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1. Introduction 
 

Mirror’s Edge is probably one of the more ambitious and original video games released in modern years. 

Taking the gaming style from games like Prince of Persia and pairing it up with a non-traditional first 

person experience leads to one of the more interesting experiences ever crafted. Whereas in most games 

of this type you would use your characters body to measure how to move, jump and climb through the 

environment the first person view forces you to approach them in a different way. 

 

Taking place in a future where the government carefully controls every aspect of the lives of its citizens 

Faith acts as a Runner. These Runners are the only way to get communications from one person to the 

other without the government getting their hands on it. Every detail of life is carefully monitored so that 

no part of the city is out of the government’s control. Except for the Runners. They allow these nuisances 

to continue to move and transmit information so long as they stay out of sight and out of mind. 

 

Keep in mind that Mirror’s Edge is a fairly short game. If you get lost routinely or keep dying then you 

might find yourself taking around an hour to beat a level. But upon your return to play through the level 

again it will likely only take you around ten to twenty minutes to beat most levels. It’s entirely possible to 

complete the game in less than five hours if you’re really good at finding your way through the stages. 

However this is a game that is designed to be played multiple times what with three difficulties and the 

speed runs to get through. 
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2. Controls 
Left Analog Stick – Move character 

Right Analog Stick – Look Around 

   Click Analog Stick – Zoom (with Sniper Rifle) 

D-Pad – Not used 

 

--------------------- 

 

Blue X Button / Square – Initiate Runner Vision 

Yellow Y Button / Triangle – Disarm, Toss Weapon Away 

Green A Button / X (Cross) – Interact 

Red B Button / Circle Button – Hint 

 

--------------------- 

 

Back / Select Button – Objectives Menu, Skip Cutscenes 

Start Button – Open Pause Menu 

 

--------------------- 

 

Left Bumper / L1 – Upward Movement (Jump, Climb, etc) 

Right Bumper / R1 – Quick 180 degree Turn 

Left Trigger / L2 – Downward Movement (Duck, Slide, etc.) 

Right Trigger / R2 – Attack, Open Doors / Break Glass 

   Hold: Smash through doors / glass (while running) 
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3. The Runners Life 
Moving around the world of Mirror’s Edge requires you to not only be attentive to the world around you 

but you have to be paying attention to how you’re moving through it. There is a certain amount of spatial 

awareness that you will need if you hope to survive running across the rooftops and escaping the police. 

Due to the fact that you can’t see your body you will need to judge distances for situations like making far 

jumps; since you can’t see your feet you have to come up with a way of figuring out how much space you 

take up and be ready to jump when that space nears a ledge. 

 

 
 

Always keep your eyes open for red objects; these are the indicators as to what way you need to move. 

However the red only appears on objects directly in front of you so you might find yourself needing to 

look around for a bit. Should you have problems with figuring out where to go remember the hint button. 

 

3.1 – Movement 
When moving you will have to be aware of how Faith moves her body and the momentum you have at all 

times. Momentum is one of the keys to staying alive as a Runner. When running, jumping and generally 

continually moving you will gather up momentum, this is what determines how much distance you get on 

your various moves. If you’ve gathered up a full head of steam then you will jump farther, wall run longer 

distances and slide farther.  

 

Movement – Tilt the analog stick to start Faith moving in that direction. The more clear space she has 

without sharp turns or bumping into objects the more momentum she will gain. 

 

Jump – When pressing the Upward Movement button from a standing or running start Faith will leap into 

the air. The higher your momentum the more distance you will gain on the jump. 

 

Coil – While jumping you can press the Downward Movement button to pull your legs up. This causes 

Faith to tuck her legs to her chest, making her a smaller object for purposes of getting over dangerous 

objects like barbed wire or electric fences. Get used to using this or you might find yourself having 

difficulty getting over these objects. This costs a fair bit of momentum.  

 

Crouch – When pressing the Downward Movement button from a standing or slowly walking position 

Faith will crouch low to the ground. This is useful for taking a breather when being damaged by Blues. 

 

180 degree Turn – Pressing the RB/R1 button will spin Faith in a half-circle to face backwards. This isn’t 

used all too often on foot unless you’ve been surprised by a guard and wish to run in the other direction. 

The best use of this is to watch your back when in tight quarters to deal with Blues. 
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Create Entrance – By pressing the Attack Button while standing in front of a red door or breakable glass 

you will kick through it, clearing the path for you to continue moving. 

 

Vault – While running at a wait high obstruction you can press the Upward Movement button to cause 

Faith to vault over it. You need to time this pretty good if you don’t want to lose a lot of momentum 

doing this. If you have a waist high obstruction you can flip over them and actually gain a fair bit of 

momentum that allows you to hit the ground running. 

 

Slide – When moving at anything faster than walk pressing the Downward Movement button causes Faith 

to slide along the ground. This is great for sliding under obstructions without losing much speed but it can 

also be used for hiding behind cover while still moving if you’re under fire. 

 

Springboard – A springboard object will appear as a solid red object with a smaller object in front of it. 

By running at it and pressing the Upward Movement button you will step on the smaller object and then 

leap off the bigger object. This allows you to get a fair bit of height but it costs you momentum. However 

in most situations if you see this opportunity go for it, it pays off in the long run since you will lose more 

momentum stopping to wall run up the object. 

 

Tumble – When hitting the ground from a fall you can press the Downward Movement button just before 

you hit the floor to avoid taking any damage and maintain your forward momentum. Get used to doing 

this as it has some pretty tricky timing and will require a bit of practice. 

 

Barging Through – During a run you can press and hold the Attack Button just before hitting a door or 

breakable glass you will smash through without losing momentum. This is incredibly useful if you’re 

being pursued by enemies and need to get through that doorway before they kill you with gunfire. 

 

Balancing – When moving across thing objects you will have to balance yourself on it using the left stick.  

 

Wall Climb – Pressing the Upward Movement button while moving towards a wall in a straight line will 

cause Faith to run up the wall a short distance. Momentum will propel you higher up the wall although 

doing it from a standing start is still suitable for most situations. 

 

Wall Bounce – Begin to wall climb up a wall and press the Quick Turn button and jump again. This 

allows you to bounce off the wall you were running up and quickly get to an object behind you. It’s a 

much faster way of getting from one place to a higher place. 

 

Wall Run – While running towards a wall at an angle press the Upward Movement and Faith will run 

along the wall at an angle. This is done very similar to how it works in the modern Prince of Persia 

games, with the wall run traveling in an arc before eventually she slips off the wall. If you do this at a 

sharp enough angle you can get a lot of momentum. It’s a very useful skill for getting across small gaps 

but its best use is when paired up with the lower two abilities. 

 

Wall Run Jump – During a wall run you can press the Upward Movement button again to leap forward. 

This allows Faith to cover more ground than possible with a normal running jump and gather up a whole 

bunch of momentum. This is a highly valuable skill especially later on so get used to doing it. 

 

L-Jumping – While performing a wall run press the Quick Turn button and immediately press the Upward 

Movement button. You will leap off the wall in the opposite direction like you were doing a wall bounce. 

Using this move allows you to cover a whole lot of ground incredibly quickly. 
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3.2 – Combat 
Fighting is one of the least important parts of the game but it will still be necessary at times. If the guards 

are in your path and you can’t figure out a way around them then it’s time to take them out. Should you 

be having difficulty with figuring out a way to get through a particular area and there are a bunch of 

enemies then you might want to thin them out at least before trying to figure it out again. 

 

Punch – Your basic punch attack there isn’t much to be said about it. A single punch doesn’t do much to 

enemies and your momentum has absolutely no impact on how much damage it deals. 

 

Triple Punch Combo – While punching, continue pressing the attack button to deliver a three hit combo. 

This is strong enough to drop most basic enemies but stronger enemies will require you to weaken them 

before using this to knock them down. 

 

Crotch Punch – Pressing the Downward Movement button and then attacking will allow you to punch at 

an enemies’ crotch. If you’re successful in hitting them then they will often buckle over in pain, quickly 

press the Attack button again to knee them in the face for a near-guaranteed takedown. 

 

Jump Kick – While running press the Upward Movement button to jump and, while airborne, press the 

Attack button to unleash a powerful kick. This attack gets stronger the more momentum you have going 

so getting a full head of steam can let you kill an enemy in a single strike. It’s still a powerful move even 

without the momentum behind you. 

 

Slide Kick – Once again, while running press the Downward movement button to slide and press the 

Attack button. If you hit an enemy dead on then they will take a hefty bit of damage and buckle over as if 

hit by the Crotch Punch. Press the attack button again to knee them in the face, taking them down. 

 

Wall Run Kick – While performing a wall run press the Attack button to cause Faith to leap off the wall 

and kick at any enemies. This will actually spin the enemy around entirely giving you their back to attack. 

It’s really easy to disarm them now so you can render them harmless like this. 

 

Stomp Attack – This is one of the most complex maneuvers to pull off and generally not worth 

performing in a fight. However it’s really awesome to watch in motion so you might want to do it at least 

once simply to see it done. Get onto a higher surface and leap off of it towards an enemy. Just before you 

hit the enemy with your body press the Attack button. Faith will stomp her feet onto the enemies’ chest 

and drive them into the ground painfully, taking them out immediately and net you an achievement. 

 

Standard Disarm – When right in an enemies face they will try to swing their weapon at you. If you watch 

the gun carefully it will flash red at a particular moment during the swing, when you see that immediately 

press the Disarm button. Faith will take their weapon and knock them out cold, giving you the weapon 

and allowing you to keep moving. 

 

Rear Disarm – If you’re fortunate enough to find an enemy facing away from you, or have turned them 

around with a Wall Run kick, simply press the Disarm button to take their weapon away. 
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4. Walkthrough 
There are a few things to remember when following this walkthrough. The first and foremost one is that 

the way that is suggested to get through the level by both this guide and the game hints isn’t always the 

only one or even the ideal one. Most outdoor ar

something as simple as jumping from a higher level so that you don’t lose any momentum using the 

springboard. Keep your eyes open, especially when being pursued, 

 

It is heavily suggested that you play through the training area at least twice so as to learn how to do all of 

the basic moves in the game. Everything that you’re taught to do in this tutorial will come up during the 

game fairly often so you will want to make sure

 

4.1 – Prologue – The Edge 
Welcome to the world of Mirror’s Edge, this is the first actual level in the game so you’re going to need 

to start being careful. There isn’t much to this level that you didn’t have to do in the traini

is a good place to get your bearings and learn how your moves work. Even if you die a few times or fail to 

do the moves that you’re attempting don’t get discouraged and simply keep trying until you get it.

this is a fairly short stage so if you want to replay it a few times to get the feel of it do so, it’s a good idea.

 

 

Move forward and leap to the building in front of you. Get over the fence, run up the solar panel and leap 

over the fence. If you find yourself having problems clear

legs so that you can get over easier. Depending on how far you get over the fence

either slide or vault over the pipes here. If you land really close to the pipes 

slide and get under them. 

 

These are the sort of snap decisions you’re going to need to get used to making so stay on your toes.

Should you be feeling enterprising you can simply turn your jump into a slide, build momentum and get 

under the pipes in record time. Continue forward, run up the solar panel and jump on top of the stairwell 

building here. There’s a zip line over here so grab the rope and slide to the next building.

 

There are a few things to remember when following this walkthrough. The first and foremost one is that 

the way that is suggested to get through the level by both this guide and the game hints isn’t always the 

Most outdoor areas have multiple paths that you could take even if it’s 

something as simple as jumping from a higher level so that you don’t lose any momentum using the 

springboard. Keep your eyes open, especially when being pursued, for quicker ways to ascend.

avily suggested that you play through the training area at least twice so as to learn how to do all of 

the basic moves in the game. Everything that you’re taught to do in this tutorial will come up during the 

game fairly often so you will want to make sure you know how to do it all. 

Welcome to the world of Mirror’s Edge, this is the first actual level in the game so you’re going to need 

to start being careful. There isn’t much to this level that you didn’t have to do in the traini

is a good place to get your bearings and learn how your moves work. Even if you die a few times or fail to 

do the moves that you’re attempting don’t get discouraged and simply keep trying until you get it.

so if you want to replay it a few times to get the feel of it do so, it’s a good idea.

 

Move forward and leap to the building in front of you. Get over the fence, run up the solar panel and leap 

over the fence. If you find yourself having problems clearing fences like this remember to coil up your 

legs so that you can get over easier. Depending on how far you get over the fence, you might want to 

either slide or vault over the pipes here. If you land really close to the pipes it’s better to

These are the sort of snap decisions you’re going to need to get used to making so stay on your toes.

Should you be feeling enterprising you can simply turn your jump into a slide, build momentum and get 

time. Continue forward, run up the solar panel and jump on top of the stairwell 

building here. There’s a zip line over here so grab the rope and slide to the next building.

 

There are a few things to remember when following this walkthrough. The first and foremost one is that 

the way that is suggested to get through the level by both this guide and the game hints isn’t always the 

eas have multiple paths that you could take even if it’s 

something as simple as jumping from a higher level so that you don’t lose any momentum using the 

for quicker ways to ascend. 

avily suggested that you play through the training area at least twice so as to learn how to do all of 

the basic moves in the game. Everything that you’re taught to do in this tutorial will come up during the 

Welcome to the world of Mirror’s Edge, this is the first actual level in the game so you’re going to need 

to start being careful. There isn’t much to this level that you didn’t have to do in the training area so this 

is a good place to get your bearings and learn how your moves work. Even if you die a few times or fail to 

do the moves that you’re attempting don’t get discouraged and simply keep trying until you get it. Also 

so if you want to replay it a few times to get the feel of it do so, it’s a good idea. 

Move forward and leap to the building in front of you. Get over the fence, run up the solar panel and leap 

ing fences like this remember to coil up your 

you might want to 

to immediately 

These are the sort of snap decisions you’re going to need to get used to making so stay on your toes. 

Should you be feeling enterprising you can simply turn your jump into a slide, build momentum and get 

time. Continue forward, run up the solar panel and jump on top of the stairwell 

building here. There’s a zip line over here so grab the rope and slide to the next building. 
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Let go of the zip line just before you impact the metal tower that it’s attached to or you will lose all of 

your momentum. Use the nearby railing to springboard to the roof, make your way on top of the buildings 

here and leap to the left near where you see a pipe that goes from one building to the other. Walk across 

the balance beam to the other building; remember to keep tipping the analog stick in the opposite 

direction that Faith is starting to lean. 

 

    
 

At this point Merc will either tell you that you’re doing good on time or rather poorly. If he tells you that 

you’re moving slowly then you will want to replay this level and try to do better the second time.  

 

Drop down from the pipe and run towards the pit between the two parts of the building. You can either try 

to leap across the pit; if you have enough speed you might reach the other side. Might. The best way to 

get across this is by wall running along the bright orange wall and then jumping, mid-run, towards the 

other side. This will get you over the pit in record time while building up momentum. 

 

Head for the red board on this rooftop and use it to leap to the red pipes on the far building. If you can 

grab the left pipe you can head straight to the roof but it’s more likely that you grab the right one. Leap to 

the left pipe and climb to the top before busting through the door into the building.  Climb up on top of 

the packing materials, turn around, leap up to the red ledge, turn around again and leap to the ducts. Move 

along the ducts and enter the actual vents. Follow this until it drops you off into a room. 

 

When you hit the ground ROLL so that you avoid taking damage and slowing down, immediately run 

away from the Blues. Start heading up the stairs until you reach a door, slam through it and turn right. 

Bust through the door here, spin to your left and race for the orange stairs. After vaulting over the other 

railing watch your right side, there is a red ramp here so use that to leap to the other building. Make your 

way across this rooftop however you like just remember that straight lines are generally best. 
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Use the springboard on the other side of the roof to leap to an air-conditioning unit, keep going forward 

before turning to the left. Hop to the building over here but be ready, your first fights are here. The first 

one will be pretty close to you so run up to him, take him out and keep going. There are some pipes that 

you can use to springboard onto the blue walkway, get up there before turning to the right. Give the guy 

here a flying kick before taking him out and continuing forward 

 

      
 

Climb up on top of the building, get a running head start and use the red ramp to leap to the blue 

scaffolding on the building across from you. Even if you don’t have enough speed Faith should grab the 

handrail which allows you to pull her up. If you’re having problems with this try to coil up at the last 

minute, there’s a chance this will allow Faith to coast over the railing. Get to the top of the stairs, climb 

the ladder and watch the cutscene. 

 

Once that’s over you need to get out of there as fast as possible. This is actually pretty easy to do. Turn to 

the left and start running across the roof moving over the obstacles. Eventually you will reach the edge of 

the building where a helicopter is flying around. As you near the ledge the helicopters landing struts will 

start to glow red. You know what you have to do, leap for those struts to end the stage. 

 

NOTE: An example of what a run through this stage should look like can be found here: 

 

http://www.youtube.com/watch?v=F6ttCvOOCcI 

 

There were a few mistakes made during the video, namely the fighting was a bit sloppy and we should 

have rolled from the fall in the ducts, but overall it’s an okay run. 
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4.2 – Chapter 1 - Flight 
Make your way left along the rooftop and start jumping around the tops of the building. When you see the 

high voltage fence use the springboard to get over it, don’t forget to coil if necessary. On this rooftop you 

can either use the railings to springboard or you can run along the wo

much safer but the wooden plank will allow you to keep your momentum. If you’re at full speed the plank 

is the better option otherwise it’s the springboard.

 

 

Get on top of the buildings here before turning to your right, 

Take a running jump towards the bars so that you can swing over the high voltage fence. Get on top of the 

building here and look towards the building across from you. Over there you should see a balcony with a 

red door and a white plant, take a running jump from up here to get enough range to reach it. Roll when 

you hit the ground and run for the door. In here it’s a straight line to the elevator. Use this to reach the 

area your sister is in. After the cutscene 

 

Run to the right of where you start and vault over the balcony. 

doors and vault over the model display of the city to keep up speed. Don’t take the first left after goin

through these doors or you will run smack dab into enemies with assault rifles. Instead take the second 

left, vault over the display here before 

going to have to continue moving along th

 

 

When you reach the accounting office either run through the open door or burst through the glass the 

same way you would a closed door. Get over the desk, up the stairs and continue moving. You will reach 

a green wall with white plants to your right. Beyond the plants is a small area with a bunch of vents, this 

is where you need to get to. Take a running jump over there, tur

section of the offices. Move forward a bit before turning to the left. If you l

you will see potential hand holds. Wall run up to one of them, look to your right and make your way up 

over the railing here onto the ledge. 

 

 

rooftop and start jumping around the tops of the building. When you see the 

high voltage fence use the springboard to get over it, don’t forget to coil if necessary. On this rooftop you 

can either use the railings to springboard or you can run along the wooden plank. The springboard is 

much safer but the wooden plank will allow you to keep your momentum. If you’re at full speed the plank 

is the better option otherwise it’s the springboard. 

Get on top of the buildings here before turning to your right, there is a pole here that you need to get to. 

Take a running jump towards the bars so that you can swing over the high voltage fence. Get on top of the 

building here and look towards the building across from you. Over there you should see a balcony with a 

red door and a white plant, take a running jump from up here to get enough range to reach it. Roll when 

you hit the ground and run for the door. In here it’s a straight line to the elevator. Use this to reach the 

area your sister is in. After the cutscene you’re going to be doing more running, yay! 

Run to the right of where you start and vault over the balcony. Continue forward, take a left through the 

doors and vault over the model display of the city to keep up speed. Don’t take the first left after goin

through these doors or you will run smack dab into enemies with assault rifles. Instead take the second 

left, vault over the display here before running up the stairs. The elevator up here isn’t working so you’re 

going to have to continue moving along this path. 

     

When you reach the accounting office either run through the open door or burst through the glass the 

same way you would a closed door. Get over the desk, up the stairs and continue moving. You will reach 

your right. Beyond the plants is a small area with a bunch of vents, this 

e a running jump over there, turn to the left and drop down into this 

section of the offices. Move forward a bit before turning to the left. If you look at the wall here carefully 

you will see potential hand holds. Wall run up to one of them, look to your right and make your way up 

 

rooftop and start jumping around the tops of the building. When you see the 

high voltage fence use the springboard to get over it, don’t forget to coil if necessary. On this rooftop you 

oden plank. The springboard is 

much safer but the wooden plank will allow you to keep your momentum. If you’re at full speed the plank 

 

there is a pole here that you need to get to. 

Take a running jump towards the bars so that you can swing over the high voltage fence. Get on top of the 

building here and look towards the building across from you. Over there you should see a balcony with a 

red door and a white plant, take a running jump from up here to get enough range to reach it. Roll when 

you hit the ground and run for the door. In here it’s a straight line to the elevator. Use this to reach the 

Continue forward, take a left through the 

doors and vault over the model display of the city to keep up speed. Don’t take the first left after going 

through these doors or you will run smack dab into enemies with assault rifles. Instead take the second 

The elevator up here isn’t working so you’re 

 

When you reach the accounting office either run through the open door or burst through the glass the 

same way you would a closed door. Get over the desk, up the stairs and continue moving. You will reach 

your right. Beyond the plants is a small area with a bunch of vents, this 

n to the left and drop down into this 

ook at the wall here carefully 

you will see potential hand holds. Wall run up to one of them, look to your right and make your way up 
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Just a bit ahead of you, to the right, is a vent you can enter. Carefully move over to it and climb on it to 

escape the Blues. Don’t worry about the gunfire as you go since it can’t hit you unless you entirely stop 

moving. Drop down out of the other side of the vents, go through the doorway to the left and run through 

the red door. Now that you’re back outside on the balcony with nowhere to go things get a bit hairy. 

 

A chopper is shooting at you so you have to move fast. Turn to your right and look over the balcony. You 

see that slanted part of the building? That’s your ticket out of here. Jump over the railing to start sliding 

down the side of the building. Hold the analog stick to the left while also leaning it forward; this will 

guide you towards the building across from you while helping you keep gaining momentum. When you 

reach the edge jump, this will propel you across the gap to the other building. 

 

      
 

From here it’s mostly a straight run while you try to dodge the bullets from the chopper following you. 

How you proceed forward will be based upon your own preferences but this is a fairly linear path across 

the rooftops. Eventually you will reach an alley-like area between buildings where you have to jump to 

blue scaffolding across from you. Make the leap, coiling will help you clear the railing, and start heading 

up to the top. 

 

When you do reach the top continue moving forward until you reach a dead end. To your right is a duct, 

jump onto it and keep moving forward. Leap to the air conditioner then to the building to get back on the 

rooftops. From here you simply need to get over the fence to reach a red ramp that allows you to jump to 

another balcony. Go through the red door but watch out; Blues burst out of the elevator in front of you. 

Quickly zip to the right and go over the fence.  

 

 
 

Follow the path behind the fences, leap over the other fence and slip into the same elevator that the Blues 

used to cut you off. Quickly press the button to avoid being shot. You’re safe for the moment, but don’t 

relax just yet, you’ve got a bit more to go before you’re done. 
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Follow the path until you’re back outside and drop down to a lower area across from a red door. It’s very 

important that you use a wall run jump here to reach the other side without falling to your death. Keep 

moving forward through the hailstorm of bullets until you’re back outside with the squad cars in view. 

Look over the balcony here near the wall until you see what looks like a slide on the building, leap over 

the edge and ride it down to the ground. Vault over the railing in front of you and run towards the subway 

station across the plaza to the right. You know you’re in the right place because it’s all blue inside. 

 

      
 

It’s actually fairly easy moving through the subway without running into any trouble so just keep moving. 

Make sure to slide under any closing or already mostly closed gates to keep up momentum. You will 

eventually reach an outdoor plaza type area where Merc warns you about more Blues up ahead. The game 

expects you to fight these guys or simply work your way around them, do as you please although 

avoidance is usually the safer option.  

 

When you reach the orange ramp head up it and keep going to the left until you reach a platform. The way 

to the overpass is closed but you’re a Runner, you can get around that. Go to the left of the closed orange 

door and wall run up. Find the ladder to your left, climb up and run along the narrow ledge up here until 

you find the zip line. Grab on to it and ride it to the ground. Now jump over the railing to slide downward 

at a rapid pace and complete the level rather painfully. 
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4.3 – Chapter 2 - Jacknife 
This level is going to be your first real taste of the rather intense platforming you will have to engage in at 

times in Mirror’s Edge. From the beginning look to your right to see a red pipe, leap up onto it and climb 

to the top. To your left is a bar you can swing form that will lead you to an air conditioner you can climb 

around on. Get to the far side of it and leap over the fence here. Remember to roll when you hit the 

ground to avoid damage. After climbing the fence you will be in a storm drain area and a helicopter will 

start chasing you. This area can be tricky for a few reasons. 

 

 
 

With the chopper shooting at you it’s dangerous to stay in the main channel and you’ll have to regularly 

jump up to the sides to hide from bullets or recover from damage. If you stay in the main channel you will 

have lots of obstacles to go over or under. But if you don’t stay in the main channel it’s almost impossible 

to build up any real amount of speed due to having to constantly move this way or that. It’s suggested that 

you stay along the sides, leaping across the channel when necessary to continue forward movement. This 

isn’t the fastest, but it’s the safest route. 

 

When you reach the end of the storm drain, the door to escape will be on the right side, so head on 

through it. Continue forward until you reach a valve and some steam coming out of one of the pipes; turn 

the valve to shut it off so you can continue forward. Springboard up to the pipes and jump from pipe to 

pipe until you can get over to the air vent. Climb through it to reach a small room with a red door. Head 

out the door and you will be outside again near a really huge storm drain that goes all the way down into 

the sewers. 

 

 
 

The red objects to your left should immediately draw your attention. Climb up on top of the shipping 

crates and leap onto the girders being held up by the crane. Leap from the girder onto the red palette in 

front of you, this will drop down into the drain a bit before turning slowly. Jump to the right onto the 

orange railed platform. Turn to the left where you will see a pair of bars sticking out of the wall you can 

swing from, one lower than the other. Either leap to the bar or use a wall run to get there safely. After you 

land from the second pipe keep running forward, leaping between the platforms as fast as you can move 

to avoid the machinegun of the chopper. 
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After leaping to another bar and swinging to the nearby pipe the chopper will fly away. This means you 

don’t have to move as frantically, so take your time and climb down the platforms, pipes and bars as 

carefully as you can until you reach a control panel. Press the button to open the large doorway leading 

into the sewers across from you. Make your way over to the door however you like and pass under it to 

actually enter the sewers. 

 

      
 

In this green lit room move forward until you see a piece of the wall protruding out that’s just thick 

enough for you to wall climb up it. Do so with a bit of momentum and kick off the wall to reach the 

ladder behind you. Leap to the red bar and swing over to the platform with yet another switch, press it to 

open the large door in front of you. It’ll take a bit of time to open before you can pass under it. 

 

This next room is rather simple to navigate, but it’s also easy for one wrong move to get you killed. Make 

a running jump to the ladder right in front of you and climb up. From here the path is pretty much a 

straight line so start running and jumping. When you see a pair of laser sights in your path don’t even 

bother slowing down, just leap right through them and continue running. Eventually you will reach a lone 

sniper on a green pathway. Taking him out presents you with a strange conundrum; do you take the sniper 

rifle, getting slowed down horribly but able to take out the other snipers or do you just keep running? 

 

       
 

Continue moving along the green path across the pipes and then up the springboard. This will put you on 

some concrete platforms. Turn to the left and take sprinting jumps from platform to platform. Your goal is 

to the extreme left of the room. As you go the other snipers might start to harass you if you didn’t take 

them out already so stay mobile. You could move to the far side of the room to take them out but it isn’t 

suggested since they stay close enough together to take you out pretty easily. 

 

There is a zip line you need to make your way to so get over to it and ride it to the opposite wall. From 

here go across the narrow ledge to your left. While moving to the door you will notice some soldiers 

running through the tunnels towards you on the ground. You’ve got to move fast to get out of this room. 

Press the button here so you can go through the door to safety. 
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In here you need to jump up, grab the red ledge and leap upward at one of the high ledges to the side. Pull 

yourself up and look around; there will be a wall you can run up to get to the higher level. There is a 

water slide that you will have to ride to the bottom, you will get hurt by this fall but don’t roll since that 

might take you off the ledge so just suck it up. Go along one of the narrow ledges along the side to get to 

a switch to open the door and then move along another narrow ledge to get through said door. 

 

      
 

Jump to the girders and wait for them to spin enough to allow you to the platform. From here you’re 

basically doing the exact opposite of the other storm drain, working your way upwards instead of going 

down. This is actually a fair bit easier to do than going down the drain was. Press the button to activate 

the crane and jump onto the red girders near you. Look down from the far tip of the girders and you will 

see a platform rising up the tunnel. Leap onto it and ride it to the top. 

 

As soon as you reach the top you will want to leap off of it and start going left around the pit. There are a 

bunch of soldiers in heavy armor with shotguns running around this area. This is a real pain in the butt, so 

head around the path as fast as you can. When you near the trucks climb up on top of them and keep 

moving. You can leap off the third truck. Coil your legs as you go over the fence and run through the 

door. Use the elevator to escape this area and continue forward to reach Jackknife, finally.  

 

You do have to keep up with him as he runs through this area which is kind of a pain but it isn’t too bad. 

Memorizing the course is the most important factor here. Run after him immediately and get on the zip 

line, riding it to the other building. So long as you stick close enough to see where he goes this area is 

rather easy to get through. Trial and error is key to beating this stage and it’s just as simple after you see 

him crash into the ground on the other side of a long jump. 

 

This is easy enough that it doesn’t require this guide to hold your hand through it. If you have problems 

here it’s suggested that you replay the level a few times. This is a great primer for the coming levels. 
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4.4 – Chapter 3 - Heat 
By now you should have the hang of playing the game and moving around the stages so the guide will 

consist of less hand-holding except in areas where you’re being pursued by Blues. It’s no longer 

necessary if you’re starting to understand how you need to get through the levels. With that said start 

running and let’s get this level underway. 

 

After leaping to the other building you will see that there’s a high voltage fence that’s covering the entire 

rooftop so that there’s no way across it. Look to the right side of the building carefully, and you’ll notice 

the fence doesn’t fully reach the other building providing a small gap. Run for the gap between the two 

buildings, leap to the wall and run past the gate. Once you’ve passed it, immediately perform a 180 turn 

and leap back to the rooftop. This is kind of a tricky little maneuver to pull off but it’s nothing that you 

shouldn’t be able to do at this point. Even if you fall short, Faith should grab the ledge so that she can pull 

herself up. If you die a few times don’t worry about it, it’s normal. 

 

      
 

Continue along your merry way, climbing along the air conditioning units and the ducts to cross the 

rooftops. While there are a few ways to go across the roofs the path is actually very linear with little 

chance for deviation. Don’t be surprised if you find yourself getting turned around at least once or twice 

due to how wide open this whole area is. 

 

When you reach the part where the ducts stop and there’s a red pipe up above you along the ceiling it can 

be a bit frustrating getting past this spot. It would seem obvious to use the small part of the ducts Faith 

can grab to help you get up to the pipe but this is actually a bit tricky to do. You’re actually far better off 

moving to the wall right next to the pipes, wall climbing here and quickly kicking off the wall in the other 

direction. This should easily let you grab the pipe and swing up to the roof to continue moving. 

 

       
 

Get inside of the building, climb to the upper level and get through the vents. In this next area you might 

find yourself unable to figure out where to go, since it’s actually kind of tricky to see the path. There are 

some ventilation ducts blocking one path almost completely. Faith can actually slip behind this like she 

was walking along a narrow ledge so head that way. 
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Head up the stairs here and either jump or wall run to the balcony across from you. Keep on moving 

along until you end up in the vents. A cutscene will play with Faith listening in on Ropeburn while he 

talks to someone over the phone about what happened to your sister. When the cutscene ends the Blues 

are going to start closing in on your position so you have to get out of here right now. 

 

Make your way through the office as quickly as you can, either through the glass or the door. Head for the 

pair of open elevators but turn to the left just before going into them. Just past the stairs is a narrow 

walkway that will lead you to a bright red fountain. Vault onto the first part of the fountain before 

climbing up the other two levels and look behind yourself to see a glass wall blocking a walkway. 

 

      
 

Leap at the glass while holding the attack button to crash through it. Run to the other end of the balcony 

before shattering the glass here as well. Across from you is a balcony you need to get to, but it’s too far to 

jump so use a wall run jump to get there. Turn to the right and keep running along that path until you see 

a pair of red objects you can springboard off. 

 

Break through the glass in front of you, turn to the right and break the glass in front of the red pipes. Leap 

to the pipes, using them to swing to the ledge across from you. It’s very easy to get killed in this area so 

move fast. Run to the left into a dead-end room with a red piece of metal that lines a gap in the ceiling 

above you. Wall run up the right wall before performing a quick 180 turn and leap to the balcony here. 

Pull yourself up and continue running. 

 

You’ve got a straight run to the outside area with plenty of guards on your tail. Wall run across the left 

wall, jumping if you need the extra distance, and keep moving. If you fall there is a ladder that will help 

you getting back up… if you survive the drop. As you run along this area enemies will continue bursting 

through the doors along the left wall, usually a pair of SWAT soldiers with assault rifles although at least 

one will throw down a flash bang grenade, blinding your vision momentarily. 

 

     
 

Don’t even slow down here, just keep on running as fast as you can until you see a bright yellow platform 

in front of you. Springboard off of this to reach the building across from you with ease. 
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Things stay pretty much on a straight line even after you get attacked by the chopper again. You will find 

yourself sprinting from rooftop to rooftop as you try to dodge the gunfire. This area has a lot of stuff in 

the way but it isn’t too hard to keep moving. Even if you end up running in circles for a short time the 

chopper will have problems keeping up with you. When you reach the area with the two red pipes you can 

either waste time climbing the first one or simply wall run and kick off to the one behind yourself. 

 

     
 

Keep going, mostly heading to the left, and you will find yourself leaping to a rooftop where you can see 

a pair of SWAT troopers. Take them out however you please but be careful when fighting these guys; 

they do a lot of damage and can swat away jump kicks if you don’t time it properly. There is a third 

SWAT to your right after dispatching those two. Once they’re all down climb up the pipes, springboard to 

the left and leap to the other building. 

 

From where you land you might have difficult figuring out where you need to go. To your right is a high 

voltage fence with an air conditioning unit in front of it. Run at the AC unit and slide underneath it, 

there’s a gap in the fence here you can slide right through. Continue running until you pass through the 

inside of a building and emerge right back outside on another rooftop. 

 

After leaping between a few rooftops using the red ramps you will see a wall run, use it to get across to 

yet another rooftop. If you don’t use the wall run jump you might fall short and take a whole lot of 

damage from grabbing the ledge so be careful. Stay on your toes, another chopper is going to attack, so 

don’t stop moving until you reach a red pipe. Climb up the pipe, turn around and leap to the building 

across from you. From here you can make a leap to some blue scaffolding. 

 

 
 

This area is incredibly linear but it can be immensely tricky to navigate due to the pressure of having the 

chopper shooting at you as you’re trying to move. So long as you don’t stop moving for anything you 

should be fine even if you get hit every now and again. 
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Everything is fairly simple until you reach a point where Merc tells you that you need to get higher. This 

is where the level gets really challenging if you haven’t really mastered the moves available to you yet. 

Head across the balance beam to reach a second building. Wall climb up the wall in front of you and leap 

to the ledge to your upper left side. Use the springboard here and continue moving forward so you can 

keep going upwards. Run up the wall composed of sandbags, quick turn and leap to the scaffold here. Use 

the wall run to get yourself part-way over the pit before leaping over to the other side. 

 

      
 

Head along the path in front of you, slide under the debris and be ready for a Blue to run out in front of 

you. He stops along the edge right here though so you can either slide kick him or simply punch him to 

take him off the scaffold entirely. Drop down to the lower level and keep on going until you will see a 

long wooden plank. Run along this before leaping from the end to the other building, rolling to avoid 

killing yourself, and head up this scaffold. Take out the two Blues up here with shotguns before turning 

your attention to the red crane in the middle of a high voltage fence. Get on top of some of the stuff near 

the fence and leap right over it. 

 

Start climbing up the ladders on the crane before climbing right up on top of the crane itself. This is the 

really hard part of this whole area. You’re going to need to build up a whole head of steam while running 

along the crane. Leap at the very last moment and angle her for the girders that the crane is holding. From 

here you can make a running leap to the red safety zone. Simply hop down and head through the doors to 

end the level. 
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4.5 – Chapter 4 - Ropeburn 
From the door run forward and leap to the building across from you. From here you need to leap off of the 

red wooden planks to reach the pipe. Climb up to the top to get behind the high voltage fences blocking 

your path earlier. There is a switch here that you must hit to deactivate the power that is supplying the 

electricity to the high voltage fences. Once the power is shut off it is now safe to climb over the fence to 

the left of the switch. From here you can make your way up on top of the building and continue moving. 

 

      
 

Use the ramp like stairwell entrance to get over the first high voltage fence and the springboard to get 

over the second one. Head over inside of the building through the hallway until you reach a dead end. 

Climb up into the false ceiling area and start moving through the vents. When the vent gives out 

underneath you continue forward until you reach a poorly lit area with red walls. 

 

Move over to the wooden board that is draped over a brightly lit pit. Wall run jump across the pit towards 

the closed, fenced in area. This will get you to the upper level where you can proceed to wall run to the 

pipe across from you. Swing off of it to land on the ducts, turn to the right and wall run to the pipe here. 

From here you can swing to the pipes across from you and leap into the brightly lit back area. Continue 

along, carefully jumping from the ladder here to get over the fence in your way and heading into the back 

areas of the building. 

 

       
 

Drop down and roll to avoid taking damage before looking around. There is a thin gap between a fence 

and a wall that you can slip through. Once you’re through this climb up the wall in front of you and leap 

off of it to a small area above where you just came in through. There is a valve here that you must turn to 

shut off the steam pouring out of the pipe up ahead. 

 

Jump down to the floor below where you can crawl through the gap in the fence. Climb up the ladder and 

go through the door to start another cutscene. When it ends gather up some speed so you can leap to the 

platform across from you. Head on up the stairs to start yet another cutscene but don’t set your controller 

down. This one becomes interactive part way through it and if you mess it up you’re dead. 
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After Ropeburn has tossed you off the building to the ground below he will jump down after you. 

Ropeburn will follow you down before bursting through a wooden fence to rush at you with a pipe. 

Before he reaches you the pipe will glow red, this is your one and only shot to disarm him before he kills 

you off. If he hits you then you die and get to be thrown around by him again before you can attempt the 

disarm a second time. Once you successfully hit the disarm another cutscene will play. 

 

     
 

When you head back inside the building you’re going to be pursued yet again. Right in front of you is a 

springboard you can use to grab the zip line along the ceiling so use it. This gets you near the elevator that 

you need to use to escape this room. A single SWAT might get in your way so take him out and then 

enter the elevator. Since the elevator isn’t in service look for the panel that is hanging down from the roof 

of the cab. Climb up there and you will see a button that will disengage the safety lock on the elevator. 

Press it to send yourself plummeting down the shaft. 

 

Look down the elevator shaft to the left of the button you pressed and watch for the second elevator to 

come into sight. It won’t be moving so you shouldn’t have a problem leaping to it and rolling to spare 

yourself damage when the elevator crashes to the bottom of the shaft. Jump from this elevator to the 

crashed one, rolling again to avoid damage and then dropping to the bottom of the shaft. From here you 

can go into a vent. 

 

You will find yourself in a small hallway with a pair of red doors; go through the door closest to you. 

Look for the red pipes in this small area, climb up one of them and then jump behind yourself to the 

platform there. Use the L-Jump to get from one edge of the platform to leap around the corner to the red 

pipe. Swing from that pipe to the next platform and head into the vent. 

 

From here you will have a fairly easy run to through the subway, sliding under lowering gates, until 

you’re trapped inside of an area by lowered gates. Use the switch here to raise the gates up and then start 

moving forward again. 
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Slide down the escalator railing here to reach a subway platform where a whole slew of Blues will be 

waiting for you. Just running past these guys is very dangerous since they can end up shooting you to 

death as you’re going along. Try to proceed slowly as you move along the platform and keep moving 

from side to side so that you can take out the Blues without being filled with lead. Once you’ve taken out 

at least the majority of the soldiers it’s time to go onto the subway tr

onto the tracks heading straight for the ladder to your right.

 

 

Head on up the ladder and continue along the path. You want to stay high here but it’s a straight line to 

reach a back area with a locked red door. Walk past the locked door and keep watch to your upper right 

where you can see some walkways. One of them has a red bar not too far off the ground stand there, turn 

around and wall climb up the wall here. Leap to the red pipe so you can swing to the 

room up here is a switch that will open the locked door below you.

 

Begin running forward, slam through the red door to reach the far tracks while dodging both of the trains. 

Your destination is a long way down the far track but you might 

train at least once as you go. To your left is a ladder, climb to the upper level and look to your right. There 

is a pole you can swing from but it isn’t easy to get to. If you try to just straight jump Faith will simp

hop over the railing here instead of leaping. It’s easiest to wall run and jump off the pillar right near you 

to the pipe. Swing to the ledge so you can continue onward.

 

This next area is pretty linear requiring some wall running and shutting off the f

progress. However you will hit a dead end where the soldiers are trying to cut their way through a door 

with a blowtorch. Your only option is to jump onto the train as it passes underneath you. Wait until you 

see it coming out of the tunnel and then jump off. If you don’t do it pretty quickly you will miss it 

entirely, falling to your death. 

 

 

Once you land on the train you will want to get as close to the rear as you can without falling off. 

are a few obstacles that will hit you if you don’t dodge them so stay on your toes.

 

 

Slide down the escalator railing here to reach a subway platform where a whole slew of Blues will be 

waiting for you. Just running past these guys is very dangerous since they can end up shooting you to 

along. Try to proceed slowly as you move along the platform and keep moving 

from side to side so that you can take out the Blues without being filled with lead. Once you’ve taken out 

at least the majority of the soldiers it’s time to go onto the subway tracks. Be mindful of the train and leap 

onto the tracks heading straight for the ladder to your right. 

     

Head on up the ladder and continue along the path. You want to stay high here but it’s a straight line to 

door. Walk past the locked door and keep watch to your upper right 

where you can see some walkways. One of them has a red bar not too far off the ground stand there, turn 

around and wall climb up the wall here. Leap to the red pipe so you can swing to the platform. In the 

room up here is a switch that will open the locked door below you. 

Begin running forward, slam through the red door to reach the far tracks while dodging both of the trains. 

Your destination is a long way down the far track but you might find yourself having to hide from the 

train at least once as you go. To your left is a ladder, climb to the upper level and look to your right. There 

is a pole you can swing from but it isn’t easy to get to. If you try to just straight jump Faith will simp

hop over the railing here instead of leaping. It’s easiest to wall run and jump off the pillar right near you 

to the pipe. Swing to the ledge so you can continue onward. 

This next area is pretty linear requiring some wall running and shutting off the fans that are blocking your 

progress. However you will hit a dead end where the soldiers are trying to cut their way through a door 

with a blowtorch. Your only option is to jump onto the train as it passes underneath you. Wait until you 

the tunnel and then jump off. If you don’t do it pretty quickly you will miss it 

    

Once you land on the train you will want to get as close to the rear as you can without falling off. 

will hit you if you don’t dodge them so stay on your toes. 

Slide down the escalator railing here to reach a subway platform where a whole slew of Blues will be 

waiting for you. Just running past these guys is very dangerous since they can end up shooting you to 

along. Try to proceed slowly as you move along the platform and keep moving 

from side to side so that you can take out the Blues without being filled with lead. Once you’ve taken out 

acks. Be mindful of the train and leap 

 

Head on up the ladder and continue along the path. You want to stay high here but it’s a straight line to 

door. Walk past the locked door and keep watch to your upper right 

where you can see some walkways. One of them has a red bar not too far off the ground stand there, turn 

platform. In the 

Begin running forward, slam through the red door to reach the far tracks while dodging both of the trains. 

find yourself having to hide from the 

train at least once as you go. To your left is a ladder, climb to the upper level and look to your right. There 

is a pole you can swing from but it isn’t easy to get to. If you try to just straight jump Faith will simply 

hop over the railing here instead of leaping. It’s easiest to wall run and jump off the pillar right near you 

ans that are blocking your 

progress. However you will hit a dead end where the soldiers are trying to cut their way through a door 

with a blowtorch. Your only option is to jump onto the train as it passes underneath you. Wait until you 

the tunnel and then jump off. If you don’t do it pretty quickly you will miss it 

 

Once you land on the train you will want to get as close to the rear as you can without falling off. There 
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Shortly after this you will be told that you need to jump to the other train so wait for it to catch up to your 

position and leap to it. There are obstacles you will have to dodge here as well so be ready to move in this 

order to get through without being killed: 

 

 

 

• Jump over the pipes 

• Move left to avoid the sign 

• Move right while ducking to avoid the pipes and sign 

• Move left while ducking to avoid the pipes and sign 

• Jump over the pipes 

• Move left to avoid the sign 

• Move right while ducking to avoid the pipes and sign 

• Duck under the pipes 

 

 

 

After you’ve gotten through the tunnel you will be told that the Blues are stopping the trains. This is 

really bad news since you can die from slamming into the wall that the train is entering. Run towards the 

rear of the train and jump off, don’t forget to roll when you hit the ground. However it appears that 

another train is coming down the same tunnel so you have to get out of there. Run for the bright red sign 

that is above a door and burst through the door as fast as you can. 

 

Run up the stairs here, likely getting knocked down by the train crash, and you’re safe. Level clear! 
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4.6 – Chapter 5 – New Eden 
Make use of the pipes here to reach the ground level and navigate through the alleys here. Once you hit 

the streets themselves you’re going to need to move very fast here. Run across the street as quickly as you 

can so that you vault the fence rapidly. Turn to the right, climb on top of the power boxes and wall run up 

the blue wall. Use the 180 turn so that you can leap to the blue walkways but be ready for trouble. This is 

where the Blues will be made aware of your presence so expect them to start shooting at you soon. 

 

       
 

Start running forward, climbing over two low ceilings but don’t go over the third one. Turn to the left 

along the walkway to reach monorail trails. Your destination is a zip line to the left a fair ways down the 

track so start running. A chopper will begin shooting at you while you try to dodge both of the trains so 

this area can be a bit tricky. Ride the zip line down and continue forward until you ride an elevator up. 

 

The rooftops are very linear as well with very little room to get lost. Even when the chopper comes 

there’s still basically a straight line across the roofs. Be mindful of the three SWAT soldiers that start 

shooting at you from the rooftops though they pose a slight problem. There are two on the ground and one 

on the level just above you and all three really need to be taken out to give you enough time to climb the 

pipe here to the rooftop. Slide down the zip line and go into the building to find an out of service elevator 

with pipes you need to climb inside. 

 

Keep moving and you will soon find yourself on top of the roofs again. Things are pretty simple as you’re 

running along here but eventually a pair of soldiers will run out in front of you. Ignore them and jump on 

top of the rooftop right in front of you. There is a zip line to your right here, make a running jump to the 

line and slide down it. You have two options as you’re going; either drop off part way across and grab the 

second line, difficult but exhilarating to pull off, or you can land on the air conditioning unit, turn around 

and leap to the second zip line. 
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Soon enough you will reach another elevator that will take you down into the mall. Run out into the plaza 

of the mall and look to your left-hand side. There’s a blue hallway that you need to head into. Climb up 

onto the thin ledge along the wall so that you can leap backwards to the pipe and swing into the vents. 

The path is pretty straight at this point, taking you through some of the back areas right into the mall itself 

again. This yellow walled area is the main portion of the mall that you will be spending a fair bit of time 

in. As you continue forward you will notice a white and black clothed figure running away from you that 

Faith doesn’t say anything about. This is that assassin you’re chasing. 

 

      
 

Slide under the grate here to find yourself in the main plaza area. As the assassin runs past the escalators a 

fairly large group of soldiers will emerge and start shooting at you. This effectively cuts off this path to 

you so quickly head to the left. There’s an elevator here that you can ride up so get into it, press the button 

and crouch down in a corner near the door for some safety from the bullets. 

 

Eventually the elevator will be stopped by the CPF just as the glass is finally shot out completely. You 

need to leap out of the elevator to the nearby balcony and run through the open grate. Make your way 

through the hallways here as quickly as you can to escape the gunfire. Leap over the railing here to reach 

a new area of the mall. Head up the stairs to the left and then look to the right. There’s a springboard over 

here that you can use to get up to a plant potter up on the wall. Turn around and leap to the upper level. 

 

     
 

Start running forward but do not go through the first hallway to your left hand side. There are some 

escalators here but soldiers will be coming up this way shortly. Keep going until you reach a dead end and 

then turn to the left. Climb up on top of the lockers here which lets you climb to the uppermost level 

where there is a vent. Move across the ducts that pass over the mall area you were in before to reach 

another vent that deposits you in a white and blue walled room. 

 

Wall run up the wall so you can 180 turn and jump to the blue walkway above you. Use the switch here to 

shut off the fan so you can drop down into an unlit area. Head down the hallway with orange lighting to 

reach an open door. There’s a guard on the other side of the glass here so bust through the glass, take him 

out and then take out the other guard to the right. There’s an enemy on the lower level with a heavy 

machinegun that you absolutely have to knock out before continuing forward. 
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Now that you’ve taken out the machine gunner you will have a checkpoint in case you die to this next 

tricky bit of platforming. Head back up the escalators to the open storefront named Mode. Inside of here 

is a springboard that will get you onto the upper area of the store. From here you can make your way to 

one of the hardest jumps in the entire game. After you break the glass, or let the enemies on the lower 

level break it while shooting at you, your target is the central walkway area. 

 

 
 

This is arguably the single hardest section in the entire game. If you didn’t kill the heavy machine gunner 

he will slaughter you while you’re trying to do this but even if you did there will be reinforcements firing 

up at you. As normal there are a few ways to approach this problem. The “easiest” way to go about this is 

to try a wall run, leap to the pipe and swing to the central area. However it’s possible to leap to the pipe 

outright if you’re careful or to even wall run and jump straight to the walkway, grabbing the ledge and 

pulling yourself up. 

 

The most reliable way, we’ve found, is to use a wall run to get as far along the wall as possible, look 

behind yourself with a 180 turn but quickly look to the right and leap. This will help you get to the middle 

of the pipe, the perfect position from which to leap to the walkway.  

 

Once you get there don’t stop moving since some of the enemies can still shoot at you here. Make a 

running leap to the platform just in front of you, head to the left and get into the vents. From here you’ve 

got a straight shot for the exit after completing just a little more platforming free of interference. 
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4.7 – Chapter 6 – Prandello Kru
Look around for the mound of dirt you can use to reach the upper level. 

need to get through so head on through to an outdoor area. Use the nearby planks to get up a bit higher 

and wall run over to the zip line. As you’re

lower line. Land on the ducts, turn to the right and make a running jump to the orange awning.

 

 

Go to your left, leap onto the orange stairwell and walk up to the top. Turn around and you 

near another orange platform. Use a wall run jump to get to the pipe, swinging from there to the platform. 

Head on up the nearby ladder and start heading across the rooftops. If you find yourself getting lost at any 

point look off nearby ledges for another spot where you could drop down. Get inside of the building and 

use a wall run to get up to the ducts so you can make your way into the vent.

 

This takes you back outside so make your way along the vents so that you can stay up 

move like this. Stop once you see what looks like the back of a billboard sign or something. Moving 

carefully around the board you can get pretty close to the sniper that is here and then take him out. If you 

want to use the sniper rifle to take out the other snipers on the roofs then you might want to get behind the 

billboard and lean out to shoot at them before going back into cover.

 

However this isn’t the suggested way to handle this, this isn’t a first person shooter, so grab the zip li

and ride it to the other side. There are a few SWAT enemies on the ground here, too many for you to deal 

with realistically, so drop down on the right sound here. Turn around and there’s a red door over here. 

Run through the red door, climb up the shelv

end. There’s a white platform hanging in the middle that you need to jump onto. It will crash down to the 

bottom of the hallway 

 

 

 

Prandello Kruger 
Look around for the mound of dirt you can use to reach the upper level. There’s a door up here that you 

need to get through so head on through to an outdoor area. Use the nearby planks to get up a bit higher 

and wall run over to the zip line. As you’re going down the zip you need to drop so you grab onto the 

lower line. Land on the ducts, turn to the right and make a running jump to the orange awning.

     

Go to your left, leap onto the orange stairwell and walk up to the top. Turn around and you 

near another orange platform. Use a wall run jump to get to the pipe, swinging from there to the platform. 

Head on up the nearby ladder and start heading across the rooftops. If you find yourself getting lost at any 

dges for another spot where you could drop down. Get inside of the building and 

use a wall run to get up to the ducts so you can make your way into the vent. 

This takes you back outside so make your way along the vents so that you can stay up high;

move like this. Stop once you see what looks like the back of a billboard sign or something. Moving 

carefully around the board you can get pretty close to the sniper that is here and then take him out. If you 

take out the other snipers on the roofs then you might want to get behind the 

billboard and lean out to shoot at them before going back into cover. 

However this isn’t the suggested way to handle this, this isn’t a first person shooter, so grab the zip li

and ride it to the other side. There are a few SWAT enemies on the ground here, too many for you to deal 

with realistically, so drop down on the right sound here. Turn around and there’s a red door over here. 

Run through the red door, climb up the shelves to the top and then run up the stairs until you reach a dead 

end. There’s a white platform hanging in the middle that you need to jump onto. It will crash down to the 

There’s a door up here that you 

need to get through so head on through to an outdoor area. Use the nearby planks to get up a bit higher 

going down the zip you need to drop so you grab onto the 

lower line. Land on the ducts, turn to the right and make a running jump to the orange awning. 

 

Go to your left, leap onto the orange stairwell and walk up to the top. Turn around and you will see a pipe 

near another orange platform. Use a wall run jump to get to the pipe, swinging from there to the platform. 

Head on up the nearby ladder and start heading across the rooftops. If you find yourself getting lost at any 

dges for another spot where you could drop down. Get inside of the building and 

high; it’s easier to 

move like this. Stop once you see what looks like the back of a billboard sign or something. Moving 

carefully around the board you can get pretty close to the sniper that is here and then take him out. If you 

take out the other snipers on the roofs then you might want to get behind the 

However this isn’t the suggested way to handle this, this isn’t a first person shooter, so grab the zip line 

and ride it to the other side. There are a few SWAT enemies on the ground here, too many for you to deal 

with realistically, so drop down on the right sound here. Turn around and there’s a red door over here. 

es to the top and then run up the stairs until you reach a dead 

end. There’s a white platform hanging in the middle that you need to jump onto. It will crash down to the 
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Hit the switch to open the bay doors here but be careful. This next room is absolutely filled with SWAT 

soldiers so you’re going to need to move fast. Run forward inside the room and turn to the right into a 

small room. You can pass through this to end up right in front of a staircase. Go up the stairs and hang a 

right, drop the soldier here. Head around the right corner here to find a path that ends near a closed door. 

If you wall run jump here you can reach the ducts and climb over the railing to get inside the room here. 

 

      
 

Go through the door here and springboard to the red pipe but don’t release the swing just yet. You have to 

wait for the steam to go away while building up speed so that you can swing to the platform the steam is 

obscuring. Make your way into the shipping room, with the three conveyor belts, and hop off of the 

staircase. You need to leap over the fence and into the holding area. Head to the right side of the room 

and make your way to the top of the shelves. 

 

      
 

Get on top of the two crates and leap onto the uppermost shelf. Head along the shelf until you reach a pair 

of pipes. Swing from them to the top of the control room here and drop down into it. Press the button to 

start the conveyor belts. You can now bust through the two red doors, leap down to the conveyor belts 

and slide through to the other room. Run through this room, slide under bay door and head through the 

corridors until you reach another large room. 

 

This one is a bit harder to platform through since it starts off in a peculiar way. From the door you come 

into the room through immediately wall run and jump to the red walkway. Follow the walkway until you 

see a ladder on your right side. Slide down it to the bottom and you will be on another small walkway. 

Wall run along the grate to reach a pipe, use that to swing to the platform where there’s yet another 

ladder. Climb down it and look to your right; this is the especially tricky part of this room. 

 

You need to wall run here but if you get too close to the end of the wall you will simply plummet to your 

death. If you just too early you won’t be able to reach the pipe you need to swing to. So you might need to 

practice a few times to get the proper timing down. Once you do finally reach the pipe swing to the 

vertical pipes and slide down to the bottom. 
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Head into the room here and press the button to move the cargo elevator. Climb over the fence and drop 

down into the hole in the floor here. You’ve now made your way into the heart of PK so you need to 

move fast. Move through these sterile corridors until you enter an elevator, ride it up for a cutscene. When 

it ends you’re going to have to deal with enemy Runners. These guys are fairly rare but they are really 

annoying whenever they pop up. They can do anything you can do but they’re better at it. Plus they’re 

really good at dogging your every step and forcing you to make stupid mistakes while running from them. 

 

      
 

This area is pretty rough since you have no less than three Runners to deal with. Two from the elevator 

and one is in the room here that you’re going to be climbing. 

 

Head into the large room and run to the right up the ramp there. It doesn’t glow red but you can use the 

step-like obstacles in front of you to springboard to the upper level. Continue forward by leaping up onto 

the platforms, turn to the left and springboard off of these objects here. Head left, climb up the wall here 

and run for the red walkway. From here all you need to do is stay high while moving from platform to 

platform and you will reach an orange walkway with a red door at the end of it. Burst through the door 

and get into the elevator to escape the Runners for the moment. Be warned; they will be waiting for you 

the moment you get out of the elevator. 

 

When the elevator stops run to the left and take a running jump through the window (remember to hold 

the Attack button) and slide under the ducts in your way. To the right is a ramp that will let you jump into 

a stairwell, the moment you land start running up the stairs to your right. On this rooftop head to the right 

towards some wooden planks, you can leap from there to the ducts. Move back and forth between the 

ducts until you can leap to another rooftop, do so. On this rooftop, near the far right side, you will need to 

leap to the train as it goes past. 
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4.8 – Chapter 7 – The Boat 
This is one of the more ponderous levels in the game. It features several points where you have to get into 

large scale fist-fights with the guards with little to no chance of escape. Plus the platforming isn’t even all 

that exciting. Due to this it is also one of the weakest levels in the entire game, trading the games 

signature speed for combat and bland platforming. 

 

Make your way down to the ground level and approach the rear of the truck to get inside. Ride the truck 

into the compound and be ready for a fight when it stops. This part of the game is a lot harder if you don’t 

plan on fighting the enemies. Regardless of what you’re planning push up against the doors to open them 

and you will see a pair of guards. If you move up behind the closest guard you can take his gun without a 

struggle. From there you have the option to start shooting everyone but that’s for sissies. 

 

      
 

Head left, past the truck and slide under the crossbeams. Follow the outer wall of the room to avoid most 

of the gunfire. Slide under the crossbeams in your way but hang a sharp left. You can leap over the white 

boxes on the pallet if you have enough momentum just remember to coil your legs. Hang a left along the 

wall once more and you will reach a pair of trucks. Go to the second truck, the one closest to the wall and 

climb on top of it. From here you can leap to the pipe and leap to the ventilation ducts from the top. 

 

Follow the ducts to safety and you will reach a ladder going down. There are three guards in this room 

and you have to take all of them out if you want to open the door since it requires turning a slow valve. 

Turn right at the bottom of the ladder and take out the guard over here before even attempting to fight the 

two closest to the door you’re headed for. If you’re skilled with it you can lure one of the soldiers into the 

hallway with the ladder and perform a wall run kick into disarm combo to take that one out easily. 

 

 
 

Once you’ve cleared the room head on through the pair of doors and through the narrow pipe room to a 

vent. Head on through this to reach some rather tough platforming segments. 
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In this first room climb up the metal pipe until you reach the top and jump to the ducts to your left. Head 

all the way along the ducts until you have a red pipe directly behind you, jump to that. Swing to the ducts 

across from you, climb up on top of it and turn around to find yet another red pipe. Use that to reach the 

vent all the way across the room from you. Go through the vent and fall down into the next room, don’t 

forget to roll or you will take a whole lot of damage. 

 

    
 

This next room can be a bit more frustrating until you know what you’re doing. Get up to the red lined 

portion of the wall and climb along it until you turn the corner. Now 180 jump backwards to the other red 

line behind you. Crawl along it until you’re close to the duct to your left and leap up onto the duct. From 

here look behind yourself and up, there is a ledge up here you can leap to. Climb on up onto the platform 

here and you’re almost done. Move to the end of this green pathway and you will need to wall run along 

the right ducts and perform an L-Jump to reach the ledge here. Move along it and enter the vents. 

 

Continue forward and you will open a door that takes you onto the deck of the ship with a sniper trying to 

fire at you. You need to make your way to the far end of the deck without getting shot to death. Beware of 

the orange flammable barrels along the way as well. The sniper will hit those as soon as you go near them 

and the damage can outright kill you even if you’re behind cover on higher difficulties.  

 

Your first goal is all the way along the left side but there isn’t all that much cover over there. It’s easier to 

go to the far right and run along the railing of the ship to the lifeboat storage spot. Just be mindful of the 

explosive barrels as you go. From the lifeboat you will need to make your way across the deck to the left 

side, luckily there are plenty of obstructions to use as cover. Jump on top of the grey obstacle over here 

and leap up onto the walkway. From here use the ladder to get to the highest part of the boat.  

 

     
 

Luckily the metal block at the far end of this roof protects you from the sniper so head over to it. Leap off 

of the roof and take cover behind the metal object near the pipes. From here you just need to run forward, 

vault over the railing and get near the wall straight in front of you. Move along the wall to the right side to 

reach some stairs up to where the sniper has been shooting at you from. Be ready for a fight when you 

head on up there, luckily simply reaching the wall gives you a checkpoint. 
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This is the assassin that you’ve been chasing and is quite a pain in the butt at that. Once you actually get 

in the assassins face they will start moving and it becomes hard to land a hit. If you punch then the 

assassin will usually roll away while your jump kicks are fairly easily countered by a kick if not outright 

dodged. This runner knows all of the moves that you know so she will bounce around constantly, 

punching and kicking at you while you desperately try to land a blow. However the AI for this fight isn’t 

the greatest and you can easily exploit it for an easy win most of the time. 

 

      
 

What you want to do is get into the assassins face and try to land a punch. This will prompt them into 

rolling away before rushing forward with a kick to your head. Run at them as well and slide kick into 

them. Nine out of ten times this will stagger them leaving them open to a two punch combo. Never do the 

third punch or you will be counterattacked and flipped to the ground. Keep this up until you can see the 

assassins’ gun flash red after you hit them. This is your indicator to disarm them which prompts an 

exchange of blows and the assassin runs off. 

 

Get up off the floor so you can chase the assassin down the stairs and through the two doors into a loading 

bay with some trucks. The assassins’ gunfire is easily dodged by simply running as fast as you can and 

vaulting over the railing. Slide under the closing doors as you pursue them, jump on top of the van and 

climb on top of the shelves here. Jump to the red pipes and swing to the far balcony before heading 

through the door. Once the assassin starts shooting open pipes jump over the low ones and slide under the 

high ones to avoid taking too much damage. 

 

Use a wall run jump and then the zip line to pursue the assassin back out into the harbor. Climb on top of 

the guard building and leap over the barbed wire fence. The assassin is now on top of the green boxes to 

your left so get up there as quickly as you can since they stop shooting once you get too close. Take them 

out exactly the same as you did before to end this level in a rather unsurprising cutscene. 

 

 
 



34 

 

4.9 – Chapter 8 - Kate 
This level starts off fairly simple and sedate but things rapidly get crazier. From the point where you leap 

from the side of one building to another you will be

the necks are chasing you it’s a good idea to simply head straight for the nearest red objects to help you 

proceed forward. If that’s not an option, or not what you wish to do, then try to keep moving from

to rooftop. This slows them down quite a bit and is the easiest way to escape them.

 

 

Realistically it doesn’t matter how you get from rooftop to rooftop so long as you’re quick about it. For 

example in one part you can find, to your left, a red ramp that will get you to another rooftop. But if you 

went right you will be able to leap from a

 

This area is actually one of the most freeform areas in the game, designed so that both you and the other 

runners can maneuver across the roofs however you please. Doubling back the way you came, dropping 

down only to climb right back up again and other fake outs work remarkably well for confusing the other 

Runners. Just don’t get yourself turned around to the point that you can’t find your way forward. Using 

the hint button here is dangerous because for the 

running on is just long enough to get kicked in the side of the head.

 

Eventually you will escape the other Runners by jumping from a roof to a landing cushion and entering a 

building. However upon exiting the other side to more rooftops you will have yet more Runners to 

contend with, this time with a chopper and some soldiers backing them up. However they only trouble 

you for a very short time, stopping once you get over the fence on the rooftop here.

 

 

Once they’re off your back you can make your way to the side of the other building where the red pipes 

are with ease. Carefully make your way to the service elevator looking thing on the side of the building. 

From here you will want to perform an L

can head inside of the building and use the elevator to head down into the building.

 

This level starts off fairly simple and sedate but things rapidly get crazier. From the point where you leap 

from the side of one building to another you will be hounded by the Icarus Runners. When these pain in 

the necks are chasing you it’s a good idea to simply head straight for the nearest red objects to help you 

proceed forward. If that’s not an option, or not what you wish to do, then try to keep moving from

to rooftop. This slows them down quite a bit and is the easiest way to escape them. 

Realistically it doesn’t matter how you get from rooftop to rooftop so long as you’re quick about it. For 

example in one part you can find, to your left, a red ramp that will get you to another rooftop. But if you 

went right you will be able to leap from a tall air conditioning unit to the other roof.  

This area is actually one of the most freeform areas in the game, designed so that both you and the other 

runners can maneuver across the roofs however you please. Doubling back the way you came, dropping 

wn only to climb right back up again and other fake outs work remarkably well for confusing the other 

Runners. Just don’t get yourself turned around to the point that you can’t find your way forward. Using 

the hint button here is dangerous because for the fraction of a second your eyes are off the path you’re 

running on is just long enough to get kicked in the side of the head. 

Eventually you will escape the other Runners by jumping from a roof to a landing cushion and entering a 

ting the other side to more rooftops you will have yet more Runners to 

contend with, this time with a chopper and some soldiers backing them up. However they only trouble 

you for a very short time, stopping once you get over the fence on the rooftop here. 

 

Once they’re off your back you can make your way to the side of the other building where the red pipes 

are with ease. Carefully make your way to the service elevator looking thing on the side of the building. 

From here you will want to perform an L-Jump to the cargo that is dangling off the crane. From here you 

can head inside of the building and use the elevator to head down into the building. 

This level starts off fairly simple and sedate but things rapidly get crazier. From the point where you leap 

hounded by the Icarus Runners. When these pain in 

the necks are chasing you it’s a good idea to simply head straight for the nearest red objects to help you 

proceed forward. If that’s not an option, or not what you wish to do, then try to keep moving from rooftop 

 

Realistically it doesn’t matter how you get from rooftop to rooftop so long as you’re quick about it. For 

example in one part you can find, to your left, a red ramp that will get you to another rooftop. But if you 

This area is actually one of the most freeform areas in the game, designed so that both you and the other 

runners can maneuver across the roofs however you please. Doubling back the way you came, dropping 

wn only to climb right back up again and other fake outs work remarkably well for confusing the other 

Runners. Just don’t get yourself turned around to the point that you can’t find your way forward. Using 

fraction of a second your eyes are off the path you’re 

Eventually you will escape the other Runners by jumping from a roof to a landing cushion and entering a 

ting the other side to more rooftops you will have yet more Runners to 

contend with, this time with a chopper and some soldiers backing them up. However they only trouble 

 

Once they’re off your back you can make your way to the side of the other building where the red pipes 

are with ease. Carefully make your way to the service elevator looking thing on the side of the building. 

that is dangling off the crane. From here you 
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Soon you will enter the Atrium of the building where the rifle is. However there is a serious word of 

warning that has to be given for this place. Due to how the game was programmed it is very possible for 

Faith to have such wonders happen to her as: 

 

• Climbing over what should only serve as a handhold, falling to her death behind the platform 

• Refuse to grab hold of things she is able to grab simply because she’s a little high on the jump 

 

These are things you will likely encounter that will annoy you but you will have to cope with it. 

 

To the side of the room is a metal scaffold you can wall run up, do so and then leap backwards to the 

ledge. Making your way higher will consist of either climbing up and then jumping to the other platform, 

or if you’re impatient, wall running jumping up. Keep going up until you reach a springboard, this will 

get you to solid ground. Continue forward until you reach the wall. To your left is a dark area where you 

can wall run jump over to another platform. Do so but don’t stop moving when you land. Run up the 

metal plank and wall run jump to the upper level. 

 

     
 

Ascend up the metal planks here using wall run jumps but use a 180 turn at the top to get back onto solid 

ground. From here you will have to make your way to the far platform either by getting on top of the pipe 

in the middle or wall running very carefully along the sides. Proceed either way and go to the left over 

here. Perform an L-Jump to get onto the scaffolds here, go forward to the edge of the plank here before 

you turn around to find another plank you can jump to.  

 

Get up there and perform a 180 turn jump to reach solid ground yet again. Here use the Callaghan banner 

on the left to reach the other side of the Atrium. Jump to the ledge to the right, get onto the ledge just 

above you and get to the top. From the leftmost side of this plank look to the right, there’s another plank 

you can jump to. From here use a 180 wall jump to get to solid ground yet again. Follow along the path 

until you reach a long metal plank; perform a regular running jump to cross this final pit. Now get into the 

nearby vents and go through into the next room. 
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Use the metal pipe to reach the other side of the room and carefully drop to the bottom. Don’t worry 

about dying here. If you do then your checkpoint will bring you back onto the ground in this room. Run 

over to the gun and pick it up with the Y / Triangle button. Now look out the windows right next to it and 

wait for the convoy to start heading towards you. Let the police car pass but open fire on the front of the 

large van aiming for the engine. It only takes one good shot to cause the vehicle to overturn.  

 

 
 

Drop the gun and start running out of there. As nice as it might be to bring it along if you plan on fighting 

troops up ahead it’s still a better idea to leave it behind since it fires so slowly. Start heading down the 

stairs here carefully as enemies are running up the stairs at you. You’re likely going to have to fight at 

least a bit here. When you reach the pairs of SWAT troopers though problems arise. They’re too strong to 

fight so if you’re not using guns you will need another plan. Look out into the middle of the stairwell; you 

should see platforms with glass in the middle. Start leaping to these, slowly making your way lower, and 

don’t forget to roll or you will end up dying from the fall. 

 

At the bottom head in the direction that takes you under the stairs. You don’t need to fight the enemies 

here all you need to do is reach the revolving door to end the level. 
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4.10 – Chapter 9 – The Shard 
Head down the first flight of stairs but look at the right wall before going down the second. Perform an L-

Jump here to reach an upper level. From here wall run and jump to the red pipe and swing to the other 

side. Walk under the pipe here and leap across the pit, don’t wall run or you will fall for some reason. 

Keep going forward, wall run jump across the pit. In this hallway you need to get through the 

malfunctioning door. To do so you will need to turn the valve to release gas into the hallway, quickly run 

for the end of the corridor and slide into the small niche here to be safe from the explosion. 

 

 
 

The door is completely gone so run through it into the hallways here. This will lead you into a parking 

garage full of enemies. Swing to the left, slide under the pipe and run in a straight line. The small hallway 

here will lead you to a red door that goes to the upper level of the parking garage. Make your way to the 

end of this upper area so that you can leap over the fence back to the lower level. Run behind the truck 

and burst through the glass to reach the elevator. Call the elevator, get inside of it and press the button. 

 

Step out of the elevator, make your way through the office and springboard to the upper level. After a 

cutscene you will end up in a large room with a number of enemies. There are two soldiers, two SWAT 

soldiers and a heavy machine gunner in here. You don’t actually need to take any of them out, all you 

need to do is get to the far door and press the button. A few seconds after pressing the button the right 

elevator will open up but this also calls out some reinforcements. 

 

 
 

However the problem with this is that the enemies don’t make this easy at all. You absolutely need to take 

out the heavy machine gunner since he will not move from right near the elevator.  While trying to do so 

the other enemies will be shooting at you. Thus it’s generally easiest to take out the soldiers in white 

almost immediately. Don’t even try to take out the SWAT troopers, instead draw them off however you 

like and then take out the machine gunner. 
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As you ride the elevator up the guards will stop it but a panel to the left of the door will pop open. Press 

the button to open up the roof access in the elevator. Climb up there and look to your left, there’s a ledge 

you need to leap to with a ladder. Watch out for the elevators and make a running leap to the ledge, climb 

down the ladder and look across the shaft from you. Make another running leap to the pipe and swing to 

the platform across from you. There’s a thin platform you can leap to, do so carefully. If you leap from an 

angle you have a better chance of landing successfully. 

 

     
 

From here you have an easy leap to the red pipe across from you. Slide on down the pipe, turn around and 

use one of the two beams to make your way across the shaft. Climb up the ladder here to reach the outside 

of the elevator shaft. Walk along the narrow ledge to the right and you will see a pair of red pipes. Leap to 

the pipe right behind you so you can swing to the vent. 

 

Move through the vents before dropping down into the golden lit shaft. Make a running leap to the red 

pipe in front of you, swing from it to another red pipe before swinging to the ducts. Now wall run up the 

duct right in front of you, 180 turn and leap to the pipe here. Finally climb up onto the duct here, perform 

a wall run jump to the other side and go into the ducts. These will take you outside of the building. 

 

Yay, another freeform section! After you leap to the next building all you need to do is make your way 

across the rooftops to the snipers. The first one is easily enough taken out but you don’t want to use his 

gun even if you’re using guns this playthrough. Even more soldiers are going to come out along the 

rooftop entrances. Once you make your way to the far side of the buildings you will want to leap to the 

other rooftop and burst on into the building again. 

 

     
 

Wait in the hallway here when you reach an elevator and it will be opened by Miller. Ride the elevator up 

to the top where a cutscene will play. This room is essentially the final fight of the game for all intents 

and purposes. 
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There are no less than three SWAT soldiers in here and a single heavy machine gunner in the center of the 

upper platform. The main problem is that there is no way to escape this room without at least a bit of 

fighting. There are a number of servers in this room, sorted around by clusters, and you cannot escape this 

room until at least one server in each cluster has been destroyed. 

 

     
 

Possibly the easiest way to get this done is to simply start running around the room in circles. Since all of 

the soldiers are on the upper level they will randomly shoot at you breaking the servers as you run. 

Simply hold the Attack button to smash through the glass and don’t stop for anything. Eventually one of 

the enemies will make the mistake of coming down to the ground level which is exactly where you want 

him to be. Rush at them, drop them with a combo and take their gun. Now run around the room using the 

gun to destroy any servers that haven’t been blown up yet. 

 

Once you’ve destroyed enough of the servers you will hear a feminine voice over the intercom talking 

about a server failure, this is your indicator to get the heck to the server room. The trick here is you need 

to get up the steps, past the heavy machine gunner and up the steps behind him. Go through the door up 

here, through the maintenance areas behind it and out onto the rooftop for a cutscene. 

 

This isn’t that much of a finale… blah. Run forward and leap over the yellow boxes in your path. Quickly 

move just a few steps to the right and slide through the gap here. This gives you a straight run to the 

chopper. Make your way to the chopper and leap up onto it, kicking that jerk out of the chopper. 

 

Sit back and watch the ending. Just don’t skip the credits, some news plays towards the end of it. 
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5. About the Author 
My name is Daniel Acaba and I’m a native New Yorker currently living in Connecticut. I work as a 

freelance writer and have written for a number of sites. Recently I came on staff as a game reviewer for 

GamingExcellence. I am still pursuing a job in video game journalism, preferably as a game guide writer. 

 

You can catch me on pretty much any internet site under the handle Misfit119 even here at Games Radar. 

 

Any mistakes, tips or corrections can be sent to my e-mail address at misfit192000@yahoo.com . 
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