've set.

|1 —

vehicles from combat, as all armored
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units suffer an additional 50 percent
damage when attacked from behind.

The Formation Preview command
allows you to line up your units in a
uniform formation. Select your units,
then right-click on any portion of the
battlefield—but don't release the right
mouse button. Instead, click and
hold the left mouse button, holding
down both buttons to enter Formation
Preview mode. A “ghost” image of
your selected vehicles appears; drag
your mouse about to alter the forma-
tion, along with the direction in which
the vehicles face. Release both mouse
buttons to accept your decision; the
units will move to form up.

Once you've mastered the fine arts of
viewpoint manipulation, unit selection,
and unit grouping, conducting battle
becomes a simple matter. In Aggres-
sive Stance, your forces will automati-
cally attack any hostile force or struc-
ture within their line of sight, and your
units are quite good at picking out ideal
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candidates for their particular brand
of weaponry. By default, your units
will acquire hostile defensive struc-
tures with attack capability, such as
Guardian Cannons. However, it's often
beneficial to designate specific targets
for your units and concentrate their

fire on appropriate enemies to quickly
destroy each threat in turn. To attack a
specific target, select your forces, then
right-click on any hostile unit or struc-
ture to issue the attack order.

oo,

The RAttack Move command
causes your troops to stop and fire
on any hostiles they encounter en
route to the designated location.
This can be helpful when assaulting
a rival’'s base or outpost, preventing
your units from venturing too far into
the base until they've dealt with
perimeter defenses. Press before
right-clicking to issue an RAttack
Move order. You can also press (F] for
Assault Move; this orders your units
to fire on hostile structures as well
as units.

On the other hand, if you want
your units to quickly breach a base’s
perimeter or move to a certain desti-
nation, just right-click to issue a
standard move order. Your forces will
move directly toward the designated
spot, firing on nearby threats as
they go.

The Force RAttack command is useful in
3 variety of situations as well. Press and
hold and then right-click to order
your forces to Force Attack a specific
object, be it friend, foe, or neutral. Force
RAttack can help you destroy neutral

. structures that your enemies are moving
" to capture or garrison, including husks of
fallen walker units.

Finally, you can alter the aggressive
behavior of your combat units through
various stance commands. Changing unit
stances can be quite helpful in a variety
of scenarios; for example, setting a unit
to Hold Fire stance can aid in its infiltra-
tion of an enemy base. The following
table details the various stances,
describing how each one causes your
forces to act:

Unit Stances

stance Name Command key  Description
Hold Fire (AiL+(F) Units will not attack or Useful for base infiltra-
stance chase after hostiles, even if tion and surprise attack
provoked set-ups
Hold Ground (AiL+D) Units will attack hostiles Useful for keeping
stance within their line of sight but vehicles near War
won't chase after them Factories/UJarp Spheres
Guard stance (AlL+(S) Units will attack hostiles Default stance; useful
within their line of sight for defending a small
and chase after them a bit, area
returning to position afterward
Agaressive (Al+A) Units will aggressively Useful for base assaults,
stance pursue hostiles across the as units will target struc-
battlefield tures and the like

Command & Conquer 3 features a robust User Interface (Ul) that's loaded with
tools to help you dominate the battlefield with minimum fuss. Knowing how to
interact with the Ul is just as important as mastering the game’s intricate control
scheme, so let's go over everything you'll see on your screen during play.
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Unit/structure health and progress

bars; veterancy rank ((Control}+(~])

. Tool tip

Power meter

. Sell mode icon (2)
. Power mode icon (X))
. Repair mode icon ((C))

Objectives/Player Status icon ((O))

. Radar
. Tiberium reserve
. Unit/structure production tabs

* Production Structure tab ((E)
e Support Structure tab ([R)
e Infantry tab (T)
* Vehicle tab (Y))
¢ Rircraft tab (U)
Production sub tabs ((Tab) to cycle)

12. Sidebar slots ((F1_) through (F10))
13. Unit/structure info panel
4. Stance icons
* Hold Fire stance ((AltJ+(F))
* Hold Ground stance ((Alt]+D))
e Guard stance ((Ait+(S)
* Aggressive stance ((Ait)+A)
15. Move/attack command icons
* Planning mode ((Control[+(Z))
e Waypoint mode ((Alt))
* Reverse move ([D))
¢ Force move ((G))
e Attack move ((A))
* Force attack ((Control))
16. Support power icons
17. Superweapon countdown icon

primagames.com
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In Command & Conquer 3, you can
mold the entire Ul to suit your own
unique style of play. Highlight
“Options™ at the Mmain menu and
select “Settings,” then click the
“Hotkeys™” tab and have at it.
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Keeping an eye on the health and
status of your units and structures is
absolutely critical; ignorance of such
matters often leads to costly losses.
Each time you select a unit or struc-
ture, its health bar appears onscreen
just above it; the larger the bar, the
healthier the unit. Some units and
structures also feature progress bars
below their health bars. These bars
fill with blue coloring as the unit/struc-
ture works at completing certain tasks
(such as harvesting resources and
constructing new units).
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The small logos that appear next
to each unit's health bar denote their
current veterancy rank. There are three
levels of veterancy:

Veteran: The first veterancy rank. The
unit gains a 10 percent bonus to
health and damage.

Elite: The second veterancy rank. The
unit gains a 25 percent bonus to
health and damage.

Herole: The third veterancy rank.
The unit gains a 50 percent bonus
to health, damage, rate-of-fire,
and movement speed, and slowly
recovers health over time. Watch out
for these guys!

‘Hotes imn

If there’s no veterancy logo near a
unit’s health bar, then the unit has no

veterancy and simply functions as
normal.

wi il i MidaliwnbodTivn

As you can see, it pays to keep your
units alive and fighting; Heroic-rank
units are extremely powerful and can
easily turn the tide of a battle.

Every unit can gain veterancy and
increase its combat effectiveness.
There are three ways to do so:

e Destroy enemy units
e Damage enemy structures
e (ollect Veterancy Crates

UWhen a unit destroys enough hostile
units to pay for itself three times over,
the unit gains a veterancy rank. For
example, if one of your Mammoth
Tanks destroys three of your oppo-
nent’s units, that Mammoth Tank would

introduction

level up to the next veterancy rank. Note that when a group of units fire on an
enemy unit, only the one that deals the final blow gains the veterancy credit.

Assaulting structures is slightly I — .
different; each bit of damage a unit
inflicts to a structure gains it some
veterancy cred. Again, if the unit inflicts
enough damage to pay for itself three
times, it instantly gains a veterancy rank.
This value stacks cumulatively with unit-
destruction credit, making base raids
highly valuable ways to rank-up your
forces.

An easy way for units to
gain veterancy is by collecting
Veterancy Crates. These objects are found on some battlefields and
increase the veterancy of all nearby units by one rank when collected.

Group your units together before moving them into a Veterancy Crate so all can
gain a rank.

Bl
:Hotes imn

Not every supply crate is a Ueterancy Crate; there are Money Crates and Healing
Crates as well. aAll of these supply crates look alike; mouse over them for a tool

tip on what’s inside.

Tool Tips
= ___ Tool tips are informative windows that

| e appear when you mMove your cursor over
various Ul items and objects in the envi-
ronment. They're designed to quickly
provide you with the most pertinent info
on any item you mouse over. Note that
tool tips are dynamic and theyu’ll change
depending on the current situation. For
example, if building a certain structure
will cause a power shortage at your

_ _ ? base, the power icon in the structure’s
i - Pap— ' tool tip window flashes red to warn you.

The power meter lets you know how much power your base is producing and
consuming. The meter is green when you've got enough power and turns red
when you're exceeding the available supply. The white marker indicates the
current power demand; mouse over the power meter for a tool tip that reveals the
hard numbers on your base’s power usage.

fﬁﬂtﬂn LR
=

Only structures consume power. Build Power Plants as your base grows to

increase your power supply accordingly. T
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ings without enough Power Plants to
supply them all with energy, you start
running into problems. The first things
to go are your radar and base defenses;
all of your turrets instantly power-down
when you exceed the available power,
even if you're only exceeding it by one
little unit of energy. Tech advancement
buildings shut down next, followed by
unit production facilities. This is unfortu-

even LLuth a reduced power supply; it just takes longer to train new units. (Each
unit’s tool tips change to show how long it'll take to train them under low power.)

Building and upgrading Power Plants keeps your base’s facilities up and
running. However, if you've lost power and desperately need to bring your defen-
sive structures back online, use Power mode to shut down unneeded structures

and free up additional energy.

Sell, Power, and Repair mmles

The three icons at the top of the radar

help you manage your base in a variety

of ways:

Sell mode ((z)) lets you sell off structures

you've built for a bit of fast cash; you

gain half of the building’s construction

cost, or less if it's damaged. This is
handy if you've invested heavily into

base defenses that you no longer need.

Power mode (X)) allows you to shut
down individual structures, freeing
up energy to bring more important

structures back online. Very useful for bringing your base’s defense turrets back

up to ward off attackers.

Repalr mode ((C)) lets you spend resources to fix structures that have sustained
damage from enemy incursions. Keep an eye on your structures—particularly
your defense turrets—and make sure you keep them in good repair.

Objectives/Player Status

Click the DObjectives/Player Status icon (or

. simply press (0)) to call up the Objectives

menu during campaign play, or the Player
Status menu during multiplayer matches.

These menus allow you to review a3 variety

of information pertaining to the current

. game, such as mission objectives, player

voice settings, and so on.

primagames.com

Whenever you construct too many build-

nate because unit production is possible

@0t8| nmn

Pressing (0) during Campaign mode
pauses the game.
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Your radar takes up the upper-right
corner of your screen, providing a
top-down view of the battlefield.
Lighter sections of the radar indicate
regions of the map that are within

the view of your forces; everything
that occurs on the battlefield in these
areas is also shown on the radar in
real-time. Dark sections of the radar
indicate “shrouded” regions of the map
that are outside your forces’ field of
vision; you've no way of telling what's
occurring in those areas unless you
send out a scout. The portion of the
battlefield that's within your current
view is shown on the radar by a large
trapezoid that moves as you pan your
view about.

Tiberlum is shown on the map as fields
of green (or blue in the case of the
rare variety).

Unlts and structures are shown as
colored “blips”; the coloring matches
the color of each force.

Superweapon structures, such as GDI's
lon Cannon Control Center, always
appear on all players’ radars; this is
because no shroud can exist around
3@ superuweapon structure.

C_Iillt8| TR

Your radar hecomes disabled when

you don’t have enough power.
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Tiberium Reserve

Your current funds are shown in
numerical value just beneath the radar.
This number decreases as you devote
resources to building new units and
structures, repairing damaged struc-
tures, researching new technology
upgrades, and using certain abilities
and support powers. Harvesting Tibe-
rium is the primary way to acquire
fresh funds, making Harvester units
and Refineries the building blocks of
every army.

@ﬂtﬂl Il

You can also acquire funds by using
Sell made (Z]) to sell off buildings
yowve constructed, and by moving

your units into Money Crates to
collect them.

Production Tabs

The various tabs located just beneath
the radar allow you to quickly access
your available production options.
These include production structures
(E) and support structures ((R),

along with infantry ((T)), vehicles ((Y)),
and aircraft (U)—assuming you've
constructed the appropriate unit
production facilities. Click on any of
these tabs (or simply press the associ-
ated hotkeys) to access your produc-
tion options from anywhere on the
battlefield. This enables you to easily
manage your assembly of units and
structures while conducting business
elsewhere on the battlefield.

_ Intreduction )
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Production Sub Tahs

The tabs that lie beneath the Production tabs are appropriately called Produc-
tion sub tabs. These tabs are really only relevant when you have access to two
or more construction queues for the same general type of unit or structure. For
example, if you've built two Barracks, you're able to train GDI infantry units from
two different sources. You would then be able to use the Production sub tabs to
switch between your two Barracks, queuing up units at each one without having
to return your attention to a base to select the Barracks manually.

fﬁﬂtlh TR

You can use hotkeys to quickly cycle through your production sub tabs. Press

to cycle forward and (Control#(Tab) to cycle backward.
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Sidebar Slots

Each time you select any of your units or production structures, a8 number of
portraits appear as sidebar slots beneath the row of Production sub tabs. The
function of the sidebar slots varies depending on what is currently selected.

When units are selected, the sidebar o~
slot portraits represent each of the units f i
in the force. Click any of the portraits to =

select that individual unit and call up its
Unit Info panel; this gives you access to
the unit's various abilities. Double-click
a portrait to select just that unit, dese-
lecting the other units in the group.

UWhen a production structure is selected, the sidebar slot portraits show
each of the units and/or structures that can be assembled at the facility. Click
a portrait to begin construction on that unit or structure. Click the same portrait
more than once to queue up additional units; each one will be trained after the
other. At any time, you may right-click a portrait to halt production; right-click
again to cancel the build order and retrieve all funds that were devoted to the
production up to that point.

Unit/Structure Info Panel

Whenever you select a unit or structure, that unit/structure’s Info Panel appears
in the lower-right corner of the screen. This panel provides detailed information on

the selected unit or structure, showing a
larger version of its portrait, along with its NIz
CHotew imn u
-
Some abilities cost Tiberium to

name and health bar. Any special abili-
perform. The required amount is

ties possessed by the unit or structure
are shown by icons that run along the
bottom of the panel; mouse over each of
these icons for a tool tip description on
what it does, and click one to activate
the ability.

shown in the ability’s tool tip.

shilenilaviBaaslidsBivalina
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Stance and Move/Attack icons

The long, narrow bar that runs along the lower-left portion of the screen contains a
number of tiny icons used to issue a variety of behavioral, movement, and attack
orders to your units. The uses of these icons are well documented in the previous
“Conqguering the Controls” section; refer to it for in-depth looks at each one.

Support Power Icons

As you build up your base and advance
through your faction’s tech tree, the
unigue support powers available to that
faction begin to appear along the left side
of the screen. These icons function just
like others of the Ul; mousing over them
brings up informative tool tip descrip-
tions and clicking on them activates the
associated support powers. The uses
and availability of each faction's support
powers vary a great deal; some are

used to aid your forces, while others are
designed to hinder or confuse your rivals.
Refer to the “Support Powers” section in the “Factions” portion of this guide for
details on each one.

primagames.com

Superweapon
Countdown Icon

Whenever a superweapon structure
is assembled, the Superweapon
Countdown icon appears in the upper-
right corner of each player’'s screen.
This icon is color-coded to match

the force that constructed the super-
weapon facility, and it acts just like

3 doomsday timer, ticking away the
seconds until the superweapon is
fully charged and able to be used.

All Commanders are able to view the
superweapon structure on their radar,
and the battlefield shroud remains
cleared in 8 small radius around the
superueapon facility so that all may
know where it lies. Click the Super-
weapon Countdown icon to instantly
snap your view to the structure, and if
it belongs to the enemy, do whatever it
takes to destroy the facility before the
dreadful superweapon can be brought
to bear against you.

(Cautions imn 1

Crafty Commanders may use super-
weapon structures to lure their
opponents into traps, like ridiculous
numbers of base defenses. It's wise

to send a scout or two to eHamine

the defenses around these facilities

before moving forces against it.
vilsailawiliaeliauli
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Welcome, Commander, to the Factions
portion of the guide. We've endeavored
to provide you with the most in-depth
intel available on the three major
factions—GDI, Nod, and Scrin—along
with the neutral units and structures
you're likely to encounter on the battle-
field. Put this information to good use
and determine which faction best suits
your style of command.

1] NG
DI : [

Command & Conquer 3 Tiberium Wars
is @ dynamic game full of choices

and options, attack strategies and
countermeasures. Before we begin
detailing the many different aspects of
technology and forces that make each
faction so unigue, let's discuss the
three general classes of units you'll
be commanding on the field. Knowing
the intricacies of each type of unit is
the first step to achieving battlefield
supremacy.

Rock-Paper-Scissors

The first thing to know about Command
& Conguer 3 is that not everything
plays out the way you might think it
will. For instance, if a tank were to
come up against 3 small squadron

of foot soldiers, you'd probably put
your money on the tank—but this isn’t
always a safe bet. This is because
the game functions on a “rock-paper-
scissors” level: every combat unit is
designed for use against one or more
specific types of units. Some infantry
units are vehicle-killers, while others
excel at shooting down aircraft or
cutting through other infantry. Some
vehicles can tear infantry apart in short
order, but their weaponry is unable to
penetrate the thick plating of tanks or
other armored threats. Using each unit
as it is intended is absolutely vital to
success.

There are three basic unit classes in
Command & Conquer 3.

e Infantry (ground troops)

e Vehicles (armored ground units,
such as tanks)

e Rircraft (anuthing that flies)

Each unit is only effective against one or two of the aforementioned
classes. If a unit combats an unfavorable target, their attacks often
have little effect. This isn't to say that a GDI Mammoth Tank’'s heavy
cannons won't obliterate a squadron of basic infantry—they wJill.

But it'll take the Mammoth Tank much longer to do so compared to a
Rifleman Squad or APC.

In addition, some units are
designed to assault enemy
structures. These units are
intended to help you storm
rival bases and outposts. In
Command & Conquer 3, a “structure” is
anything that isn’'t @ mobile combatant;
all buildings and defense turrets are
considered to be structures.

Infantry Units

Infantry units are individual men and women who venture onto the field of battle
on foot, often in squad-formation, with little more than body armor to protect

them. Generally speaking, infantry units are the cheapest and fastest to train and
deploy. They can dish out impressive damage when firing against their intended
targets, but infantry are some of the easiest adversaries to kill. Even the strongest
|nfantrg units are guick to fall when pitted against anti-infantry fire.

Unlike vehicles and aircraft, the
strength of most infantry units depends
on the unit's current state of health. This
is because the individual troops that
make up a squad of infantry are killed
off as the unit takes damage. Each
time a squad member falls, the infantry
unit's attack damage is reduced by the
appropriate amount. For example, a GDI
Rifleman Squad consists of six soldiers;
if three of them happen to fall in battle,
the total damage output of the unit is
reduced by half. (There are half as many men left to fire on their enemies.) This
can be a serious liability, as infantry are the most difficult types of units to heal.

paea_ TN

Infantry units are also susceptible
to Tiberium radiation. Tiberium is a
hazardous material, and infantry units
slowly lose health if they move into
contact with the substance. Don’t let your
troops wander into Tiberium fields.
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When under heavy attack, infantry
units may be forced into a state of

. suppression. Once suppressed, the

soldiers that make up the unit will take
cover by dropping to the ground and
crawling about on their bellies. While
this provides the unit with a 25 percent
armor bonus, it also causes the soldiers

" to move at only guarter-speed. If the unit

survives the assault, the suppressed

. state will subside after a few seconds.

All attacks inflict a certain degree of suppression. When an infantry unit’s
defense against suppression has reached its limit, the unit hecomes
suppressed. Generally speaking, the more powerful the weaponry, the greater its

suppression impact.

The best way to keep your soldiers
safe from harm is to order them to
garrison civilian buildings, bunkers, and
other structures. Most buildings that
seem in good repair can be garrisoned
by infantry. Place your mouse over any
building for a tool tip that lets you know
if the structure can be garrisoned; if
it can, move your troops inside. Garri-
soned soldiers take no damage from
attacks and can fire their weaponry
from the building as normal. Since most

Keeping your infantry units alive can be
tricky, but there are ways to help prolong
their lifespan. The first is by ordering your
infantry to take cover near your base’s
structures, civilian buildings, or other
large environmental “props”. Doing so
causes the unit's soldiers to kneel down,
making themselves smaller targets.

. When an infantry unit takes cover in this

fashion, they gain a 25 percent armor
bonus and are virtually insuppressible.
It's not much, but it helps.

buildings are tough to destroy, this is a very cost-effective way to control a

battlefield.

primagames.com

(Cautions imn u

Watch out: some units are capable of
instantly “clearing”’ structures that
are garrisoned with hostile units.
This kills the units inside the building
without actually harming the struc-
ture. The following units have this
ahility:
e GDI Grenadier Squad

Nod Black Hand

Nod Flame Tank

Scrin Buzzers
Scrin Corruptor

Vehicles are armored ground units that
move about on wheels or tank treads.
These units come in all shapes and
sizes, from Nod's light and speedy
RAttack Bike to GDI's hulking Mammoth
Tank. For the most part, vehicles are
faster and more durable than infantry,
and they are in some ways more
versatile than aircraft. Vehicles are
often used to do the “heawy lifting” on
the battlefield, and usually make up the
bulk of an assault force.

One big advantage vehicles have over
infantry is their ability to simply squash
foot soldiers. Heavier infantry units
cannot be crushed by light vehicles,
however. The general rule of thumb
goes like this: the heavier the vehicle,
the better it is at crushing infantry.

(Cautions imn 1

Scrin Disintegrators explode when
crushed, damaging the attacking

vehicle.
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Vehicles can crush more than just
infantry; many objects in the environ-
ment can be plowed through as well.
Chain fences, cars, trees, street-
lights, and more are all susceptible

to squashing. Again, the heavier the
vehicle, the more powerful its crushing
ability.
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GDI's mammoth Tank is so huge, it
can even squash light vehicles!
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Of course, every vehicle is outfitted
with some form of weaponry so that
it can obliterate hostiles from range
instead of simply crushing every-
thing in sight. Vehicle weaponry runs
the gamut from light machine guns
to rocket launchers, heavy cannons
to flamethrowers, laser beams to
rail guns. Each brand of weapon is
designed for use against certain types
of targets—infantry, vehicles, aircraft,
or structures—and most are slotted
onto vehicles in the form of a rotating
turret that can track enemies in all
directions. Some turrets rotate faster
than others.

Vehicle armor can be as diverse as the
weaponry. Light vehicles tend to be fast
but explode quite brilliantly under anti-

* vehicle fire. Medium vehicles are slower
but better protected, making them more
versatile. Heavy vehicles are sometimes
slower than infantry, but they can with-
stand incredible amounts of punishment.
But no matter which level of armor a
vehicle has, they all share one common-
ality: vehicle plating is strongest in the
= front and weakest in the rear.

Frontal attacks inflict their normal damage against a vehicle’'s armor.

Slde attacks deal an additional 10 percent damage, as a vehicle's side plating is a
bit thinner.

Rear attacks are just brutal, dealing 50 percent more damage than a frontal attack.

Because vehicles are so vulnerable
to rear attacks, it's important to become
comfortable with Formation Preview,
a3 command that allows you to line up
your vehicles, facing them in any direc-
tion you like. Select your vehicles, then
right-click to move them as normal—but
don't release the right mouse button.
Instead, click and hold the left mouse
button, holding down both buttons to
enter Formation Preview mode. A “ghost” £ _
image of your selected vehicles then S : B -
appears; move your cursor about to alter the formation, along with the direction in
which the vehicles face. Release both mouse buttons to accept your decision.

When it comes to protecting your vehicles’
backsides, another vital command to master
“, is Reverse Move ((D) by default). Issuing this
! command before right-clicking to move a
& vehicle causes the vehicle to drive in reverse,
allowing you to quickly retreat your damaged
armored units without exposing their vulnerable
. backsides. Practice using Reverse Move as
often as possible, and never retreat your vehi-
cles without Reverse Move if you can help it.

Unlike infantry and aircraft, it's relatively
simple to keep vehicles in top shape. Each
faction’s brand of vehicle-producing structure
| automatically sends out nanobots to repair
any allied vehicles parked within the building’'s
repair radius. It's therefore wise to keep your
Woar Factories and Warp Spheres close to your
base’s perimeter so your vehicles can easily
receive repairs as they fend off attackers. This
is an important strategy to incorporate, because
the longer your vehicles last, the more likely
they are to gain veterancy ranks.
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Finally, every faction has one unique -
“walker” unit. These massive bipedal F-=p3
vehicles (or “tripedal” in the case of the ' ' o T
Scrin) are unique in that they don't simply m -
disappear after being destroyed. Instead,
walker units leave behind a “husk” that can be captured by a GDI Engineer, Nod
Saboteur, or Scrin Assimilator. Once captured, the unit is brought online once
more, joining the ranks of the force that captured it. Capturing walkers can be
a decisive measure in many conflicts, as doing so instantly gains you a highly-
prized war machine.

Aircraft Units

Rircraft are fluing vessels designed to rule the skies, raining terror on foes

below. Like vehicles, they come in a broad range of shapes and sizes—from

fast, compact assault craft to the larger capital warships employed by the Scrin.
Rirborne units enjoy the ability to navigate the battlefield at will, crossing fissures
and plateaus with speed and efficiency. While every combat unit can fire on
ground targets, many are unable to target airborne vessels; this gives aircraft a
natural immunity to many foes.

Most aircraft units fall into one of four catego-
ries: fast-attack aircraft, heavy bombers, capital
warships, and unit transports. Fast-attackers are
lightly armored and can be shot down quite easily;
theu're primarily used to harass and distract.
Bombers can inflict massive damage to structures
and slow-moving vehicles, but they suffer from
payload restrictions and must return to base to
“ reload after a run. Scrin’s capital warships are truly
frightening to behold; though they’re quite slow,
they feature heavy armor and advanced weaponry,
making them serious threats once they draw within
range.

5Dl and Nod will use transport vessels to call in
reinforcements and move ground units about the battle-
field. These ships have very little armor and low-quality
weaponry, so they must be deployed with care. Don't

primagames.com

order them to drop troops directly into the
fray if you can avoid it; if the transport

is shot down, its passenger unit is also
destroyed.

Some aircraft are able to land at their
base for repairs. These include GDI
Orcas and Firehawks, and Nod Vertigo
Bombers. This is a nice advantage, but
be careful: if 3 GDI Rirfield or Nod Rir
Tower is destroyed, all craft docked there
are lost as well. This is a costly lesson
to learn the hard way! Some aircraft,
such as Nod Venoms, can be repaired
when hovering around the Air Tower.

@0t8| TR
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[ Reading the Faction Sections]

N4
We strive to provide every morsel of
hard statistical data on the 100+ units
and structures in Command & Conquer
3 Tiberium Wars, but with so many
mechanics in play on the battlefield,
presenting all the info in a clear and
functional manner is no simple task.
tach of the following sections features
a standard layout of lists and tables
that together convey the hard numbers
on what makes each faction’s units
and structures tick, but info isn’t much
help if you can’t understand it. So this
sidebar describes the meaning behind

the numbers. /
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N

General Info

Here’s how to read the lists at the start

of each unit and structure section:

Cost: Tiberium resources required to
begin construction on the unit/
structure.

Build Time: Amount of time it takes to
build the unit/structure.

Power: Amount of power used/provided
by the structure. [Structure sections
only.)

Vision Range: A relative figure that
indicates how far the unit/structure
can see; the larger the value, the
greater the vision. By default, combat
units/defensive structures will
automatically fire on any hostiles
that move within view.

Shroud Clear: A relative value that
illustrates the amount of shroud
the unit/structure clears away in a
radius.

Ground Control Bonus: A relative figure
that signifies how much Ground
Control the structure provides in
a radius. The larger the value, the
more Ground Control you gain.
Ground Control allows you to place
structures on the terrain. [Structure
sections only.)

Movement Speed: A relative value that
indicates how fast the unit moves.
The greater the number, the faster the
unit travels. [Unit sections only.)

Attack While moving?: Informs you
whether or not the unit can fire its
weaponry while in motion. [Unit
sections only.)

Rotating Turret?: Lets you know if the
unit/structure features a rotating
turret, and if so, how quickly the
turret rotates to track targets (slow,
normal, or fast).

Troops per Unit: Indicates how many
individual soldiers make up the
unit. The unit’s effectiveness is
proportionately reduced as its troops
are killed in action. (Infantry unit
sections only.)

Prerequisites: Informs you of the
additional units/structures that must
be built in order to build the desired
unit/structure.

Defense-Related Info

Here’s how to read the Armor and
Health tables featured in each unit and
structure section:

Health: A relative value that indicates
how much health the unit/structure
has. The higher the number, the
more damage the unit/structure can
withstand before being destroyed.

[ Reading the Faction Sections (contd) |

Rochet: A percentage that reveals how vulnerable the unit/structure’s armor is to Rocket-
class attacks. eramples include missiles and RPGs [Rocket-Propelled Grenades). A
value of 1009 means the unit/structure would suffer the total potential damage from
this form of attack.

Gun: A percentage that shows how vulnerable the unit/structure’s armor is to Gun-class
attacks. etamples include pistols, machine guns, and other ballistic weaponry. A
value of 1009/ means the unit/structure will suffer the total potential damage from
this form of attack.

Cannon: A percentage that illustrates how vulnerable the unit/structure’s armor is to
cannon-class attacks. Ekamples include tank cannons, lasers, and rail guns. A value of
1009 means the unit/structure will suffer the total potential damage from this form
of attach.

Grenade: A percentage that reveals how vulnerable the unit/structure’s armor is to
Grenade-class attacks. Examples include grenades and fire-hased attacks. A value of
1009 means the unit/structure will suffer the total potential damage from this form
of attach.

Sniper: A percentage that shows how vulnerable the unit/structure’s armor is to Sniper-
class attacks. eramples include sniper rifles and high-impact ballistic weaponry. A
value of 1009/ means the unit/structure will suffer the total potential damage from
this form of attack.

Suppression: A relative value that indicates how resistant the unit is to suppression. all
attacks have a cumulative suppression effect; if a unit suffers enough suppression
damage to exceed this figure, the unit becomes suppressed. Suppressed units suffer
a 759%o reduction in movement speed but gain a 259/ bonus to all armor ratings.
(Infantry unit sections only.)

Offense-Related Info

Here’s how to read the Attacks and Damage tables found in many unit and structure

sections:

Class: Indicates the class of weaponry the unit/structure wields: Rocket, Gun, Cannon,
Grenade, or Sniper. Some weapon classes are better against certain targets than
others.

Range: A relative figure that shows the effective range of the unit/structure’s weaponry.
Higher values mean the unit/structure can attack more distant targets.

Speed: A relative value that indicates how fast the unit/structure’s attacks travel. The
higher the number, the less time it takes for each attack to strike its target.

Damage: A relative figure that indicates the power of each of the unit/structure’s attacks.
The higher the value, the more damage each attack can potentially inflict. Note that
this value can he misleading, as it represents the damage of each individual attack
[one round from a rapid-fire machine gun, etc). Also, attack damage can be greatly
marginalized when firing on unfavorable targets.

Suppression: A relative value that shows the amount of suppression each individual
attach inflicts against infantry targets. The higher the value, the faster the unit will
succumb to suppression. [Like damage, suppression is a cumulative effect.)

Calculating Damage

It seems a hit complicated at first glance, but the math involved in Command &
Conquer 3’s damage calculation system is actually quite simple. Simply take the
attacking unit’s weaponry class and damage potential [found within the unit's
Attacks and Damage table) and cross-reference it against the appropriate armor
rating and health of the defending unit.

for erample, a GDI APC firing on a fully-exXposed Nod militant Rocket Squad would
inflict 25 points of damage with each bullet that lands. This is because the militant
Rocket Squad’s armor allows 100%o of a Gun-class attacl’s potential damage to pass
through, and the APC happens to employ a Gun-class weapon that inflicts 25 points of
damage with each shot. fFactoring in the incredibly high rate of fire coming from the APC’s
machine gun turret, that militant Rocket Squad isn’t long for this world!

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



PRIMA Official Game Guide

(liiohal Defenselli

The Global Defense Initiative (GDI) is a powerful military organization that strives to enforce the law and keep the peace on
Earth. Their vision is to one day live in 3 world ruled by common sense and reason, where all are free to live out their lives in
happiness and security. Though they cannot dispute its value as a potent resource, GDI views Tiberium as a hazardous threat
to the planet’'s ecosystem that must be contained—perhaps eradicated from Earth entirely. However, GDI faces stiff opposition
in the face of the Brotherhood of Nod: a society of dangerous fanatics that worships the mysterious green crystal and seeks to
coexist with it, which they believe will enhance all life on Earth.

As a faction, GDOI is geared toward heavy ground offensives; they boast some of the most
powerful infantry and vehicle units in the game. Most of GDI's forces are designed to oblit-
erate land-based targets, with aerial offensives and countermeasures a secondary thought.
Many of GDI's support powers revolve around placing additional troops on the field; this

helps them outmaneuver their foes and overwhelm them with superior firepower.

GDI Structures

GDI's structures are fairly standard and
most function just as you'd expect.
However, a few are worthy of special
mention:

GDI Amorles are unique in that they
can heal infantry units; this is the only
structure in the game capable of such
a feat, and it can be a great advantage
in prolonging the lifespan of heavier GDI
infantry, such as Zone Troopers and
Commandos.

On the other hand, GDI Alrflelds are
somewhat restrictive: they can produce
only four aircraft at a time. This is a
significant drawback, as it forces GDI
Commanders to construct additional
Rirfields if they want to deploy larger
fleets of aircraft—no other faction’s air
forces are limited in this manner.

GD! Power Plants are also worth
mention: compared to their rivals, GDI
Power Plants are the most expen-
sive and time-consuming to build and

deploy. This drawback is made up for
by the low cost and fast research time
of GDI Power Plants’ Advanced Turbines
upgrade, which increases their power
output by 50%.

Finally, GDI's advanced base
defenses, Sonlc Emitters, can rotate
360 degrees to fire high-powered
frequency blasts at land-based threats
from any direction, with devastating
results. Sonic Emitters can't target
hostile aircraft however, so don'’t sell off
those AA Batteries.

Production Structures

Rirfield

AIrCraft Production Structure

Cost: 1,000

Build Time: 10 sec

Power: -8

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Command Post

e Builds and deploys GDI aircraft units
Repairs and rearms docked aircraft

tnables call for Transport ability in GDI
ground units

Provides Bloodhounds support power
e Provides Orca Strike support power

Armor and Health

Health
4,000

ROcket  Gun  Cannon Grenade Sniper
25% | 25% |100% | 100% | 1%
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[ Faction Strengths]
S
e Dominant ground forces
s Devastating artillery
e Reinforcement support powers

Armory

Infantry Support Center
Cost: 1,000
Build Time: 10 sec
Power: -7

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 360
Rotating Turret?: N/A
Prerequisites: Barracks

e Heals injured infantry [units must enter
the Armory to heal)

e Allows Composite Armor upgrade for
Riflemen, Missile Squads, and Grenadiers
(1,000; 40 sec)

s Allows Scanner Packs upgrade for Zone
Troopers [1,000; 40 sec)

s Allows Power Packs upgrade for Zone
Troopers [2,000; 80 sec)

e Provides GDI Airborne support power

Armor and Health

Health
3,000

Rocket  Gun Cannon Grenade Sniper
50% | 25% | 75% [ 100% | 1%

Barracks

Infantry Production Structure

Cost: 500

Build Time: 5 sec

Power: -5

Vision Range: 160

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Power Plant

e Trains and deploys GDI infantry

Armor and Health

Health Rocket  Gun Cannon Grenade Sniper
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Command Post

Tech Advancement Structure

Cost: 1,500

Build Time: 15 sec

Power: -9

Vision Range: 100

Shroud Clear: 500

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Power Plant; Refinery

e Unlocks advanced units and structures
e Provides Radar Scan support power

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
5,000 [50%]25%| 75% [100% | 1%

Construction Yard

Primary Base Construction Facility

Cest: 2,500 [for MCV)
Build Time: 25 sec [MCV)
Power: +10

Vision Range: 100

Shroud Clear: 500

Ground Control Bonus: 360
Rotating Turret?: N/A
Prerequisites: MCU

® MCV unpacks into this base production
structure

tnables radar
Provides power

Provides a large build radius for structure
placement

Provides one Production Structure queue
Provides one Support Structure queue

Builds and deploys Surveyors for hase
expansion operations

e Additional Construction Yards can he
assembled for more production queues
(build mcvus)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
20,000 | 50% | 25% | 75% | 100% | 1%

Lrane
Secondary Base Construction Facility

Cost: 1,500

Build Time: 15 sec

Power: -10 "ﬁ‘
Vision Range: 100 =
Shroud Clear: 400

Ground Control Bonus: 150

Rotating Turret?: N/A

Prerequisites: Construction vard

e Provides one additional Production
Structure queue

e Provides one additional Support Structure
fueue

e Additional Cranes can be constructed for
even more production queues

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,000 | 50% | 25% | 75% | 100% | 1%

Power Plant
Base Power facility

Cost: 800

Build Time: 8 sec

Power: +15

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Construction Yard

e Provides power

e Power output can be enhanced by +10
through advanced Turbines upgrade [300;
6 sec; requires Tech Center]

Armor and Health

Health Rocket  Gun  Cannon Grenade Smiper
Y,000 | 50% | 25% | 75% | 100% | 1%

Refinery
Tiberium Processing and Storage facility

Cost: 2,000

Build Time: 20

Power: -6

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Construction Yard

e Processes and stores up to 5,000
Tiberium

e Comes with a Harvester to allow the
gathering of Tiberium resources

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
10,000 | 50% [ 25% | 75% | 100% | 1%

factions

Space Command Uplink
Aduanced Support Structure

Cost: 3,000

Build Time: 30 sec

Power: -15

Vision Range: 100

Shroud Clear: 1,000
Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Tech Center

&

e Provides Shockwave artillery support
power

e Provides Zone Trooper Drop Pods support
power

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,000 |50%|25% | 75% | 100% | 1%

Tech Center

High-Tech Advancement Structure

Cost: 4,000

Build Time: 40 sec

Power: -12

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Command Post

Unlocks high-tech units and structures
Allows Mortar upgrade for Pithulls (1,000;
40 sec)

Allows Rail Gun upgrade for Predators
and mammoths (3,000; 120 sec)
Allows Sensor Pod upgrade for Orcas
(500; 20 sec)

Allows Stratofighter upgrade for
firehawks (2,000; 80 sec)

tnables aAdvanced Turbines upgrade at
Power Plants

Provides Sharpshooter Team support
power

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
10,000 | 25% | 25% [100% | 100% [ 1%
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War Factory

Uehicle Production Structure
Cost: 2,000 P
Build Time: 20 sec
Power: -7

Vision Range: 160

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Power Plant; Refinery

Builds and deploys GDI vehicles
Repairs nearby allied vehicles [within
repair radius)

e Provides Bloodhounds support power

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
10,000 | 50% [ 25% | 75% | 100% | 1%

SUPPOIT Structures

AA Battery
ANti-Air Base Defense

Cost: 800

Build Time: 8 sec

Power: -5

Vision Range: 450

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: Yes [normal)
Prerequisites: Command Post

e Detects stealthed units
e Strong against hostile aircraft
e Will not fire on hostile ground forces

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
7,000 | 50%|25% | 75% [ 100% | 1%

Attacks and Damage
Class  Range Speed Damage  Suppression

Gun Y50 | Instant | 25 25
Guardian Cannon
Anti-Uehicle Base Defense
Cost: 1,200
Build Time: 12 sec
Power: -8

Vision Range: 350

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: Yes (fast)
Prerequisites: Barracks

Detects stealthed units
Strong against hostile vehicles

Llargely ineffective against enemy
infantry

e Will not fire on hostile aircraft

Armor and Health

Health Rochet  Gun  Cannon Grenade Sniper
4,000 [50%|25% | 75% [ 100% | 1%

Attacks and Damage

[lass Range  Speed  Damage  Suppression
Cannon | 350 [ 1,000 |350 50

|on Cannon Control Center

SUperweapon Structure

Cost: 5,000

Build Time: 50 sec

Power: -20

Vision Range: 100

Shroud Clear: 100

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Tech Center
s Charges the lon Cannon superweapon

e Provides lon Cannon support power

e 0Only one lon Cannon Control Center may
he built at a time

Armor and Health

Health Rochet  Gun  Cannon Grenade Sniper
20,000 | 50% [25% | 75% | 100% | 1%

Attacks and Damage
Class  Range  Speed  Damage  Suppression

Cannon |Infinite | Instant | 20,000 —

Sonic emitter

Advanced Base Defense

Cost: 2,000

Build Time: 20 sec

Power: -15

Vision Range: 375

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: Yes [normal)
Prerequisites: Tech Center
Detects stealthed units
Strong against hostile vehicles
tffective against enemy infantry
Will not fire on hostile aircraft

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
7,000 | 50% | 25% | 75% | 100% | 1%

Attacks and Damage

Damage  Suppression

Instant 1.000/ —
3,000

Class Ranoe  Speed
Cannon 375
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Tiherium Silo

Resource Storage Facility

Cost: 500

Build Time: 5 sec

Power: -3

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 100
Rotating Turret?: N/A
Prerequisites: Refinery

s Stores up to 2,000 Tiberium, allowing for
a greater makimum reserve

Armor and Health

Health Rocker  Gun  Cannon Grenade Sniper
1,000 [50%|25% [ 75% | 100% | 1%

Watchtower
ANtinfantry Base Defense

Cost: 600

Build Time: 6 sec

Power: -5

Vision Range: 350

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: Yes [normal)
Prerequisites: Power Plant

e [petects stealthed units
Strong against hostile infantry

Largely ineffective against enemy
vehicles

e Will not fire on hostile aircraft

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
2,400 | 50% | 25% | 75% | 100% | 1%

Attacks and Damage

Damage = Suppression
Instant 15 25

[lass Range  Speed

Gun 350

Other Structures

Battle Base
Forward Defensive Structure

Cost: 2,000 [for Rig)

Build Time: 20 sec (for Rig)/
5 sec [Unpach)

Power: N/A

Vision Range: 450

Shroud Clear: 500

Ground Control Bonus: None

Rotating Turret?: Yes [normal)

Prerequisites: Rig

e Rig vehicle unpacks into this forward
defensive structure

e Detects stealthed units

e Strong against hostile vehicles and
aircraft
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e Repairs nearby allied vehicles [within
repair radius)

e Can be repaired like other structures
through Repair mode

Armor and Health

Health Rocket - Gun  Cannon Grenade Sniper
5,000 [25% | 25% [100% [ 100% | 1%

Attacks and Damage
Namage  Suppression

Class Range  Speed
Cannon 300 500 500 50

Rocket yoo| 200 150 50

FoRhole
Stationary Rifleman Defense

Cost: 300

Build Time: 10 sec

Power: N/A

Vision Range: 300

Shroud Clear: 400

Ground Control Bonus: None
Rotating Turret?: N/A
Prerequisites: Rifleman Squad

e Created via Rifleman Squad Dig In ability

e Provides a sandbag bunker for stationary
Rifleman Squad defense

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper

2,000 50% | 25% | 75%

Dutpost

100% [ 1%

Base epansion Facility

Cost: 1,500 [for Surveyor]

Build Time: 15 sec [Surveyor)/
30 sec (Unpach]

Power: N/A

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 360
Rotating Turret?: N/A
Prerequisites: Surveyor

e Surveyor vehicle unpacks into this
structure

e 0Once unpacked, Outpost provides a large
build radius for structure placement

e tnables the construction of auniliary
bases and forward outposts

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
2,000  |100%|100%|100% | 100% | 1%

GDI Units

Now that we've covered the GDI's tech
tree and structures, let's take a look

at the units that make their armies so
fearsome to combat on the battlefield.

Infantry

GDI's infantry units run the gamut, from
basic to elite to everything in between.
The primary role of GDI's infantry is to
support their powerful vehicles—though
GDI's heavier foot soldiers, such as
Zone Troopers, can easily cause as
much chaos on the battlefield as their
formidable tanks.

All GDI infantry units can catch a ride
in allied APCs for fast ground transport
and improved armor protection. Infantry
can also fire their weapons from slots
in the APC, effectively adding their fire-
power to the vehicle’s. This pairing of
GDI infantry and APC vehicles is a huge
advantage and unigue to the GDI faction.

The Rifleman Squad’s Dig In ability
helps them defend key positions, such
as allied outposts, Tiberium fields, and
neutral tech structures. No Commander
should overlook this useful skill.

The Zone Trooper's and Commando’s
Jump Jets ability allows them to
quickly move about the battlefield,
leaping into the fray or out of harm’s
way. This unique talent should be
used to maximum benefit.

Finally, GDI's stealthed Sniper Teams
are perfect for surprise assaults on
enemy bases and outposts. Their
ability to sight targets for GDI's massive
Juggernauts allows these heavy artil-
lery behemoths to fire on hostile struc-
tures from clear across the battlefield.

Commando
Elite Infantry

Cost: 2,000

Build Time: 20 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 50

Attack While Moving?: Yes

Troops per Unit: 1

Prerequisites: Tech Center; Armory

Strong against infantry and structures
Instantly destroys enemy structures and
walker units with close-range explosive
charges

e Quickly moves about the bhattlefield via
Jump Jets ability; can leap over walls and
other obstacles

e Can call for a U35 0% transport via Call for
Transport ability (requires firfield)

e 0Only one Commando may be trained at a
time

Armor and Health

Health Rocket  Gun  Cannon Grenade — Sniper  Suppression
500] 25% [100% | 50% | 75% [500%| 1,000

Attacks and Damage

Damage - Suppression
Instant | 500 25

[13ss Range  Speed

Sniper 300

Engineer

Utility Infantry

Cost: 500

Build Time: 5

Vision Range: 50

Shroud Clear: 100
Movement Speed: 30
Attack While Moving?: N/A
Troops per Unit: 1
Prerequisites: Barracks

Weaponless
Can capture hostile and neutral
structures for a variety of benefits

e Can capture husks of fallen walker units
to repair them and claim them for GDI
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® Can instantly repair damaged GDI
buildings

e Can instantly repair collapsed bridges
by capturing one of the nearby bridge
towers

can call for a V35 0x transport via Call for
Transport ability (requires firfield)

Armor and Health

Health Rochet Gun  Cannon Grenade Sniper  Suppression
75 | 25% |100%| 50% | 75% |S00%| S00

Grenadier Squad
Aduanced nfantry

Cost: 800

Build Time: 8 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 40

Attack While Moving?: Yes
Troops per Unit: 4
Prerequisites: Command Post

Strong against infantry and structures

Can instantly clear structures garrisoned
by hostiles

can call for a U35 04 transport via Call for
Transport ability (requires firfield)

Defensive ability can be improved
via Armory Composite Armor upgrade
[increases armor and health)

Armor and Health

Health Rocker Gun  Cannon Grenade Sniper  Suppression
312 | 25% [100% | 50% | 75% |500%| 1,000

Attacks and Damage

[lass Range  Speed  Damage  Suppression
Grenade [200] 100 | 240 20

missile Squad
Basic Infantry

Cost: 400

Build Time: 4

Vision Range: 350
Shroud Clear: 400
Movement Speed: 40
Attack While Moving?: No
Troops per Unit: 2
Prerequisites: Barracks

e Strong against vehicles and aircraft
s Can call for a U35 0% transport via Call for
Transport ability (requires firfield)

e Defensive ability can be improved
via Armory Compaosite Armor upgrade
(increases armor and health)

Armor and Health

Health Rocker Gun  Cannon Grenade — Sniper  Suppression
300 [ 25% [100% | 50% | 75% |500%| 75

Attacks and Damage

Class Range  Speed  Damage  Suppression
Rocket [ 300 | 200 | 500 10

Rifleman Squad
Basic Infantry

Cost: 300

Build Time: 3 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 45
Attack While Moving?: Yes
Troops per Unit: 6
Prerequisites: Barracks

Strong against infantry

can create a stationary sandbag bunker
for improved defense via Dig In ability

can call for a U35 0x transport via Call for
Transport ability [requires firfield)

Defensive ability can be improved
via Armory Composite Armor upgrade
(increases armor and health)

Armor and Health

Health Rocker Gun  Cannon Grenade — Sniper  Suppression
yso| 10% [100% | 50% | 75% |500%| 500

Attacks and Damage

Class Range  Speed  Damage  Suppression
Gun 260 | Instant 12 5

Sniper Team
Advanced Infantry

Cost: 1,000

Build Time: 10 sec

Vision Range: 400

Shroud Clear: 500
Movement Speed: 45
Attack While Moving?: No
Troops per Unit: 2
Prerequisites: Armory

Stealthed

Strong against infantry

Can spot targets for long-range
Juggernaut artillery strikes [only when
not garrisoned inside structures or APCS)
can call for a U35 0x transport via Call for
Transport ability (requires firfield)
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Armor and Health

Health Rocker Gun  Cannon Grenade Sniper  Suppression
600 25% [100% | 50% | 75% [S500%| 25

Attacks and Damage
[lass Range  Speed  Damage  Suppiession

| Sniper | 450 ]| Instant | 500 | 250
[0ne Troopers

Heauy Infantry
Cost: 1,300

Build Time: 13 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 55
Attack While Moving?: Yes
Troops per Unit: 4
Prerequisites: Tech Center

Strong against vehicles and structures
Quickly moves about the battlefield via
Jump Jets ahility; can leap over walls and
other obstacles

can call for a V35 0x transport via Call for
Transport ability (requires firfield)
Defensive ability can be improved via
Armory Power Packs upgrade [increases
health; health is recovered over time
while idle)

Sighting ability can be improved

via Armory Scanner Packs upgrade
(increases sight range; detects stealth in
a small radius)

Armor and Health

Healh Rocket Gun  Cannon Grenade Sniper  Suppression
960] 25% [100% | 50% | 75% | 75% | 500%

Attacks and Damage

Class Range = Speed  Damage Suppression
Instant | 840 100

Cannon 300

Uehicles

Vehicles are the strength of the GDI

army; no other faction can bring an

armored force to bear quite like the

GDI. Their unstoppable ground pres-
ence is often the key factor in deter-
mining GDI victories.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.




The GDI Pitbull is their primary scout
unit. Use it in the early stages of a
conflict to spy on your enemies and
harass their Harvesters.

Speaking of Harvesters, the GDI's
Harvester is the only one that comes
equipped with a light machine gun
turret. This helps the Harvester ward
off pesky infantry squads, but it won't
do much against advanced infantry or
armored threats.

APCs are perhaps the most versatile
vehicles in the game. These armored
troop transports are outfitted with
a powerful machine gun turret that
makes short work of hostile infantry
and aircraft alike (though faster aircraft
are tough for it to track). Each APC
can also carry one allied infantry unit,
and this unique ability is beneficial to
both parties: the infantry unit gains
the protection and mobility of the APC,
while the APC gains the firepower of
its passengers.

Predators and Mammoth Tanks are
the true power of the GDI military.
Predators are fast, cheap to build,
well armored, and very dangerous
against enemy vehicles and structures.
Mammoths are slow and expensive,
but they can crush just about anything
they come up against, including hostile
aircraft. Best of all, these units can
be made even more frightening by
diverting funds to research the Tech
Center's Rail Gun upgrade.

factions

Nt — | pe—

The Rlg is another unigue GDI vehicle.
Slow and weaponless in its vehicular
form, the Rig can guickly unpack into a
Battle Base structure, which provides
additional firepower and frontline
support to other GDI vehicles.

Lastly, the Juggemaut is GDI's walker
unit. This mobile artillery behemoth
is lethal against structures and slow-
moving vehicles, but it can’'t combat
airborne threats. GDI Sniper Teams can

be used to sight distant targets for long-
range Juggernaut assaults, which helps

keep these expensive walkers auway
from the frontline.

APC

Uersatile Transport Uehicle

Cost: 700

Build Time: 7 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 60

Attack While Moving?: Yes
Rotating Turret?: Yes [normal)
Prerequisites: War Factory

e Strong against infantry and aircraft

e Can carry and transport one infantry unit;
infantry unit may then fire from inside the
APC and is protected from harm; infantry
unit is lost if the APC is destroyed

e Can set down stealthed minefields via
Lay Minefield ability

e Can call for a U35 0% transport via Call for
Transport ability (requires firfield)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
2,800 | 75% | 55% [100% | 50% | 1%

Attacks and Damage
Class  Range Speed  Damage  Suppression

Gun 250 | Instant | 36 25
Harvester
Resource uehicle
Cost: 1,000

Build Time: 10 sec

Vision Range: 150

Shroud Clear: 320

Movement Speed: 50

Attack While Moving?: Yes
Rotating Turret?: Yes (normal)
Prerequisites: War Factory; Refinery

e Gathers Tiberium to process and store at
the nearest Refinery

e Carries loads of up to 2,000 green
Tiberium or 4,000 blue Tiberium.

s Armed with a light machine gun turret to
ward off hostile infantry

e Can be ordered back to nearest Refinery
via Return to Refinery ability

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
7,500 | 75% [ 25% [ 10% | 25% | 1%

Attacks and Damage
Class fange  Speed  Damage - Suppression

Gun 300 | Instant 10 25
Jugoernaut
Heauy Artillery Walker
Cost: 2,200

Build Time: 22 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 40
attack While Moving?: No
Rotating Turret?: Yes [slow)
Prerequisites: Tech Center

Strong against structures

tffective against vehicles

Can work with allied Sniper Teams

to strike remote targets via Bombard
Spotted Target ability [Sniper Team must
sight these targets)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
5,000 | 75% | 25% [100% | 25% | 1%

Attacks and Damage
[lass Range ~ Speed  Damage ~ Suppression

Cannon | 500 | 500 |3.000] 100
mammoth Tank

Heavy Tank
Cost: 2,500

Build Time: 25 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 40

Attack While Moving?: Yes
Rotating Turret?: Yes [normal)
Prerequisites: Tech Center

e Strong against vehicles and structures
e ffective against aircraft
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e can crush light vehicles by rolling over
them

s Dffensive ability can be improved via
Tech Center Rail Gun upgrade [increases
attack damage)

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
10,000 | 75% [ 25% [100% | 25% | 1%

Attacks and Damage

Class Range  Speed  Damage - Suppression
%a;cnlfertll 300 | Instant ]'ggg/ —
MCY
construction Uehicle

Cost: 2,500

Build Time: 25 sec

Vision Range: 100

Shroud Clear: 200
Movement Speed: 40
Attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: War Factory

Weaponless
Unpacks into Construction Yard structure

Construction Yard provides a wide build
radius and production/support structure
(ueues

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
2,500 | 75% | 25% |100% | 25% | 1%

Pithull

Light Uehicle

Cost: 700

Build Time: 7 sec

Vision Range: 350

Shroud Clear: 500

Movement Speed: 115

fAttack While Moving?: Yes
Rotating Turret?: Yes [normal)
Prerequisites: War Factory

Detects stealth

Strong against aircraft

tffective against other light vehicles

can call for a U35 04 transport via Call for
Transport ability (requires firfield)

e pffensive ability can be improved via
Tech Center Mortar upgrade (increases
attack range and damage)

PRIMA Official Game Guide

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
1,500 [ 75% | 50% [100% | 1%

Attacks and Damage
Speed  Damage - Suppression

Class Range
Rocket |[250 | 200 | 4oo 50

Predator Tank

Medium Tank

Cost: 1,100

Build Time: 11 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 60

Attack While Moving?: Yes
Rotating Turret?: Yes [normal)
Prerequisites: War Factory

Strong against vehicles and structures
can call for a U35 04 transport via Call for
Transport ability (requires firfield)

e Offensive ability can be improved via
Tech Center Rail Gun upgrade (increases
attack damage)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,400 | 75% | 25% [100% | 25% | 1%

Attacks and Damage

[lass Range  Speed  Damage  Suppression
Cannon_ | 300 [ 1,000 | 572 Yo

fig

Utility Uenicte

Cost: 2,000

Build Time: 20 sec

Vision Range: 250

Shroud Clear: 320

Movement Speed: 50

Attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: Command Post

Weaponless
Unpacks into Battle Base structure
Battle Base provides forward defenses
and repairs nearby allied vehicles

e While packed up, the Rig can be repaired
while stationed near a War fFactory
or another Battle Base just like other
vehicles

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
1,500 | 75% | 25% |100% [ 25% | 1%
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surveyor
light Uenicle

Cost: 1,500

Build Time: 15 sec

Vision Range: 100

Shroud Clear: 200

Movement Speed: 50

Attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: Construction Yard

Weaponless
Unpacks into Outpost structure
Outpost provides a wide build radius for
additional structure placement, enabling
the creation of autiliary bases

e Can call for a U35 0% transport via Call for
Transport ability (requires firfield)

Armor and Health

Health
2,000

Rocket  Gun  Cannon Grenade Sniper
100% [100% [ 100% | 100% | 1%

AIrCraft

Like infantry, GDI primarily uses aircraft
as support for its vehicles. Though
powerful, GDI's air forces are limited

by the fact that each Rirfield can only
support up to four craft. Furthermore,
all GDI aircraft carry a limited weaponry
payload and must land at an Airfield

to rearm after each attack run. This
often causes GOl Commanders to focus
on ground assaults instead of aerial
bombardments.

Orcas are GDI's light aircraft units.
Their standard payload of six air-
to-surface bombs is guite effective
against hostile structures and vehicles,
but the lightly-armored Orca has no
means of defending itself from other
airborne units.

Flrehawks are heavier and more
versatile attack craft. They can be
outfitted with either two heawy air-to-
surface bombs or four potent air-to-air
missiles when docked at the Rirfield.
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RAfter researching the Stratofighter
upgrade at the Tech Center, Firehauwks
are able to move about the battlefield
with great speed and avoid hostile
anti-air defenses.

Firenauk

Heavy Aircrat

Cost: 1,500

Build Time: 15 sec

Vision Range: 350

Shroud Clear: 450
Movement Speed: 190
attack While Moving?: Yes
Weaponry Payload: 2 [(hombs)/4 [missiles)
Prerequisites: Tech Center

s Strong against vehicles and structures,
or aircraft (depending on weaponry
payload)

e Can he armed with either air-to-surface
bombs [2) or airto-air missiles (4]
[choose while docked at girfield via
Missile Loadout and Bomb Loadout
abilities)

e must dock at firfield to replenish
weaponry payload

e Health can be restored by docking at
firfield for repairs

e Can he ordered to dock at girfield via
Return to firfield ability

e Can learn the Stratofighter upgrade
ability via Tech center research, enabling
firehawks to fly into the stratosphere
and then back down, quickly moving
about the battlefield and circumventing
enemy anti-air defenses

Armor and Health
Cannon Grenade: Sniper Suppression

Health  Rocker ~ Gun

Attacks and Damage
Class Range  Speed  Damage  Suppression

0ica
Assault Aircraft

Cost: 1,100

Build Time: 11 sec

Vision Range: 250

Shroud Clear: 300
Movement Speed: 175
Attack While Moving?: Yes
Weaponry Payload: 6 hombs
Prerequisites: firfield

e Strong against vehicles
e ¢ffective against structures
e Ccannot combat airborne hostiles

e Must dock at firfield to replenish
weaponry payload

e Health can be restored by docking at
firfield for repairs

e Can he ordered to dock at firfield via
Return to Airfield ability

e Can detect nearby stealthed hostiles via
Pulse Scan ability

e Can learn the Sensor Pod upgrade ability
via Tech Center research, enabling Orcas
to launch Sensor Pods that reveal nearby
shroud and stealthed units

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
1,500 [100% [100% [ 100% | 100% | 1%

Attacks and Damage

Class Range  Speed  Damage  Suppression
Rocket | 250 | 200 | 750 10

U35 OH

Transport Aircraft

Cost: N/A

Build Time: N/A

Vision Range: 180

Shroud Clear: 600
Movement Speed: 160
Attack While Moving?: Yes
Weaponry Payload: N/A
Prerequisites: firfield

Lightly armored transport aircraft
Not intended for direct combat situations

Used to ferry ground units about the
hattlefield for surprise attacks, etc.

e |f U35 OH is destroyed in transit, its
passenger unit is lost

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
750  |100% [100% | 100% | 100% | 1%

GDI Support Powers

Many of GDI's support powers revolve
around the rapid deployment of addi-
tional ground forces, with a secondary
focus on direct offensive assaults.
Since most of these reinforcement
support powers rely on V35 Ox trans-
ports, it's a good idea to construct at
least one Rirfield; this allows you to
use these support powers to bring
troops to the field twice as fast, flying
them in as you train new forces at your
Barracks and War Factories.

factions

Bloodhounds
Reinforcement Power

Two veteran-rank Pitbulls and two
veteran-rank APCs are deployed to the
battlefield via V35 Ox transport ships. If
the Oxen are shot down prior to deploy-
ment, these units are lost.

Stats

Pre- Re- Usein Use Any-

source Shroud? where?

Cost

[equisite charge
Slow [2,000| No

GO Airhome
Reinforcement Power

Two veteran-rank Rifleman Squads and
two veteran-rank Missile Squads are
deployed to the battlefield via V35 Ox
transport ships. If the Oxen are shot
down prior to deployment, these units
are lost.

Stats
pre- Re-
Iequisite  charge

Usein Use Any-
Shroud? ' where?

Armory | Slow [1,000| No No

source Cost

|on Cannon
Superweanon

The GDI's devastating superweapon is
capable of instantly annihilating enemy
bases and crippling their presence on
the battlefield. After constructing the
lon Cannon Control Center, you must
wait 10 minutes before the lon Cannon
can be brought online. There's an
additional 10-minute cool-down period
between each use.

Stats
fre- Re
Tequisite charge

Usein UseAny-

COSU ehvoue where?

source
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Orca Strike
Dffensive Pouer

Orders several Orca attack aircraft to fly
past and bombard a targeted location
on the battlefield. These are special
Orcas; they are not pulled from your air
forces, and you may use your regular
Orcas as normal while this power is

in use. Like all aircraft, these Orcas
can be shot down by anti-air fire prior
to reaching the bombing zone—if this
occurs, the effectiveness of their attack
run is reduced.

Stats
M R Usein Use M
S rpigite charge %0 shvouiz wherep

s 533 o 50 | s
Post

Radar Scan
Intelligence Power

Banishes the shroud in a8 wide radius
surrounding the targeted area, revealing

PRIMA Official Game Guide

all units and structures, including steal-
thed units and structures. This effect
persists for a short period of time. Use
this to spy on your enemies from afar,
or to set up other GDI support powers
that cannot be used in shroud.

Stats

e R Usein Use A
SOUCE roruisite charge “™U sroud? where?

Post

Sharpshooter Team
Reinforcement Pouer

Two veteran-rank Sniper Teams are
deployed to the battlefield via V35 Ox
transport ships. If these are shot down
prior to deployment, the units are lost.

Stats
M e Usein Use ANy
S ropiite chae. ™ shroute wherep

Armory;
TECh E'SDD n
Post

Center
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Shockwave Artillery
Dffensive Pouer

Sonic artillery shells bombard a
targeted area, inflicting heavy damage
on all units and structures in the
vicinity. Also temporarily disables all
mechanical units and structures due to
EMP effect.

stats
M R Usein Use
S ropuiite charge U shvoue wherep

e e e
Command | None |Med.|1,500| Yes | Yes
Uplink
1one Trooper Drop Pods

Reinforcement Power

Three Zone Trooper squads are quickly
deployed to the battlefield via drop
pods. This allows for rapid, heavy-
infantry deployment without fear of anti-
aircraft fire. (No V35 Ox transports are
used.)

Stats
Pre- Re- Usein Use Any-
AL Iefuisite charge LH Shroud? - where?

Space
Command |Armory| Slow (3,000
Uplink
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The Brotherhood of Nod is an underground society of fanatics and zealots who worship Tiberium and praise the glorious
benefits they believe the crystal bestows. They wish to incorporate Tiberium into everyday life, regardless of the damage
that might be done to the planet’'s ecosystem and the natural way of life on Earth. Nod despises GDI for interfering with their
great quest and views the entire organization as a fascist regime whose ignorance deserves no mercy. The two factions are
engaged in an escalating war with each other, each one seeking to obliterate the other so their vision of the future can be
fully realized.

As members of an underground terrorist group, Nod Commanders must employ

different tactics to defeat their enemies compared to GDI. Rather than relying on brute
force, the Brotherhood uses stealth, deception, and hit-and-run tactics to create chaos
and confusion. Their units are generally cheaper and weaker than GDI's, but most can

be brought to the field with less cost and greater speed. This allows Nod to apply

constant pressure and adapt to their enemy’s tactics, eventually flooding the battlefield

with hoards of the faithful to crush their prey when the time is right.

Nod Structures

Most of Nod’s buildings are similar to
GDI's. In fact, some even share the
same names, and their tech trees are
nearly identical. There are a few impor-
tant differences to note, however:

Nod’s RIr Tower is superior to GDI's
Rirfield in that just one Rir Tower can
produce an unlimited number of Venom
aircraft. However, Venoms cannot dock
at Rir Towers and thus cannot receive
repairs like GDI aircraft. While Air
Towers can only support 3 maximum
of four Vertigo Bombers, that's really all
you'll ever need.

The Brotherhood has no Armory
structure; their closest counterpart
is the Secret Shrine. This building
provides access to infantry upgrades
just like the Armory, but it can't heal
Nod’s foot soldiers.

Nod’s Power Plants aren’t quite as
efficient as other factions; they produce
a bit less energy from the get-go.
However, these structures cost less
and are quicker to build.

Nod’s turret base defenses are quite
different from their rivals; each one
consists of a hub unit and three “satel-
lite” turrets that must be placed in close
proximity. The hub automatically repairs
its satellites over time, even if they're
destroyed—the only way to truly elimi-
nate a Nod defense turret is to take out
its hub.

Nod Obellsks of Light are advanced
base defenses, and the bane of all
ground units. These frightening towers
can quickly reduce heavily armored
vehicles to ash, but unlike Scrin Storm
Columns, they're unable to target
airborne hostiles.

[ Faction Strengths]

NS
¢ Highly mobile ground forces

e Stealth and deception tactics
¢ (uick to adapt to rivals’ moves

Production Structures

Air Tower
Rircraft Production Structure

Cost: 1,000

Build Time: 10 sec

Power: -5

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Operations Center

s Builds and deploys Nod aircraft units

® Repairs and rearms docked Vertigo
Bombers

Does not repair Venoms

tnables call for Transport ability to Nod
ground units

e Provides Mine Drop support power
Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,000 | 50% | 25% | 75% | 100% | 1%

Construction Yard

Primary Base Construction Facility

Cost: 2,500 (for MCV)
Build Time: 25 sec [MCV)
Power: +10

Vision Range: 100

Shroud Clear: 500

Ground Control Bonus: 360
Rotating Turret?: N/A
Prerequisites: MCV
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s MCV unpacks into this base production
structure

tnables radar
Provides power

Provides a large build radius for structure
placement

Provides one Production Structure queue
Provides one Support Structure queue
Builds and deploys tmissaries for hase
expansion operations

e Additional Construction Yards can he
assembled for more production queues
(build mcus)

Armor and Health

Heatth Rocket  Gun  Cannon Grenade Sniper
20,000 |[50% | 25% | 75% | 100% | 1%
Crane
Secondary Base Construction Facility
Cost: 1,500
Build Time: 15 sec
Power: -10

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 100
Rotating Turret?: N/A
Prerequisites: Construction vard

e Provides one additional Production
Structure queue

e Provides one additional Support Structure
(ueue

e Additional Cranes can be constructed for
even more production queues

Armor and Health

Rocket Gun  Cannon Grenade Sniper
50% | 25% | 75% | 100% | 1%

Health
2,000

Hand of Nod

Infantry Production Structure

Cost: 500

Build Time: 5 sec

Power: -5

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Power Plant

e Trains and deploys Nod infantry
s Does not heal allied infantry units

Armor and Health

Rocket  Gun  Cannon Grenade Sniper
50% [ 25% | 75% | 100% | 1%

Health
2,500

Operations Center
Tech Advancement Structure

Cost: 1,500

Build Time: 15 sec

Power: -10

Vision Range: 100

Shroud Clear: 500

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Power Plant; Refinery

Unlocks advanced units and structures
Provides Decoy Army support power
Provides Radar Jamming Missile support

power
Armor and Health
Health Rocket Gun Cannon Grenade Sniper
5000 |50%|25% | 75% [ 100% | 1%
Power Plant
Base Power FEIIIiliIU
Cost: 500 .
Build Time: 5 sec
Power: +20

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Construction Yard

Provides power

Power output can be enhanced by +10
through liquid Tiberium Core upgrade
(500; 6 sec; requires Tech Lah)

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
4,000 50% | 25% | 75% | 100% | 1%
Refinery
Tiberium Processing and Storage Facility
Cost: 2,000
Build Time: 20 sec
Power: -6

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Construction Yard
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Processes and stores up to 5,000
Tiberium

e Comes with a Harvester to allow the

gathering of Tiberium resources

Armor and Health

Health Rocket ~ Gun  Cannon Grenade Sniper
10,000 50% | 25% | 75% | 100% | 1%
Secret shrine
Infantry Support Center
Cost: 1,500
Build Time: 15 sec
Power: -8

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Hand of Nod

s allows Confessor upgrade for all
Militants (1,000; 40 sec)

e Allows Tiberium Infusion upgrade for all
Fanatics and militants [500; 20 sec)

e Provides Shadow Strike Team support
power

e Does not heal allied infantry units

Armor and Health

Rocket  Gun  Cannon Grenade Sniper
50% | 25% | 75% [ 100% | 1%

Health
3,000

Tech Lab

High-Tech Advancement Structure

Cost: 4,000

Build Time: 40 sec

Power: -15

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Operations Center

Unlocks high-tech units and structures
Allows EMP Coils upgrade for Raider
Buggies [1,000; 40 sec)

Allows Laser Capacitors upgrade for
Raider Buggies, Scorpion Tanks, and
Venoms [2,000; 80 sec)

Allows Dozer Blades upgrade for Scorpion
Tanks (1,000; 40 sec)

Allows Signature Generators upgrade for
Uenoms [100; 13 sec])

tnables Liquid Tiberium Core upgrade at
Power Plants

Provides Cloaking Field support power

Armor and Health

Rocket  Gun  Cannon Grenade Sniper
50% | 25% | 75% | 100% | 1%

Health
10,000
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Tiherium Chemical Plant

Aduanced Support Structure

Cost: 3,000

Build Time: 30 sec

Power: -15

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Tech Lab

s Provides Catalyst missile support power
e Provides Seed Tiberium support power

® Provides Tiberium Vapor Bomb support
power

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
3,000 |50%|25% | 75% [100% | 1%

War Factory

Uehicle Production Structure

Cost: 2,000

Build Time: 20 sec

Power: -5

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Power Plant; Refinery

e Builds and deploys Nod vehicles
s Repairs nearby allied vehicles [within
repair radius)
Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
10,000 | 50% | 25% | 75% | 100% | 1%

slpport Structures

Disruption Touser

Base Concealment Structure

Cost: 1,000

Build Time: 10 sec

Power: -10

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: None

Rotating Turret?: N/A

Prerequisites: Secret Shrine

e Provides stealth to all allied units and
structures within a wide radius

e  Will not become stealthed by additional
Disruption Towers

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,000 [50%|25% | 75% [100% | 1%

[aSer Turret

Anti-Vehicle Base Defense

Cost: 1,200

Build Time: 12 sec

Power: -10

Vision Range: 450

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: Yes [fast)
Prerequisites: Hand of Nod

Detects stealthed units
Strong against hostile vehicles

largely ineffective against enemy
infantry

Will not fire on hostile aircraft

consists of one hub unit and three
satellite turrets

Hub unit automatically repairs its
satellite turrets over time

If the hub unit is destroyed, all of its
satellite turrets are destroyed as well
Armor and Health [Huh Unit]

Health Rocket  Gun  Cannon Grenade Sniper
3,000 |50%|25% | 75% | 100% | 1%

Armor and Health [Turret Unit)

Health Rocket  Gun  Cannon Grenade Sniper
1,000 [50% | 25% [ 75% | 100% | 1%

Attacks and Damage [Turret Unit)
Damage  Suppression

[lass Range  Speed

Cannon 350 | Instant | 14O —
Obelish of Light
fidvanced Base Defense
Cost: 1,800
Build Time: 18 sec
Power: -15

Vision Range: 450
Shroud Clear: 500
Ground Control Bonus: 10
Rotating Turret?: No
Prerequisites: Tech Lab

Detects stealthed units

Strong against hostile vehicles
tffective against enemy infantry
Will not fire on hostile aircraft

Armor and Health

Health Rocket  Gun  Cannon Grenade Smiper
100% | 1%

7,500 50% | 25% | 75%

Attacks and Damage
Class  Range Speed  Damage  Suppression

Cannon 375 | Instant | 3,000 —
SAM Tuet
Anti-Air Base Defense
Cost: 800
Build Time: 8 sec
Power: -6

Vision Range: 100

Shroud Clear: 100

Ground Control Bonus: None
Rotating Turret?: Ves [fast)
Prerequisites: Operations Center

Detects stealthed units
Strong against hostile aircraft
Will not fire on hostile ground forces

Consists of one hub unit and three
satellite turrets

e Hub unit automatically repairs its
satellite turrets over time

e If the hub unit is destroyed, all of its
satellite turrets are destroyed as well

Armor and Health [Hub Unit)

Health Rocket  Gun Cannon Grenade Sniper
3,000 |50%|25% | 75% | 100% | 1%

Armor and Health [Turret Unit)

Health Rocket  Gun  Cannon Grenade Sniper
1,000 | 50% | 25% | 75% | 100% | 1%

Attacks and Damage [Turret Unit)

[lass Range  Speed  Damage Suppression
Rocket [4Yso| 250 | 375 50

Shredder Turet
ANtHInfantry Base Defense

Cost: 600

Build Time: 6 sec

Power: -6

Vision Range: 100

Shroud Clear: 100

Ground Control Bonus: None
Rotating Turret?: Yes [(normal)
Prerequisites: Power Plant

Detects stealthed units
Strong against hostile infantry

Llargely ineffective against enemy
vehicles

e Will not fire on hostile aircraft

Consists of one hub unit and three
satellite turrets
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e Hub unit automatically repairs its
satellite turrets over time

e If the hub unit is destroyed, all of its
satellite turrets are destroyed as well

Armor and Health [Hub Unit]

Health Rocket Gun  Cannon Grenade Sniper
3,000 [50%]25% | 75% [100% | 1%

Armor and Health [Turret Unit]

Health Rocket Gun  Cannon Grenade Sniper
1,000 [50%|25% [ 75% [ 100% | 1%

Attacks and Damage [Turret Unit]

(lass fange  Speed  Damage  Suppression
Gun 350 | 750 [ 150 50

Temple of Nod
SUperweapon Structure

Cost: 5,000

Build Time: 50 sec

Power: -20

Vision Range: 100

Shroud Clear: 100

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Tech Lab

e Charges the Nuclear Missile
superweapon

e Can use Master Computer
Countermeasures ability to instantly
reactivate Nod structures in the event of
an EmP attack
Provides Nuclear missile support power

Only one Temple of Nod may be built at
atime

Armor and Health

Rocket  Gun  Cannon Grenade Smiper
100% | 1%

Health
20,000 [50% | 25% [ 75%

Tiherium Silo
Resource Storage Facility

Cost: 500
Build Time: 5 sec

Power: -3

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 100
Rotating Turret?: N/A
Prerequisites: Refinery

e Stores up to 2,000 Tiberium, allowing for
a greater masimum reserve
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Armor and Health

Health Rochet  Gun  Cannon Grenade Sniper

Other Structures

autpost
Base expansion Facility

Cost: 1,500 [for Emissary)

Build Time: 15 sec [Emissary)/
30 sec [Unpack)

Power: N/A

Vision Range: 100

Shroud Clear: 400

Ground Control Bonus: 360

Rotating Turret?: N/A

Prerequisites: Emissary

e Emissary vehicle unpacks into this
structure

e 0Once unpacked, Outpost provides a large
build radius for structure placement

e Enables the construction of auxiliary
bases and forward outposts

Armor and Health

Health
2,000

Nod Units

You've learned all about Nod's tech
tree and structures; now let's discuss
the legions of the faithful who strive to
elevate the Brotherhood to the planet’'s
dominant military force.

Infantry

There’s very little middle ground when it
comes to Nod infantry; most are either
basic militants or elite agents designed
for heavy assaults and covert ops.

Rochet  Gun  Cannon Grenade Sniper
100% [100% [ 100% [ 100% | 1%

Fanatles are truly unigue units;
they're the only suicidal combatants in
the game. These crazed zealots rush
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straight into the fray with explosives
strapped to their waists, detonating
themselves when they come into
contact with enemy units or structures.
Their effect is devastating against vehi-
cles and buildings, but moving them
within range before they're shot down
can be quite challenging.

Squadrons of the Black Hand are the
bane of enemy infantry. Their flame-
throwers are lethal and their ability to
instantly clear garrisoned structures
means there’s no place to hide from
their righteous wrath. These elite
soldiers are also well armored and
surprisingly difficult to kill.

| -

Shadow Teams are Nod's answer
to GDI Snipers. These stealthed units
can be far more dangerous, however,
as they're able to seriously damage
any structure they approach with their
Explosive Charge ability. Furthermore,
the Shadow Team’s gliders allow them
to take flight, quickly moving about the
battlefield undetected.

Nod’'s Commando unit doesn’t have
the GDI version’'s jump jets, but does
have the ability to become stealthed
while standing still. This allows the
Commando to ambush enemy walker
units and wreak havoc at enemy
outposts, slipping away undetected
afterward.

Black Hand

Elite Infantry

Cost: 900

Build Time: 9 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 40

Attack While Moving?: Yes
Troops per Unit: 9

Prerequisites: Operations Center
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Strong against infantry and structures
flame-bhased attack has limited range but
inflicts damage in a wide radius

Can instantly clear structures garrisoned
by hostiles

can call for a carryall transport via Call
for Transport ability (requires Air Tower)

Armor and Health

Healih Rocket  Gun  Cannon Grenade  Sniper  Suppression
2,700 50% [100% | 50% | 75% |500%| 500

Attacks and Damage

Damaoe - Suppression
Instant | 180 200

[lass Range  Speed

Grenade 180

Commando

Elite Infantry

Cost: 2,000

Build Time: 20 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 60

Attack While Moving?: Yes

Troops per Unit: 1

Prerequisites: Secret Shrine; Tech Lab

Stealthed while standing still

Strong against infantry and structures
Instantly destroys enemy structures and
walker units with close-range explosive
charges

can call for a Carryall transport via Call
for Transport ability (requires Air Tower)
Only one Commando may be trained at a
time

Armor and Health

Health Rocket  Gun  Cannon Grenade  Sniper  Suppression
500 25% [100% | 50% | 75% [500%| 1,000

Attacks and Damage

[l3ss Range  Speed  Damage  Suppression
Sniper | 300 | 500 | 500 50

Fanatics

Suicide Infantry

Cost: 800

Build Time: 8 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 70
attack While Moving?: Yes
Troops per Unit: 5
Prerequisites: Operations Center

Strong against vehicles and structures
enter close range and explode for
massive damage

The fFanatics’ explosive attacks hurt them
and will eventually kill them

can call for a Carryall transport via Call
for Transport ability (requires Air Tower)

e Defensive ability can be improved via
Secret Shrine Tiberium Infusion upgrade
(increases movement speed and health;
provides invulnerability to Tiberium
radiation)

Armor and Health

Health Rocket ~ Eun  Cannon Grenade  Sniper  Suppression
750 25% |200% [ 50% | 75% |500% | 1,000

Attacks and Damage
Class  Range Speed  Damage  Suppression

Grenade 20 | Instant — —

Militant Rocket Squad
Basic Infantry

Cost: 400

Build Time: 4

Vision Range: 350

Shroud Clear: 400
Movement Speed: 35
fAttack While Moving?: No
Troops per Unit; 2
Prerequisites: Hand of Nod

Strong against vehicles and aircraft

can call for a Carryall transport via Call
for Transport ability [requires Air Tower)
Offensive ability can be improved via
Secret Shrine Confessor upgrade [adds
to squad a Confessor leader who throws
hallucinogenic grenades that can
temporarily disable enemy infantry)
Defensive ability can be improved via
Secret Shrine Tiberium Infusion upgrade
(increases movement speed and health;
provides invulnerability to Tiberium
radiation)

Armor and Health

Health Rocket Gun  Cannon Grenade —Sniper  Suppression
300] 50% [100% | 50% | 75% [500%| 100

Attacks and Damage

(lass Range  Speed  Damage  Suppression
Rocket [250| 200 | Soo | 100

Militant Squad

Basic Infantry

Cost: 200

Build Time: 2 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 35
Attack While Moving?: Yes
Troops per Unit: 9
Prerequisites: Hand of Nod

factions

® Strong against infantry

e Can call for a Carryall transport via Call
for Transport ability [requires Air Tower)
offensive ability can be improved via
Secret Shrine Confessor upgrade [adds
to squad a Confessor Leader who throws
hallucinogenic grenades that can
temporarily disable enemy infantry)
Defensive ability can be improved via
Secret Shrine Tiberium Infusion upgrade
(increases movement speed and health;
provides invulnerability to Tiberium
radiation)

Armor and Health

Health Rocker  Gun  Cannon Grenade — Sniper  Suppression
360 50% [100% | 50% | 75% [S00%| S00

Attacks and Damage

Class Range ~ Speed  Damage  Suppression
Gun 250 | Instant 18 25

Saboteur

Utility Infantry

Cost: 500

Build Time: 5 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 30
fAttack While Moving?: N/A
Troops per Unit: 1
Prerequisites: Hand of Nod

Weaponless

Can capture hostile and neutral
structures for a variety of benefits

can capture husks of fallen walker units
to repair them and claim them for Nod
Can instantly repair damaged Nod
buildings

Can repair collapsed bridges by capturing
one of the nearby bridge towers

Can rig neutral buildings to explode when
enemy units pass by via Booby Trap
ahility

can call for a Carryall transport via Call
for Transport ability (requires Air Tower)

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper  Suppression
75 | 25% [100%| 50% | 75% |500%| S00
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Shadow Team
Flite Infantry

Cost: 800

Build Time: 8 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 80 (walking)/

100 [flying)

Attack While Moving?: Yes

Troops per Unit: 4

Prerequisites: Secret Shrine

e Stealthed

e Strong against infantry

e tquipped Glider Pack allows the Shadow
Team to take flight; cannot attack while
airborne

e Can seriously damage or destroy enemy
structures with explosive Charge ability
[must be standing on ground near structure)

Armor and Health
Health  Rocket ~ Gun  Cannon Grenade Sniper  Suppression

Attacks and Damage

Class Range  Speed  Damage = Suppression
Sniper 200 | Instant | 30 —

Uehicles

Nod’'s array of fast, light vehicles
allows them to stage quick assaults
and draw their adversaries into nasty
ambushes. They don't have the advan-
tage of GDI's powerful tanks, but Nod
vehicles generally cost less and can be
cranked out at a faster rate.

The Attack Blke is an often over-
looked asset to Nod's ground forces.
Its remarkable speed and natural
stealth detection make it ideal for
scouting the battlefield during the early

stages of a conflict. Use these units to
distract your enemy and harass their
Harvesters while you bring up more
powerful forces.

Nod’s version of the Harvester has no
gun turret, but it does have the advan-
tage of being stealthed. This is a nice
benefit, helping to keep the unit safe
from harm.

Ralder Buggles and Scorplon Tanks
are light vehicles that can move about
with impressive speed. They can be
assembled very gquickly and become
very dangerous when upgraded with
Laser Capacitors from the Tech Lab.
Go for the Raider Buggy's EMP Coils
upgrade as well; it's great at disabling
hostile vehicles, allowing your Scor-
pions to make short work of them.

When used with skill, Stealth Tanks
can be truly troublesome. They're the
only stealthed tank in the game, and
although they lose their stealth when
they attack, skilled Commanders will
use them to set up brutal ambushes,
safely retreating these valuable units
just before they're destroyed.

Beam Cannons are Nod's unigue
long-range artillery vehicles. They're
designed to flatten enemy structures,
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but they're also quite effective against
armored units. When two or more
Beam Cannons fire on the same struc-
ture, their lasers conjoin, becoming
more powerful. Beam Cannons can
also be left at a base to supercharge
Obelisks of Light, and Venoms can be
used to sight distant targets for them.

Finally, Nod's walker unit, the RAvatar
Warmech, is unique in its ability to
commandeer weaponry from other
Nod vehicles. This includes a Beam
Cannon’s laser; a Flame Tank's flame-
thrower; a Stealth Tank's stealth
generator, and an Attack Bike's stealth
detector. Even without these extra
gadgets, the Rvatar Warmech is easily
Nod’s most powerful vehicle unit.

Attack Bike

Scout Uenicle

Cost: 60O

Build Time: 6 sec

Vision Range: 350

Shroud Clear: 500

Movement Speed: 140

Attack While Moving?: Yes
Rotating Turret?: Yes [normal)
Prerequisites: War Factory

&®

Detects stealth
Strong against aircraft
Cannot move bhackward like other
vehicles

e Can call for a Carryall transport via Call
for Transport ability (requires fir Tower)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
800 [100%| 75% [100% | 75% [ 1%

Attacks and Damage
Speed  Damage  Suppression

[lass Range
Rocket |250| 200 | 600 —

Avatar Warmech

Heauy Assault Walker

Cost: 3,000

Build Time: 30 sec

Vision Range: 450

Shroud Clear: 500

Movement Speed: 50

Attack While Moving?: No
Rotating Turret?: Yes [normal)
Prerequisites: Tech Lab

e Strong against vehicles and structures
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e Warmechs can vastly upgrade their
combat prowess via their Commandeer
Technology ability, which allows them
to destroy allied Nod vehicles, adding
their technology to the arsenal. [Can
gain a Fflamethrower from a flame Tank; a
mobile Stealth Generator from a Stealth
Tank; a Stealth Detection from an Attack
Bike; and a Secondary Laser from a Beam
Cannon.)

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
10,000 [100%| 25% [100% | 25% | 1%

Attacks and Damage
Class Range  Speed  Damage - Suppression

Cannon 350 [ Instant | 1,000 200
Beam Cannon
Medium Artillery Vehicle
Cost: 1,000

Build Time: 10 sec

Vision Range: 500

Shroud Clear: 300

Movement Speed: 75

Attack While Moving?: No
Rotating Turret?: Yes [normal)
Prerequisites: Tech Lab

Strong against vehicles and structures
Attack power greatly increases when
multiple Beam Cannons gather together
and fire on the same target

e Can increase the attack range and rate of
fire of an allied Obelisk of Light defensive
structure via Charge Defenses ability

e can work with allied Venoms to strike
remote targets via Reflector Beam ability
(venom must sight these targets)

e Can call for a Carryall transport via Call
for Transport ability (requires Air Tower)

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
3,000 [75% |50% [100% | 50% | 1%

Attacks and Damage
Class Ranoe  Speed  Damage  Suppression

Cannon 500 | Instant | — —
Emissary
Utility Uehicle
Cost: 1,500

Build Time: 15 sec

Vision Range: 100

Shroud Clear: 200
Movement Speed: 100
Attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: Construction vard

e Weaponless
e Unpachs into Outpost structure

e Qutpost provides a wide build radius for
additional structure placement, enabling
the creation of autiliary bases

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
2,000  [100%|100%|100% | 100% | 1%

Flame Tank

Medium Tank

Cost: 1,000

Build Time: 10 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 75
Attack While Moving?: Yes
Rotating Turret?: Yes [slow)
Prerequisites: Operations Center

Strong against infantry and structures
can instantly clear structures garrisoned
of hostiles

e Rear fuel drums are especially
vulnerable to attacks [unit suffers double
damage)

Armor and Health

Health  Rocket Gun Cannon Grenade Sniper
3,700 | 75% [25% |200%| 25% | 1%

Attacks and Damage
Damage  Suppression

[lass Range  Speed

Grenade 100 | Instant | 200 200
Harvester

litility Uehicle
Cost: 1,000

Build Time: 10 sec

Vision Range: 150

Shroud Clear: 320

Movement Speed: 75

Attack While Moving?: N/A

Rotating Turret?: N/A

Prerequisites: War Factory; Refinery

Stealthed

Gathers Tiberium to process and store at
the nearest Refinery

e Carries loads of up to 2,000 green
Tiberium or 4,000 blue Tiberium

e Can he ordered back to nearest Refinery
via Return to Refinery ability

Armor and Health

Health Rocket  Gun  Cannon Grenade Smiper
5,000 |75%|25% [ 10% | 25% | 1%

factions

MCu

Construction Uenicle

Cost: 2,500

Build Time: 25 sec

Vision Range: 100

Shroud Clear: 200
Movement Speed: 60
Attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: War Factory

Weaponless
Unpacks into Construction Yard structure

Construction Yard provides a wide build
radius and production/support structure
fueues

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
10,000 | 75% [ 25% [100% | 25% | 1%

Raider Buggu
Light Uenicle

Cost: 400

Build Time: 4 sec

Vision Range: 350

Shroud Clear: 500

Movement Speed: 130

fAttach While Moving?: Yes
Rotating Turret?: Yes [(normal)
Prerequisites: War Factory

e Strong against infantry and aircraft

e Can call for a Carryall transport via Call
for Transport ability (requires Air Tower)

e Can learn the EmP Coils ability via Tech
Lab research, enabling Raider Buggies to
fire emP bursts that temporarily disable
mechanical units and structures in blast
radius

e Dffensive ability can be improved via
Tech Lab Laser Capacitors upgrade
[increases attack damage)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
1,500 [50% | 50% [100% | 50% | 1%

Attacks and Damage

Damage - Suppression
Instant | 25 —

[1ass Range  Speed

Gun 250
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SCorpion Tank

Cost: 800

Build Time:

8 sec

UVision Range: 350
Shroud Clear: 400
Movement Speed: 90

Attack While Moving?: Yes
Rotating Turret?: Yes (fast)
Prerequisites: War Factory

PRIMA Official Game Guide

Light Tank

Strong against vehicles

can call for a carryall transport via Call

for Transport ability (requires Air Tower)
e 0ffensive and defensive ability can

be improved via Tech Lab Dozer Blades

upgrade [allows Scorpions to clear away

mines and crush heavy infantry)

s 0ffensive ability can be improved via
Tech Lab Laser Capacitors upgrade
[increases attack damage)

Health
2,400

Armor and Health

Rocket  Gun  Cannon Grenadg Sniper

75%

25%

100% | 25% | 1%

Cl3ss

Cannon

Attacks and Damage

speed

Damage  Suppression

Stealth Tank

Hit-and-Run Tank

Cost: 1,000

Build Time:

10 sec

Vision Range: 350
Shroud Clear: 400
Movement Speed: 120
Attack While Moving?: Yes
Rotating Turret?: Yes (fast]
Prerequisites: Tech Lab

e Stealthed
s Strong against vehicles and aircraft

Armor and Health

Health
1,875

Rocket Gun  Cannon Grenade Sniper

75%

25%

100% | 25% | 1%

Class

Rocket

Attacks and Damage

Range
275

speed
200

Damage  Suppression
1,500

Alrcraft

Nod aircraft are a bit more versatile
than GDI's aircraft, and it's much easier
to flood the battlefield with Venoms
compared to Orcas or Firehawks, as
just one Air Tower can create as many
Venoms as you like. Still, Nod's air
forces aren’t the focus of Nod's mili-
tary might; they're primarily intended
to harass enemy ground units, distract
hostile forces, and bait traps.

Venoms are the backbone of Nod's air
force. Like most of Nod's units, they're
lightly armored, cheap to produce,
and can be assembled very quickly.
Their natural ability to detect stealth
makes them excellent scouts, and their
combat effectiveness can be enhanced
by researching the Laser Capacitors
upgrade at the Tech Lab. Venoms can
also be used to sight distant targets for
long-range Beam Cannon assaults.

Vertlgo Bombers are stealthed fliers
that carry just one massive air-to-surface
bomb. These heavy assault craft are
designed to make fast, unexpected
bombing runs on enemy structures,
destroying them in short order and then
slipping back to the Air Tower to reload.
Use Vertigos to add insult to injury when
assaulting enemy bases and outposts,
or to divert your rival's attention away
from a large ground force.

Caryall
Tiansport Aircrat

Cost: N/A

Build Time: N/A

Vision Range: 180
Shroud Clear: 600
Movement Speed: 100
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Attack While Moving?: Yes
Weaponry Payload: N/A
Prerequisites: Air Tower

e Llightly armored transport aircraft

e Not intended for direct combat situations

s Used to ferry ground units about the
hattlefield for surprise attacks, etc.

e |f carryall is destroyed in transit, its
passenger unit is lost

Armor and Health

Health Rocket Gun  Cannon Grenade Smiper
750 100% | 100% | 100% | 100% | 1%
Attacks and Damage
Class Range  Speed  Damage - Suppression
— 100 | Instant | — —
Uenom
Light Rircraft
Cost: 700

Build Time: 7 sec

Vision Range: 350

Shroud Clear: 500

Movement Speed: 180 &
Attack While Moving?: Yes
Weaponry Payload: N/A
Prerequisites: Air Tower

Detects stealth
Strong against infantry and aircraft
Can spot distant targets for long-range
Beam Cannon assaults

e Can learn the Signature Generator ability
via Tech Lab research, enabling each
Uenom to appear as a large force on the
enemy radar when activated, causing
chaaos and confusion

s Dffensive ability can be improved via
Tech Lab Laser Capacitors upgrade
(increases attack damage)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
1,800 100% [100% | 100% | 100% | 1%
Attacks and Damage

Class Range  Speed  Damage - Suppression
Gun 200 | Instant | 35 25
Uertigo Bomber

Heauy Bomber
Cost: 1,800

Build Time: 18 sec

Vision Range: 350

Shroud Clear: 500
Mmovement Speed: 165
Attack While Moving?: Yes
Weaponry Payload: 1 homb
Prerequisites: Tech Lab

e Stealthed
e Strong against structures
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tffective against vehicles

Rear-mounted anti-aircraft turret wards

off pursuers

e Must dock at Air Tower to reload
weaponry payload

e Health can he restored by docking at fir
Tower for repairs

e Can be ordered to dock at air Tower via

Return to Air Tower ability

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
3,000 [100%]100%]100% | 100% | 1%

Attacks and Damage
Damage  Suppression

[lass Range  Speed
Gun 100 ]| 200 | 10 25

Nod Support Powers

Nod’s wide selection of nefarious
support powers are primarily geared
toward deceiving and confusing the
enemy, with a secondary focus on
direct offensive assaults. Most of

their best support powers take time to
access through the tech tree, but the
earlier ones like Decoy Army and Mine
Drop can be a great help. Later powers
like Cloaking Field and Catalyst Missile
are truly nasty—use your imagination
and look for ways to integrate these
highly beneficial support powers into
your assaults.

Catalyst missile
Dffensive Pouer

Launch a powerful Catalyst Missile

at the targeted location. This missile
causes a destructive chain reaction
upon contact with Tiberium; fire it on
your enemy’s Tiberium fields to create
chaos. This is great to use against
enemy Refineries.

Stats
Pre- Re-
[equisite charge

Usein USeANL-

COSU ehvoudy where?

Cloaking Field
Utilty Powser

Permanently grants stealth to all allied
vehicles within the targeted radius.
RAlso causes heavy damage to allied
and enemy infantry units present in the
area of effect. Use this to conceal your
vehicle’s units for surprise assaults
and ambushes, or to quickly inflict
massive damage against hostile
infantry battalions.

Stats
Pre- Re-
Tequisite charge

Usein  USE Any-
Shroud? where?

source Cost

Stats
fre-  Re
Tequisite charge

Usein Use Any-

source Shroud? where?

Cost

Decoy Army
Intelligence Power

Creates a purely visual cloned army of
targeted ground units. These units look

and act like their real counterparts, but their
attacks deal no damage. Handy for drawing
your opponent’s fire away from your real
units, or for convincing a hostile assault force
to retreat in the face of superior numbers.

Stats
fre-  Re
Iequisite charge

Usein Use Any-

COSU erpude where?

source

Master Computer Countermeasures
support Power

In the event of a hostile EMP attack against
your base, all of your structures within
range of the blast become temporarily
disabled. Fortunately, this handy support
power instantly brings all Nod structures
back online after suffering such an attack.
This can be quite helpful, as EMP blasts
often precede heavy base assaults; use
this support power to negate the effects of
the enemy’s EMP strike, turning the tables
on their forces with a sudden reactivation
of your base defenses.

Stats
fre-  Re

Usein Use Any-
[equisite charge shroud?  where?

None | Fast | 200 | N/R N/R

source Cost

of Nod

Mine Drop

Defensive Power

Places a stealthed minefield on the
battlefield at the targeted location.
These mines inflict significant damage
to enemy ground forces that move into
contact with them. Lay minefields at
key areas of a battlefield where hostile
ground troops are likely to pass.

Nuclear missile
Superweapon

Nod’s devastating superweapon is
capable of instantly obliterating enemy
bases and crippling their presence

on the battlefield. After constructing
the Temple of Nod, you must wait 10
minutes before the Nuclear Missile
can be launched. There’'s an additional
10-minute cool-down period between
each use.

Stats
Pre- Re- Usein Use Any-

shroud? where?

fequisite. Charge

Radar Jamming missile
Intelligence Power

Launches a scrambler missile that
temporarily shuts down all enemy
radars, leaving their forces vulnerable
to surprise assaults.

Stats
Pre- Re- Usein Use Any-
SOurce [Rquisite charge Cost Shroud® where?
Opera- Tech
tions Fast | 750 | Yes | Yes
Lab
Center
Seed Tiberium
Resource Power

Sprays an area with Liquid Tiberium,
accelerating the rate of Tiberium
growth. Useful when you need access
to additional resources but don't want
to risk expanding your base. RAlso effec-
tive when used in conjunction with the
Catalyst Missile support power—seed
an enemy base with Tiberium and then
launch your attack!
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Stats
Pre- Re- Usein Use Any-
SO ronuisite charge U Shiout? where?
Tiberium Air
Chemical Slow | 500 | Yes Yes
Tower
Plant

Shadow Strike Team

Deploys two Shadow Teams to the
battlefield via Glider Packs.

Stats
fre- Re
IEqUisite charge

Usein Use Any-

COSU eovoue where

source

Tiherium vapor Bomb
Dffensive Power

Orders a Carryall to fly past and drop
a lethal vapor bomb at the designated

[ 2\
fin

spot on the battlefield. This is a costly
but extremely potent attack that can
annihilate a large attack force or cripple
an enemy outpost. However, like all
aircraft, the Carryall can be shot down
by anti-air fire prior to reaching the
bombing zone.

Stats
Pre- Re-
[equisite charge

Usein Use Any-

COSU eovouy wheres

source

Tiberium
Chemical
Plant

Slow |3,500| Yes

The Scrin are a vile alien race bent on a hostile takeover of Earth and its resources. These mysterious invaders are equal in
strength to both Nod and GDI, and they're utterly without remorse when conducting business on the battlefield. Drawn to Earth
by the vast amount of Tiberium spreading across the planet’s surface, the Scrin have no intention of leaving any time soon.

When comparing the factions, the Scrin certainly come out as the most unique of the three. Their air forces are vastly superior

to both Nod and GDI, with twice as many aircraft to draw upon, including heavy capita

warships. On the other hand, the Scrin have the least variety in ground forces, and
only two of their land-based units are naturally capable of attacking airborne threats.
The Scrin also have fewer upgrades and support power options compared to their

rivals, and many of these enhancements are geared toward defense buffs rather than

enhancing their offensive capabilities. Though the Scrin are different in many ways,
their fundamental tech structure remains largely the same as that of Nod and GDI.

scrin Structures

Once you grow accustomed to the
appropriately unusual names of Scrin
structures, you'll find their tech tree

is nearly identical to that of Nod and
GDI. Their Warp Spheres heal vehicles
just like War Factories, their Portals
produce infantry, and their Gravity
Stabilizers assemble aircraft. They
have the same basic types of support
structures and tech-advancement facili-
ties as well. Of course, there are a few
differences worth noting:

Each Scrin Gravity Stabllizer can
produce up to four aircraft units, which
simplifies the task of amassing a
powerful Scrin air force. Furthermore,
Scrin’s aircraft are never required to
dock at a Gravity Stabilizer; each unit
is armed with an unlimited supply of
ammo.

Like Nod, the Scrin have no structure
capable of healing their infantry; only
GDI's Armory can restore health to their
troops. In fact, the only Scrin structure
capable of repairs is their Uarm Sphere,
which heals nearby vehicles just like a
GDI or Nod War Factory.

primagames.com

[ Faction Strengths]

N
e Dominant air forces

e Heavily armored units
e Defensive upgrades and pouwers

Scrin Power Plants are almost as
cheap and quick to produce as Nod's,
yet they crank out as much power
as GDI's. However, it takes a whop-
ping 13 seconds to upgrade a Scrin
Power Plant with an advanced Fusion
Core; this is more than twice the time
it takes their rivals to upgrade their
Power Plants.

The Scrin have one of the best
advanced base defenses in the game,
the Storm Column. Unlike GDI's Sonic
Emitters and Nod's Obelisks of Light,
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these spiny towers are lethal against
all types of units, including aircraft.
Storm Columns also generate localized
lon Storms that increase the armor of
nearby Scrin aircraft by 25 percent. A
teched-up Scrin base can be truly diffi-
cult to assault when these fearsome
defenses are standing guard.

Finally, the Scrin have no structure
that acts like their rivals’ Tiberium
Silos; the only way the Scrin can
store up additional resources is to
construct auxiliary Extractors (their
version of a Refinery). To help balance
this out, the Scrin have a unique
structure called the Growth Accel-
erator, which can be placed in the
center of a Tiberium field to enhance
the field's regeneration rate.

Production Structures

Drone Platform
Primary Base Construction Facility

Cost: 3,000 (for Drone Ship)
Build Time: 30 sec [Drone Ship]
Power: +10

Vision Range: 400

Shroud Clear: 500

Ground Control Bonus: 360
Rotating Turret?: N/A
Prerequisites: Drone Ship

Drone Ship unpacks into this structure
tnables radar

Provides power

Provides one Production Structure queue
Provides one Support Structure gueue
Builds and deploys txplorers for base
eHpansion operations

s Additional Drone Platforms can be
assembled for more production queues
(build Drone Ships)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
20,000 | 50% | 25% | 75% | 100% | 1%

EHUractor

Tiberium Processing and Storage Facility

Cost: 2,000 y
Build Time: 20 sec :
Power: -6

Vision Range: 200

Shroud Clear: 400

Ground Control Bonus: 250

Rotating Turret?: N/A

Prerequisites: Drone Platform

e Processes and stores up to 5,000
Tiberium

e Comes with a Harvester to allow the
gathering of Tiberium resources

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
10,000 | 50% [25% | 75% | 100% [ 1%

Foundry
Seconary Base Construction Facility

Cost: 1,500

Build Time: 15 sec

Power: -10

Vision Range: 200

Shroud Clear: 300

Ground Control Bonus: 100
Rotating Turret?: N/A
Prerequisites: Drone Platform

e Provides one additional Production
Structure queue

e Provides one additional Support Structure
fueue

e Additional Cranes can he constructed for
even more production queues

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,000 |50%|25% | 75% | 100% | 1%

Gravity Stanilizer
Aircraft Production Structure

Cost: 1,000

Build Time: 10 sec

Power: -7

Vision Range: 200

Shroud Clear: 400

Ground Control Bonus: 250
Rotating Turret?: N/A
Prerequisites: Nerve Center

Builds and deploys Scrin aircraft units
Does not repair Scrin aircraft

Does not allow for air transport of Scrin
ground units

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
6,000 |50%|25% | 75% | 100% | 1%

e L K

Nerve Center

TeCh Advancement Structure

Cost: 1,500 f
Build Time: 15 sec

Power: -8

Vision Range: 200

Shroud Clear: 500

Ground Control Bonus: 175

Rotating Turret?: N/A

Prerequisites: Reactor; Extractor

Unlocks advanced units and structures
Provides Llightning Spike support power
Provides The Swarm support power

Provides Tiberium Vibration Scan support
power

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
5,000 | 50% | 25% | 75% | 100% | 1%

Portal

Infantry Production Structure

Cost: 600

Build Time: 6 sec

Power: -5 -
Vision Range: 200

Shroud Clear: 400

Ground Control Bonus: 175

Rotating Turret?: N/A

Prerequisites: Reactor

e Builds and deploys Scrin infantry units
s Does not heal allied infantry units

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
3,000 | 50% | 25% | 75% | 100% | 1%

Reactor

Base Power facility
Cost: 600
Build Time: 6 sec
Power: +20

Vision Range: 200

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Drone Platform
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Provides power

Power output can be enhanced by +10
through fusion Core upgrade (400; 13 sec;
requires Tech Center]

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
4,000 50% | 25% | 75% | 100% | 1%
Signal Transmitter
fidvanced Support Structure
Cost: 3,000
Build Time: 30 sec \
Power: -10

Vision Range: 200

Shroud Clear: 400

Ground Control Bonus: 175

Rotating Turret?: N/A

Prerequisites: Technology Assembler

s Provides Deploy mothership support
power

e Provides Wormhole support power
Armor and Health

Heatth Rocket  Gun  Cannon Grenade Sniper
3,000 50% | 25% | 75% | 100% | 1%
Gtasis Chamber
[nfantry Support Center
Cost: 1,200
Build Time: 12 sec
Power: -8

Vision Range: 200

Shroud Clear: 400

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Portal

s Provides Stasis Shield support power
e Does not heal allied infantry units

Armor and Health

Heatth Rocket  Gun  Cannon Grenade Sniper
3,000 50% | 25% | 75% | 100% | 1%
Technology Assembler
Hioh-Tech Advancement Structure
Cost: 4,000
Build Time: 40 sec
Power: -10

Vision Range: 200
Shroud Clear: 400
Ground Control Bonus: 250

Rotating Turret?: N/A
Prerequisites: Nerve Center

Unlocks high-tech units and structures

Allows forcefield Generators upgrade for
Annihilator Tripods, Devastator Warships,
and Planetary Assault Carriers (3,000;
120 sec)

e Allows Plasma Disc Launchers upgrade for
Shock Troopers (1,000; 40 sec)

e Allows Blink Packs upgrade for Shock
Troopers (2,000; 80 sec)

tnables Fusion Core upgrades at Reactors
Provides Phase Field support power

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
10,000 |[50% | 25% | 75% | 100% | 1%
Warp Sphere
Uehicle Production Structure
Cost: 2,000
Build Time: 20 sec
Power: -6

Vision Range: 200
Shroud Clear: 400
Ground Control Bonus: 250

a2’

Prerequisites: txtractor; Reactor

Builds and deploys Scrin vehicle units

Repairs nearby allied vehicles [within
repair radius)
e Provides Reconstruction Drones support

power
Armor and Health
Health  FRocket Gun Cannon Grenade Sniper
10,000 |50% | 25% | 75% | 100% | 1%
SUpport Structures
Buzzer Hive

AntHnfantry Base Defense

Cost: 600

Build Time: 6 sec

Power: -7

Vision Range: 350

Shroud Clear: 400

Ground Control Bonus: None
Rotating Turret?: N/A
Prerequisites: Reactor

Detects stealthed units
Strong against hostile infantry

Largely ineffective against enemy
vehicles

e Will not attack hostile aircraft

primagames.com

e [f Buzzers are destroyed, new ones are
quickly generated

Armor and Health

Health Rocket = Gun  Cannon Grenade Sniper
1,600 50% | 25% | 75% | 100% | 1%
Attacks and Damage

Class Range ~ Speed  Damage  Suppression
Sniper yoo | Instant | 120 —
Growth Accelerator
Resource enhancement Structure
Cost: 1,500
Build Time: 15 sec
Power: -5

Vision Range: 200
Shroud Clear: 400
Ground Control Bonus: 10
Rotating Turret?: N/A
Prerequisites: Extractor

e Must be placed in the middle of a
Tiberium field

e Significantly increases Tiberium field
regeneration rate

Armor and Health

Health Rocket = Gun  Cannon Grenade Sniper
3,000 50% | 25% | 75% | 100% | 1%
Photon Cannon
finti-uehicle Base Defense
Cost: 1,200
Build Time: 12 sec
Power: -8

Vision Range: 350

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: Yes [normal)
Prerequisites: Portal

Detects stealthed units
Strong against hostile vehicles

Llargely ineffective against enemy
infantry

Will not fire on hostile aircraft

Armor and Health

Rocket  Gun Cannon Grenade Sniper
50% | 25% | 75% [ 100% | 1%

Health
4,000

Attacks and Damage

Class Range ~ Speed  Damage  Suppression
Cannon 350 S [u]a] 700 —
Plasma missile Battery
Anti-Air Base Defense
Cost: 800
Build Time: 8 sec
Power: -7

Vision Range: 450
Shroud Clear: 500
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Ground Control Bonus: None
Rotating Turret?: Yes [normal)
Prerequisites: Nerve Center

e Detects stealthed units
e Strong against hostile aircraft
e Will not fire on hostile ground forces

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
7,000  [50%|25% | 75% [ 100% | 1%

Attacks and Damage
Damage = Suppression

(lass Range  Speed
Rocket |y4so| 300 | 750 50

RITt Generator

SUerweapon Structure

Cost: 5,000

Build Time: 50 sec

Power: -15

Vision Range: 100

Shroud Clear: 100

Ground Control Bonus: 175
Rotating Turret?: N/A
Prerequisites: Technology Assembler

Charges the Black Hole superweapon
Provides Black Hole support power

Only one Rift Generator may be built
at atime

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
20,000 [50% |25% | 75% | 100% | 1%

Attacks and Damage

Class Range Speed  Damage  Suppression
Cannon |Infinite | Instant | 20,000 —

Storm Column
Advanced Base Defense

Cost: 1,500

Build Time: 15 sec

Power: -12

Vision Range: 375

Shroud Clear: 500

Ground Control Bonus: None
Rotating Turret?: No
Prerequisites: Technology Assembler

Detects stealthed units

Strong against hostile vehicles and
aircraft

e (ffective against enemy infantry
Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
6,400 | 50% | 25% | 75% | 100% | 1%

Attacks and Damage

Class Range  Speed  Damage = Suppression
Rocket Instant | 2,500

Other Structures
lightning Spike

All-Purpose AntiHnfantry Defense

Cost: 1,000 (for Lightning \

Spike support power] R\
Build Time: 10 sec 3
Power: N/A
Vision Range: 400
Shroud Clear: 450
Ground Control Bonus: None
Rotating Turret?: Yes (normal)
Prerequisites: Nerve Center; Gravity Stabilizer

e Detects stealthed units
e Strong against hostile infantry

s largely ineffective against enemy
vehicles

e Will not fire on hostile aircraft

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,000 |50%|25% | 75% | 100% | 1%

Attacks and Damage
Namage  Suppression

Class Range  Speed
Cannon 375 | Instant | 290 —

Qutpost

Base eHpansion Facility

Cost: 1,500 (for Explorer)

Build Time: 15 sec [Explorer)/
30 sec (Unpach)

Power: N/A /
Vision Range: 200 )
Shroud Clear: 400

Ground Control Bonus: 300

Rotating Turret?: N/A
Prerequisites: txplorer

e gxplorer vehicle unpacks into this
structure

e 0Once unpacked, Outpost provides a large
build radius for structure placement

e tnables the construction of autiliary
hases and forward outposts

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
2,000 [100%|100%|100% | 100% | 1%

factions

Scrin Units

If you thought the Scrin’s structures
were unigue, wait until you take a look
at the units that make them such a
threat to their foes.

Infantry

Though the Scrin have a sizable
advantage in the aircraft department,
their infantry leaves something to

be desired. They have the smallest
selection of infantry units, and none

of them is capable of combating
airborne threats. On the other hand,
Scrin infantry are exceptional at tearing
through enemy vehicles and whittling
down structures, making them effective
as early-game base rushers.

Buzzers are the cheapest infantry
units for the Scrin to produce, and
they excel at combating enemy foot
soldiers. Their ability to instantly clear
garrisoned structures makes it tough
for hostile troops to defend them-
selves. Buzzers can also combine with
Scrin combat vehicles, dramatically
increasing the vehicle’s anti-infantry
capabilities.

Shock Troopers are advanced Scrin
infantry, ideal for use against vehicles
and structures. Their true potential
comes to light once you upgrade these
units with Blink Packs and Plasma
Disk Launchers at the Technology
Center. These enhancements allow
Shock Troopers to instantly teleport into
advantageous positions—behind a line
of hostile vehicles, for example—and
then open fire with increased attack
damage.
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Masterminds are Scrin’s elite infantry
units. Only one Mastermind may be
trained at a time. Masterminds are
not able to destroy buildings and
walker units with explosives, however;
instead, their uniqgue Manipulator
Device ability allows them to seize
control of @ nearby hostile unit, turning
it against the Mastermind’s foes. A
Mastermind can also use its Teleport
Units ability to quickly move allied
forces about the battlefield, placing
them in strategic locations. Together,
these unique abilities make the Master-
mind more of a support unit than a
direct combatant like the Commando.

Assimilator
Utility Infantry

Cost: 500

Build Time: 5 sec 4
Vision Range: 100

Shroud Clear: 200
Movement Speed: 30
Attack While Moving?: N/A
Troops per Unit: 1
Prerequisites: Portal

Weaponless
Stealthed while standing still
Can capture hostile and neutral
structures for a variety of benefits

® Can instantly repair damaged Scrin
buildings

e Can capture husks of fallen walker units
to repair them and claim them for the
Scrin

s Can repair collapsed bridges by capturing
one of the nearhy bridge towers

Armor and Health

Health Rochet Gun  Cannon Grenade —Sniper  Suppression
75 | 25% [100%] 50% | 75% [100% | —

Buzzers

Basic Infantry

Cost: 200

Build Time: 2 sec E
Vision Range: 225

Shroud Clear: 250

Movement Speed: 75

f‘ﬁ
L 44

/

Attack While Moving?: Yes
Troops per Unit: 1 swarm
Prerequisites: Portal

e Strong against infantry

s Can instantly clear structures garrisoned
by hostiles

e Can combhine with allied vehicles via
Combine with VUehicle ability; adds the
Buzzers’ attack power to the vehicle and
helps protect it

Armor and Health
(annon Grenade ~ Sniper  Suppression

Health Rocket  Gun

Attacks and Damage
Class  Range  Speed  Damage  Suppression

Disintegrators
Basic Infantry

Cost: 300

Build Time: 3 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 50
Attack While Moving?: Yes
Troops per Unit: 5
Prerequisites: Portal

e Strong against vehicles and structures

e gxplode when crushed, dealing damage
to attacking vehicle

Armor and Health
Health Rocket Gun  Cannon Grenade —Sniper  Suppression

Attacks and Damage

Class Range  Speed  Damage = Suppression
Rocket 100 | Instant

Masterminds
Flite Infantry

Cost: 1,500

Build Time: 15 sec

Vision Range: 250

Shroud Clear: 200

Movement Speed: 90

Attack While Moving?: Yes

Troops per Unit: 1

Prerequisites: Stasis Chamber; Technology
Assembler

e Can instantly transport allied units to
any nearby location on the battlefield via
Teleport Units ability

primagames.com

Can take control of hostile infantry,
vehicles, and structures via Manipulator
Device ability

s 0Only one Mastermind may be trained at
atime

Armor and Health

Health Rocket Gun  Cannon Grenade —Sniper  Suppression

Attacks and Damage
Damage  Suppression

Class Range  Speed
200 | Instant — —

Shock Troopers

Advanced Infantry

Cost: 800

Build Time: 8 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 65

Attack While Moving?: Yes

Troops per Unit: 3

Prerequisites: Nerve Center; Stasis Chamber

Strong against vehicles and structures
Can learn the Blink Packs ability via
Technology Assembler research,
allowing Shock Troopers to teleport about
the battlefield

e Dffensive ability can be improved via
Technology Assembler Plasma Disk
Launchers upgrade [increases attack
damage; allows Shock Troopers to fire on
aircraft units)

Armor and Health

Health Rocker Gun  Cannon Grenade Sniper  Suppression
900 25% [100%| 25% [100%| 100% | —

Attacks and Damage
Damage  Suppression

Class Range  Speed
Rocket | 300 [ 4oo

Uehicles

Like their infantry, the Scrin also have
the smallest selection of vehicles to
draw upon out of the three factions. Most
Scrin combat vehicles are quite slow, but
they're also powerful and resilient; their
attack and defense ratings are on par
with some of GDI's finest.
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The Seeker is perhaps the best
scout unit in the game. Though it's not
quite as fast as GDI's Pitbull or Nod's
RAttack Bike and Raider Buggy, the
Seeker is designed to assault vehicles
and is somewhat effective against
structures, making it ideal for early-
game harassment and scout-vs-scout
countermeasures.

Scrin’'s Harvester isn’t stealthed
like Nod's and doesn'’t possess a gun
turret like GDI's, but it does have a
unique advantage: it slowly recovers
health while gathering resources amid
a Tiberium field. This special benefit
often enables Scrin Harvesters to
survive longer than others when being
harassed by hostiles.

The Gun Walker is the Scrin’s best
land-based unit against enemy aircraft,
making it a valuable asset to any Scrin
assault force. These freaky-looking
vehicles are useful throughout every
battle, as it takes some time for the
Scrin to amass a powerful air pres-
ence, and most of their other ground
forces are ill-equipped to deal with
aerial threats.

Scrin’s slow-moving Corruptors are
similar in many ways to Nod Flame
Tanks. They're designed to decimate
hostile infantry, clear garrisoned struc-
tures, and reduce enemy structures
to rubble. Corruptors are also able to
heal allied units by “attacking” them;
this makes Corruptors as useful at
supporting their troops as they are at
assaulting enemy outposts.

Surprisingly, Scrin’s heavy walker,
the Annihilator Tripod, is a bit faster
than the other factions’ walker units.

It's also extremely powerful and can
crush lighter vehicles underfoot. UJhen
upgraded with the Technology Assem-
bler's Forcefield Generator, Annihilator
Tripods become exceptionally difficult to
destroy. Though costly, these are by far
Scrin’s best armored units.

Annihitator Tripod

Heauy Assault Walker

Cost: 3,000

Build Time: 30 sec

Vision Range: 350

Shroud Clear: 500

Movement Speed: 60

Attack While Moving?: Yes

Rotating Turret?: Yes [normal)
Prerequisites: Technology Assembler

e Strong against vehicles and structures
can combine with Buzzers for improved
defense and anti-infantry capabilities

e Defensive ability can be improved
via Technology Assembler forcefield
Generators upgrade (forcefields ahsorh
damage and can negate one EMP attack)

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
7,500 | 75% | 25% [100% | 25% | 1%

Attacks and Damage
Damage  Suppression

Class Range  Speed
Cannon 350 4yoo 500 —

corruptor

Medium Uenicle

Cost: 1,000

Build Time: 10 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 60
fAttack While Moving?: No
Rotating Turret?: N/A
Prerequisites: Nerve Center

Strong against infantry and structures
can instantly clear structures garrisoned
by hostiles

e Can repair allied units by “attacking”
them

e Can combine with Buzzers for improved
defense and anti-infantry capabilities

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
2,500 | 75% | 25% [100% | 25% | 1%

Attacks and Damage
Damage ~ Suppression

[13ss Range  Speed

Grenade 100 | Instant | 4O —
Devourer Tank

Medium Tank
Cost: 1,400

Build Time: 14 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 55

Attack While Moving?: Yes
Rotating Turret?: Yes [normal]
Prerequisites: Nerve Center

Strong against vehicles and structures
attack laser can be supercharged
by using Conversion Beam abhility to
absorhb Tiberium from a field or resource
structure

e Can combine with Buzzers for improved
defense and anti-infantry capabilities

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
3,200 | 75% | 25% [100% | 25% | 1%

Attacks and Damage

Class Range ~ Speed  Damage = Suppression
Cannon 350 | Instant | 500 —
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Eplorer
Utility Uenicle

Cost: 1,500

Build Time: 15 sec

Vision Range: 150

Shroud Clear: 320

Movement Speed: 100

attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: Drone Platform

Weaponless
Unpacks into Outpost structure

Outpost provides a wide build radius for
additional structure placement, enabling
the creation of autiliary bases

Armor and Health

Health Rocket  Gun  Cannon Grenadg Sniper

2,000 |100% [100%| 100% | 100% | 1%
Gun Watker

Medium vehicle
Cost: 700

Build Time: 7 sec

Vision Range: 350

Shroud Clear: 400

Movement Speed: 75 L
Attack While moving?: No
Rotating Turret?: Yes [normal)
Prerequisites: Warp Sphere

e Strong against infantry and aircraft

e Can combine with Buzzers for improved
defense and anti-infantry capabilities

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
2,500 | 75% | 25% [100% | 25% | 1%

Attacks and Damage
Class Range  Speed  Damage - Suppression

Gun 300 | Instant | 80 —
Harvester
Resource Uehicle
Cost: 1,000

Build Time: 10 sec

Vision Range: 150

Shroud Clear: 320
Movement Speed: 75
Attack While Moving?: N/A
Rotating Turret?: N/A
Prerequisites: Warp Sphere; txtractor

Gathers Tiberium to process and store at
the nearest Refinery

e Carries loads of up to 2,000 green
Tiberium or 4,000 blue Tiberium

e Slowly regenerates health over time
while exposed to Tiberium radiation

e Can bhe ordered hack to nearest Refinery

via Return to Refinery ability

Armor and Health

Health Rochet  Gun  Cannon Grenade Sniper
7,500 [ 75% | 25% [ 10% | 50% | 1%

Seeher
light Uehicle

Cost: 800

Build Time: 8 sec

Vision Range: 350

Shroud Clear: 500

Movement Speed: 90

Attack While Moving?: Yes
Rotating Turret?: Yes [normal)
Prerequisites: Warp Sphere

e [Detects stealth
e Strong against vehicles and aircraft

e Can combine with Buzzers for improved
defense and anti-infantry capabilities

Armor and Health

Health Rocket  Gun  Cannon Gienade Sniper
2,400 | 75% | 25% |100% | 50% | 1%

Attacks and Damage

Class Range  Speed  Damage  Suppression
Rocket | 250 [ uyoo | 375 —

AIrCrat

The Scrin make up for their lackluster
ground forces with a tremendously
powerful air presence. They have twice
as many combat aircraft as Nod and GDI,
and none of their rivals’ air units can match
the might of the vessels that make up
Scrin’s aerial fleet. Rl Scrin aircraft carry
unlimited ammunition as well, allowing for
prolonged aerial bombardments.

Scrin’s version of the MCV is called
the Drone Ship. This giant weaponless
vessel costs a bit more to build than
MCVs, and it takes longer to access
through the tech tree as it comes from
the Gravity Stabilizer. However, the
Drone Ship is airborne and capable of
flying over land obstacles, making base
expansion a bit easier for the Scrin in
some regions.

The Stormrider is Scrin's fast-attack
vessel, and it's far sturdier than GDI's
Orca or Nod's Venom. Designed for use
against enemy vehicles and aircraft,
Stormriders are fast and powerful,
forming the backbone of the Scrin fleet.

Think of Devastator Warships as
airborne artillery craft that can also oblit-
erate infantry. Their substantial attack
range is perfect for base assaults,
often allowing Devastator Warships to
destroy anti-air defenses without fear
of return fire. A few Devastators backed
by a fleet of Stormriders makes for a
fantastic mid-game assault force.

Planetary Assault Carrlers are like
flying GDI Mammoths. They're lethal
against vehicles and structures,
and able to support allied aircraft by
creating localized lon Storms, which
enhance the armor of Scrin air units
by 25 percent. These massive vessels
are frightening to behold and can easily
turn the tide of any battle.

primagames.com
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When push comes to shove, the
Scrin call in their Mothership to settle
the score. This massive flying unit is
practically 3 mobile superweapon,
albeit an incredibly slow-moving one.
To attack, the Mothership fires its
Catalyst Cannon at the ground directly
beneath it, sending out shockwaves

that obliterate everything in the vicinity.

Only one Mothership may be deployed
at a time, and theu’re only available
through Mothership support power.

Devastatar Warship
Heauy Arcillery Aircraft

Cost: 2,400

Build Time: 24 sec

Vision Range: 500

Shroud Clear: 400
Movement Speed: 60
Attack While Moving?: Yes
Weaponry Payload: N/A
Prerequisites: Technology Assembler

g’

Strong against structures and infantry
Gain a 25 percent armor hoost when
positioned amid lon Storms

e Defensive ability can be improved
via Technology Assembler fForcefield
Generators upgrade (forcefields absorb
damage and can negate one EMP attack)

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
6.250 [100%[100%]100% | 100% | 1%

Attacks and Damage
Damage  Suppression

Class Range  Speed
Grenade 500 300 1,750 —

Drane Ship

Construction Aircraft

Cost: 3,000

Build Time: 30 sec

Vision Range: 150

Shroud Clear: 320

Movement Speed: 48

Attack While Moving?: N/A
Weaponry Payload: N/A
Prerequisites: Gravity Stabilizer

Weaponless
Unpacks into Drone Platform structure

Drone Platform provides a wide build
radius and production/support structure
(ueues

Armor and Health

Health Rocket Gun  Cannon Grenade Sniper
6.250 | 75% [ 25% |100% | 25% | 1%

Mothership

Superheauy Capital Aircraft
Cost: 5,000 [for mothership

support power]
Build Time: 50 sec @
Vision Range: 800
Shroud Clear: 1,000
Movement Speed: 15
Attack While Moving?: No
Weaponry Payload: N/A
Prerequisites: Gravity Stabilizer; Signal
Transmitter
Strong against structures
tffective against all combat units
Gain a 25 percent armor hoost when
positioned amid lon Storms
e Can only be deployed via mothership
support power
e 0nly one Mothership may be deployed at
a time

Armor and Health

Health Rocket  Gun  Cannon Grenade Sniper
30,000 [100% [100%[100% [ 100% | 1%

Attacks and Damage
Class  Range  Speed  Damage  Suppression

Cannon 5 Instant | Extreme —

Planetary ASsault Carrier
Heauy Capital Ship

Cost: 3,000

Build Time: 30 sec

Vision Range: 350

Shroud Clear: 500
Movement Speed: 40
Attack While Moving?: Yes
Weaponry Payload: N/A
Prerequisites: Signal Transmitter

Detects stealth
Strong against vehicles and structures
Gain a 25 percent armor hoost when
positioned amid lon Storms

e Can create localized lon Storms via lon
Storm ability; lon Storms enhance nearby
Scrin aircraft units’ armor by 25 percent
and inflict damage to nearhy enemy
structures and vehicles over time

e Defensive ability can be improved
via Technology Assembler forcefield
Generators upgrade (forcefields ahsorh
damage and can negate one EMP attack)

Armor and Health

Health Rocket ~ Gun  Cannon Grenade Sniper
12,500 [100%]100% [ 100% [ 100% | 1%

Attacks and Damage
Namage  Suppression

Class Ranoe  Speed
Cannon 4yoo | Instant | 360 —

Stormrider
Basic Aircraft

¢

Cost: 1,500

Build Time: 15 sec

Vision Range: 350

Shroud Clear: 400
Movement Speed: 175
Attach While Moving?: Yes
Weaponry Payload: N/A
Prerequisites: Gravity Stabilizer

Strong against aircraft and vehicles

Gain a 25 percent armor boost when
positioned amid lon Storms

Armor and Health

Health Rocket ~ Gun  Cannon Grenade Sniper
4,000 |100%100%|100% | 100% | 1%

Attacks and Damage
Damage  Suppression

Class fange  Speed
Rocket 350 | Instant | 100 —

Scrin Support Powers

Most of the support powers employed
by the Scrin are used to heal and
defend their forces, with a secondary
focus on removing hostile units from
combat. Reconstruction Drones are
available early and are a great way

to keep Scrin’s heavier units in good
repair as they assail enemy bases and
outposts. Both the Phase Fleld and
Stasis Shleld are ideal ways to quickly
remove large hostile forces from
combat. If you can harness enough
resources to deploy a Mothershlp while
charging up a Black Hole, you give your
enemies two potentially match-ending
threats to focus on.
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sUperweapon

The Scrin’s devastating superweapon
is capable of instantly annihilating
enemy bases and crippling their
presence on the battlefield. After
constructing the Rift Generator, you
must wait 10 minutes before the Rift
can be summoned. There's an addi-
tional 10-minute cool-down period
between each use.

Stats
Pre- Re- Usein Use Any-
Saurce [Rquisite charge Shroud? where?
Generator
Lightning Spike
Defensive Power

Creates a Lightning Spike defensive
structure at the desired location on the
battlefield. This allows you to place
defensive structures outside your
base’s build radius. Lightning Spikes
are pouwerful against enemy infantry.

Stats

Pre- he-
[equisite charge
Gravity
Stabi-

lizer

Usein Use Any-

source Shroud?  where?

Cost

Nerve
Center

Fast | 1,000 No Yes

mothership
Reinforcement Pouer

Summons the Scrin Mothership to the
battlefield; a3 massive, slow-moving
aircraft is armed with the Catalyst
Cannon, which fires at the ground
directly below the Mothership, sending
out a destructive shockwave that deals
massive damage to everything caught
in its wake. Only one Mothership may
be deployed at a time.

Stats
fre- Re
Iquisite charge

Usein Use Any-

COSU eovoue where

source

Slow |5,000| N/A

Phase feld
Defensive Power

Phases all ground units within the
targeted radius, partially shifting them
into another dimension. Phased units
cannot attack, but gain a substantial
armor bonus. This is a good way to
quickly nullify a hostile assault force, or
to cripple an enemy base’s defenders
while your units assail their structures
unopposed.

Stats

fre-  Re Usein Use Any-

COSU aorpu wheree

Source

[equisite charge
None | Slow | 1,500

RECONSTruCtion Drones
Utilty Powser

Repairs all units over time at the
targeted location. A good way to keep
your forces healthy as they combat
hostiles in the field.

Stats
e e Usein  Use A
SOCE onuisite charge O hyoud> where?
Nerve None | Fast [1,500]| Yes Yes
Center
Stasis Shield

Defensive Power

Creates an impenetrable shield over a
targeted area that disables and protects
all units and structures inside for a time.
These units cannot move or attack, but
may be salvaged for future use when
the shield wears off. Can also be used
to quickly stop a hostile assault force
while you amass additional units to
combat them or strengthen your base
defenses.

primagames.com

Stats

Re- Usein Use Any-

Source  Prerequisite charge Cost shroud® where?

The Swarm
Reinforcement Pouer

Summons a great swarm of Buzzers
that engulfs the targeted area. Very
effective against hostile infantry
battalions.

Stats

Pre- Re- Usein Use Any-

source Shroud? where?

Cost

[Bquisite ~ charge

Tiherium Vibration Scan
Intelligence Pouer

Reveals on your radar all Tiberium
fields, Tiberium-based structures, and
Harvesters across the battlefield. A
good way to quickly locate additional
resources and discover which Tiberium
fields your opponents are currently
harvesting.

Stats
Re- Usein Use Any-

Source  Prefequisite charge Cost shioud? where?

Nerve |Technology
Center | Assembler Fast

Wormhole

Creates two portals on the battlefield
at the targeted locations. Rllied and
enemy units alike can instantly travel
between these two portals, creating

3 good way to quickly move your
assault parties to your enemy’s base
and outposts. Can also be used to lure
enemy forces into cunning ambushes.

Stats
Pre-  Re
[equisite. charge

Usein Use Any-

source Shroud?  where?

Cost

None |[Med.|2,000( No
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The forces of GDI, Nod, and Scrin aren’t the planet’s only inhabitants; there are many other people on Earth who've become
caught in the middle of chaotic struggle between these factions. Earth’'s neutral-aligned populace has developed technology of
its own, and clever Commanders will find ways to take advantage of these neutral tech structures.

Capturing Neutral

Neutral structures provide no benefits
to any faction until they've been
captured by special infantry units.
Each faction has one special type of
infantry unit that's capable of capturing
neutral buildings:

GDI: Engineer
Nod: Saboteur
Scrin: Assimilator

Once captured, a neutral structure’s
particular brand of benefit is bestowed
to the capturing faction. The structure
also changes in appearance to reflect
the faction that controls it; colored
banners are hung from windows and
the like. A captured structure can
always be recaptured by another
faction, so it's wise to leave a few
units to protect it.

P
‘Hotew umn m
n(

engineers, Sabhoteurs, and Assimila-
tors can also capture enemy build-
ings and the husks of fallen walker
units.

o Basa lawiloaalinnlivalliag

Neutral Structures
Bridge Gatehouse Towers

e
invulnerable like
other forms of

terrain; they collapse after sustaining
heavy damage. To repair a bridge, send
3 unit to capture one of the towers that
stand at either end. Capturing either
tower fully repairs the bridge, allowing
ground units to traverse it.

Defensive Tower

Defensive Towers are
stationary gun turrets that
function much like GDI's
anti-vehicle Guardian
Cannons. Capture these
structures to help your forces defend a
region of the battlefield.

Garrisonable Structures
by infantry

1 !!I%“‘l'
units. You i

don't need to capture these structures
with Engineers, Saboteurs, or Assimi-
lators; simply move your troops into

a garrisonable building to have them
occupy it. Garrisoning structures grants
your infantry complete protection from
attacks until the building is destroyed,
and best of all, your soldiers can fire
their weaponry from the building’s
windows. This is a particularly vital
tactic to employ when combating rivals
in dense urban environments.

In Cormmand
& Conquer 3,
bridges aren't

Most civilian
buildings can
be garrisoned

@NE- TR

Some infantry and vehicle units are
able to instantly clear structures
garrisoned by enemy forces. This
instantly kills the units inside the
building without harming the struc-
ture. The following units have this
valuable ability:

e GDI Grenadier Squad
Nod Black Hand
Nod flame Tank
Scrin Buzers
Scrin Corruptor

EmP Control Center

Capturing this valuable
tech structure grants you
access to a powerful EMP
support power that can be
used to disable mechan-
ical units. This power is used just like
other support powers, except there's
no cost. Taking charge of EMP Control
Centers can turn the tide of a battle,
making these key structures to capture
and defend.
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Eepansion Points

Expansion Points are
highly prized tech struc-
tures that provide a signif-
icant amount of Ground
Control when captured.
This allows the capturing faction to
place structures nearby, creating
forward outposts at key locations on a
battlefield. If you have base defenses
constructed and ready to place, you
can set them down the moment you
capture an Expansion Point, helping
you to defend the valuable structure.

Mutant Hovel

Mutant
Hovels are
unique struc-
tures from
which Mutant
Marauders
can be trained. These elite infantry
units are strong against aircraft and
other infantry. They’re also an incred-
ibly good bargain, costing only 600
Tiberium and taking just 6 seconds to
train. Capture Mutant Hovels early in
the game to increase your ability to
deploy infantry.

Reinforcement Bay

Reinforcement Bays come
in different shapes and
sizes. Once captured, 3
Reinforcement Bay grants
you access to additional
units. The number and type of units you
gain depends on the Reinforcement Bay
and the faction you're controlling, but
one thing’s for sure: it's always a good
idea to capture these structures.

Subway Entrances and Hubs

Subway Hubs .. .
and Entrances (e
enable the
rapid transit of
ground units.

Subway
Entrance

Subway
Capturing Hub

a Subway

Hub grants your land forces access to
all Subway Entrances in the city; your
units will automatically use the subway
network to travel about the battlefield as

quickly as possible.

Tiberium Silo

Tiberium isn't just for
military use; many cities
derive their power from
the substance, storing
and processing it within
neutral-aligned Tiberium Silos. Capturing
a Tiberium Silo provides a one-time
bonus of 3,000 Tiberium that’s instantly
added to your coffers. Once a Tiberium
Silo has been captured, there’s no future
benefit from recapturing it.

primagames.com

TIberium Spike

Tiberium Spikes are similar
to Tiberium Silos, except
these valuable struc-

tures provide an endless
trickle of resources rather than a large
one-time boost. Each Tiberium Spike
produces 15 Tiberium per second, and
the first faction to capture a Tiberium
Spike gains an additional 750 Tiberium
right off the bat. Move to capture these
valuable structures as fast as you can,
and make sure to defend your Tiberium
Spikes—your rivals will surely try to
steal them away.

Neutral Objects

In addition to the aforementioned struc-
tures, there are a handful of neutral
objects worthy of special mention.
Look for these special objects and

use them to your advantage whenever
possible.

Fuel brums

Red-and-yellow fuel

drums are boldly colored

for a reason: they're

extremely dangerous.

When fired upon, these tiny objects
violently erupt, dealing heavy damage
to everything nearby. A collection

of fuel drums can cause a massive
explosion, so steer your forces well
clear of them.
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7 RECENT SATELLITE INTELLIGENCE POINTS TO A SUSPICIOUS )
LEUEL OF ACTIVITY IN THE HORTH CAROLINA BADLANDS.

s INOFS IS CONCERNED THAT THE BROTHERHOOD OF HOD MAY _

9~ BE SETTING UP SHOP THERE. HOUR MISSION IS TO ———— The Bratherhood of Nod is up to no

£ INUESTIGATE AND REPORT BACK AS SOON AS POSSIBLE. w good in this area, and their meddling

T AN ABANDONED GOI TRAINING FACILITY IS LOCATED cannot be tolerated—nothing good

S NEARBY—USE THAT AS YOUR BASE OF OPERATIONS IN = can come of it. You begin this mission

8 “THE AREA. ) with two Rifleman Squad units; send

"‘\ them east toward the site of the aban-
[P"mﬂru ﬂl]]E[:[iUES] doned GDI outpost. You encounter a

few infantry units when you reach the
outpost; defeat them to secure the
base, bring its structures online, and
complete your first primary objective.

1. Determine the status of the GDI
outpost

tliminate the Nod outpost
Repair the Bridge

QO N> ;o

2. Bu_iltl a Barracks and three GDI Build an pirfield
Rifleman Squads Destroy the Nod Barracks, War
3. Build a Power Plant factory, and Construction Yard

4. Repair the Command Post

[ Bonus Objectives |

N
1. Build a Watchtower
2. Build a second Infantry Queue
3. capture one of Nod’s buildings
4. Sell the captured Nod building
5. Capture the Tiberium Spike
6. Build a Tiberium silo

[Acquirable Intel ]
e
e Tiberium Primer

Mobhile Construction
Uehicle

GDI Riflemen

GDI Base Closure

GDI Engineer

Barracks

GDI Missile Squad /

[ Areas of Interest |

N

1. Abandoned GDI outpost
2. Nod outpost

3. Bridge

4. Nod base

primagames.com
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L /4
Cost: 300
Time to train: 3 sec

Riflemen are the backbone of the
GDI infantry. They can cut through

enemy infantry in short order, but
they're weakly armored and won't
last long under heavy anti-infantry
fire. Use them to combat enemy
infantry, but don't expect them to
hold the line against superior forces.

You gain a solid foothold in the
region by securing the outpost: a
Mobile Construction Vehicle (MCV)
enters the area from the west. The
MCV parks in the center of the outpost
and unpacks, transforming itself into
3 Construction Yard. You now have the
ability to build new structures within
the confines of your base.

i
by

Your next objective is to build a
Barracks and train three Rifleman

Squads to strengthen your arms.
Click the Construction Yard to
select it, bringing up the Produc-
tion Structure menu. Now click

the Barracks icon from within the
Production Structure menu to begin
constructing it. Once the Barracks
has been built, click its icon a
second time to “grab” it.

Do not build your Barracks
too close to the Power
Plant as you risk losing it

in short order.
ibisilaaa i vialini

GDI Campaign

Hotes imn

You can also click the Production Structure
tab, located just below the radar, to call
up the Production Structure menu. This is

handy when you’re engaged in a heated
battle and can’t afford to divert your atten-
tion away from the action.

Choose a suitable location for your
Barracks within the confines of your
. base’s Ground Control radius, then left-
click to place it there. You're now able
to train more Rifleman Squads. Click
the Barracks to select it, bringing up the
Infantry menu. Next, click the Rifleman
Squad icon to begin their training. Click
their icon more than once to queue
up additional units, ordering one after
another to be trained.

You can determine which direction the Barracks
will face when you place it. Hold the left mouse
button down when you click to place the struc-
ture, then move the mouse in the direction you
want the Barracks to face. Keep this in mind
when placing structures about your base; the

direction they face can be an important factor in

how well they function.

(AN CERE R TR AT PN

RAfter queuing up some Rifleman Squad
units, it's wise to build a Tiberium Silo to
. store more Tiberium resources for future
use. Select the Construction Yard (or
click the Support Structure tab below the
radar) to call up the Support Structure
menu, then click the Tiberium Silo icon
to begin construction. Once it's ready,
place the structure wherever you like,
just as you did with the Barracks. This
completes the first bonus objective.
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Train three additional Rifleman Squad
units to complete the second primary

objective. Shortly after, 3 group of hostile

Nod Fanatics will charge into your base
and destroy your Power Plant before
your infantry is able to shoot them

down. Quickly build another Power Plant

by selecting the Construction Yard (or
clicking the Production Structure tab).
Once it's fully assembled, set it down
to replace the one you've just lost.

This restores pouwser to your base and
completes the third primary objective.

@lﬂ&l LR

Your power consumption is indicated
by the colored bar along the left
side of the radar. The bar is green
when you have enough power to
support your base’s structures, and
it turns red when you don’t. Your
current power consumption is indi-
cated by the white marker; move the
mouse over the bar to view the hard

numbers regarding your power usage.

il lawiMawi biniBiasling

Wwith the Command Post repaired, you
gain a greater view of the surrounding
terrain via radar. It seems that there's
3 small Nod outpost to the east. You'll
need to destroy these fanatical foes, but

protecting your base always comes first.

Quickly construct a Watchtower through
the Support Structure menu, then place
it at the east side of your base, near the
road. This improves your base defenses
against infantry units and completes the
first bonus objective.

PRIMA Official Game Guide

Your next task is to repair your
Command Post, which has fallen into
disrepair over the years. Click the
Repair Mode icon at the top of the
radar, then click Command Post to
initiate repairs. This completes the
fourth primary objective.

primagames.com

You receive a new bonus objective
at this time: build a second Barracks
and double the pace at which you can
train infantry units. This will come in
handy if more Nod forces are nearby.
Construct another Barracks, then place
it in a suitable spot within the confines
of your base’s Ground Control radius.
Doing so completes the second bonus
objective.

A V35 Ox transport ship soon
deploys two Missile Squad units for
you to use. They'll come in handy
when you move against the Nod
outpost. You can now train additional
Missile Squad units; go ahead and
queue some up.
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Cost: YOO
Time to train: U sec

Missile Squads carry powerful
rocket-propelled grenades (RPGs),
which are well suited to bring
down enemy vehicles, structures,
and aircraft. They can't handle
intense anti-infantry fire though;
strive to keep these valuable units
behind your frontline and out of
harm's way.

Now you're ready to move against
the Nod outpost. Send Riflemen into
the fray first, with Missile Squads
close behind. Instruct your Riflemen to
gun down any lingering Nod defenders,
and direct your Missile Squads to bring
down the base’s structures. Target the
Hand of Nod building first to ensure
no more Nod infantry units pour out to
attack.

@éution. =

tach time you destroy a building, Nod
infantry emerge from the rubble and
open fire. Keep your Riflemen nearby

and they automatically handle these
minor threats.

- e

(eligneer )

Cost: 500
Time to train: 5 sec

Engineers are non-combatants, but
they can help turn the tide of any
battle. Use them to capture enemy
structures and to create chaos in
their base. Engineers can also be
used to capture the fallen husks
of walker units, resurrecting those

you've lost in combat or claiming
hostile walkers you've destroyed.
Use your imagination to develop
sneaky ways to use Engineers to
your benefit.

GDI Campaign )
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Level the two closest structures to
complete the fifth primary objective. A
V35 Ox transport ship will deploy two
Engineers for you to use, and you gain
3 new objective: repair the bridge to the
north. Select an Engineer and send him
into the tower near the bridge to repair it,
completing the sixth primary objective.
The Engineer is lost, but don’t worry: you
can now train additional Engineers at
your Barracks.

Now that you've repaired the bridge,
you receive 3 new bonus objective:
capture a Nod structure. Since you left
at least two standing, you can capture
both if you like, though you only need
to grab one to receive credit for the
mission.

Not long after that, another bonus objec-
tive crops up: sell the Nod building. Simply

" click the “$” icon at the top of the screen

and click on the occupied Nod building.
The Engineer will be lost, but in the debris
you’'ll find a band of militia that you can
add to your burgeoning forces—send them
and the bulk of your forces across the
bridge and to the northeast.
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time to take the fight to Nod.

Cost: 1,100
Time to train: 11 sec

The Orca is the GDI's standard
fast-attack aircraft. Each one can
carry a payload of up to six air-to-
surface bombs that inflict tremen-
dous damage on enemy vehicles
and structures. Orcas are unable
to combat other airborne units,
however, and must return to the
Rirfield to restock their bombs
when they run out.

As soon as you discover the Tiberium
Spike, you gain your next-to-last bonus
mission: capturing it. Build a new Engi-
neer at your Barracks (you shouldn’t have
any left if you've completed the previous

missions) and have him make a dash for

the Spike. Once you've captured it, it's

PRIMA Official Game Guide

Time to complete the next mission
objective: build an Rirfield to prepare
for the arrival of two Orca attack craft.
Select the Rirfield icon from the Produc-
tion Structure menu to begin construc-
tion, then place the Rirfield within your
base’s Ground Control radius. This
{ completes the seventh primary objective.
. Select your Rirfield (or click the Rircraft
tab beneath the radar), then queue up
two more Orcas to fill your hangars with
aircraft.

Once your airfield is up, build two
more Orcas to expedite the destruction
of the Nod base. Once the other two

arrive, send all four Orcas across the

river to take out the two Hands of Nod.
Once they're toast, it's time to end this
once and for all.
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As soon as the two Nod barracks go
down, you'll be granted access to the
GDI's lon Cannon. With this weapon
of mass annihilation, you can click
on the icon on the upper left, then
place the crosshairs over the bulk of
the Nod base. Click again to let loose
death from above to complete the final
mission objective.

-

[

S
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THE PHILADELPHIA IS GONE, REYKIAUIK HAS BEEN QUERRUN, AND HOD FORCES ARE HOW ATTACKING THE
OHLY REMAINING GOI WORLD COMMAND HUB IM THE PENTAGON. IF LE LOSE THE PENTAGON, GDI WILL BE wa,
THREOWH INTO CHAOS AND THE WAR WILL BE LOST. YOUR MISSION IS TO DEFEMD THIS UITAL INSTALLATION. e

g MAIN HOD ATTACK. THEH HOUW'LL HEED TO GET AN ENGINEER INTO THE PENTAGON TO REESTABLISH THE COMMAND

THE FIRST PRIORITY IS RESTORING POLER TO THE BUILDING DEFENSES AND SYSTEMS S0 HOU CAN REPEL THE

AMD CONTROL SYSTEM LINKS. HOUR FIMAL OBJECTIVE IS TO COUNTER-ATTACK AND DRIVE NOD OUT OF THE AREA.

[ Primary ohjectives | [Bonus Dhjectives ]
1. Bring the Pentagon’s defensive 3. Garrison each of the four Guard L
power system online Towers with GDI Riflemen and 1. Eltlgltlsgt:ntrlt]ﬁ small Nod hase

2. Capture the Pentagon with an
Engineer

hold off the Nod infantry wave

4. tliminate the Nod Central HD 2. Take hack city by clearing four
garrisoned buildings

“ The Pentagon  §

[Acquirable Intel ]

Garrisoning
APC

The Global Defense Initiative
Grenadier

About the Brotherhood of Nod

[ Areas of Interest ]

N——
1. Pentagon power
system
2. Pentagon

3. Guard Towers able to
be garrisoned

4. North Nod hase
5. Mmedical supplies
6. Nod Central HO
AN /
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% GDI Grenadier Squal

- : Cost: 800
There’s no time to waste—Nod infantry o | ! Time to train: 8 sec
are assaulting the Pentagon in force, j .
and their victory is nearly at hand. Get
your two initial Rifleman Squad units and
five Engineers over to the Pentagon's
power system by moving them east. Nod
infantry are unloading on the Pentagon’s
Power Plants; your Riflemen must repel
these attackers so your Engineers can
safely capture and repair the Power
Plants, activating the nearby Uatch-
towers. Capture all three Power Plants with your Engineers to complete the first
primary objective.

Grenadier Squads excel at
destroying enemy buildings, and
they're guite effective against
infantry and vehicles, too. These
hardened soldiers also have the
ability to instantly clear any struc-
ture that's garrisoned with enemy
units, allowing your forces to
occupy the building with all speed.
However, like most infantry, Grena-
diers can't fire on airborne enemies
and are not meant to withstand
direct assaults; do your best to
shield them from anti-infantry fire.

After capturing the Power Plants, — =
immediately send another Engineer east . = F rezesm
to capture the Pentagon. This completes '
the second primary objective.

Now order your Riflemen to garrison
the two Guard Towers that stand just
north, between the Power Plants and
the Pentagon. Hide your remaining
Engineer in one of these towers as
well. Controlling these Guard Towers
is crucial, as Nod Vertigo Bombers
soon fly overhead and obliterate the
Power Plants you've just restored,
shutting down the Watchtowers posi- Riflemen and Grenadiers, turning these
tioned around the Pentagon yet again. BEEEE i ‘ armored beasts into rolling infantry
Your men must take up position within — -— killers. Send these vehicle units north
the Guard Towers if they're to stand a chance at repelling the waves of Nod toward the Nod base.
infantry moving inbound from the north.

F'Y

'|i' ,
E
Once you've garrisoned all four
Guard Towers, a convoy of six armored
personnel carriers (APCs) rolls in from
the northeast, giving you some serious
firepower. Load them up with your

| ]
i 1‘; Cost: 1,000

I Upon capturing the Pentagon, send Time to train: 10 sec
mesl’  your men into the other two Guard
Towers, just to the east of their posi-
tion. Capture all four Guard Towers in
this manner to complete the third primary
objective.

Y
il
[ it

No GDI Commander should over-

look the power and versatility of
the APC. Each of these armored
troop transports can hold one

infantry unit, who may fire their
weaponry out of slots set in the
vehicle’s plating. This effectively

primagames.com
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adds the infantry unit’s firepower to
the APC's already formidable anti-
infantry and anti-aircraft machine
gun, allowing for some truly potent
combinations. Though APCs can
withstand sustained infantry fire,
their plating isn’t quite as sturdy

as the GDI's other armored units;
avoid matching them up against
enemy tanks.

You encounter 3 small Nod base to
the north, consisting of two Power
Plants and two Hands of Nod. Destroy
these four structures with your APCs,
moving the APCs close enough to the
structures for their onboard Grenadiers
to contribute to the destruction. This
completes the bonus objective.

Now you’'ll obtain another bonus
mission: clearing out four garrisoned
buildings filled with surly Nod troops.
Your Grenadiers will make very short

work of these. There's a nest of buildings

just to the northwest of the Pentagon,

so head over there before or after taking

down the small Nod base to clear that

objective. After doing so, two more APCs

arrive from the east.

Just past the Nod base, three more
APCs join your convoy from the north.
You also find two supply crates near
a fenced area, and another one to the
east; roll into these to strengthen your
vehicles.

i ]

B

fii]hn THRL

GDI Campaign

The benefits of a supply crate are

bestowed to all nearby units when
collected. Try to gather your units
together in a tight group before
picking one up.

piilevilaviBiasliaaboiliaa

Supply crates can either increase
your units’ rank by one mark, or
fully heal them. Some supply crates
hold extra Tiberium to add to your
reserves. Move your mouse over a
crate to see what it contains.

ehiledi lomiBaaalidwliiliai

Order your convoy to Attack Move into
the Nod's central headquarters, located
at the northwest corner of the city. Your
force is more than capable of crushing
this outpost, so bring the full weight of
your rolling arsenal and level the place.
Doing so completes the fourth and final
primary objective.
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o *"v MOD FORCES HAUE OUERRUN ALL OF THE MAJOR GDI AIRFIELDS IN THE REGION. JOUR MISSION IS TO
E waatyh FETAKE LANGLEY AIR FORCE BASE, HOME OF THE AIR COMBAT COMMAND. A SMaALL GOI OUTFOST HEAR
5 " THE COAST MIGHT BE USEFUL AS A BASE OF OPERATIONS. WE'LL DROP YOUR TEAM OFF HEARBY. ONCE THE
E OUTFOST IS SECURE, TAKE BACK OUR AIRFIELDS, GET SOME ORCA SCOUT AIRCREAFT IN THE AIR, AND THEH Em
g DORIVE NHOD OUT OF THE AREA. w
o
\N
[ Primary 0bjectives [Bonus Dhjectives]
4 )
1. Eliminate the Nod forces attacking 3. Destroy the Nod base to the £ T
the GDI base northwest 1. Rescue all four Snipers from
2. Reclaim the GDI firfields to the oM SET

northeast 2. Recapture the Tiberium
Refinery in the city

[Acquirable Intel ]

Command Post
Sniper Team

firfield

Orca attack craft
Calling for Transport

e o6 &0 0 0

MR NIRRT

[ Areas of Interest |

S
1. GDI base
2. Bravo Squad Sniper
Teams

= 3. GDI Refinery
s 4. GDI pirfields
i 5. Nod base
i N /

H
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Nod forces are assaulting the last
remaining GDI outpost in the area near
Langley Air Force Base, and they're
doing a good job. Take command of
the large infantry battalion deployed on
the beach at the start of this mission
and order them to repel the attacking
Nod infantry, securing the base and
bringing it under your control.

Your new base features both a
Barracks and a War Factory, but no
Construction Yard. Queue up 8 t0 10
APCs at the War Factory and 8 to 10
Missile Squads at the Barracks, then
send your initial group of infantry units
to garrison the buildings across the
street from your base.

Your infantry will likely face heavy
resistance en route to the buildings
able to be garrisoned, but the risk is
worth the reward. Because you can't
construct defensive Watchtowers without
a Construction Yard (which you unfortu-
nately don’t have), these structures are
your best bet for 8 sound base defense.

There’s another reason to capture
those buildings: a GDI Sniper Team is
pinned down between them, dodging
incoming fire from the Nod-controlled
building to the east. Send a Grenadier
Squad into that building to quickly clear
it, thus rescuing the Sniper Team and
adding them to your forces. The Snipers
inform you that there are three other
Sniper Teams in the area that need
your help, and a new bonus objective is
assigned.

isuperieam g

Cost: 1,000
Time to train: 10 sec

Sniper Teams are designed to
rapidly eliminate enemy infantry
units from long range, and they
excel at doing just that. They're

at their best when safely garri-
soned inside a building or APC,

as they don’t have much body
armor. Sniper Teams can also
sight targets for GDI Battleships
and Juggernauts, allowing these
massive artillery forces to bombard
targets from almost any distance—
but the Sniper Team must be
standing in open ground to sight
targets in this manner.

When things settle down a bit, move
your trained Missile Squad units into
your newly built APCs to transform
those vehicles into highly destructive
units. With the area largely under GDI
control, queue up some more APCs and
a few Pitbulls to leave at your base
for added protection, and send your
battalion of Missile Squad-toting APCs
rolling southwest down the street.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



PRIMA Official Game Guide

Cost: 700
Time to train: 7 sec

The Pitbull is the fastest vehicle
the GDI has to offer, making it ideal
for scouting missions. The speed
comes at a price, however: Pitbulls
suffer from having the lightest
armor of all GDI vehicles, so are
ill-suited for frontline combat. Use
Pitbulls to blast enemy aircraft
from the sky, but avoid moving
them too close to the frontline
when enemy tanks are about.

Several Nod infantry units have garri-
soned the buildings down the road.
Wipe them out with your APC convoy
3s you continue south.

]
&=y

You find a GOl Refinery at the south
end of town, along with two more Sniper
Teams that need rescue. Eliminate all
hostiles to save the Snipers, then send
an Engineer to capture the Refinery,
completing the second bonus objec-
tive. You may also want to destroy the
Shredder Turrets north of the refinery—

. move past the walls and destroy their

turret hubs to wipe them out perma-
nently.

Once you've secured the south end
of town, bring your APCs north to find
the fourth and final Sniper Team. Clear
the area to rescue them, completing
the second bonus objective.

Now head north, then east, to find
two GDI Airfields that have been
captured by Nod. Wipe out all Nod
forces in the vicinity to reclaim the two
Rirfields for GDI and gain control of
eight valuable Orcas.

primagames.com

Leave your APCs to defend the
Rirfields and send your Orcas north-
west toward the main Nod base.
Thinking that they've neutralized all GDI
Rirfields in the region, the Nod have
fortified their base with nothing but
anti-infantry and anti-vehicle defenses.
Show them the error of their ways
by bombarding their Power Plants
from the sky to cripple their power
supply, thus shutting down their grid
of defense turrets. When their turrets
go black, bring your APCs in from the
Rirfield and commence with total Nod
base destruction. This completes the
third primary objective, along with the
mission. Well done, Commander.
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1"\ CUT OFF THE NOD REIMFORCEMENTS FLOLING INTO HAMPTON REOADS BY DISEUPTING THEIR PORT OPERA-

a2 TIONS. HOULL DO THIS FROM THE IMNSIDE, INFILTRATING AN ELITE GOI COMMANDO INTO THE FACILITY. TAKE

THEIR RADAR OFFLINE BY DESTROYING THE MOD OPERATIONS CENTER. ONCE THEY'RE BLIND, TAKE OUT

THEIR HEARBY STEALTH BOMBER BASE. AS SO0HM AS THE NOD'S BOMBERS ARE OUT OF ACTION, WE'LL SEND IN A Eﬁ
FLEET OF BATTLESHIPS AND Y0U CAN USE SHIPER UNITS TO SPOT TARGETS FOR THE BIG GUNS. M

Hampton Roads

o0:o4:01:089

[ Primary Objectives [ Bonus umecuues]

N
1. Destroy the Nod Operations Center 3. Destroy the Nod production
. iliti 1. [:umplete the mission using

2. Destroy the hombers harassing facilities only the commando
our Battleships

N\

[Acquiranle ntel ]

The Ghost in the machine
Commando

Logistics Crates: Targets of
Opportunity

[ Areas of Interest ]

N

1. Nod Operations Center

2. GOl Commando
insertion point

3. Nod Air Tower

4. Stacked crates
(conceal Sniper Team)

5. Nod base
/

“Hampton Roads

/4

f"! LN~
_.:"':‘.;_,1'.;::.‘:':'_*' not to worry. Commandos are the best of the best—the most elite one-man killing
e machines the GDI has to offer. You find this out very quickly as the Commando opens

fire on three Nod Militant Squads who approach from the northwest, cleanly wiping
them out in a hail of gunfire.
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Cost: 2,000
Time to train: 20 sec

The Commando truly is an army of one. This elite soldier is the GDI's ulti- ’
mate infantry unit, capable of ripping through enemy foot soldiers in seconds .IJuu:kIg Rttack Move toward “-_'E
from range with his high-caliber rifle and expert marksmanship. Commandos Circular crater.tn the north, blasting
wear formidable body armor and come equipped with jump jets that let them the Nod Fanatics th.at attack‘guu

soar through the air, clearing obstacles that would prevent normal ground en route. When all is clear, find two
units from progressing. The Commando carries a supply of highly explosive supply crates to the east; grab them to
charges, allowing him to destroy any structure he can get close to. This strengthen your Commando.
talent, combined with his jump jets, makes the Commando a true threat to

any enemy’s base. ca“tlﬂ“l i

Be careful not to shoot the red barrels

Maove your Commandao narth up the e : —y near the north supply crate; they’ll
road after eliminating the Militant Squads, , ] ; explode a“_d hurt your Commando if
and head for the Nod Operations Center. | | A g he’s standing “earhu;
Another Militant Squad awaits you § - ' . __
between two piles of charred rubble,
but watch out: a Confessor is part of
the Militant Squad, and he’ll throw stun
grenades at you from time to time. Stay
mobile as you combat these foes—if
your Commando is hit by one of those
grenades, he’ll be unable to move and
attack. Don’t let that happen!

The Nod Operations Center is just ahead,
but there’s no direct path toward it. Instead,
you must use the Commando’s jump jets
~ to clear the rubble and reach the building.
Click the Jump Jet icon in the Commando’s
Unit Info panel, then click on the Nod Oper-
ations Center. The Commando leaps over
the rubble and into the building, destroying
the structure with an explosive charge in
one swift maneuver (just mind the squad
of flamethrower-toting Black Hands around

~ its base). This completes the first primary
objective. ‘/"

§ o

CTipw nmn &Am

Next, move west down the street,
heading toward the Nod Rir Tower.
You encounter heavy infantry resis-
tance along the way in the form of Nod
Fanatics and Militant Squads; fire on
the Fanatics first, as they have the
potential to inflict heavy damage on
your Commando.
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A Hand of Nod and a Nod Power
Plant stand just to the north. Defeat
more Fanatics and Militant Squads,
then fire on the explosive barrels near
the buildings to destroy them from
range.

Frsala I.l'-ﬂl"

You're close to the Air Tower now.
Use the Commando’s jump jets to
leap onto the structure and destroy it
quickly with an explosive charge.

With the Rir Tower destroyed,
several V35 Ox transport ships are able
to safely deploy a number of units to
your position. This wins you control
of four Rifleman Squads, four Missile
Squads, two Sniper Teams, and an
APC. Though they can help, in order to
complete the new bonus objective, do
not activate them.

Nouw it's time to take out the base to
the southwest. Take your Commando,
alone, and head due south until you
arrive in an area cordoned off by a
series of cargo containers. Make your
way through them, eliminating resis-
tance as it comes (it's all minor, so just
burn them down).

ne l.l.‘ilﬂ:l""|

GDI Campaign

UWhen you reach the back corner
(at the farthest southwestern point on
the map), you'll see a Nod generator.
Using your jets, leap over the wall and
start planting bombs on Nod buildings
(primarily the highlighted structures.)
Though the resistance by Nod forces will
be fierce, the Commando is fiercer still.
Keep jumping to the next building until
you capture the day!

@ﬂtlh IR

Sniper Teams cannot sight targets
while garrisoned in buildings or riding
in APCs. They must be standing in

open ground to sight targets for long-
range artillery strikes.

(AN CERE R EREE A AN
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_E-F_
CONQUER

The White House

/ N
H‘N GOI MORALE SAGGED WHEN HOD TROOPS UNFURLED THEIR RED BANMNERS OUER THE WHITE HOUSE. HOW
{;g, HOWLL TURNM THE TIDE BY RETAKING THIS POWERFUL SYMBOL. SINCE MNOD HAS A STAGING AREA NEAREY,
" YOWLL ALSO GET A CHANCE TO WIPE OUT A LARGE STOCKPILE OF HIGH-EMD HOD WEAPONS. START WITH A
SMALL FORCE TO TAKE OUT NOD'S AIR DEFENSES. A FIREHALK SQUADRON FROM LANGLEY AFE WILL TURN NOD'S %
4

PARKED MILITARY HARDWARE TO BURNING JUNE. THEM ATTACK THE HOD BASE RIGHT OUTSIDE THE WHITE HOUSE
ITSELF.

Y oD:ouY:o

[ Primary ohjectives | [ Bonus Objectives]

1. Destroy the Nod air defenses 3. Destroy the surrounding Nod base 4 e
2. Use your Firechawk firstrike power to reclaim the White House 1. Suppress the Hod infantry

5 ; . . advances hy putting Snipers
on the Nod’s artillery outpost 4, D:rsuttrlllll!tll ttl;lt:; It]illftrlulfa:lsln Towers into the designated buildings

2. Destroy the Nod's Power Plants

/ AN

[Acquirable Intel ]

Nod Base Defenses

GDI Base Defenses
Predator Battle Tank
Nod Stealth Technology
GDI Crane

e o6 0 0 0

//The White House |£317331FEFEHERESSIETERRERECIEREIRELRIRIRERENEALHY

[ Areas of Interest |

N
1. Nod weaponry cache
2. Tiberium Field
3. advantageous
garrison-able
buildings
4. Nod Power Plants

5. Tiberium Silo
N /

primagames.com

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



GDI Campaign

With both SAM Turrets down, you're
able to safely order a Firehawk Rirstrike
on the Nod weaponry cache. Order your
Missile Squads to move south out of
harm’s way, then click the Firehawk
Rirstrike icon that now appears at the
left side of your screen. Target the middle
of the weaponry cache and enjoy the
fireworks.

Four Missile Squad units are all you've
got at the start of this mission, so
make them count. A Nod weaponry
cache lies just north of your Missile
Sqguads, well defended by two SAM

Turrets and three Shredder Turrets. Destroying the weaponry cache e - — - |
Carefully move your Missile Squad completes the second primary objective. ‘ - | ‘ N
units to the left, keeping your distance Shortly afterward, several V35 Ox trans- =" m j
from the southernmost Shredder Turret. port ships drop off 3 number of vehicle : 4
Destroy the weaponry cache’s west and infantry units, along with an MCV, to

SAM Turret from range. help you establish a base and eliminate

the Nod presence near the White House.
There’s no time to waste; Nod infantry

(N¢
CHOtew nmn i
_— are now well aware of your presence and

All Nod defense turrets feature three they’re headed your way.
“satellite” turrets that are controlled
by a central hub unit. This unit quickly
repairs the individual turrets if you
destroy them, so target the hub
instead.

Immediately unpack the MCV to create
a Construction Yard, and quickly load
your infantry units into your APCs. Begin
construction on a Refinery. Then build
a Power Plant next, followed by a War
Factory. RAlso begin building Watch-
towers, placing them all about your base.

{ﬁi’m 1 [N

Move your units southeast next,
again keeping clear of the weaponry
cache’s south-most Shredder Turret
as you make for the east SAM Turret.
A nearby pile of Tiberium also poses
a threat to your men; avoid walking
them through it as you move them
into position to fire on the east SAM
Turret’'s hub. Destroy the SAM Turret to
complete the first primary objective.

Once your War Factory is in place,
queue up additional APCs to house
the rest of your infantry, followed by
a Harvester to increase your inflow of
Tiberium. Construct a Barracks next as
you continue to fortify your base with
Watchtowers. Once your War Factory
is idle, gueue up six Predator Tanks to
strengthen your arms.
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predator Tank )

Cost: 1,100
Time to train: 11 sec

Predator Tanks are the GDI's medium-armored, anti-vehicle assault tanks.

They’'re much cheaper and far quicker to assemble compared to the hulking
Mammoth Tank, and they move about the battlefield with greater speed. The
Predator Tank's heavy cannon delivers a devastating blow to enemy vehicles
and structures, but it's unable to target hostile aircraft and slow to defeat

squads of infantry. However, in 3 pinch,
infantry units by rolling over them.

Build an Armory next, followed by a Co

Predator Tanks can simply squash

mmand Post. UJhen you're able, begin

building Sniper Teams from your barracks.

ﬁii’ll W

Destroy the Nod base’s unit-producing
structures as soon as they've been
revealed, but leave the other buildings
for now. Send your Sniper Teams to
garrison the two buildings south of the
now-smoldering Nod base to complete

the first bonus objective, then send your

main force rolling northwest.

Send your six Predators north,
followed by your host of infantry-toting
APCs. Target the Nod base’s southern-
most Disruption Tower with your Preda-
tors and order your APCs to Attack Move
into the base. Your APCs will mow down
the Nod infantry, allowing your Preda-
tors to concentrate their fire on each of
the remaining three Disruption Towers.
Destroy all four Disruption Towers to
de-cloak the Nod base, completing the
fourth primary objective.

primagames.com

Nod has constructed a collection of
Power Plants at the northwest corner
of the region. These structures are
defended by Nod infantry, who've
garrisoned the surrounding buildings.
Eliminate the Nod presence here,
then blast apart the Power Plants to
complete the second bonus objec-
tive. As the battle continues, consider
exploring the northeast portion of the
map, where 3 Nod Secret Shrine and
its Shadow Team defenders reside.

It shouldn’t pose much trouble to
a handful of Predators, APCs, and
Pitbulls (for stealth detection).

Now return to the crippled Nod base
and destroy the remaining buildings to
secure the White House and complete
your third (and final) primary objective.
Well done, Commander; you've given
the GDI forces a huge boost to morale.
Your business here in the states is
now concluded.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



Casabad

J)

THAT FACTORY.

IMOPS FLAGGED AN IREIGATION PLANT IN CASABAD AS A POSSIBLE CHEMICAL
WEAPONS FACTORY. A GOI FORWARD BASE WAS ESTABLISHED HEARBY IN
FPREPARATION FOR A RAID, BUT WE'WE SINCE LOST CONMTACT WITH THE BASE.
WEUE ALSO LOST CONTACT WITH A TEAM OF Z0HE TROOPERS SENT TO INUVESTI-

« GATE. GET IN THERE, SECURE THE BASE, AND THEN FIND OUT WHAT'S GOING ON IN

-

| o2

[ Primary Objectives |

1. Secure the Barracks by defeating

the surrounding Nod forces

2. Destroy the Weapons Research Lab

N
3. Destroy the Nod War Factories

[ Bonus Objectives |

N—

1. Destroy the Nod outpost
2. Capture all three Tiberium

Spikes

[ Acquirante Intet ]

N

e Nod aircraft

s Commandeering Tiberium
Spikes

e Zone Troopers

e Lliquid Tiberium Research

s Red, Yellow, and Blue Zones

e New Nod Flame Tank

/

[ Areas of Interest |

N
1. GDI outpost
2. Northwest Tiberium Spike
3. Southeast Tiberium Spike
4. Nod outpost
5. Nod Weapons Research lab
6. Nod War Factories

N /
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Your initial forces for this mission consist
of two Rifleman Squads and one Missile
Squad. You also have one Engineer.
Move your infantry up to the GDI outpost
and defeat the two Militant Squads that
engage you en route to secure the base.
This completes your first primary objec-
tive and activates your radar.

A squadron of Zone Troopers boosts
into view from the west, landing near
" one of your newly claimed outpost’s
Barracks. Add these guys to your attack
team, then quickly move your men north
into the base, with your Engineer in tow.
Queue up two Rifleman Squads and
two Missile Squads from your outpost's
Barracks.

an @lltiﬂlll LRI

A few Nod Venoms soon make a
one-time pass over your base, firing
on your infantry. If your engineer

happens to fall to their gunfire, imme-
diately train another from one of your
base’s Barracks.

4 G0l Zone Troof

Cost: 1,300
Time to train: 13 sec

Zone Troopers are the GDI's most powerful infantry squadrons. Their high-
impact railguns are designed to rip through vehicle plating like a hot knife
through butter, and they inflict significant damage against enemy structures
and infantry units as well. Zone Troopers wear armored combat suits that can
withstand incredible amounts of punishment, but it's unwise to leave them

in range of anti-infantry fire for long. Use their jump jets to pull them out of
harm’s way when the going gets rough, or to boost them to advantageous
positions before initiating an assault.

primagames.com

at the northeast corner of your base,
then direct your Engineer to capture the
Tiberium Spike that stands in the center
of your outpost. This provides you with
a steady trickle of Tiberium so you can
continue to produce combat units.

Now set up rally points for your two
Barracks. Click on Barracks to select
it, then right-click on the ground at
the northeast corner of your base. Do
the same for the other Barracks. This
causes your newly trained units to
automatically march to the northeast
corner of your base, joining up with
your main army to help repel the Nod
infantry and Attack Bikes that assault
your outpost in periodic waves.
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Add a few more infantry units to
strengthen your army, then train
another Engineer and send your entire
force north to capture another Tibe-
rium Spike. You'll face a small group
of Attack Bikes near the Spike; keep
them occupied with your ground troops
so that your Engineer can slip past and
take the Tiberium Spike without delay.
When the dust settles, group your
men together and move them into the
nearby supply crate, adding one full
rank to all units in your army.

Fﬂtﬂl TR

Rank upgrades increase your units’
overall effectiveness in bhattle. There
are three upgrades in total: one

gold bar beneath the unit’s health
denotes a Veteran unit; two gold bars
indicates the unit has reached Elite
status, and a gold star shows that
the unit is Heroic—the highest attain-
able rank. Units can gain additional
ranks by defeating enemy units and
structures, or by collecting certain
supply crates.

Fi

GDI Campaign
Jll-—'-‘

Next, march your forces southeast,
heading toward the distant Nod outpost. 3
You find a Tiberium Spike along the wauy; '
gueue up an Engineer for training so you
can capture him later. Have your army
collect the supply crate near the Tiberium
Spike, gaining them another rank. Then
continue east toward the Nod outpost.

UWhen assaulting the Nod outpost, use
_ the Assault Move command by pressing
before right-clicking. This causes your
forces to target the outpost’s structures
along with the enemy units. Destroy the
Nod outpost to complete the first bonus

. objective, grab the crate (increasing your
* rank once more), then march your troops
back to base.

i_!_ ¥ ey |
Hotes nmu
This Nod outpost features the only

Hand of Nod in the area. Destroying it
means you’ll no longer have to face

Nod infantry units.

ol i Mead Lawi Moo liaaBioaliia

By this point, you should have another
good-size force of Zone Troopers at your
base, defending it from the occasional
Nod assault group. Assign this force to its
own group and then order them to escort
your recently trained Engineer southeast
to capture the Tiberium Spike you noticed a moment ago. Capturing this third
Spike completes the second bonus objective.

When your main force reaches your
base, use your Armory to heal your
wounded. Move your most injured units
into the Armory, and each one will be
fully healed in turn. Only one unit may
occupy the Armory at a time. Also, begin
researching infantry upgrades from the
Armory by clicking on their icons in the
Armory’s Structure Info panel. All three
are worthy of your Tiberium.
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Once your main forces have finished
resting up, march them east, sending
them back into the field. Attack Move your

' way east, heading for the Nod Ueapons

¥ - Factory. Destroy the structure to complete

B2 & [+ the second primary objective.

Now order your men to assault the
War Factories to the north. Set them
to Aggressive Stance and Attack Move
your way to victory. Your men should be
at Heroic rank status by now and will
have little trouble decimating this small
outpost, as Zone Troopers were built
for just this sort of task. Level both War
Factories to complete this mission’s
third and final primary objective.

%, MOD IS USIMG THE PORT OF ALEXANDRIA TO EXFORT HUCLEAR AND CHEMICAL LEAPONS. HOUR
g MISSION IS SIMPLE: SHUT THIS OPERATION DOWN. DESTROY THE LOADING CRAMNES TO CRIPPLE THEIR i
FPORT OPERATIONS, SIMNK THEIR SHIPS TO BLOCK THE DOCKS, WIPE OUT THEIR ADMINISTRATION AND
J CONTROL CEMTERS, AMD OBLITERATE ANY MILITARY UNITS AMD STRUCTURES NHEARBY. HOWLL HAUE

8 MAMMOTH TANKS AT YOUR DISPOSAL. ROLL OUER THEM, COMMANDER.

[ Primary Objectives
: N ' e
1. Destroy all Nod loading dock 2. Destroy all Nod Port Authority | ey — e
Cranes buildings J I{ :
."‘-tp'.if.c-
/ g~
[Bonus Objectives] el
1. Destroy all Nod ships docked at 3. Deploy a Surveyor at the northern ke
the port Tiberium Field : "
2. capture the EMP Control Center in i‘ ‘
the city
lﬂ[:[llllﬁll]lﬂ |mEl] [H[EEIS of IIIIEIES[] You've finally been given full construc-
\ / \ / tion capabilities in this mission—units,
e Base expansion using the 1. GDI base structures, you name it. Group your
Surveyor 2. North Tiberium Ffield initial units together, which consist
War Factory Repair Drones 3. EMP Control Center of two Zone Trooper squads, two
Discontinuation of the 4. Nod loading docks Rifleman Squads, and a8 Mammoth
mammoth MK Il Walker 5. Nod base and Port Tank, and use them to repel the first
e EMP Control Center futhority buildings few Nod raiding parties. While your
AN men go about their business, begin

constructing four or five UWatchtowers
to place around your base, along with
a War Factory.

primagames.com
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Cost: 2,500
Time to train: 25 sec

The Mammoth Tank is the GDI's
most powerful ground unit. Slow-
moving and supremely armored,
these rolling behemoths are meant
for the frontline. Though Mammoth
Tanks stack up well against any
type of unit, their primary purpose
is to annihilate enemy vehicles,
structures, and aircraft. It can take
3 while for Mammoth Tanks to gun
down hordes of infantry though,
and it's usually easier to simply roll
right over them.

7 alexandria 1i5ii1]

Set your Watchtowers about your
base in a tight perimeter and focus
on defending its east and southeast —
sides. Once your War Factory is ready =
to place, set it down to the southeast
and quickly queue up a Harvester,
followed by three to four Predator
Tanks. The Harvester doubles your
Tiberium income, while the Predator
Tanks will greatly strengthen your
ability to defend against armored

Now begin construction on a
Command Post, followed by several
Guardian Cannons. Place the Guardian
Cannons near your UWatchtowers along
the east and southeast sides of your
base. This helps you put a stop to both
infantry and vehicular threats without

threats. . ]
. tying up your mobile forces.
(st
A I
L

Keep an eye on your power consumption and don’t forget to build Power Plants
to keep the juice flowing.

ad i Beat laviBaauliaali
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Place your Command Post at the rear
of your base and then begin construction
on 3 Tech Center. Once this expensive
building is complete, you'll be able to
construct Mammoth Tanks from your War
Factory. Queue up a couple as soon as
you're able to—there’s no need to build
any other types of assault vehicles from
this point forward.

Now gueue up a Surveyor truck from
within the Support Structure menu. Once
the Surveyor truck is ready, send it north,
toward the nearby Tiberium Field. The
Surveyor truck is not a combat unit, so
be sure to send a couple of Mammoth
Tanks along to protect it. Unpack the
Surveyor truck near the Tiberium Field by
. selecting the unit and clicking the Unpack
icon in its Unit Info panel. This trans-
forms the Surveyor truck into an outpost,
) completing the third bonus objective.
Quickly begin constructing Watchtowers to defend your new outpost; Nod will
soon bring forces in to attack it.

&

Cost: 1,500
Time to train: 15 sec

The Surveyor truck is a slow-moving, non-combat vehicle with relatively

light armor. Its one and only purpose is to drive to a3 remote destination and
“unpack”, transforming itself into an outpost. The outpost it becomes is a
stationary structure that provides you with a wide Ground Control radius,
allowing you to set up additional structures in key regions (such as near Tibe-
rium Fields).
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Construct a Refinery near the north
Tiberium Field to begin harvesting more
resources. RAlso build another War
Factory near the field so you can churn
out more Mammoth Tanks and keep
them in good repair as they fend off
hostiles.

You now have two well-defended
bases, a steady inflow of Tiberium, and
lots of Mammoth Tanks in production.
The next step is to train an Engineer
and an APC. Place the Engineer inside
the APC, then send the unit east, into
the ruined city. It's dangerous out
there, so order a convoy of four to six
Mammoth Tanks to accompany.

The Mammoth Tanks will easily
crush all Nod forces you encounter in
the ruined city. Have them secure the
area around the EMP Control Center,
then move your APC up and drop off the
Engineer. Order the Engineer to capture
the EMP Control Center to complete
the second bonus objective and gain
access to a8 handy support power: the
EMP blast.
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While your Mammoths are tearing
' through the Nod base, create an Rirfield
and build some Orcas. Fly your Orcas
over to the docks to the north and
destroy the two Battleships and two
) . L TN =3 Loading Cranes to complete both the first
Now you're ready to begin your L Ess o S Y “Jg | Drimary and the first bonus objectives.
assault on the Nod base. Send all - etk %, R [
Mammoth Tanks from your northern and
southern bases east, crushing any Nod
forces you encounter along the way.

After you destroy both Nod Battleships at the docks, two GDI Hovercraft cruise
across the water and supply you with two additional Mammoth Tanks. You prob-
ably won’t need them at this point, but it’s nice to know they’re thinking of you.

Your Mammoths have probably finished
having their fun with the Nod base by
now. Order them to destroy the Nod

Port Authority buildings to complete the
second primary objective and end this
mission in dramatic fashion. Well done,
Commander.

Assault the Nod base from the north
and south. If you have at least 10 to
12 Mammoth Tanks between your two
battalions, this is an easy fight. Simply
set both groups to Aggressive Stance
and order them into the fray.
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o R, HOURE MISSION IS TO TAKE OUT A MASSIVE HOD HUCLEAR WEARONS —

E FACILITY IM HORTHEEHN CAIRO, THE SAME BASE THAT WAS USED TO EE

B LAUNCH THE STRIKE ON THE PHILADELFHIA. THIS IS NOW THE HIGHEST (e

E FRIOEITH GOI TARGET WORLDWIDE. TIME IS OF THE ESSENCE: HOD IS N

g LIKELY TO LAUMCH EUVERYTHING THEY HAUE IF THEY THINK HOUWRE GETTING e

O Too CLOSE. =

"3

[ Primary Objectives | i
_ [ Acquirable Intet ]
1. Destroy the Nod Nuclear Silo 2. Destroy the Nod Compound - !
Headquarters ’s nuclear WBapDI‘IS
The blunder that nearly
T / finished GDI
[Bl]l]lIS ﬂl]]EC[IUES] cairo Nuclear launch Facility
N / Nod’s nuclear arsenal
1. Capture or destroy the Nod Power 2. Destroy all Nod structures
Plants
[ Areas of Interest |
N/
1. GDI base

2. Nod Nuclear Silo
3. Blue Tiberium Field
4. Nod Compounds

You're under the gun from the start
of this mission; you have only eight
minutes to destroy the Nod Nuclear
Silo to the north before they launch

3 lethal weapon of mass destruction
(LUMD]). You've got to fortify your base
before you can worry about the nuke,
however; begin by building a War
Factory and a Guardian Cannon, and
queue up four Missile Squad units.
Also move your Zone Troopers safely
back into base; you need them in
perfect health for later use.

primagames.com
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The moment your Orcas are ready,
send your two squads of Zone Troopers
and your Commando directly north
toward the Nod base. Use these units’
jump jets to leap over the wall of the
Nod base, landing them near a Nod War
Factory. Order the Commando to destroy
the War Factory, and have the Zone
Troopers open fire on the SAM Turret to
the east.

Place the War Factory at the north
end of your base and set the Guardian
Cannon nearby. Quickly queue up a
Harvester and four APCs at the War
Factory. Each time an APC pops out,
load it with a Missile Squad. Continue
building Guardian Cannons as well,
placing them in front of your Barracks Remember to destroy the SAM Turret’s hub unit, or else it will continually repair
and War Factory. Set down three its “satellite” turrets.

Guardian Cannons, then start building

AR Batteries—two or three are plenty.
Place those about your War Factory to
help your APCs fend off Venoms.

P IO L N T e

Move your troops north once the SAM

. Turret is down. Have your Commando

destroy the Hand of Nod while your Zone

Troopers open fire on another SAM Turret

nearby. Once the Hand of Nod is down,

have your Commando help the Zone
Troopers out with the destruction of the

" SAM Turret hub.

By now, the Nod have caught on to
your scheme and are surely moving
| forces against your men. The damage

. - has been done, though; you're now able
While repelling attacks and fortifying to get your Orcas close enough to the

your base, simultaneously construct Nuclear Silo to destroy it. Be forewarned:
an Armory, followed by a Tech Center. there are many other SAM Turrets near
Place both of these near the rear of your the silo, and this is usually a suicide
base. Now you can train 3 Commando; run for your Orcas. Time is running out,
go ahead and queue one up. however, so send your Orcas northward

and take out that silo to complete the
first primary objective.

Excellent work: you've destroyed tuwo
Nod unit production facilities and ended
the nuclear threat in one attack. Your
Tiberium Field is not up to the task at
hand, but another one lies to the east.
Build a Surveyor truck from the Support
Structure menu and start queuing up
some Mammoth Tanks for escort duty.

Build an Rirfield next and immediately
fill its hangars with four Orcas. These
aircraft will be crucial in destroying the
Nuclear Silo before time runs out.
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The east Tiberium Field features blue
Tiberium. This material is twice as

potent as green Tiberium, making each
Harvester’s load worth double.

eiiBiwi lawaBidalaialiialii

Construct a Refinery and place it near
the Tiberium Field once the Surveyor
truck finishes unpacking into an Outpost.
Now your resources are back in order.
Build a War Factory and set it down near

your new Outpost so your Mammoth Tank

defenders can become repaired.

Now that the Tiberium’s flowing strong
and your bases are well protected, it's
time to amass an army to crush the Nod.
Queue up Mammoth Tanks at both War
Factories and change your main base
War Factory’s rally point so that your
Mammoth Tanks stop traveling to your
eastern outpost. Build up two forces of
at least five Mammoth Tanks at both War
Factories, then construct two Rigs to
support them.

Cost: 2,000
Time to train: 20 sec

The Rig is a mobile battle station designe
good repair as they hold the frontline of a

Tanks, send them east toward the Tibe-
rium Field, along with your Surveyor
truck. Make sure the Surveyor truck
survives the trip, and have it unpack
itself near the Tiberium Field. Continue
to build Mammoth Tanks and set your
War Factory’s rally point near the east
Tiberium Field so that the tanks roll there
automatically as they're constructed.

d to keep your armored vehicles in
fierce assault. Though it rolls out of the

War Factory as a slow-moving vehicle with no weaponry, the Rig can “unpack”

on any flat terrain, transforming itself into

a fearsome structure with potent anti-

vehicle and anti-air weaponry. Most importantly, the Rig automatically repairs all
nearby friendly vehicles while unpacked, just like a War Factory. Rigs can also
pack themselves up again at any time to follow your forces wherever they go.
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Once you've got at least tuwo Mammoth

Roll your Mammoth Tanks north into
the main entrance of the Nod base.
This is a heavily fortified area, but it's
no match for two groups of Mammoth
Tanks backed by Rigs.

Simply set your tanks to Aggres-
sive Stance and move through the Nod
base, obliterating everything. Destroy
all of the Nod structures, including the
trio of Power Plants that stand behind
the former Nuclear Silo, to complete
both of this mission’s bonus objectives.

RAfter decimating the Nod base, send
your forces to its northeast corner and
wipe out the three Nod Compounds
standing there. This completes your
second primary objective and wraps up
your business here in Cairo.
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Croatia

-1!;,‘ OI HAS A FORLARD OPERATING BASE IN CROATIA, BUT IT'S BEEN CUT OFF

{g FROM SUPPLY LINES AMD IS UNDER HEAUY ATTACK BY HOD FORCES. THEIR

FPOLER IS LOW, THEIR CONSTRUCTION YARD HAS BEEN DESTROYED, AMD THEY

DOM'T HAVE MUCH IN THE WAY OF FIREPOWER. YOU HEED TO TAKE COMMAND OF %

THAT BASE AMD HOLD OUT LONG ENOUGH FOR US TO SEND IN A REINFORCEMENT
COMUOH.

oo:o:o0

[ Primary objectives | [ Bonus Ohjectives]
1. Secure this GDI base until 4. Destroy the southwest Nod base < Nl .
reinforcements arrive 5. Escort the MCV safely back to 1. All base defenses survive
2. Send aid to the reinforcement the GDI base and deploy the until the reinforcement team
team ambushed in the city Construction Yard arrives
3. Destroy the northeast Nod base 6. Destroy the southeast Nod base = "E;ﬂméh:dmcu to the EDI base |

[Acquirabte Intel ]

® Power management

® HKane’s fascination with
tastern Europe

[ Areas of Interest ]

N
1. GDI base
2. Nod vehicle outpost
3. Nod aircraft outpost
4. Nod infantry outpost

5. GDI reinforcement
convoy entry point
AN

i

i

1t
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This mission kicks off with a bang:
3 Nod assault group destroys two of
your base’s Power Plants, drastically
reducing the available power supply.
Your small detachment of combat units
is able to repel the invaders, but the
damage clearly has been done. Keeping
your base’s defensive turrets functioning
will now be quite a challenge.

Begin by using Power Mode (X))
to shut down your base’s Barracks
. and War Factory; you don'’t need to
create new units just yet. This frees
up enough power for you to activate
all of your base’s Watchtowers and
Guardian Cannons—do so. Keep your
.~ four AR Batteries powered down for now,
b powering each one up only when the
occasional Nod Venom flies in to attack.

If you need to power-up an AA Battery, be sure to shut down another turret first
to free up power. It’s usually best to draw this power fram your base’s north-
westernmost Watchtower.

e i Biai lowa@inaliaaliililog

Pull your combat units into the center
of your base and set them to Hold Ground
Stance by either pressing (At J+{D) or clicking
the Hold Ground Stance icon in the Tactics
panel. This will keep them out of harm's
way, which is ideal for now. Your defense
turrets can defend your base very effec-
tively if you carefully manage their power
supply, and they're easy enough to repair.

primagames.com

Your base is in rough shape, so use
Repair Mode to fix all of its structures,
starting with the defense turrets. Until
your reinforcements arrive, simply
continue to keep your base functional,
managing your power carefully and
keeping your eye on your radar to
prepare for incoming assaults.

i

——

Once your base is in good shape and
you're feeling comfortable managing
its defenses, power-down the Refinery
S0 you can restore power to the War
Factory. Queue up six Predator Tanks
and six APCs. House your infantry units
in your APCs as they're assembled and
continue to keep your forces safely
nestled within your base. Shut down
the War Factory and power-up the
Refinery again each time your Tiberium
reserves run low, but do this only when
the Harvester is ready and waiting to
deposit a fresh load of resources.
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Keeping your base’s defense turrets
in good shape is your top priority;
building vehicles is secondary. If
yow're out of Tiberium and need to
repair a turret, cancel your build
queues by right-clicking on their
icons to free up resources.

wi i Mt DawiMidulinnliodlioa

GDI reinforcements soon arrive in
the form of a vehicle convoy that rolls
in from the northwest corner of the
field. This completes the first primary
objective, along with the first bonus
objective (assuming all of your defense
turrets have survived). You must send
some units to destroy the Nod Laser
Turret that's preventing the convoy from
proceeding to your base, but don't
worry about that just yet; the convoy
is in no immediate danger. Instead,
continue to defend your base from Nod
assault waves and keep constructing
armored vehicles.

Once you've built six to eight Pred-
ator Tanks and enough APCs to trans-
port your initial crew of infantry, send
your vehicles rolling northeast, heading
to assault a nearby Nod outpost.

GDI Campaign

-
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This Nod outpost is responsible for all
of the vehicle raids against your base.
Wiping it out will eliminate the Nod’s
armored presence in Croatia (and also
completes the third primary objective).
Attack Move your Predators into the
base, focusing on destroying its Laser
Turrets first. Target the War Factories
once you've crippled their defensive
capabilities, and move your APCs into the
base to help with the cleanup. Set your
forces to Aggressive Stance so you don't
need to micro-manage them, then return your attention to your base.

With the Nod’s vehicle-producing
outpost destroyed, you no longer need
your base’s Guardian Cannons. Use Sell
Mode ((Z)) to sell off those four cannons,
adding a tidy sum of Tiberium to your
coffers and gaining four free Rifleman
Squads. Best of all, you can now restore
power to your entire base.

Queue up a Harvester and four Pitbulls.
Set a rally point for your War Factory so
your Pitbulls station themselves near
your base’s southeast AR Battery—they'll
need to defend this position soon. Return
your attention to your attack force, and
send them back to base once they've
finished having their fun with the Nod
vehicle outpost. Repair these vehicles at
your War Factory, then send them rolling
. southwest.

Cross the bridges and begin your
assault on the southwest portion of
Croatia. Nod infantry have garrisoned
the buildings in this city; destroy each
building with your Predators and mow
down the infantry that emerge with your
APCs. Just keep pressing southwest
until you reach another Nod outpost.
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Destroy the Nod Laser Turret that's
keeping your reinforcements at bay by
decimating its hub unit with your Preda-
tors. This completes the second primary
objective. Bring down any nearby build-
ings that are garrisoned by Nod forces
to secure the area, then roll your entire
force back to base.

fﬁﬂtlh i

This southwestern Nod base is the
source of all Nod infantry units in the
area. Annihilate it with your forces

" to complete the fourth primary objec-

tive. Use your APCs to cut down all

Nod infantry and direct your Predators

to destroy the defense turrets, Hands

of Nod, and Construction Yard. As this
battle ensues, queue up a host of Missile
Squads at your base’s Barracks—you’ll
need lots and lots of them in 8 moment,
so just keep churning them out.

Now send your war-torn forces north
to assist the reinforcement convoy that's
been waiting so patiently for you all this
time. Have your tanks level any Nod-held
buildings along the way and set your
APCs to support them by wiping out the

. infantry that emerge.

Keep your APCs and Pithulls near the MCV at all times during the trek back
home—~Uenoms may try to strike the mMcv and you cannot afford to lose this

critical vehicle.

Send your damaged vehicles to the
War Factory for repairs once you reach
base. Unpack your MCV in the desig-
nated area to acquire a Construction Yard
and complete the fifth primary objec-
tive. If the MCV took no damage along
the way to your base, then this also
completes the second bonus objective.
You're now able to build structures; you
should begin with construction of an

Rirfield.
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Nod Venoms soon begin assaulting
your base from the southeast in force.
Had you not destroyed the Nod'’s other
two outposts, you'd be getting overrun
by vehicles and infantry at this point
as well. You've got to destroy that final
Nod Outpost, but a bit of recon shows
that it's positioned on a tall plateau,
completely unreachable by land.

Now for the fun part. Select all of
the Missile Squads you've trained (you
should have at least 20 to 30) and click
the Call for Transport icon in their Unit
Info panel to summon a fleet of V35 Ox
transport ships to pick them up. Once
everyone’s onboard, send the transport
ships northeast to the site of the former
Nod vehicle outpost. Then send them
directly south, heading toward the Nod
air base.
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Deploy your Missile Squads at the
northernmost tip of the plateau so the
Nod forces don't notice your V35 0Ox

transports. Send your men into the

Nod air base and initiate your assault.
Target the Venoms and Rir Towers first,

as they pose the greatest threat to

your infantry. Then move to destroy the
Construction Yard to prevent the Nod

from raising new Rir Towers.

GDI Campaign

—

Depending on the size of your initial
assault force, you may need to deploy
additional Missile Squads to get the job
done. Do so in the exact same manner
and continue your assault until the Nod
air base is no more.

oo:oMd: 01
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RECENT SAT-SURUEIL-
LAMCE CONFIRMS A
SIGHIFICANT BUILD-UP

OF ARMORED VEHICLES AMD
WEAPONS AT A LARGE HOD
LOGISTICS BASE IN ALBANIA.
THE SAT IMAGES SHOW ROW UPOH
REOW OF STEALTH, SCORPION,
AMD FLAME TANKS WAITING TO
BE DEPLOYED IM DEFENSE OF
KAMES TEMPLE PRIME IN SARA-
JEUD. HOUR MISSION IS ABOUT
DESTROYING THIS ARSENAL
BEFORE IT IS USED AGAIMST HOU
IH COMBAT. HOLL START WITH A
SMALL FORCE TO CLEAR
THE WA, THEN WE'LL
SEMD H0U FIREHALIK
ATTACK JETS TO FINISH
THE J0OB.
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[ Primary Objectives |
N
1. Clear Nod border defenses 4. Capture east ridge
2. Infiltrate Nod supply depot Reinforcement Bay
3. eliminate Nod rocket bunkers 5. Destroy Nod supply depot
N~
oot Armored reinforcements roll in from
[Bﬂ"llﬁ “I]IEEIIUES] the southeast once you succeed in
. destroying the Nod border defense
1. Survive tITe.Nud as-sault unharmed 3. Capture Motorpool outpost. You now have access to
2. capture Airfield Reinforcement Bay Reinforcement Bay four Predator Tanks, three APCs, two

4. Arm a Firehawk with a missile

loadout and destroy a Nod Uenom Pitbulls, and a Rig. These are all the

units you'll have at your disposal for
quite a while, so do your best not to
lose any of them.

[ Acquirabie Intel ] [ Areas of Interest ]
o dfor p— g
® Rig deployment into a 1. Nod horder defense outpost | . e
forward Battle Base 2. Bridge | b o L~
g | s '
e firehawk Attack Jets 3. Nod rocket bunker outpost oy ﬁ’i’ L
4. Nod supply depot and main base 3 e
5. East ridge Reinforcement Bay and Nod s ¥
infantry outpost e e
6. Motorpool Reinforcement Bay and f - ‘P@"
Nod vehicle outpost Bt ﬁ- X, *“_ =43
7. firfield Reinforcement Bay and Nod | % 5
aircraft outpost | S
N /

Nod vehicle assault groups are
inbound from the west, so quickly
move your Predator Tanks and APCs
to take position where the Nod border
defense outpost used to be. Place your
infantry units into your APCs, and keep
your Rig and Pitbulls near the rear of
the pack. Order your forces to head
west, Predators in front, blasting apart
all Nod vehicles they encounter along
the way.

This mission starts you off with two
Rifleman Squad units and two Grenadier
Sguads. Order them to assault the Nod
border defense outpost and wipe out its
structures to complete the first primary
objective. It's best to destroy the Nod
infantry and the Hand of Nod building
first, then take out the other structures.
If all four of your units survive this initial
assault, you complete the first bonus
objective as well.

At
A Sit
2 -

'l - _._'I"
L P R SR
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Nod knows you're coming for their
supply depot and they decide to
destroy the only bridge leading north
toward it. You'll have to find a way to
repair the bridge, but for now, unpack
your Rig and repair your vehicles. Pack
up the Rig afterward and continue
moving west toward the nearby Nod
rocket bunker outpost.

g 1

Move your Predators up the hill,
setting them within range of the Nod
outpost’'s War Factory. Have them
target any Scorpion Tanks that emerge
from the Factory, and when none are
about, direct your tanks’ fire at the War
Factory itself. Move your Rig up behind
the Predators and unpack it so it can
support them during this fight.

{_f [P mn

GDI Campaign

Once the UWar Factory is no more,
concentrate fire on the surrounding SAM
Turrets. Destroy all three to complete the
third primary objective.

A V35 Ox transport ship deploys four
Engineers and two Missile Squads once
you obliterate the SAM Turrets. You need
every one of those Engineers, so guard
them with your life. Place three Engi-
neers inside your APCs, then move your
forces back east, making for the bridge
the Nod destroyed a moment ago.

Nod vehicles and infantry will begin

" to assault your forces the moment you
repair the bridge, so be prepared. Posi-
tion your Predators at the foot of the
bridge, with your Rig and APCs close
behind. Keep your Pitbulls at the rear of
your pack so they don’t become a target.

Send the one Engineer that’s not riding
in an APC into the nearby tower to repair
the bridge. Quickly order your Predators
to move up, and have them destroy the
Laser Turret by targeting its hub unit. Once
the turret is down, move your Rig across
the bridge and unpack it at the other side,
right behind your Predators. Then move
your APCs across, followed by the rest of
your forces.

C_ﬁote- T LR

Reaching the other side of the bridge completes this mission’s second primary
objective.

vl Mot Do MoawlonaBiaalini
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: Maintain this position for a while and
destroy the variety of Nod vehicles and
infantry that engage you. Make a special
effort to destroy each Scorpion Tank that
rolls into view with your Predators and
have your APCs gun down all Venoms
and Nod infantry. With your Rig backing
up your forces, you should be able to
raise your vehicles’ ranks to Heroic very
quickly just by sitting here—and it's best
to do just that. Don’t leave this spot until
all of your APCs and Predators have a
gold star beneath their health bars.

ﬁﬁpm|mm||

In addition to dealing extra damage
and firing twice as fast as normal,
Heroic-ranked units also have extra

hit points and slowly recover health
over time.

v le o Lawa il Lad oMokl hag

! When the time is right, pack up your

" Rig and order your forces to travel north-
east along the road. You've got to move
fast, so issue standard move orders and
take the shortest route toward your next
primary objective: the east ridge Rein-

" forcement Bay.

Move your forces up the hill and onto
the east ridge. Don’t unpack your Rig
until your entire army climbs the hill
and reaches the top. Have one of your
Heroic-rank Predator Tanks assault the
Nod outpost at the west end of the ridge,
focusing on destroying the Hand of Nod
first. If infantry threatens to overwhelm
the tank, pull it back to your Rig and let
the infantry fall on your APCs’ machine
guns. The bulk of your forces must
remain on the hill, standing between your
Rig and the Nod forces who attempt to scale the hill.

Bl
‘Hotew imn

It's important to leave as many vehicles as possible near the Rig to prevent Nod
infantry from getting too close to it. One Heroic-rank Predator Tank is more than
capable of obliterating the Nod outpost on the ridge.

primagames.com

Destroy the Nod outpost to secure
the ridge, then move your Predator
back over to your Rig to help seal off
the area. Have an APC unload an Engi-
neer when it's safe to do so, then send
the Engineer to capture the Reinforce-
ment Bay on the ridge. This completes
the fourth primary objective.

With the ridge secure and the Rein-
forcement Bay captured, a V35 Ox
transport is able to fly in and deploy
two Surveyor trucks. The Surveyors
unpack themselves, transforming into
two Rirfields. Eight Firehawks then fly
in and touch down on the landing pads,
granting you powerful airborne assault
capabilities.

qfelawk g

Cost: 1,500
Time to train: 15 sec

The Firehawk is a fast-attack
aircraft designed for rapid delivery
of high-yield explosives. When
docked at an Rirfield, Firehawks
can be outfitted with either anti-
aircraft missiles or air-to-surface
bombs, making them the GDI's
most versatile air units. Use Fire-
hawks to combat hostile air units
and wipe out key enemy structures
in seconds.
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Arm your Firehawks with bombs by
clicking the Bomb Loadout icon in their
Unit Info panels, then send them north,
heading for a3 small Nod outpost. Target
the outpost’s War Factory to destroy it
in one swift attack, then call your Fire-
hawks back to base. This drastically
reduces the number of Nod vehicles
your forces will have to contend with
in the region.

ﬁ]i’l I

Next, move one Predator and one
Engineer-toting APC down from the
ridge and then north, heading toward
the Nod outpost that your Firehawks
just assaulted. Get there quickly and
fire on the Shredder Turret to destroy
it, then unload the Engineer from your
APC and have him capture the Rein-
forcement Bay to complete the third
bonus objective. A V35 Ox transport
ship then deploys two Predator Tanks
and another Rig for you to use.

GDI Campaign

Now that you have two Rigs, you can use one to repair the other. Rigs can he

repaired just like any other vehicle when traveling in their vehicle form.
a b iMaai baviBaaalia'sMivalini

The time has come to assault the main
Nod base at the center of the region, but
it's unwise to do so with your ground
units until the powerful Obelisks of
Light that surround the base have been
taken out. Use your Firehawks to safely
destroy the two Obelisks of Light that
are closest to the south, then roll your
vehicles toward the base and begin your
attack.

Watch out for the explosive barrels in the parking lots that surround the base; if
they’re struck by fire and detonate, they’ll damage everything nearby.

iy ””I,,I‘ ‘ After destroying the two southern
ﬁ"m Obelisks of Light, use your Firehawks
to obliterate the one in the middle of the

. Nod base. Once that's gone, have your
Firehawks focus on bombarding the
Construction Yard at the northeast corner
of the central base. It may take two or
three bombing runs to level it, but Nod
won'’t be able to raise new structures

once it's down.

for a hit of fun, arm your fFirehawks with missiles and have them hunt down some
Uenoms. Destroying even one completes this mission’s fourth bonus objective.

Now order your Firehawks to destroy
the two remaining Obelisks of Light at the
north end of the base while your ground
forces pound away at the outpost from
the south. Slow and steady progress

will win this battle; just keep your Rigs
close to your vehicles and have them
repair each other if they suffer too much
damage.
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e am | Before ending the mission, use your

This mission is all but wrapped up once b % ‘ last engineer to capture the Rein-
you've wiped out Nod's central base. Have i ¢ (i 15 forcement Bay at the far west end of
your vehicles take up defensive positions , S " the northern airstrip. This completes
and fly your Firehawks north to take out - | S “ 1" 7 the second bonus objective and
the Nod Rir Towers and Hand of Nod at - . il 2 e gains you two Mammoth Tanks to
the northern airstrip. Once these struc- 2 , = help you finish your cleanup work in
tures are down, Nod no longer has the r ; i o & MLENER

ability to produce combat units. i SO L Tl i B Lan i Midelianl

It's now safe to roll your tanks through
the area without fear of reprisal. Set
them to Aggressive Stance and send
them into the heart of the Nod supply
depots, letting them blast away until
there's almost nothing left. With one
last Engineer, you can complete the last
bonus objective by climbing the western
ridge and seizing the last Nod building.
After that, raze the remainder of the base
to complete the fifth and final primary
objective.

Sarajevo
4 N
Fa=m, KANE IS MAKING HIS LAST STAND AT TEMPLE PRIME IN SARAJEUD. JOUR MISSION IS TO TAKE OUT HIS DEFENDING

sy FORCES, DESTROY THE SURROUNDING COMPOUND, AND DISABLE THE ION DISRUFTION TOWERS FROTECTING THE
TEMFLE COMPLEX FROM EHERGY WEAPOMS. KHOCKIMG OUT THE DISRUPTION TOWERS WILL OPEH UFP OFTIONS FOR

GOI CEMTRAL COMMAND MOW THAT THE ION CANMNONS ARE NEARLY BACK OMLINE. HOWEUER, BE AUARE THAT KANE

AMD HIS SCIEMCE MINISTERS HAUE BEEN WORKING OM A LIGUID TIBERIUM DEVICE OF COMSIDERABLE DESTRUCTIVE

POLER WITHIM TEMPLE PRIME. IT IS IMPERATIUVE THAT H0U DO MOT USE THE ION CANMMON ON TEMPLE PRIME HOUR-

SELF WITHOUT AUTHORIZATION. AN I0H CAMNON STRIKE COULD DETOMATE THE LIGUID TIBERIUM IN THE TEMPLE

AMND SET OFF A CHAINM REACTION IN THE LARGE TIBERIUM FIELDS FOUND THREOUGHOUT THIS HELLOW ZONE—THE Eﬁ

RESULTING BLAST WOULD BE MASSIVELY DESTRUCTIVE AND MAY KILL MILLIOMS. THIS IS A DECISION THAT WILL
HAUE TO BE MADE AT THE HIGHEST LEVELS OF THE GOI COMMAND STRUCTURE.
N /4

[ Primary Objectives [Acquirable Intel ]

N

1. Destroy lon Disruption Feld 4. Build an lon Cannon Control Center e Nod avatar Walker
Generator 1 ) o 5. Destroy Temple Prime with the lon T ——
2. Destroy lon Disruption Field Cannon Disruption Tech
Generator 2
3. Destroy lon Disruption Field
Generator 3
~— 7
[ Bonus Objectives]
—
1. Capture Nod’s science ministry 3. Capture the liquid Tiberium Factory
building 4, Destroy an Avatar with the
2. Capture the Mutant Hovel Commando

primagames.com
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[ Areas of Interest |

e . ——
1. South Tiberium Field
. Southeast Tiberium Field

. Northwest Tiberium Field and mutant
Hovel

. lon Disruption Field Generator 1
. lon Disruption Field Generator 2
. lon Disruption Field Generator 3
. Nod Temple Prime

. Nod Science Ministry Building

. Nod Liquid Tiberium Factory

W

(1= - - X I -~ BT B

Temple Prime is the Nod’s headquar-
ters—the place where Kane himself
resides—so expect an extremely diffi-
cult fight in this mission. Your most
important asset is speed; if you're not
building up your forces as quickly as
possible and adapting to the Nod's
attack patterns, you'll soon become
overwhelmed.

Begin by grouping your units as
you like and then moving them north,
combating Nod infantry along the
way. You soon reach a Tiberium Field;
unpack your MCV and immediately
begin construction on a Refinery.

Send your vehicles to the north
and unpack your Rig behind them to
set up a forward defense post. Have
your infantry standing close by and
don't worry about protecting them too
much—their main purpose is to keep

GDI Campaign

arajevo

the enemy out of your hair while you
establish your base. Keep your Pitbulls
behind your Rig and out of harm’s way;
you’'ll need them in good shape when
Nod Venoms begin making attack runs
later on.

Build a Power Plant after the Refinery,
followed by a War Factory, a Barracks,
and a Command Post. Set your War
Factory at the east side of your base,
then queue up a Harvester, followed by
two Predator Tanks. Keep your Predator
Tanks close to the War Factory so they
remain in good repair as they combat
each wave of Nod vehicles that attacks
from the east. Also, as you build these
units and structures, simultaneously
construct Watchtowers, placing them

Sy ¥ = JENE 1

across the northern perimeter of your base to ward off Nod infantry.
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The Nod will change up their attack patterns as they see fit, but their base is
largely set up to send vehicles at you from the east and infantry from the north-
west. Nod infantry and vehicles alike will attack you from the north, so keep an
eye on your radar and check your defense grid’s status regularly with (Control#(~).

o i Me it LapaMaa'oloa'sDioallinn

Once you've set down three or four
Watchtowers, switch gears and build a
few Guardian Cannons. Place these near
your War Factory to simplify the task of
defending your Tiberium Field from the
waves of Nod vehicles that assault your
base from the east.

o i

M
CHOtew imn m
=

It takes a lot of power to keep your base defenses running. Mmake sure to keep
an eye on your power consumption and build Power Plants whenever they’re

needed.
w i lewa lawaMawal vanlooaliia
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2

Start building AR Batteries next,
setting three of them around your base’s
northern perimeter. This will help you
fend off future Venom attacks, which can
become quite troublesome later on.

Your base is fortified for now, but it
won'’t last forever—the Nod will continu-
ally increase the size and strength of
their assault groups, so you've got to
move fast. Build a Tech Center so you
can start constructing Mammoth Tanks
from your War Factory, followed by
an Airfield so you can queue up some
Orcas. Build two or three Mammoths and
fill your Rirfield’'s hangars with craft as
soon as you're able.

primagames.com

You'll eventually need to span out
and establish an outpost near a fresh
Tiberium Field. Once you've assembled
your Mammpoths, queue up four APCs
and a Rig. Load your APCs with what-
ever infantry you have to spare (Zone
Troopers and Grenadiers are the top
picks), then send your Mammoths,
APCs, and Rig rolling north to secure
the distant northwest Tiberium Field.
These units will chew through any Nod
infantry they encounter along the way,
so don't worry about them.

As your convoy heads north, build a
Surveyor truck and send it after them.
Have your Orcas escort the Surveyor
truck along the way to ensure its
survival.

Establish an effective outpost near
the Tiberium Field with your vehicles
and Rig. Nod forces will primarily
attack from the east, and their assault
groups will largely consist of infantry
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at first. Your APCs will be able to
handle these foot soldiers without
much trouble, but be forewarned:

the Nod will quickly smarten up and
send armored vehicles to assault
your outpost in force. That's where
your Orcas and Mammoths come in;
make sure they're stationed near your
outpost to combat vehicular threats.

N
Hoten nmn m

When your main base’s Tiberium Field
becomes depleted, your Harvesters
will automatically seek out the next
closest source, which is the Tiberium
field to the east. Don’t let them go
there; instead, direct the Harvesters
north toward your new outpost.

As soon as the Surveyor unpacks
itself, set down your Refinery and
construct a War Factory, followed by
an Airfield. Place these structures
near your new outpost, as it will soon
become the Nod's #1 target. Of course,
Nod forces will also continue to attack
your main base, so this is where the
action really heats up. Do your best
to stay on top of Nod's assault groups
as you establish your new outpost,
and as soon as you're able, fill your
outpost’s Rirfield with Orcas and begin
rolling Mammoth Tanks out from the
War Factory—securing this forward
base is absolutely vital.

C_ﬁﬂtﬂl TR

Use a Commando to instantly destroy
an avatar Warmech with explosive
charges. Be careful, though, because
the Commando may be crushed

underneath the Avatar’s feet. It’s
hest to run in from the side.

GDI Campaign

(Cautions T

All paths leading toward the massive Nod stronghold are guarded by lethal pairs
of 0belisks of Light, including the route to the east of your new outpost. Do not

let your vehicles near these towers; use your Orcas to obliterate them instead.
il liwili Bt

' By the time your outpost’'s War Factory
and Rirfield are in place, Nod forces

will likely be assaulting the place with
waves of powerful vehicles and infantry.
They'll send Beam Cannons to level
your structures, backed by frightening
RAvatar Warmechs that can rip through
your defenses in seconds. The moment
you spy a Warmech, send your Orcas
to bombard it; Nod Beam Cannons are
troublesome, but they aren’t nearly as
large a threat.

w2 Sl
y e 4- Keep producing Mammoth Tanks from
’ your outpost’s War Factory as your APCs
shred Nod infantry and your Mammoths
tackle their vehicles. As soon as chance
permits, send your Orcas to bombard the
Obelisks of Light to the east—you’ve got
to begin your assault on Nod’'s stronghold
soon, or they’ll just keep coming and
eventually overwhelm you.

_r"-‘,.t
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An engineer can capture the Mutant Hovel near your Outpost. Doing so allows
you to train Mutant Mmarauders, powerful infantry units who are effective against

enemy infantry and aircraft. Capturing the Mutant Hovel is not only advanta-
geous, it also completes the second bonus objective.

iilai i lawolawilaoiBawi laws
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Once the Obelisks of Light are
destroyed, pack up your Rig and send
your Mammoth Tanks and APCs east,
heading toward the Nod stronghold.

You should have at least five or six
Mammoths in your group before heading
out. Leave your Orcas near your outpost

to combat any Nod forces that might loop
around to attack from the south. Continue

to produce Mammoth Tanks from your
outpost's Ular Factory as your assault
force heads into the fray.

It can be tempting to send your Orcas into Nod’s stronghold, but don’t do it. There

are far too many SAM Turrets in there.

Nod’s stronghold is certainly imposing,
but your crew of Mammoths and APCs,
backed by your Rig, will have little
trouble smashing through. Set your boys
to Aggressive Stance and let them do
their work, but make sure to target any
Obelisks of Light or Avatar Warmechs
you encounter with your Mammoths to
quickly annihilate them. Your APCs will
cut down all Nod infantry units while
your Mammoths crush all armored and
structural threats.

Take it nice and slow as you move
through Nod's stronghold. Don’t allow
any of your units to move too far ahead
or they’ll probably encounter an Obelisk
of Light and get slaughtered. Try not
to let your Rig become a target, and if
Nod manages to destroy it, immediately
construct another from your outpost’'s
War Factory and send it in, along with a
second convoy of Mammoths.

primagames.com
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The Nod may continue to assault your
base and outpost as you conduct
your attack on their stronghold, but
their strike groups won’t be nearly as

potent as they were before. Still, keep
an eye on your radar and do your best
to keep your base defenses intact.

fir=a Sl
1

Once you've breached the walls of the
Nod stronghold, you're given a boon: three
Juggernauts are deployed at the south
end of the region, close to the southeast
Tiberium field. Send your main base’s
Orca fleet over to the Juggernauts, then
order them north to destroy the Obelisks
of Light that guard the nearest entrance
to the stronghold. Move your Juggernauts
through this path and into the Nod base,
led by as many ground units as you can
spare from your main base.

Cost: 2,200
Time to train: 22 sec

The Juggernaut is the GDI's walker
unit. Its primary purpose is to
destroy enemy structures from
range, but the Juggernaut is quite
effective at obliterating enemy vehi-
cles as well. Being an artillery unit,
the Juggernaut has a significant
range advantage and can quickly
destroy defensive turrets from

afar, without fear of counterattack.
However, the Juggernaut is unable
to combat airborne threats and its
armor plating leaves something to
be desired. Keep Juggernauts in
the rear of your assault forces and
make sure you've got some anti-air
units nearby to support them.
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You can construct additional Jugger-
nauts from your War Factories.

iilai i laoMawilooiBawilau
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You're now assaulting the Nod from two
angles and the momentum of the battle
has surely swung in your favor. Wipe out
everything in your path and continue to
construct Mammoths at your bases’ War
Factories to be used as reinforcements,
should the need arise. Destroy everything
beyond the Nod stronghold’s outer-most
wall before moving northeast into the
heart of the stronghold.

@lltEI IR

There are two important buildings

in the Nod stronghold: the science
ministry building and the Lliquid Tibe-
rium Factory. Capture both of these
with engineers when it’s safe to do
s0 to claim two additional pieces of
intel and complete the first and third
bonus objectives.

w i M Daw i Midalinnloodlin

Make sure to destroy the three
Disruption Field Generators as you
assault the Nod stronghold. This is
secondary to leveling the base itself,
but you must destroy these targets
to complete the first three primary
objectives and enable the use of GDI's
devastating lon Cannon.

GDI Campaign

Once you've crippled the Nod base,
you can safely devote resources to
‘ | . constructing an lon Cannon Control
~  Center. This highly expensive (and pouwer-
hungry) support structure allows you
to communicate with GDI's lon Cannon,
which is currently in orbit over earth.
Once the lon Cannon Control Center is
in place, and provided the Nod’s three
Disruption Field Generators have been
destroyed, you’'ll be able to use the lon
Cannon to eradicate Temple Prime.

fiz=a SN )
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Only the lon Cannon is powerful - T
enough to destroy Temple Prime, Nod's b
ultra-hardened facility and the place =i |
where Kane resides. As soon as you're
able, obliterate Temple Prime by firing the
lon Cannon directly at it. This completes
the fifth and final primary objective,
totally annihilating Kane and his vile
Brotherhood of Nod.

Congratulations, Commander. You
fought brilliantly. At long last, this horrific
war is finally over.... '

-
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THE SAUVAGE, UNEXPECTED ATTACK ON MUNICH BY THE INUADERS HAS TAKEN THE CITH'S GARRISONED GOIL

FORCES COMPLETELY BY SURPRISE. THE BATTLE WAS OUER BEFORE IT BEGAN. AS THE INUADERS REUTH- EE

LESSLY WIPE MUNICH FROM THE FACE OF THE EARTH, J0OU MUST MARSHAL THE SURVIVING GDI FORCES AND m

FIGHT A DESPERATE REARGUARD ACTION, HOLDING OFF THE EMEMY JUST LONG ENOUGH TO ALLOLW THE GOI F-T ﬁﬁi
=

LAB ENGIMEERS TO ESCAPE IN ARMORED TRAMSPORTS. THESE ENMGINEERS HAVE KEY INFORMATION ABOUT OUR HEW
EMEMY, AMD MUST REACH SAFETH.

oo:ouw:0n

[ Primary 0bjectives | [ Bonus Dhjectives]
N
Q. Protect the Civilian Transports T
1. Capture the GDI Lab
\ / 2. Capture the Power Plant

[Acquirante intel ]

SN
e (ffects of Sonic Weaponry on
the invaders

® GDI Storm Shelters

[ Areas of Interest ]

N—

1. Initial GDI escort force
deployment site
2. GDI Lab

3. GDI engineers and
reinforcements

4. Power Plant
5. Subway entrance

primagames.com
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You begin this harrowing escort
mission with a detachment of two
Pitbulls, two Rifleman Squads, and

3 squadron of Zone Troopers. Group
these units together, set them to
RAggressive Stance, then move them
close to the convoy of armored Civilian
Transports.

fﬁﬂtﬂl TR

The Civilian Transports won’t move if
your men are in their way. Try to keep
your units either behind or beside
them, and do your best to not block
their path.

wd i Ba g DowiMonelonnlioallon
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The alien invaders you’re currently
hattling are known as the Scrin.
Complete the GDI and Brotherhood of
Nod campaigns to unlock the Scrin
campaign.

v i Mewt DawiMidalinnloodlin

The alien invaders come mostly from
the north portion of the city, so it's best
to keep your men to the north of the
convoy. The convoy will take damage
from time to time, but each truck is
heavily armored, so don't worry about
them too much.

GDI Campaign

Just before the transports reach
the first bridge, alien aircraft fly past
and bombard it. The bridge collapses,
preventing the convoy from crossing the
river. The trucks are forced to continue
along the road, heading southeast toward
a second bridge. Keep your men north of
the convoy and stay out of their way so
they can move along unhindered.

[ '. l‘ﬂ";m:hﬂl ‘
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Suddenly, the aliens tear down the
city’'s northern wall and begin flooding
the streets. Shortly afterward, the Civilian
Transport trucks begin to experience
some engine problems and the entire
convoy grinds to a halt. Order your men
to attack the massive Annihilator Tripod
that comes stalking in from the north; it
poses the greatest threat to the convou.

As luck would have it, GDOI reinforce-
ments were holed up right near the place §ie = o T

where the convoy breaks down. You gain
control of two more Rifleman Squads
and two extra Missile Squads, along
with three Engineers. Immediately send
one Engineer south across the bridge,
moving to capture the south Power Plant.
Move the other two Engineers north; one
should capture the GDI Lab, while the
other assumes control of the Annihilator
Tripod your northern infantry recently
brought to the ground.

Capturing the Power Plant brings the

! two Sonic Emitters at the south end of
the bridge online. The sonic blasts these
massive ueapons unleash rip through
the alien ground forces. The convoy soon
gets its engines up and running again;
quickly order your troops to follow them
south across the bridge.
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It's imperative that you move your troops acrass the bridge fast; alien aircraft
fly past and destroy the bridge shortly after the convoy goes over it.

s PrJ=||'|I'\r-

Right after Civilian Transport trucks

¢ cross the bridge, their engines die out on
them yet again. Some sort of electrical
interference could be the cause, but
there’'s no time to debate this—move your
men to the right side of the convoy, as
waves of alien ground forces attack from
the east.

The trucks eventually patch up their
engines and the convoy starts rolling
once more. Follow behind the vehicles,
preventing the alien ground forces
from getting too close. You complete
this mission’'s one and only primary
objective once the convoy reaches the
Subway Entrance to the southwest.
Only one truck needs to survive the
trip for the mission to be considered a
success.

: Iﬁ‘m WHILE STUTTGART IS OSTEMSIBLY UNDER COMPLETE ALIEN CONTROL, GOI HAS RECEIVED SEUERAL DISTORTED
o A
0 oty

\, AMD THE CITY'S DEFENSIVE GRID, WHICH WOULD MAKE THE MISSION FAR EASIER.

TRAMNSMISSIONS FROM WITHIN THE CITH INDICATING THERE ARE SURUIUORS EITHER IM HIDING OR PINMHED
B DOLH BY ALIEN FORCES. ONE OF THESE SURVIVING UNITS—aAN ELITE COMMANDO—HAS MANAGED TO EUADE E
I HIS ATTACKERS. HOU WILL WORK WITH THIS COMMANDO TO ROUND UP AS MANY OTHER SURUIUVING UNITS AS

g FPOSSIBLE, THEM USE THE RESULTIMG FORCE TO TAKE OUT THE ALIEN BASE DOMIMATING THE CITH. KEEF AN EYE E
o

OuUT FOR A GOI COMBAT ENGIMEERING TEAM—THEY ARE CAPABLE OF REACTIVATING BOTH GOI'S STUTTGART BASE ‘ E

N

[ Primary Objectives |

iﬁ
1. Capture or destroy alien structure
2. Rescue Engineers

3. Capture the eastern Power Plant,
activating the GDI base

[ Bonus Objectives
S
. Rescue Zone Troopers
. Rescue Snipers
. Rescue Infantry Squad
. Destroy a Tripod with the Commando
. Capture the northern and western
Power Plants to activate the Sonic
tmitter arrays
6. Capture the southern Power Plant to
activate the Command Post
7. Capture the southwest Power Plant,
activating the Armory /

Sk

(4 I - LI | T ]
hhE
it

HENH

7 Stuttgart
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[Acquirable Intel |

[ Areas of Interest ]

N

. Commando starting point

. Pinned-down Engineers

. Pinned-down Rifleman Squad
. Pinned-down Sniper Team

. Pinned-down Zone Troopers

. Northern Power Plant

. Eastern Power Plant

. Western Power Plant

9. Southern Power Plant

10. Southwest Power Plant

11. Scrin base

12. Tiberium Silos [2); Tiberium Spikes [?

0O~ 0D WY -
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|
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As in Hampton Roads, you have
control of only one lone Commando

at the start of this mission. The fate

of Stuttgart hinges on your ability to
guide this Commando in his effort to
rally the few surviving GDI forces in the
city. Begin by moving the Commando
south, where you discover a lone
Rifleman Squad. Add to your group,
then march your men west.

You soon encounter a group of Engi-
neers being pinned down by a host of
Scrin Disintegrators. Your Commando

GDI Campaign

and Riflemen make short work of these hostiles, and the Engineers are easily
rescued. This completes the second primary objective.

‘.ﬁ"‘ t
o

Though you now have a whopping seven Engineers at your command, don’t take
any for granted. You need at least one of them to survive and capture the city’s

eastern Power Plant, and there are many other structures to capture in the city.

i Bav i lewi Wi lawo Mia Dl

[ A1 0)
Vo Send your combat units south next.

i You encounter more Scrin Disintegrators,
along with a fearsome Annihilator Tripod
walker. Fortunately, your Commando can
destroy walker units as easily as he can
structures; use his jump jets to close in
fast, dropping the Annihilator Tripod with
* an explosive charge. This completes the
fourth bonus objective.

Time to add some serious firepower to
your team. Secure the immediate area
with your Commando and Riflemen,
then send an Engineer to capture the
husk of the Annihilator Tripod you've just
destroyed. Now you're getting some-
where.

Move your squad directly south until
you reach the edge of the city, then
head east, where you discover the city's
southern Power Plant. Capture the struc-
ture with an Engineer to supply power to
the Command Post and—count them—six
Guardian Cannons that surround it. This
provides you with an ideal place to lure
enemy ground forces if the need should
arise, and also activates your radar.
Furthermore, capturing this Power Plant

' completes the sixth bonus objective.

But wait, there’'s more: two supply crates lie next to the Power Plant. Group
your men together and then move to collect the crates to increase all of their
ranks by one and replenish their health bars.
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There's another supply crate just to
the east, next to a Tiberium Silo. Another
Tiberium Silo and two Tiberium Spikes
stand a bit farther to the east as well.
Leave the Tiberium Silos alone and grab
the crate to increase your combat units’
ranks by another mark. Then send two
Engineers to capture the Tiberium Spikes
S0 you gain a steady trickle of resources
throughout this mission.

]

Send your combat crew northeast
next, heading for the underpowered GDI
base. Move your forces north of the
base and engage the Scrin hostiles you
encounter there, which include two more
Annihilator Tripods. After securing the
perimeter, send an Engineer to capture
the base’s Power Plant, restoring power
to its structures.

You could power-up the base before engaging the hostiles to the north, but then
your base’s valuable structures might become targets of the Scrin. It’s best to
leave the hase without power until the area is secure—your attack force should
all be at Heroic rank by now and capable of handling the nearby alien presence.

wrilei i lowiios labaMikiliai

Once you've secured the base and
activated its Power Plant, build two APCs
from the War Factory, then house your
infantry units inside them. Queue up a
ton of Predator Tanks after that, let a few
of them join your group, then head north
to continue your search of the city.

primagames.com
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At this point, you can finish this

mission fairly easily just by creating

a bunch of units and going after the

Scrin base at the northwest corner

of the city. If yow'd like to continue

searching the city instead of going

for the quick win, our walkthrough

continues to guide you along the way.
i Wi LawiMiawl inalioaliia

A few GDI infantry squadrons are
garrisoned inside some buildings
southwest of your newly claimed
base. Defeat the Scrin Buzzers and
Shock Troopers surrounding the
buildings to secure the area, adding
two more Rifleman Squads and two
Missile Squads to your team. This also
completes the third bonus objective.

"iipu I

North of the infantry, two Sniper
Teams are being pinned down by Scrin
Shock Troopers. Wipe the aliens out to
rescue the Sniper Teams, completing
the second bonus objective in the
process.
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Move your team southwest now,
cutting clear across the city and
ignoring the nearby northern Power
Plant for the time being. You find two
squadrons of Zone Troopers in the
city’'s southwest region; add them to
your gang and eliminate any Scrin in
the area to secure it.

Head south next to find the south-
west Power Plant and Armory. Send
an Engineer to capture the Power Plant
if your base’s Barracks is still intact.
(With your Barracks intact, you can
train more Engineers at any time.) If
your Barracks has been destroyed,
don't bother capturing this Power
Plant—it's more beneficial to save
your last two Engineers for the city's
northern and western Power Plants
instead.

C_ﬁﬂtEl LRI

You must capture the southwest
Power Plant to complete all bonus
objectives. Hopefully your Barracks

has survived!

GDI Campaign

Speaking of Power Plants, head north
from the Armory to find the western one,
. which will power the two nearby Sonic
Emitters that face the Scrin base to the
north. Don't capture this Power Plant just
yet, though; leave your forces to guard
the structure and send all of the vehicles
your War Factory has produced to the
" city's northern Power Plant. Send Engi-
neers to both Power Plants as you ready
your forces for the assault.

The northern Power Plant also fuels
two Sonic Emitters; those two are
¢ pointed toward the Scrin base as well.
When you're ready to begin your assault,
use your Engineers to capture both
Power Plants, bringing all four Sonic
Emitters online simultaneously. Your
. attack on the Scrin base has now begun;
move both of your armies into the base,
laying into it from the east and south.

If you have overwhelming numbers of
units on your side, then this battle will be
short work; send your boys into the fray
and let them have at it.

Frwwe S l-

On the other hand, if your forces aren’t
exactly legion, you may want to coordi-
nate your assault with a bit more finesse.
Send your units into the base, then
quickly pull them back using the Reverse
Move command. This will draw the Scrin
out of their lair, right into the path of your
Sonic Emitters. This tactic also keeps
your units relatively safe from the Scrin base’s array of defensive structures.

‘I!ﬁ.a‘f'itp;; '
Obliterate the Drone Platform in the e
center of the Scrin base to complete the =
first primary objective and eliminate the
Scrin presence here in Stuttgart. Feels
good to strike a blow for the good guys,
doesn't it?

ﬁt‘“
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_ti:. HAS REVEALED THAT THE GOI BASE IN COLOGHE WAS LEFT RELATIUVELY INTACT BY THE ENEMY AFTER IT BEme

LWAS ABANDONED BY THE GARRISON FORCE WHEN THE ALIEM ATTACK STARTED. AN ADUANCE TEAM IS BEING m
DISPATCHED TO DETERMINE THE SIZE AND SCOPE OF THE ALIEN PRESENCE IN THE CITH AND HOWLL BE IN

COMMAND. ONCE J0U DETERMINE WHAT JOUWRE UP AGAINST, WE'LL SEMD H0U AN ENGINEERING TEAM TO GET THE

GOI BASE UP AND BRUNNINMG AGAIN. PROTECT THE ENGIMEERS UNMTIL THEY CAN REACH THE BASE, THEM BUILD UP A

STRIKE FORCE ANMD DRIVE THE ALIENS FROM COLOGHE ALTOGETHER. IT'S HOT TOO LATE TO SAUE THE CITH.

[ Primary Objectives| [ Bonus Ohjectives ]

N

1. Scout alien structure h inf
2. Protect the engineers 1. Capture the Reinforcement Bay
2. Capture the northwestern Power Plant

3. capture the northeastern Power

Plant
4. Destroy alien Command Post [H[Eas [Ir Inleres[]
e
[ﬂ[:[llliﬁll]lﬂ ||]IE|] ; gnl_sc;ut force deployment site
. Scrin base
. 3. engineering crew deployment site

e GDI Field Recon—The Fall of Cologne 4. GDI base =
5. Reinforcement Bay The aliens have clearly overrun the city
6. Northwest Power Plant of Cologne, but it is believed that GDI's

unmanned northeast base has been left
largely intact. Send your initial scout
force marching northwest, heading
toward your first objective. Obliterate
all Scrin you encounter along the way.

Reaching the objective site, your
scout force discovers the Scrin's
base of operations in Cologne. This
completes the first primary objective.
Back your team up and let your boys
eliminate the Scrin that rush out to

primagames.com
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attack you. Don't order your men into
the base; your force isn’t nearly strong
enough to get the job done.

o

Send your men across the east
bridge next, heading for the abandoned
GDI base. You can't restore power to
the base without an Engineer, but you
can wipe out the Scrin presence there.
Afterward, send your team south,
moving toward the site of the recently
deployed engineering crew. Eliminate
all hostiles you encounter along the
way to secure the route back to base.

Group up with the Engineers (and
their guardian infantry units), then send
your whole squad north, heading back
to the abandoned GDI base. Be careful,
though: there’s quite a lot of Tiberium
near the engineering crew. Don'’t let
any of your men walk through it, or
they'll suffer Tiberium exposure and
slowly lose health.

Send one of your Engineers into the
| . GDI base’s Power Plant to capture

the structure and restore power to the
outpost. This completes the second and
third primary objectives, and grants you
access to all of the base’s faculties.
Immediately begin construction on a War
" Factory, and move your remaining Engi-
neers to the north, out of harm's way.

The Scrin have ravaged the GDI
base, and there’'s been some structural

damage. Begin repairing its structures,
starting with the two Sonic Emitters to
the south. Once your War Factory is
ready, place it as far to the south as
possible, then construct a Harvester to il
double your resource collection speed. 3

Build a Tech Center next, placing it
out of the way near your base’s northern
Power Plants. Now you can build
Mammoth Tanks. Start rolling them out of
your War Factory.

As you assemble your Mammoths,

4 send an Engineer south to capture

the nearby Reinforcement Bay. This
completes the first bonus objective

and grants you control of two Jugger-
nauts and two Sniper Teams. Send your
. Mammoths to Reinforcement Bay to
protect these units.
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After capturing the Reinforcement Bay, you’re able to construct additional

Juggernauts from the War Factory.

w i Ment LapaMaael oa'aBooalonn

i T 'l‘

j #ﬂ | . After building six Mammoths, Continue assembling Mammoths as
"': I assemble a Rig. Move your you assault the Scrin base, rolling them
- el force of Mammoths, Jugger- down to reinforce your primary attack
nauts, and Snipers south, group. Use your Juggernauts to oblit-
crossing the bridge and heading erate defensive structures from range,
toward the Scrin base. Send particularly the Storm Columns, which
your Rig along and unpack it to can be troublesome for your vehicles.
i : : * get up a forward battle base at Your Sniper Teams can sight targets
.1:;@.--' APERF LSS TN ) = | the south end of the bridge, near for your Juggernauts, allowing them to
- Fa T =E¥ | the inactive Power Plant. bombard buildings from great distances.

— . i
=)
A lﬂuil-l-:k |

RAfter securing the south end
of the bridge, send an Engineer
to capture the nearby Power
Plant. This restores power to the
numerous Sonic Emitters that
surround the Scrin base, giving
you a distinct tactical advan-
tage—though you may need to
construct an additional Power
Plant to keep them all running.
Capturing this Power Plant also
completes the second bonus

Conduct a well-coordinated assault
on the Scrin base and you'll have
little trouble crushing them with your
' superior firepower. Destroy the Scrin's

objective. Drone Platform to loosen their grip on
- — the city, completing the fourth primary
objective and the mission.
Berne
& Fa=R, AFTER LAUMCHING A COSTLY BUT SUCCESSFUL COUNTERATTACK AGAIMST THE ALIEN INUADERS, THE NEWLY N

{‘ RECOMSTITUTED GOI IS FIMNALLY IM A POSITION TO PUSH THE ALIENS OUT OF EUROPE OMCE AND FOR ALL. THE KEY
* S THE INUADER'S CEMTRAL BASE IN BERHE, SUITZERLAND. THE INUADERS HAUE TURNHED BERHE INTO A BREUTAL
URBAN WASTELAND, A UAST STAGING AREA FOR THE INUASION OF NORTHERN EUROPE. THE ALIEN ENCAMPMENT

IS SPREAD OUT ACROSS THE RUINED CITH AND SFPLIT INTO THREE SECTIONS: A HEAUILY DEFENDED CENTRAL BASE g

TO THE HORTHEAST OF THE CITH AMD TWO ADJACENT SURPORT BASES, ONE ARMOR AND OHE AIR, ALL RINGED WITH §

WHAT SEEM TO BE HEWLY SEEDED TIBERIUM FIELDS. THIS IS GOING TO BE A TOUGH ONE. DESTREOY THE MAIN BASE.

MO SURVIVORS. THIS IS PERSONAL.

fimary Objectives | [ Bonus Dbjectives|

p— N A—

oo:0M:m

/

-]

. e N —
1. Destroy the primary hase Drone Platform 1. Destroy the armor base Drone Platform 3. Destroy the Mothership
2. Destroy the Alien Signal Transmitter 4. Destroy the air base Drone Platform

primagames.com
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GDI Campaign

[Acquirable Intel |

e Whatis it like in a Red Zone?
e GDI Field Recon—The Fall of Berne

[ Areas of Interest |

N

1. GDI insertion point

2. Scrin armor [vehicle) base
3. Scrin air base

4. Scrin primary base

5. Giant blue Tiberium Field
6. Tiberium Spikes

L OITHIR

 ——
BEE
Ean

SRR R R R

Hope you're ready for a brawl,
because this mission is one of

the toughest yet—waves of Scrin
vehicles and aircraft will soon be
crashing against you. As soon

as your MCV unpacks itself into a
Construction Yard, immediately build
a Crane to double your structure-
production capabilities. With two
production queues at the ready, build
a3 Power Plant and a War Factory,
setting the latter building to the north
of your Construction Yard. Queue up
Predator Tanks at the War Factory
as soon 3as you're able, then build a
Tech Center and another War Factory,
placing the secondary War Factory
to the east of your Construction Yard.
Research the Railgun Upgrade at the
Tech Center and build a Harvester
from your secondary War Factory
right away.

Repel the first few waves of Scrin vehicles
with your Predators, moving them to elimi-
nate each group in turn. As soon as your
Tech Center is in place, cancel any Preda-
tors in production and queue up Mammoth
Tanks at both of your War Factories instead.
- Mammoths are the keys to victory here;
build them exclusively ASAP.

Bind your Predators and Mammoths into
two separate groups; one being the tanks
assembled at the north UWar Factory, and
the other the tanks that roll out of the east
facility. This allows you to quickly select
these units to repel attacks at any front.
Keep a close eye on the health of your
tanks and pull any injured units back to
the nearest UWar Factory for repairs using
the Reverse Move command ((D)). Hold your
ground here as you amass more and mMore
Mammoths, ranking them up as they repel
each Scrin force.
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You'll need to secure additional
resources eventually. Once you've
assembled six or more Mammoths from
your northern War Factory, construct a
Rig at that same facility, then send all
of these units rolling northwest to locate
one of the Scrin’s two auxiliary bases in
Berne. This northwest Scrin base is where
the majority of Scrin’s armored units are
being constructed; eliminating it deals
them a blow and secures you the base’s
surrounding Tiberium Fields in the process.

f'li agE :r{nr]

|

The south end of the base is defended by a
pair of powerful Storm Columns, which are a
serious threat to your Mammoths; make the
Storm Columns your primary targets, concen-

trating fire to destroy each one in turn.
Vil lawalla iaal

RAnnihilating Scrin's armor base
completes the first bonus objective.
. Send a Surveyor and begin setting up an
outpost here, constructing a War Factory
for Mammoth support and a Refinery
so you may harvest the surrounding
Tiberium. You may also want to build a
Barracks to train Engineers and capture
any Annihilator Tripods that attack your
new outpost.

Shortly after you eliminate the Scrin
armor base, you receive a warning of an
unusually high power surge somewhere
in Scrin’s primary base. This surge comes
from a Scrin Signal Transmitter, which
calls in 8 Scrin Mothership to attack your
main base. It takes a while for the slow-
moving Mothership to reach your base,
but don't waste time: devote all available
resources to assembling Mammoths from
your main base’s twin War Factories. As
the Mothership draws near, move your
Mammoths north to intercept it, blasting it from the sky before it can reach your
Construction Yard. Obliterating the Mothership completes the third bonus objective.

primagames.com

You've got
a load of
Mammoths at
your disposal
now. Queue
up a Rig

at one of
your main -
base’s War Factories, then send it east
along with another crew of six or more
Mammoths to assault Scrin's second
auxiliary base, from which most of their
aircraft are deployed. This base has

far fewer defenses compared to the
last one; reduce it to rubble and set

up another outpost here in the same
manner you did before. This completes
the fourth bonus objective.

Once both
outposts
are up and
running,
you're ready
to assault
Scrin’s
primary s
stronghold to the north. Use your
outposts as staging grounds for your
assault, hammering the Scrin base
from both sides. Send all of your
Mammoths and support them with
Rigs. Roll over everything in sight,
Commander; these vile aliens deserve
no mercy.

During your assault on Scrin’s
primary base, make sure to destroy
their Signal Transmitter. This prevents
them from potentially calling in another
Mothership, and also completes the
second bonus objective. Level the
primary base’s Drone Platform to
complete your primary objective of
eradicating the alien presence in Berne.
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GOIMG TO BE USED FOR...THE ANSLER IS SURE TO BE OME THAT WE LWON'T LIKE. HOWRE THE TEST CASE; HOWRE GOING
TO TAKE DOWH THE TOWER HEAR ROME. H0U WILL DEPLOY INTO THE ITALIAN RED ZOME AMD SET UP SHOP BEHIND A LARGE

TIBERILIM CHASM THAT IS NOT CONNECTED TO THE MAIN LANDOMASS. WHILE THIS PROUIDES A NATURAL DEFENSE,
HOWLL HAVE TO UTILIZE JUMP JETS, CALL-FOR-TRANSPORT, AND AERIAL UNITS TO MOUE ACROSS THE CHASM AND
CREATE EXPANSION BASES. SCANMNERS INDICATE SEUERAL SPATIAL AMOMALIES IN THE AREA AMD ALIEN ENTITIES
ARE FLOODIMG IMNTO THE REGION AT AN ALARMING RATE. TO MAKE THINGS WORSE, HOD HAS SET UP CAMP IN THE
MORTHUWEST. GIVEN MNOD'S ERREATIC BEHAUIOR SINMCE THE ARRIVAL OF THE INUADERS, H0OU SHOULD BE PREPARED
N FOR AMYTHING. THE SITUATION IS CRAZY AND GETTING MORE SO BY THE MINUTE.

oo:ouq

[ Primary Objectives| [ Bonus bjectives] [Acquirable ntel ]
— N - ~
1. Destroy three Alien Phase Generators 1. Destroy the Alien Mastermind . .
2. Destroy the Alien Tower / teeslerggrtinz tl:gl}or:essermm ° ® Alien Rift Generator
2. Prevent Aliens from using Rift e Red Zone Terrain: Tiberium Chasms
Generator e Alien Mmastermind

[ Areas of Interest ]

e
1. GDI insertion point
2. Nod base
3. Scrin primary base
4. Phase Generators
5. The Tower

As this mission begins, three drop pods
deploy six squadrons of Zone Troopers
next to your Construction Yard. Group
your Zone Troopers together and send
them north to defend the perimeter.
Fortifying your base is critical; begin
construction on a Refinery, followed by
3 Power Plant, Barracks, and Command
Post. These structures will allow you

to build base defenses; begin with a
few Watchtowers, then build three AR
Batteries and three Guardian Cannons.
Set all of these defenses around your
base in a tight perimeter.
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Scrin assault groups periodically
warp in to attack your base. Use
your Zone Troopers to defeat them,
and utilize Repair Mode to keep
your base’s structures and defense
turrets up and running.

{il!!ltl!l TR

Nod has a formidable base to the
north. They’re at odds with the Scrin
here in Rome, but they won’t shy
away from ordering aerial attacks on

your bhase, either. As the bhattle wears
on, beef up your anti-air defenses to
the north.

RAfter constructing the aforementioned
buildings, assemble a War Factory so
¥ you can build additional Harvesters.
Queue up two of them, then build a Tech
Center, followed by two Rirfields, and
then a Space Command Uplink. Queue
up eight Firehawks at the Rirfields,
and continue to tighten up your base’s
defenses as you go about these tasks.

Do nat build an lon Cannon Control Center. If
you do, Scrin’s superweapon—the Rift Gener-
ator—instantly comes online. You don’t want
that to happen just yet!

The Space Command Uplink grants you
access to GDI's Zone Trooper Drop Pods
and Shockwave Artillery; the latter of
which can be extremely helpful at certain
points in this mission. Your next task is
to assault the Scrin outpost to the east.
Begin by ordering your Zone Troopers to
leap across the east chasm with their
Jump Jets ability.

fﬁﬂtl!l T IR
L.

A bit of micro-managing may be required to ensure that all of your Zone Troopers
reach the other side of the chasm. Leave no squad behind!

primagames.com

Your Zone Troopers won't last
forever against the Scrin defenders
at the outpost, but that's okay; their
role is simply to cripple Scrin’s anti-air
defenses, clearing the way for your
Firehawks. Have them target the Scrin
Seekers first, followed by Plasma
Missile Batteries. Keep an eye out for
the Scrin Mastermind, which will be
teleporting reinforcements into your
base; your Zone Troopers should be
able to stop it. Keep up the pressure
until all of your Zone Troopers have
fallen, then order a8 Shockwave Artillery
strike on any Scrin anti-air defenses
that still stand.

#wwa 2Ny

Immediately follow up the artillery
strike with a Firehawk bombing run.
Have them destroy all remaining anti-
air defenses so they can wipe out the
remaining Scrin structures with little
resistance. Once your Firehawks clear
the area, train an Engineer and move
him across the chasm with a V35 Ox
Transport. Queue up a War Factory and
an AA Battery while the Engineer is
in transit, and once he touches down,
immediately order the Engineer to
capture the Expansion Point near the
giant blue Tiberium Field.
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Once captured, the Expansion Point
provides you with a bit of Ground
Control. Immediately set down your
War Factory to the east and your AA
Battery to the north, and queue up a
host of Mammoth Tanks at the War
Factory. Order your Firehawks to return
to their Rirfields so you can outfit them
with anti-air missiles, then station them
above the blue Tiberium Field, ready to
neutralize any airborne threats to your
new outpost. Construct a Refinery so
you can begin harvesting blue Tiberium,
followed by a secondary War Factory
so you can deploy Mammoths with all
speed.

4

S

.

By this point, the Scrin will likely
have begun charging up their Rift
Generator, which stands a bit further
to the east. It takes a full seven
minutes for this superweapon to come
online, and you must destroy it before
that time comes or suffer the conse-
qguences. Send a few Mammoths

to assault the Rift Generator, which

is only defended by anti-air Plasma
Missile Batteries.

GDI Campaign

Destroying the Rift Generator draws
the full ire of the Scrin, who quickly
« send multiple Planetary Assault Carriers
against your new outpost. Use your Fire-
hawks and Mammoths to dispatch these
airborne brutes, pumping out additional
Mammoth Tanks throughout the assault.
Continue to fortify your outpost with AR
Batteries, and just keep rolling out those
Mammoths.

Once your outpost is secure and you're ... —
flooding the battlefield with Mammoths, : %) -
your task here in Rome becomes a
simple matter. Send a Rig and a battalion
of ten or more Mammoths rolling toward
Scrin's Phase Generators, which prevent
you from obliterating the Tower with an
lon Cannon strike. Annihilate all three
Phase Generators in turn to enable the
use of the lon Cannon against the Tower.
As you conduct this assault, build an lon
Cannon Control Center at your main base
so that it charges up as you go.

Once all three Phase Generators
have been destroyed, and once the lon
' Cannon has been brought online, use the
superuJeapon against the Tower. Even a
structure this massive can’t withstand
the unleashed force of GDI's mighty lon
Cannon. Obliterate the Tower to complete
* your primary objective; the world is better
off without this frightening alien structure.
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Ground Zero
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%. FIGHT AT THE HEART OF GROUMD ZERD IS A UNIGUE ALIEM STRUCTURE THAT GDI SCIEMTISTS ARE CALLING THE N
g CONTREOL MODE. IT APPEARS TO BE CHANNELING TIBERIUM RADIATION TO THE ALIEN FORCES ALL OUER THE PLANET.
IF 40U CAN DESTROY THE COMTROL HODE, THERE IS A GOOD CHAMCE THAT ALL OF THE ALIEN UNITS WILL EEﬁSE
FUMCTIONIMG AMD THE IMNUASION MAY BE STOPPED DEAD IM ITS TRACKS. HET AGAIN, MOD FORCES HAUE
ARREIVED AHEAD OF H0U AND THEY APPEAR TO HAVE ENGAGED THE ALIENS. THE TWO SIDES ARE CURRENTLY
FIGHTIMG OUER A CENTRAL HILL MHEAR GROUND ZERD AND WILL LIKELY USE THIS LOCATION TO STAGE ATTACKS OR
COMSTRUCT SUPER WEAPONS. HOWLL HAUE TO IMPROUVISE. TRY CAPTURING EMHEMY STRUCTURES FOR HOUR OWH
USE. WIPE OUT THE NOD AMD ALIEM FORCES THAT GET IN HOUR WAY. ALSO, BE ADUISED THAT WE HAUE INTEL ON
AH UHIDENTIFIED ALIEN ENTITY EM ROUTE TOWARD THE CONTROL HODE.

[ Primary Objectives |

1. Destroy the Alien Control Node
2. Defeat the Nod forces

[ Bonus Objectives]

A
1. Divert the Alien mothership to the Nod
hase

2. Capture an enemy superweapon /

Ground Zero

/

N,

primagames.com

[Acquirable Intel ]
= N/
e Alien tower destroyed!
s Alien Control Node

[ Areas of Interest ]

P
1. GDI insertion point
2. Nod base
3. Scrin base
4. Scrin outpost
5. Nod Disruption Towers
6. Money Crate plateau

N A

This is it: GDI's final showdown against
the Scrin and Nod. You need to act
fast here at Ground Zero and you
can’t afford to make any mistakes if
you expect to save Earth from its two
greatest foes. You begin with nothing
more than a Construction Yard, Crane,
and a Power Plant, along with a
handful of vehicle and infantry units.
While this isn’t much, it does give you
two construction queues to work with
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from the start—take full advantage by
gueuing up two Refineries and two
Watchtowers. Place one Refinery to
the west near the southern Tiberium
Field, and set both Uatchtowers
nearby to guard it from Scrin assault
groups. Place the second Refinery to
the east near the blue Tiberium Field.

-
‘Hotes umu ui

Scrin will attack your hase from
the west and Nod will assault you
from the north. Group your initial

units together and move them about
to repel the first few waves of
attackers.

v i Mew DawiMadnlinnloodlioa
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A Scrin Rift Generator stands just

to the east of your base. You must
neutralize this superweapon structure
within the first seven minutes of the

match or it'll be used against you.
vilini i (RN

(AR
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Build two Power Plants next, along
with another two Watchtowers. Place
the Watchtowers to the north of your
east Refinery to defend it from Nod
attack parties. Once the Power Plants
are in place, build a Barracks and a
War Factory. Set the UWar Factory to
the north of your western Refinery and

place the Barracks somewhere nearby.

Queue up six Predators at your War
Factory.

GDI Campaign

Next, construct another Power Plant
and War Factory. Set this second War
Factory north of your east Refinery and
~ then gqueue up another six Predators
there. Begin construction on 3 Command
Center next, and once it's in place, queue
up a Tech Center. The moment you set
down your Tech Center, begin research
on Railgun upgrades for your tanks,
and start construction on an lon Cannon
| - Control Center—access to a super-

e L ' " weapon will come in handy later on.
RAlso, cancel all Predators you have in assembly at your War Factories, instead
gueuing up ten Mammoths at your eastern UJar Factory and three APCs at your
western War Factory, followed by another ten Mammoths.

Train three Engineers from your e —— —
Barracks and load them into your
APCs, then order all of the tanks you've
amassed at your western Uar Factory
to move west, heading to assault the
nearby Scrin outpost where their Rift
Generator is located. Move your Preda-
tors and Mammoths close to the Rift
Generator, and use them to keep the
surrounding Scrin forces occupied while
you slip your APCs in behind them. Order
your APCs to unload all three of their
Engineers right next to the Rift Generator, then guickly move these Engineers to
capture the superweapon structure. This completes the first bonus objective.

{ﬁi’lll IWIn i
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Assemble another War Factory to place
near your newly captured Rift Generator;
this gives your nearby armored units
a place to receive repairs. Also build a
Refinery to begin reaping the surrounding
Tiberium Fields—or if you captured the
. Extractor, simply build a Harvester or two
from your new War Factory.
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You should have a good-sized force of
Predators and Mammoths near your east
War Factory by now. Group these units
' together and then send them north to
assault two Nod Disruption Towers that
are cloaking Nod's base. If you do this
quickly, you'll divert an inbound Scrin
Mothership’s attention away from your
base, causing it to assault the Nod base
instead! This has clear advantages and
completes the mission’'s second bonus
objective.

At this point, you receive a transmission from GDI command and gain the ability
to use a devastating new superweapon: the Lliquid Tiberium Bomb. This super-
weapon will obliterate all units in the region—Scrin, Nod, and GDI—completing
the mission in short order, but at a very heavy price. There are two separate
endings to the GDI campaign, and your actions on the battlefield today determine
which ending yow’ll arrive at. The choice is yours, Commander.

ol i Mewd LapiMaaolia'aDioallina
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Scrin will soon deploy heavy capital

! warships against you, so the time has
come to construct an Rirfield and build
some Firehawks. Outfit these craft with
anti-air missiles and group them so you
can quickly respond to any airborne

. threats. Show Scrin’s air forces no
mercy.

primagames.com
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As long as you have access to at
least one superweapon, simply focus
on defending your base and newly
captured outpost, building Mammoths
to dominate the ground and Firehauwks
to rule the skies. Whenever your lon
Cannon or captured Rift Generator is
ready to use, employ these super-
weapons against your foes. Their
bases are your primary targets, but you
may need to strike their superweapon
structures if you don't have enough
time to destroy these facilities with a
direct Mammoth-based assault.

Fina P \n'ﬂ.'r‘-'
A
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Destroying Scrin's Control Node
completely decimates their forces. It
takes two direct superuweapon strikes
to destroy the hardened structure.
Obliterate the Control Node along
with Nod's base to complete both
primary objectives. Excellent work,
Commander; you've saved the planet
from the critical threat posed by Nod
and from a terrifying alien invasion all
at once. The people of Earth are forever
in your debt.
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Goddard Space Center

;‘; HOU WILL BE TAKING AN ELITE TEAM OF NOD'S BEST SHOCK TROOPS INTO GODDARD SPACE CENTER
\ P TO STAGE A LIGHTHING STRIKE ON THE GROUND CONTROL SHSTEMS FOR GOI'S ANTI-MISSILE S

% - )

DEFENSE SHETEMS. WITH A-SAT SYHSTEMS OFFLIME, GOI ASSETS IN EARTH WILL BE ULULMERABLE
TO A MISSILE ATTACK. HOUR BAID WILL START WITH THE BASE COMMAND POST: CAPTURE IT TO DISABLE
THEIR COMMUNICATIONS. THAT WILL GIVE H0OU A 20-MINUTE WINDOLW TO DESTREOY THE A-SAT CONTROL
SHSTEMS.

00:04:01:089

[ Primary Objectives ] [ Bonus Objectives ]
et ~ ((—]
1. Destroy the wall 4. Destroy the primary Power Plants 1. Use these Shadows to destroy the j;-
)

2. Capture the GDI Command Post. Do 5. Destroy the Ground Control for GDF's final Power Plant

not destroy it! A-SAT System 2. capture the Reinforcement Bay —
3. Destroy the secondary Power

[ Acquirable Intel |

AN
Sahoteur
militants and Rocket Troopers
The Brotherhood of Nod
Fanatics
Nod’s place in the world

Ground Control for GDP’s A-SAT
Systems

[ Areas of Interest |

N
1. Nod insertion point
2. GDI Command Post
3. GDI secondary Power Plants
4. GDI primary Power Plants

5. Final GDI Power Plant and Orbital Shield
N Control Center

Hi

“ Goddard Space Center
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You've lost some of your Fanatics,
but they've sacrificed themselves for
a3 most worthy cause. Now order your
Saboteur through the wall and into the
GDI compound. Capture the nearby
GDI Command Post to knock out their
radar surveillance and complete this
mission’s first primary objective.

Unit cost: 800
Time to train: 8 sec

Fanatics are suicidal infantry
units who are willing to make the
ultimate sacrifice for the good of
the Brotherhood. Their one and
only method of attack consists
of charging directly at their prey,
detonating the explosive charges
they've strapped to their waists
when they make contact. Though
this suicide run is detrimental to
the Fantatics’ health, its effect on
enemy vehicles and structures is
truly fearsome to behold.

The time has come for the Brotherhood
of Nod to retaliate against the fascist GDI
regime. Begin by ordering your squad

of Fanatics to attack the wall of the GDI
compound to the east. Don't let them
near the Guardian Cannon to the north as
they go, and leave your Saboteur safely

© at the insertion point until the wall is

destroued.

§ Nod Sabioteur p

Unit cost: 500
Time to train: 5 sec

Saboteurs are comparable to GDI
Engineers. Though weaponless,
they're able to capture valuable
structures, repair ruined bridges,
and reclaim the husks of fallen
walker units. Saboteurs can also
rig certain civilian structures and
bridges with proximity-detonated
explosive charges to catch the
enemy off guard.

Capturing the GDI Command Post
not only prevents them from sending a
distress call, it also provides you with
a radar view of the entire surrounding
compound. Your radar shows that you'll
need more forces to accomplish your
mission here—fortunately, Carryall
transport ships soon arrive, deploying
veteran-rank Fanatics, along with
veteran Militant Squads and veteran
Militant Rocket Squads for you to use.

primagames.com
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Unit ranks are shown heside their
health hars when selected. The more
ranks a unit has, the more effective
it is in battle. For complete details on
unit ranks, please refer to the Intro-
duction portion of this guide.

v i M Law i Midal ianloodBinn
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Unit cost: 200
Time to train: 2 sec

Militant Squads are Nod's basic
infantry units—teams of nine who
strive to survive, with nothing
between themselves and their
enemy except their rapid-fire
machineguns. Militant Squads are
cheap to train, quick to deploy

on the field, and very effective at
combating other enemy infantry.
They've little in the way of body
armor, however, and shouldn’t be
sent against superior anti-infantry
forces.

o it ket Sugat ) 4

Unit cost: 40O
Time to train: Y sec

When faced with airborne or
armored hostiles, your best choice
of infantry is usually the Militant
Rocket Squad. The shoulder-
mounted BPGs carried by these
units are extremely accurate and
pack a serious punch. Like Militant
Squads, these units are inexpen-
sive to train and quick to deploy.
They're also lightly armored and
won't last long under heavy anti-
infantry fire, so try to keep them
away from the frontlines.

fii]m I NIl
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Group your units and send them
northwest to engage a few GDI
Rifleman Squads. Wipe them out with
your Militants, then order your men to
fire on the nearby Barracks. Destroy
the structure to stem the flow of GDI
infantry.

Continue northwest to find two GDI
Power Plants. Order your Fanatics and
Militant Rocket Squads to destroy both
structures. This disables the nearby
GDI Watchtowers, which are abso-
lutely lethal against infantry. This also
completes the third primary objective.

ks iy

d
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A gray-and-yellow supply crate
lies on the ground just south of the
secondary Power Plants. If any of
your units are wounded, group them
together and have them collect the
crate to replenish their health.

l.

Nod Campaign

Move your soldiers north and then
west, following the road to reach the
compound’s two primary Power Plants.
Send your Fanatics in first to destroy
the GDI APC that guards the area, and
if any Fanatics survive the assault,
order them to rush the nearby GDI War
Factory. Move your Militants and Rocket
Squads in afterward as cleanup, and
have them finish off the War Factory if
need be. Obliterate the two Power Plants
afterward to shut down the compound’s

second pair of Watchtowers, completing the fourth primary objective in the
process.

You're given command of a veteran
Shadow Team unit to help you destroy
" the compound’s final Power Plant. Select
this unit, then click the RActivate Glider
icon in their Unit Info panel to make them
take flight. Send the Shadow Team flying
along the region’'s eastern border to reach
* the northeast corner of the compound
undetected.

|

Unit cost: 800
Time to train: 8 sec

It can be difficult to keep track of all
those reinforcements. Try periodically
pressing the (Q) hotkey to select all

2 Shadow Teams are elite infantry
available combat forces on the map,

units who can take to the skies using
their incredible gliders. As their name
implies, these units are stealthed, and
therefore undetectable to the naked
eye—only defense turrets and units
who have the ability to detect stealth
can notice them. While airborne,
Stealth Teams are unable to combat
other units—but they are quite adept
at combating enemy infantry while
traveling on foot. However, the Stealth
Team’s true power lies in their ability
to destroy enemy structures; they can
seriously damage any building with
their potent explosive charges.

then move them to your location.

ol i Mead Lawi@aasliaaBioalini
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Capturing the Reinforcement Bay
provides you with an army of infantry
units, but nothing you haven't seen
before. Still, there's strength in numbers,
and it never hurts to have more of the

faithful on your side. Capturing this struc-
ture also completes this mission’'s bonus

objective.

While flying along the region’s eastern
edge, your Shadouw Team notices a

' building of interest: a Reinforcement Bay.

Upon sighting this structure, a Sabo-
teur is deployed near your captured GDI
Command Post. Send your infantry units
to eliminate the Barracks and Rifleman

. Sguads near the Reinforcement Bay,

then order your Saboteur out to capture
the building.

primagames.com

Now it's time to finish the job you
came here to do. Your Stealth Team
should still be circling the skies at the
northeast corner of the complex; fly
them directly toward the Power Plant,
ordering them to land right nearby.
Immediately click the Explosive
Charge icon in their Unit Info panel
and then click the Power Plant to
blow it up, cutting the power supply
to the surrounding defense turrets
before they have a chance to round
on your Shadow Team and rip them
to shreds. This completes the second
bonus objective.

¥ @ JTH

You've handled yourself well so
far, Commander. Now comes the
fun part. Order every unit you have
at your disposal to destroy the GDI
Orbital Shield Control Center. Doing so
completes the fifth primary objective,
along with the mission—the first of
many successful strikes against the
vile GDI oppressors.
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The White House

OOLMTOWN OC AND THEY ARE STANDING BY FOR HOUR ORDERS. TAKE COMMAND OF HJOUR FORCE AND
PROCEED WITH YOUR MISSION.

[ Primary Objectives]

1. Destroy the GDI Logistics Center

2. Destroy the GDI forces guarding the
White House

[Bonus Objectives] o
N prieci

1. Capture two Tiberium Spikes to fund
this mission ey

2. Capture two Tiberium Silos to fund this
mission i

3. Destroy 5 OX Transports

[ Acquirable Intel ] =

N
e Tiberium Spikes
e Hand of Nod e
e Nod War Factory e

[ Areas of Interest | ==

g S e
1. Nod hase e
2. Tiberium Spikes o
3. Tiberium Silos ot
4. GDI Logistics Center [
5. GDI hase e

 White House
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You have a good-size force as this
mission opens, and an outpost

capable of producing many more units,
including infantry from your Hand

of Nod and vehicles from your War
Factory. Begin by queuing up 20 Raider
Buggies at your War Factory and

three Saboteurs at your Hand of Nod,
followed by 20 Militant Rocket Squads.

While constructing new units, send
the two Rttack Bikes you were provided
north for a bit of recon. You'll find that
the Logistics Center isn't particularly
well defended; only a few GDI Rifleman
Squads seem to be guarding it. They've

got a Barracks to the west, however; that

will have to be your first target.

Fast and agile, Raider Buggies are
designed to mow down infantry
units with their mounted heavy
machinegun and pelt away at
slow-moving enemy aircraft.
These versatile vehicles are
cheap to build, and they can be
assembled faster than any other
Nod vehicle—it's not uncommon
for Nod commanders to flood the
battlefield with Raider Buggies in
the early stages of a battle. Don't
expect their light armor plating to
withstand anti-vehicle attacks,
however; instead, use the Raider
Buggy's speed to your advantage
and run circles around your foes,
harassing them to no end.

Send two of your Saboteurs to capture
the Tiberium Spikes to the southeast and
southwest of your outpost. This provides
you with a steady inflow of resources
throughout this mission—it will also
satisfy the first bonus objective.
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HallerBugy 4

Unit cost: 10O
Time to build: U sec

(lodAtackbihe 4

&

The Rttack Bike is one of the
fastest ground units in the game.
Designed for quick scouting
missions, this speedy vehicle

can combat airborne hostiles

quite effectively with its tracking
missiles. Attack Bikes weren’t built
for direct combat, however; they're
lightly armored and quick to buckle
under anti-vehicle fire. Use RAitack
Bikes to quickly learn the lay of the
land, and to lure your enemies into
cunning traps.

Unit cost: 600
Time to bhuild: 6 sec

Once you've assembled six or more
Raider Buggies, send them north to
assault the GDI forces you spied with
your Attack Bikes. Have your Rocket
Squads tag along to speed up the
destruction of the GDI Barracks.

fewe Sl |

Before leveling the Logistics Center
near the Barracks, send out two more
Saboteurs to capture the Tiberium Silos
that flank the structure. Each one you
capture gives you a one-time bonus of
5,000 Tiberium to help you increase
the strength of your forces. Capture
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both Tiberium Silos to gain 10,000 Tibe-
rium and complete the second bonus
objective.

= D K
— s s

Waves of GDI V35 Ox transports peri-
i odically fly into range, attempting to

. deploy reinforcements to their endan-
gered outpost. These airships are weakly
armored and easy to destroy, so don't
let them touch ground. Blast them from
the sky before they land to keep the
. momentum going in your favor. Dispatch
five Oxen to complete the mission’s third
bonus objective.

Queue up several more Raider

Buggies and a few more Rocket Once you cripple the GDI base’s

Sgquads as you assault the GDI. When infantry and vehicle defenders, focus

you're ready, destroy the Logistics your firepower on their unit-producing |
Center to complete your first primary structures, particularly the War Factory. It
objective. takes a while to destroy the UJar Factory,

but the battle is practically over once you
manage to do so. Your Raider Buggies -
can easily wipe out any GOI infantry that :-@'ﬁg
emerge from their Barracks; their vehicles '] .

take a bit more effort. Keep up the pres- ‘
sure and level all structures within the
5Dl base to complete the second primary
objective and secure the White House for the Brotherhood of Nod.

Now you've made an impression.
GDI is quick to react to your incursion;
they send several units down from their
northern base to attack. Don't wait for
them to come to you; order your host
of Raider Buggies and Rocket Squads
north to assault their base, and queue
up many more replacement units as
you begin your attack.
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E “‘\- OUR THEATREE COMMAND CELL HAS ORDERED A COORDINATED ATTACK ON ALL GDI AIR BASES IN THIS REGION TO
SURROUNMDING AREA, ESTABLISH AN OUTPOST, AND THEN INFILTREATE THE BASE ITSELF. ONCE HOWRE INSIDE

Andrews Air force Base
) TAKE OUT BOI'S AIR SUPPORT. YOUR TARGET IS ANDREWS AIR FORCE BASE IN WASHINGTON, DC. YOU'LL TAKE BEEER
=" COMMAND OF A STRIKE FORCE NEAR THE BASE ENTRANCE. START BY CLEARING ANY GOI TROOPS IN THE s
] THE BASE, JOB ONE IS TO DESTROY THE AIRFIELDS USED BY ORCA GROUND ATTACK AIRCRAFT. YOUR UERY PRES-
ENCE INSIDE THE BASE WILL ALSO SHUT DOWN GDI'S USE OF MILITARY AIRLIFT CAPABILITY.

[ Primary Objectives] <
p N ﬁ:
1. Destroy the two Airfields at the rear of B

the air base - B
2. Eliminate the GDI patrols and destroy .
the GDI outpost i)
3. Disable the GDI defenses o |
4. Destroy the Control Tower Eﬁ
[ Bonus Objectives] =
1. Capture two Tiberium Spikes to fund :"‘
this mission
[ Acquirable intel | Ht
® Nod Tactical Doctrine e
e Shadow Team r.:'.."
[Areas of Interest | e
P N— ﬁ
1. Nod insertion point e
2. GDI outpost ﬁ
3. Tiberium Spike e
4. GDI defense grid Power Plant e
4. GDI Control Tower j‘ﬁi
5. GDI Airfields and outposts i)
@
]
©
[
@
e
I 8
E
s
0
2
g
=
=
a
“\
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You're inserted into the GDI air base
with a sizable force of infantry and
vehicles, but you'll need additional
troops if you're to cripple GDI air
support in the region. Begin by moving
your combat forces west to locate a
small GDI outpost consisting of two
Barracks and a Power Plant. Destroy
this outpost to make room for one

of your own, completing the second
primary objective in the process.

A Nod base is erected to the east
shortly after you annihilate the GDI
outpost. You now have the ability to
construct new structures and vehicles,
and to train infantry units. You'll need
capital to fund this incursion, however;
send your Saboteur to capture the
Tiberium Spike that stands just north
of your base, along with a few Raider
Buggies to escort him there safely.
Then queue up additional Raider
Buggies and Militant Rocket Squads to
strengthen your arms.

Nt —

Send one Raider Buggy unit rolling F;
north for a bit of recon. Your Raider Buggy
encounters heavy defenses north of the o
GDI outpost; several GDI Watchtowers and  * 'h e
Guardian Cannons are stationed on a hill, .
making it impossible for your ground forces
to progress. Return the Raider Buggy to
your base, setting it near your War Factory
for repairs if need be. Then send the two il
Shadow Teams you're provided northwest,
flying them over to the GDI Power Plant
that stands atop the hill. D=

Order your Shadow Teams to land

I’ next to the Power Plant, then target

the structure for destruction with the
Stealth Teams’ Explosive Charge ability.
Obliterate the building to disable the
surrounding GDI defense turrets, enabling
"\ your ground troops to progress. This
completes the third primary objective.

Return your Shadow Teams to base,
then order your battalions of Raider
Buggies and Militant Rocket Squads to
move north up the hill—you should have
roughly 15 to 20 Raider Buggies and five
to six Rocket Squads before moving out.

o

As your forces progress north, they e B
discover the GDI air base’s Control Tower, - § e (1
which stands just north of the region’s : oy, T # \
second Tiberium Spike. If you destroy the g
Control Tower, GDI will be unable to coor-
dinate their air forces against you. Order
your Raider Buggies to Attack Move up
to the Control Tower, and they'll easily
dispatch GDI's defending infantry and
Orca units. Move your Rocket Squads
in right behind your Raider Buggies,
ordering them to bombard the Control
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Tower, completing the fourth primary objective. Once the tower is destroyed,
use your Rocket Squads to level the nearby GDI structures, beginning with the

Barracks and Rirfield.

oo

v S

2

LT

Hampton Roads

|l
i

Order your assault force to work their
way northwest, obliterating each GDI unit
and structure they encounter along the
way. Your Raider Buggies should focus
their fire on infantry first, followed by
vehicles and GDI-garrisoned buildings.
Your Rocket Squads should make hostile

. vehicles and structures their primary

targets, but don'’t let them move too close
to anti-infantry fire if you can avoid it.

Let your Raider Buggies absorb the
brunt of GDI's counterattack while
your Rocket Squads move through to
dish out the heavy damage. Destroy
both Rirfields to deal the final blow to
Andrews Rir Force Base and complete
your first primary objective.

@ution. R

Watch out for red-and-yellow fuel
drums during your assault; they're
extremely fragile and damage
everything nearby when they blow.

Try to use them to your advantage
whenever possible by firing on them,
particularly the ones that sit near GDI
structures.

0105 ™,

oo:odq

TALENTS TO USE.

7

5\ HOWRE GOIMG TO SEIZE THE LARGEST MHAUAL BASE IN HORTH AMERICA AND DESTROY OME OF GDI'S AIRCRAFT N

| h CARRIERS IN THE PROCESS. WITH THE BROTHERHOOD IN CONTROL OF HAMPTON ROADS, WE CAN START BEINGING

IM SUPPLIES AMD REINFORCEMENTS IM BULK TO FEED OUR GROWLING OFFENSIVE IN THIS BLUE Z0ME. THE
PLAM FOR THIS OPERATION IS A MASTERSTROKE. A COMMANDO HAS BEEN SMUGGLED INTO THE PORT UIa CARGO

COMTAIMER. USE THIS ELITE TROOP TO TAKE OUT A GOI AIRCRAFT CARRIER AT ITS DOCK. ONCE THE CARRIER IS OUT

0OF THE EGUATION, WE'LL SEND IM SOME FORCES TO HELP H0OU TAKE THE REST OF THE PORT. OME FIMAL MOTE: WE B

ALSO SMUGGLED IM A SABOTEUR BUT LOST CONTACT WITH HIM A FEW HOURS AGO. IF H0U CAN FIND HIM, PUT HIS

2=

[ Primary Objectives |

N
1. Destroy the GDI Aircraft Carrier
2. Destroy the GDI Port Authority

Building

[ Acquirable Intel ]

N
L- Uenom Patrol Craft

[ Bonus Objectives]

1. Find the lost Sahoteur
2. Capture the GDI Command Post

[ Areas of Interest |

e
1. Nod commando insertion point
2. GDS Pathe [GDI aircraft carrier)
3. GDI outpost

4. Nod Saboteur

5. GDI Command Post

6. GDI Port Authority building
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Destroying the GDI Rircraft Carrier, the
GDS Pathe, is critical to Nod's success,
but the area is heavily defended by

3 host of GDI infantry. Your one and
only unit for this mission is a veteran
Commando—Nod's one-woman army.
Begin by moving the Commando north,
ordering her to open fire on the first few
Rifleman Squads she encounters.
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Niod Commando

Unit cost: 2,000
Time to train: 20 sec

The Commando is Nod’s top-

tier infantry unit. This elite foot
soldier has seen many glorious
battles, and her tactical experi-
ence is second to none. A Nod
Commando can easily eliminate
hostile infantry units with her laser
rifle, but her real talent lies in her
ability to destroy enemy structures
and walker units with her explosive
charges—all she needs to do is
get close enough to plant one. This
task is simplified by the Comman-
do's stealth field, which becomes
active whenever she remains
immobile for a few seconds. A
Commando is a true benefit to

Nod infantry; she increases their
combat effectiveness just by
standing nearby.

Continue moving the Commando north
. toward the GDS Pathe. Garrison her
into the building that's directly south of
the aircraft carrier so she can defeat
the nearby infantry, then have her exit
the structure and fire at the nearby fuel
drums to quickly destroy a GDI Predator
Tank and APC. Finish off any other

infantry in the immediate area.
Many more GDI infantry guard

the docks to the north. Have your
Commando garrison a nearby building
so she can handle their superior

numbers without losing health.
A GDI Commando guards the GDS

Pathe. Though formidable, he’s no match
for your Heroic-rank Commando. Gun him
down and then right-click the aircraft
carrier to make your Commando move
up and destroy it with an explosive
charge. This completes the first primary
objective.
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[+, With the GDS Pathe out of the way,
A the coast is clear for Nod Carryalls to
¢ fly in and reinforce you with a hoard of
Fanatics. Four Nod Venoms fly into view
as well. These forces give you enough
firepower to assault the GDI outpost
¢ to the south, but leave your Fanatics
" near the docks for now. Group up your
m e Venoms and send them south, followed
= i ‘ by your Commando.

Don’t let any of your forces stray to the east; the GDI Port Authority building is
heavily defended by anti-infantry and anti-aircraft turrets, and yow’re not ready to
assault it just yet.

Unit cost: 700
Time to build: 7 sec

Venoms are Nod's fast-attack
aircraft. Think of them as airborne
Raider Buggies with the valuable
ability to detect stealth. They come
standard with a heavy machinegun
that's well suited to cutting through
infantry and other aircraft, but
largely ineffective against well-
armored targets. As the Venom's
plating can’'t withstand very much
punishment, wise Commanders

Venoms automatically detect stealth,
so they're perfect for flushing out the
hidden GDI Sniper Teams in the south
half of the city, which pose a serious
threat to your Commando. RAttack
Move your Venoms south toward the
GDI outpost, which consists of two
Power Plants and a Barracks. Order
your Commando to garrison buildings
and support the Venoms as needed,
but don't let her draw too much fire.
The only threats to your Venoms
are GDI Missile Squads; have your aircraft eliminate these units without delay.
Once you've thinned the outpost’s infantry defenders, simply leave your Venoms
hovering overhead to slaughter any infantry that come from the Barracks, gaining
veterancy credit as they do so. Don't destroy the outpost until all four of your
Venoms have attained Heroic rank.

will make good use of their supe-
rior speed to keep them out of
harm’s way—and to harass their
foes, luring them into vicious traps.
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While your Venoms use the GDOI
outpost to rank up, move your
Commando west to locate a GOI
Predator Tank and APC parked near
a collection of fuel drums. Fire on the
fuel drums to obliterate these armored
vehicles; doing so causes a nearby
Saboteur to come out of hiding and join
your forces. This completes the first
bonus objective; move your Commando
and Saboteur close to your Venoms
again, garrisoning them inside a nearby
building to keep them safe.

- l-'-u:nn'"

After maxing-out your Venoms' veter-
ancy ranks and destroying the GDI
outpost, send your aircraft west to
locate yet another GDI outpost. This
one features armored support and
a War Factory capable of producing
additional vehicles, but still no
stationary defense turrets. Eliminate
the GDI Pitbulls and Missile Squads
first, then concentrate fire on the War
Factory and Barracks to destroy them
both in turn. With their unit-produc-
tion facilities in ashes, have your
Venoms finish off the remaining GDI
vehicles and infantry as you move
your Commando, Saboteur, and host
of Fanatics to take up position in the
outpost’'s smoldering remains.
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Once all of your forces are in posi-
tion, move your Saboteur north to
capture a GOl Command Post. This
completes the second bonus objec-
tive and grants you access to GDI's
Orca Strike support power, which you
can use against GOI's own forces. Go
ahead and target the Port Authority
building with an Orca Strike—or
anuthing else you want to bombard, for
that matter.

You can just keep using the Orca
Strike to finish your mission here, but
it'll take quite a while, as the Orca
Strike doesn’t have a huge impact
against the hardened Port Ruthority
building. For a much faster victory,
simply order your large contingent
of Fanatics to charge north from the
captured GDI Command Post, initiating
3 suicide bombing run on the Port
RAuthority building. You've more than
enough Fanatics to level the building
in short order; do so to complete your
second and final primary objective,
ensuring the dominance of Nod air
forces in the Eastern United States.

washington, DC

[ Primary Objectives |

Nod Campaign

o — ’\
. R

WITH GOI FORCES OM THE ROPES AND A FLOOD OF REINFORCEMENTS
E POURING INTO OUR HEW BASE AT HAMPTON ROADS, THE
E BROTHERHOOD IS MOW POISED TO TAKE WASHINGTON, OC.

HOU HAUE BEEN GIVEN THE HONOR OF STRIKING THIS BLOLL
WE'UE SET UP A BASE ON THE OUTSKIRTS OF THE CITH AND WE'RE
HOW BRINGING IN SUPPLIES. HOWLL HEED TO BUILD AN ARMY, TAKE
OuUT THE GOI DEFEMDERS, AND CLAIM THIS CITH FOR NOD.

oo:oM

[Acquirante ntel ]

[ Bonus Objectives]

—\—
1. Destroy the primary GDI base

N
flame Weapons
Base Defenses

Refinery and Harvesting Operations

1. Build a Shredder Turret base defense

—~_— J [ Areas of Interest

2. Build a Laser Turret base defense “ N—
3. Destroy Tiberium Silos 1. Nod base 4. Subway Hub
2. GDI outpost 5. Subway
3. GDI Tiberium tntrances
Silos 6. GDI hase /

ton DC

ing
;
F
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All previous roads have led us to this

great pass—the time has come to strike

a crippling blow against the fascist GDI
scum who have poisoned the eastern
U.S. for far too long. Your initial base
leaves much to be desired, however;
begin construction on a War Factory
immediately, then quickly assemble a
Shredder Turret from the Support Struc-
ture menu. Place the Shredder Turret's
hub unit within your base’s construction
radius, and station its three “satellite”

turrets about your outpost’'s perimeter to ward off GDI infantry.

‘i-i]lu |

J.ﬁ"‘ t
o

Nod defense turrets are made up of a hub unit and three “satellite” turrets. The
hub unit can repair its satellites even after they’re destroyed, but if the hub is
eliminated, all of its turrets go with it. Place satellite turrets in front of their huh
unit to draw your enemy’s fire away from the hub.

It doesn't take long for GDI to send
Grenadier Squads to assault your
base. Fortunately, your newly placed
Shredder Turret and initial crew of
infantry—uwhich includes a squadron
of the Black Hand—uwiill make short
work of them. You also acquire rein-
forcements during this fight; Carryalls
deploy two Flame Tanks to help you
secure your base. Use everything at
your disposal to crush the first wave
of invaders.

wralei i lowiMios laba@ibkiliai

Blackad 4

Unit cost: 9S00
Time to train: 9 sec

Black Hands are elite infantry
units who honorably serve the
Brotherhood by eradicating enemy
infantry and structures with their
mighty flamethrowers. These stal-
wart units are incredibly effective
against ground troops, but they
must enter close range in order to
bathe their enemies in their righ-
teous flames—this can often spell
their demise when anti-infantry
vehicles are about. Fortunately,

Black Hands are adept at swiftly
clearing buildings garrisoned by
hostile forces; this enables them
to quickly find cover when enemy
vehicles roll into view.
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Unit cost: 1,000
Time to huild: 10 sec

Flame Tanks are medium-armored
combat vehicles that excel at
burning the flesh off their enemies
with searing flame. Designed to
reduce hostile infantry units and
structures to ash, Flame Tanks are
often found leading the charge of
grand-scale assaults. Like Black
Hand units, Flame Tanks can
quickly clear buildings garrisoned
by hostile forces, making them
ideal for inner-city incursions. The
Flame Tank’s two largest weak-
nesses lie in its lack of attack
range and highly vulnerable back-

side; don’t let the enemy flank
these vehicles and always issue
the Backward Move command
when retreating them from combat.

As soon as you're able, build a Laser
Turret and place it along your base’s
northern perimeter to defend your
Tiberium Field—enemy vehicles are
inbound from the north. Construct an
additional Laser and Shredder Turret to
fortify your base against forthcoming
GDI attack groups, then focus on
building up an assault force of your
own. Begin by gqueuing up six Militant
Rocket Squads.
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Defense turrets consume lots of
power. Keep an eye on your power
consumption and build Power Plants
as needed, placing them at the south
end of your base. If you exceed your
hase’s power output, use Power Made
to shut down non-vital structures and
free up power for your turrets.

Once your War Factory is in place,
construct a Harvester, followed by six
Raider Buggies. Simultaneously build
an Operations Center so you may begin
assembling Flame Tanks from your
War Factory—queue up six of those as
soon as you're able. The Operations
Center also allows you to train Black
Hands, but don’t bother—there are too
many infantry-killing APCs patrolling DC
for Black Hands to be of value in this
mission.

Send your Flame Tanks north to clear
out the many buildings garrisoned by
GDI infantry near your base. This will
allow your lighter vehicles and infantry
units to safely move from your outpost
and explore the city. Target buildings
that contain GDI Missile Squads first,
as they pose the greatest threat to your
Flame Tanks—Rifleman Squad gunfire
does little damage to your armored
strike force.

After clearing the garrisoned buildings,
send your Rocket Squads and Raider
Buggies to join up with your Flame
Tanks. Now move your entire force north
to locate two small GDI outposts not
far from your base. These outposts are
the staging grounds for GDI's infantry
assaults against you; order your Flame
Tanks to assault the enemy infantry and
Watchtowers, and direct your Rocket
Squads to pound away at any GDI vehi-
cles that move to assist their troops—as

Nod Campaign

always, APCs are your Rocket Squads’ #1 targets. Destroy these outposts after
crippling their defenses, and queue up additional units to replace the ones you

lost in the conflict as you do so.

Now send your army rolling northwest
to find the next Tiberium Silo. Destroy
it, then gather your troops and collect
the nearby supply crates. Finally, after
securing the area, train a Saboteur and
send him to capture the Subway Hub
building that’s just south of the Tibe-
rium Silo; this grants you the ability to
move troops through the many Subway
Entrances in the city, allowing you to
quickly deploy reinforcements to heated
combat zones.

’iﬁihn I

Next, move your forces southeast to
discover a pair of GDI Tiberium Silos.
This brings up a new bonus objective:
destroy every GDI Tiberium Silo in the
city to spread the glorious green crystals
all about in the name of the Brotherhood.
Start with these two as you continue
to train and construct new units to
strengthen your raiding party.
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You've now secured the majority of the
" city; the time has come to cure this place
of the GDI plague. Send your entire force
north to locate a GDOI War Factory and
the remaining Tiberium Silo storehouse;
destroy both structures with your supe-

* rior arms.

Now
simply roll
over the

GDI base

to the east,
crashing
through it like
a cleansing
tidal wave. Let your Flame Tanks lead
the way, melting down all Watchtowers
they encounter so your Rocket Squads
can bombard key structural targets
without fear of being torn apart. Your
Raider Buggies are there for support;
order them to Attack Move through the
base, firing on all GDOI soldiers that rush
to take up arms. Annihilate the GDI pres-
ence to complete your primary objective
and purify the city in the name of Nod.

Amazon Desert

4 MAIN LAB IN HORTH AFRICA WAS RECENTLY CAPTURED BY GDL THE REMAINING LAB IS LOCATED IN BRAZIL,
IM A& STRETCH OF DESOLATE TERRAIN CALLED THE AMAZON DESERT. GOI HAS TWO FORWARD BASES AND A
LARGE ARMY IN THE REGIOHN, ANMD THEY ARE MOUNTING ATTACKS ON THE SMALL DEFENSIVE FORCE WE HAUE
DEPLOYED ARDUMD THE LAB. 40U HEED TO DEFEMD THE LAB AGAINST GOI FORCES UNTIL 40U CAN BUILD UP AN
ARMY OF HOUR OWH. THEN TAKE THE FIGHT TO GOI AND KHOCK OUT THEIR BASES. THE LAB FACILITY MUST BE KEPT Eﬁ

': “s_

:

8

3

o]

o

S INTACT AT ALL COSTS.
[ Primary Objectives |

A

1. Protect the Nod Lab

2. tliminate the GDI Expansion Base to
the north

3. Destroy the GDI Construction Yard,

command Post, and Refinery

[ Bonus 0bjectives]

N
1. Capture the Reinforcement Bay

S
i 1
hkaT
G % .1
wann R
rana SACUERE |
.
oy
L
el "

[Acquirable Intel |

N
s Disruption Tower
\- calling for Transport

[ Areas of Interest ]

e

1. Nod outpost and Research Lab
2. GDI exwpansion base

3. Blue Tiberium Field

4. Reinforcement Bay

5. GDI main hase

#” Amazon Desert |
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GDI has caught wind of Kane's efforts
to construct a new breed of Tiberium
weapon, and they're closing in on his
final Research Lab. The situation is
quite grim: the Nod base surrounding

the Research Lab has sustained heavy

damage, and GDI assault forces are
flooding in from the north. Begin this
mission by constructing a Laser Turret

and assembling a Harvester, then enter

Repair Mode ((Page Down)) and start
undoing the damage GDI has inflicted
on your base’s northern defense
turrets.

Place the Laser Turret in close prox-
imity to the one that stands at the
north end of your base, effectively
doubling your outpost’s anti-vehicle
defense capabilities. Afterward, queue
up six Raider Buggies from your War
Factory to use against GDOI infantry
while you construct a Shredder Turret
to set at the north end of your base
as well.

Nod Campaign
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With two Laser Turrets and a Shredder Turret defending your base’s northern
trail, nothing’s going to get through. Continue to use Repair Mode to keep your
turrets running, repairing other structures when the chance permits. Once your
base is in good shape, construct a Secret Shrine and a Tech Lab, then research
the upgrades available to you at these facilities. (The only upgrade you need to
research at the Tech Lab is the Laser Capacitors.) After that, build an Rir Tower
and queue up 20 Venoms.

’:_I_-l:l]t9| TR

To help you assault this imposing stronghold, Nod command sends reinforce-
ments: four Scorpion Tanks are deployed via Carryall at your main base. You may
now construct additional Scorpion tanks from your War Factory as well; go ahead
and queue some up.

Send your fleet of Venoms north to obliterate the GOl forward base. Have them
tear through any anti-aircraft units they encounter—such as APCs and Missile
Squads—then focus their fire on the outpost's Barracks and War Factory. Don't
destroy the Refinery just uet; things really heat up when you wipe out this outpost,
and there’s no point in moving forward too quickly. Simply cripple the base, sparing
only the Refinery from your wrath.

Call up the Support Structure menu and assemble
an Emissary vehicle. Send this unit north toward
the now-smoldering GDI outpost. When it arrives,
click the Unpack icon in the Emissary’s Unit Info
panel; the Emissary then sets down and begins
to transform itself into a forward outpost. Once the
transformation is complete, you're able to erect
structures and establish an auxiliary base.

I
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Build a Refinery and set it close
to the Tiberium Field near your new
outpost. Now you've got a fresh supply
of resources. Set Laser Turrets and
Shredder Turrets about your outpost’'s
eastern border next, fortifying the area
against forthcoming GDI incursions.
Place Disruption Towers to conceal

your outpost as well. Afterward, place a
Shredder Turret at the east side of your
main base, right near the Laser Turret
that's already stationed there. Then begin

settlng SAM Turrets about your bases to ward off any GDI aircraft that might try an

attack run in the future.

When you're ready to move on with
the mission, order your Venoms to
destroy the GDI Refinery you've so
kindly spared. This completes the
second primary objective, and your
radar opens up, providing you with
3 view of the massive GDI base to
the east.

& Niod Scorpion Tauk /4

Unit cost: 800
Time to build: 8 sec

This lightly armored tank moves
about the battlefield with surprising
speed and packs a tremendous
punch against hostile vehicles

and structures. However, it's not
well suited to combating enemy
infantry (unless it rolls over them)
and completely incapable of firing
on airborne threats. Scorpion
Tanks can be churned out at an
alarming rate from the War Factory,
and many Commanders will send
large battalions of them to assault
enemy bases, destroying key
structural targets to simplify their
imminent full-scale assault.

primagames.com

With all the prep work you've done,
you should have little trouble oblit-
erating the GDI presence here in the
desert. Send waves of units to assault
them—if you start with the southeast
corner of the map, you can secure
a large blue Tiberium Field. Raider
Buggies, Flame Tanks, and Venoms
are ideal for clearing out this area, as
you'll primarily encounter GDOI infantry
that have garrisoned the surrounding
buildings.

Just north of the blue Tiberium Field
is the sole bonus objective: seizing the
Reinforcement Bay. Train up a Saboteur
and send him east to claim it (be sure
to send some back up with him if the
area isn’'t completely secure yet.) From
this structure you can then construct
a third base by sending along another
Emissary.
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Blue Tiberium is twice as potent as — ' “’%Q
the green form of the crystal, making -
every harvester’s load worth double ﬁtlantlc l:ﬂaSt
the resources. /4

gfa=%, THE TIBERIUM WEAPON COMPONENTS FROM THE AMAZON DESERT LAB MIJST\‘
(!, h BE AIRLIFTED TO TEMPLE PRIME IMMEDIATELY. UNFORTUNATELY, GOIIS
®  USING MASSIVE ARTILLERY EMPLACEMENTS MEAR THE COAST TO BLOCK

T THE EUACUATION ROUTES TO YOUR LANDING Z0MHES. HOUR JOB IS TO
TakKE OUT THESE BIG GUNS AS GUICKLY AS POSSIBLE. HOWUE ESTAB-
LISHED A FORWARD BASE HEAR THE FIRST EMPLACEMENT AND YOUR
FORCES ARE AWAITING HOUR COMMAND. TWO VERTIGO STEALTH BOMEBERS
% HAUE BEEN ASSIGNED TO YOU TO HELP COMPLETE THIS MISSION. ;

[ Primary Objectives | [ Bonus Ohjectives]

N ../

oo:0u:on

1. Destroy the GDI Artillery 1. Destroy the GDI Construction Yard
emplacement 2. Eliminate the GDI Aircraft Carrier
2. Destroy the GDI Artillery 3. Destroy the Rig before it can reach the
emplacement to the south artillery Emplacement
3. Destroy the GDI Artillery
emplacement in the northeast [ﬂ[EEIS of ||][ETE5[]
N

[Acquirante Intel |

SN
Vertigo Bomber

calling for Transport
The Guns of the Amazon
Stealth Tank

. Nod outpost
. First GDI Artillery Emplacement
. Blue Tiberium Field

. Second GDI Artillery emplacement
. GDI qircraft Carrier

When assaulting the main GOl base,
a sound strategy is to send a fleet of
Venoms in first to destroy its Guardian
Cannons. Doing so allows your Scor-
pion and Flame Tanks to overrun the
base; use them to destroy their AR
Batteries. With their turret defenses
down, 8 Commander of your talents
should have little trouble overwhelming
the GDI with endless waves of Venoms
and vehicles. Crush the GDI base to
complete your first and third primary
objectives, ensuring the safety of
Kane's precious Research Lab.

1
2
3
4. GDI base
5
6
?

. Third GDI artillery emplacement
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Three GDI Artillery Emplacements near
the Atlantic coast must be destroyed
before Kane’s Tiberium weapon compo-
nents can be safely transported to
Temple Prime. The first of these massive
artillery towers stands just north of your
outpost, but there’s no rush to destroy it.
Instead, spend some time fortifying the
north side of your base with additional
Laser and Shredder Turrets, and if you
really want to gain an advantage, build
up a fleet of eight Vertigo Bombers by
constructing an additional Rir Tower, fullawed tll:l 30 to Y0 Venoms and 20 to 30
Scorpion Tanks.

Unit cost: 1,000
Time to build: 10 sec

Unit cost: 1,800
Time to huild: 18 sec

The Vertigo Bomber is Nod's heavy
assault aircraft. Designed to level
enemy structures with its potent
air-to-surface explosives, Vertigo
Bombers also have the advantage
of stealth, which greatly enhances
their ability to stage devas-

tating assaults on enemy bases.
Though the Vertigo Bomber wasn’t
designed to combat other aircraft, a
machinegun turret is mounted to its
rear to discourage airborne hostiles
from hunting it down. Vertigos can
carry only one potent bomb at a
time and must land at an Rir Tower
to reload and repair.

C_ﬁote- I W

When you're ready, send your
Vertigos out to destroy the first GDI
Artillery Emplacement, completing the
first primary objective. Everything goes
pear-shaped after that; GDI vehicles and
infantry start assaulting your base from
the north, and they upgrade the bases
that surround their two remaining Artil-
lery Emplacements with AR Batteries,
Orcas (to detect your stealthed units),
and Firehawks (to blast your aircraft from
the sky). On the bright side, Nod sends
you reinforcements in the form of Attack
Bikes, Venoms, and Stealth Tanks to
help you accomplish your mission.

You're able to construct Stealth Tanks from the War Factory after your reinforce-

ments arrive; queue some up hefore proceeding with your assault.

ol i Mewd LapaMaaalia'aDiqalinn
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Stealth Tanks are guick-assault
vehicles designed to hammer
armored vehicles and aircraft with
their long-range projectile explo-
sives. However, a Stealth Tank's
armor won't stand up to direct
anti-vehicle bombardments, and
Commanders who don’t know how
to use them will often litter the
battlefield with their smoldering
shrapnel. As their name implies,
Stealth Tanks are completely invis-
ible to the naked eye when they
remain docile and motionless—but
their presence is known to all
when they begin to move or open
fire. This ability allows Stealth
Tanks to strike from unexpected
angles, making them ideal for
ambushes, and fantastic forward
outpost defenders.

While there are many different ways
for you to carry out your mission from
this point onward, it's usually best to
put a stop to GDI's assaults on your
base, and to pave the way for an auxil-
iary base of your own. Begin by sending
your massive force of Scorpions and
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Venoms north, ordering them to oblit-
erate every GDI menace they encounter
along the way. Continue pushing north
until you reach a massive blue Tiberium
Field, and queue up reinforcement units
as you go.

Secure the area near the blue Tibe-
rium Field, then send an Emissary
vehicle to set up an outpost there, with
an escort of Venoms to protect it. Make
establishing an outpost at this site
your top priority—station the majority
of your forces here to defend the area
until you've constructed a Refinery and
a War Factory, then queue up some
Stealth Tanks and leave a handful of
Venoms to keep the place secure.

Fo e ST

@ |

Once your auxiliary outpost is up and
running, order your host of Venoms
to assault the GDI base that lies a
short distance to the southwest. This
base is entirely geared toward anti-
armor defense, allowing your fleet of
Venoms to easily trash the place. Wipe
out their anti-air units, then eliminate
their Construction Yard to halt their
production capability and complete the
first bonus objective. Target their unit-
producing structures next, then simply
level the rest of the base.

_ Nod Campaign )
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Destroying the central GDI base seri-
ously compromises their hold on the
region; nearly all of their armor units are
produced there. Now it's time to lash
out at their southeast Artillery Emplace-
ment. Send a fleet of Venoms to scout
the defenses stationed near the struc-
ture, and you'll see that all of their AR
Batteries are without power—yet another
advantage of leveling GDI's central base.
Order your Venoms to open fire on any
anti-air units lingering about as you send
your Vertigo Bombers to make a run on the Artillery Emplacement. Destroy the
structure to complete the third primary objective.

Next, send your Vertigos southeast to
find a GDI Rircraft Carrier. Sink the mighty
vessel to complete the second bonus
objective and cut off some of their air
support options.

Your final task is to destroy GDI's
third Artillery Emplacement, which is
stationed at the northeast corner of the
region. Again, your efforts in obliter-
ating the central GDI base have earned
you 3 boon: all of the defense turrets
surrounding this Artillery Emplacement
are without power. There are many
anti-air units in the surrounding hills,
however; keep them occupied with your
Venoms while your Vertigos make their
final bombing run. Annihilate the struc-
ture to complete the third primary objective and clear the way for Kane's Tiberium
weapon components to reach Temple Prime.
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WHEH THEY LIERE ATTACKED BY GDL MOW IT'S URP TO H0OU. USE AM ELITE COMMAMDO TO INFILTRATE THE AREA,
FIMO THE CRASH SITE, AND SECURE THE WEAPON COMPOMENTS. WE'LL FLY IN SOME REINFORCEMENTS AT THAT
FOIMT. THEH ESCORT THE TRANSFORT TO THE BASE ANMD RESTORE THE FACILITY TO WORKING ORDER. GDI HAS A
LARGE FORCE IM THE AREA, S0 HOURE GOIMG TO GET HIT HARD. 40U NHEED TO HOLD OUT UNTIL WE CAN GET 40U
HEALY ARMOR THAT 90U CAN USE TO BREAK THROUGH THE GOI CORDOM AND ESCORT THE WEAPON COMPOMENTS
N, T0O TEMFLE FRIME.

o

oo:ou

N

[ Primary Objectives| 4
1. Investigate the crash site ol
2. escort the device into the Nod =
encampment e
3. Protect the device until the Avatar :fj_”
Warmechs arrive ot
4_ Move the device to the evacuation g““ﬁ;:
. point / Sew
[ Bonus Objectives ] =
1. Destroy the anti-air guns to obtain o B
reinforcements el
2. Build and maintain three obelisks of n
light P

3. Upgrade an Avatar Warmech

L

[Acquirable Intel |

N
s 0belisk of Light
e Avatar

i
i

RN

[ Areas of Interest |

Af
1. Nod Commando insertion point
2. GDI AN Batteries
3. liquid Tiberium device crash site
4. pbandoned Nod base
5. GDI outposts
6. Liquid Tiberium device evacuation

\ point /

i

il

i

( Sloven
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GDI has heavy anti-air defenses in
Slovenia, which are preventing Nod
Carryalls from supplying reinforce-
ments to this region. Fortunately, a
Nod Commando has managed to slip
into the area undetected. Begin by
ordering your Commando to attack the
Rifleman Squads who defend the two
nearby AR Batteries. After securing
the area, destroy the AR Batteries with
the Commando’s explosive charges to
clear the way for the Carryalls.

"Iipu I
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GDI infantry and APCs quickly storm
in from the north. Target the fuel
drums near the AA Batteries to
destroy these threats in short order.
There are many other fuel drums in
this region, so keep this tactic in
mind for future use.

Once you've destroyed both AR
Batteries, a Carryall flies in and
deploys two Militant Rocket Squads
to help you combat armored threats.

Nod Campaign
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Move your strike team north to find a J’ﬁﬁte‘. T TR
\'i::./

Veterancy Crate and another Healing
Crate. Collect the Veterancy Crate to
increase your troops’ ranks by one, then
guickly send your team west.

C_ﬁﬂtﬂl LR

Wwith so many Riflemen in the area, it’s tough to keep your Militant Rocket
Squads alive. Do the best you can but don’t worry too much if they don’t last
long; your Commando is far more valuable.

There are more Ueterancy Crates in

the area. Keep an eye out for them.

Two GDI Power Plants stand on a small
hill to the west. Have your Commando
fire on the fuel drums near these struc-
tures to obliterate them, along with any
nearby GDOI units. Continue moving your
team west afterward.

(ﬁﬂtEI T LRI

Don’t destroy fuel drums just for the fun of it; save as many as you can to use
against APC patrols.

(e You face a steady stream of GDI

i infantry as you move your troops west.

¢ These units are being generated from the
Barracks just ahead. Fight your way to
the Barracks, then fire on the surrounding
fuel drums to guickly destroy the struc-
ture, stemming the tide of GDI infantry.
Eliminate the AR Batteries afterward to
clear the way for another Carryall that

drops off a squad of Fanatics.

Now send your strike team south
and then east, looping around the area.
You soon discover another pair of AR
Batteries. Again, fire on the nearby fuel
drums to quickly wipe out GDI resis-
tance, and once the area is clear, finish
off the AR Batteries to acquire more
reinforcements in the form of two Stealth
Teams. Destroying these last two AA
Batteries also completes the mission’s
first bonus objective.
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Now that you've pillaged this area and
built up a respectable strike force, send
your units west, heading toward the
crash site where Kane’s Liquid Tiberium
weapon components are located. Quickly
gun down the two GDI Engineers who
are busy inspecting the Liquid Tiberium
Transport truck; this completes the first
primary objective and prompts a few
: Carryalls to fly in, deploying several

; units of Militant Squads, Militant Rocket
_L—_ Squads, and fearsome Black Hand
infantry units to strengthen your arms. Immediately send these new recruits
north to combat the host of GDI infantry that pour in to attack. As your forces cut
through the GDI ground troops, quickly order the Liquid Tiberium Transport truck to
follow right behind them.

Cautions umu u

Waste no time moving the Liquid Tiberium Transport truck north; U35 04 trans-
ports soon deploy additional GDI units to the south, and you don’t want them
catching up to the fragile transport.

The GDI infantry stem from an aban-
doned Nod base to the northeast. Push
your forces into the base and secure it by
eliminating all GDI hostiles in the vicinity.
Have your Commando obliterate the
formidable GDI Battle Base with an explo-
sive charge. Once you've secured the
base, all of its resources become yours
to utilize—and once the Liquid Tiberium
Transport truck arrives, you complete
your second primary objective. Kane then - B
sends you a transmission, informing you = . :
that a detachment of heavy Nod Rvatar Warmechs are inbound to help you defend
his Liquid Tiberium device and annihilate the GDI presence in the region.

primagames.com

You've got a lot of resources to draw
upon, so waste no time in fortifying your
new base against waves of inbound GDI
infantry and vehicles. Begin by queuing
up 10 Raider Buggies at your War Factory.
You've got two structure production queues
to work with, so begin assembling a
second War Factory and a Power Plant.
As soon as your secondary War Factory
is in place, queue up 10 Scorpion Tanks.
Also begin construction on two Obelisks of
Light; these advanced base defenses can
quickly obliterate even the toughest infantry
and armored units. Focus on fortifying the
north and west sides of your base, where
the vast majority of GDI assault forces will
strike. Begin repairs on all damaged build-
ings in your base as well.

=T
.': g

GDI's assault groups become more and
more fierce, eventually pitting you against
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formidable Predator and Mammoth Tanks.
Your Obelisks of Light are a great help in
defending against these armored threats;
be sure to station at least two of them to
the north and two more to the west, and
strive to keep them in good repair. The
moment you build three Obelisks, you
complete the mission’s second bonus
objective. However, don't hesitate to build
several more Obelisks to bolster your
defenses at every entrance.

Eventually, a trio of Avatar Warmechs
trudges into your base from the east.
You then gain control of these massive
walkers, along with the ability to
assemble more at your UJar Factories.
You'll definitely want to do so, as these
are by far Nod's heaviest assault vehi-
cles. Queue up several more Avatars
at both War Factories in preparation
for your forthcoming trek through a GDI
base to the north, which stands in the
way of the Liguid Tiberium device's
evacuation point.

% liod Auatar Warmech )

Unit cost: 3,000
Time to huild: 30 sec

The RAvatar Warmech is the very
embodiment of Nod’s boundless
power and wrath. Designed to
crush all who oppose the will of
the Brotherhood, this massive
walker unit strikes fear into the
hearts of the unfaithful just by
stomping onto the battlefield.
RAvatar Warmechs can demolish
hostile vehicles with frightening
speed and level enemy structures
in short order. As if their initial fire-
power weren't enough, an Avatar
Warmech can tear the primary
weapon off a variety of Nod
vehicles and install these devices

onto itself; this act destroys the pillaged vehicle, however. If these colossal
walkers have a weakness, it lies in their inability to defend themselves
against airborne threats—keep this in mind when deploying them to the field
and always protect them with some form of anti-air support.

J While assembling Avatars, send all of
8 your Scorpion Tanks rolling west to strike

if at a small GDI outpost on a hill. Obliterate
the outpost to bring a stop to GDI assaults
against the west side of your base, then bring
your Scorpions back to your War Factories for
repairs.

You soon receive a warning of a large
unknown force heading toward your base.
. Group your Avatars together and send them
east to confront a battalion of inbound GDI
Juggernauts. Destroy all of these walker
units, then move your Avatars and Scorpions
northeast to assault another GDI outpost on
a nearby hill. While your armored units crush
the GDI outpost, train Saboteurs to capture
the fallen husks of the GDI Juggernauts you
recently destroyed, adding their impressive
artillery firepower to your arsenal.

Return your Avatars, Scorpions, and newly
captured Juggernauts to base for repairs.
Afterward, send all of your combat units
north to clear the path that leads to the Liquid
Tiberium device extraction point. There are
two more GDI outposts for your forces to
dismantle along the path; one stands to the
northeast, and the other to the northwest.
Decimate both outposts and clear the entire
area of GDI forces before moving the fragile
Liquid Tiberium Transport truck north toward
the extraction point, completing your final primary objective when it reaches the
north-most road. Well done, Commander; Kane will be pleased with your efforts
here in Slovenia.
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Sarajevo

o II!‘\- JOB OHE IS TO ESCORT THE WEAPON COMPOMENTS FROM BRAZIL TO TEMPLE PRIME 50 EAME CAN FIMISH HIS WOREK N
g f!,::-. OH THE LIGUID TIBERIUM DEVICE. THIS MISSION WILL BE TRICEY BECAUSE GDI HAS A LARGE FORCE IN THE AREA
g5 FREFARING FOR AM ASSAULT OM THE TEMPLE. HOUR ROUTE BACK RUNS RIGHT THROUGH A MASSIVE GDI FORWUARD
g BASE. JOU CAM'T TAKE ON GDI DIRECTLY WITH THE SMALL ESCORT FORCE, S0 YOULL HAUE TO THINK OF SOME- Semm=
g THING CLEVER. ONCE THE WEAFPON TRANSFORT HAS REACHED THE TEMFLE, HOU CAN FOCUS HOUR EFFORTS ON m
O DEFEMDING TEMPLE PRIME, BUILDING UP AN ARMY, AND THEN CLEARING GDI OUT OF OUR MOST SACRED SITE. ALSO,

BE ADUISED THAT A HOD FORCE FROM KILIAM'S DETACHMENT IS BEING AIRLIFTED OUT OF AUSTEALLIA IM SPITE OF Em

#

B THEIR DIRE SITUATION THERE. THEY MIGHT BE HEADED FOR SARAJEVD; IF SO, MAYBE THEY CAN HELP HOU oUT.

[ Primary Objectives |

N

1. escort the transport truck back to
Temple Prime

2. Eliminate GDI blockade by destroying
all GDI forces

3. We've been betrayed! Destroy the

forces of the traitors!

[ Bonus Objectives ]

1. Return the transport truck to Temple
Prime unharmed
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[Acquirable Intel ]

N—

e Intercepted Transmission
e Beam Cannon

[ Areas of Interest |

= \—

1. Tiberium weapon convoy
insertion point

2. GDI base

3. Nod Temple Prime

4. Future site of Kilian’s
southeast hase

5. Future site of Kilian’s

\ northwest hase /

GDI's base lies just north of the Liquid
Tiberium device convoy's insertion
point, so you must move your units
with extreme caution to reach Temple
Prime safely. Begin by sending the
entire convoy northwest, moving your
units along the west-most edge of
the region to keep them as far away
from the GDI base as possible. A GDI
Guardian Cannon will be able to fire on
your units as you pass by the base;
this isn't much of a problem unless
you're attempting to fulfill the first
bonus objective of bringing the Liquid
Tiberium Transport truck to Temple

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



Prime unharmed. If your heart’s set on 4 “nd calllllaigll |
completing that objective, order both 2\

of your Flame Tanks to assault the o PR——
Guardian Cannon while the rest of your .

convoy rolls onward to the northwest
corner of the battlefield.

@flution. TR

Mmake sure you don’t issue the Attack
Move command to the convoy, or they
may begin assaulting the GDI base!

Kane praises your deeds and rewards
you by handing over control of Temple
Prime and all its resources. He then
{ ' orders you to destroy the GDI base to the
south and cleanse Sarajevo of their vile
presence. Expect GDI to put up a stalwart
resistance; they've no intention of letting
Kane succeed with his plot.

Your first order of business is to beef
up your newly acquired stronghold’s
. : defenses. Begin by placing Laser and
— “ Shredder Turrets near openings in the
stronghold’s outermost wall. Conceal their hub units behind the wall and place
their satellite turrets in front of it; this makes them quite difficult to permanently
destroy. RAfterward, set a few SAM Turrets between the inner and outer walls to
ward off Orcas. Finally, place at least one Obelisk of Light near each gap in the
outer wall; these are extremely effective against infantry and vehicles.

You stumble upon a fierce battle
between GDI and Nod infantry at the
region’s northwest corner. Fortunately,
your escort force is largely composed
of anti-infantry units—and one colossal
RAvatar Warmech—so take a moment
to help your brethren squash the GDI
insects. Then order the convoy east to
reach the outer walls of the massive

Once your base is able to fend off
GDI's attack groups, divert resources to
amassing an assault army of your own.
Construct an Air Tower and assemble
; four Vertigo Bombers and 20 Venoms.
chd stronghold surrounding Temple Roll 20 Scorpion Tanks and 20 Flame
F'_n.me. Tanks out of your War Factories. This will

m— be more than enough firepower to oblit-
-;ZH'HP" 1l erate the GDI base to the south, but trust
f us: you'll need the extra firepower....

While the GDI base is exposed to
assaults from all sides, a bit of recon
will show that its eastern and western
perimeters are most vulnerable to
ground forces—the meat of its anti-
armor defenses are stationed to the
north, including two fearsome Sonic

You're home free once you enter the Emitter arrays. Send half of your Flame
Nod stronghold. Move your vehicles Tanks and Scorpions rolling out of your
to the nearest War Factory for repairs, stronghold’s west entry point, eventually
and send the Liquid Tiberium Transport steering them south to assault the west

truck rolling toward Temple Prime at side of the GDI base. As your forces

the northeast corner of the fortress. exit Temple Prime, queue up an equal number of replacement units at your War
You complete the first primary objective Factories.

when the truck reaches Temple Prime,
along with the first bonus objective,
provided the transport truck suffered no
damage along the way.
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BeamCamon 4

The GDI base is extremely vulnerable
to your approaching tanks. Simply let
your armored forces crash into the west
side of the base and do their work. Once
the base’s downfall is imminent, some-
. thing truly unexpected occurs...

A vast number of Nod Vertigo Bombers
fly overhead, carpet-bombing the
entire GOl encampment, including your
attacking vehicles. There's no sparing
your forces from this widespread
attack—good thing you left most of your
units back at Temple Prime.

You soon receive a transmission from
Rjay, informing you of what you already
! know: Kilian has moved against Kane
and established two formidable bases in
the region, one to the northwest and the
other to the southeast. She must be plot-
. ting to stage an assault on Temple Prime.

. This betrayal cannot go unpunished,
Commander; show Killian the high cost of
treason.

You gain the use of Nod Beam Cannons
from this point forward, which can be
constructed from your War Factories.
These units will help you assault Kilian's
outposts, so queue up 10 or more.

While building Beam Cannons, send all
of the Flame and Scorpion Tanks you've
amassed at Temple Prime to assault the
east side of Kilian's southeast outpost—
you should have at least 15 of each to
ensure you get the job done. While your | g
tanks are in transit, order your Vertigos — ‘ N—
to bombard the outpost’s east-most Obelisk of Light; this will hasten your tanks’
infiltration when they crash into the outpost’s east flank. Also move your Venoms
close to the outpost, keeping them out of harm’s way but ready to respond to
Kilian’'s Venoms.

primagames.com

Cost: 1,000
Time to huild: 10 sec

The Beam Cannon is Nod’'s
medium-armored, long-range artil-
lery vehicle. It's designed to cut
down enemy structures from range
and can also be used to slice
through armored units with impres-
sive speed. When multiple Beam
Cannons target the same struc-
ture, their lasers conjoin to form

an incredibly devastating blast.
Beam Cannon lasers can also be
reflected off distant Venoms to
strike remote targets from afar, and
“fire” on Obelisks of Light, using
their I1asers to supercharge these
already potent defense turrets. The
Beam Cannon is light enough to
move about with impressive speed,
but it's not designed to withstand
direct frontline combat. Keep Beam
Cannons out of harm’s way and
use them to support your frontline
assault forces.

When assaulting the southeast
outpost, target its SAM turrets and Rir
Tower first; this allows your Venoms to
play a larger role in the assault. Elimi-
nate the rest of the outpost’s defenses
and unit-producing structures after-
ward, then simply level the place once
it's been crippled.
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While you assault Kilian's southeast
outpost, keep producing Flame Tanks,
Beam Cannons, and other armored
units back at Temple Prime. Use these
units to repel assault groups hailing
from Kilian's northwest outpost. Also
build five to ten Raider Buggies.

After reducing Kilian's southeast
outpost to ashes, return your surviving
vehicles to Temple Prime for repairs.
While they’re in transit, order your
quartet of Vertigo Bombers to oblit-
erate the Obelisks of Light that stand
at the east side of Kilian's northwest
outpost; it takes two attack runs to
down them both. Once their base
defenses are no more, group all of
your armored forces together and use
them to stage a grand-scale assault
on the outpost, slamming into its east
side with tremendous force. Eradicate
the outpost to send a clear message
to all who would betray the glorious
vision of Kane.

Nod Campaign

%, GOIIS HDUIHI'“ HUCL tﬁl" UﬁRHEﬁD FI"DI"I OME OF THEIR E‘ﬁbF OH N

CDHUDH, DESTEDH THE ESCDETS, AMD CAPTURE THE WARHEADS,
THEM WE CAM MAKE THE BROTHERHOODO OF MOD INTO A NUCLEAR
FOWER OMCE AGAIN. J0OU MEED TO RECOUER AT LEAST ONE TRANMS-
FORET BUT MORE IS BETTER. ONCE J0OUUE SECURED THE WARHEADS, &
THE BROTHERHOOD WILL DISPATCH A CARRMYALL EUACUATION TEAM. §
BE ALIARE THAT THE WARHEADS ARE HIGHLY UOLATILE AND MAY
EXPLODE IF FIRED UPOH. TREAD CAREFULLY

Primary Objectives] [Acquirante ntel ]

Hi
1. Capture convoy
2. tscort convoys to the evacuation
point
3. Wait for Nod carryalls

N
l Destroy the Tiberium Tower
2. capture GDI Research Facility

[ Areas of Interest |

- - ﬂf
[EI]I][IS UI]IEEIIUESI 1. Nod strike force insertion point
N 2. Mutant Hovel

Black Hand Interrogation Report 3. Tiberium Tower
An Invasion Global in Scope 4. GDI Nuke Transport convoy start point

Australia—New Zealand Theatre 5. Nod outpost/Nuke Transport extraction
pssessment point

s Once Again a Nuclear Power \3 GDI outpost/Research Facility /

You begin this operation with a number of
Heroic-rank units, including Scorpion and
Stealth Tanks, Venoms, and two Sabo-
| teurs. Immediately assign units to your
groups so you can command them with
speed and efficiency. Your Saboteurs are
vulnerable out in the open like this, and
you need at least one of them to stay

* alive in order to complete a bonus objec-
tive in this mission. Send your Venoms
and Saboteurs south to locate a Mutant
Hovel structure; order your Venoms to

slaughter the surrounding Mutant Marauders while one of your Saboteurs captures
the structure. This gives you the ability to train Mutant Marauders to fight for your
cause; you have resources to spare, so queue one up. Move your other Saboteur to
garrison a nearby building at the dilapidated village to the east to keep him safe.

@ﬁt9| TR

Mutant Marauders are elite infantry units designed to combat aircraft and other
infantry. Their cost is quite low compared to how effective they can be against
their intended targets.

wd i Maat Lo iMool ia'aBiaaliii
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While your Saboteurs and Venoms work at
capturing the Mutant Hovel, simultaneously
order your Scorpions and Stealth Tanks to
assault the Tiberium Tower at the northeast
corner of the battlefield. Make a quick strike
against the Tiberium Tower to destroy it,
completing the first bonus objective. Then
return your vehicles and Venoms to their
previous position on the central road north of
the Mutant Hovel.

The first GDI nuclear warhead convoy is
inbound from the west, rolling along the battle-
field's central road. UJait for the convoy to
approach your forces, then order your units to
attack it. Eliminate all GDI escort units to force
the Nuke Transport truck to surrender to you,
granting you total control over it.

primagames.com

@;ﬁution- LY

Don’t order your forces to move west
and engage the convoy head-on;
several GDI Sonic Emitters stand in
the valley near the central road, and
they’ll rip your tanks apart if they

move too close.
iill

With the first Nuke Transport truck
captured, the Brotherhood establishes
an outpost to the east for you to
utilize. Quickly order the Nuke Trans-
port truck east to rendezvous at the
Nod outpost—this is the safest place
for it to hide. RAs the truck rolls off,
queue up four Stealth Tanks at your
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new outpost’s War Factory—these
anti-vehicle/anti-air units will come in
handy very soon.

After witnessing the demise of the
first Nuke Transport escort, the other
two convoys split off, one of them
rolling north and the other south. Move
your forces south to rendezvous at the
Mutant Hovel you recently captured,
then assault the south Nuke Transport
convoy when it rolls within range. After
securing the second Nuke Transport
truck, send it east to rendezvous at
your outpost.

Something terrible happens after
you secure the second Nuke Trans-
port: alien invaders make a shocking
arrival, darkening the skies with a host
of frightening warships. The aliens
seem to have no objective other than
complete annihilation of your forces
and the forces of GDI. Pull all of your
tanks back to your outpost to defend
the Nuke Transport trucks you've
captured.

@iutinn. TIRL

A GDI mammoth Tank assaults your
outpost from the north road. Focus on
destroying the mammoth right away;
it poses the greatest threat to your

outpost and Nuke Transports.
ilewi law i Maaalaanl

¥ Nod Campaign

If you wish to complete the second
bonus objective, order your Venoms to
escort your remaining Saboteur south-
west at this point, heading toward the
southwest GDI outpost, where their
Research Farcility is located. Don't move
your Saboteur along the central road;
those GDOI Sonic Emitters will rip him to
. shreds. Instead, sneak him through the
southernmost valley, with your Venoms
nearby to ward off any GDI and/or alien
~ hostiles that might attack him. Any unit
flrlng on your Saboteur must become your Venom'’s primary target; his survival is
paramount.

After passing through the southern-
most valley, the Saboteur will need
to move north to circumvent a tall,
' rocky ridge. As he does so, move your
Venoms north, west, and then south
to strike at the GDI outpost’s Watch-
tower—you could fly them across the
mountains, but this places them within
range of the outpost’'s southern AR
Batteries. Your Venoms will still draw
fire from the AR Batteries, but they’ll be
- ~ able to destroy the UWatchtower before
theg re shot down. Once the Watchtower is no more, your Saboteur can infiltrate
the outpost without incident and capture the GDI Research Facility, completing
the second bonus objective.

Return your attention to your outpost.
Wwith the Mammoth out of the way, your
host of Stealth Tanks and Scorpions
should have little trouble defending the
Nuke Transports until Carryalls arrive to
shuttle them out of the area. Remember
to park any injured vehicles near the War
Factory for repairs, and simply allow your
Aggressive-Stance units to ward off the
alien assault ships until the Carryalls
arrive. Doing so completes the third and
final primary objective, bringing the Broth-
erhood one step closer to reclaiming their nuclear capabilities.
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Sydney City Wall

% LIHILE THE HUCLEAR WARHEADS ARE SECURED, THE BROTHERHOOD STILL LACKS LAUNCH CODES AND DELIVERY N
i SHSTEMS. GOI HAS WHAT WE HEED IN THE SHDOMEY BLUE Z0HE, CURRENTLY UNHDER HEAUY ALIEN ATTACK. WITH

GOI'S FORCES UNDER DURESS, KILIAM HAS REACHED OUT TO THE LOCAL GDI COMMAMNDER AMD OFFERED TO "HELP”

IM SYHOMEY. GDI ACCERTED. WE HAUE COMMITTED TO THE ELIMIMATION OF THREE KEY ALIEN STRUCTURES, THE —
FORTAL, GRAUITY STABILIZER, AND GATEWAY, GIVING GDI THE LEVERAGE THEY MEED TO TURN THE TIDE OF BATTLE. &
UHOFFICIALLY, WE HEED TO EMSURE THAT THE GRAUITY STABILIZER DOES HOT GO DOWH TOO FAST, THE BROTHER-
HOOD'S PRIMARY TARGET IS A GOI FACILITY IN SHONEY, WHICH, WHEN CAPTURED, SHOULD PROUIDE THE LOCATION
OF THE CODES AND MISSILES. THAT BUILDING IS WITHIN SHOHEY'S CITY WALLS, AND HOTHING PENHETRATES THOSE
, FASTER THAN AN ALIEN DEVASTATOR WARSHIF.

oo:ou9

[ Primary Objectives | [ Bonus Objectives] [Acquirable Intel ]

- N - N
1. tliminate three alien targets for GDI 1. Capture two Tiberium Spikes e Cease-fire Drder
2. Capture the GDI Lab 2. Destroy the lon Control Center O ErE A T
Briefing

[ Areas of Interest |

. —_~—
| 1. Nod hase
e | 2. GDI base

3. GDI Research Lab
4. Tiberium Spikes
5. Scrin base

6. Mutant Hovel

Working with GDI is the worst form of
heresy, but you've little choice when
faced with a foe as formidable as these
pitiless Scrin invaders. The moment
you gain control of your outpost, imme-
diately queue up two Harvesters from
your War Factory, followed by ten
Flame Tanks. Then begin construc-

tion on a second War Factory and an
Obelisk of Light. Also research Liquid
Tiberium Core upgrades at each of your
base’s Power Plants to increase their
power output; you'll need the extra
juice as you build up base defenses.

Sydney City Wall  {3§EEEEE HHERSHELASHANE
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Once your second War Factory is in
place, queue up ten Stealth Tanks and
start building an Air Tower. Set your
Obelisk of Light down at the east side
of your base when it's ready, right near
the Tiberium Field, then begin construc-
tion on another. Keep building Obelisks
until you've fortified your base’s west-
northwest perimeter with four of them,
then build a couple of SAM Turrets

to ward off airborne threats. As you

go about strengthening your base
defenses, continue rolling Stealth and
Flame Tanks out of your War Factories,
using them to defend your base from
assault groups as necessary.

Once your base defenses are up and
running, train three Saboteurs from
your Air Tower and order Carryalls to
pick them up for transport. Move the
Carryalls directly north to fly them
over the walls of Sydney, then drop
off one of your Saboteurs near the
GDI Research Lab at the northeast
corner of the city. Capture the structure
with your Saboteur to complete the
second primary objective, then move
your Carryalls directly west along the
northern edge of the battlefield.

Nod Campaign

ﬂ;“\ﬁ:m Drop your last two Saboteurs off near

[. the two Tiberium Spikes at the northwest
| corner of the region. Quickly capture

both structures to gain a steady trickle of
resources and complete the first bonus
objective. There are some Scrin Disin-
tegrators near the Tiberium Spikes, so
deploying your Saboteurs right next to
the Disintegrators can send them in to

capture the Spikes without delay.

You should have a respectable force
of Stealth and Flame Tanks by nouwJ.
Assuming you have 15 or more of each,
roll these units west toward the Scrin
base, which is heavily defended with
capital warships, Annihilator Tripods, and
loads of defense turrets. Use the Flame
Tanks to obliterate Scrin structures while
your Stealth Tanks fire on their vehicles
and aircraft. Planetary Assault Carriers
are primary targets for your Stealth
Tanks, followed by Devastator Warships.

- = o r
Al
| _' i ‘ v
= ’
= Ml "

Even an assault force of this magnitude
won't last long against the well-fortified
L Scrin base, which features several fear-
some Storm Columns. As you conduct
your assault, start assembling another
raiding party back at base, this time
including Avatar UWarmechs and more
Stealth Tanks. Keep sending units to
support your forces as needed, lading
heavy pressure on the Scrin encampment.
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During your assault, Scrin warships
blast a large hole in the seemingly
impenetrable walls of Sydney. Rjay
contacts you immediately afterward
and informs you of 8 new bonus objec-
tive: destroy a GDI lon Cannon Control
Center, located deep within the city.

As the battlefield is quite chaotic, it's
best to send airborne Shadow Teams to
assault the lon Cannon Control Center. It
takes multiple attempts for these units to
destroy the structure with their explosive
charges, so work at it while you go about decimating Scrin's base. You could also
transport a8 Commando via Carryall if you wish.

Downtown Sydney

Working together with GDI, you
shouldn’t have much trouble defeating
the Scrin. Just keep building and
moving small teams of suitable assault
units into their base and steadily wear
down their defenses. The Scrin will be
on the defensive after suffering heavy
losses at the hands of your initial
attack force; don't let these wretched
aliens catch their breath.

ATION ORDER FOR CIVILIAMS. Y0OU MUST COORDIMATE WITH GDI TO CARRY OUT THEIR EX0DUS. DEFEND
AGAINST THE ALIEN ASSALULT AND PROTECT THE 0¥ CONUDYS MOUING THE CITH'S RESIDENTS TO SAFETY, WHILE
AT THE SAME TIME TAKING STERS TO ENSURE HOUR OLIN SURUIVAL WITH A LARGE-SCALE TIBERIUM HARVEST.

[ Primary Objectives | [ Bonus Objectives]

1. Help GDI hold out against the aliens
for ten minutes

2. Destroy GDI

1. Help GDI protect the lon Cannon Control
2. Mine 25,000 Tiberium
3. Use a nuke against GDI

[ Areas of Interest |

N
1. Nod base
2. GDI base/lon Cannon Control Center
3. Tiberium Spike
4. Scrin base

[ Acquirable Intel ]

N~

e  KANE LIVES!
e The alliance Is Off

The sacrilege must continue: your orders

are to help the GDI scum defend them-

selves yet again from an overpowering

Scrin onslaught while they evacuate

the citizens of Sydney. You have a large

contingent of forces at your disposal from

the start; order all of these units to move
. west through a nearby Tiberium Field

and then north, taking up position near

the GDI base’s foremost UWar Factory.

primagames.com

Set your forces to Aggressive Stance
(At}+A), then leave them to their
unholy fate.

While your forces are in transit,
construct a Refinery and place it at the
west side of your outpost so you may
begin harvesting resources from the
large Tiberium Field nearby. Queue up
three Harvesters from your War Facto-
ries, then build a total of 10 Stealth
Tanks. UWhen the tanks are ready, send
them to reinforce the GDI base, just as
you did with your initial forces.
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Now you simply need to hang tight
and wait for GDI to evacuate the city
and charge up their lon Cannon super-
weapon. Don't build or train any units
or structures in the meantime; allow
your Harvesters to fill your coffers with
25,000 Tiberium and you’'ll complete
the second bonus objective.

” nowntnwns-mlneu EHEH

A shocking twist occurs shortly after
GDI hammers the Scrin base with their
lon Cannon: Kane sends a transmission,
ordering you to obliterate the GDI base.
Kane lives! Prove your loyalty to him by
launching a nuclear missile at GDI. Their
lon Cannon Control Center makes for a
perfect target; decimate it with a nuke to
complete the third bonus objective.

Once the lon Cannon is ready, GDI
wields it against the Scrin base to the
north, with frightening results. Natu-
rally, the lon Cannon Control Center
must survive in order for this devas-
tating attack to occur; do your best to

defend it and you'll help GDI deal the You've dealt GDI a terrible blow, and it's
Scrin a mighty blow, completing the now clear to them that the alliance is over.
first bonus objective in the process. Start amassing a strike force to storm the

GDI encampment. Assemble teams of 10
Flame Tanks and 10 Stealth Tanks, sending
these vehicles west to annihilate their
base. Keep building more and more Flame
and Stealth Tanks to replace any that fall,
flooding GDI's base with the superior forces | |
of Nod. '
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In this mission, it takes only
three minutes for your Temple
of Nod to ready another nuclear
missile. With your forces
pounding GDI's base from the
south and Scrin forces tearing
into it from the north, GDI's -
end is surely close at hand. A bit of cleanup work is all that

The Scrin base to the north is remains. Keep sending tanks against

a greater threat, so use your GDI's base until there’'s nothing left.
nuke against it to cripple both This completes your second primary
your foes. objective, setting to rights Kilian's recent

deeds of treachery and sacrilege. Kane
is alive and well, and the alliance with
GDI is over. Rest easy, Commander;
today is a day for celebration.

FACILITY OH AYERS ROCK. KILL AMYONE WHO GETS IN HOUR WAY BUT LEAUE KILIAN ALIVE TO FACE KANE. -
MOTE THAT GOI IS DEPLOYING A FORWARD BASE TO THE EAST AND THEY ARE NONE TOO HAPPY ABOUT LHAT
HARPENED IM SHOHEY. EXPECT A LARGE GDI ASSAULT SHORTLY AFTER THE BATTLE FOR AYERS ROCK GOES DOWH Fo
AS GOI MOUES IM FOR THE KILL. =

[ riniary Objectives] [ Areas of Interest ]
N
1. Capture Kilian’s southern base — .
2. capture or destroy Temple of Nod 1. Avatar/Saboteur insertion
3. Prevent GDI fram using the lon '_"_J'"t
Cannon 2. Kilian’s southern hase
4. Eliminate the GDI hase 3. Kilian’s main base and Temple
of Nod
4. Mutant Hovel
oo 5. Blue Tiberium Field and
[ Bonus Objectives | Tiberium Spilies
N~ 6. Tiberium Silos .
1. Capture three Tiberium Silos 7. GDI lon Cannon Control Center The time to put an end to Kilian's
must establish a foothold in this region;
i Kilian's southern outpost should serve
[HE[I""E“]IE ||“E|] you quite well. Send your Avatar and
N—0 quartet of Saboteurs west, heading for
e Mutant Exodus the southwest corner of the battlefield.
Keep them as far away from Kilian's

southern outpost as possible—you
don’t want to draw too much fire from
the Laser Turrets along its south wall.

primagames.com
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Once your Saboteurs have reached
the southwest corner of the battlefield,
send them north and then back east,
looping around the Tiberium Field and
slipping into Kilian's southern outpost
from its western entrance. Order your
Saboteurs to capture the outpost’'s
Operations Center, and once it's in your
control, have them capture the nearby
Construction Yard. This places total
control of Kilian's southern outpost and
all of its forces in your hands, and also
completes the mission’s first primary
objective.

@ution. TIRL

Harvesters sent by Kilian and a
remote GDI encampment to the east
will attempt to steal your outpost’s
resources. Station your Avatar near
your Tiberium Field and set it to
Aggressive Stance so that it destroys
these thieves hefore they can make
off with your goods.

Kilian will be quick to respond to your
incursion, so waste no time in queuing
up three Stealth Tanks at each of your
newfound War Factories. Immediately
begin construction on an Air Tower
as well. Once your Air Tower is in
place, fill its hangars with four Vertigo
Bombers.

Nod Campaign

The moment you have two Vertigos,
group them up and send them north to
destroy one of Kilian's two Air Towers,
both of which stand to the west of her
Temple of Nod. If you don't destroy these
towers quickly, Kilian will turn the tables
and send Vertigos to assault your struc-
tures—and you don't want that. Position
your Stealth Tanks near your Air Tower
and set them to Aggressive Stance;
this causes them to fire on any hostile
Venoms that chase your fragile Vertigos
back to base.

You're out of immediate danger once

both of Kilian's Rir Towers are destroyed;
her only option now is to assault your
base directly with ground forces. Fortify
your outpost by setting two Obelisks of
Light to defend its east entrance, then
begin construction on a8 Temple of Nod.
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once your Tiberium Field runs dry, your Harvesters will move to collect
resources from the blue Tiberium Field in the center of the hattlefield. Build
another two Harvesters to speed up the collection process, and don’t worry too
much about them; Nod Harvesters are stealthed, so they’re tough to detect even
when venturing into open ground.

ol i Mewd DapaMaaol ia'aDicallina

Once your Temple of Nod is in place, it
" only takes four and a half minutes for it
to ready a nuke. During this time, send
your Vertigos to bombard Kilian's Temple
of Nod. They'll draw fire from the many

: SHM Turrets that defend her headquar-

\" ters, but they’ll be too fast to destroy.

Avoid using nukes to destroy Kilian’s Temple of Nod—the resulting blast might
destroy her headquarters, causing you to fail the mission!

Kilian will eventually send large ground
forces to assault your base’s east side.
' Your twin Obelisks and array of vehicles
will make short work of them. Use Repair
Mode to keep your Obelisks up and
running, and move any injured vehicles
to your nearest War Factory for repairs. If
.~ Kilian sends Avatars against you, be sure
to train Saboteurs to capture their fallen
husks.

You complete the second primary objec-
tive once your Vertigos obliterate Kilian's
Temple of Nod. This also gives you control
over Kilian's primary base and all of its
resources. Kilian had an incredibly vast
army stationed about her base; send all
of these units to assault the main GDI
encampment at the northeast corner of
the battlefield, along with all of the forces
you've mustered at your southern outpost.
You've got a ton of resources and several
War Factories now, so queue up a variety -
of replacement units to send as backup should the need arise.
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While your forces are en route to the
northeast GDI base, launch your nuke
at the GDI lon Cannon Control Center,
located in the small valley at the south-
east corner of the region. Cripple GDI's
superweapon threat with one of your
very own nukes, and then move in for
the kill to complete the third primary
objective.

Now simply flood the GDI base with
your overwhelming force of vehicles
and infantry. Use your Vertigos to
strike down key targets such as Sonic
Emitters as well. Keep steamrolling
into the base until there’s nothing left
to destroy. This completes the final
primary objective—Kilian's fate now
rests in Kane's hands.
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Northern Italy .
.!\ EAME FORESAL THE ARRIVAL OF THE UISITORS AHD KHEW A GEEAT WEAPON WOULD BE HEEDED TO HELF
@' CHAMMEL THE INUASION IM A PRODUCTIVE DIRECTION. KANE ORDERED A RESEARCH FACILITY AT THIS
MORTHEREH ITALIAM LOCATION TO PRODUCE THE CATALYST MISSILE. THE WEARPON IS READY TO USE,
HOWEUER, THE VISITORS ARE BEHAUIMG CAPRICIOUSLY AND ARE BEGIMHING AN ATTACK OH THE FACILITH.
STOP THE UISITORS FROM DESTROYING THE MISSILE SILO AND THEM REPAIR THE FACILITH. AT THAT FOINT Y0OU°LL
B BE ABLE TO TURN THE TIDE OF BATTLE WITH THE HEW WEAPOH.

He o Hal

[ Primary Objectives ] [ Bonus Objectives] [Acquiranle ntel ]
1. Capture the Catalyst Launch Facility @ 5
.Ca e the Catalyst La a 1. Capture the Reinforcement Bay i
2. Repair the Catalyst Launch Facility to 2. Destroy all three Gravity Stabilizers k. i T
full health without using the Catalyst mMissile
3. Destroy three alien Gravity Stabilizers

[ Areas of Interest |

1. Nod base 4. Scrin Gravity Stabilizers
2. Catalyst Launch Facility 5. Blue Tiberium Fields
3. Reinforcement Bay 6. Tiberium Spike

Kane's new weapon must be protected
at all costs. You have a small outpost
and fledgling armor division to work
with from the start, which simply
won’t do. Build a War Factory to set
at the north end of your base, and
train two Saboteurs from your Hand

of Nod. The moment your Saboteurs
are ready, send them north across

a bridge, along with your vehicles.
Place your War Factory while they're
in transit and build two Harvesters,
then queue up 10 Raider Buggies; their
anti-infantru/aircraft fire will come in
handy. Begin construction on a Tech
Lab afterward.

Northern Raly  {{3fEEREiRESERCEERTINEREINARNITEIMERERERANENERED
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| After your units cross the north bridge,
move them east toward an abandoned
Nod base, where Kane's Catalyst Launch
Facility is located. The facility is in a
grave state of disrepair; quickly send a
Saboteur to capture it, completing the
first primary objective. Then use Repair
Mode to begin mending the structure
back to full health. Also, the moment
your Tech Lab is in place, start building
Stealth Tanks from your War Factory

' instead of Raider Buggies. Research the

Laser Capacitors upgrade to enhance your existing Raider Buggies’ attack power,

and upgrade each of your base’s Power Plants to increase their power output.

You can instantly repair the Catalyst launch
fFacility up to full health by capturing it with
a second Saboteur, but doing so causes the
battlefield to espand, and the Scrin to initiate
a full-scale assault. It’s better to use Repair
Mode to slowly fix the structure; this gives
you more time to build up your forces and
fortify your southern base.

o i Ma i Lavilaaol i aBioaliia

Scrin Stormriders will assault
your units as they move
toward the abandoned base.
Use your Raider Buggies and
other vehicles to ward them
away from your Saboteurs.

If your Saboteurs are killed,
quickly train more.

RAfter capturing the Catalyst Launch
Facility, send your other Saboteur to
capture the nearby Reinforcement Bay to
the south. This completes the first bonus
objective and supplies you with four
Stealth Tanks. Put these units to use in
defending the abandoned base along with
your Raider Buggies. While defending
the base, fortify your southern outpost’'s
northern perimeter with a Shredder and
SAM Turret; they'll come in handy soon. If
you have resources to spare, also builda
second War Factory so you can deploy Stealth Tanks twice as fast.

@e‘lution. TIRL

Scrin Shock Troopers periodically attack the abandoned base from the north.
Station a number of Raider Buggies there to dispatch each wave.

primagames.com

You complete the second primary
objective once the Catalyst Launch
Facility is fully repaired. The battle-
field then expands to reveal a massive
Scrin base to the northwest, along with
smaller Scrin outposts to the north and
southwest. You're obviously outnum-
bered here, but have faith, Commander:
you now have access to Kane's potent
new weapon, the Catalyst Missile. It
costs nothing for you to employ this
devastating attack against the Scrin,
and it only takes about 30 seconds
for the Catalyst Launch Facility to
ready subsequent missiles. Go ahead
and test Kane's new toy against the
Scrin’s southwestern outpost, which
is too close to your southern base for
comfort.

@0t8| T LRI

If you wish to complete this
mission’s second bonus objective,
you cannot use the Catalyst Missile
against the Scrin. This makes the
mission far more difficult. If you're
dead-set on meeting this objective,
build a Temple of Nod so you can use

nukes against the Scrin instead. Also,
work at establishing an outpost near

the region’s southeast Tiberium Field

so you can fund the cost of amassing
a large army.

w i M Law i Midal ianBoodBivnll
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The Catalyst Missile devastates the
southwest Scrin outpost, obliterating
most of its defenses and crippling its
Gravity Stabilizer. Send some units
from your southern base to finish off
the outpost—or simply wait a few
seconds and use another Catalyst
Missile to level the place in style.

The Scrin are guick to respond
with a full-scale assault on your
southern outpost. Keep producing
Stealth Tanks and Raider Buggies,
and continue to fortify your base with
additional defenses as you see fit.
Each time your Catalyst Missile is
ready to use, launch it at the Scrin
to score a devastating blow. Anni-
hilate their northern and northwest
Gravity Stabilizers to complete your
third primary objective and ensure the
survival of Kane's awesome Catalyst
Missile technology.

i B THE UISITORS. WHEH THEY ARE FINISHED, THESE HUGE STRUC-

TURES WILL BECOME INTERSTELLAR GATELAYS, OPENING UP A PATH

TO THE STARS FOR THE BROTHERHOOD. THE KEY THAT UNLOCKS OUR

E DESTINY TAKES THE FORM OF A CODE EMBEDDED IN A CRYSTAL LATTICE,

B SOMEWHAT LIKE THE TACITUS. JOUR MISSION IS TO STORM AN ALIEN RELAY
MODE STRUCTURE IN ITALY TO ACQUIRE ONE OF THESE KEYS. LIHAT LITTLE

I INFORMATION OUR SEMSORS CAN GIVE US INDICATES THERE IS AN

]
0
g
]

ABAMDOOMNED COMSTRUCTION FACILITH INM THE AREA. LIE CAN'T DROP
IH AHY HEALY EQUIPMENT, S0 USE THE COMSTRUCTION SITEAS A
BASE OF OPERATIONS TO BUILD UP AN ATTACK FORCE. ULTIMATELY
HOuU HEeD TO GET A SABOTEUR IMTO THAT RELAY NODE AMD HE'LL
N 00 THE REST. EXFPECT HEAUY RESISTAMNCE.

[ Primary Objectives | [ Bonus Objectives]
N S
1. Retrieve the Mmaplkey from the alien 1. Destroy the Gravity Stabilizers on the
Relay Node north ridge

2. Destroy the Stasis Chamber
3. capture three alien Tiberium Extractors

[ Areas of Interest |

SN
1. Nod insertion point

[ Acquirable ntel |

2. Southwest Tiberium Ffield . Thek \—hJ - part |
3. Scrin Extractors/outposts . The B F-uture. F;‘:'n
4. Scrin Gravity Stabilizers The Towers Begin to fa /

5. Scrin Stasis Chamber
6. Scrin Relay Node

Kane'’s vision of the future must
be realized, Commander. It is your
great honor to assist in obtaining
the Mapkey from the Scrin Relay ?1
Node; this will pave the way for the
Brotherhood'’s glorious ascension

to the stars. You'll need to greatly
expand your initial outpost in order

to breach the Scrin’s defenses here
in ltaly, however; begin by building a
Power Plant, followed by a Refinery
and Shredder Turret. Then construct a
Hand of Nod so you can train a Sabo-
teur to capture the Tiberium Spike that stanl:ls right near your outpost.
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Build another Power Plant and a Laser

Turret next, then construct a War Factory. {

Roll two additional Harvesters out from
your War Factory, followed by four
Raider Buggies and four Scorpion Tanks.
Continue to climb the tech tree as these
vehicles are produced, quickly building
a Tech Lab to unlock advanced units
and structures. Once your Tech Lab is in
place, immediately upgrade your Power

Plants to enhance their energy production

and begin research on the Laser Capaci-
tors upgrade for your vehicles.

Build an MCV once your Raider Buggies
and Scorpions have been assembled,
then gqueue up ten Stealth Tanks. Send
the MCV west to unpack near the region’'s
southwest Tiberium Field, establishing
an auxiliary base. While the MCV is in
transit, set your War Factory's rally point
near the southwest Tiberium Field so
each Stealth Tank you build automatically
moves there to defend the site.

primagames.com

Once your MCV has unpacked into a
Construction Yard, build a War Factory,
followed by a Refinery. Assemble two
Harvesters from your new War Factory
to speed up resource collection, then
fortify your new outpost with two
Obelisks of Light. Finally, build a Hand
of Nod.

After assembling the Harvesters,
queue up more Stealth Tanks from your
new outpost’s War Factory. Cancel any
Stealth Tanks still in production at your
initial base’s UWar Factory and instead
create additional Raider Buggies and
Scorpion Tanks, adjusting that War
Factory’s rally point so the vehicles
remain near your main base. Also build
an Obelisk of Light to set down near
your initial base, further enhancing its
defensive capabilities.

Once all of your base defenses are in
place and you've amassed some good-
size assault groups, move all of your
Raider Buggies and Scorpion Tanks
north to assault the Scrin outpost that
lies directly north of your main base.
Simultaneously send all of the Stealth
Tanks into position near your auxiliary
outpost north, to assault the Scrin base
that lies there as well. Make sure you
have at least ten of each of these vehi-
cles before you initiate your attacks.
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The Scrin forces at these outposts
are a fair match for your assault teams,
so keep producing Stealth Tanks,
Raider Buggies, and Scorpions to rein-
force your troops. Pull your forces back
to base if the going gets really rough;
otherwise, just keep up the pressure
until you've secured both areas. At that
point, train Saboteurs at both of your
Hands of Nod, sending these units to
capture the Scrin Extractors you've

just secured. This provides you with

@ massive boost in resources, along
with a bit of Ground Control; place a
War Factory next to each Extractor so
your vehicles can receive repairs, then
queue up more reinforcements at these
new facilities. RAlso build and place a
few Obelisks of Light for stalwart base
defenses.

With all of the resources you've just
gained, you can easily afford a Temple
of Nod. Begin construction on one

as you work at fortifying both of your
new forward outposts with additional
units and Obelisks of Light. Place your
Temple of Nod back at your main base
once it's ready, and continue to roll
Stealth Tanks, Scorpions, and Raider
Buggies out from each of your War
Factories.

_ Nod Campaign )

- e

Once you've built up respectable
armies, send your western forces north
to secure another Extractor site, while
simultaneously moving your eastern
vehicles north and then west, crashing
into Scrin's central outpost, where yet
another Extractor is located. Again, send
a few Saboteurs to capture these Exirac-
tors as soon as it's safe to do so, then
place War Factories and Obelisks of Light
to help defend these outposts. Capturing
your third Scrin Extractor completes the
third bonus objective.

The momentum of the battle is largely
in your favor now. Just keep producing
] vehicles to send against the Scrin to
the north, steadily wearing them down
3s you blaze a trail toward the Scrin
Nerve Center at the northernmost tip of
the battlefield. Make sure to destroy the
Stasis Chamber to the west of the Nerve
Center to complete the second bonus
objective along the way.

(=" '

S “&{" Build a Hand of Nod near the north-

p |r§.ﬁ | east Extractor and train a few Saboteurs
0 o as your forces smash through Scrin's
F .,'- northern encampment. Once you've
GBS secured the area, order your Saboteurs
to capture the Relay Node, obtaining the
Mapkey for Kane and completing your

primary objective.
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"“h GOI IS ADUANCING THROUGH THE ITALIAN RED Z0HE MORE GUICKLY THAN ANTICIPATED AMD WILL SOON THREEATEN
aatg) EVERD UISITOR INSTALLATION IM ITALY. WE HEED TO SLOW THEM DOWH. THE LARGEST DANGER COMES FROM A
LARGE GOI FORCE CURRENTLY ROUTING THE ALIEN FORCES OH THE EAST BANK OF THE TIBER. GIUEN OUR
SMALL NUMBER OF TRUE BELIEVERS, DIRECT ENGAGEMENT IS MOT AN OPTION. IMSTEAD, USE A COMMANDO T LEAD
AN INFILTRATION FORCE COMPRISED OF SHADOWS AND SABOTEURS. SEIZE CONTROL OF BOTH GDI COMSTRUCTION
YARDS, THEM ELIMINATE YOUR MOST HATED EMEMIES WITH THEIR OWM FORCES. THEN CAPTURE BOTH ALIEN DROME
PLATFORMS. OHLY THEN WILL KANE'S PLAN BE ALLOWED TO COME TO FRUITION. DESTROY ANYONE AND ANYTHING
THAT GETS IN HOUR WAY: GOI MOD, OR VISITOR.

N

[ Primary Objectives |

[ Bonus Objectives]

————
1. Capture both GDI Construction Yards

2. Capture or destroy all GDI Barracks,
War Factories, and firfields

3. Capture bhoth alien Drone Platforms

4. Capture or destroy all alien Gravity
Stabilizers, Portals, and Warp

A
1. Build a mammoth Tank
2. Build an annihilator Tripod

Spheres
¥\

primagames.com

[Acquirable Intel |
~ N
e The Towers Sacrosanct
e Shadow Team Report: Gravity Stabilizer

[ Areas of Interest ]

Af

1. Nod base
2. GDI Construction Yards
3. GDI unit production facilities
4. Scrin Drone Platforms
5. Scrin unit production facilities

6. Mutant Hovel
N /

GDI must be allowed to annihilate the
Scrin here in Italy. Your initial outpost
has no structure production capabilities
and also lacks any means of producing
vehicles or aircraft. This won't do.
Select one of your four Saboteurs and
assign it to a group, then do the same
with another. Send the first Saboteur to
infiltrate the GDI base at the southwest
corner of the region, and move the
other to the GDI base at the battlefield’s
northwest corner. Leave your other two
Saboteurs at base.
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The Scrin and GDI are too invelved with
their own conflict to consider your
meager presence in the region a threat.
They won’t attack your forces in any

way until you assault them directly or
capture one of their structures.

Position your first Saboteur right next
to GDI's southwest Construction Yard
and station your other Saboteur close to
their northwest Construction Yard. When
both Saboteurs are in position, order
the first one to capture its Construction
Yard, then guickly do the same with the
second. You must act fast or GDI will
kill your second Saboteur before it can
capture its Construction Yard.
|'fﬂ} :

—

Capturing both GDI Construction
Yards completes the first primary
objective and grants you the ability

Nod Campaign

to build GDI structures. It also causes GDI to view you as a threat from this point
forward. For now, return your attention to your initial Nod encampment, and begin
construction on a GOl Power Plant and two Refineries. Place each Refinery next to
one of the two Tiberium Fields near your Nod base. Build two GDI War Factories
next, setting them at the northern end of your outpost, and queue up two addi-
tional Harvesters at each one. Finally, construct a GDI Command Post, followed

by a Tech Center. Once all of these structures are in place, begin rolling Mammoth
Tanks out of your War Factories. Research the Railgun upgrade at your GDI Tech
Center as well to increase the attack power of these massive tanks.

GDI forces will eventually begin to
assault the Construction Yards you've
stolen from them. Though these struc-

I tures are quite resilient, they won’t hold
out forever. Use Repair Mode to keep
them up and running while you build
Mammoths back at your initial Nod
outpost. Once you've amassed eight
Mammoth Tanks, send them to assault
the southwest GDI base. Obliterate all of
its defenses and structures, but leave the
War Factory there intact.

After crippling the southwest GDI base, —
order your Mammoths to neuter the north- e : i

west GOl base in a similar fashion. Spare
no GDOI structures this time; destroy all

of their Rirfields along with their base
defenses to ensure the survival of the
Construction Yard you captured there.
Afterward, set down a War Factory in
front of the Construction Yard so your
war-torn Mammoths can receive some
much-needed repairs. Beef up your
forces here by assembling additional
Mammoths as well.

While your Mammoths assault the
northwest GDO| base, send out a second
group of four to six tanks from your initial
Nod outpost to defend your southwest
GDI Construction Yard from possible Scrin
incursions. While this second group of
Mammoths is en route, build a GDI APC
from one of your Ular Factories and load
it with @ Saboteur. Then send the APC to
the southwest GDI base, unloading the
Saboteur near the War Factory there and
ordering him to capture the structure. - -
This brings a new bonus objective to light: build a GOl Mammoth Tank. Hey, what
a great ideal Go ahead and queue some up to further fortify your southwest GDI
base, completing the first bonus objective in the process.
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From this point forward, simply focus
on harvesting resources and amassing
absurd numbers of Mammoth Tanks. You
need at least 20 of these behemoths

to storm the Scrin bases to the east,

as they'll be turtling up with a host of
Annihilator Tripods. UWhen you're ready
to go, send Mammoths from all three of ", o
your bases in a massive steamroll attack | &
against the Scrin. Back these tanks up [
with a few Rigs if you like, to keep them
in good repair as they smash through
Scrin’s defenses.

Crush every Scrin unit and structure, sparing only their two Drone Platforms and
one of their northeast Warp Spheres. After crippling the Scrin, send Saboteurs to
capture the Warp Sphere, along with one of their Drone Platforms. Capturing the
Warp Sphere calls attention to a new bonus objective: assemble a Scrin Annihi-

Hane’s Tower

lator Tripod. You've got to climb Scrin's
tech tree a bit in order to reach these
heavy walkers; start building Scrin
structures until you're able to do so.
Capture the other Drone Platform after-
ward to complete your final primary
objective, bringing the Brotherhood one
step closer to their glorious ascension.

!" HOUR MAIM OBJECTIVE HERE IS TO PROTECT THE FINAL ALIEN TOWER BY ANNIHILATING THE GOI FORCES THAT ARE

N

oo:0u

L ASSAULTING IT. IT WON'T BE EASY. GOI HAS HAD PLENTH OF EXPERIENMCE KHOCKING THESE THINGS DOWHN
AMD IS ATTACKING THE ALIEN BASE SURROUNDING THE FINAL TOWER WITH RELENTLESS DETERMINATION.

THEM. GOI IS ALSO EMPLOYING JUGGERNHAUTS TO BOMBARD THE BASE. USE HOUR COMMANDO TO SHIPE THEIR
CRELS, THEN USE A SABOTEUR TO TAKE THEM OUER. THERE IS ALS0 A SMALL AIRBASE TO THE NORTH—BEST TO

N DESTROY IT.

[ Primary Objectives |

1. Defend the alien Phase Generators
2. Destroy the GDI bases

[ Acquirable Intel ]

[ Bonus Objectives]

\—
1. capture three GDI Juggernauts

2. Destroy the GDI lon Cannon Control
Centers

[ Areas of Interest ]

SN
L- The Key to the Future: Part Il

\—
1. Nod base

2. Scrin Tower/Phase Generators
3. GDI Juggernauts

4. GDI bases

This is it, Commander: the time has
come for you to finally see Kane's
glorious vision realized. GDI must not be
allowed to destroy the Phase Generators
protecting the Scrin Tower. You'll need to
amass a heavy air presence to win the
day here; begin by building a Refinery
and setting it to the north of your War
Factory. Then queue up three additional
Harvesters at your War Factory, followed
by six Scorpion Tanks. Set a rally point

primagames.com

for your Scorpions near your base’s
east Refinery; GDI assault groups wiill
soon strike from that direction.

As you go about the aforementioned
tasks, simultaneously fortify the east
side of your base with a Laser and
Shredder Turret to combat inbound GDI
infantry and vehicles. Also make sure
the majority of your Harvesters are
gathering resources from the northern
Tiberium Field, which is far more
secure.
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As soon as you're able, construct a
Tech Lab so you can gain access to
advanced units and upgrades. RAfter
placing your Tech Lab, construct an Rir
Tower and fill its hangars with Vertigo
Bombers. Then upgrade your Power
Plants with Ligquid Tiberium Cores to
increase their power output. Finally,
build two Obelisks of Light to further
fortify the east side of your base,
which by this point will be under heavy
assault from GDI infantry and vehicles.

v v = I

Once you've built four Vertigos and
are able to defend your base without
much trouble, send your quartet of
bombers northeast to assault the four
GDI Juggernauts that are firing on
the Scrin Phase Generators from the
battlefield’s central plateau. Ignore the
Juggernauts for now and instead order
your Vertigos to strike at one of the
two AR Batteries on the hill—it takes
a full payload of four bombs to destroy
each one. As your Vertigos assault the
AR Batteries, queue up six Venoms at
your Air Tower and begin researching
the Laser Capacitors upgrade at your
Tech Lab. Also, begin construction on a
Temple of Nod.

Nod Campaign

HHIN
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Once both AR Batteries have been
destroyed, send your Venoms to assault
the Zone Troopers and Juggernauts on
the central plateau. Have your Vertigos
support your Venoms as needed, and
simultaneously train four Saboteurs from
your Hand of Nod. Once your aircraft have
secured the plateau, order Carryall trans-
. ports for your Saboteurs, then send them
to capture the Juggernauts to gain some
i serious firepower and complete the first

' bonus objective.

TR =1 |

“r

Once your Temple of Nod is in place ‘
and charging up a nuke, build a second §
Rir Tower and train another four Vertigo
Bombers. If you have any resources to
spare, devote them to building Venoms.
Send your Venoms to defend your
Juggernauts on the plateau against
possible GDI assault groups, and also
use them to assault GDI infantry and
vehicles that move against Scrin’s base.
Put your captured Juggernauts to use y
by firing on remote GDI targets about the ) —
battlefield, such as the Rirfield to the north and any Mammoth Tanks that move
against Scrin’s base.
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The moment your nuke is ready, launch

it at GDI's southeast base. Strike at the
heart of this outpost to completely deci-

mate it with one lethal attack. This stems

the flow of GDI assault groups against
your base; your only worry now lies in
keeping GDI assault teams away from
those Phase Generators.

GDI will eventually construct an
lon Cannon Control Center and begin
charging their lon Cannon superweapon.
Don't waste a nuke on this facility; use
your Vertigos and Juggernauts to oblit-
erate it instead. Destroying this facility
completes the second bonus objective.

primagames.com

Send your Vertigos on regular
bombing runs against GDI's northeast
base as you ready another nuke. Strike
at their War Factories and Barracks.
Continue to produce Venoms, using
them and your Juggernauts to thwart
the attempts of GDI's assault groups at
breaching Scrin’s defenses. Don’t move
your Venoms too close to Scrin’s base,
though; they aren't exactly on your
team, and they’ll fire on your aircraft if
given the chance.

Keep up the pressure on GDI's north-
east base with your Vertigos until
you gain access to another nuke.
The moment you do, Iaunch it against
GDI's base to completely decimate
it. If any key structures happen to
survive the nuclear blast, simply use
your Vertigos to obliterate them. Anni-
hilating GDI's final base completes
your two primary objectives. Fantastic
work, Commander; you've ensured the
survival of the Scrin tower, and with it,
the glorious ascension of the Brother-
hood of Nod.
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Scrin Campaign
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You must complete all GDI and Nod

campaign missions in order to unlock fmlg

the Scrin campaign
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e .1:" I"DI"ULHTII'IH U:HTFP O THE I‘C:LF\HD HEAR U:IHTIHEHT THFFt THIS ﬁTTﬁCF UILL FPDEEtD I
COMCERT WITH OTHER ASSAULTS OM ALL SIGHIFICANT POPULATION CENTERS. THE INTENT IS TO
f DISTRACT THE INDIGEMOUS POPULATION FROM IMITIAL THRESHOLD COMSTRUCTION AMD INTIMIDATE

-
: THEM TO THE POINT WHERE THEY WILL MOT THREATEM OMGOINMG CONSTRUCTION EFFORTS. ASSESS .
DEFEMSIVE AND OFFENSIVE CAPABILITIES. ELIMINATE ALL LIFE FORMS YOU COME ACROSS. -4

)

[ Primary Objectives ] [ Bonus Objectives ] [Acquirable Intel |

1. Destroy 15 civilian buildings in the city 1. Destroy Parliament and Big Ben e All Units Functional
2. Destroy the GDI presence 2. Destroy Buckingham Palace [ u“eupected nBUElUmeﬂtS

3. Construct Growth Accelerators at ® A Campaign of Distraction
each of the Ichor Fields

[ Areas of Interest ]

ﬂ_#
1. Scrin insertion point
2. Ichor [Tiberium) Fields
3. GDI infantry base
4. GDI armor [vehicle) base
5. House of Parliament and Big Ben
\E. Buckingham Palace

There seem to be no defensive forces
for you to assess in this zone. Perhaps
destroying some of the surrounding
structures will convince the indigenous
population to send a force for you

to combat. Order your initial deploy-
ment of Seekers and Disintegrators to
destroy 15 nearby civilian structures,
along with anything that gets in your
way. Doing so completes the first
primary objective and should provoke a
militant response.
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The Scrin refer to Tiberium as Ichor.

Unit cost: 300
Time to train: 3 sec

Disintegrators are Scrin’s basic
anti-vehicle/structure infantry.
They're largely ineffective against
other infantry, but Disintegrators
are guite valuable when it comes
to overrunning enemy bases forti-
fied with armored units. Vehicles
not intended to combat hostile
infantry have very few options
against Disintegrators, as even
rolling over them to crush these
creatures inflicts severe damage
to the vehicle when the Disintegra-
tors explode. Disintegrators have
a limited attack range, and unlike
most other infantry units, they're
unable to garrison buildings; these
two drawbacks often spell their
demise when pitted against other
basic infantry units, such as GDI
Riflemen and Nod Militant Squads.

Well done, Foreman; the battlefield

expands and the indigenous population
quickly responds with aggressive forces.

These GDI worms start establishing

two outposts: one to the northeast and

another to the southeast. You must

S

[

Unit cost: 800
Time to bhuild: 8 sec

Seekers are light anti-vehicle/
aircraft units who often form the
backbone of Scrin assault forces.
Though lightly armored, their
impressive speed and natural
ability to detect stealth make
them perfect scouts. Seekers

are extremely dangerous in large
packs, and they can combine with
Scrin Buzzers for improved defense
and anti-infantry capabilities.

annihilate both encampments. Fortunately, you're given a Drone Ship to help you
set up a base of your own, along with four Gun Walkers to help you combat GOI
infantry. Move the Drone Ship to the nearby Ichor Field, then unpack it to form

a Drone Platform and enable structure production. While the Drone Ship is in
transit, order your Seekers to fire on the southwesternmost nodes of the forcefield
surrounding the Ichor Field so your Harvesters may access it.
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Unit cost: 700
Time to bhuild: 7 sec

Gun Walkers are similar to
Seekers, except they move a bit
slower due to their heavier brand
of armor. They're also designed
to shred through enemy infantry
and aircraft rather than vehicles.
Though these freakish-looking
units walk about on six spindly
legs, they are in fact vehicles. A
Gun Walker's defensive and anti-
infantry capabilities can be signifi-
cantly enhanced by combining
them with Scrin Buzzers.

Once your Drone Platform is in place,
begin construction on an Extractor,
followed by a Reactor. Then begin
fortifying your base against GDI
infantry raiders by creating Buzzer
Hives, setting them near your Ichor
Field. Build two Warp Spheres next
S0 you may begin amassing legions
of Seekers and Gun Walkers. After
placing your first Warp Sphere, queue
up three Harvesters to increase your
Ichor inflow, then start producing the
aforementioned combat vehicles.

@Iﬂ&l =

Though Scrin structures have some
very unusual names, the aliens’ tech
tree is guite similar to that of Nod

and GDI.

a i e lawiMadalinaliviliag
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Unit cost: 200
Time to train: 2 sec

These swarms of small, razor-
like insects may not be the most
intelligent life forms in Scrin’s
military, but their effectiveness
against hostile infantry cannot

be denied. Though Buzzers must
move into contact with enemy
soldiers in order to shred them,
they're extremely fast and can
close the distance with frightening
speed. Buzzers are also able to
instantly clear buildings garrisoned

by enemy troops, making them
extremely useful in urban warfare.
They can also be combined with
many Scrin vehicles, increasing
the vehicle's defense and anti-
infantry prowess.

UWhen you have 10 Seekers and
10 Gun Walkers to spare, send them
north, along with an Explorer, to estab-
lish an outpost near the northern Ichor
Field. Set down a Refinery near the
Ichor Field as soon as your Explorer
unpacks into an Outpost structure, then
place a Warp Sphere near the bridge to
the east so your vehicles can receive
repairs as they ward off GDI assault
groups.

Scrin Campaign

- S

{ scrin Stormrider /4 |

Unit cost: 1,500
Time to build: 15 sec

Stormriders are the backbone of
Scrin’s incredibly powerful air force.
Each Gravity Stabilizer can hold up
to four Stormriders, which can be
ordered to dock at these structures
to receive repairs. These craft are
fast and surprisingly sturdy, and
they're armed with potent lasers
that can quickly melt down enemy
aircraft and vehicles. Unlike every
other aircraft unit capable of docking
for repairs, Stormriders never run
out of ammunition or need to reload
their weaponry. They also receive a
significant armor bonus when posi-
tioned amid lon Storms generated
from Scrin Storm Columns and Plan-
etary Assault Carriers.

Continue building Gun Walkers
and Seekers from your three Warp
Spheres to amass large armies of
both units. Seekers are better at
destroying structures, so build two
of them for every Gun Walker. Also
construct a Nerve Center followed by
a Gravity Stabilizer so you can begin
building Stormrider aircraft. Fill the
Gravity Stabilizer's landing pods with
four Stormriders to construct a formi-
dable air presence.

UWhen you're ready, send 5 to 10 Gun
Walkers and 15 to 20 Seekers from each of
your bases to assault both GDI outposts.
Continue building reinforcement units as
you send these forces into the fray. While
conducting these battles, send your Storm-
riders to assault the House of Parliament/Big
Ben structure that stands between your two
bases. It'll take a while for them to destroy
the structure, but doing so completes the
first bonus objective.

iﬁi’m IWIn i

Set your forces to Aggressive Stance
((At}+HA) and keep assailing both GDI
outposts until nothing remains of them. Oblit-
erate their Construction Yards to complete
your second primary objective and capture
the city of London in the name of Scrin.

Not bad for your first operation on this little
planet, Foreman.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



PRIMA Official Game Guide

THESE SHIPS WERE CARRYING DATA MODES THAT ARE CRITICAL TO THREESHOLD CONSTRUCTION ACTIVITIES.
THE HODES ARE HOW STRANDED IN EHEMY TERRITORY. HEAUY LOCAL ACTIUITY IS REPORTED HEAR THE SCOUT
SHIPS AND THIS ACTIVITY IS DISTRIBUTED OUER A WIDE AREA—BUT ENERGY FOR THEIR FORCES SEEMS TO BE

FOR REINFORCEMENTS.

COMIMG FROM A LOCALIZED SOURCE. ELIMIMATE THIS SOURCE AND HOWLL SECURE THE AREA AMD CLEAR THE WAY ﬁﬂ

[ Primary Objectives |

[ Bonus Objectives]

N

1. Plant the mastermind’s manipulator
device on the GDI Barracks and
train an Engineer

2. Use the GDI Engineer to shut down
the Defense Grid for the city

3. Destroy the GDI base

1. Kkeep your Mastermind alive
throughout the entire mission
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[Acquirable Intel |
- ;/
e Beyond Blunt force

e Retaliation by Hostile Indigenous
Population

[ Areas of Interest |

ﬂf
. Mastermind insertion point
. Devourer Tank insertion point
. GDI Barracks
. GDI Defensive Grid Station
. GDI base
. Scrin reinforcements insertion point

(=T B L I

You'll learn to respect the power and
versatility of Scrin’'s Mastermind in
this mission, Foreman. Masterminds
are precious units, so do your best to
keep this one alive. Begin by selecting
the Mastermind, then wait for a GDI
Grenadier Squad to come its way.
Quickly right-click on the Grenadier
Squad to order the Mastermind to
dominate their minds and take control
over the unit. This allows you to issue
commands to the Grenadier Squad as
if it were your own.
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You also have the use of two Scrin
Devourer Tanks, who’ve crash-landed
at the northwest section of the city.
Your mastermind can use its Teleport

ability to bring the Devourers close,
but leave them be for now. They’ll
come in handy later on.

w i Mew Daw i Midalinnlocdliia

Unit cost: 1,500
Time to train: 15 sec

Masterminds are Scrin's most elite
infantry units. Unlike GDI and Nod
Commandos, Masterminds aren'’t
designed for frontline combat or
structure-razing; they play more
of a support role in Scrin’s military
instead. For starters, Masterminds
have the uniqgue ability to take
control over enemy infantry and
vehicles. This allows a Master-
mind to turn the most powerful
unit in a8 hostile assault group
against its peers. Masterminds
can also remotely control enemy
structures using their Manipu-
|Iator Device ability; this enables
Scrin Commanders to use hostile
structures as they see fit—to train
new units, for example. Finally,
Masterminds can use their Tele-
port Units ability to quickly warp
Scrin forces about the battlefield.
This allows crafty Commanders

to stage surprise assaults, place
their forces at advantageous posi-
tions during combat, or quickly pull
wounded units out of danger.

There are loads of defenses in
Munich that can quickly kill your
Mastermind if you're not careful. Keep
your Mastermind out of harm’s way
by moving it east along the southern-
most edge of the city, hopscotching
the Mastermind from one garrison-able
building to the next. As you do so,
send your dominated Grenadier Squad
northeast to locate a couple of build-
ings garrisoned by GDOI infantry. Use
your Grenadiers to quickly clear both
buildings, then allow a nearby GDI
Predator Tank to slaughter the Grena-

diers so they no longer pose a threat to

your Mastermind.

Once the Grenadiers are no more,

Scrin Campaign

4 5Crin Devourer Tank ’

Unit cost: 1,400
Time to build: 1U sec

Next to Annihilator Tripods,
Devourer Tanks are Scrin's
heaviest assault vehicles. Their
massive cannons fire long-range
blasts designed to smash through
hostile structures and obliterate
enemy armored units; this makes
the Devourer perfect for base and
outpost assaults. As their name
implies, Devourer Tanks are able to
consume nearby sources of Ichor
with their Conversion Beam ability.
This allows the Devourer to super-
charge its cannon for an even more
devastating attack. As with most
other Scrin vehicles, a Devourer
Tank's defense and anti-infantry
capabilities can be enhanced by
combining them with Buzzers.

have your Mastermind exit its garrisoned
building and then use the Mastermind to
take control over the closest GDI Predator
Tank. Continue moving the Mastermind
east along the southernmost edge of

the city, garrisoning it into buildings for
safety.

Send your dominated Predator Tank
northeast, using it to destroy every
nearby GDOI Watchtower that stands in
your way of reaching the GDI Barracks.
This clears a safe path for your Master-
mind to approach and capture the
structure. Have the Predator collect the
* numerous Healing Crates to keep it in
good repair.
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Other GDI Predator Tanks may move to assault your Predator, or worse, the
building your mastermind has garrisoned. Predators aren’t good at combating
infantry, however, and their attacks won’t do much damage against your master-
mind. Don’t be afraid to have your mastermind esit its building and take control
over a fresh Predator Tank should the need arise—just make sure to keep him
far away from GDI Watchtowers.

Two Watchtowers are stationed right
next to the GDOI Barracks you must
capture. Use the Predator to destroy
them both, then send it rolling toward
3 nearby blue Tiberium Field, which is
guarded by fearsome GDI Sonic Emitters.
Allow the Sonic Emitters to destroy the
Predator, then move your Mastermind out
of hiding and use its Manipulator Device
ability to capture the GDI Barracks.
Immediately move the Mastermind into [
the building to the east of the Barracks e
afterward, then train a GDI Engineer to complete the first primary objective.

§ Scrin Devastator Warship

J¥ i2cm Y

Unit cost: 2,400
Time to build: 24 sec

No base assault is complete
without the aid of Scrin’s Devas-
tator Warships. These massive
aircraft are built to decimate hostile
structures and infantry with their
long-range artillery blasts, which
blanket large areas and inflict
tremendous damage. Though slow,
these huge warships are very well
armored, and their defensive capa-
bilities can be greatly enhanced by
researching the Forcefield Genera-
tors upgrade at Scrin's Technology
Assembler. Furthermore, Devas-
tator Warships gain a significant
armor boost when positioned amid
lon Storms generated by Scrin
Planetary Assault Carriers and
Storm Columns.

G0l won't view one of their Engi-
neers as a threat, so simply send
the Engineer west to capture their
Defense Grid Station to shut down
all of GDI's Sonic Emitters in Munich.
This clears the way for a huge Scrin
force to assault the city—multiple
Scrin Devastator Warships, Planetary
Assault Carriers, and Annihilator
Tripods storm in from the southwest,
backed by fleets of Stormriders and
Seekers.
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Seri Planetary Assault Carrier

Unit cost: 3,000
Time to huild: 30 sec

Planetary Assault Carriers are

the largest vessels in Scrin's air
fleet next to their colossal Mother-
ships. These capital warships are
so massive, they carry a host of
smaller fighters within their hull.
When the need for battle arises,
the Planetary Assault Carrier
sends out its fighters to darken
the skies, raining terror down on
all enemy vehicles and structures
below. Though these fighters are
destroyed when the Planetary
RAssault Carrier is shot down,
doing so is no easy feat; Plan-
etary Assault Carriers are plated
with thick armor, and they can be
outfitted with Forcefield Generators
to further enhance their defensive
capabilities. As if this weren't
enough, Planetary Assault Carriers
are also able to generate localized
lon Storms to galvanize their armor
plating, as well as the armor of all
nearby Scrin aircraft.

R scrin Annihilator Tripod

Unit cost: 3,000
Time to huild: 30 sec

Annihilator Tripods are Scrin's most
powerful ground units by far. Faster
than the walkers employed by Nod
and GDI, Annihilators are also large
enough to crush enemy vehicles
underfoot. Their multiple lasers
qguickly inflict tremendous damage
to enemy vehicles and structures
from range, making Annihilator
Tripods perfect units to employ

for base assaults. Naturally,

these walkers enjoy heavy armor
plating, and they can be further
protected by Forcefield Genera-
tors researched at the Technology
Assembler as well. A shielded
Annihilator is a truly fearsome
sight for the enemies of Scrin to
behold.
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There’s no need for finesse from
this point forward. The GDI base to
the north is your primary target, and
you have more than enough forces
to get the job done. Simply press (Q)
to select all of your units, then order
them to Attack Move directly into the
heart of the GOl encampment. Once its
defenses have been crippled, set your
forces to Aggressive Stance ((AltJ+A))
to have them completely obliterate the
base, completing your final primary
objective. Excellent performance,
Foreman.

Croatia
% FOREMAM, THE HUMANS' DATABASES FOR THEIR ICHOR-LG TECH- N
h HOLOGH ARE BEING STORED IM TWO FACILITIES IN THIS REGION. THFSF

Y ‘

d
E k ODATABASES MAY HOLD THE KeY TO UNDERSTANDING HOW ANDE

WHY THE SIGHAL THAT BROUGHT US HERE PREMATURELY WAS

GEMERATED. CAPTURE THESE STRUCTURES AND SECURE THEM FROM
THREATS BY ANY MEANS HECESSARY. WE'UE ISSUED 00U ACCESS
TO OUR CORRUPTORS. THEY SHOULD PROVE UERY USEFUL IN THIS
“ REGIOHN.

HelLHaH

[ Primary unjectiues] [Bonus ulljectiues]

1. Capture the two Hod information
facilities J kl Destroy the GDI base

2. Destroy the defenses around the
information facilities

[ Areas of Interest ]

[Acquirable Intel ] ~
N 1. Scrin hase
e Premeditated Ichor-L0 Detonation 2. GDI base

® Ffactions 3. Nod compounds/hase
e Attacks by Indigenous Populations Worsening 4. Mutant Hovel
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Foreman, you must capture two
compounds in Croatia that are being
defended by the human forces known
as the Brotherhood of Nod. GDI also
has a base to the northeast and should
be eliminated to ensure the safety

of the Nod compounds. Order your
Drone Ship to unpack and then begin
construction on an Extractor, followed
by a Reactor, a UWarp Sphere, and a
Portal. Set your Warp Sphere at the
north end of your base and position
your vehicles around it. You've been
given two Corruptors to use during this
operation; they'll come in handy later,
so do your best to keep them alive.

=~
:NOten imn

Unit cost: 1,000
Time to train: 10 sec

Corruptors are slow, well-armored
vehicles that can be used to either
harm Scrin’'s foes or heal allied
units. They attack by spewing
short-range gobs of a liquidized
Ichor-based substance that quickly
eats away at enemy infantry and
structures. A Corruptor’s attack is
so vile that it's capable of instantly
clearing structures garrisoned by
hostile infantry. Since the Scrin
thrive on Ichor, the Corruptor’'s
attack can be used to heal
wounded Scrin units. This unique

trait allows Corruptors to function
as support units for frontline Scrin
warriors until the time comes to
besiege the enemy’s base. Rlso,
like many other Scrin vehicles,
Corruptors can be combined with
Buzzers for improved defense.

Queue up two additional Harvesters the
moment your Warp Sphere is in place to
ensure a steady stream of resources. Once

¢ your Portal is down, start placing Photon

Cannons about your base’s northern perim-
eter, right in front of your Warp Sphere.
Photon Cannons are your keys to security
here, as GDOI and Nod will send little else
besides vehicles at you. Place plenty of
these defensive structures all about your
base’s northern and eastern borders, and

" | strive to keep them functional.

Nod often strikes at your base hefore GDI, but GDI sends heavier units at you,
such as mammoths and Juggernauts. Place Photon Cannons about your base

quickly or yow’ll soon be overwhelmed.

’/iiilu |
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While fortifying your base with
Photon Cannons, work at constructing
a few Gravity Stabilizers, filling each
one’s landing pods with Stormriders.
These aircraft are your keys to victory
here in Croatia, as both your enemies’
bases are outfitted with numerous
advanced anti-vehicle/infantry
defenses. As soon as you have eight
Stormriders, send them to attack
the GDI base, starting with their AR
Batteries.

{];iilm I
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Once you've destroyed GDI's AR
Batteries, order your Stormriders
to assault their APCs, Pitbulls, and
Mammoth Tanks, all of which are
capable of attacking your Stormriders
with surface-to-air fire. Once you've
crippled their anti-air defenses, begin
destroying their unit-producing struc-
tures, along with their Construction
Yard so they can’t replace these build-
ings. Then simply set your Stormriders
on Aggressive Stance ((AltJ+A)) and
let them finish off the rest of the GDI
base, completing the mission’s bonus
objective.
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Continue to fortify your base with
Photon Cannons as you orchestrate
your aerial assault on GDI. When your
Tiberium Field starts running low, build
3 Growth Accelerator to enhance its rate
of regeneration. If you have resources
to spare, build additional Gravity Stabi-
lizers and train more Stormriders—you
really can’t have enough.

RAfter obliterating GDI, send your
Stormriders to assault Nod's base,
which has only two SAM Turrets for
you to worry about. Destroy the SAMs
first, then start assaulting Nod’s unit-
producing structures and Construction
Yard, just as you did against GDI. Keep
up the pressure until you've completely
annihilated Nod's base, securing the
entire region in the name of Scrin.

With Nod’'s base completely deci-
mated, train two Assimilators and
send them north to capture both Nod
compounds. This completes your

primary objective, concluding your business in Croatia. Your victory here was well
earned, Foreman, but now you must prepare yourself: the final conflict draws near.

Threshold 19
/d

gie=X FOREMAN, HOU MUST PROTECT THE TOWER AT THRESHOLD 19 UNTIL ITS‘\'
k‘_, h COMSTRUCTION IS COMPLETE. EVERYTHING HANGS IN THE BALANCE:

THE SUCCESS OF HOUR OUERALL MISSION AMD THE FATE OF

THE RACE DEPENDS ON THRESHOLD 19 TOWER ACTIUATION AND
PHASING. 90U HOW HAUE ACCESS TO ALL HOUR OFFENSIUE AND
DEFENSIVE CAPABILITIES. TAKE COMMAND OF THE BASE THAT IS
ESTABLISHED THERE AND KEEF THE HOSTILE INDIGENOUS POPULA-
\ TION FROM DESTROYING THE TOWER AT ALL COSTS.

oYy o089

oo

[ Primary Objectives
N
1. Defend the tower
2. Construct a Signal Transmitter and
summon the mothership
3. Guide and protect the Mmothership to
the tower

[ Bonus Objectives]

N
b. Destroy the GDI base

[ Areas of Interest |

1. Southeast Scrin hase
2. Northwest Scrin base/the tower
3. GDI base

[Acquirable Intel ]

N
e Threshold Assemblies Under Attack
e Threshold Tower Construction

GDI has a massive encampment to

the northeast, Foreman. Expect them

to strike hard at your southeast base,

~ where the majority of your advanced
structures are located. Begin by forti-
fying your southeast base with Storm
Columns—these mighty defenses can
quickly obliterate any type of threat, be it
land-based or airborne. Place a number
of Storm Columns near your north Ichor
Field, as GDI assault groups often strike
from the north bridge. Also queue up
three Harvesters from your UWarp Sphere followed by five Annihilator Tripods.
Enhance your walkers’ defense by researching Forcefield Generators at your Tech-
nology Assembler.
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You begin with plenty of resources, so
as you fortify your southeast base with
Storm Columns and Annihilators, simul-
taneously amass a fleet of Stormriders
and Devastator Warships. Build a second
Gravity Stabilizer and construct additional
Stormriders and Devastators from there
as well. Use these aircraft units, along
with your Annihilators and potent Storm
Columns, to repel all GDI assault groups.

primagames.com

(Cautions imn

GDI will periodically bombard your
bases with Shockwave artillery
strikes. There’s no defense against
these surprise attacks, and your
fragile extractors are often their
targets. Use (Controll+(~) to monitor
your structures’ health and repair
them as needed.

It doesn't take long for GDI to send
heavy assault parties against your
northwest base. Their intent is to
destroy the tower befare its construc-
tion is complete. Fortify the east side of
your northeast base by placing multiple
Storm Columns near the east Ichor
Field. Also build two Warp Spheres and
queue up three Annihilators at each.
Finally, assemble a Gravity Stabilizer,
filling its landing pods with Stormriders
and building Devastators for superior
air defense.

*ﬁ_'l;iihn I
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Now just sit tight and focus on
defending both of your bases from GODI.
Keep building Stormriders, Devastators,
and Annihilators as you place more
and more Storm Columns wherever GDI
seems to strike. Defend the tower until
its construction is complete, fulfilling
the first primary objective.

You gain a hoard of resources and a
new primary objective once the tower
is fully assembled: construct a Signal
Transmitter so you can call for the Scrin
Mothership. You now have access to
this technology; build a Signal Trans-
mitter, then use the Deploy Mothership
support power it provides to cause
the Scrin Mothership to appear at your
southeast base.

T
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Scrin Campaign

Unit cost: 5,000
Time to train: 50 sec

The Mothership is the most
powerful unit in Scrin’s army.
Though this colossal vessel moves
extremely slowly, it is heavily
armored with the thickest, most
durable plating in existence. The

Your final primary objective comes
to light once the Mothership arrives:
escort the Mothership to the tower to
evacuate Scrin forces from Earth. GDI's
massive presence in the region pres-
ents a serious threat to your Mother-
ship, however. Before you send the
Mothership drifting toward the tower,
order all of the Annihilators, Devasta-
tors, and Planetary Assault Carriers
you've assembled to assault the GDI
encampment to the northeast. You
should have plenty of units to get the job done by now; simply steamroll the GDI
encampment until nothing remains, completing the mission’s bonus objective in
the process.

Mothership’s only method of attack
is the Catalyst Cannon, which
strikes the ground below with
tremendous power, sending out a
large shockwave that obliterates
everything nearby. The Mother-
ship is unable to defend itself from
airborne threats, so make sure

to defend this precious unit with
Stormriders or other anti-air units.

Continue building Devastators and
L i Planetary Assault Carriers as your forces
o ;mg:,‘j,, obliterate GOI. When the GDI base has
Ve been completely decimated, send your

£ Mothership floating toward the tower,
with a few Devastators and Planetary
RAssault Carriers to escort it there safely.
You may encounter a GDI outpost or two
" along the way; if so, destroy themn with
your escort craft before the Mothership
draws near.

You complete your final primary objec-
tive once the Mothership reaches the
tower. Well done, Foreman. Your perfor-
mance on Earth has been quite accept-
able and will be duly noted as such. With
the tower fully functional and impervious
to attack, it's only a matter of time before
a vast force arrives to conquer Earth in
the name of Scrin.
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Multiplayer Command & Conguer is back, and the vast amount of infor-
mation found in this area of the guide will help you dominate the online
competition. UWe begin with a look at the various modes, options, and

| ranking systems, then quickly move on to discuss basic and advanced
multiplayer strategies. Faction-specific tactics then follow, in which we
showcase each faction’s greatest assets in a variety of common multi-
player scenarios—including some very nasty co-op strategies. The later
pages are devoted to the game’s 20+ multiplayer battlefields, where we
| provide tips and labeled maps for each one. There's plenty of ground for

you to cover here, so you'd best start reading!
50

All of the strategies on the following pages can be applied to both offline
skirmishes played against computer-controlled opponents and actual
online multiplayer matches. But before we start dishing out the tactics, let's briefly
discuss the larger aspects of these modes.

Choose Skirmish from the Main Menu to access Skirmish mode. Skirmishes are
exciting offline battles played against one or more computer-controlled adver-
saries. Your goal in a8 skirmish is simple: annihilate the opposition by destroying
all of their units and structures. If you like, you can even place computer-
controlled allies on your team, allowing you to participate in grand-scale offline
wars. Skirmish mode is a fantastic way to test out your multiplayer tactics and
sharpen your skills when you're unable to connect to the Internet, or when you
simply don’t want to play against human opponents.
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You have complete control over all
aspects of a3 skirmish match. You choose
which map to play on and determine
what the basic rules will be, including
game speed and initial resources. You
also get to choose how many computer
allies and opponents will be involved in
the battle, what faction they'll use, and
how difficult they’ll be. You can even
determine what sort of strategy each
computer-controlled force will employ.

Skirmish made; match setup

Here’'s a quick rundown of the six strategic options, and how you can expect the
computer to act when set to each one:

Turtle: The computer faction will act like a turtle, securing itself behind heavy base
defenses and thwarting all of your attempts at cracking its shell. Rush tactics
and heavy assaults are the last things you need to worry about against a turtler.
Steamrolling is your best option for victory.

Steamroller: The computer faction will invest heavily in tech-advancement
facilities, climbing the tech tree as quickly as it can and eventually sending huge
armies of advanced units against you. Rushing is your best option for victory.

primagames.com

Rusher: The computer faction will
immediately begin assaulting your
base with fast raiding parties,
attempting to overwhelm you with
incredible numbers of light and
medium units. Turtling is your best
option for victory.

Guerllla: The computer faction will
use stealth, deception, and hit-and-
run tactics against you, attempting
to cause chaos and confusion, and
to lure your forces into cunningly
devised traps. Guerillas are hard to
predict, but rushing is usually the
best option.

{ijﬂt8| TLRL
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Multiplayer Mode
R

Mmuliplayer match setup

Choose Multiplauer from the Main
Menu, then select either Network,
Online, or Replay to visit that mode.
Multiplayer matches are just like skir-
mishes, except they're played against
other human opponents. Here's a
quick rundown on the two multiplayer
modes:

Network mode: Host, join, observe, or
provide live commentary for a local
area connection (LAN) match. Your
deeds in network matches aren’t
recorded in Command & Conquer 3's
online ranking system.

Online mode: Go online and test
your skills against the greatest
competition of all: other online
players from around the world!
Swap strategies with friends, learn
from your rivals, and see how your
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skills stack up through Command &
Conquer s dedicated online ranking
system. You can also join matches
as an observer, or spice up the fight
as a real-time commentator.

Replays: View replays of your most
memorable battles. Useful for study,
or just for Iaughs.

When playing Command & Conquer 3
online, you have the option to partici-
pate in either Ranked or Unranked
multiplayer matches. Playing Ranked
matches is the only way to increase
your online Rank and climb the
Command & Conguer 3 Ranking
Ladder—you’ll never climb the Ranking
Ladder if you don’t participate in
Ranked matches.
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Beating opponents of a higher Rank
than you helps you climb the Ranking
Ladder with greater speed. Constantly
challenging low-Rank Commanders

won’t cause you to climb the Ladder
very quickly. Get out there and chal-
lenge yourself!
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You also gain Level points when
playing online. These points help
you build up your online Reputation
Insignia, and they’re awarded regard-
less of whether you play Ranked and
Unranked matches. Here’'s how Level
points are gained:

Online level Points

match Type Level Points
Ranked Win +5
Ranked Loss +2
Unranked Win +2
Unranked Loss +1
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Level points help you build up your
Reputation Insignia but won’t affect
your placement on the Ranking

Ladder.
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Your online identity is represented by your Reputation Insignia. This helps other
players determine how skilled you are and how much experience you've had at
playing online matches. Your Reputation Insignia is made up of four individual
parts, as follows:

Level: The marker in the center of your Reputation Insignia represents your current
Level. This marker changes as you gain Level Points by participating in online
matches.

Sporismanship: The top-left corner of your Reputation Insignia represents your
Sportsmanship rating. Players you challenge to online battles get to vote on
your Sportsmanship after each match, so fight nicel

Sklll: The top-right corner of your Reputation Insignia represents your Skill rating.
This is an average of the votes cast by each of your online rivals.

Favorite Faction: The background color of your Reputation Insignia denotes your
favorite faction—the group you've used the most during online play. Blue is for
GDI, Red is for Nod, and Purple is for the Scrin.

BasiclR es

No matter which faction you play as, or which one you're battling against, there
are a number of general strategies that will help you succeed when playing
Command & Conguer online.

He Who Hesitates Is lost

" This is RTS Strategy 101: if you're not
moving faster than your opponent,
you're going to be overrun by superior
numbers and advanced firepower. Every-
thing occurs in real time in Command
& Conquer 3, so every second counts.
Never rest on your laurels pondering
what to do next; move quickly and deci-
sively, multitasking as much as possible.
Ideally, the vast majority of your strat-
egizing should be done mentally, before

' the match even begins. Once battle is

under way, you should simply be executing your game plan without pause and

reacting to your opponent’s moves.

-

1
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You should never have too much Tiberium in reserve. If you find yowve always
got plenty of spare funds, you’re simply not building units and structures
quickly enough. If your production queues are all tied up and yow’ve got cash to
spend, purchase some upgrades, repair your base, or use a few support powers.

Never sit still when you have resources to spend. L
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a match, such as GDI and Nod’s Crane,
provides you with additional production
' gqueues, which can help you to build up
your base defenses more quickly and
climb through the tech tree faster than
normal. Of course, building a Crane
consumes funds and temporarily ties

"\ Up your Production Structure queue; in
the short term, this slows your advance
up the tech tree. The same basic prin-

- ciple applies to the construction of
multiple unit-producing facilities; doing so will allow you to flood the battlefield
with troops twice as fast as your opponent, at the short-term cost of funds and
production time. You'll need to weigh the advantages against the drawbacks,
but, generally speaking, it's a good idea to build Cranes and Foundries, and to
double-up on at least one type of unit-producing structure (vehicle-production
facilities are usually best).

Fortifying your base and building up an army is all well and good, but how will
you know what sorts of defense turrets and units to construct if you don't know
what your opponent is up to? For this reason (and several others), it's wise to
send scouts about the battlefield as early as possible.

Infantry units make for ideal early-
game battlefield explorers, as they're the
first units you're able to deploy through
the tech tree. Send infantry to explore
the battlefield as you build up your base,
searching for additional Tiberium Fields
to secure and tech structures to capture
with Engineers and the like. Early infantry
units aren’t designed for base raids, so
it's wise to keep them away from your
opponent’s stronghold. Rlso, favor anti-
infantry soldiers at first, in the event that
you encounter infantry scouts sent by
your rival.

The following infantry units are ideal for early-game exploration:

6DI: Rifleman Squads and Engineers
Nod: Militant Squads and Saboteurs
Scrin: Buzzers and RAssimilators

oo,
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Constructing certain structures early in

As the game unfolds, start using
light vehicles to explore the battle-
field; theu're faster and sturdier than
infantry, and each of the vehicles in the
following list can detect stealthed units
(except for the Raider Buggy). Send
these scouts to examine your rival's
base and learn its layout as quickly
as possible. Search for weaknesses
in his defenses and spot vulnerable
structures—such as Power Plants—to
assault with forthcoming raiding
parties.

Also view the types of units your
opponent is constructing and adapt
your game plan accordingly. For
instance, do you notice two UWar Facto-
ries? If so, then it's a safe bet you'll
be battling lots of vehicles—favor anti-
vehicle base defenses and focus on
building armor-penetrating units.

The following vehicles are well
suited to early and mid-game scouting
operations:

6DI: Pitbulls
Nod: RAttack Bikes and Raider Buggies
Scrin: Seekers

Using vehicles to harass your rival’'s
Harvester is another basic early-game
strategy to employ. This tactic often
requires a bit more firepower than
most scout vehicles bring to bear;
medium-armored anti-vehicle units
are better suited to the task. Send
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two or three such vehicles to strike at
your enemy’s Harvester and give your
opponent something to worry about.
While doing so, continue to build your
army and climb the tech tree at your
base. Destroying your rival's Harvester
is a fantastic achievement, but don't
hesitate to retreat your vehicles if they
encounter stiff opposition—a fleeing
Harvester brings in just as much Tibe-
rium as a dead one, and Yyou never
want to sacrifice your units if you can
avoid it.

The following vehicles are ideal
for early and mid-game Harvester
assaults:

GDI: Predators and APCs w/Missile
Squads

Nod: Scorpion Tanks
Scrin: Seekers

@0t3l TR
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Enemy base expansion efforts are
also primary targets for the aforemen-
tioned vehicles. Crafty Commanders
may try to establish auxiliary bases
very early in 8 match to secure addi-
tional resources, and this tactic can
often determine a match’s outcome
when executed correctly. Hampering
your opponent’s ability to secure addi-
tional resources in this manner is a
sound strategy, and the sooner you
assault these auxiliary outposts, the
easier they are to destroy.

RAfter scouting your enemy’s primary
base and initiating “operation Harvester
harassment,” send a few more scouts
to locate Tiberium Fields in close

proximity to your rival's main stronghold.

If you discover an enemy outpost in the

works, send another small raiding party to assault it. While keeping tabs on both
3 Harvester and outpost assault can be tricky, imagine its effect on your oppo-
nent; he’'ll be scrambling to divide his forces in response.

your vehicles to base for repairs as nece

Above all, keep in mind that these

early-game assaults are only intended

to hamper your opponent’s progress and
upset his game plan. Your primary objec-
tives in the early stages of a battle are to

build up your forces while securing key

areas of the battlefield, such as neutral
tech structures and Tiberium Fields.

Don't over-commit to these initial incur-

sions against your rival, and don't leave

your armored units alone to perish after
issuing them an attack order. Retreat
ssary, hoping to lure your rival’s forces

into giving chase—and subsequently crashing against your base defenses.

Naturally, aircraft make for perfect
later-game scouts; they're super-fast and
can quickly reach any region of the map.
Once you're able to construct aircraft,
stop assembling light scout vehicles
and divert resources to the production
of heavier ones, which are better suited
to assaulting your opponent’s base. Use
your aircraft as scouts as you amass a
fearsome ground force, moving to attack
with your medium and heavy armored
units when the time is right.

€2

Most aircraft are fast enough to use as scouts, but the speed and price-points

of the following vessels make them ideal
GDI: Orcas

Nod: Venoms

Scrin: Stormriders

for mid-to-late game aerial recon:
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Control and Conquer

Battlefield dominance begins with a thorough knowledge of the region and all of
its traits. Knowing the unigue layout of each battlefield allows you to formulate
strategies in advance and act decisively throughout each match. Those who fight
in unfamiliar territory against a knowledgeable opponent are at an immediate
disadvantage, so study the maps and think things through before meeting your

adversaries on the field.

Nearly every multiplayer battlefield
features one or more neutral tech
structures that can be captured (and
recaptured) by utility infantry units,
such as GDI Engineers. While the effect
of capturing these structures varies
depending on the facility, they all
bestow important benefits to your forces,
providing you with significant advantages
over your rivals. Thus, neutral tech struc-
tures become highly sought-after prizes
that should be captured as quickly as
possible and defended against hostile recapture efforts.

There are many different tyupes of neutral tech structures; here are some of the
most valuable:
Tiberlum Splkes and Sllos: There’s nothing better than free resources, and these
structures provide you with just that.
EMP Control Centers: These buildings give you access to free EMP blast support
powers, which can temporarily disable an entire force of enemy vehicles.
Expansion Polnt: Capturing these structures gains you a radius of Ground Control,

allowing you to set down structures and establish auxiliary outposts with great
speed.
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We detail all of the various neutral tech structures near the end of the factions
portion of this guide; refer to those sections for additional information.

good use of (and watch out for)
the following units, each of which
possesses this powerful ability:

6DI: Grenadier Squads
Nod: Black Hands and Flame Tanks
Scrin: Buzzers and Corruptors

HEI_S_E EHpansion Options

Of course, the most vital areas to
secure at any battlefield are Tiberium
Fields. Establishing outposts at these
sites in the early stages of a match

is somewhat risky, but it can pay

huge dividends later on, as you'll have
access to twice as many resources as
your adversary. Since base-expansion
vehicles (such as GDI's Surveyor truck)
are assembled at the Construction Yard/
Drone Platform, it's possible to begin
establishing an auxiliary outpost from
the very start of 3 match—and daring
Commanders will often do just that.

Other advantageous structures to seek
out are civilian buildings that can be garri-
soned by infantry units. Garrisoning your

" troops inside of these neutral buildings
provides them with superb protection,
allowing them to fire on nearby threats
without fear of retaliation. When fighting
in urban environments that feature lots

* of civilian structures, pump out infantry

units as fast as you can, sending them
out to garrison as much of the city as
possible.

In addition, each faction has at least one unit capable of “clearing” structures
garrisoned by enemy forces. This allows them to instantly kill all of the hostile
units inside a building without causing any damage to the structure itself. Make

Another method of early-game base
expansion is to quickly construct a
Crane/Foundry and then pack up your
Construction Yard/Drone Platform into

primagames.com
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an MCV/Drone Ship, moving the unit
to a nearby Tiberium Field and then
unpacking it again when it arrives.
This maneuver has the advantage of
providing you with a8 much stronger
forward base, as Construction Yards/
Drone Platforms have 10 times the
health of unpacked Outposts. Building
a Crane/Foundry is a critical first step
in this tactic, however; if you don't,
you won't be able to produce struc-
tures while your MCV/Drone Ship is in
transit!

Immediate base expansion isn’t
for everyone, of course. Some
Commanders don't like dividing their
forces until they're left with no other
option. If you're not keen on the idea of
establishing an early outpost, build one
or two additional Harvesters to speed
uUp your resource collection instead.
You may even want to construct an
additional Refinery/Extractor to ensure
that your Harvesters never need to
wait before depositing their Tiberium.
These tactics grant you the same
basic benefits you get from securing a
secondary Tiberium Field: your inflow
of resources becomes substantially
increased. You'll chew through your
initial supply of Tiberium in short order
though, and you may need to venture
out and secure another Tiberium Field
later in the battle.
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Haphazard base construction is a
common mistake that's quickly capital-
ized on by veteran Commanders. Fortu-
nately, it's an easy problem to correct.
The trick lies in training yourself to think
about the environment, then placing your
structures and base defenses accord-
ingly. As the battle begins, consider
which direction(s) your enemy is likely
to attack from, then follow these basic
guidelines:

Power-supplying structures should be placed near the rear of your base, farthest
away from possible hostile entry points. These buildings are easily destroyed,
and losing just one of them can cause a traumatic power outage.

Defense turrets should be positioned about your base’s forward perimeter,
providing even coverage against all unit types. Modify your defenses once
you've determined which types of units your rival is likely to send against you.

Infantry-production facllitles should be stationed in the middle of your base, a
good distance from the perimeter. These structures are surprisingly fragile.

Vehicle-production facllitles are best set near your base’s forward perimeter, in the
middle of your network of defense turrets. These structures are guite sturdy and
will automatically repair nearby vehicles, keeping your armored forces in good
repair as they defend the frontline.

Tech-advancement structures should be set near the rear of your base. While
some of these structures are fairly sturdy, others are much easier to destroy.
Know which ones can take the heat and which ones can't, and place them
accordingly.

RAircraft-productlon facllitles are best kept near the rear of your base; these
structures are extremely vulnerable, and any aircraft docked at them will be lost
if the structure is destroyed.

These aren’t hard-and-fast rules, mind you; some battlefields and scenarios will
require subtle creative variations to the above guidelines. Keep these general rules
in mind, but always look for ways to improve the layout of your base.
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Spread It Out Or Heep It Tight?

Placing structures in relation to your rival’s position on the battlefield is a fairly
straightforward task, but the decision to keep your base tight or spread it out
requires a bit more thought. Both options present their own advantages and drauwJ-
backs, and depending on the size and shape of the battlefield—and your own
unigue style of command—you may find one option to work better for you than
the other.

The greatest advantage of a smaller,
compact base is that it's much easier to
defend compared to a sprawling layout.
Each defense turret you place is able to
cover more ground at a compact base,
and it takes less time for defending units
to move and respond to attacks from
various angles. On the other hand, a
* compact base design is extremely vulner-
able to devastating area-of-effect (RoE)
attacks, such as EMP blasts and super-

—_— — weapons. Though this sort of weaponry
usually isn't employed until the later stages of a battle, it only takes one or two
strikes to cripple a compact stronghold. For this reason, tight base design tends
to be favored by rush-happy Commanders who have no intention of allowing their
adversaries to bring superweapons online.

By contrast, a sprawling base layout is
harder to defend initially, as your defense
turrets must be spread thin and it takes
longer for your units to react to assaulis
on multiple fronts. However, this base
design has a greater rate of survival
against later-game AoE and superweapon
assaults. In addition, spacing out your
structures greatly increases your Ground
Control, allowing you to place defense
turrets across a larger portion of the : ‘
battlefield; this can be a great way to n= : ———
conjoin your bases and outposts, securing whole regions of 3 map.

Base Defense

Your base and outposts will always be the primary targets of your enemies,

so establishing proper defenses is crucial. Defense turrets are the easiest and
most effective ways to protect your base from enemy-raiding parties; they're
quite powerful, easy to repair, and they're all accessed from the Support Struc-
ture gueue—this means building them won’'t hamper your ability to place produc-
tion structures and advance along the tech tree. As long as you have funds to
devote to base defense, you should be constructing and placing turrets about
your base.
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Until your scout vehicles have helped
you to determine which sorts of units
your adversary is favoring, it's best to
begin with an even spread of defense
turrets, placing two or three in some-
what regular intervals along your
base’s forward perimeter. This helps
ward off enemy attackers, allowing
you to send the majority of your forces
into the battlefield to secure vital areas
and pester your rival with hit-and-run
assaults. Start with a mix of anti-
infantry and anti-vehicle turrets, making
sure your base’s key structures—such
as your Refinery/Extractor—are
covered. UJait to add anti-aircraft turrets
later; it will take time for hostile aircraft
to come at you.
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tvery defense turret detects steal-
thed units—another good reason to

place them around your bhase.

As the battle unfolds, and as you
send scouts to examine your oppo-
nent's base, you'll soon discover which
types of units your adversary will be
sending against you. Put this infor-
mation to use and modify your base
defenses accordingly. For example, if
your adversary isn't using vehicles in
favor of a large aerial presence, you
might as well sell off a few of the anti-
vehicle turrets you've built and devote
those funds to placing additional anti-
air defenses.
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Your War Factories/Uarp Spheres
are key elements in base defenses as
well. These vehicle-producing struc-
tures automatically repair all nearby
armored units stationed within their
repair radius, helping to keep your
vehicles in good shape as they defend
your base from enemy incursions. War
Factories and Warp Spheres are also
quite resilient to attacks and easy to
repair, so don't shy away from placing
them close to the frontline—just make
sure they aren’t destroyed!

I
|
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No matter how tight your base
defenses may be, there’s always a
chance that something will go horribly
wrong—this is war, after all. It's tough
to predict every move a cunning adver-
sary will make, and you'll periodi-
cally find your base on the receiving
end of some very nasty assaults.
Keeping your cool during these times
of crisis is what separates the good
Commanders from the great; the
following tips will help you survive
brutal base attacks:

1. Assess the situation. Determine
which types of units you're up
against, then gquickly move the
appropriate forces to combat them.
Target the most threatening units
first, such as heavy walkers, tanks,
artillery, and airborne bombers.

N AR— : — T —
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2. Immediately queue up reinforcements. Use all of your unit-producing facili-
ties and favor lighter units that can be deployed with speed. Right-click to set
rally points for your unit-production facilities so that new recruits automatically
move to the frontline. If your enemy is using walkers, train some utility infantry
to capture them once they've fallen.

3. In the event of 3 power outage, quickly shut down a structure or two to restore
power to your base’s defense turrets. Start with any defenses that won't help
you repel the attack. Once you've brought your base defenses back online,
build a replacement Power Plant/Reactor.

Y. If your base is simply being overrun, consider calling your field units back to
base to help you repel the attackers. If you choose this option, have these
reinforcements target enemy vehicles when they arrive; they'll hit them from
behind, dealing extra damage.

5. On the other hand, if your enemy has left his base largely undefended, and you
think your base defenses can repel his incursion force, you may want to stage
a counterassault against his base with your field units instead. A powerful
enough force often causes your rival to break off his offensive and recall his
units to his base.

Teching up

Devoting resources to technological advancements is always a wise policy. Tech-
advancement structures grant you access to heavier, higher-tier units, which are
far more valuable in many ways than lighter, cheaper arms. Many tech-advance-
ment facilities also enable the use of high-end support powers and allow for
potent unit upgrades; these can help you strengthen and maintain your preexisting
forces as you construct new, more powerful units.

Early high-tech advancement can be
dangerous, however. Investing heavily in
technological upgrades consumes loads
of resources and ties up your produc-
tion queue. This hampers your ability to
execute early-game “rush” tactics, such
as constructing two War Factories and
pounding your rival with waves of armored
units early in @ match. It also makes
defending against early rush assaults
extremely difficult, and pretty much guar-
antees that you'll need to secure addi-
tional resources before long.

How you choose to invest in tech advancement is entirely up to you. Some
Commanders simply purchase tech-advancement structures whenever they've
got the funds to do so and nothing better to build. If you've determined that your
opponent isn't likely to rush against you, definitely devote some resources to tech
advancement—it's very likely that he’'s doing the same.
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Now that we’ve covered the basics, let's discuss some of the unique strengths

that each faction brings to the table when used in a variety of online multiplayer
and skirmish strategies. No matter which style of play you enjoy, you're sure to
find a few useful strategies for your favorite faction here.

GDI's primary strength lies in their wide selection of medium and heavy armored
units, which become extremely dangerous once they've been upgraded with
advanced weaponry. GOl also features an impressive array of unit-reinforcement
support powers, allowing them to quickly deploy units anywhere on the battle-
field while simultaneously cranking them out from base. Though their selection of
aircraft is perhaps the least versatile in the game, GDI's light attack vessel—the
Orca—can cause serious injury to enemy vehicles and structures, and it doesn’t
take long to fill an Airfield with these craft.

Turtling

Turtling with GDI can be a very rewarding
experience. The simplicity of GDI defense
turrets makes them easy to set up, and
each one is extremely powerful against
its intended brand of target. Because
G0l has such a dominant armored pres-
ence, UWar Factories are a3 must when
employing a turtle-based strategy; build
at least two of them to keep your vehi-
cles in top shape as they thwart hostile
incursions, gaining veterancy all the
while. GDI's Rig vehicle basically acts as
a mobile War Factory with weaponry all its own, giving you the ability to fortify
any front against assaults. Rigs are also quite useful when the time comes to
exit your shell and secure additional resources. Finally, GDI Orcas are practically
made for the turtler; keeping their pauload of potent bombs fully stocked is easy
when your Airfields are so close by.

Steamrolling

When it comes to steamrolling, GDI

has some very nasty tools in its shed.
Battalions of Mammoths and Predators
are just about the last things any hostile
base wants to see rolling their way,
particularly once these units have been
upgraded with Railguns from GDI's Tech
Center. Back these fearsome tanks up
with Grenadier Squad-toting APCs for
fantastic anti-infantry/structure/aircraft
support. A Shockwave Artillery strike
followed by a quartet of GDI Firehawks
will obliterate any structure in @ heartbeat, and no amount of anti-air defenses will
stop Firehawks once they've been upgraded with Stratofighter technology.
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Early-game rushing takes a bit more
tact with GDI compared to other
factions, but when properly executed,
this can be a devastating strategy.
It's usually best to start with packs of
infantry-toting APCs; these versatile
vehicles can bring Missile Squads
and Engineers to a rival base in short
order, causing ridiculous amounts of
chaos within the first few minutes of
a3 match. Predators make for fantastic
early-game rushers as well, and
Orcas can inflict tremendous damage
just seconds after you've set up an
Rirfield. Make sure to construct two
War Factories so you can flood your
adversary’s base with a never-ending
stream of GDI's medium-armored
units, using Orcas to take out key
structures.
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Guerilla Warfare

Stealth and hit-and-run tactics aren't
exactly GDI's forte, but they certainly
aren’t without options in this field. The
APC's ability to lay stealthed mines
can be brutal; drop some while en
route to harass your rival’s strong-
hold, and once you get his attention,
Reverse Move out of there and try to
lure his vehicles into rolling over your
mines. Or set mines down between the
enemy’s Refinery and Tiberium Field;
his Harvester won't like that!

Later-game guerilla tactics include
using the Jump Jets ability possessed
by GDI Zone Troopers and Commandos
to leap them into your adversary’'s
base to take down a key structure
or two, quickly boosting them back
to safety afterwward—ideally, back to
your base’'s Armory for patchwork.
Another potent later-game guerilla
tactic is to sneak stealthed GDI Sniper
Teams near the rear of your enemy’s
base, using them to sight vital struc-
tural targets for long-range Juggernaut
assaults. GDI's Sharpshooter Team
support power helps you accomplish
this nefarious task without tying up
your Barracks.

The strength of Nod lies in its ability to blanket the battlefield with a vast array of
fast, light units. With their assortment of stealthed units and mischievous support
pouwlers, the Brotherhood also excels at rush tactics and guerilla warfare. Nod is
perhaps the most versatile of the three factions, allowing their Commanders to
implement an incredible amount of depth and strategy into their game plan.

Turtling

Turtling with Nod can be far more exciting
than shelling up with GDI or Scrin. This
is due in large part to Nod's unigue base
defenses, which consist of a hub unit and
three “satellite” turrets. The hub unit auto-
matically repairs its turrets when they're
damaged or destroyed, so the only way
for Nod's enemies to truly eliminate these
defenses is to target the hubs. This prompts
some very creative base defense layouts;
- crafty Nod Commanders will conceal hub
units behind structures and environmental obstacles, forcing their opponents
to work hard at destroying them. Rlso, to help conceal its bases and outposts,
Nod can deploy Disruption Towers that stealth all units and structures in a3 wide
radius. These structures force their rivals to utilize stealth-detection units during
base raids, which are generally not suited to such endeavors.

Steamrolling

Provided they haven'’t been stealthed by a
Cloaking Field, Nod steamrolling parties can
be quite a sight. There's nothing like spying

3 sea of inbound Black Hands, Flame Tanks,
Scorpions, and Beam Cannons to send you
screaming at your allies for reinforcements.
Avatar Warmechs are Nod's heaviest assault
vehicles by far, and a contingent of them will
always be found at the rear of any respect-
able steamrolling venture. Then again, maybe
they've commandeered a Stealth Tank's .
cloaking technology—among other devious devices—and won't be seen at all.

Rushing

shines. Due to their huge selection of fast,
light vehicles, no other faction is capable

of early rushing ventures quite like Nod.
Fanatics, Raider Buggies, and Scorpion
Tanks are a brutal trio in the early stages of
a battle, and the Laser Capacitors upgrade
allows the latter two units to become even
more effective should the match last beyond
the first five minutes. Simply build a Hand of
Nod and a pair of War Factories, and assail
your rival with the aforementioned units. Once you've constructed an Operations
Center, start rolling out Black Hands and Flame Tanks to finish the job.
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Guerilla Warfare

. Nod's Guerilla Warfare capabilities are
unrivaled. Nearly every one of their
support powers is designed to confuse,
mislead, and demoralize. Of particular
use early on are Decoy Army, which
can have your opponent blinking at
your “superior” forces in disbelief, and
Mine Drop, whose effectiveness is quite
obvious when paired with a few scout
vehicles and that lovely patch of ground
between your enemy’s Refinery and Tibe-

Nod’s guerilla-style nastiness only
increases as the match wears on.
Shadow Teams and Commandos can
infiltrate hostile bases and obliterate key
structures in seconds, while Venoms can
be used to sight targets for long-range
Beam Cannon artillery strikes. And then
there’s the Cloaking Field—fantastic for
concealing a powerful raiding party while
you draw your enemy’s units away with
a much weaker force. Stealth Tanks can

strike hard and fast, then Reverse Move = : ’ . - R

out of sight. And using Seed Tiberium in the midst of your enemy’s stronghold,
then guickly following up with a Catalyst Missile, is just plain mean.

The Scrin’s most obvious strength lies in their incredibly vast aerial arsenal—

no other faction boasts the airborne dominance embodied by Scrin’s capital
warships. This overpowering fleet of vessels comes at a price, though; Scrin
Commanders must make do with only a handful of infantry and vehicle units,
making it somewhat difficult for them to fashion creative assaults that will catch
their enemies off guard. This isn't to say that the Scrin are an inflexible faction; far
from it. In particular, their support powers are quite versatile and can be used in a
variety of ingenious ways.
Turtling

. The Scrin may be the best turtlers in the
game. They have the broadest selection
of defense turrets thanks to their Light-
ning Spike support power, which grants
them the ability to place potent anti-
vehicle Lightning Spikes without tying
up their Support Structure queue. This
allows the Scrin to prop up heavy base
defenses with great speed. The Scrin

also boast the most dominant advanced
base defense of the three factions: the

primagames.com

Storm Column. These fearsome spine-
shaped towers are the only advanced
base defenses capable of obliterating
both airborne hostiles and land units.

Storm Columns also generate localized
lon Storms in their vicinity, which grant
nearby Scrin aircraft a 25 percent boost
to armor.

The Scrin also have access to a
unique support structure called a
Growth Accelerator. UWhen this struc-
ture is placed in the center of a Tibe-
rium Field, the regeneration rate of
the Tiberium crystals is significantly
increased. Growth Accelerators allow
the Scrin to harvest more out of each
Tiberium Field, enabling them to sit in
one place longer than other factions—
this is a great advantage to Scrin
turtlers.

Steamrolling

Steamrolling as the Scrin is a true
joy. There’s just no better feeling than
raining death down on your enemies
from the sky. Scrin’s advanced capital
warships are their heaviest hitters, and
although they’re quite slow, the fact
that they’re airborne means they can
cut straight across each battlefield,
sometimes making the trip faster than
heavier land units. Lots of Stormriders,
a handful of Devastator Warships,

and a Planetary Assault Carrier or two
make for 3 near-invincible steamrolling
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force, especially once the latter two
have been upgraded with Forcefield
Generators. When your vessels move
within range of your rival’s base, use
the Planetary Assault Carrier's lon
Storm ability to boost the fleet's armor
by 25 percent, and keep them in the
fight with well-timed usages of the
Reconstruction Drones support pouser.

—— —

Though Scrin’s air forces are shock-
ingly powerful, no steamroller's assault
force is complete without a crew of
Annihilator Tripods to join in the fun.
These giant walkers are perhaps the
most fearsome of their kind in the
game, as they're faster than other
walker units and extremely difficult to
destroy once outfitted with Forcefield
Generators.

Of course, when you really want to
make a statement, send in the Scrin
Mothership—a veritable mobile super-
weapon. Just make sure it's got some
support; the Mothership is extremely
slow and unable to defend itself
against airborne hostiles.

Rushing

Due to their lack of variety in land
units, Scrin’s early-game rush tactics
are 3 bit different from those of their
rivals. Their Buzzers are incredibly
effective; they're cheap, fast, and
they can clear garrisoned structures.
Buzzers remain useful as the match

wears on, as they can be combined with most Scrin vehicles to increase their
defense and combat effectiveness against infantry. Scrin’'s best rush vehicles
are their Seekers, which inflict significant damage against enemy vehicles and
aircraft. This makes them fantastic Harvester harassers and base raiders, espe-
cially when paired up with Buzzers.

Ml:lst of Scrin's ground troops are quite
slow, making effective Guerilla warfare
tactics tough to employ at first. Their best
" harassment units in the early stages of
a match are Seekers and Buzzers. As
the battle unfolds, the Scrin can upgrade
their Shock Troopers with Blink Packs to
teleport these forces into advantageous
positions, strike hard, then quickly blink
out of harm’s way. The Scrin Master-
mind’s abilities to teleport nearby forces
and take control of enemy infantry, vehi-
cles, and structures can be used to great benefit by crafty Commanders as well.
The Scrin’s UWormhole support power can also help large groups of their ground
units instantly reach their rival’'s base; a large group of Assimilators making an
entrance in this fashion can spell disaster even for the most stalwart of turtlers.

Speaking of Assimilators, their natural
ability to become stealthed while
standing still makes for some very inter-
esting guerilla possibilities. Whenever
you capture an important tech structure,
station a stealthed Assimilator some-
where nearby so you can quickly recap-
ture the building should your rivals move
to claim it with a utility unit of their own.
Better still, send out Assimilators early
in @ match, stationing them close to | tierrel
Tiberium Fields near your enemy’s base. —
When your rival moves to secure these resources with an Outpost (or even better,
an MCV), quickly capture the structure with your Assimilator, then plop down a
few defense turrets (or even better, a Warp Sphere) to establish a forward base of
your own. It'll be tough to actually defend this distant outpost, but that's okay—
the real goal here is to simply impede your rival's efforts at base expansion.

Cg@? & '?B

You won’t be fighting every online battle by yourself. Some of the most exhila-
rating multiplayer experiences come from working with allied forces to crush your
common enemies, seeing them driven before you on the battlefield. Sound team-
work tactics are 8 must when it comes to co-op play; we’ll get your mind going in
the proper direction with a few general strategies before revealing some specific
(and very nasty) cross-faction tactics.

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



PRIMA Official Game Guide

@i’lll IWII 1

Co-op Rush: Each player focuses on constructing a certain class of unit (infantry
or vehicle). This allows the players to build two or three of their particular brand
of unit-production facility, flooding the battlefield with troops.

Co-op Turtle/Steamroll: Both plauers spread out and fortify their bases,
coordinating to “seal off” their portion of the map with sprawling base layout
and ample defenses. With plenty of resources secured, the players then tech-
up as quickly as possible to crush their opponents with unstoppable arms and
devastating superweapons.

Co-op Turtle/Rush: One player uses scouts and early harassment tactics to keep
the enemy occupied while the other techs-up as quickly as possible, bringing
powerful vehicles and aircraft to the field with all speed.

C_ﬁﬂtlh T IR

When battling against two or more adversaries, it’s usually best to coordinate
your assaults against each opponent in turn. Crippling or eliminating one of your
foes early in a match hugely swings the momentum in your team’s favor. The

faction-specific co-op strategies that follow are tailored to this approach, but
keep in mind that anything can happen out there on the field. Improvisation may
be required, and proper communication with your allies is key.

No two factions combine for nasty rush
tactics like Nod and GDI. Nod’s fast, light
vehicles combined with GDI's versatile
APCs and heavier Predator Tanks are
simply brutal. At first, Nod should simply
build Raider Buggies and Scorpion Tanks
to harass and distract the enemy while
GDI loads APCs full of Engineers to mow
down infantry and capture structures.
This is usually enough to ensure the

fall of one rival base, and if you capture

enough structures with Engineers, you're = o : -8

well on your way to establishing a forward base of your own.

GDI and Nod should employ the same
tactics against their next opponent,
using the forward base they've recently
conquered 3s a staging ground by
constructing additional War Factories
there (or simply using the ones they've
captured). After witnessing their ally’'s
downfall, the remaining opponent will
likely focus on building anti-vehicle units
and turrets. GOl should therefore devote
resources to building an Rirfield or two,

pumping out a fleet of Orcas to annihilate il - - e

these anti-armor defenses. Nod should simply continue their relentless Raider
Buggy/Scorpion Tank assault, upgrading these units with Laser Capacitors as
soon as possible to increase their attack power.

primagames.com
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Working together, GDI and Scrin make
for 8 somewhat slow but incredibly
powerful team. Their initial coordinated
assault against one of their adversaries
should consist of GDI APCs loaded
with Engineers and Scrin Seekers that
have been combined with Buzzers.
This is the most effective force the
Scrin and GDI can bring to bear early

in 3 match; together, these units cover
all the bases: APCs and Seekers will
decimate enemy infantry and vehicles
while the Engineers set about capturing
structures to either sell for funds or for
Ground Control, enabling the setup of a
forward base.

f;l;iihn I
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As it usually takes a Scrin/GDI team
longer to conquer the first enemy base
compared to GDI/Nod, it's often best
for both parties to switch gears at this
point, amassing heavier units such as
GDI Predator Tanks and Mammoths
(upgraded with Railguns), and Scrin
Annihilator Tripods and Devastator
Warships (upgraded with Forcefield
Generators). The Predators and lighter
Scrin/GDI units that have survived thus
far should be used as guerilla-style
harassers against the next enemy base,
with the previously conquered base
being used as the staging ground for
these assaults. Hit-and-run tactics such
as these will buy time for the construc-
tion of heavier steamrolling units.

Sparks fly when the Brotherhood works
alongside the alien invaders. Though
the classic GDI “Engineer rush” isn't

an option, a fast, dominating ground
assault most certainly is. Uaves of
Nod Raider Buggies and Scorpion
Tanks backed by Scrin Seekers and
Buzzers will quickly overwhelm one

of your adversary’'s bases. Uhen the
stronghold’s downfall is eminent, send
a Nod Emissary to establish an outpost
atop its smoldering remains. Quickly
set down a few defense turrets (Scrin’s
Lightning Spikes are ideal) and build a
War Factory or two to set the stage for
your next assault.

Nod should continue to send Raider
Buggies and Scorpions to assault the
second opponent’s base, building new
~ ones from their newly established
outpost’'s War Factories. The Brother-
hood should also upgrade these units
with Laser Capacitors as quickly as
possible to boost their attack power.
As Nod conducts this assault, the Scrin
force should focus on building up a fleet
e of Stormriders, Annihilator Tripods, and
E ~ Devastator Warships to steamroll the
enemy base, fortifying the Iatter two units with Forcefield Generators. Scrin’s
Wormhole support power should also be used to quickly deploy their Tripods
within striking range; placing the Wormhole’s exit near the Nod outpost is ideal.

nuttiplayerima

You know the basic multiplayer strategies, you know your favorite faction's
advanced tactics—you know you can’'t wait to crush your rivals on the field of
battle. But which multiplayer map is right for you? Uhat battleground features

the Iayout and props that best suit your style of play? That's what the following
map sections are all about: revealing the intricacies of each and every multiplayer
battlefield, helping you to solidify your game plan even before you venture out to
meet your adversaries.

The following quick-reference table will help you narrow your search for the
ideal multiplayer battleground. Once you've found a suitable candidate, flip to its
section for an overview that includes a full-page map labeled with all areas of
interest. Here's what each field in the table means:

Map Name: The name of the map.
Players: The maximum number of players who can control armies on the map.

Toumey?: Indicates whether or not the map can be used for Ranked Matches
when playing online. (See the previous “Ranked Matches” section for details.)

Suymmetric?: Indicates whether or not the map features a symmetrical layout.
Tib Splkes: The number of neutral Tiberium Spikes on the map.

EMPs: The number of neutral EMP Control Centers on the map.

Sub Hubs/Nodes: The number of neutral Subway Hubs/Entrances on the map.
Exp Polnts: The number of neutral Expansion Points on the map.

Hovels: The number of neutral Mutant Hovels on the map.

Towers: The number of neutral Defensive Towers on the map.

Page: The page number where the map’s write-up is found.
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Multiplayer Maps
fmap hame Players Tourney?  Symmetric?  Tib Spikes £mPs EUI=]“|[|Il||!|;Sf EHp Points  Hovels Towers Page
Backwsater Brawl Y NO YES y 0 0 0 0 Y 183
Barstow Badlands 2 YES YES 1 0 0 0 2 0 184
Black’s Big Battle 2 NO YES 16 0 0 0 6 2 185
Black’s Bigger Battle 6 NO YES 16 0 0 0 6 2 186
Bordertown Beatdown 8 NA YES 10 y 0 0 0 8 187
Crater of Camage y YES YES y 0 0 0 0 0 188
Dead Six 6 NA YES 2 1 0 0 0 0 189
Deadly Sertao 2 NO YES 0 0 0 0 0 0 190
Death Valley Y NO YES y 0 0 0 0 ] 191
Downtown Dustbowl y YES YES 0 1 0 0 0 1] 192
Frontler Fracas y YES YES y 1 0 0 0 y 193
Ground Zero 2 NO YES y 0 0 0 0 Y 194
Plpeline Problems 2 YES YES 2 1 0 1 2 2 195
Redzone Rampage y YES YES 0 1 0 0 0 0 196
Riverside Rumble 2 NO NO 1 0 0 0 0 1 197
Six Shooter Showdown 6 NO YES 0 1 0 0 0 0 198
Small Town USA 2 YES YES 2 0 0 ] 0 0 199
The Battle For Middle Egupt y YES YES 0 0 m 0 y 0 200
The Rocktagon 8 NA YES 8 0 0 0 0 0 201
Tiber River Valley 2 NO YES 0 1 0 0 0 0 202
Tiberlum Gardens llI 5 NO NO 0 0 0 0 0 0 203
Top Gun 2 NO YES 2 0 0 0 0 0 204
Toumament Arena 2 YES YES 2 0 0 0 0 0 205
Toumament Desert Redux 2 YES YES 2 0 0 0 0 1] 206
Toumament Dustbowl 2 YES YES 2 0 0 0 0 0 207
Toumament Tower 2 YES YES 2 0 0 0 0 0 208
Triple Threat 3 NO YES 3 1 0 0 0 0 209
Unfalr Advantage 3 NO NO 2 1 0 0 0 0 210
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If you're looking for a fast, four-player brawl, look no further than Backwater. This large battlefield [[.][Eas u“n[g[gs[]
features two huge Tiberium Fields that lie in close proximity to each player’s base, providing a
wealth of easy-to-access resources. However, all bases are vulnerable to surprise assaults due

to the wide banks that run along the edges of the battlefield—vehicles can easily cruise along
these embankments and assault your base from a variety of angles. Establishing small defensive
outposts at the Tiberium Spikes closest to your base is a8 good way to seal off these embankments.
Securing the four Defensive Towers in the middle of this region is also greatly beneficial; send out
utility infantry to capture them as soon as you can, using the towers to dominate the center of the battlefield.

1. Insertion points
2. Tiberium Spikes
3. Defensive Towers

Bachwater Brawl
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Barstow Badlands

Battles waged here at Barstow usually don't last very long. The majority of this small two- [H[EHS |]f I"[E[ESI]
player battlefield is covered in resources, including a central Tiberium Spike that's sure to be the —___/—
site of most skirmishes. Strive to capture that structure before your adversary to gain an early
resource boost, and garrison the many bunkers along the central bridge with infantry as soon
as you're able, starting with the ones near the Tiberium Spike. Rush tactics work very well here,
as it's tough for turtlers to defend their base from every angle. Execute early assaults on your
adversary, striking their base in concert from the north and south.

1. Insertion points

2. Tiberium Spike

3. mutant Hovels

4. Garrisonable Structures
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/ Barstow Badlands
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Blacly’s Big Battle

Big maps make for big battles, and this is one really, really big map! If you're looking to wage [ﬂrEHS |]f||][|}[|}5[]
a more calculated and strategic one-on-one war, this is a great battlefield to choose. The key to
victory here often lies in building Cranes/Foundries for additional production queues and securing
lots of resources so you can quickly climb the tech tree, building up superweapon structures and
unstoppable armies. Infantry are very useful early on; use them to garrison the buildings on your
half of the map’s central city, and send utility units to capture the many Tiberium Spikes on your
side of the region. When assaulting your opponent’s half of the map, quickly secure his portion
of the city with units that can clear garrisoned structures. Then place your own infantry into each
building you clear for a distinct territorial advantage. Amass a large army of heavy vehicles and aircraft as your infantry takes
control of the city, sending your big guns to crush your rival's bases and outposts.

1. Insertion points
2. Tiberium Spikes
3. Mutant Hovels

4. Defensive Towers

Blacls’s Big Battle
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Blacl’s Bigger Battle

This is essentially the same map as seen in Black's Big Battle, yet it allows for up to six players
to join in the carnage rather than two. This adds a high degree of chance to every war waged
here—it's tough to predict how any given battle will play out. Many of the same principles from
Black's Big Battle still apply, though: controlling the central city with infantry is a great advantage,
and securing additional resources is always a plus. It's worth noting that blue Tiberium Fields
replace the green ones near insertion points, which helps to balance out the amount of resources
available to each player.

Blacli’s Bigger Battle
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1. Insertion points
2. Tiberium Spikes
3. Mutant Hovels

4. Defensive Towers




Bordertown Beatdown

With up to eight players vying for dominance in such a cramped battlefield, serious beatdowns are [mEHS u“n[g[gs[]
guaranteed. Rushing your opponents is the key to victory here; strive to wipe out your neighbor

early in the battle so you can steal his resources and gain an advantage. Players who begin at . -

one of the four corner insertion points have the advantage of being positioned next to two Tiberium | 1- INsertion points

Fields instead of just one, while those who start in the middle of the battlefield are well placed to 2. Tiberium Spike

harvest the giant blue Tiberium Field in the center of the region. Controlling the Defensive Towers 3. EmP Control Centers
and bunkers near the bridges is a great way to keep your rivals from crossing over and invading 4. Defensive Towers

your base, while capturing one of the map’s four EMP Control Centers gives you a large tactical 5. Giant blue Tiberium field
advantage the longer a battle wears on.

Bordertown Beatdown
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Crater of Carnage

Though this four-player battleground is rather small, it's also chock full of resources and features [H[Eas |]f |ﬂ[EfES[]

plenty of open ground, allowing for some truly chaotic battles. Establishing forward outposts can be

quite risky in such open terrain, but the rewards are great to those who manage to do so: Tiberium . -

Fields encircle the inner portion of the central crater, providing a bounty of supplementary resources. | 1- Insertion points
Additional income can also be acquired by securing each of the four Tiberium Spikes that stand to 2. Tiberium Spikes

the north, south, east, and west sides of the battlefield. Strive to capture the two Tiberium Spikes

that stand closest to your base with all speed, garrisoning the surrounding buildings with infantry in the process. This not only
helps you defend your precious Tiberium Spikes, it also makes it difficult for your rivals to flank your initial encampment.

Crater of Carnage
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This multiplayer stomping ground is incredibly open and massive, providing ample space for up [[.][Eas u“n[gms{]

to six forces to bang heads. UJith no garrisonable structures to utilize, infantry units play a much

smaller role here. The four blue Tiberium Fields and lone EMP Control Center near the center of the . -

map are sure to be hot spots for frantic firefights; controlling any of these sites is a huge benefit. 1. Insertion points
Players who begin at one of the four corners of the map have the advantage of being situated right 2. Tiberium Spikes
between a green and blue Tiberium Field, but they're also vulnerable to attacks from just about any | 3- Blue Tiberium Fields
angle. On the other hand, those who begin at the north or south ends of the region are somewhat 4. EMP Control Center
cut off from additional resources, but the large rocky banks in front of their bases make these sites

easier to defend.
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Deadly Sertao

Sliced in half by a wide, rushing river, this small battlefield features no advanced tech structures [ﬂ[EHS m‘ ||][E[ES[]

to capture, allowing for more “pure” combat scenarios. Establishing and maintaining auxiliary

outposts near the map’s northwest and southeast Tiberium Fields is critical; secure the Fields . -

on your side of the river as soon as possible, garrisoning the surrounding buildings with infantry 1. Insertion points

to stump your rival’'s rush tactics. As you go about securing the villages and establishing your 2. Garrisonable Structures
outpost, simultaneously work at building up a dominant air force so you can rule the skies, 3. Auxiliary Tiberium Fields
assaulting your rival with speed and efficiency. Thwart their efforts at base expansion at all costs.

S o P
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Deadly Sertio
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Death Valley

UWith a massive Tiberium Field situated right in the heart of the region, four-player chaos is sure to [Hreas u”n[Eres[]
reach great heights at this large, panoramic battleground. The varied insertion points help dictate
the pace of the fight: players who begin to the east or west are open to assaults from all sides,
but they can reap the resources of the central Tib field with greater ease than those who begin at
the more-defensible north and south ridges. Capturing a Tiberium Spike or two will certainly help
your cause, as will garrisoning the many buildings that stand near these structures, and along the
valley trenches. Move infantry to capture these structures early in the match to gain a territorial
advantage over your rivals.

-/
1. Insertion points
2. Tiberium Spikes
3. Huge Tiberium Field
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Very few changes in terrain elevation exist at this good-size four-player field, providing a nice, open [ﬂmas |]|‘ |mEfEE[]
stomping ground for you to thrash your rivals in short order. Only one tech structure exists on this

map: an EMP Control Center situated right in the middle of the region’s dilapidated central village. . -

Capturing this tech structure is an obvious benefit; send infantry to secure the village as soon as 1. Insertion points

you're able. It also wise to work at establishing an early outpost next to one of the battlefield’'s 2. Auxiliary Tiberium Fields
four corner Tiberium Fields; this provides you with plenty of resources, along with a perfect staging | 3. EMP Control Center
ground for relentless incursions against one of your unfortunate neighbors.

m primagames.com
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[ Areas of Interest ]

1. Insertion points

2. Tiberium Spikes

3. Defensive Towers

4. EMP Control Center
5. large Tiberium fields

Defense is the name of the
game on this rather cramped
four-player battleground. Fill
each of the four bunkers near
your base with infantry as soon
as you're able, favoring soldiers
who are effective against vehi-
cles. As you build your base,
expand it so you can place a
Refinery/Extractor close to one
of the large Tiberium Fields in
the middle of the region; this
allows for early-game double-
harvesting. Also set a War
Factory/Warp Sphere near

this Refinery/Extractor so that
your Harvesters automatically
receive repairs each time they
return with a load of resources.
Place additional War Factories/
Warp Spheres in front of each
bridge to block your opponent’s
early rush attempts, then flood
their bases with your own
armored units when the time is
right. Move to capture and hold
the Tiberium Spikes near your
base as well—extra income is
always welcome.

E

frontier fracas
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This is where it all began: the impact site of the very first meteor that brought Tiberium to Earth. [ﬂfEﬂS |]”|][E[ESI]
Controlling the map with infantry is critical here at Ground Zero; quickly dispatch soldiers to
systematically garrison the city’s many buildings. Rlso send utility units to capture the Tiberium
Spikes and Defensive Towers at the map’s northeast and southwest corners as soon as you can.
Set War Factories/Warp Spheres in front of each bridge near your base to fortify your encampment 2. Tiberium Spikes
against ground assaults, then build aircraft to assault your rival’'s base, which is also likely to be 3. Defensive Towers
defended against land-based incursions. Prevent your rival from obtaining extra resources and then | 4. Huge Tiberium Field
crush him with superior arms when his Tiberium inflow runs dry.

1. Insertion points

primagames.com
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7 Pipeline Problems

[ Areas of Interest |

\—
. Insertion points
. Tiberium Spikes
. Mutant Hovels
. Blue Tiberium Fields
. Forward Tiberium Fields
. E4pansion Point
. Defensive Towers
. EMP Control Center

Z

/mdmu'lbwru_a

If you're craving a giant two-player
war zone, you've come to the right
place. This unique map features

3 host of key sites to capture and
defend, allowing each battle to unfold
in a variety of interesting ways.
Securing the blue Tiberium Field and
Tiberium Spike/Mutant Hovel plateau
near your base helps you quickly
flood the middle portion of the battle-
field with superior forces. Capturing
the region’s central Expansion

Point helps you guickly establish a
forward base; have some defense
turrets ready to deploy the moment
you claim this site. The first player
to secure the central EMP Control
Center is likely to hold that area for
most of the battle, as the surrounding
Defensive Towers make it a costly
site to storm.
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Greed is the key to victory on this tight four-player map. Tiberium Fields abound here at Redzone— [nreas u”n[E[Es[]
each player’'s base is situated right between three of them. Take full advantage by constructing
three Refineries/Extractors, placing each one close to a Tiberium Field so you're acquiring resources
with tremendous speed. Build Cranes/Foundries to gain additional structure production gueues to
help you spend your resources as soon as you gain them. Be sure to place lots of base defenses
near your forward Tiberium Fields as well; your rivals will likely be harvesting them form the other 3. EMP Control Center
side, and no one likes a freeloader.

1. Insertion points
2. Auxiliary Tiberium Fields

Redzone Rampage  [1§iii!
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This small riverside dock is full of garrison-able structures, placing a heavy focus on urban warfare. [HrEHE m‘m[gms[]
Both insertion points are set atop highly defensible hills, so the main tactic here is to simply
capture the city with infantry as fast as you can. This is a cost-effective way of fortifying your side
of the river, making it very dangerous for your rival’s troops to move through areas you control. Make
good use of units that are capable of clearing garrisoned buildings when storming your opponent’s
half of the map, and devote the majority of your resources to amassing a powerful air force that can
circumvent thorny regions and bombard your rival’s base without warning.

1. Insertion points

2. Tiberium Spike

3. forward Tiberium Fields
4. Defensive Tower
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Ready for a showdown? This giant battlefield has plenty of room for up to six players to flex their lﬂrgas u”n[gms[]
grand-scale combat muscles. Ample numbers of auxiliary Tiberium Fields provide plenty of sites

to tap for extra resources, but securing these fields can be guite difficult when your rivals are . -
attempting to do the same. Use infantry to garrison the many buildings and bunkers near each 1. Insertion points
forward Tiberium Field, helping your forces defend these critical sites. Place War Factories/Warp 2. Auxiliary Tiberium Fields
Spheres at your base’s entry points to both defend against invaders and allow your Harvesters to 3. Defensive Towers
receive repairs each time they return to base with a fresh load of resources. Strive to capture the 4. EMP Control Center

four Defensive Towers that surround the map’s lone EMP Control Center as soon as possible; doing

so allows you to dominate the center of the battlefield with minimum fuss.

Six Shooter Showdown

primagames.com
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Small Town USA

Here’s a nice, tight, two-player battlefield bursting with potential for crafty tacticians. Your first
move should be to capture the two Tiberium Spikes near your base for a quick boost of resources.
Put that extra cash to use by training infantry to secure the central city; this is a perfect way to
prevent your opponent from hammering your base with early rush tactics. The northwest and
southeast Tiberium Fields are sure to be hotspots for carnage as well; strive to establish outposts
at these locations to gain additional resources, hamper your opponent’s ability to generate income,
and prevent your rival from flanking your main base with ground units.

[ Areas of Interest |

N
1. Insertion points
2. Tiberium Spikes
3. Auxiliary Tiberium Fields
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The Battle for Middle egypt

The name of this large battlefield says it all: he who controls the map’s central city gains a number [nreas n”n[mes[]
of advantages, making it a highly-contested zone. For starters, four giant Tiberium Fields surround

the central city, and a Subway Hub is located right at the heart of town. Capturing the Subway . ;/
Hub allows you to move forces through the region’s subway system, popping them out of Subway 1. Insertion points
Entrances that stand near each insertion point to quickly assault your rival’s bases. Securing the 2. Mutant Hovels

city early in the match is therefore vital; capture the Mutant Hovel near your base as soon as you're | 3- Subway Entrances
able, then train and send legions of Mutant Marauders to garrison the city’s buildings. Set up an 4. Subway Hub
outpost in town to begin harvesting resources and producing units there, then use the subway 5. large Tiberium Fields

system to quickly move your forces about the map.

S
7 The Battle for Middle Egypt
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The Rochtagon

A wasteland expanse of this magnitude sets the perfect stage for some truly epic eight-player [[.][Eas u“n[gms{]

conflicts. Border wars are bound to erupt here, as the many insertion points are stationed muc

too close to each other for comfort. Move to capture the Mutant Hovels and Tiberium Spikes near
your base as soon as you can, then strive to defend these choke points from your neighbors—garri-
soning the few nearby buildings that can accommodate infantry units helps in this task. Estab-
lishing a base near the region's massive central Tiberium Field is dicey in the early stages of a
battle; it's usually best to focus on annihilating one of your hostile neighbors, establishing an
outpost in the smoldering remains of his base, and laying claim to his resources.

The Rocktagon
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Tiber River Valley

This large river valley is an ideal region for slower, more methodical two-player battles. Work at lﬂrgas u”n[mgs[]
building two outposts near the Tiberium Fields to the north and south of your insertion point; this
gives you plenty of income and helps you defend your main base from ground units. Start with the
northern blue Tiberium Field; it's @ more valuable source of income, and establishing an outpost
there makes it easier for you to secure and defend the region’s lone EMP Control Center. Building up
a powerful air force is also important here; doing so allows you to simply fly across the central river
bed, assaulting your opponent’s main base from the sky while your ground forces apply pressure to

his northern and southern outposts.

1. Insertion points

2. Audiliary Tiberium Fields
3. Blue Tiberium Fields

4. EMP Control Center

Tiber River Valley
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Tiberium Gardens il

This unique battleground is the only one specifically designed for five-player action. Tread lightly [ﬂrEHS |]“|][E[ES[]

when sending infantry about this map; Tiberium lies strewn about, blanketing much of the terrain.

Naturally, this provides a bounty of resources for all players, and because there's only one way to 1. Insertion points

reach each insertion point by land, turtlers have a distinct advantage here. Place War Factories/ 2. Tiberium-covered ridges
Warp Spheres and heavy defenses near your base’s entry point, climb the tech tree to reach more
advanced units, and work at amassing a large airborne presence to dominate this map.

3. massive Tiberium Field
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Top Gun

Battles waged at this tight airbase are fast and furious, so make sure to bring your A-game. Garri- lﬂrgas u”n[gms[]

soning the many buildings in the region gives you a distinct tactical advantage; send out plenty of
infantry to secure key portions of the city, particularly the two central Tiberium Spikes, the south-
east blue Tiberium Field, and the map’s trademark Best Buy®—you can’t beat those savings! Make
good use of structure-clearing units throughout each conflict here; use them liberally to prevent your
rival from gaining a foothold in the region. Unless you're desperate for resources, don't bother going
after the two green Tiberium Fields on the northeast plateaus; they're quite difficult to defend. Focus
on securing the lone blue Tiberium Field and pair of Tiberium Spikes instead.

primagames.com

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

1. Insertion points
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Tournament Arena

Hope you're not out for a quiet stroll in the park, because this small recreational area won't stay [nreas mlmﬂ[ﬂﬁ[]
peaceful for long! Favor an open, sprawling layout as you build your base here, stretching out

toward the forward Tiberium Field near your base so you can place a secondary Refinery/Extractor . -

nearby and double your income. Make sure to place heavy defenses about this forward resource 1. Insertion points
facility or it won't last long. Send utility units to capture the map’s Tiberium Spikes as soon as 2. Tiberium Spikes
possible, along with plenty of infantry to garrison the hardened bunkers stationed near these struc- | 3. forward Tiberium fields
tures. Garrison the bunkers near the map’s blue Tiberium Fields as well to defend these sites until 4. Blue Tiberium Fields
you're ready to construct outposts there.

Tournament Arena
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[ Areas of Interest ]

1. Insertion points
2. Tiberium Spikes
3. Huge Tiberium Field

Battlefields don't come much
smaller or more straightforward
than this one; if you're looking
for a place to wage a straight-
up brawl against a heated rival,
look no further. Infantry plays
an important role throughout
matches held here; send your
soldiers to garrison the build-
ings of the small central city,
helping to secure the massive
Tiberium Field that's spread
there. Place a secondary
Refinery/Extractor close to

the city for double-harvesting
action. Move to secure the
region’s two Tiberium Spikes
with utility units as soon as
possible for extra income. Build
a Crane/Foundry so you can
spend resources as fast as you
gain them, then build multiple
War Factories/UJarp Spheres
so0 you can send legions of
vehicles to overwhelm your
opponent’'s base.
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Tournament Desert Redux

Tournament Desert Redux
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Tournament Dusthowl

This is essentially the same map as Downtown Dustbowl, minus the EMP Control Center. It's also [[.][Eas u“n[gms{]

been specifically tailored for two-player action instead of mayhem-filled four-for-alls. The battle-

ground features very few changes in terrain elevation and plenty of room to maneuver; this allows . -

you to employ just about any sort of tactics to thrash your rival in the manner of your choosing. It 1. Insertion points

helps to garrison the central city’s buildings with infantry, and to capture the map’s pair of Tiberium 2. Auiliary Tiberium Fields
Spikes as soon as possible. It's also wise to establish an early outpost next to one of the battle- 3. Tiberium Spikes

field’s four auxiliary Tiberium Fields; favor the ones closest to the Tiberium Spikes so your forward

outpost can be used to keep the Tiberium Spike secure.

Tournament Dusthowl
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Tournament Tower

This small, panoramic battlefield makes for some truly interesting battles. Make sure to construct [Hrgas u”n[mgs[]
two Refineries/Extractors at your base, setting one near your green Tiberium Field and the other

within range to harvest from the nearby blue Tiberium Field. Also send infantry to capture the Tibe- u
rium Spikes at the north and south sides of the map as soon as possible, garrisoning soldiers into 1. "_‘59':"““ P"_'"ts
the nearby buildings to keep these valuable resource structures safe from recapture. Rush tactics 2. Tiberium Spikes

work quite well on such a small map; guickly build a few War Factories/UWarp Spheres and assault 3. Blue Tiberium Fields
your rival’'s headquarters with armored units, hitting his base at its northern and southern fronts to
create chaos and force his defending units to divide themselves.

g
#

b e e |

Tournament Tower

/
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Triple Threat

As its name implies, Triple Threat is a battleground designed for pulse-pounding three-way brawls. [[.][Eas u“n[g[gs[]
These are some of the most exciting multiplayer battles to participate in, as anything can happen

when three separate forces vie for dominance. Each insertion point is located between two Tibe- . -

rium Fields, so initial resources are plentiful and within easy reach; make sure to build two Refin- 1. Insertion points
eries/Extractors to take full advantage. Controlling the map is important here; though many of the 2. Tiberium Spikes
garrison-able buildings are damaged, they still provide effective cover for your infantry units. Work 3. EmP Control Center
at capturing the central Tiberium Spikes and EMP Control Center as fast as you can, filling the

surrounding buildings with soldiers to keep these valuable tech structures secure.

Triple Threat
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[ Areas of Interest ]

1. Insertion points

2. Tiberium Spikes

3. Defensive Towers
4. EMP Control Center

The unigue insertion point
layout of this three-player
battleground makes it ideal for
two-against-one match ups—
two rookie players taking on

a seasoned pro, for example.
The player who begins at the
north end of the map has easy
access to two blue Tiberium
Fields and two Tiberium Spikes,
and can quickly fortify his posi-
tion by garrisoning the many
civilian buildings to the south
with infantry. Players who start
at the south end of the area
have access to two normal
Tiberium Fields and must share
a larger one that's spread
between them—or simply oblit-
erate their neighbor and take
all three Fields for themselves.
Either way, the southern forces
face a harrowing uphill battle
against their northern foe. It's
best to send units capable of
clearing garrisoned structures
to secure the middle ground.
Capturing the central EMP
Control Center and twin Defen-
sive Towers helps to level the
plading field as well.

PRIMA Official Game Guide

Unfair Advantage

Unfair Advantage
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Here we provide guick-reference tables of hard statistical data on the 100+ units and structures in Command &
Conguer 3 Tiberiurm Wars. This info isn't much help if you can't understand it, though; here’s the meaning behind
each field in the following tables:

add

Name: The name of the unit/structure.

Cast: The Tiberium resources required to begin construction on the unit/structure.

Ipu

Time: The amount of time it takes to build the unit/structure.
Energy: The amount of power used/provided by the structure. (Structure sections only.)

Move: R relative value that indicates how fast the unit moves. The greater the number, the faster the unit travels.
(Unit sections only.)

]

Health: A relative value that indicates how much health the unit/structure has. The higher the number, the more damage the
unit/structure can withstand before being destroyed.

Rocket: A percentage that reveals how vulnerable the unit/structure’s armor is to Rocket-class attacks. Examples include
missiles and RPGs. A value of 100% means the unit/structure would suffer the total potential damage from this form of attack.

Gun: A percentage that shows how vulnerable the unit/structure’s armor is to
Gun-class attacks. Examples include pistols, machineguns, and other ballistic - 0
weaponry. A value of 100% means the unit/structure will suffer the total potential ; l:all:“la““u nama“e )

damage from this form of attack.

The math involved in Command &
Conquer 3s damage calculation
system is actually guite simple;
just take the attacking unit's weap-
onry class and damage potential

Cannon: A percentage that illustrates how vulnerable the unit/structure’s armor is
to Cannon-class attacks. Examples include tank cannons, lasers, and railguns. A
value of 100% means the unit/structure will suffer the total potential damage from
this form of attack.

Grenade: A percentage that reveals how vulnerable the unit/structure’s armor is to (found within the unit's “Attacks
Grenade-class attacks. Examples include grenades and fire-based attacks. A value and Damage” table) and cross-
of 100% means the unit/structure will suffer the total potential damage from this form reference it against the appropriate
of attack. armor rating and health of the
Sniper: A percentage that shows how vulnerable the unit/structure’s armor is to e
Sniper-class attacks. Examples include sniper rifles and high-impact ballistic For example, a GDI APC firing on
weaponry. A value of 100% means the unit/structure will suffer the total potential a fully exposed Nod Militant Rocket

damage from this form of attack. Squad would inflict 25 points
of damage with each bullet that
lands. This is because the Militant
Rocket Squad’s armor allows 100%
of a Gun-class attack’s potential
Range: A relative figure that shows the effective range of the unit/structure’s damage to pass through, and the
weaponry. Higher values mean the unit/structure can attack more distant targets. APC happens to employ a Gun-
class weapon that inflicts 25
points of damage with each shot.
Factoring in the incredibly high

Class: Indicates the class of weaponry the unit/structure wields: Rocket, Gun,
Cannon, Grenade, or Sniper. Some weapon classes are better against certain
targets than others.

Speed: A relative value that indicates how fast the unit/structure’s attacks travel. The
higher the number, the less time it takes for each attack to strike its target.

Damage: R relative figure that indicates the power of each of the unit/structure’s rate of fire featured by the APC's
attacks. The higher the value, the more damage each attack can potentially inflict. machinegun turret, that Militant
Note that this value can be misleading, as it represents the damage of each Rocket squad isn’t long for this

individual attack (one round from a rapid-fire machinegun, etc). RAlso, attack damage world!
can be greatly marginalized when firing on unfavorable targets.
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GDI Production Structures

Time  Energy Health  Rocket Gun  Cannon Grenade Sniper Range  Speed Damage
Rirfield 1,000 10 sec -8 4,000 25% 25% 100% 100% 1% — — — —
Armory 1,000 10 sec -7 3,000 50% 25% 75% 100% 1% — — — —
Barracks 500 5 sec -5 3,000 25% 25% 100% 100% 1% — — — —
Command Post 1,500 15 sec -8 5,000 50% 25% 75% 100% 1% — — — —
Construction Yard 2,500 | 25 sec 10 20,000 50% 25% 75% 100% 1% — — — —
Crane 1,500 15 sec -10 3,000 50% 25% 75% 100% 1% — — — —
Power Plant 800 8 sec 20 4,000 50% 25% 75% 100% 1% — — — —
Refinery 2,000 | 20 sec -6 10,000 50% 25% 75% 100% 1% — — — —
Space Command Uplink | 3,000 | 30 sec -15 3,000 50% 25% 75% 100% 1% — — — —
Tech Center 4,000 | Y0 sec -12 10,000 25% 25% 100% 100% 1% — — — —
War Factory 2,000 | 20 sec -7 10,000 50% 25% 75% 100% 1% — — — —

GDI Support Structures

Health  Rocket Gun  Cannon Grenade Sniper Range  Speed
AR Battery 800 8 sec 5 7,000 | 50% 25% 75% 100% 1% Gun Uso | Instant 25
Guardian Cannon 1,200 12 sec -8 4,000 50% 25% 75% 100% 1% Cannon 350 1,000 350

(o0 EEE (e 5,000 |S0sec| -20 |20,000| s0% | 25% | 75% | 100% 1% | Cannon | Infinite | Instant | 20,000

Center

Sonic Emitter 2,000 | 20 sec -15 7,000 50% 25% 75% 100% 1% Cannon 375 Instant ;%%Eg
Tiberium Silo 500 5 sec -3 1,000 50% 25% 75% 100% 1% — — — —
Watchtower 600 b sec -5 2,400 50% 25% 75% 100% 1% Gun 350 Instant 15

GDI Other Structures

Time tnergy  Health  Rocket Gun Cannon Grenade  Sniper Damage
Cannony | 399 | 3007 1 g
Battle Base 2,000 | 20 sec 0 5,000 | 25% 25% 100% | 100% 1% 300/ 500/
Rocket 150
yoo 200
Foxhole 300 | 10 sec 0 2,000 | 50% 25% 75% 100% 1% — — — —
Outpost 1,500 | 15 sec 0 2,000 | 100% | 100% | 100% | 100% 1% = = = —
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GDI Infantry Units

Time Move  Health  Rocket Gun Cannon Grenade Sniper Class Range  Speed Damage

Commando 2,000 | 20 sec 50 500 25% 100% 50% 75% 500% | Sniper 300 Instant 500
Engineer 500 5 sec 30 75 25% 100% 50% 75% 500% — — — —

Grenadier Squad 800 8 sec us 1,248 25% 100% 50% 75% 500% | Grenade 200 100 24o
Missile Squad Yoo Y sec us 300 25% 100% 50% 75% 500% | Rocket | 300 200 500
Rifleman Squad 300 3 sec 50 uso 10% 100% 50% 75% 500% Gun 260 Instant 12

Sniper Team 1,000 | 10 sec us 600 25% 100% 50% 75% 500% | Sniper yso Instant 500
Zone Troopers 1,300 13 sec 55 860 25% 100% 50% 75% 75% Cannon 300 Instant 8uo

GDI Vehicle Units

Health  Rocket Gun Cannon Grenade Sniper Class  Range Damage
Harvester 1,000 10 sec 50 7,500 75% 25% 110% 25% 1% Gun 300 Instant 10
Juggernaut 2,200 | 22 sec yo 5,000 75% 25% 100% 25% 1% Cannon 500 500 3,000
Mammoth Tank 2,500 |2S5sec| uyo |10000 | 75% | 25% | 100% | 25% 1% ':F‘a;cnlfe“t/ 300 | Instant ]'ggg/
MCV 2,500 | 25 sec uo 2,500 | 75% 25% 100% 25% 1% — — — —
Pitbull 700 7 sec 15 1,500 75% 50% 100% 50% 1% Rocket [ 250 200 yoo
Predator Tank 1,100 | 1 sec 60 3,U00 | 75% 25% 100% 25% 1% Cannon | 300 1,000 572
Rig 2,000 | 20 sec 50 1,500 75% 25% 100% 25% 1% — — — —
Surveyor 1,500 | 15 sec 50 2,000 | 100% | 100% | 100% | 100% 1% — — — —

GDI Aircraft Units

Health  Rocket HI) Cannon Grenade Sniper Class Range  Speed Damage

Firehawk 1,500 | 15 sec 190 2,625 100% 100% 100% 100% 1% Rocket Lg%%/ ?gg/ 1,000
Orca 1,100 11 sec 10 1,500 100% 100% 100% 100% 1% Rocket 250 200 750

V35 Ox N/A N/A 160 750 100% 100% 100% 100% 1% — — — —
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Nod Production Structures

Cost Time tnergy  Health  Rocket Gun Cannon Grenade Sniper Class  Range  Speed Damage
Air Tower 1,000 | 10 sec 5 3,000 | 50% 25% 75% 100% 1% — — — —
Construction Yard 3,000 | 30 sec 10 20,000 50% 25% 75% 100% 1% — — — —
Crane 1,500 | 15 sec -10 2,000 | 50% 25% 75% 100% 1% — — — —
Hand of Nod 500 5 sec 5 2,500 | 50% 25% 75% 100% 1% — — — —
Operations Center 1,500 15 sec -10 5,000 50% 25% 75% 100% 1% — — — —
Power Plant 500 5 sec 15 u,000 | 50% 25% 75% 100% 1% — — — —
Refinery 2,000 | 20 sec -6 10,000 | 50% 25% 75% 100% 1% — — — —
Secret Shrine 1,500 | 15 sec -8 3,000 | 50% 25% 75% 100% 1% — — — —
Tech Lab U,000 | U0 sec 15 10,000 | 50% 25% 75% 100% 1% — — — —
Tiberium Chemical Plant | 3,000 | 30 sec -5 3,000 | 50% 25% 75% 100% 1% — — — —
War Factory 2,000 | 20 sec 5 10,000 | 50% 25% 75% 100% 1% — — — —

Nod Support Structures
tnergy  Health  Rochket Gun  Cannon Grenade Sniper Class  Range  Speed Damage
Disruption Tower 1,000 10 sec -10 3,000 50% 25% 75% 100% 1% — — — —
3,000/
Laser Turret 1,200 12 sec -10 1000 50% 25% 75% 100% 1% Cannon 350 Instant 4o
Obelisk of Light 1,800 18 sec -15 7,500 50% 25% 75% 100% 1% Cannon 375 Instant | 3,000
3,000/
SAM Turret 800 8 sec -6 1 000 50% 25% 75% 100% 1% Rocket yso 250 375
3,000/
Shredder Turret 600 6 sec -6 1,000 50% 25% 75% 100% 1% Gun 350 750 150
Temple of Nod 5,000 | 50 sec -20 20,000 50% 25% 75% 100% 1% Cannon | Infinite | Instant | 20,000
Tiberium Silo 500 5 sec -3 3,000 50% 25% 75% 100% 1% — — — —

Outpost

Cost

1,500

Time

15 sec

energy

Nod Other Structures

Health

2,000

Rocket

100%

100%

Cannon

100%

Grenade

100%

Sniper

1%

Class

Speed

Damage
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Nod Infantry Units

Cost Time Move  Health  Rocket Gun Cannon Grenade Sniper Class Range  Speed Damage

Black Hand 900 9 sec uo 2,700 50% 100% 50% 75% 500% | Grenade 180 Instant 180
Commando 2,000 | 20 sec 60 500 25% 100% 50% 75% 500% | Sniper 300 500 500
Fanatics 800 8 sec 70 750 25% 200% 50% 75% 500% | Grenade 20 Instant | 500,000
Militant Rocket Squad yoo Y sec 35 300 50% 100% 50% 75% 500% | Rocket 250 200 500
Militant Squad 200 2 sec 35 360 50% 100% 50% 75% 500% Gun 250 Instant 25
Saboteur 500 5 sec 30 75 25% 100% 50% 75% 500% — — — —
Shadow Team 800 8 sec | 80/100 | 1,200 25% 100% 50% 75% 500% | Sniper 200 Instant 120

Nod Uehicle Units

Time Move  Health  Rocket (HI) Cannon Grenade Sniper Class Range  Speed Damage

Attack Bike 600 6 sec 4o 800 100% 75% 100% 75% 1% Rocket 250 200 600
Avatar Warmech 3,000 | 30 sec 50 10,000 | 100% 25% 100% 25% 1% Cannon 350 Instant | 1,000
Beam Cannon 1,000 | 10 sec 75 3,000 75% 50% 100% 50% 1% Cannon 500 Instant —
Emissary 1,500 [ 15 sec 100 2,000 100% 100% 100% 100% 1% — — — —
Flame Tank 1,000 | 10 sec 75 3,700 75% 25% 200% 25% 1% Grenade 100 Instant 200
Harvester 1,000 | 10 sec 75 5,000 75% 25% 110% 25% 1% — — — —
MCV 2,500 | 25 sec 60 10,000 75% 25% 100% 25% 1% — — — —
Raider Buggy yoo Y sec 130 1,500 50% 50% 100% 50% 1% Gun 250 Instant 25
Scorpion Tank 800 8 sec 90 2,400 75% 25% 100% 25% 1% Cannon 275 1,000 500
Stealth Tank 1,000 | 10 sec 120 1,875 75% 25% 100% 25% 1% Rocket 275 200 1,500

Nod Aircraft Units

Health  Rocket HI) Cannon Grenade Sniper Class Range  Speed Damage

Carryall N/A N/A 100 750 100% 100% 100% 100% 1% — — — —
Venom 700 7 sec 30 1,800 100% 100% 100% 100% 1% Gun 200 Instant 35
Vertigo Bomber 1,800 | 18 sec 165 3,000 100% 100% 100% 100% 1% Gun 100 200 10
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Scrin Production Structures

Cost Time  tnergy Health  Rocket Gun  Cannon Grenade Sniper Class  Range  Speed Damage
Drone Platform 2,500 | 25 sec 10 20,000 [ 50% 25% 75% 100% 1% — — — —
Extractor 2,000 | 20 sec -6 10,000 | 50% 25% 75% 100% 1% — — — —
Foundry 1,500 | 15 sec -10 3,000 | 50% 25% 75% 100% 1% — — — —
Gravity Stabilizer 1,000 | 10 sec -7 6,000 | 50% 25% 75% 100% 1% — — — —
Nerve Center 1,500 | 15 sec -8 5,000 | 50% 25% 75% 100% 1% — — — —
Portal 600 6 sec 5 3,000 | 50% 25% 75% 100% 1% — — — —
Reactor 600 6 sec 20 y,000 | 50% 25% 75% 100% 1% — — — —
Signal Transmitter 3,000 | 30 sec -10 3,000 50% 25% 75% 100% 1% — — — —
Stasis Chamber 1,200 | 12 sec -8 3,000 | 50% 25% 75% 100% 1% — — — —
Technology Assembler 4,000 | 40 sec -10 10,000 50% 25% 75% 100% 1% — — — —
Warp Sphere 2,000 | 20 sec -6 10,000 | 50% 25% 75% 100% 1% — — — —

Scrin Support Structures

tnergy  Health  Rocket Gun  Cannon Grenade Sniper  Class ~ Range  Speed Damage
Buzzer Hive 600 6 sec -7 1,600 50% 25% 75% 100% 1% Sniper yoo Instant 120
Growth Accelerator 1,500 | 15 sec -5 3,000 50% 25% 75% 100% 1% — — — —
Photon Cannon 1,200 12 sec -8 4,000 50% 25% 75% 100% 1% Cannon 350 4yoo 700
Plasma Missile Battery 800 8 sec -7 7,000 50% 25% 75% 100% 1% Rocket 4yso 300 750
Rift Generator 5,000 | 50 sec -15 20,000 [ 50% 25% 75% 100% 1% Cannon | Infinite | Instant | 20,000
Storm Column 1,500 | 15 sec -12 6,400 50% 25% 75% 100% 1% Rocket 375 Instant | 2,500

Scrin Other Structures

tnergy  Health  Rochket Gun  Cannon Grenade Sniper Damage
Lightning Spike 1,000 | 10 sec 0 3,000 | 50% 25% 75% 100% 1% |[Cannon| 375 | Instant | 290
Outpost 1,500 | 15 sec 0 2,000 | 100% | 100% | 100% | 100% 1% — — — —
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Scrin Infantry Units

Time Move  Health  Rocket (HI) Cannon Grenade Sniper  Class  Range Damage
Assimilatar 500 5 sec 30 75 25% 100% 50% 75% 100% — — — —
Buzzer 200 2 sec 75 250 25% 50% 25% 50% 100% Gun 150 Instant 10
Disintegrator 300 3 sec 50 350 25% 75% 50% 75% 100% Rocket 100 Instant yso
Mastermind 1,500 | 15 sec =i 1,250 25% 100% 50% 75% 100% — 200 | Instant —
Shock Trooper 800 8 sec 65 900 25% 100% 25% 100% | 100% | Rocket | 300 uoo 225

Scrin Uehicle Units

Health  Rocket HI)| Cannon Grenade Sniper  Class  Range Damage
Annihilator Tripod 3,000 | 30 sec 60 7,500 75% 25% 100% 25% 1% Cannon 350 4yoo 500
Corruptor 1,000 | 10 sec 60 2,500 75% 25% 100% 25% 1% Grenade 100 Instant uo
Devourer Tank 1,U00 | M sec 55 3,200 75% 25% 100% 25% 1% Cannon | 350 Instant 500
Explorer 1,500 | 15 sec 100 2,000 100% 100% 100% 100% 1% — — — —
Gun Walker 700 7 sec 75 2,500 75% 25% 100% 25% 1% Gun 300 Instant 80
Harvester 1,000 | 10 sec 75 7,500 75% 25% 110% 50% 1% — — — —
Seeker 800 8 sec 80 2,400 75% 25% 100% 50% 1% Rocket 250 yoo 375

Scrin Aircraft Units

Health  Rocket Gun Cannon Grenade  Sniper Damage
Devastator Warship 2,400 | 24 sec 60 6,250 100% 100% 100% 100% 1% Grenade 500 300 1,750
Drone Ship 3,000 | 30sec | us 6,250 | 75% 25% 100% 25% 1% — — — Instant
Mothership 5,000 | 50 sec 15 30,000 | 100% 100% 100% 100% 1% Cannon 5 Instant | Extreme
E'aar':;tf” Rssault 3,000 [30sec| 4o |12,500 | 100% | 100% | 100% | 100% 1% |Cannon| 40O | Instant | 360
Stormrider 1,500 | 15 sec 175 y,000 | 100% | 100% | 100% | 100% 1% Rocket | 350 | Instant [ 100
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ﬂ; AA Battery, 22, 212

Advanced Base Defense,
22,31, 41

Advanced Infantry, 42

Advanced Support Structure,
21, 31,40

Aircraft-production facilities, 173
Aircraft Production Structure, 20, 29, 39
Aircraft Units, 18

GDI, 26-27, 213

Nod, 36, 215

Scrin, 44-45, 217
Airfield, 20, 212
Air Tower, 29, 214
Albania, 81-86
Alexandria, 70-73
Amazon Desert, 12427
Andrews Air Force Base, 116—18
Annihilator Tripod, 43, 162, 217
Anti-Air Base Defense, 22, 31, 4041
Anti-Infantry Base Defense, 22, 31-32, 40
Anti-Vehicle Base Defense, 22, 31, 40
APCs, 25, 56-57

Armor and Health Stats. see under specific
units & structures

Armory, 20, 212
Assault Aircraft, 27
Assimilator, 42, 217
Atlantic Coast, 12729
Attack Bike, 34, 114, 215
Attacking, 8-10

Attacks and Damage stats. see under
specific units & structures

Australia, 137-46
Avatar Warmech, 34-35, 132, 215
Ayers Rock, 14446

Backwater Brawl, 182, 183
Barracks, 20, 212

Barstow Badlands, 182, 184

Base Concealment Structure, 31
Base Construction, 101, 173-75
Base Expansion Facility, 23, 32, 41
Base Power Facility, 21, 30, 3940
Basic Aircraft, 45

Basic Infantry, 42

Battle Base, 22-23, 212

The Battle For Middle Egypt, 182, 200
Beam Cannon, 35, 136, 215
Bemne, 100-102

Black Hand, 32-33, 122, 215
Black Hole, 45, 46

Black’s Big Battle, 182, 185
Black’s Bigger Battle, 182, 186
Bloodhounds, 27

Bordertown Beatdown, 182, 187
Brazilian Yellow Zone, 124-30
Bridge Gatehouse Towers, 47
Brotherhood of Nod. see Nod
Build Time, defined, 19, 211
Buzzer Hive, 40, 216

Buzzers, 41, 42, 159, 217

c

Construction Vehicle, 26, 35
Construction Yard, 21, 29-30, 214
Control and Conquer, 172—73
Co-op Tactics, 179-81

Corruptors, 43, 164, 217

Cost, defined, 211

Crane, 21, 30, 212, 214

Crater of Carnage, 182, 188
Croatia, 77-81, 16365

D

Damage, defined, 19, 211
Deadly Sertao, 182, 190

Dead Six, 182, 189

Death Valley, 182, 191

Decoy Army, 37

Defense Power, 46
Defense-Related Info, 19
Defense turrets, 173
Defensive Power, 37, 46
Defensive Tower, 47
Devastator Warship, 44, 45, 162, 217
Devourer Tank, 43, 161, 217
Disintegrators, 42, 158, 217
Disruption Tower, 31, 214
Downtown Dustbowl, 182, 192
Drone Platform, 39, 216
Drone Ship, 44, 217

E

Cairo, 74-76

Calculating Damage, 19
Campaign Walkthroughs, 5
Cannon, defined, 19, 211
Carryall Aircraft, 36, 215
Casabad, 67-70

Catalyst Missile, 37

CDI's Mammoth Tank, 17
Class, defined, 19, 211
Cloaking Field, 37
Cologne, 97-100
Commando, 23, 33, 62-63, 119, 213, 215
Command Post, 21, 212

primagames.com

Eastern Europe, 77-91, 130-37

Eastern Seaboard of the United States
GDI Campaign, 55-66
Nod Campaign, 113-24

Egypt, 67-76

Elite Infantry, 23, 42

Emissary, 35, 215

EMP Control Center, 47

Engineer, 23-24, 53-54, 213

Europe, 15767

see also Eastern Europe; Northern
Europe

Expansion Points, 48
Explorer, 44, 217
Extractor, 39, 216
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F

Factions, 1549

Faction Sections, 5, 18-19
Faction Tactics, 176—79
Fanatics, 32, 33, 110, 215
Favorite Faction, 169
Firehawks, 2627, 84-86, 213
Flame Tank, 35, 122, 215
Forward Defensive Structure, 22—-23
Foundry, 39, 216

Foxhole, 23, 212

Frontier Fracas, 182, 193

Fuel Drums, 48

G

Garrisonable Structures, 47
GDI
Aircraft Units, 26-27, 213
Campaign, 51-108
Co-op Tactics with Nod, 180
Co-op Tactics with Scrin, 180-81
Faction Tactics, 176-77
Grenadier Squad, 47
Infantry Units, 23—-24, 213
Other Structures, 22, 212
Production Structures, 20-22, 212
Support Powers, 27-28
Support Structures, 22, 212
Vehicle Units, 24-26, 213
GDI Airborne, 27
General Info, 19
Generals series, 5
Global Defense Initiative, 20-28
Goddard Space Center, 109-12
Gravity Stabilizer, 38, 39, 216
Grenade, defined, 19, 211
Grenadier Squad, 24, 56, 213
Ground Control Bonus, defined, 19
Ground Zero, 106-8, 182, 194
Growth Accelerator, 40, 216
Guardian Cannon, 22, 212
Guerilla, 168
Guerilla Warfare, 177, 178, 179
Gun, defined, 19, 211
Gun Walker, 43, 44, 158, 217

H

L

Hampton Roads, 61-63, 118-21
Hand of Nod, 30, 214

Harvesters, 25, 35, 43, 44, 213, 215, 217
Health, defined, 19, 211

Health Bars, 10—11

Heavy Aircraft, 27

Heavy Atrtillery Walker, 25

Heavy Assault Walker, 34-35, 43
Heavy Bomber, 36-37

Heavy Capital Ship, 45

Heavy Tank, 2526

He Who Hesitates Is Lost, 16970

High-Tech Advancement Structure,
21, 30, 40

Hit-and-Run Tank, 36

Infantry-production facilities, 173
Infantry Production Structure, 30, 39

Infantry Support & Production Center,
20, 30, 40

Infantry Units, 1516

GDI, 23-24, 213

Nod, 32-34, 215

Scrin, 41-42, 217
Intelligence Power, 28, 37, 46

lon Cannon Control Center, 22, 27, 212
lon Storm Control Center, 48

Italian Hills, 149-51

Italian Red Zone, 102-5, 147-56

Italy. see Italian Hills; Italian Red Zone;
Northern Italy

J

Juggernauts, 25, 90-91, 213

K

Kane's Tower, 154-56
Knowledge Is Power, 170-71

Langley AFB, 58-60

Laser Turret, 31, 214

Level, 169

Light Aircraft, 36

Lightning Spike, 41, 46, 216
Light Tank, 36

Light Vehicle, 26, 35, 44
London, 15759

M
Mammoth Tanks, 25, 71-72, 213
Master Computer Countermeasures, 37
Masterminds, 42, 161, 217
MCYV, 26, 35, 213, 215
Medium Atrtillery Vehicle, 35
Medium Tank, 26, 35, 43
Medium Vehicle, 43, 44
Militant Squads, 33, 110-11, 215
Mine Drop, 37
Missile Squad, 24, 53, 213
Modes, 168—-69
Mothership, 45, 46, 167, 217
Movement Speed, defined, 19, 211
Moving Units, 8
Multiplayer, 6, 168—-210

Maps, 181-82
Munich

GDI Campaign, 92-94

Scrin Campaign, 160-63
Mutant Hovel, 48

N
Name, defined, 211
Nerve Center, 39, 216
Network mode, 168
Neutral Structures and Objects, 47—49
Nod
Aircraft Units, 36, 215
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Black Hand, 47
Campaign, 109-56
Co-op Tactics with GDI, 180
Co-op Tactics with Scrin, 181
Faction Tactics, 17778
Flame Tank, 47
Infantry Units, 32-34, 215
Other Structures, 32, 214
Production Structures, 29-31, 214
Support Powers, 37-38
Support Structures, 31-32, 214
Vehicle Units, 34-36, 215
see also Temple of Nod

North Carolina Badlands, 50-54

Northern Europe, 92—-102
Northern Italy, 14749
Nuclear Missile, 37

(0)
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Plasma Missile Battery, 4041, 216
Portal, 39, 216
Power, defined, 19, 211
Power Meter, 11
Power Mode, 12
Power Plants, 21, 29, 30, 38, 212, 214
Power-supplying structures, 173
Predator Tanks, 25, 26, 66, 213
Prerequisites, defined, 19
Primary Base Construction Facility
GDI, 21
Nod, 29-30
Scrin, 39
Production Structures
GDI, 20-22, 212
Nod, 29-31, 214
Scrin, 3940, 216
Production Tabs, 13

Prologue, 50-54

Obelisk of Light, 29, 31, 214
Objectives/Player Status, 12
Offense-Related Info, 19
Offensive Power, 28, 37, 38
Online mode, 168—69
Operations Center, 30, 214
Operation Stiletto, 152-54
Orca, 26, 27, 54, 213

Orca Strike, 28

Orone Platform, 39
Outback, 137-39

Outpost, 23, 32, 41, 212, 214, 216

P

R

Radar, 12

Radar Jamming Missile, 37
Radar Scan, 28

Raider Buggy, 35, 114, 215
Range, defined, 211

Ranked Matches, 169
Reactor, 3940, 216
Reconstruction Drones, 45, 46
Red Alert series, 4-5
Redzone Rampage, 182, 196
Refinery, 21, 30, 212, 214
Reinforcement Bay, 48

The Pentagon, 55-57

Phase Field, 45, 46

Photon Cannon, 40

Pipeline Problems, 182, 195

Pitbull, 25, 26, 60, 213

Planetary Assault Carrier, 45, 162, 217
Planetary Assault Centers, 44

Reinforcement Power, 27-28, 46
Repair mode, 12

Replays, 169

Resource Enhancement Structure, 40

Resource Power, 37

Resource Storage Facility, 22, 32
Resource Vehicle, 25, 44

Rifleman Squad, 23, 24, 51-52, 213

primagames.com

Rift Generator, 41, 216
Rigs, 25, 26, 76, 213
Riverside Rumble, 182, 197
Rocket, defined, 19, 211
Rock-Paper-Scissors, 15
The Rocktagon, 182, 201
RTS Strategies, 169-75
Rusher, 168

Rushing, 176, 177, 179

S

Saboteur, 33, 110, 215

SAM Turret, 31, 214

Sarajevo, 86-91, 134-37

Scorpion Tank, 36, 126, 215

Scout Vehicle, 34

Scrin
Aircraft Units, 44-45, 217
Buzzers, 47
Campaign, 157-67
Co-op Tactics with GDI, 180-81
Co-op Tactics with Nod, 181
Corruptor, 47
Faction Tactics, 178-79
Infantry Units, 41-42, 217
Other Structures, 41, 216
Production Structures, 39-40, 216
Support Powers, 45-46
Support Structures, 40-41, 216
Vehicle Units, 42—44, 217

Secondary Base Construction Facility,
21, 30, 39

Secret Shrine, 29, 30, 214

Seed Tiberium, 37-38

Seeker, 43, 44, 158, 217
Selecting and Grouping Units, 7
Sell mode, 12

Shadow Strike Team, 38, 111-12
Shadow Team, 34, 215
Sharpshooter Team, 28

Shock Troopers, 42, 217
Shockwave Atrtillery, 28
Shredder Turret, 31-32, 214
Shroud Clear, defined, 19
Sidebar Slots, 13
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Signal Transmitter, 40, 216
Six Shooter Showdown, 182, 198
Skill, 169
Skirmish Mode, 168
Slovenia, 130-33
Small Town USA, 182, 199
Shniper, defined, 19, 211
Shniper Team, 24, 59, 213
Sonic Emitter, 22, 212
Space Command Uplink, 21, 212
Speed, defined, 19, 211
Sportsmanship, 169
Stance and Move/Attack Icons, 14
Stasis Chamber, 40, 216
Stasis Shield, 45, 46
Stationary Rifleman Defense, 23
Stealth Tank, 36, 128, 215
Steamroller, 168
Steamrolling, 176, 177, 178-79
Storm Column, 41, 216
Stormrider, 44, 45, 159, 217
Stuttgart, 94-97
Subway Entrances and Hubs, 48
Superheavy Capital Aircraft, 45
Superweapon, 27, 37, 46
Superweapon Countdown lcon, 14-15
Superweapon Structure, 22, 32, 41
Supply Crates, 49
Support Power Icons, 14
Support Powers

GDI, 27-28

Nod, 37-38

Scrin, 45-46
Support Structures

GDI, 22, 212

Nod, 31-32, 214

Scrin, 40-41, 216
Suppression, defined, 19
Supression, defined, 19
Surveyor, 26, 72-73, 213
The Swarm, 46
Sydney

City Wall, 140-42

Downtown, 142—-44

T

Tech Advancement Structure,
21, 30, 39, 173

Tech Center, 21, 212

Tech Lab, 30, 214

Technology Assembler, 40, 216
Tech Tab, 30

Temple of Nod, 32, 214
Threshold 19, 165-67

Tiberian series, 4

Tiberium, 49

Tiberium Chemical Plant, 31, 214
Tiberium Gardens lIl, 182, 203

Tiberium Processing & Storage Facility,
21, 30, 39

Tiberium Reserve, 12

Tiberium Silo, 22, 32, 48, 212, 214
Tiberium Spike, 48

Tiberium Vapor Bomb, 38
Tiberium Vibration Scan, 46

Tiber River Valley, 182, 202

Tool Tips, 11

Top Gun, 182, 204

Tournament Arena, 182, 205
Tournament Desert Redux, 182, 206
Tournament Dustbowl, 182, 207
Tournament Tower, 182, 208
Transport Aircraft, 27, 36

Triple Threat, 182, 209

Troops per Unit, defined, 19
Turret, 29

Turtle, 168

Turtling, 176, 177, 178

U

Unfair Advantage, 182, 210

United States. see Eastern Seaboard of the
United States

Unit/Structure Info Panel, 13

Unit Types and Comparisons, 15-19
User Interface, 9

Utility Infantry, 42

Utility Power, 37, 46

Utility Vehicle, 26, 35, 44

\'4

Vehicle-production facilities, 173
Vehicle Production Structure, 22, 31, 40
Vehicle Units, 1618

GDI, 24-26, 213

Nod, 34-36, 215

Scrin, 4244, 217
Venom Aircraft, 36, 120, 215

Versatile Transport Vehicle, 25
Vertigo Bomber, 36-37, 128, 215
Veterancy Ranks, 1011
Viewpoint Controls, 6—7

Vision Range, defined, 19

V35 Ox, 27, 213

w

War Factory, 22, 31, 212, 214
Warp Sphere, 40, 216
Washington DC, 121-24
Watchtower, 22, 212
The White House
GDI Campaign, 64-66
Nod Campaign, 113-15
Wormhole, 46

Z

Zone Trooper Drop Pods, 28
Zone Troopers, 23, 24, 68-70, 213
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