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THE CRITICS ARE ALREADY
HAILING GUNS OF PATRIOTS
– HIDEO KOJIMA’S SERIES 
ENDING EPIC – AS A 
MASTERPIECE. BUT WHAT’S IT 
LIKE TO ACTUALLY PLAY? COULD 
SOMETHING THAT SO PLEASES 
THEWORLD-WEARY PRESS, WITH 
ALL ITS PET THEORIES, 
ACTUALLY BE FUN AS WELL AS 
ADMIRABLE? THE ONLY WAY TO 
FIND OUT IS TO PLAY IT THROUGH 
YOURSELF, SEE EVERYTHING 
THERE IS TO SEE. BUT IN THE 
WORLD OF METAL GEAR SOLID, 
IT’S NOT ALWAYS EASY TO DO 
THAT. SO TAKE OUR ADVICE 
– AND ENJOY THE RIDE.
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THE BASICS
PART ONE

OCTOCAMO/DISGUISES
In automatic mode Snake’s OctoCamo suit will adapt 
to mimic the colour and texture of his immediate 
environment. Team it with the OctoCamo mask (won 
by defeating Laughing Octopus) and Snake’s 
camouflage rating can get close to the magic 100%, 
making him virtually invisible. To change OctoCamo, 
Snake must be either lying down, or pressed up 
against the wall or structure you want him to blend 
into. The OctoCamo suit can also be set to predefined 
patterns, or to patterns you have saved to its memory. 
In practice, though, you’re much more likely to leave 
OctoCamo set to ‘automatic’. 
In addition to OctoCamo, some of MGS4’s acts give 
you access to a specific disguise, such as the militia 
disguise in the Middle East section of the game. Rather 
than literally hiding Snake, these enable social stealth, 
freeing him to move around with impunity in certain 
areas of the game.

DREBIN STORE/WAR ECONOMY 
Weapons launderer Drebin gives you valuable 
assistance and an interesting dilemma in the game. 
With nanomachine technology giving guns ‘fingerprint’ 
access only, Drebin must launder new weapons that 
you find for a small fee if you want to use them. Doing 
this also means that Drebin will //automatically// 
buy any identical weapons that you subsequently pick 
up, for Drebin Points that you can then use to buy 
ammo or specialist, new weapons. However, the 
amount of money you earn for each weapon depends 
on the War Economy. It works like this: if you’re 
employing stealth all the time, there are fewer shoot-
outs and fewer shoot-outs means demand for Drebin’s 
stock is low, meaning you get less money. However, if 
you take the shooty approach, demand goes up and 
you get more DPs to spend on bigger and better guns. 
So what’s it going to be? Stealth, all-out war, or a little 
of both? Oh, one more thing. Watch out for Drebin’s 
occasional sales. It’s not unusual for him to take 20% 
off rifles, say, for one day only. And be warned, before 
the final act Drebin has a half-price sale on //
everything//, so it pays to keep those special 
purchases back until then. 

STRESS/PSYCHE/LIFE
In MGS4, Snake’s Stress, Life and Psyche gauges are 
all linked. The Life gauge is self-explanatory, and can 
be topped up by Regain energy drinks, rations and 
noodles. It will also slowly replenish itself if Snake lies 
low or seeks cover. A valuable bit of knowledge if you 
find yourself low on rations during a set-piece battle. 
Taking a day’s break from playing MGS4 will also have 
an effect, giving you a 20% hike in life force. Psyche is 
represented by the four-part gauge below the Life 
gauge and represents Snake’s mental wellbeing. If he’s 
too hot, too cold, overloaded with kit or feeling his age 
– because of an aching back from crouching for too 
long, say – this will affect his Psyche gauge, making it 
harder for Snake to aim accurately and generally 
affecting his performance. Removing the problem will 
help the gauge to replenish itself, as will smoking 
(although this whittles away at Snake’s Life gauge) 
and looking at ‘gentleman’s literature’ (which doesn’t 
appear to make him go blind, Mum). Linked to Psyche 
is Snake’s stress level. Presented as a percentage, 
stress increases with sustained combat, unpleasant 
surroundings and by carrying too much equipment. 
When stress exceeds 50% Psyche starts dropping so 
it’s important to try and help Snake chill out when this 
happens. Combine a high level of stress (80%) with 
the need to fire a weapon for a sustained period and 
Snake enters a ‘combat high’. While this lasts his 
Psyche does not decrease and the damage he sustains 
from enemy fire is reduced. However, when the 
‘combat high’ ends, Snake’s body will crash leaving 
him very vulnerable for a while, so make the most of it 
while it lasts.
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STEALTH
MGS4 has the most refined stealth gameplay of any 
Metal Gear game so initially you may fall foul of its 
subtlety. Sound is of massive importance. If //you// 
can hear Snake’s footfalls (however faintly) then, 
potentially, so can the enemy. Even your equipment 
can give you away – the Solid Eye’s night vision mode 
makes a telltale hum, for example – so stay vigilant 
and use your ears. Equally, listening out for 
environmental clues given out by enemies pays 
dividends wherever you are. Entering a new area? Use 
the Mk.II to get the lie of the land and to identify 
potential threats. Find a good vantage point, get a 
good OctoCamo rating and just //watch// the world 
before you. This way, you reduce the risk of steaming 
into the path of enemies and having to ‘go loud’. Keep 
your tranq pistol equipped. Not only will it enable you 
to take down enemies silently (and non-lethally), but it 
also enables you to use Close Quarters Combat (CQC) 
moves on enemies to subdue them without raising the 
alarm.

SOLID EYE
Snake’s Solid Eye enhanced vision system combines 
binoculars (Binos), night vision (NV), and normal 
settings, and is a lifesaver on more than one occasion 
(See the boss battle against Crying Wolf). When 
equipped it shows tags that reveal basic info on 
enemies, neutrals and friendlies, colour-coded red, 
gold and blue respectively. This can be particularly 
useful during the Middle East’s frenetic shootouts. It 
also highlights special items that you might otherwise 
miss. Night vision mode also reveals people’s 
footprints, enabling you to track enemies and allies.

THREAT RING
The threat ring is a clever device that replaces the 
earlier games’ Soliton Radar, depicting threats in 
Snake’s vicinity. This translucent ring encircles Snake 
while he lies down, crouches still or moves forward in a 
stealthy hunch. The circumference of the ring 
fluctuates depending on the relative location and size 
of a nearby threat. It’s a brilliant piece of design that’s 
worth its weight in gold. Be warned, though, when 
Snake is stressed the reliability of the Threat Ring 
drops, so keep your wits about you.

METAL GEAR MK.II
This remotely controlled robot drone is new to MGS4 
and an essential item if you’re planning on using 
stealth over brute force to ace the game. With its 
stealth camo enabled – press [X] to turn on – the Mk.II 
is invisible to all but infrared sensors. Since Snake can 
be attacked while he’s controlling the Mk.II it’s 
important for you to find rock-solid cover before you 
send the drone out. While the Mk.II has a limited range, 
and will drain its battery very quickly it can be used to 
scout new areas, stun guards with its electric tentacle 
–hold [L1] then press [R1], disable traps, toggle light 
switches and act as a decoy to draw guards away. 

TOPTIPS
1. Be sure you know whom you’re 
shooting at. All you have to do is 
clip a local militiaman with a 
round and the entire army will 
turn on you making your job 
twice as hard. If in doubt, equip 
the Solid Eye to bring up friend/
foe data. If you do indulge in a 
spot of friendly fire, you can 
make amends by taking down 
some of the enemy, but be quick.  

2. Unless you’ve bought a heavy 
weapon (the Javelin missile, for 
example) from Drebin, try to 
avoid any direct confrontation 
with the Gekko Metal Gears. 
These biomechanical 
monstrosities are agile, fast and 
powerful, capable of scaling 
buildings, shooting you to pulp 
and delivering a roundhouse 
kick that will wipe away most of 
your health bar. If you //must// 
show how big your stones are, 
aim for the top of the Gekkos’ 
heads. Their living legs look like 
weak points but you’ll only 
cripple them temporarily.

3. Try flanking the enemy. The 
PMC mercs are nearly always 
fighting a knot of militiamen, so 
circle around and take out as 
many of the Praying Mantis 
soldiers as you can. You’ll know 
you’ve tipped the battle in your 
favour when a cheer goes up 
from the militia. 

4. Don’t be ashamed to use the 
auto-aim function in the Haven 
Trooper battle. These ladies are 
//very// agile, and bounce all 
over the place, so being able to 
flip from one prancing assassin 
to another quickly makes a huge 
amount of sense.

5. Oh, and watch out for 
Claymore mines in the palace. 
There are several hidden around 
corners. If in doubt, crawl into an 
unseen area. Do this and you’ll 
pick up any Claymores you pass 
over rather than setting them 
off. 
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ACT ONE: LIQUID SUN
Location: Middle East

PART TWO

GENERAL STRATEGY
Snake enters the Middle East on the back of a local 
militia troop transport and is immediately pitched into 
the middle of a running street battle between the 
militia and the technologically superior forces of the 
Praying Mantis private military company (PMC). 
Snake’s ultimate goal in this act is to make his way 
through the war-torn city safely to reach the Praying 
Mantis base of operations where his target, Liquid 
Snake is located. There are two ways of doing this. The 
first involves avoiding confrontation with either side 
using Snake’s impeccable stealth abilities. However, 
with plenty of opportunities for old-skool sneaking in 
the rest of the game, the better (and more enjoyable) 
strategy for this first act is to ally Snake with the local 

militia. Doing this is as simple as killing a PMC 
mercenary and reaps instant rewards: you won’t have 
two armies shooting at you on sight; you can navigate 
the militia safe house’s subterranean tunnels quickly 
and with impunity; you can use the militia’s mortars to 
take down enemy vehicles; and you can give and 
receive valuable items to and from grateful militia 
soldiers. But best of all, when things get very shooty, 
you’re still free to switch on the OctoCamo, melt away 
and use the ensuing chaos to slip past both armies 
and ever closer to your real objective. There is no boss 
battle in this first act, although the set-piece fight 
against Liquid’s elite, all-female Haven Troopers in the 
palace is a fantastic test of your combat skills. 
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ACT ONE: LIQUID SUN
Location: Middle East

PART TWO

TOPTIPS
1.If you haven’t already, start 
buying modifications for your 
favourite weapons. Red dot 
sights and underslung shotgun 
units are never a bad purchase. 
It’s also worth investing in a 
Javelin missile launcher. It’s 
good for taking down choppers, 
Gekkos, ground vehicles and 
certain winged bosses you might 
be about to meet.

2. During the bigger shootouts 
keep a health item equipped. Do 
this and should you fail to notice 
Snake’s health getting low, he 
will automatically take the 
ration/Regain power drink/
noodles. 

ACT TWO: SOLID SUN CALIFORNIA
Location: South America

PART THREE

GENERAL STRATEGY
With Liquid fled to South America, Snake follows, 
setting down several clicks away from Liquid’s drug 
baron-style villa in an area crawling with troops from 
the Pieuvre Armament PMC. Part one of the mission 
involves getting to the villa cross-country via a heavily 
guarded power station and detention block. In a 
similar style to the Middle East act, it pays to ally 
yourself with the local armed forces to do this. At the 
start of the mission you’ll see a settlement. A group of 
local soldiers has been rounded up by the PMC mercs. 
Being sure not to cap any of the local boys, take down 
the first wave of PMC soldiers and, hey presto! You 
have yourself a ready-made army to smooth your way 
up country. Happily, these guys are very aggressive, so 
will keep the mercs busy, enabling you to pick your 
battles and look around for special items – there are 
some great bonus tracks for Snake’s iPod around here, 
for example. The path towards the villa branches at 
key points along the way but all routes lead to the 
villa, so press on. When you get to the villa, use the 
local army’s general assault as cover and make your 
way into the house. There aren’t many PMC guards 
here, but stay sharp (particularly on the stairs) and 
make your way to the roof. Feel free to use the fixed 
gun emplacement here to thin out the PMCs for your 
new friends or just circle around the side of the roof 
and head down towards the basement and into Dr 
Naomi Hunter’s lab. After a long chat with the good 
doctor, Haven Troopers interrupt to take her away. 
Then the stage is set for your first boss battle with a 
member of The Beauty and the Beast unit whom you 
saw briefly in the Middle East.

[BOSS]
LAUGHING OCTOPUS
EQUIP... SOLID EYE (NIGHT VISION), MK.2 
TRANQUILIZER PISTOL, M4 CUSTOM
SPECIAL ITEM PRIZE... OCTOCAMO 
FACEMASK

The claustrophobic South American showdown against 
tentacled mistress of disguise Laughing Octopus is 
Snake’s first encounter with MGS4’s unsettling Beauty 
and the Beast unit, and a master class in the series’ 
classic brains //and// brawn approach to set-piece 
duels. Playing out in an enclosed, prefab research 
station comprising of interconnected rooms, 
Octopus’s initial tactic is to use her full-body 
camouflage to hide out and taunt you before revealing 
herself suddenly to panic you into fatal errors. 
Blending into oil paintings, wooden slatted walls, 
ceiling rafters and stock room shelves, she’s visible 
with the naked eye if you’re sharp. A better tactic is to 
use the Solid Eye’s night vision mode that lights 
Octopus up like a Christmas tree. Wear down her 
health and she starts to get more brazen, barrelling 
after you, firing homing darts your way, and crashing 
through windows to send you flying. Remember to pick 
up rations and ammo whenever the coast is clear, and 
clamber up onto furniture if she starts rolling after 
you. Ever the tricksy one, she alternates camouflage 
with a series of disguises. Are you sure that’s a Dr 
Naomi Hunter unconscious on the floor? Where did 
that Haven Trooper’s body come from? Why does that 
medical scanner have a new, extra thick cable running 
up to the ceiling? And how come the Metal Gear Mk. 2 
is here? If it seems wrong, it’s probably Octopus. Stay 
sharp, stay calm, stay //alive// and eventually 

Laughing Octopus will be gone, replaced by the tragic 
beauty beneath the grotesque hardware. And (result!) 
she wants a hug. What could be the harm in that, 
right? Not so fast. Let Laughing Beauty (as she’s now 
known) embrace you and she’ll suck the life right out 
of you. So while it feels so wrong, you’re going to have 
to take her down a second time. But you’ve got two 
choices here. Kill her outright if you like, but if you 
quick equip Snake’s Mk.2 tranq gun, and wear down 
Laughing Beauty’s stamina instead, you’ll leave her 
alive and on the road to mental and physical recovery. 
And for this display of mercy you’ll receive a special 
item from her. In this case it’s Laughing Octopus’ 
OctoCamo facemask, which will come in very handy 
later on.

GENERAL STRATEGY CONTD...
All done? Good, now your mission is to track down Dr 
Naomi Hunter, who’s been spirited away by Liquid’s 
Haven Troopers, by looking for signs of her passage 
through the countryside. Equipping Solid Eye’s night 
vision mode will reveal footprints (hers are narrower 
than her captors) and show up Haven snipers lying in 
wait, while flattened grass is also a good indicator 
that //somebody// passed by that way. Use your ears 
too. It is possible to hear the doctor at certain points, 
but be warned, there is a decoy tape recording of her 
voice hidden in a booby-trapped hut, so be on your 
guard. Watch out too for Claymore mines in the long 
grass, and try to be quiet. The less you give away 
about your position the better. Oh, and look out for a 
set of handprints (!). Follow them to find a great little 
gift from the development team. Eventually you close 
in on the doctor only to find her being airlifted away 
by chopper. Drebin’s arrival in his armoured personnel 
carrier signals the final stage of this act, a frantic 
drive towards Snake’s extraction zone back through 
the entire map. Pursued by Gekkos and zombie-like 
PMC mercs Snake must man the personnel carrier’s 
roof-mounted gun. Strategy here? Keep the mercs 
from climbing onto the vehicle’s roof and shoot at the 
Gekko’s heads. In case one or two mercs do join you, 
keep a CQC weapon equipped so you can leave the big 
gun, deal with them quickly and get back to shooting 
a passage through the chaos. Back in town there’s a 
final sprint through Gekko infested streets to Snake’s 
chopper. Avoiding them isn’t always possible so try 
running and rolling past them to avoid their sweeping 
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ACT THREE: THIRD SUN
Location: Eastern Europe

PART FOUR

GENERAL STRATEGY
MGS4’s third act is a brilliant change of pace that sees 
Snake donning a trench coat and tailing a resistance 
member through the mist-laden streets of Prague 
during a curfew. By following the mark you’re trying to 
discover the location of Matka Plutku, or Big Mama, 
but with soldiers from the Raven Sword PMC enforcing 
the curfew, your work is cut out for you. Not only do 
you need to locate your mark initially, using a Radio 
Signal Interceptor, but once you do you need to follow 
him without making him suspicious //and// clear his 
path ahead of any PMC roadblocks or patrols. Locating 
your mark is easy enough, but once he sets off, keep 
back. He often checks behind him and will occasionally 
double back or stop and listen. Move //only// when 
you’re sure he’s going on ahead. You usually get a few 
minutes to deal with the PMC patrols before they spot 
your mark, so keep your silenced tranq gun (the Mk.2) 
armed and ready. You should be able to knock them 
out in time. This will spook your mark, but not enough 
to send him scurrying away so keep your nerve and 
stay hidden while he makes sure the coast is clear. 
Towards the end of the mission you’ll hear the sound 
of a patrolling vehicle approaching. Hiding in the 
shadows is okay, but you’re close enough to the 
resistance HQ by this point to get rid of your disguise, 
don the OctoCamo suit and blend in with the cobbles. 
This way, you won’t risk losing the resistance member 
and the patrol will just drive on by, oblivious.
After you’ve met up with Big Mama and had a gutful of 
exposition, it’s time for a brilliant on-rails level that 
sees you riding shotgun with Big Mama on her Triumph 
T100 Bonneville, shooting at PMC patrols, missile 
spewing flying drones and the second member of The 
Beauty and the Beast Unit, Raging Raven. As ever when 
things get very busy in MGS4, flicking on auto-aim is a 
godsend here. Complete this breakneck run through 
Prague in one piece and you’re all set to take on 
Raging Raven. 

TOPTIPS
1. When using the tranq gun, aim 
for the head, neck or spine. The 
sedative will work faster and 
knock your enemy out before he 
gets a chance to raise the alert.

2. Auto-aim not flicking to your 
desired target fast enough? 
Release [L1] briefly and press 
and hold again. Assuming you’re 
facing the enemy you want to 
shoot, the auto-aim should now 
get the message.

3. Watch out when the resistance 
member goes up the steps and 
enters Liberty Park. He looks like 
he’ll speed to the distant exit, 
but actually stops out of sight to 
have a slash behind some 
bushes. 

4. At one point your mark 
disappears through an archway 
only for a PMC merc to walk out 
seconds later. Keep back and 
look closely. You’ll notice the 
merc is wearing a bicycle helmet 
and not a military helmet. It’s 
actually your resistance member 
in disguise.

[BOSS]
RAGING RAVEN
EQUIP... MK.2 TRANQUILIZER PISTOL, M4 
CUSTOM, P90, RPG-7, JAVELIN
SPECIAL ITEM PRIZE... MGL-140 RAPID-
FIRE GRENADE LAUNCHER, RAGING 
BEAUTY FACEMASK

Where the boss battle against Laughing Octopus is all 
about tension-soused cat and mouse tactics, Raging 
Raven’s big fight is full-on shock and awe. Taking place 
in and around a substantial stone tower in MGS4’s 
mist-draped interpretation of Prague, you must tackle 
not only the missile firing winged harridan herself, but 
also squadrons of automated attack drones circling 
the skies with her. With Raven pounding chunks of 
masonry out of the tower, you have to navigate 
between an enclosed ground floor and two balconies 
circling the structure, picking off the drones until 
Raven is enraged enough to draw near and give you a 
good shot with your heaviest weapons. This process 
can be a bit of a slog, so be sure to keep moving (to 
avoid becoming a sitting duck for your opponents’ 
crippling mini-missiles) and buy in a heap of ammo for 
your best SMG, rifle, and grenade launcher/missile 
launcher. It’s not a bad idea to equip auto aim while 
tackling the drones. This way you can stick with rifles 
and keep your heavy weapons for Raging Raven 
herself. As soon as she gets close, swap to either 
Javelin or RPG-7 and try and get off at least two shots 
before she retreats. The Javelin will home in on Raging 
Raven so is good over distance, but if she’s getting 
close, the RPG-7 has a quicker reload so it’s your best 
bet. Wear her down and – as with all the members of 
the Beauty and the Beast unit – eventually you get the 
opportunity to offer the beautiful woman beneath the 
armoured exoskeleton release or redemption. Use your 
Mk.2 tranq gun to send her into a dreamless sleep and 
you earn her kickass MGL-140 grenade launcher as 
your reward.
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ACT FOUR: TWIN SUNS
Location: Shadow Moses, Alaska

PART FIVE

the Gekko down, but frankly there’s not much point. 
Just sneak past and make for the main base. If you 
want there is some ammo dotted around here, and a 
tunnel enabling you to bypass some of the Gekko’s 
patrol route. Once in the base your ultimate aim is to 
locate the Metal Gear REX that Snake disabled in 
Metal Gear Solid before Liquid can steal its rail gun. 
However, technology has moved on since the days of 
fixed CCTV cameras, the base’s original security. 
Instead of those, Liquid has installed his own security 
in the abandoned base by deploying clusters of 
Scarabs. These black spheres – each equipped with 
three grotesque arms and a gun – patrol the main 
hangar and most of the base’s interiors on set routes, 
scanning for life as they go. Alert even one of them and 
they //all// come after you, so it pays to indulge in 
some old-skool stealth here. To avoid detection, either 
wait and watch the Scarabs’ patterns and move when 
the coast is clear, or, if you have them detonate a chaff 
grenade every so often to disrupt their sensors and 
enable Snake to slip on by before they reboot. Should 
you get spotted just equip your favourite SMG (stock 
up on ammo if need be) flick auto-aim on, and fire, 
backing away from the approaching Scarabs as you do. 
Fail to keep a little distance and you will get hurt when 
the damaged Scarabs self-destruct. They’re also quite 
fond of leaping onto Snake’s back. If they do, shake 
the left stick furiously to shake them loose. Before you 
reach the snow-whipped location of the boss battle 
against the ferocious Beauty and the Beast Unit’s 
Crying Wolf, you’ll find yourself forced to fight several 
Gekkos //inside// the building. The key to success 
here is to use cover to keep from getting stomped on, 
and to head to Drebin’s Store immediately to shell out 
for a Javelin missile launcher (didn’t we tell you to get 
one of those ages ago?). Until you earn Crying Wolf’s 
rail gun, it’s by far the best way of making sure the 
Gekkos stay down. Now brace yourself, because from 
her until the end of the act it’s virtually wall-to-wall 
boss battles.

[BOSS]
CRYING WOLF
EQUIP... MK.2 TRANQUILIZER 
PISTOL, M4 CUSTOM, MGL-140 
GRENADE LAUNCHER, SVD 
SNIPER RIFLE
SPECIAL ITEM PRIZE... RAIL GUN, 
CRYING BEAUTY FACEMASK

This brilliant sniping level cleverly updates 
the classic confrontation against Metal 
Gear Solid’s best boss, Sniper Wolf. You 
must navigate the exterior of the base 
while a stinging snowstorm reduces 
visibility almost to nil. Complicating your 
attempt to locate and take down the feline 
mech form of Sniper Wolf are squads of 
elite Haven Troopers. Taking them down is 
hard enough, and with Crying Wolf capable 
of tracking you when you’re downwind of 
her, finding a safe vantage point from 
which to scope the area using your night 
vision is the real challenge here. First thing 
to do is make a sweep of the area and 
acquaint yourself with it, taking down any 
Haven Troopers you see as you go. The 
reason for this is that, as Crying Wolf 
tracks you, you’ll briefly be able to see 
through her eyes. Learn the location’s 
landmarks and when this happens you’ll be 
able to figure out where she is in relation 
to you and aim at her before she opens fire 
or stamps your face into the snow. If you’re 
running low on rations and Regain, the best 
tactic is equip a sniper rifle and full 
OctoCamo (face and body), scale one of 
the two towers and lie low, scanning the 
area for signs of Crying Wolf. She often 
prowls around the distant tree line, so keep 
looking there. Even if you can’t actually see 
her with your eyes, the Solid Eye night 
vision will reveal her nanomachine marker 
tag if your crosshairs pass over her.    Spot 
her as she temporarily emerges from her 
armoured exoskeleton to draw a bead on 
you and you can score maximum damage. 
However, if you’re feeling bullish and have a 
lot of rations, you can forgo the stealth, 
equip Raging Raven’s MGL-140 grenade 
launcher and go hunting for Crying Wolf 
instead. Keep thinning out the Haven 
Troopers and it won’t be long before she 
comes at you. If you’re quick you can knock 
her off her feet and get a good three to five 
shots in before she recovers. Then it’s just 
a case of retreating, reloading and 
repeating. Just be warned – if the battery 
in your Solid Eye runs down, you’ll be 
forced to fight blind. Show Crying Wolf 
mercy and you’ll earn yourself her 
awesome DSR-1 sniper rifle.

GENERAL STRATEGY
Ah, Shadow Moses – scene of Solid Snake’s 
breakthrough mission in Metal Gear Solid on PS1 and 
one of the most famous game locations ever. In a 
brilliant nod to that first visit, the act begins with a 
section of the 32-bit PS1 game in which Snake has to 
infiltrate the base from the heliport. It’s just a bit of 
fun, but you won’t progress until you successfully 
make it past the guards and into the building. When 
you do, the game will snap back to the present, with 
Snake getting dropped off in a raging blizzard a short 
way away from the self-same heliport. Between you 
and it is a patrolling Gekko mech, and while the snow 
means next to zero visibility for you it doesn’t affect 
the Gekko’s sensors. Even the odds by switching on 
the night vision mode on Solid Eye. Yes, it should blind 
you, but instead it enables you to make out the 
Gekko’s movements and even the direction its sensors 
are scanning in. Once again, you //can// try and take 
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[BOSS]
VAMP
EQUIP... MK.2 TRANQUILIZER PISTOL (FOR 
CQC), M4 CUSTOM, P90, MP5-SD2, RAIL 
GUN, SYRINGE
SPECIAL ITEM PRIZE... N/A

Having shot Vamp in the forehead twice (once in MGS2 
and once in MGS4’s South American level) before this 
final showdown in the shadow of MGS’s shattered 
Metal Gear REX in Alaska, it’s hard to imagine how 
you’re going to be able to kill the seemingly immortal 
boss. And sure enough, shooting him silly with 
conventional weapons will take him down, but only 
temporarily. This fight requires lateral thinking. As 
revealed by Dr Naomi Hunter Vamp’s incredible healing 
ability is down to the nanomachines in his blood. And 
since Snake is carrying syringes full of a cocktail that 
will suppress nanomachine activity //all// you have 
to do is temporarily incapacitate Vamp using regular 
weapons. Since Vamp pings and bounds all over the 
shop before charging at you, it’s not a bad idea to 
toggle auto-aim on for this first bit. That way you can 
unload clip after clip into him wherever he leaps. When 
he finally goes down, get behind him. After that, the 
moment he gets up you can get him in a CQC 
chokehold and use the nanomachine syringe to make 
Vamp mortal again. Piece of cake, right? Yeah, well, 
you’re not done yet. You may have softened Vamp up 
but he’s not dead yet. With a seemingly endless squad 
of special Gekko Metal Gear mechs programmed to 
self-destruct entering the chamber, Raiden shows up 
to tackle Vamp while you deal with the mechs, and 
Otacon tries to hot-wire the Metal Gear REX for your 
use. In this part of the battle you have to use the Rail 
Gun to thin out the Gekkos just long enough for 
Otacon to start up the REX. There are two tactics that 
will save your bacon here. Firstly, retreat to a position 
underneath the REX. You’ll be protected from most 
shots //and// you can get a clear shot at the Gekkos 
no matter which direction they come from. Secondly, 
aim for the very top part of the Gekkos’ ‘heads’. It’s a 
sure fire method to take ‘em out. Perfect your aim and 
you can become a one-shot master.   

TOPTIPS
1. If you forget the pass code 
that Otacon tells you, Snake will 
feel it’s because of his age and 
he’ll lose a quarter of his Psyche 
gauge just like that. It’s 48273.

2. The snowy plain between main 
buildings (and the site of 
Snake’s battle against Vulcan 
Raven in MGS) appears to be 
empty, but don’t think you can 
just skip through the big flakes 
whistling to yourself. There are 
two snow-covered Gekko mechs 
here. It is possible to avoid 
‘waking’ either, so consider 
yourself forewarned.

3. It pays to explore all the areas 
of the Shadow Moses base as 
there are a number of points 
that will trigger memories of 
Snake’s first mission here, and 
earn you valuable Drebin Points. 
It’s also just fun...

4. Keeping the Solid Eye night 
vision mode on will eventually 
drain the battery, so, when you 
can, flick it off to enable it to 
recharge. You //do not// want 
to be fighting blind.

[BOSS]
METAL GEAR RAY
EQUIP... N/A
SPECIAL ITEM PRIZE... N/A

It’s taken 21 years but finally you get to pilot your very 
own Metal Gear REX in this brilliant mech-based boss 
battle against Snake’s nemesis, Liquid. Set in the 
dockside area on Shadow Moses island (after a cool 
tutorial level that sees you fighting off scores of 
Gekkos on the route out of the hangar), you have to 
use all of REX’s weaponry – cluster guided missiles, 
Gatling gun, chemical laser and mean, mech sweeping 
kick – to defeat Liquid’s technologically superior 
Metal Gear RAY. In a brilliant departure from the usual 
floaty, style-over-substance mechs that appear in 
games, Snake’s REX feels massively solid and weighty. 
Use that heft to your advantage, and after softening 
Liquid’s RAY up dash in close (by double tapping [X]) 
and use the REX’s chunky leg sweep to do your 
opponent some serious damage. Score enough 
damage and you’ll get a [Triangle] button prompt. Hit 
it and you’ll perform a devastating special move that 
will knock a good chunk off RAY’s health bar. It’s then 
important to retreat – use the buildings as cover to 
get some safe distance – before repeating the tactic. 
At distance try charging the chemical laser to full 
power and using that. A direct hit will score massive 
damage. Missiles are good if you can aim long enough 
to get multiple lock-ons, while the Gatling gun is best 
for taking advantage of sudden clear shots when they 
arise. Whatever you do, don’t let RAY get too close, or 
you’ll risk a crippling stomping. If it charges, double-
tap [X}plus direction to side-step or retreat. This fight 
has been a long time coming, but it is definitely worth 
the wait.
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General Strategy contd...
After you’re done with Screaming Mantis 
it’s time for Snake to leave Meryl behind 
and fulfil his destiny. What follows is a 
series of long Scarab-filled corridors. With 
stealth out of the question you really need 
to have ammo maxed out on all of your 
most reliable and trusted carbines and 
SMGs. Don’t worry about going nuts here, 
after this you won’t need your weapons 
any more. Once you’ve navigated these 
corridors there’s one final gauntlet left to 
run – a seemingly endless passage that’s 
constantly blasted by microwaves. There is 
no strategy here other than to join your 
will to Snake’s and keep hammering 
[Triangle] for all you’re worth. It //will// 
hurt. You //will// want to give up, but you 
have to keep going. Make it to the end and 
GW’s server room and we defy you not to 
feel like a goddamn hero. You’ve done it, 
right? Well, almost. While Snake’s ready to 
call it day forever, there’s one person he 
still needs to take down. That’s right – 
Liquid. Think you’ve got a little fight left? 
Well, you’re going to need more than that...

ACT FIVE: OLD SUN
Location: The Patriots’ Ark

PART SIX

GENERAL STRATEGY
This is it, people: the final assault on The Patriots’ Ark 
– a massive floating superstructure designed to house 
the GW artificial intelligence that Snake must reach if 
he’s to stop Liquid from carrying out his plans. 
Problem is, between Snake and GW’s spookily 
cemetery-like server room are scores of crack Haven 
Troopers, Gekkos, the last member of The Beauty and 
the Beast Unit, Screaming Mantis, //and// gigantic 
corridor blasted by deadly microwaves. Feeling strong? 
You better be. Okay, so first things first. You need to 
get from the back to the front of the Ark. Stealth is 
possible, but will require massive amounts of patience. 
As ever, lie low with OctoCamo equipped, wait, watch, 
thin out numbers with your tranq gun if possible and 
then move on. Make use of higher areas to avoid 
confrontation when you can, and equip Solid Eye’s 
night vision mode to ascertain where the Gekko 
guarding the door you need to move through is 
looking. Be warned, this door requires effort to open, 
so make sure the coast is clear before you attempt to 
open or all your sneaking efforts will have been for 
nothing. On the other hand, if you’d rather ‘go loud’ 
then this is the perfect time to do it. Drebin’s Store 
has a half-price sale on so get loaded up and steam on 
forward, laying waste to everyone/thing in your way. 
Not subtle but satisfying. You can always do stealth on 
the second play through. After this you’ll enter the 
Ark’s massive, circular control room. Here you’ll 
encounter another squad of Haven Troopers. They’ll 
stream in on the ground floor and fire at you from the 
circling balcony. Keep moving, take out the lower 
targets first then pick off the higher ones at your 
leisure. After this its time to fight Screaming Mantis... 

[BOSS]
SCREAMING MANTIS
EQUIP... SYRINGE, M4 CUSTOM, AK102, 
MK.17, P90
SPECIAL ITEM PRIZE... THE SORROW 
DOLL, PSYCHO MANTIS DOLL, 
SCREAMING BEAUTY FACEMASK

The final member of the Beauty and the Beast unit is 
also its leader, keeping them and anyone she chooses 
to in check using her terrifying psychic powers. Just 
like her Metal Gear Solid namesake, Psycho Mantis, 
Screaming Mantis is a master of manipulation, and as 
such, defeating her using conventional means is 
impossible without first shaking yourself free of her 
mind control. Initially her tactics involve manipulating 
ally Meryl’s body like a marionette, along with the 
corpses of the Haven Troopers lying around the Ark’s 
control room. However, soon she ups the ante, using 
her puppeteer skills to prevent you from aiming at her 
body and even resorts to sneaky misdirection – at 
various points the screen goes black, with only green 
TV channel text top right reading ‘Hideo 2’ revealing 
that your PS3 hasn’t, in fact, crashed. Mantis also 
flashes up the Kojima Productions logo, but look 
closely and you’ll see it actually reads ‘Kojima 
Protection’ instead. Don’t hit reset! You’re being 
messed with! So how do you take her down? It’s easier 
than it, at first, appears. First things first – to free 
yourself from her control, use the nanomachine 
syringe on yourself. This effectively cuts Screaming 
Mantis’ strings, freeing you to aim at her. You may have 
to repeat this tactic so keep the syringe equipped. But 
wait, before you tackle Screaming Mantis herself you 
need to deal with Meryl. While under Screaming 
Mantis’ control she’s a liability to both you and also 
herself. To prevent her from killing you or putting her 
gun to her own head, equip the Mk.2 tranq gun and 
wear down her stamina to knock her unconscious. This 
enables you to turn your attention to Screaming 
Mantis herself. Rather than trying to shoot her, aim at 
the strings attached to either one of her puppets – 
The Sorrow or Psycho Mantis – and, in time, it will be 
cut loose and fall to the ground. Now sprint over, pick 
it up, equip it and you can use it against Psycho 
Mantis. Score a direct hit with its ethereal ‘rounds’ and 
suddenly you have physical control over the master 
manipulator. Now all you have to do is shake her to 
defeat with a violent flourish of the Sixaxis controller. 
Brilliant. Completists should try and get both dolls, 
but if you’re running low on health concentrate on the 
Psycho Mantis doll. It’s more effective – you’ll see why 
as soon as you’ve taken down Screaming Mantis’ 
‘Beauty’ form.

Metal Gear Solid 4 
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[BOSS]
LIQUID 
EQUIP... N/A
SPECIAL ITEM PRIZE... N/A
After all the shooting, raging techno war, cyborg 
mechs and nanomachines, this is what it all comes 
down to. A one-on-one fistfight between Snake and 
Liquid on the deck of the Patriot’s Ark. And while two 
ageing men slugging out like tramps in a park would 
be an anti-climax, series creator Hideo Kojima uses 
this brutal, punch-up as a summation of 21 years of 
Metal Gear, incorporating music, health bars, gestures 
and even, fleetingly, character models from earlier 
games as the weary pair stubbornly leather each other 
until nothing is left on display but pure force of will 
and a lot of liver spots. It’s an incredible fight to the 
finish. Stamina is what counts here, so keep circling 
Liquid until you’re happy you can get the punches in. 
When you do, keep at it. Eventually you’ll get a special 
move prompt [Triangle] and it’s this that will really 
whittle down Liquid’s health. One last piece of advice – 
keep away from the edge of the arena. You don’t want 
slip and go out like a sucker with total victory just 
within your grasp, do you?  

[BOSS]
THE FINAL CUT-SCENES
EQUIP... COFFEE, PRO PLUS, FLIGHT 
SOCKS, COMFORTABLE SEAT
SPECIAL ITEM PRIZE... HAVING //ALL// 
THE ANSWERS
This is it: the final gauntlet. Sorry to say there aren’t 
really any tactics we can give you on how best to make 
it through MGS4’s marathon movie ending. True, you 
could skip the ending of an epic story that’s taken 21 
years to tell but you wouldn’t be about to do that now, 
would you? So our advice is simple – get comfy, sit 
back and enjoy every last second of it. Oh, and do wait 
for the credits to end. There’s a moving final message 
that’s well worth the wait.


