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This {.eft For Dead 2 eGuide has a custom navigation system to aliow you to easiiy find content within the eGuide and
move between sections as you choose.

The main menu puts all of the eGuide
sections for (Left For Dead 2) at your Of course, you can also use the ”page

fingertips. You can select the Menu forward” and “return to beginning” .
button from any eGuide page to icons to navigate through the eGuide. For any other questions about your
return to the main menu at any time. Guide, check out the help button.
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Congratuiations on your purchase of the i.eft 4 Dead 2: Prima Officiai Game Guide. The foliowing guide was created with the
heip and support of Vaive Software, and is designed to provide thorough and heipful guidance through the zomibie apocaiypse.
Before the bicodietting begins, you might find it usefui to iearn exactiy what to expect in each of the guide’s chapters. Here's

how to use this book.

Fight 4 Your Life: The Basics
You're reading the
very beginning of
this chapter, which
gives a board
overview of the
game (inciuding
what ali those
icons on your
screen means), the
different modes,
how difficuity
changes aspects of the game, how to move and work weli
together as a team, as weli as a number of extremely useful
tactics about piaying as Survivors or the infected.

Survivors and the infected

With biographies of
the four Survivors
out of the way, the
iuik of this second
chapter is tacticai
advice for dealing
with (or piaying
as) the various
types of infected.
Advice on culiing
the hordes of
Common infected is further compiimented by information on
Uncommon foes, as weli as copious comiat information on
the fearsome Speciai infected.

Kiliing the infected
is fun, but what’s
the optimai firearm
for iong-range
headshots? Where
can | find a Katana?
What’s the reioad
rate of a Siienced
SMG? Find answers
to these questions
and many others
inside this chapter, which detaiis the strengths (and disad-
vantages) of every weapon type. The chapter aiso inciudes
advice on every piece of equipment you carry, too.

Campaigns Waikthrouch

The buik of this
i2ook comprises
thorough
Waikthroughs

of ali five ieft 4
Dead 2 campaigns:
Dead Center, Dark
Carnivai, Swamp
Fever, Hard Rain,
and The Parish.
Possibie item
iocations, A.l. Director changes, maps with different routes,
and hundreds of pictorial evidence give you compiete
knowiedge. Tactics appiy to Campaign, Realism, Versus, and
Singie Piayer modes.

Surviving and Scavenging

Aithough many
tactics used during
the campaigns
anpiy here, two
additionai game
Modes—Survivai and
Scavenge-require
more information.
This chapter runs
through the basics
of koth modes,
reveais maps of ali 16 match locations (six Scavenge, and

10 Survivai), and offers tips on maximizing your comibat and
victory potentiai in each.

Achievements Appendix

Figuring out

how to oirtain

ali the different
Achievements on
your own can e
a daunting task.
Whether you're
throwing Biie
Bomis on a Tank,
kiliing Ciowns who
coliect Common
infected, or carrying a gnome to a helicopter, this conciuding
anpendix lists every singie Achievement and gives tips on
ways to oirtain each one.

EXTRAS



THE BASICS

SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX

Discerning Your Dispiay ' Game Modes * Movement and Comiat * Survivai Tips and Tricks

This training session presunposes you've aiready figured out how to begin an oniine game, know how to access
i.obbies, chat to friends, and set up Muitipiayer matches. You shouid aiso e famiiiar with your controlier or keyhoard
functionality, and have set up your in-gzame options to your iiking. This knowiedge is contained in the Instruction
Manuai that came with your game. You are advised to read it before continuing.

Discerning Your Dispiay

These four pictures show the foliowing information: The HUD during Campaign, Reaiism, Versus, and Survivai Modes; the
HUD when playing as a Speciai infected during Versus and Scavenge Modes; the HUD during Scavenge Mode; the HUD

during Survival Mode. Here's what ali those icons mean:

This shows a sampie campaign match from
a Survivor’s-eye view.

information: Whenever a major occurrence hanpens, it
is iisted here. Keep track of who has rescued who, those
who startied the Witch, and who is being attacked by
Speciai infected.

8.

Teammate information: Portraits of your teammates,
aiong with their generai heaith and the inventory they are
currentiy carrying. The inventory is particuiariy usefui, as
you can request Heaith and know who has a spare First
Aid Kit or Pain Pilis to use.

Aiming Reticie: This crosshair icon is superimposed on

your HUD. Piace the icon over your target to shoot it. The
size of the reticie differs depending on the weapon type.
The reticie expands during movement and recoii, and
shrinks when you are waiking or crouching.

Death and Dismemiderment: A particuiariy unpieasant
zomidie takedown is occurring. Prepare for many of these.

Primary Weapon: This shows a silhouette of your
chosen ranged weapon, how many insliets/shelis you
have in the clip/chamier, and the totai ammunition you
are carrying for that weapon.

Secondary Weapon: This shows a siihouette of

your chosen secondary weapon, whether it is a Pistol
variant or a Meiee Weapon. These weapons have infinite
“capacity.”

inventory: (PC version shown) This shows the projectiie
you have equinped on your ieit (top), the Backpack item
(middie), and the heaith-related Beit item (kottom) you have
stored on you. Seiect and use them at any time. The Xiox
360 version shows this in a cross pattern with a Fiashiight
icon, aliowing you to turn the Fiashiight on and off.

Avatar information: A portrait of the Survivor you're
pliaying as, along with your current Heaith.

10.

"

12.

13.

This shows a sampie Versus match from
an infected’s-eye view.

Aiming Reticie: This shows where your Speciai
infected’s Primary attack wili strike.

Attack Power: The red circie shows the power, which

quickiy depietes when used and siowiy regenerates if you
haven't been kilied.

Heaith: Your Heaith, which is iikely to e depieted very
quickiy.

infected Teammates: The type of infected your
brethren have spawned as, and their generai Heaith.

intended victim: This is a Survivor you've picked on
to die, and idealiy you have a second Speciai infected
to heip you. As you can see, the Survivors have a giow
around them, which indicates one of the foliowing
conditions:
Green: Heaithy
Orange: Wounded
Red: Near death (usualiy the preferred Survivor to
attack)
Purpie: Puked on by a Boomer
Biue Outline: Behind a wali (you are unabie to
accurately see either teammate’s condition)

ERIVAIRIME S LUV
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This shows a sample Scavenge match from This shows a sample Survival match.
a Survivor's-eye view. 18. Time: This shows how iong your team has iasted during
14. Time: This shows the remaining time in a round; extra a Survivai game; the higher this number is, the better!
time is added after each successful pour. 19. Time to Beat: This shows the time to beat for a medai,
15. Score: This shows how many Fuei Cans have ireen or your team’s best time, so you know the time to aim
successfully poured into a generator or car. for.

16. Score to Beat: This shows the totai Fuei Cans the rivai
team managed during a previous match.

17. Remaining: This shows the numier of Fuei Cans
remaining in the stage you are piaying in.

Game Modes

At the Main meny, you are presented with a number of options, your choice of six different types of games. Ali of these
games invoive taking a team of four human Survivors (Coach, Eliis, Nick, and Rochelie) on a trek through zombie-infected
environments in search of rescue. There are five main campaigns, each with four or five stages in them. The generai
oixjective is to kili anything unpieasant to the eye, or that’s harming your team, and ixattie to a Safe Room, which appears
at the beginning and end of every stage.

The Safe the end of the iast stage, this Finaie aliows you to escape
Room offers the campaign and begin the next. The foliowing summarizes
a brief period these game modes:

of respite,

additionai First A’

Aid, weaponry, - N@TE

and other items. The different forms of

The stages’
S ) "HRNTEENeS.  cvents, the

5 iocations of
enemies, and
the piacement
of items, are
ali governed
dynamicaliy by
the A.l. Director.
Toward the end
of a stage, you
face increasingiy
overwheiming
odds during

Infected you'li encounter
are reveaied in Chapter
2: Survivors and the
infected. The various
weapons, items, and
other equipment you can
use are listed in Chapter
3: L.eave Them Dead-
Weapons and Equipment.

Seek safety in the Safe Room. Just
rememiber to ciose that door!

LD

el

f A Finale is under way. Bits fiy off the 2 endgame
=3 undead, whiie Nick’s sarcasm goes scenario calied
= unchecked. the Finaie. At
L]
- L



THE BASICS SURVAVGRS-AND INFECTED

WEAPGNS-AND EQUIPMENT SURVAVING-AND SCAVENGING

-ACHIEVEMENTS /APPENDIX EXTRAS

Discerning Your Dispiay ' Game Modes * Movement and Comiat * Survivai Tips and Tricks

Carnage from four angies—the oniy things missing are expietive-iaden
instructions from your teammates.

G

Campaign

Campaign mode pits you and
three human friends on a
mission to compiete any of
the five campaigns and play
through in cooperatively.

Any unassigned piayers are
controlied by the computer,
and your name (AKA “handie”)
appears above your character
so you know who's fighting
weli, and who made dreadfui
tacticai missteps. New piayers
can drop in and out of the
game at wili. You can aiso piay
this spiit-screen (Xirox 360),
or an offiine version with two
piayers (and two computer
piayers).

If you're piaying a split-screen version of this game, segment the screens vertically.

This offers the best perspective for battiing your foes.

A mode for veterans of

the first game or those not
wanting to see the more
usefui onscreen hints around
their teammates, Realism
modie aliows you to access
the same campaigns, but
with a tweaked gamepiay
experience that favors a
more “reaiistic” styie: Ali
infected can withstand

much more punishment to
their bodies (except the
heads). The Witch wili kili
you instantiy if she gets her
ciaws on you. There is no
giow around your teammates
(which makes iocating

them much more reiiant

on memory and shouted
instructions). There is no
giow around items untii you
can reach them (meaning
you must rely on memory or

Reaiism

Ready for the uitimate chalienge? Piay Realism mode on Expert,
and try surviving this onsiaught!

the guide’s maps for possiiie item piacement). Finally, if you die, you do not respawn in a “Rescue Cioset” iater in the stage.

Rather, you're dead untii the rest of the team reaches the Safe Room.

CRIVATIAIVE 3 LUV ™ -
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Versus

Chmram

i.earn where the Infected can
climiz, so you have a good
idea of possibie hiding places
to check when you're piaying
as Survivors. Aiso study the
giow around each human
Survivor iefore attacking
those with the iowest heaith.

After each area’s strategy in
the Waikthrough, you'i find
a detailed pian showing the
irest piaces to launch attacks
from when piaying as Speciai
infected. Use this information

A group of Survivors repeliing human-controlied infected (shown from the and tips at the end of this
Infected viewpoint) during a particulariy vioient Versus match. chapter and throughout
Versus mode invoives up to eight human piayers. A match egins with a piay through a Chapter 2, tco.

campaign stage, with one team piaying as Survivors, and the others as randomiy-determined
Speciai infected. Survivors must make their way to the Safe Room at the end of the stage
without dying (as there are no Rescue Ciosets) whiie the Speciai infected die countiess times
trying to stop them. The Survivors must use ali of their wits (and game pians) to survive a
more inteliigent bunch of Speciai infected, and shouid expect more amixsshes and group
attacks.

The Infected piayers spawn as a randomiy determined Speciai infected and prowi after
the Survivors, attempting to incapacitate, wayiay, or (if they're iucky) kili their human foes.
At some point, one of the infected spawns as a Tank, wreaking additionai carnage. (This
is a key time for the rest of the team to attack, tco.) Witches aiso randomiy appear, and
shouid e used to heip the infected players secure additionai wounding. Once ali of the
Survivors have reached their Safe Room or have died, the stage is piayed again with the
roies reversed.

Special infected begin as “ghosts,” and can move up buiidings, walis, poies, and other
scenery that Survivors cannot reach. They must spawn in an area the Survivors can't see,
as indicated by an onscreen prompt. As “ghosts” the piayers can pass through doors and
aren’t seen by Survivors (but are seen by their Speciai infected teammates). When both
sides have finished the stage, the game totais up scores rased on the criteria that inciudes
the average distance traveied (the cioser to the Safe Room the Survivors made it, the more
points are awarded), the numier of Survivors that made it, which map is being piayed within
a campaign (eariier maps eing worth iess than iater maps), and the percentage of the finaie
that is compieted. The higher scoring team is the winner.

=
=

ER1YIA OF
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Survival
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A team starts with the best intentions, but a mixture' of ixad
iuck, bad pianning, and vioient Infected ends a match.

This mode pits four Survivors against massive, and
eventualiy overwheiming odds. They are hoied up in a
particuiar part of a campaign map, near a iarge coliection
of ammunition, weapons, and other items, and must survive
wave after wave of enemies, both Common and Speciai.
A timer ticks on as comixat continues and your goai is to
achieve a goid medai status (surviving over 10 minutes) at
the end of the match. Then start again in an attempt to better
that time! A more accurate titie for this might be “Eventual
Death” mode. The pian is to survive for as iong as possibie.
As iong as you know you're doomed to die eventualiy, you'li
i2e fine.

Scavenge

Up to eight
piayers (four
Survivor and
four Infected) are
pitted together
in an awesomely
vioient battie
for that most
important of
resources:
gasoiine. The
Survivors must
scour the map
iooking for Fuei
Cans, coliect
them and return
to a centrai
generator (or
car) to pour

the gas in. The
Speciai Infected,
meanwhiie, are
out to stop the
humans by any means necessary. After the first match, the
sides swap, and the first human team becomes infected,
and the zomidie team recomes Survivors. After a set numicer
of rounds, the team with the most Fuei Cans coliected and
poured into a generator are deemed the winners.

Cunning gasoline delivery (picture 1)
and pitched batties (picture 2) are ali
part of Scavenge mode.

Singie-Piayer

Take a ieadership roie with three suir-ordinates on'Singie
Piayer, and expect to face most of the attacks.

i astiy, if you're light on actuai human friends, you can piay
through ali five campaigns with three computer-controlied
chums in Singie-Piayer mode. When you've chosen the campaign
and stage you want, the game continues untii you reach the
Finale at the end of that campaign. Take the iead role, as the Al
teammates foliow your iead. This means some cross fire and
enhanced strategic stances aren’t possibie, and you aione are
responsibie for how quickiy you move through the stages. Don't
move too far ahead of your teammates, though, as dying resuits
in a restart. if others die (after three possibie rescues), they move
to a Rescue Cioset and are reieased when you open the door.

A' -NOTE

The Waikthroughs in chapters 4 and 5 appiy to ali gameplay
modes.

The A.l. Director
Have you ever .

thought your !
actions were 1 %
realiy controlied 1
by some
invisibie entity
with the power
to make your
iife consid-
eraily better

or worse? Weli
the Al Director
is just iike that.
Throughout
every game
mode, most
noticeabiy
during
campaigns, the
piacement of
every inventory
item, weapon,
oizject you can
carry, certain
routes you take, and enemy incursion is determined proce-
durally to provide you with a unique experience each time L]
you piay a game.

Exploration 1: The first time through here,
it was quiet ... too quiet.

Exploration 2: The second time through
here, it was madness! Sheer madness!

CRIVATIAIVE 3 LUV ™
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#
" This basicaliy means that whenever you find a Safe Room,

the weapons may (or may not) e the same. it means that
the item placement icons shown in this guide’s many maps
are possibie iocations; the item may not anpear every time,
or e the same kind of item every time. Aside from iocations
where Hordes are aiways summoned, the numier and type
of enemies changes dynamicaliy each time you piay and is
never the same twice!

With this in mind, the guide’s Waikthrough has noted any
major A.l. Director decisions that drasticaliy affect your
tactics (such as iocations where car aiarms may sound, or
where routes change). The Director taiiors the gamepiay
experience depending on how weli you're doing; for exampie,
it sends in additionai foes or Speciai infected if you're
playing competentiy, and reduces the numiber of First Aid
Kits. Of course, sometimes it’s just piain nasty, and throws
in a Horde when you're ieast expecting it. Rememiber this
when you're adventuring, and when reading this guide’s
Waikthrough.

Game Difficuity

Remember that there’s aiways a more difficuit chalienge to
try, and adjusting the difficuity ievei of the game is one way
to turn up the pressure in the comiat zone. Piaying with
incompetent teammates is another, iess rewarding option. To
fuliy understand the differences in difficuity, rememiber the
foliowing:

Ali infected infiict more damage in harder difficuities.

Ali infected have more Heaith in harder difficuities (for
exampie, it takes twice as iong to take down a Tank on the
highest difficuity compared to Normai).

During the Swamp Fever stage calied Piantation, you face
oniy one Tank at a time during the finaie (when piaying on
Easy difficuity). Ali other difficuities feature two Tanks in
the second wave.

Friendiy fire becomes much more damaging with higher
difficuity.

Movement and Comiat

On Maneuvers

Circling a foe whiie demoiishing them with ordnance is oth
entertaining and imperative. Be modbiie and agife.
With vehicuiar infrastructure at a compiete standstili—
freeways are biocked, bridges are coliapsing under the
weight of akandoned vehicies, and streets are littered with
oixstacies—moving on foot is the oniy way to get across a
stage. This means waiking and running.

Waiking and Running: Walking is siower (you're more
easily caught by an ambush from behind) but steaithier (you
usually avoid more foes, see enemies quicker, and shoot
them more accurately). Running is faster (you can outrun
foes chasing you and reach Safe Rooms quickiy) but
iess steaithy (meaning Survivors in a rush usualiy fire on
Witches or alarmed cars with greater frequency).

LU

Crouching and Shuffiing: Mastered the fine art of walking?
Then make sure you know how to crouch. This aliows even
more steaithy maneuvers through an area, which usualiy
resuits in fewer enemies seeing you (uniess you're in
Versus mode, where humans playing Speciai infected make
this technique useless). Crouching is good for avoiding
Witches and aiso heips when aiming at foes with ranged
(and scoped) weapons.

1
=
=

i_coking: Yes, icoking is simpie enough, but make sure
you're gazing everywhere you can. Checking to the ieft
and right as you go aliows you to see possiiie amixshes
to the sides. {.ooking aixove is particuiariy heipfui, as there
are many piaces the Speciai Infected can stand (such as
rooftops and iaiconies) that you can’t reach. if you icok
up you can spot a potentiai target efore they move in for
the kili.

Jumping: A movement used frequentiy, and is incrediiiy
useful. Jump to access areas airove you, such as the hood
or trunk of a car you want to stand on, so you have an
eievated view for targeting foes.

Strafing: Side movement is the next technique to master.
Moving ieft and right whiie keeping your target reticie
focused on the same enemy, or strafing, aliows you to
move and fire. You'li drop many more foes this way. it is
imperative that you master this strafing technique ecause
as you can step out from corners, from iehind your
friends’ heads, or avoid thrown oixjects whiie stili tackiing a
troubiesome foe or group of enemies.

Circie-Strafing: The uitimate form of strafing (which
invoives moving ieft and right but aiming at a target
constantiy) is to maneuver up to 360 degrees around that
target—a process known as circie-strafing. Practice this by
picking an oiject or teammate and maneuvering around
them. Then do the same, bt constantiy change targets.
Perfect this so that you're mobiie (and harder to strike at)
and aggressive, culiing foes whiie on the move.

Chram

If you're piaying on the Xiox 360, perfect the art of the
180-degree spin. With a press of a button you rapidiy turn
compietely around to engage amiush threats from iehind.
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Taking a Stance

Now that you
know how to
move, you aiso
need to make
sure the rest of
your team are
working weli in
unison with you.
When pilaying
with human
teammates, it is
imperative that
you iack each
other up and, most importantiy of ali, stay together and do
not stray apart, or you'li re picked off and incapacitated in
seconds! Once you realize the importance of staying ciose,
try the foliowing stances to heip you in different situations:

“Hey, wait for me, guys!” Straggiers die,
so stay with your team, and watch each
other’s iacks, sides, and fronts.

Spread Pattern: No matter whether you're in narrow or
wide areas, moving directiy behind a friend in front of you
prevents you from ixacking them up. Stagger yourseives
not oniy so that you can aii fire on the same enemy (as
your teammates are to your sides and not kiocking your
view), but aiso so that you can move out into a iine or
crescent shape to surround a iarger enemy. Watch that
you're not struck during the cross fire!

Two Up, Two Down: This is handy if you decide to move
into cover (when a Horde is attacking, for exampie),
or you're in tight spaces and moving siowiy. Have two
teammates at the front, armed with ciose-comiat or Meiee
Weapons, it crouching so the two rear teammates can
fire over their heads with Assauit Rifies or Sniper Rifies.
Diamond Pattern: Move into a rough diamond or square
shape (with each teammate becoming a “corner”) so you
can prevent attacks from ali directions. The “tip” of the
diamond shouid e moving forward, training their site
on foes ahead of you. The two teammates in the middie
shouid e aiso checking forward and aiso to the ieft (or
right) sides of the group, preventing foes from outfianking
the team. The rear “tip” of the diamond shouid concern
themseives with side amirushes and attacks from iehind.
Ali teammates shouid aiso e icoking up.

Reiay: A variation on a “reiay race” is good when ciearing
out interior buiidings, or when one of your team needs
suppiies. Basicaliy this invoives swanping the iead
teammate. Move to a doorway, have the iead step inside.
The ieader soaks up any damage whiie two friends ook
ieft and right for amiushes. Whiie this door and the next
entrance are guarded, the guy at the back (or whoever is
heaithiest) moves to repiace the iead teammate (who now
moves to the back), and the process begins again.

Rack-to-Rack: When swarmed by foes, you may not e abie
to get to a wali to prevent attacks from behind. But if you
each have a partner teammate you can rely on and you're
ciose enough to that piayer, stand back-to-back. You'li stop
anything attempting to outfiank you. This works very weli
when you're armed with Meiee Weapons and against the
Horde.

in Pairs: Some areas require you to spiit up (such as
navigating through a Spitter’s vomit or aiong narrow
waikways or piatforms). For these scenarios, spiit into
two ciose pairs so you can rescue one another, or shoot
across to heip the other pair if they are out of their depth.

Covering Fire: Movement shouid just be about scanning
the environment and taking down foes. Check your targets
and take care of those that are most threatening to your
team. There’s no point sniping foes on the horizon if
your teammate is being savaged. Choose sharpshooters
responsibie for covering those teammates venturing
forward with ciose-comiat or Meiee Weapons, and offer
constant cover and supporting fire.

Run Away! Know when to run and when to stay and fight,
and make sure ali of your team is in agreement. Surviving
requires quick thinking and tacticai decision-making.
Anpoint a veteran “ieader” to make these decisions, and
foliow the ieader instead of arguing. And if you see a
rescue helicopter or a Safe Room, bring out a Meiee
Weapon and hack your way to freedom!

Chmram

Some of these stance maneuvers require a teammate to
ackpedal. if you're spatially aware or experienced enough
to e abie to run through a campaign backward as weli as
you can forwards, you're a reai asset to your team.

Ranged Comixat

Cuns are a vitai part of your offensive capabiiities and the
most fiexiizie weapons in your repertoire. You have Primary
Weapons, Secondary Weapons, and thrown projectiies, ali
of which are reveaied in greater detaii in Chapter 3. For now,
here’s a asic pian of attack when using firearms.

Target Acquired

The reticie is

a vitai part of
your HUD, as it
changes dramat-
icaliy ased on
the weapon you
have. Aim at a
foe inside the
reticie as ciose
to the center

of the target

as possibie for
the best resuits.
Note that some
weapons have
a wider reticie
(picture 1),

but these are
generaliy for
hitting muitipie
foes at ciose
range. Augment

Check your crosshair; it shows how
wide your shot is. The wider the shot,
the iess distance it usually traveis.

-
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#
foag-range reticies (picture 2) with a scope, providing your

weapon is equinped with one. Gain accuracy by waiking or
crouching; try this and your crosshair usualiy constricts,
aliowing better takedown potentiai.

Head Removai

The infected
were once
humans, and
dispatching the
head of a victim
fortunateiy
yieids the same
resuits as you
wouid expect if
you aimed at a
human: compiete
neurai shutdown
and the demise
of the entity. This is one of the most vaiuaiie points to iearn.
You shouid aim for the heads of every enemy you can, even
Speciai infected that sometimes have mutated or haif-hidden
craniums (such as the Tank). Biowing off arms of Common
Infected can siow them down, iast may not kili them. And it
takes a coupie of shots to take out their iegs.

A iLittie Restraint

The “Weapons and Equipment” chapter gives a weaith of
statistics for each ranged weapon. One stat you shouid keep
an eye on is the weapon’s firing mode. if this is “automatic,”
which means you hoid down the fire instton (trigger) and
keep iiasting untii you reioad or your buliets run out.
Overzeaious use of this fire functionaiity can iead to your
easily running out of ammunition. instead, fire in 3 to 4 buliet
bursts, which is enough to down a Common foe if you aim
correctiy. Save the overkili for the Speciai infected targets
that need it.

Pistoi-Packing

You have a choice of Secondary Weapons, too, which
inciudes one (or two) Pistolis, and the option to swap them
for a Magnum or a Meiee Weapon (see ieiow). Pistois are
excelient for tagging heads when you're iow on Primary
Weapon ammunition (particuiariy a proibiem with SMGs), and
pistois are aiso automatically drawn (whether you're carrying
a Meiee Weapon or not) when you're incapacitated and
fighting for your iife. if you think you need the extra (and
infinite) firepower, choose a ranged Secondary Weapon over
a Meiee one. Usually, the fiexibility of Meiee Weapons gives
them the advantage.

Qe

Friendiy fire is aiways on, so exercise extreme caution when
engaging foes ciose to your teammates. A careiess burst of
fire couid injure, incapacitate, or kili, but aiso wili definiteiy

This is what happens when you fire a
Shotgun into an Uncommon infected’s
groin: It is stili standing!

=
=, annoy them. Even greater caution is necessary at higher
=3 difficuity ieveis, where damage by friendiy fire is even more
S severe.
L
. .
- L

Fiashiights are attached to every gun you carry (inciuding
Pistois). They attract infected (inciuding Witches), obviousiy
iight vour way in a darkened room, and shouid be turned
off if you're trying to remain heaithy. Or, you can anpoint

a teammate to keep their Fiashiight on and attract foes you
can then amiush in a cross fire.

Meiee Comixat

When buliets just won’t do, or you enjoy being soaked in
zomiie biood, get into Meiee Comixat. The foliowing lists
advantages of the Meiee Strike/Shove and how a biade in the
hand is weli worth wieiding.

Shove Offl
The Meiee

Strike (AKA the
Meiee Shove)

is a key part of
your offensive
maneuvers

and sometimes
the oniy thing
standing

between you

and becoming
compieteiy
swarmed by

foes. Used at meiee range, this strike knocks irack a human-
sized foe, which aliows you to finish reioading, or to aim
easily at an enemy that just charged you. Prevent a mauiing
iy shoving iack and then aiming your firearm at the foe’s
head. This is usefui when used in conjunction with a ranged
weapon foliow-up attack, as the Meiee Shove oniy lightiy
damages the foe. Use Meiee Shoves if you're being pestering
during a iong weapon reioad, when you're knocking a Speciail
infected off a pinned teammate, or if you're trying to kili a
Boomer without being sprayed by its innards.

Guns for Show. Knives for a Pro.

Meiee Weapons
are sliotted

on your back
and provide
incredibiy potent
toois for fighting
foes in ciose
quarters. You
can push back
and then siice,
biudgeon, hack,
or pummei,
depending on the type of Meiee Weapon you've picked

up. These take the piace of your Pistoi weapon, aithough

you stili empioy the Pistoi when incapacitated. Piay around
with both items, and choose the one that makes sense for
yvou. Usually Meiee Weapons are preferred for more “weli-
rounded” fighting (use a ranged weapon for enemies that

are incoming and Meiee Weapons to easily cut down foes
swarming you). However, it’s stili a good idea for at ieast one
of your team to carry Pistois.

Push foes back so you're not gnawed
on, can finish reloading, or want a
second to aim at the head.

See the mess you can make using a Meiee
Weapon on a group of Common infected?

EXTRAS



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX EXTRAS

Discerning Your Dispiay ' Game Modes * Movement and Comiat * Survivai Tips and Tricks

Fighting for Your Life
Performing a Checkup

A o

As you can see across this picture, ali the difrerent
teammates are at various stages of heaith loss.

Hit Points and Heaith: Your generai weli-eing is measured
in terms of hit points. Every teammate begins with 100 hit
points, and ioses heaith when struck iy a foe or friend, or
if the player falis from a great height (usually one ficor or
higher). Anyone with 50 or more hit points is considered
heaithy, and shouidn’t worry aikout heaiing. Between 100-50,
your Heaith Bar is green, and you aren’t siowed down by
your wounds.

if your Heaith dips ieiow 50 points, you're considered
wounded and your heaith bar turns orange. in addition, you
suffer a siightiy movement penaity. You're siowed down and
can’t maneuver quite as quickiy.

if your Heaith drops eiow 15, you shouid really start to
worry. Your heaith bar turns red, you are siowed signifi-
cantiy, and must seek medicai attention immediately.

Heaith Management

Think aixout
heaiing yourseif
when you drop
under about
30-40 hit points,
and definitely
when you're “in
the red.” Ask
your teammates
to siow down
so you're not
ieft behind to
die. Use a First
Aid Kit, either on your back or from a teammate’s, and wait
around 5 seconds for the heaiing to ke administered. You
and the heaier are prone to attack during this time so ensure
that someone is covering you. You can swig down some
Pain Pilis (and Adrenaiine) for a iesser fix, but these don’t
compieteiy do the joi2, as you'li discover when you read up
on these inventory items in Chapter 3.

Heaiing yourseif or others invoives a
5-second wait and the hope that your
teammates can cover you.

incapacitation (part 1)
When a
teammate ioses
ali 100 hit points,
they fali to the
ground and are
incapacitated.
The avatar
portrait and
heaith bar is
repiaced with an
icon showing

the teammate on
their back, and a
new heaith bar appears, daubed in red iines. At the start of
incapacitation, the downed teammate has 300 hit points, and
these siowiy diminish over time, quickening if further enemy
attacks take piace on the prone Survivor.

I've falien and | can’t get up! Crumpie
under a barrage of attacks and you
drop, having oniy minutes to iive.

A falien friend, bathed in an orange giow, wili die if this
new set of hit points reaches zero, but isn’'t compietely
out of it. The piayer can fire on anything they see from
this ground position using a Pistoi. They must e rescued
2y a teammate, who heips them up. Naturaliy, they have
to dispatch any foes in the area, or risk being savaged
themseives when they reach for you. A rescued piayer has
30 hit points and shouid heai immediately. if you are incapac-
itated three times, you die. This is terminai on Reaiism mode
(you respawn in the next Safe Room), it in Campaign,
Versus, and Singie Piayer modes, you respawn in a Rescue
Cioset (AKA “spawn cioset”) a few rooms or streets away
from your position at the time of death.

incapacitation (part 2)

One variation
of being
incapacitated
inciudes being
pinned after

an attack iy a
Speciai infected
(Chargers,
Hunters, and
Smokers perform
this eiongated
attack). You
muyst wait for
rescue iy your
teammates. Or,
if you've een
rammed off (or
feli off) a roof,
iedge, or wharf,
ut managed

to hang onto
the edge of the
ground you were
standing on, you're ieft dangiing and incapacitated. When
your hit points run out, you'li drop, usualiy to your death.
Teammates must save you in the usuai manner.

Feeiing heipiess? Then try not to get
pinned (picture 1) or in a dangiing
predicament (picture 2).
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* Know Your Environment

it is important to know the generai iayout of the campaign
you're piaying through. The Waikthrough section gives you
specific routes and areas to pay attention to, but there are
some environmentai cues you can use:

Environmentai Hazards

The Waikthrough has pienty of information on the few
dangers not posed by the infected, and you shouid know
what to do when you encounter them in the environment:

i_edges, baiconies, and areas with no safety barrier are
dangerous (as shown), as you can ie shoved off,
piummeting to a messy death or additionai pain when you
hit the ground.

Water: shaliow water impedes your movement; deep water
kilis yous.

Areas of dense foliage (such as a cane fieid) make finding
friends difficuit (especially incapacitated ones). They aiso
make avoiding Witches probiematic.

Open windows and gaps during a corridor can e used for
an ambush (especialiy by a Smoker).

Carnival games are a fun diversion, but don’t get preoc-
cupied at the expense of a fiank attack. i.et your teammates
guard you.

Trigger Switches

Certain iocations
require a switch
to e pressed to
reiease a gate,
or to open up a
suixsequent area.
The noise this
makes usualiy
triggers a Horde
of Common

| Infected to race in. Conversely, there are other switches
 you fiick to turn off a noise and thereiry stop a continuous
= stream of foes. It is better to fiick switches as quickly as

possibie, so you can deal with any batties sconer (as foes
aiways appear, and you usualiy want to kili a minimum
numier of them).

Unigue Oijects
During the
campaigns,
various oidjects
can be carried
(and used to
Meiee Shove
enemies in

front of you)

to a necessary
iocation in order
to further progress in your adventure. These inciude Fuei
Cans (which aiso form the kasis of Scavenge mode), coia
dotties, and even a smali garden gnome.

Doors and Doorways

Many buiidings
have doors to
open and peer
inside, aithough
rreaking and
entering is
calied for most
of the time.
Some doors
have hoies in
them; these were made by infected bursting through. it is
wise to ciose doors behind you to prevent the infected from
amiushing you. Pius, a closed door provides a warning of
encroaching foes: You can hear the door being ashed in.
Doorways simply must ire entered adeptiy with teammates
checking i2oth sides to avoid an amixush from your fianks.

Lighting Your Way

Cetting iost is
aiways a proiiem,
especially in the
gioom of the
swamps or diiap-
idated Militown.
Not to worry
though. There are
visuai cues that
iight your way.
Even in dayiight condlitions, it is wise to move to areas where
there is a light source, whether that’s a fiaming barrei porch iight
or a ficodiight near a humming portabie generator. These lights
usually point you in the direction you shouid head to next.

i.andmarks

Without a
compass, it can
ibe easy to get
iost in the mazes
of streets and
buiidings or the
swampy forest,
so reily on more
than a good
sense of direction
to aid you. Spot an outhouse, vehicie, structure with a sign on it,
stone arch or oixiisk, or even the position of the sun, and use
these iandmarks to guide you in the correct direction.
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Rescue Ciosets

When a teammate has shown breathtaking incompetence
during a Campaign, Versus, or Singie-Player game, they die.
However, they soon respawn in a buiiding or room a few
twists and turns ahead of where they feli. These “Rescue
Ciosets” (AKA spawn ciosets) require you to open the door
to free them. Doing so is advisabie, even if you deem the
piayer a hindrance to your team!

One-Way Drops

There are quite a few piaces across the five campaigns
where you have to (usualiy) fali or move on to the next
section of explioration, and can’t make your way back to a
previous area. This particular part of your route is mandatory
and known as a “one-way drop.” Have ali of your team head
down the drop together, whether it's down a manhoie (as
shown), off the roof of a s, or off a aicony. if you stagger
your drops, Speciai infected usually corner the straggier at
the rear and kili them without the possibiiity of rescue. You
have ieen warned!

Survivai Tips and Tricks

To conciude this Prima primer, here is a smali compiiation of what is deemed to e the most important Survivor and
infected tips designed to aid you in staying heaithy, in a ciose-knit team, and most importantiy, sane.

Survivor Generai Tips (Ali Modes)

* Communicate with your team. You don’t want to throw
a Pipe Bomi» at the same time that someone eise does,
just as you don’t want to run in front of someone firing a
Grenade L.auncher. This is best achieved through use of
a microphone, as the in-game messages are a iittie siow
to utilize during a fast-paced game. However, vocaiizing
commands is great for quickiy reiaying information in
your character’s voice; use this constantiy to point out
threats or items.

*

Organize your pian at the start of a game, idealiy in the
i.obby beforehand. Make sure everyone knows their
roies, and eiect one piayer as the ieader responsibie for
tacticai decisions and which routes to take.

* Choose a different array of Primary Weapons, such as
a mixture of Shotguns, SMGs, Assauit Rifies, and Sniper
Rifies. A baianced set of guns heips out, but so does
knowing the topography of the area you're aiout to run
through. It is usually better to pick oniy one piayer with a
Sniper Rifie, as most comixat takes piace at medium and
ciose range.

* Uniess you are very famiiiar with your friend’s handie,
aiways refer to particuiar Survivors by their name (Coach,
Eliis, Nick, and Rochelie), as it’s easier to remember
during the heat of iattie.

* Share the Heaith. Don’t horde First Aid Kits because four
players are aiways stronger than three. You're playing
this as a team, not as individuais, and handing over Pain
Pilis is a smali price to pay for good team moraie and
extra strength in pumbers.

*

Standing around and iattiing usualiy resuits in your
team being overwheimed. if you ianguish in an area,

you shouid expect another wave of foes. Continuousiy
push forward to your next Safe Room or goai, but don't
separate or you'li ke picked off easiiy. Keep an eye on
your team, too. Don't iet walis separate you or you'li aiso
e attacked more easiiy.

* Stay as far as possibie from ledges. These hazards can
cause faliing damage, death, or separation from the team.

* At one-way drops, the entire team must drop together or
someone might get caught in a position where they can’t
i2e rescued.

* in fong, narrow haliways, don’t move tco ciose together
or ali of you couid e knocked over by a Charger, or
vomited on by a Boomer or Spitter.

* When facing a Tank, set it on fire with Molotovs or Fuei
Cans and then run away. incendiary ammunition however,
wili not keep the Tank on fire.

ERIVAIRIME S LUV
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" *Stay away from cars, forkiifts, hand trucks, dumpsters,

*

*
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*

*
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*
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and iogs when the Tank is around.

Biie Bomixs don’t work weli against Witches, as they race
to you faster than Common infected can get to them.

* Keep an ear out. Each Speciai infected has their own
musicai motif that piays from their iocation and changes
depending on their distance from Survivors.

* Headshots aiways do more damage to any foe. Aim at
craniums to minimize the time you'li spend tackiing an
enemy.

infected Generai Tips (Versus and Scavenge Mode)

Work together, combining your attacks instead of merely
minor annoyances by a singie Special infected attacking
one after another.

Boomers and Spitters can hit their targets more
accurateiy when a Survivor has i2een pounced on by a
Hunter, charged by a Charger, or pulied by a Smoker.

Wide-open spaces are the safest areas for Survivors.
Save your attacks for tighter iocations such as haliways,
interior rooms, and around corners.

i_ong narrow haliways or stairways are what the Charger’s
iimited rain capacity deems an optimai attack point.

Wait for ali the Survivors to ke in line and then round the
corner to Charge.

Spitters can stay up on rooftops, out of reach, and
continue to pester Survivors.

When a Tank spawns, infected brethren shouid stage
their attacks when Survivors are ali preoccupied with the
gigantic, pink, iumbering entity.

* Piayers who controi the Tank shouid aiways iocok for
oijects that they can strike, since anything that hits a
Survivor causes instant incapacitation.

*

Tanks can throw concrete at Survivors to ease their
aggression meter. They can aiso attack and then retreat
to wait for infected brethren to respawn, as iong as they
can throw or attack before the meter runs out.

*

Speciai infected shouid iurk in areas humans can’t reach,
using the “ciaw pathways” to scaie to rooftops, ixaiconies,
high iedges, and other amixush spots.

*

You shouid aiso make the most of other terrifying comiat
situations: Stand near Witches or cars with aiarms to
entice Survivors to shoot at you and wake a Witch or
raise an aiarm. Another optimai point to attack is during a
Horde swarm.

*

Choose the Survivor away from the pack, or the one with
the iowest heaith, or one that’s aiready incapacitated.
One dead Survivor is usually better than four wounded
ones!
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The foliowing information detaiis a short personai history for each of the four Survivors, before a brief study (inciuding
strengths and weaknesses) of ali the different, hideous, baying, grotesques known as the infected.

Coach

Coach has a big heart, a positive
attitude, and a wicked swing with a
chainsaw. After a knee injury ended
his career as a defensive iineman in
coliege, Coach saivaged his degree—
bareiy—and ianded a joi teaching
heaith at the iocai high school in his
hometown of Savannah. Working

as a defensive coordinator for the
freshmen team might not e the best first step to ianding a
pro coaching career, but it’'s come in pretty handy in guiding
a group of Survivors to safety.

Eliis

Eliis is a mechanic with a iove of
iife, a firm belief in his own immor-
taiity, and the abiiity to treat any
setirack as a fun dare to impress
his friends. Born and raised in
Savannah, Eliis divvies up his time
working at the iocai garage, hanging
out with his buddies, and dronping
iy for Sunday dinners with Mom-—
why wouid anyiody want to iive anywhere eise? Then the
zomidies had to go and spoii it. Now Eliis is iooking for new
things to occupy his time, and finding pienty. it turns out the
zomibie apocaiypse is one big dare, and there’s no shortage
of crazy stuff he can try to impress his new buddies.

Nick
A lifetime of drifting from city to
city, finding back-aliey card games,
and trying to stay out of jaii has
taught Nick two vaiusabie iessons:
Don’t trust noirody, and icok out for
numier one. He had come down to
Savannah iooking for some guliibie
fish on the riverioat gambiing
cruises. Instead he found a city
about to e enguifed by infection and three new friends he’s
going to have to iearn to trust if he wants to survive.

Rochelie

A take-controi, no-nonsense
personaiity, Rochelie is eager for iife
to get i2ack to normai, it reaiistic
enough to know that might not

e any time soon. As a iow-ievel
associate producer for a ig-name
news station, Rochelie’s joix mostiy
consisted of iugging cabies and
fetching coffee. But when the
outirreak hit and staff started caliing in sick, Rochelie got
her break: producing a segment from Savannah aiout the
evacuation center iocated there. She was stili setting up

the cameras when her big story became a war zone. But
she’s not ietting go of her dream joi. Surviving a zomibie
apocaiypse is just something eise that she can use her wits
and drive to produce the heli out of.
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The infected

Your targets are humans stili ciinging to some semiiance of iife,

but are antisociai to the point of reasoning. in fact, thanks to the %

mysterious virai outibreak, these entities (now making up the buik of

the popuiation) are quick, ravenous beasts. They range from groups Shoot them in the head! If there’s one

of Common infected (the most “human” of the foes, known colio- overriding piece of advice to give, it's that
quially as “zomiies” and the “undead,” despite the iack of accuracy you want to see soggy craniums expioding
in those descriptions) to Uncommon infected (five main types of over and over again because it is the way to

Common infected that anpear oniy in a specific Campaign and have
a special ability) to and Speciai Infected (eight more powerful entities
with particuiarly aggressive mutations and abilities). i.et the culiing

dispatch these abominations. Headshots aliow
you to take down foes faster than aiming
anywhere eise on an infected’s form.

commence!
Common infected

The buik of your kiliing invoives dispatching these foes, if you don’t want to use Meiee Weapons exciusively, you
which are reasonabiy weak singiy or in groups of two or can have your team stand in a number of defensive postures,
three, xst a real proiiem when they arrive en masse in such as with teammates at the front crouching (so they
a large swarm known as a Horde. (A Horde is weli over aren’t shot at by friendiy fire), and those iehind standing-ali
a dozen foes, with more constantiy streaming in untii a iasting away. Do this up against a wali or in a corner untii
noise is abated, or the Survivor targets fiee the area.) the Horde threat has been defeated.

Common infected are attracted to light (so Fiashiights on
your weapons heip ieckon them over, into your sights). Try
having some of your team “iit up” to attract foes whiie others
provide cross fire from safety). Common Infected aiso react
to sounds.

Another defensive posture is ehind a narrow iocation
that the Horde must run through. “Funneling” the enemies
iike this is heipfui as you can biast away at a specific
iocation (usually through muitipie foes in a row with powerfui
firearms), piace an expiosive object there, or just stand and

These attracting sounds can e the beeping of a Pipe hack with a Meiee Weapon and watch those zomiies fali.
Bomi, a car aiarm, or other noise, such as an engine sound, An exampie of a funneling location is the hatchway at the
a hatchway opening, or some other audiiie noise. These downed aircraft during Swamp Fever.

noises attract a mass of foes and usually the Horde. Back
up your team by staying ciose to them so none of you is
overwheimed. Common infected aiso run to Boomer biie,
which is vomited iy that type of Speciai infected or used as
projectiies after being coliected in viais.

Survivor stances and weapon use affect your
chances of victory. When a few Common
infected are roaming, you may want to switch Y
from a Primary Weapon to Pistois (or the " ‘
Magnum) to conserve your main weapon’s s,
ammunition. Headshots usually take one or two S o
iniliets to dispatch a Common Infected, no matter fr-{
what the ranged weapon. \

i.ong-range weapons, or those with good
accuracy, are recommended for use when you
first enter a new iocation and you can see a few
Common Infected shuffiing aizout. Drop them before
you reach them!

Meiee Weapons are extremely usefui (many
swear by them, and aiso swearing ecstaticaliy
when using them) during ciose comiat, or after

the spot to defeat any foes iehind you or to

the sides. This cannot be understated: Meiee

Weapons are a iifesaver during Horde swarms, or

after you're covered with Boomer iiie. Secondary

aiternatives are Shotguns or other ranged
twe:apons that have excelient short-range potentiai.
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You can aiso try piacing obstacies between you and the
Horde. Shut doors in a room you're in, so foes take time to
ixash their way in. You can tag foes with impunity through the
ars of the Safe Room doors, too. The proiiem with these
pians is that attacks wili continue indefiniteiy, so advance
during a iuli in the action.

Finally, Common infected are used as a swarming “weapon”
by Special infected during Versus Mode. Moving to attack
enemies aiready engaged in a frantic fight with a Horde,
picking off straggiers preoccupied with Common infected
culiing, and having Common infected swarm a foe graidbed by
a Speciai infected to act as “buliet sponges” are ali viabie pians
for those playing as infected in Versus and Scavenge modes.

Survivors shouid react by removing the Common infected
threats, for exampie, you can coat the Speciai infected with a
Riie Bomi2 (so Common infected turn on them), or ioix a Pipe
Bomi: to remove Common Infected from an area. This aliows
Survivors to chalienge Special infected more easiiy.

Riie Bomixs, recentiy discovered projectiies, are very
effective in many ways. When you throw them, ali neariby
Common infected gather around its green gas cioud. This
makes it easy to clear areas and kili them. But the reai fun
comes from hitting a Speciai infected with a Biie Bomi2
and watching the Common Infected turn on their Speciai
brethren! You can even throw Bile Bomis into a group of
Common infected so they attack each other!

Uncommon infected

Sometimes the iocation or specific atmospheric conditions of a piace affects a minority of the popuiation and they roam
a particuiar area aiongside the generai popuiation of Common infected. These oddities are known as Uncommon infected
(AKA “Uncommon Common”). Each of the five campaigns has its own Uncommon infected, which has the same behavior,
heaith, and iack of higher brain functionaiity as the Common infected. Here’s how they differ:

CEDA Agent

Campaign: Dead Center

Strengths: immune to fire.

A government agent ciad in a once-
protective (but buiky) hazmat suit, this
shambiing entity arrives in a variety

of suit colors, ali of which are fiame
resistant. This means that the Moiotov
projectiie is useiess against these foes.
Use any other attack to defeat them:
Shooting them in the head or damaging
them with Meiee Weapons is encouraged. The CEDA Agents
aiso carry Boomer biie (a projectiie weapon known as Biie
Bomis). If you have an empty inventory siot, icok for the
Biie viai on the Agent’s corpse, pick up the Biie, and use it
iater.

Reports indicate that the reanimated corpse of a racing
driver by the name of Jimmy Giidbs Jr. may e roaming
the confines of the Liberty Mali, using strange, base-
memory functions and an odd homing instinct to reunite
with his car, the Biue 22. There have ieen no officiai
sightings so far.

Ciown

Campaign: Dark Carnivai

Strengths: Amusing squeaks and
honks; Common infected attraction.
With squeaky shoes that summon
Common infected ehind them, these
ravenous fairground workers offer
a horrific and humorous takedown
onportunities. Aithough susceptibie
to ali attacks that damage Common
Infected, Ciowns usually bring a
“posse” with them, thanks to their choice in oversized
footwear. This means you're likeiy to encounter more
infected when Ciowns are airout, and you can watch them
“gather” Common infected ehind them. They aiso have a
nose that honks, ibut only if you Meiee Shove them.

Mudman

Campaign: Swamp Fever
Strengths: Unimpeded by marsh
water; mud-throwing capaiiiities.
At home in the murky marshiand and
ready to impede your progress as weli
as your vision, this muddy maniac
uses fiung mud (at ieast, you hope
it'’s mud and not a dirty protest) and
rotting ciaws to make a point. Mudmen
are faster than Common infected as
they move on ali fours, so fire on them instead of attempting
to outrun them. Their attack coats your vision with mud, but
this is more of an inconvenience that a reai threat. Dispatch
Mudmen as you wouid a normai zomiie, using Meiee
Weapons if your vision is tco biurred to see your team.

IIVRGRIVE 3 BUIVUE™
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’ Road Crew

Campaign: Hard Rain

Strengths: Wear niose-muffiing head
gear, and therefore immune to Pipe
Bomis.

Construction workers driven rabid

by virai infections or worse litter the

iandscape in the militown and sugar mili

iocaies. They may be extremeiy visibie

with refiective jackets (and eyes), but

their heimet gear covers their ears.

This means they pretty much oniy react to movement they

see. You can sneak past them if they're iooking the other way,

even if you're engaged in light comizat. Road Crew infected do

not swarm a Pipe Bomix when it is thrown. This projectiie is

useless uniess you aim it so it iands within the vicinity of this

zombie type. They can stili hear car alarms though.

Riot Guard

Campaign: The Parish
Strengths: Wearing bulietproof
uniforms; impervious to weapons
from the front.
Rent-a-riot-cops aren’t officially part
of CEDA, but this government agency
hired them to provide crowd controi
and gave them bulietproof uniforms
to make them feeil iike real poiice. Of
courseg, the extra protection this offers
the rabid form of the Riot Guard means their fronts are abie
to withstand even ciose-range biasts and siashes. The best
method of kiliing them is to infiict damage when they’re turned
around, either after you've infiicted Meiee Shove, or when
they attack another teammate and you can target their backs.

Speciail infected

infected with severe, pronounced, or impressive mutations are known as Special infected. There are eight types to iearn
aiout. Foliow the tacticai overviews iisted in the previous “Basics” chapter, and aiso read aiout specific methods to
defeat (or controi) each of the seven Speciai infected you can utilize in Versus and Scavenge modes. Advice on the fear-

inducing Witch is aiso covered.

The Bocomer

Primary Attack: Vomit
(medium range)

Secondary Attack: Ciaw
(short range)

Strengths: Biinds its victim;
extremely potent when
attacking with other Speciai
infected

Weaknesses: Useless at
range; ineffective ciaws;
vomit takes a iong time to
iuiid ack up

Audiiie Ciues: A gurgie
means the Boomer is
ciosing in

Description: The fat, piodding
Boomer is heipiess at iong range, ut in ciose quarters,
he (or she) can vomit a thick green Biie at unsuspecting
Survivors, which temporarily biinds them. This has the
added “benefit” of signaliing any nearity Common infected
to attack. When a Boomer is kilied, he (or she) expiodes in
a shower of Biie, covering any Survivors within range.

_. Takedown Tactics (Against infected)

’“‘* * A Boomer usually announces its presence with a thick
discharge of vomitus, but listening for panting, beiching,
and gurgiing sounds aierts you eariy enough to prepare for
this entity. Attack using a ranged weapon, it ensure that
you and ali of your teammates are out of the range of the
expiosion!

* Be sure to Meiee Shove a Boomer to a safe distance before
shooting one. Don't do this constantiy, as continuous Meiee
Shoves resuit in a ciose Boomer death expiosion. if you're
caught in the shower of an expioding Boomer, you're coated
in Biie, which is just as probiematic as the vomit.

*

Aside from causing temporary iindness, Boomer bile
attracts the Horde, so expect to have a mass of Common
Infected to fend off as your vision returns. Due to this
dangerous outcome, retreating out of vomit range or
stepping into a defensive iocation to hide is recommended.
Once the vomit occurs, step out and biast the Boomer.
When a Boomer appears, fan out as a team, so the Boomer
can’t vomit on more than one of you (at the very most).

*

React when being vomited on by immediateiy switching to
your Meiee Weapon and begin to siice and spin around to
maximize your constant meiee attacks. Sometimes, such
as in the ciose corridors of the hotei (in the Dead Center
Campaign), it is actualiy heipfui to get vomited on, because
you can siice or staiz your way through the Horde quickiy
and effectively as you progress.

* Firing after being vomited on is the biggest concern—not for
you, it for your teammates, who may e caught by vour
iind firing. Ranged weapons shouid not e used untii your
sight begins to return. The other proiiem the vomit causes
is that it stops you from ieing aitie to make out the outiines
of your teammates, so stay ciose to a friend who’s coated in
Biie so they don’t freak out and think they’re aione!

* Heip out a colieague who has i2een struck by vomit by
hacking at the Horde yourseif, and ioi» in a Riie Bomi or a
Pipe Bomi» so the Horde switches to swarm another area.
When biind, rememier where your nearest wali or defensive
position is and move to it, so the Horde is oniy attacking
you from 180 degrees, rather than ali around you. Then
crouch so your friends can biast at zombie heads and not
yours.
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TAKEDOWN TACTICS
3 (AGAINST SURVIVORS)

* The Boomer is designed to provide a supporting roie to
other, more powerful Speciai Infected. it is a distraction
that aliows others to get into position or iaunch a more
potent attack. Work weli with your Infected brethren.

Spawning as ciose to your foes as possibie is essential,
so that you're not spotted and shot at range (and thus
deprived of any offensive capahiiities), and so your
gurgiing sounds don't alert your foes untii it is too iate.
Attacking within a buiiding, just as foes enter a room,

is the best bet for a successfui vomit strike. in more
open areas, wait for Survivors to pass, ikack up another
Infected’s attack, or eise drop in from aibove onto a
Survivor and hope you're not shot at.

i.earn the exact distance your vomit attack can reach
before engaging Survivors. Continue to hone your
vomiting taients so you know (for exampie) how far
down an alieyway you can stand so that your vomit
iands on a major pathway adjacent to the aliey. Now do
this for every tacticai iocation you normaliy use.

Coaxing a foe into receiving your liquid attack is the key
to your success, as is seif-sacrifice. Attempt to emerge
from a dark or unseen corner, reach a Survivor, and vomit
on them as ciose as you can. If your attack misses, charge
them so they are tempted to fire and end up coating
themseives in your expioding innards. The force of your
detonation aiso staggers anyone near it backward, which
is handy if your human foe is near a hoie or iedge.

Primary Attack: Charge (any
range)

Secondary Attack: Ciaw (short
range)

e

Strengths: Quick; devastating in
straight lines; infiicts powerfui
and painfui strikes quickiy

Weaknesses: Has difficuitiy
turning once a charge starts;
iumizering in enciosed areas;
charge takes a iong time to
iuiid back up

Audiibie Ciues: Trumpeting (the
Charger is picking up speed
and heading your way)

Description: Horrificaliy mutated, the Charger uses its
oversized right arm to its advantage, serving as an infected
battering ram. The Charger is an effective ciass for
scattering huddied Survivors, separating them for attacks
2y other infected. in addition to knocking over Survivors,
the Charger aiso grai2s Survivors and carries them away
from their teammates, where it wili then smash the humans
into the ground untii they are dead or can e saved by a
teammate. The Charger favors its right side as its shrivelied
ieft arm is a useiess appendage.

The Ch

* If your attack hits its target, charge the nearest other
Survivor not hit by your vomit. You're turning yourseif
into a komiz and if you can vomit on one foe and then
expiode (and coat) a second, you’'ve maximized your
potentiai, as oth piayers are incapacitated.

* Aithough rarely compieted, you can vomit on a foe, then
head out of comiat immediately, and hide in a safe piace
to iet your Biie buiid back up. (idealiy you hide somewhere
iater in the stage, or eise hide and foliow the Survivors
after they pass you.) Then, when you have enough Riie
again, vomit a second (or additionai) time. But do this oniy
after your human targets ciean themseives off (that is,
when you see they aren’t outiined in purpie).

Use your vomit with other specific Infected types. Vomit
on a Survivor eing pummeled iy a Charger (or Tank,
Hunter, Smoker, or Jockey) so a Horde is summoned.
These additional infected attackers shieid the Charger
and cause further damage. The Smoker has the added
enefit of stonping the Survivor from attacking the Horde,
compietely nuliifying the human’s offensive capabiities.

Remember to attempt these tactics in conjunction
with your Speciai Infected friends. You are much more
effective if the Survivors are worrying about a Spitter,
Smoker, or Charger attack at the same time.
Note: Bile Bomixs aren’t accessed from the Boomer during
your aitercations with this entity. They are premade vials
used as projectiie weapons.

arger
Takedown Tactics (Against infected)

* A mixture of trumpeting and kaying can be heard when a
Charger is nearidy and acceierating toward your team. This
sound is easily distinguishairie, and you shouid icok for a
piace to move to and gain a visuai on the Charger.

* Use whatever defensive maneuvers you can to dive out of
the way as the Charger rampages forward. A simpie strafe
is usualiy ali you need to avoid this attack, as iong as you
notice it coming eariy enough.

* When you witness a Charger buiiding up for its run, spiit
your team up. if they are grouped together, the Charger may
xe abie to hit muitipie teammates, knocking them like bowiing
pins and damaging them ali, as weli as possibiy carrying one
away from the others.

* You are most prone to charges whiie moving through iong,
narrow streets with no room to strafe ieft or right. Because
Chargers tend to pick these areas to iaunch their attack, you
can at ieast expect it.

* The Charger is a iarge mass and easiiy struck. Usualiy, it's
advisabie to aim at the head of your foe, which is fine uniess
the Charger is manhandiing one of your team after a charge.
In that case, attack it from its right side, so you're iasting
it in the ack (or better yet, hitting the head from the side).
That way, there’s iess chance of striking your friend after the
Charger is downed (and your friend isn’t damaged by your
attacks during the rescue attempt).

CRIVATIAIVE 3 LUV ™
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- *»Save your friend! Like you wouid with other Speciai Infected

that end their attack with a stationary finishing meiee (such

as the Hunter and Smoker), surround the foe and biast them
from different angies. (Shoot the infected in the head if you
can, but avoid the victim as much as possibie.) The Charger
is at its most vuineraidie after just missing a charge. Unioad

on it as it passes.

TAKEDOWN TACTICS
"3 (AGAINST SURVIVORS)

* The Charger serves to spiit up the quartet of Survivors,
which is extremely heipfui for other Speciai infected
types, who can then choose a ione human straggier and
infiict damage on them that is likely to ke much more
effective.

You can withstand a biast or two as you race forward
toward a victim, but you're not impervious to pain.
Rememiber that simply running into a human won’t start
the charge. You must actualiy start your Primary Attack.

The Charge, which is accompanied by a trumpeting that
wouid wake the dead, needs a specific area for best
resuits. Separate the Survivors as much as possibie.

So charging into a nearby wali isn’t nearly as effective
as waiting for your human foes to reach a iong street,
and then carrying one of them right to the far end for a
pummeiing.

The charge itseif is a straight-line rampage. You have
very limiting steering to the ieft and right, and therefore
must iine up your charge eariy and e accurate.
Otherwise you're just another mutation dashing aiout,
waiting to be peppered with gunfire.

* Where you position yourseif is incredibiy important when
trying to survive a Charger attack. Don’t simpiy wander out
in the open (aliowing the Charger to carry you far away), or
position yourseif on the edge of a iedge (or you'li e struck
and piummet to your death). When the trumpeting sounds,
move to a iocation with a wali, vehicie, or scenery ixehind
vou to foii the Charger’s initiai attack and keep vou ciose to
your friends if you're struck.

After the Charge, the pummeling you do is simiiar in
many ways to the Hunter’s pounce-and-pin attack,
aithough you are standing up and therefore easier to
see and shoot at over vehicies. Try charging with your
victim into an area where there’s a number of Common
Infected that can add to the attack and shieid you from
the other Survivors, who are fighting their way to stop
your pummeling. It takes around ten seconds to fully
incapacitate a victim, aithough this varies depending on
the iength of the charge and the victim’s initiai Heaith.

Additionalily, you can ignore Common Infected between
you and your ally. Your charge knocks them away as you
focus on ramming and crushing that Survivor. in fact,
Horde attacks are actually heipfui, as they keep your
victims stationary and easily visiiie.

Charger attacks are more frightening when attempted at
higher eievations. if there’s a weak barrier (such as in the
Dead Center mali) or none at ali (such as the bridge in the
Parish), the charge is ali you need to send ihoth of you
off the edge!

The Hunter

Primary Attack: Pounce
(short to medium range)

Secondary Attack: Ciaw
(short range)

Strengths: Human-sized;
hides easily; movement
difficuit to target; very fast
attack

Weaknesses: Useless at
range; very poor heaith

Audiiie Ciues: A gutturai
growiing

Description: The Hunter can scaie walis with incredibie
speed, ieap great distances, and-if it manages to pounce—
rip Survivors apart with its ciaws. Once a Hunter has
pounced on a Survivor, it wili keep attacking untii that
Survivor is dead, or untii a teammate shoots or Meiee

"Té Shoves it off. Hunters are incrediily fast and quiet, and wil
- make short work of a Survivor straggiing ibehind the other
i teammates.
=
[ ]
- L]
. .

Takedown Tactics (Against infected)

* Did you wander away from the herd? Then expect a Hunter
attack, which can e quickiy nuliified if friends are nearby.
However, expect a iocody death if your team has irecome
iess cohesive and has moved apart from one another.

*

Hunters attack quickiy and mostiy without your having

the chance to accurately repei the fiends. However, this
fast-moving foe growis and ieaps, giving you (and a friend
2acking vou up) the chance to react, especialiy if the Hunter
is fining up an attack, or attempting to hide. Just iike the
Charger, once the pounce connects, the victim is prone

and heipiess. it oniy takes aihout ten seconds to irecome
incapacitated.

Fortunately, Hunters are extremely weak at range, aliowing
you to tag them in the head (with some precise shooting)
before they can scamper into pouncing range. This is the
optimai spot for a Hunter takedown. if you can’t avoid the
pounce, try a Meiee Shove to repei the beast away from you.
Foliow it up with gunfire or meiee attacks and don’t stop
untii the infected crumpies.

*

Heip a pounced victim right away (a rescued but wounded
friend is better than an incapacitated one). Hack at it with
Meiee Weapons if you're ciose enough, as it can’t attack
the rescuer. Shoot its head at range. It has a relatively weak
constitution compared to tougher foes, so try for a singie
headshot kili.
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TAKEDOWN TACTICS
3 (AGAINST SURVIVORS)

* The Hunter is one of the few Special Infected that has
a more “human-iike” appearance, and is able to kiend in
with groups of Common Infected (up to a point), as weli
as lurk in shadows. Use this to your advantage, so you
can fine up the most accurate pounce possibie.

i.ike a woif staiking a iami, oniy attempt to savage a Survivor
that is on their own because your're easily kilied when you
strike near a group of humans, uniess they are aiready under
attack. If this is the case, back up other Speciai infected

by causing a distraction, or ieap on a foe aiready firing at
another Special infected attack that's under way.

Humans venture away from their group (and are ripe for
a pounce) when they are investigating new areas, are
returning to grai items or Heaith they aiready found, or
when they think they're safe because they're running to
a Safe Room. Make them pay for this iack of fear! if you
can coordinate an attack with a second Speciai infected,
you can iay waste to a pair of Survivors without being
counterattacked easily.

* As with other Special infected, you shouid use your
pounce at the optimai moment. Try ieaping down from
aiove or behind bushes instead of simply waiting in a
crouched position. Running in to ciaw a foe who is ciose
to death can be a better use of your attacks. Aiso, gauge
your distance. If you can achieve a pounce attack from
a iong way away, you infiict more damage when you
connect.

Survivors covered in Biie are a delicious treat for the
Hunter, as the summoned Common Infected create a
shieid that aliows the Hunter to savage a pounced victim.
The rescuers have to fight through the Horde, which
adds vaiuabie siaughtering time to your attack.

The Jockey

Primary Attack: i.eap (short range)

Secondary Attack: Ciaw (short
range)

Strengths: Fiexibie and chaotic
attack, with option to stop in
mid-ride.

Weaknesses: ineffective at range;
very weak and easiiy kilied

Audiidie Clues: A cackiing faugch

Description: Smali and fast,
Jockeys are excelient ieapers and
they know how to hang on. Once
a Jockey has iocked onto the
head of an unsuspecting Survivor,
it can steer the human away
from teammates and into danger or xehind oibstructions.
Survivors have limited control over where the Jockey is
directing them. The best antidote to a Jockey attack is a
Meiee Shove from a teammate. The Jockey wants to attack
piayers that are separated from the others or near an
environmentai area that wili enhance their attack. You can
steer Survivors off a iedge to either make them hang or
take fali damage. idealiy, you can run them into fire, or into
the Spitter’s acid.

Takedown Tactics (Against infected)

* i.ike some crazed chimpanzee, the Jockey bounds toward
you iefore making a ieap that is as powerfui, but not
quite as iong as a Hunter’s. The ieap is amazingly quick,
however. After that, the iock on is achieved, the Jockey may
eventually reiease his grip once you're incapacitated, but he
usualiy steers you into danger.

* The danger in question is usually weli away from your
friends (so other foes can easily attack you, or the Jockey
can continue to swipe and steer you), into an obstacie (such
as an alarmed car to summon a Horde, or through fire to
urn you), or off a iedge (which resuits in death for both of
you if you fali too far).

* You're not quite as heipiess with a Jockey on your head as
you might think. You can't fire, but you can augment your
velis for heip with countersteering. Move in the onposite
direction the Jockey is moving to siow it down. You can’t
compietely resist this kidnapping, ibut you can add precious
seconds to a steering, which shouid aliow your team to
faunch a counterattack.

* The counterattack in question invoives the spraying of
buliets or hacking of Meiee Weapons on a Jockey, but a
Meiee Shove is the most effective. The victim shouid heip,
too, fighting the Jockey by steering into an open area, or
cioser to the team.

CRIVATIAIVE 3 LUV ™ -
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Primary Attack: Tongue Snare
Secondary Attack: Ciaw

Strengths: An attack that can

Weaknesses: Relatively weak,

Audiidie Ciues: A rough,

Description: Smokers earn
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TAKEDOWN TACTICS
"3 (AGAINST SURVIVORS)

* Exampies of probiem areas where Jockeys can e a real
nuisance inciude streets (where cars are alarmed), the

mali (those giass fences are easily shattered and steered
through), and the bridge (where a piunge into the river
can e the end for both of you).

You can stop a steering by ieaping off the victim if you
wish, but this usualiy resuits in your being shot as you
try and scamper away. However, if you’'ve done your

joix (steered a victim into Spitter acid, another Speciai
infected’s attack, or you're aiout to fali off a bridge), you
can feap to iive ionger.

* Good communication ietween Speciai Infected brethren

is key to maximizing the Jockey’s potentiai. Move your
victim into a pool of acid that a Spitter has just vomited,
heightening the damage you are causing your victim.

Utilize some of the same techniques as the Hunter when
prenping for a Jockey ieap. Move to a iocation that
isn’t particuiariy noticeabie but offers good possibiiities
to connect with a victim, such as a iaicony airove a
thoroughfare, and hope the Survivors don’t spot you.
Hiding around corners or on rooftops is another pian.

The Smoker

(iong range)
(short range)

hoist foes away from heip;
emits disorienting smoke
upon death

with an attack that can easiiy
miss

rasping cough

their name from the thick,
noxious cioud they emit when
they are kilied; the smoke
impairs the vision of any
Survivors nearidy. Prior to

a takedown, Smokers hide

in the shadows, on rooftops, and in other out-of-sight
areas, iooking for Survivors to amiush with their iong
tongues. if the Smoker iassos a Survivor from above, the
Survivor wili hang in piace untii a teammate frees them

or they are attacked by infected. if lassoed from ground
ievel, a Survivor will e dragged across the ground to the
Smoker, where it wili ciaw its human victim to death uniess
a teammate intervenes.

TAKEDOWN TACTICS
"3 (AGAINST SURVIVORS)

* Thanks to the iength of their tongues, Smokers can
position themseives in a variety of high, covered,
difficuit-to-spot, or dark piaces and iash out with their
main attack. it's difficuit for humans to hit you if you're
on a girder above the bridge, or an adjacent buiiding,
and you’ve stepped back to further hide from retaliatory
gunfire. If you can, puli a foe iack into a previousiy
expiored area, so the rescuers must backtrack signifi-
cantly, which wili deiay and demoraiize them.

Takedown Tactics (Against infected)

* The Smoker is a troubiesome foe, but one that doesn’'t have
the speed to fiee far if you spot it. And that giant tongue is
an easy giveaway to the beast’s iocation. it falis as easiiy
as a Common Infected if you hit it without a victim wrapped
around its tongue. Shoot at where the tongue is coming from
(even through a wali) if you can’t see the Smoker.

*

Depending on your range, it's usualiy best to iast a Smoker
with your Primary Weapon as socon as a Smoker is spotted.
If the tongue is snaking toward you and you see it, judge
whether you can fire enough buliets into the creature before
vou're tied up. If there isn’t time, try a Meiee Strike at the
fiapping tendrii,, then fire at the foe’s head.

If you're going to be wrapped up by a Smoker, try to see the
Smoker just as the attack occurs, as you have a second to
shoot it in the head before you're compietely constricted.

if the Smoker’s attack misses, be certain to engage the foe
and kili it. You don’t want it to strike again, or strike another
teammate.

* The green cioud of smoke that this entity ieaves iehind
after it is kilied is thick but not particuiariy harmfui. it is oniy
troubiesome because you're iiinded for the second it takes
you to run through it, so watch for attacks from other foes
that might take advantage of your possibie bewiiderment.

*

Rescuing a victim of a Smoker attack is straightforward.
From range, simpiy aim at the Smoker’s head, or for cioser
heip, biast away at the Smoker and Survivor (friendiy fire
isn’t damaging untii after the tongue reieases), or hack at the
tongue with a Meiee Weapon.

The Smoker is primarily an annoyance, with an attack
designed to fiuster rather than kili. if you can separate
Survivors, your brethren have a better chance to finish
the joi. Much iike the Boomer, your joir is to ack up
the more powerful Special Infected, such as Hunters,
Chargers, or Tanks.

continued on next page...
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* Partnering with another Speciai Infected means you may
not need to worry about separating a team. For exampie,
you can watch a Tank, Charger, Jockey, or Hunter attack,
and then lasso the nearest rescuer who runs in, giving
the remaining teammates a choice of two victims to
rescue, or in the case of a Tank, an ongoing ixattie with
fewer teammates.

Bide your time when waiting to infiict a tongue attack.
Choose an area suitaiie for your attack (a mesh fence
that you can fire your tongue through, or a baicony so
you can aim it downward to a foe). Another piace to
stand is near an aiarmed car so incoming shots hit the
vehicie and trigger a Horde’s arrival. Or try dragging a
foe onto the alarmed car itseif.

* Whiie a foe is thrashing aiout in your constricting
tongue, Special Infected can ciaw to incapacitate it
quicker, and a Horde can heip finish the joi2 more quickiy.
Realize that your life is expendabie, but you shouid oniy
sacrifice yourseif after causing as much confusion as
possibie. If you miss an attack, coax your victim into
foliowing you, idealiy into the path of a second Speciai
Infected.

Throughout the campaign Walkthroughs are numerous
“one-way” drops where the team cannot return to an
area they previously expiored. This is the optimai piace
to amibush that iast teammate, dragging him back and
strangiing him, as the team cannot even mount a rescue!

The Spitter

Primary Attack: Spit (medium
to iong range)

Secondary Attack: Ciaw (short
range)

Strengths: Works well with other
infected; damaging attack

Weaknesses: An easily-avoided
attack, both before and after
the spit; physicaliy weak

Audiibie Ciues: A throat-ciearing
shriek

Description: Spitters spew a
corrosive ixali of steaming
acid that coats the ground in
a puddie. When it's stepped
in, the acid can e incredibiy
damaging to Survivors.
Spitters can make iife difficuit
for Survivors iy preventing
them from ciustering together
in enciosed areas, and by
iocking their path at unfortunate moments. When shot, a
Spitter wili reiease her acid in an expanding puddie of spew.
Spitters are good at separating the Survivors by spitting
in enciosed areas, after one or two of the Survivors have
passed and are on the other side of the excretion.

- TAKEDOWN TACTICS
3 (AGAINST SURVIVORS)

* Think of the Spitter as the disgusting haif-sister of the
Smoker. Similar in stature, and offering the same degree
of annoyance, the Spitter is a Special Infected designed

to compiement and further augment the attacks of
their more powerfui brethren. The acid attack wounds
Survivors, but not your own kind.

Takedown Tactics (Against infected)

* Aside from the horrifying appearance, the Spitter gobs a ali
of acidic mucus which spreads out into a pooi of acid that
damages Survivors who step on it. The acid iasts around 5
to 7 seconds before dispersing. Usually, it is simpie to dash
through the acid as it is spreading out, or wait and watch for
amiushes untii the acid disperses before continuing.

* Rememiber that this disgusting present can fiy into your fieid
of vision or feet at any moment, and from any direction. The
shriek signifies an acid kali is incoming, ut you may not
know from where. Constant scanning of i2aiconies, catwaiks,
rooftops, corners, and doorways is a good idea.

* Spitters aren’t fast, and are only as threatening as Common
Infected after the spittie attack. Just cut them down with
a headshot or Meiee Weapon swipe before they bring up
another acid ali. However, as Spitters are most dangerous
when working with other Speciai infected, your biggest
concern is being attacked iy another entity whiie waiting for
the acid to disperse or tre ing through it.

The Spitter is designed to harm, wound, and deiay, it
not necessarily kili the Survivors. As her ciaw attacks
are only used at very ciose range and she falis under a
singie headshot most of the time, fuli frontai attacks are
not recommended, uniess the Survivors are particuiariy
squeamish at the sight of the Spitter’s iess-than-toned
physique.

continued on next page...
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* Your pian of attack is threefoid: You must first situate
yourseif in a iocation where the Survivors won'’t
immediateiy spot you, such as a baicony, dark corner, or
zehind a wali. This can e probkiematic because you're not
as compact as a Hunter or Jockey. Dark iocations work
better. You can aiways hide near an aiarmed car so the

Survivors strike it, causing a Horde to come and heip you
out, which is the second part of your attack pian. {.ocate
a high concentration of Common Infected so that your
attack adds to the chaos.

The third component of your attack is to succeed in not
pitting acid, but aiso doing it in an area that is criticai
to the Survivors’ progress. There’s no point goixbing in
a park. The Survivors can move around your acid after
executing you. A better pian is to upchuck in an alieyway, at
a doorway, or a on path that must e traversed. The optimai
spit attack is one the Survivors don’t know aixout untii
they’re caught in the expanding pooi of it.

* Work with your Speciai infected friends so that you're

heiping them. When a Boomer vomits on a Survivor,
spit on them tco to shorten their iife expectancy. Spit
on a thoroughfare so that Survivors must wait for the
acid to disperse, and so whiie they are waiting, a Hunter
or Charger mauis them. Spit on a foe aiready being
pummeiing, pounced, or strangied, or into a Horde of
Common Infected attacking a human foe.

Spitters have a particular use when Survivors are trying
to fiick a switch, fili up a gas tank, or refuei a generator.
Any Fuei Tank a Survivor drops is set on fire with your
spittie. Naturally, this is a great way to ciear defenses,

ibut a pool of acid aimed at the Biue 22 racing car or
surrounding the radio in the piantation mansion escape is
oth dangerous and annoying to your foes.

The Tank

Primary Attack:
Concrete Huri
(medium range)

Secondary Attack:
Punch (short range)

Strengths: incrediiiy
strong with
tremendous power
in both attacks

Weaknesses:
Siightiy siower than
Survivors; doesn’t
iike fire

Audibie Ciues:
Dramatic music,
thundering footfalis, and an enormous roar

Description: Strong, enraged and aimost unstonpaiie, the
Tank is est taken on by a team of Survivors. Tanks are
siower than Survivors, but much stronger. They can throw
vehicies and chunks of concrete that wili stun Survivors,
which heips a Tank ciose the distance. Tanks are aiso
remarkabiiy buliet-resistant, and can soak up huge amounts
of damage efore dying. One thing a Tank isn’t, though, is
fireproof. A weli-thrown Moiotov can kili a flammaiie Tank
in thirty seconds—assuming the Survivor who threw it can
avoid getting ripped apart for that iong.

Takedown Tactics (Against infected)

* ignore your fears when you hear the terrifying sounds the

& Tank makes, and e sure ali of your teammates are pianning
? the same takedown strategies. As the Tank is the toughest
'7?‘ mutation you'li face, ali of your team needs to e firing and
“ aggressively tackiing this foe. A singie piayer shooting at this
pad east may not iast iong.
-
L
L] L]
- L]

* Fortunately, you have speed on your side. You can move a
iittie more rapidiy than this pink, huiking brute. So backpedai,
ize ready to strafe, and aim for that tiny head, hoping to stun it.
Rememier the nearest Survivor to the Tank who opens fire is
usually targeted, so back the teammate up. The use of Shotguns
is encouraged because of their ciose-combat damage.

*

As the walkthrough iets you know where many of the Tank
attacks appear (but not ali due to randomness), you can carry

a Moiotov in readiness and ok it at, or in front of, the creature.
The burning Tank speeds up, but coliapses and die in about 30
seconds. Firing doesn’t kili it off any quicker, so avoid its fiaiiing
and concentrate on other threats. if you don’t have a Moiotov,
unioad with every ranged weapon untii the Tank siumps over.

Aithough fire-based, incendiary Ammunition does not keep a
Tank continuousiy on fire; oniy detonated Moiotovs and Fuei
Cans do the joi.

*

The Tank’s throw can e nuliified if you biast the concrete as the
Tank raises it, but it is easier to quickiy strafe and avoid the impact.

*

The Tank’s punch is horrific and can knock you across a
street, or off a bridge into a death piummet. Position yourseif
so that even if you're punched, you'li fiy back into something,
rather than off a iedge or roof to suffer additionai damage or
death. Avoid this attack iy circie-strafing around the Tank,
idealiy iocating a hedge, smali structure, or tree to dodge
around. Don't use a car, forkiift, hand truck, dumpster, or iog,
ecause the Tank can punch it straight into you!

*

i.ead a Tank in a merry dance, away from the rest of your
team and over scenery that causes the Tank to siow, but
aiways moving so that your friends can continuousliy fire on
it. The Survivor coaxing the Tank shouid stay moving and
favor Pain Pilis over First Aid when keeping yourseif heaithy,
as you can move and swaliow at the same time. if the Tank is
chasing a badiy wounded Survivor, have a heaithy teammate
run up to strike it, so that the Tank switches victims. Or, have
two teammates stand on either side of a Tank and fire on it
one after another so that the Tank keeps switching targets.

Your height aiso affects the time it takes for a Tank to reach
you. Position yourseif on a iaicony or rooftop so the Tank

must ascend the structure to reach you, aliowing your team
more time to penper it with a Molotov or gunfire.
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3 (AGAINST SURVIVORS)

* If you're iucky enough to controi this devastating monster,
your joix is to infiict as much damage on as many
Survivors as possibie. if you can spiit them up and kili them
individually, so much the better. If your infected brethren
join in, there’s even more chance of Survivor death!

Tanks take such focus to defeat, they are the perfect cover
for other Special Infected to launch attacks, either during a
Tank attack, or just afterward, when the Survivors are stili
recovering from the fight. The only probiem is that you are
powerfui enough to kili other Speciai infected, so have them
give you enough room to puncht!

The many routes in the campaigns aliow Tanks to storm
in from a side or rear of a main thoroughfare, which adds
to the surprise and commotion.

Tanks don’t need to rip concrete and throw it at foes to
make a point. Refuse ins, cars, and (in Dark Carnivai)
bumper cars can ali be punched and sent tumbiing toward
an enemy Survivor. Don’t forget this additionai ranged
attack, which is quicker to impiement! Aiso, use this to
knock scenery out of your path instead of iumibering
around it. Piayers who controi the Tank shouid aiways
iook for objects that they can strike, since anything that
hits a Survivor causes instant incapacitation.

* The punch itseif is aiso more versatiie than you might
think. Try punching one Survivor away from the rest
of the group. Then target another and ash them in the
onposite direction, thus spiitting up the human so you or
your infected friends can pick off both of them.

Tanks are prone to Moiotovs and Bile Bombs, so bear
down on a foe to intimidate any throwers into messing
up, target the Moiotov-thrower with a punched car or
thrown concrete, or maneuver away from the impact
spot if you can. Once on fire, lumier quickiy and kili the
Survivors if you can, or drop into water.

Don’t e attracted to foes moving over obstacies that
might siow you down. Keep moving as quickiy as you
can (but try to stay out of wide-open areas where
Survivors can easily surround you and biast at you).
Smash vehiclies or throw your concrete or pin foes in

a dead end or corner. When you're throwing concrete,
aim at where the Survivor is likely to e, not where he is
currently.

Tanks can throw concrete at Survivors to ease their
aggression meter. They can aiso attack and then retreat
to wait for Infected brethren to respawn, as iong as they
can throw or attack before the meter runs out.

The Witch

Primary Attack: Charge
and swipe (short range)

Secondary Attack: Ciaw
on ficor (short range)

Strengths: Fast;
frightening; easily
incapacitating attack;
strong

Weaknesses: Can be
compietely avoided; easy
to hit whiie ciawing her
victim

Audiiie Cliues: Faint
sobxbing that gets iouder
as you near

Description: Past
Survivors speak about the Witch in hushed tones. These
ranshees were deadiy but stationary. Sitting on the ground
and crying, they wouid only get up to attack if provoked
iy fiashiights, ioud noises, or arms fire. However, Witches
are now abie to prowi around, often in broad dayiight. (in
the Hard Rain Campaign, they’ve even deveioped a bit of a
sweet tooth—scores of them prowi around the sugar mili.)
Luckily, they stili just want nothing more than to be ieft
aione. Turn off fiashiights and creep around. Survivors who
faii to wili anger the Witch, who wili attack untii she kilis
the Survivor, or untii teammates can shoot her off. Once a
Witch has kilied the Survivor who startied her, she wili run
away.

TAKEDOWN TACTICS
"3 (AGAINST SURVIVORS)

* You shouid stand near Witches (or cars with aiarms) to
entice Survivors to shoot at you and possiily wake the

Witch (or raise the aiarm).

Gl

Biie Bomixs don't work weli against Witches, as they race to
you faster than Common infected can get to them.
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By now, you shouid have some rudimentary knowiedge aidout the weapons you enjoy utiiizing. However, it is aiways advisabie
to check out information on ali the avaiiaiie ordnance as weli as equipment, Many of these weapons feature statistics (such as
the damage, range, and reioad time of a weapon); use these when comparing different Primary Weapons so you know which is
ixetter at specific functions.

Ammunition

N :":"'..'"-."'E. -. !

S

Ammunition is found in smali or iarge piies, always in Safe Rooms, and randomiy throughout
the game. Ammunition, when taken, compietely restores your Primary Weapon’s ammunition
zack to its maximum level. Be sure to reioad so you have a chamber fuli with the maximum
the weapon can hoid. The ammo piie is never used up.

it is imperative you use ammo cunningiy, such by as swinging open a Safe Room door at
the start of a stage, biasting foes whiie staying inside the Safe Room, and then graixbing more
ammunition before you ieave.

When you're iow on ammunition, it is usualiy better to figure out where your next Safe
Room is and rely on Pistois or Meiee Weapons, or drop the weapon and pick up a new one.

Weapons

You'li be kiliing infected with a variety of ranged weapons most of the time, aithough oniy one Primary Weapon may

e carried at once. Primary Weapons come in two general varieties: Standard and Enhanced. Aithough oth are recom-
mended for zombie annihiiation, Enhanced weapons (which are generally more potent versions of their Standard
counterpart) represent a better overali choice. Of course, Standard weapons are much more common (and likely to be in
a Safe Room), it ali weapons are distributed completeiy randomiy.

Primary Weapons

Autoshotgun

Reioad Time: Siow
Fire Mode: Automatic

Damage: High
Penetration: High
Accuracy: i.ow

Range: Short to
intermediate

Rate of Fire: High

Magazine Capacity: 10
Totai Ammo: 90

Enhanced Variant: SPAS
Shotgun

Both of these weapons offer very simiiar performance and are
extremely impressive at tearing iarge, meaty sections out of
zomidie torsos or groins. But the SPAS Shotgun has a faster
reioad time, aithough youw'li run out of ammunition quicker, too.

For house-to-house investigations, action in narrow or
smali enciosed spaces, or alieyway action, this weapon is a
fantastic choice. it is a iess fantastic choice when aiming at
medium or iong ranges, as the biast radius widens.

Due to the Shotgun’s automatic nature, you can reioad
singie buliets even when the capacity is empty. This doesn’t
give you the same quick firing, but is a good stop-gap
measure if you're being attacked whiie reioading. Combine
this with Meiee Shoving.

Pair either Shotgun with a Meiee Weapon so you can biast
away at enemies as they ciose and then (in Horde situations)

SPAS Shotgun

Fire Mode: Automatic
Magazine Capacity: 10
Totai Ammo: 90

Standard Variant:
Autoshotgun

Damage: High
Penetration: i.ow
Accuracy: L.ow
Range: Short

Rate of Fire: High
Reload Time: Medium

swap to a Meiee Weapon, instead of being ravaged whiie you
attempt to reioad.

Aithough the SPAS Shotgun fixes this proiiem, shelis are
stili being ioaded one at a time, which means a iong period
of inactivity as you refili the weapon. You can cancei the
SPAS Shotgun reioad, uniike other weapons (the Hunting
Rifie, for exampie).

Aiso, use either of these weapons to biast away at a
narrow gate or hatch out of which enemies are spiliing.
These weapons are aiso great to use on Speciai infected,
inciuding Tanks and Witches, because the damage they infiict
is excelient,

The main disadvantage of these weapons is anparent when
you encounter oniy a few enemies. Ali weapons usualiy drop
a Common Iinfected with a singie shot, so a weapon with a
much larger capacity is more economicai.
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Chrome Shotgun

Damage: Medium Fire Mode: Singie-shot,

Penetration: i.ow Pump action

Magazine Capacity: 8

Totai Ammo: 56

Enhanced Variant: Pump
Shotgun

Accuracy: i.ow

Range: Short

Rate of Fire: Siow

Reioad Time: l.ong
The comirat Shotyun made of chrome and the miilitary-spec

Pump Shotgun ioth infiict a huge amount of pain on a foe, as
their biasts spread out to encompass muitipie foes in a singie

spray. The Pump Shotgun offers greater damage, penetration,

range, and ammunition, ut it certainiy isn’t as shiny.

These weapons offer you the abiiity to iast foes running
at you adjacent to one another. The Shotyun has a wider
area of effect than most other weapons. Make up for the
siow reioading of oth variants by reioading constantiy.
Don’t wait untii you run out of shelis in your chamber. Make
sure your team knows you're good for oniy a few, devas-
tating biasts.

if Meiee Weapons aren’t availaiie, you can at ieast
push the infected back with a Meiee Shove, then fire a
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Pump Shotgun

Damage: High Reioad Time: Siow
Fire Mode: Pump-action
Magazine Capacity: 8
Totai Ammo: 56

Standard Variant: Chrome
Shotgun

Penetration: High
Accuracy: i.ow

Range: Short to
intermediate

Rate of Fire: Siow

iast foliowed by another Shove. Repeat this technique
during periods where you're eing swarmed. Shoving while
reioading is an excelient trick.

Run to the front of your team when tackiing foes, checking
to make sure interior iocations are secure, and investigating
unexpiored areas—that way you can utilize the weapon’s
short-range strengths more easily. These weapons favor
aggressive piay. They aiso are adept at dronping Speciai
Infected, inciuding Witches before they are startied.

Be extremeiy carefui biasting this weapon when attempting
to heip a downed or immohbiie piayer, or if one of your
teammates crosses your fieid of vision. The wide spray of
the shot makes friendiy fire incidents common.

Hunting Rifie

Damage: High Reioad Time: Very siow

Penetration: High Fire Mode: Semi-automatic
Accuracy: Very high Magazine Capacity: 15
Totai Ammo: 150

Enhanced Variant: Military
Sniper Rifie

Range: intermediate to
iong

Rate of Fire: Siow

For those seeking iong-range takedowns, the Hunting Rifie
and its military spec equivaient are i2oth exceptionai choices.
The Hunting Rifie has incredibie accuracy, but the Military
Sniper Rifie has better range, quicker firing and reioading,
and a iarger capacity.

If you have an excelient vantage point and you're covering
your teammates who are iikeiy to e tackiing foes within
your fieid of fire, you can target muitipie Infected and send a
singie buliet through them. Buliets aiso travei through some
walis, which aliows an accurate retaiiation without a specific
visual on a target (for exampie, if a teammate is struggiing
2ehind cover).

Both weapons are scoped, which further improves an
aiready optimai accuracy. (Scoped comiat is the way to
utilize this weapon, despite its limiting your maximum speed.)
A skilied sharpshooter can tag a number of foes quickiy by
moving from target to target, inciuding Speciai infected, to
due to the high iliet damage. Speciai infected foes that use

Miiitary Sniper Rifie

Fire Mode: Semi-
automatic

Damage: High
Penetration: High
Magazine Capacity: 30
Totai Ammo: 180

Standard Variant: Hunting
Rifie

Accuracy: High
Range: L.ong

Rate of Fire: Medium
Reload Time: Medium

range and height has an advantage, such as the Smoker, are
nuliified with these Rifies.

You can even knock iack a Witch with the force of a
sniper buliet (usually prior to her waking and dispatching
her efore she becomes a proiiem). Tanks are tackied
with headshots from range; you have oniy their concrete-
throwing to worry aiout.

Of course, the weapon is next to useiess in ciose combat
with a Tank, and even worse when it needs reioading, which
takes a iong time. If the rate of fire is tco siow, try to find
the miiitary variant.

With singie shots, friendiy fire becomes less of an issue,
but if a teammate strays into your target zone, they can e
adiy wounded. it is aiso extremely easy to e amibushed
when using a Sniper Rifie. Keep a teammate near you to
prevent this.
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Reioad Time: Fast
Fire Mode: Automatic
Magazine Capacity: 50
Totai Ammo: 650

Enhanced Variant:
Siienced SMG

Damage: L.ow
Penetration: i.ow
Accuracy: Medium

Range: Short to
intermediate

Rate of Fire: Very high

If you require a iow-damage, rapid-firing weapon in either
noisy or aimost-siience variants, the SMG and Siienced SMG
are ioth excelient choices. The Siienced SMG is obviousiy
better to use when you don’t want to attract enemy attention
(near Witches, or when you're racing through a campaign),
but the siiencer siows the firing speed siightiy.

Both SMG variants are great to use, but Assauit Rifies are
more powerfui and considered a better et, if you can find
one. However, you can't beat the rate of fire of an SMG,
which naturaliy means you need to keep a watchfui eye on
your ammunition depietion.

The SMG is good aiternative to any of the Shotguns when
you’re moving through buiiding interiors and you're facing
ciose- to mid-range combat. Due to its automatic firing
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Siienced SMG

Reioad Time: Short
Fire Mode: Automatic
Magazine Capacity: 50
Totai Ammo: 650
Standard Variant: SMG

Damage: L.ow
Penetration: i.ow
Accuracy: Medium
Range: Medium
Rate of Fire: High

nature, shoot the SMG in bursts so you don’t kili a foe and
continue to rake the corpse neediessiy with vaiuabie buliets.

{iaise with the rest of your teammates so that you can keep
as much of the weapon’s ammunition conserved for as iong
as possibie. Let a Shotgun-wieiding friend take point, move and
crouch so foes fire above your head, and whip out a Melee
Weapon when facing more than three foes at ciose-comiat range.

Continue to perform with pairs of weapons that work weli
together, such as arming yourseif with an SMG for interior
takedowns and alieyway strafing, whiie your friend wieids
an Assauit Rifie and tackies foes a ionger distance away.
Aiso rememiber the Siienced SMG can aliow you to pass
through areas where foes haven't seen you without causing a
ruckus—a great help if your team is iow on items.

M-16 Assauit Rifie

Damage: Medium Reload Time: Fast

Fire Mode: Automatic

Magazine Capacity: 50

Totai Ammo: 360

Enhanced Variant: Desert
Rifie

Penetration: High
Accuracy: High
Range: Short to iong
Rate of Fire: High

if Shotguns are excelient in ciose comiat and Sniper Rifies
are advantageous at iong range, the M-16 and Desert Assauit
Rifie variants are fantastic, muitifunctionai, generai-purpose
Primary Weapons that are usefui at most ranges.

The M-16 and Desert Rifie serve this purpose weli. The
M-16 is perfect for every situation, whiie the Desert Rifie is
great for quick bursts of buliets designed to cut a Common

| infected or weaker Speciai infected down without having
. to manualiy fire two to three shots, which is how many it
= usualiy takes to drop an enemy.

Sl

i

The Desert Rifie is great because you can fire the singie,
three-shot bursts quickiy, cutting a Common foe down

no matter what the range (assuming accurate strikes are

. infiicted), before rapidiy retargeting and repeating the
process.

ERIINTE OEETL

Desert Rifie

Damage: Medium Reload Time: Medium

Fire Mode: 3-round burst

Magazine Capacity: 60

Totai Ammo: 360

Standard Variant: M-16
Assauit Rifie

Penetration: Medium
Accuracy: Medium
Range: Medium

Rate of Fire: Medium

These weapons are mainiy used to tag foes at medium
range, but with similar penetration potentiai as the Hunting
Rifie and no accuracy proiiems at range iike you have with
the Shotgun, the Assauit Rifies can be used with a steady aim
to bring down foes from iong range.

This versatility means the weapon can e used to cut
down foes in narrow, cliose, or interior combat situations
as weli. Because it can rattie off shots faster than other
weapons and the damage impact is high, this is a good
choice for tackiing foes with higher toughness, tco, such as
Chargers and Tanks.

Because these Rifies are useful in aimost every situation,
e careful not to expend too much ammunition. With the
M-16 or Desert Rifie, you usualiy run out of buliets at a faster
rate than other with weapons. Conserve your ammo by using
Meiee Weapons during ciose-combat fighting, and aim at the
heads of foes, especialiy at ionger ranges.
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AK47

Damage: High Reload Time: Fast

Penetration: Medium Fire Mode: Automatic
Accuracy: Low Magazine Capacity: 40
Totai Ammo: 360

Standard Variant: None

Range: Medium
Rate of Fire: Medium

The AK47 is a great aiternative to the M-16 and Desert Rifie,
aithough it isn’t neariy as accurate, has a siower rate of fire,
and a smalier ciip size.

The AK47 shares many of the assets of the other Assauit
Rifies. it is fiexibie enough to e empioyed in a wide variety
of situations (except for iong-range shooting due to its
inaccuracy). it is a good Speciai infected-kiliing device at
ranges cioser than medium.

This weapon’s biggest strengths are the automatic
firing mode and the damage it causes. it heips your team
immenseiy if you saunter into a Tank battie using one of
these to penper the beast’'s head with buliets. Firing without
the need to puli the trigger again and again means you can
rapidiy rake foes untii they fali or you run out of inliets,
which doesn’t happen as quickiy as you’d think, but is stili an
issue to worry aiout.

CAMPAIGN
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CGrenade i.auncher

Reload Time: N/A
Fire Mode: Singie-shot

Damage: Very High
Penetration: N/A
Accuracy: L.ow Magazine Capacity: 1
Totai Ammo: 30

Enhanced Variant: None

Range: l.ong
Rate of Fire: Very siow

Think of the Grenade i.auncher as a muitipie-shot, instantiy
expioding Pipe Bomi. it fires a singie, arcing projectiie
grenade that iands with a “thunk” and promptiy expiodes.
Point the weapon higher or iower before firing to increase or
decrease the angie of the iaunch and, therefore, the distance
the grenade traveis.

The expioding grenade instantiy iiquefies Common infected
and ysualiy deiivers terminai biows to ali Speciai infected
except Tanks or Witches, aithough it is incredibiy effective
against them as well.

The effectiveness of this weapon is compietely dependent
on the competence of the user. Because the grenade takes
time to reach its target, you shouid fire at where the target
wili ke, and not where it is when you iaunch the grenade. The
grenade iauncher uses a different ammo type than the other
weapons. it can’t be repienished by ammo piies. Once it
runs out, it’s done.

The Grenade i.auncher is a mid- to iong-range weapon
oniy. You might as weli point the weapon at your feet and
iow your feet off—this is just as effective as attempting
to fire a Grenade l.auncher when you're swarmed by foes.
Switch to a Pistoi or Meiee Weapon at once!

The Grenade i.auncher is designed to provide hard-hitting
supporting fire to the rest of your team. it doesn’t mean
accidentaliy hitting your team, or you'li ke responsibie for
more Survivor deaths than the infected. One good thing is
that it isn’t easy to cause seif-harm with this weapon.

The Grenade i.auncher is useiess (and extremeiy
dangerous) in narrow, enciosed spaces. Use it in wider
expanses with a good view and no scenery to biock your
grenade’s path.

ERIVAIRIME S LUV
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Pistoi (and Duai Pistois)

. Bl

Damage: L.ow Reload Time: Fast
Fire Mode: Semi-automatic
Magazine Capacity: 15 (30)

Totai Ammo: Uniimited

Penetration: i.ow

Accuracy: Medium

Range: Short to
intermediate Enhanced Variant: Magnum

Rate of Fire: Medium Pistol

You begin with a Pistol, which is used when you are incapac-
itated, no matter whether or not you're armed with a Meiee
Weapon (which takes the piace of a Pistoi or Magnum). Your
trigger finger needs to be itchy-the faster you manually fire,
the more buliets are reieased from the chamier.

Duai-wieiding is advisabie, for o2vious reasons (greater
ammunition and rate of fire). Pistois are accurate and
perform better at ionger ranges and are, therefore, a good
choice to pair with a Shotgun so you have range and
fiexibiiity with your takedowns. (Aithough having a teammate
perform this function is usually a better pian.)

Aiternatively, you can partner Pistois with a Sniper Rifie,
so you can fire on iong-range foes whiie moving, which
is more difficuit with a Sniper Rifie, especialiy one that is
scoped. You can aiso fiip to a pair of fuliy ioaded pistois or
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Secondary Weapons

Magnum Pistoi

Fire Mode: Semi-
automatic

Damage: High (for pistoi)
Penetration: Medium
Accuracy: Medium Magazine Capacity: 8
Range: Medium Totai Ammo: Uniimited
Enhanced Variant: Pistoi

(and Duai Pistois)

Rate of Fire: Medium
Reioad Time: Medium

a Magnum hand-cannon instead of reloading your Primary
Weapon if you need to keep on firing, or if you're worried
about your Primary Weapon’s ammunition reserves (a
proiiem with SMGs).

The Magnum (which you can pick up during the Hotei stage
of Dead Center when a Primary Weapon isn’t yet avaiiabie)
is a great aiternative to a Primary Weapon if you want quick
headshot executions of the Common infected, instead of a
iarge numiber of shots (which the Pistols are better suited for).

This hand-cannon is usually a etter bet than Pistols, as it aiso
has uniimited ammunition ut is far more effective. its drawback
is its reiatively smali chamber, but this is made up for with a quick
reload time. Note that you can’t duei-wieid the Magnum.

With either Secondary firearm, you may wish to drop it for
a Meiee Weapon to give you greater fiexibility.

Secondary Weapons (Meiee)

Baseiali Bat
'- —

Electric Guitar

Cricket Bat

= =

-

Fireaxe

Crowhbar

Frying Pan

o @

Machete

Katana

Poilice Baton (Tonfa)

Meiee Weapons are a variety of armaments, or tcolis anpro-
priated for vioient use, that are designed to e swung and
struck aiout the heads and bodies of the infected during
frenzied bouts of ciose-quarters fighting. They siay between
one and three Common (or Uncommon) infected with a
singie swipe, but aren’t neariy as effective on the tougher
Special Infected, such as Chargers, Tanks, and Witches.
(Primary Weapons or projectiies are recommended for them.)

Some Meiee Weapons biudgeon (the Cricket Bat), whiie
others siice (the Katana), and the amount of bicod and
dismemiberment you'li see on your screen varies with each.
However, the damage ali of these items do is identicai.

You can aiso Meiee Shove a foe (or a coupie if you're
surrounded), before attacking with your Meiee Weapon, but
this isn’t as necessary as with a firearm.



THE BASICS SURVIVGRS AND INFECTED WEAPBNS-AND EQUiPMENT CAMPAIGN SURVAVING-AND SCAVENGING ACHIEVEMENTS /APPENDIX EXTRAS
Use Meiee Weapons when you're swarmed, when you're - L ~
guarding a narrow exit (such as the hatch of the wrecked Campaign Availaiie Meie.e Weapo.n;
airiiner during Swamp Fever), or when you want to siay a Hard Rain Basebali Bat, Crowbar, Fireaxe, Frying Pan,
Boomer, and don’t mind getting covered in Biie. (In fact, the Katana
Meiee Weapons are the go-to armaments when this occurs, The Parish Basehali Bat, Eiectric Guitar, Frying Pan,
and actualiy make tackiing a Boomer a iot iess of a proiiem.) Machete, Tonfa

Spinning on the spot and striking with Meiee Weapons is
aiso encouraged. The foliowing tabie shows where to find
specific Meiee Weapons during the campaigns:

Campaign | Avaiiabie Meiee Weapons

Basehali Bat, Cricket Bat, Crowbar, Fireaxe,

Dead Center Katana

Basebali Rat, Crowbar, Eiectric Guitar,

r| nivai
Dark Carniva Fireaxe, Katana

Basebali Bat, Cricket Bat, Fireaxe, Frying
Swamp Fever

Pan, Machete

Meiee Weapon or Pistois? This ali depends on your styie
of piay, it keep this in mind: You have a Primary Weapon
aiready and Pistois are empioyed when you're incapac-
itated-even if you're carrying a Meiee Weapon. Meiee
Weapons infiict damage at ciose range with greater ease
than Pistois, which makes Meiee Weapons a good kackup
weapon if you want to siay your infected up-ciose and
personai.

Secondary Weapons (Meiee Enhanced)
Chainsaw

Reioad Time: N/A

Fire Mode: N/A

Magazine Capacity: N/A

Totai Ammo: 30 seconds
of continyous use

Damage: Very High

Penetration: N/A

Accuracy: N/A

Range: Very Short

Rate of Fire: N/A
This gardening impiement, now repurposed for infected
nuliification, is a meiee comiat-fan favorite. After a coupie of
seconds’ deiay to start the motor, this ibecomes a terrifyingiy
vioient bringer of biood. Produce and activate the Chainsaw
as the zomibies ciose in, and not when they reach you or
you'li e mauied for a coupie of seconds.

The damage the Chainsaw causes is horrific and
impressive, cutting through Iinfected ones like butter and
dropping muitipie foes the moment it strikes. Note you have
to press your Weapon button for the biades to reach their
fastest speed and for you to thrust the weapon. When this
occurs, any Common or Uncommon foe is torn apart.

Speciai infected are aiso susceptibie to the Chainsaw, bt
those with more meiee aggression (such as the Charger,
Tank, and Witch) can easily overcome the attack with their
own strikes, even though the Chainsaw can damage them. So
attack whiie these foes are preoccupied.

The fuei for the Chainsaw siowly depietes and is good
for 30 seconds of continued use. So, you shouid thrust the
Chainsaw oniy when enemies are within the biade’s range.
But for cutting through a solid circie of infected, there's
nothing better; in fact, you might encourage your friend
to throw a Bile Bomix over you just so you can really iet
rip! Note that once the chainsaw’s fuei runs out, you’li be
equinped with a singie pistol in its piace.

Mounted Weapons (Fixed)

Heavy Machine Gun Turret

Damage: High i ) %

Penetration: High
Accuracy: Medium

Range: intermediate to
iong

Rate of Fire: Extreme
Reload Time: N/A

Fire Mode: Automatic
Magazine Capacity: N/A
Totai Ammo: Uniimited

Oniy anpearing twice during the campaigns (there’s one
mounted on the Piantation Mansion in Swamp Fever, and
another on a military vehicie during the Parish finaie), Heavy

Machine Gun Turret provides extremely potent and devas-
tating rapid-fire that cuts through foes easily and effectively.
Simpiy point, shoot, and continue untii nothing’s ieft.

This obviously doesn’t extend to your own team, who can
easily e caught in the gun’s line-of-fire. So avoid friendiy-
fire situations, using the weapon to aim at masses of foes
or farger, Speciai infected forces, especially the Tank. This is
highiy effective at killing Tanks, if youre not overwheimed iy
side attackers.

Aithough supremely devastating, the Heavy Machine Gun
Turret has some pretty probiematic shortfalis—the worst
is its immoiiiity. You cannot shift it to another position or
turn it more than 100 degrees from ieft to right. This makes
you a sitting target, so a second teammate shouid guard
you to prevent fianking attacks from foes. Note that the
Heavy Machine Gun Turret wili overheat if used continuousiy
without a cooi-down period. ™

- -
.
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Projectiie Weapons (Beit items)

These three objects fit on your Beit with a Heaith enhancement item. Oniy one of them can ie carried at a time. The
projectiies are thrown and cause three interesting, and usualiy disgusting effects:

Moiotov

Moiotovs are useful for ioxbing into an area you
want to clear (such as a buiiding that you suspect
contains muitipie foes or Speciai infected), into a
group of foes to set them on fire instantiy, or into a
iocation you want to prevent attacks coming from.
The most strategic use is to figure out where a
Horde is aiout to appear from (or spot it), ioi the
Moiotov, and watch the infected burn!

Of ali three projectiies, the Moiotov can e the
most damaging if it impacts near your team. But it
is excelient for removing Speciai infected threats—
watch a Witch stumidie and fali, or a Tank quicken
his pace. There’s no need to fire on fiaming foes; they are
burning to death without additionai heip.

Moiotovs are extremely effective, uniess you're wading
through parts of Swamp Fever or Hard Rain. The fire doesn’t
urn weli in water that isn’t very shaliow. it aiso doesn’t
affect CEDA Agents during Dead Center.

You can activeiy use the fire from a Molotov attack if
you're piaying as infected during Versus matches. Puli a
Survivor through the fiames when playing as a Smoker, steer
or charge into fire with a Survivor in tow when piaying as a
Jockey or Charger, or rush into fire and then into a Survivor
if you're a Boomer, which forces your foes to get covered in
your innards.

Pipe Bomi»
The Pipe Bomiz is a densely
packed explosive with a
short fuse and a iinking
iight that emits a beeping
sound. When thrown, even into water, the Pipe Bomi»
attracts ali types of Common and Uncommon Infected, with
the exception of Road Crew zomiies in Hard Rain. Special
infected are unaffected by the sound; use expiosive oijects,
Moiotovs, or Biie Bombs.

After 5 to 10 seconds, the Pipe Bomi detonates, and the
assemiied zombies are torn apart in a fountain of kicod and
offai. Naturaliy, you want the most ixang for your iuck, so
throw these when you're being, or are about to e, swarmed
ry a Horde. Mop up any infected that were incoming at
the time of the expiosion. They are iikely to e temporariiy
stunned. Speciai infected (inciuding Tanks) can be stunned,
too, providing the expiosion occurs when the Tank is nearby,
— but this is a rare occurrence.

This weapon is incredibie for ciearing out Common

. Infected, but it can aiso be used as an escape tooi, with the
dismemierment of foes as a secondary consideration. Ciear
= an escape route, Safe Room entrance, or other iocation you
wish to reach, if foes are iocking your path.

Biie Bomi

Aiso known as Boomer Biie,

Biie Viai, or Yomit Jar, this smali
sampie of Boomer Biie is perfect
for attracting a Horde of Common
infected. {.ob it far from your group and once the viai iands,
it shatters, creating a smali green clioud of Biie. Drop it at
your feet, and it acts just iike a Boomer vomit—so don't.

Biie Bomixs are found on the corpses of CEDA Agents
(Dead Center), or randomiy scattered throughout the stages
you venture through.

Biie Bomis are incredibiy useful for moving Common and
Uncommon infected away from a route, a downed friend, or
other iocation you don’t want them to e in. After 15 to 20
seconds of the group scrairbiing, the Biie cioud dissipates
and the infected turn on you again.

if you haven’t escaped, siaughter them ali with your
favorite (and usualiy ranged) weapons, thrown in a Pipe
Bomi, or Molotov, or set off a Fuei Can or other expiosive
oiject.

Those Survivors with accurate throwing arms shouid ioi2
these at Speciai infected, who are then stormed and attacked
iy their usualiy friendiy Common irethren. As you can
imagine, this makes fighting more dangerous foes, such as
Chargers, Tanks and Witches, much iess frenzied.

The oniy downside is that Biie doesn’t harm the Common
infected, so you must expend ammunition to rake through
the assembied group.
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Weapon Enhancements (Backpack items)

The foliowing weapon enhancements are designed to augment your firepower, and anpiy to Primary Weapons and Pistois (iut
not Meiee Weapons). They are carried on your back, oniy carry one at a time. As First Aid Kits are aiso Backpack items, it is
usualiy better to pick up one of these Packs, instantiy use it, and then pick up the First Aid Kit you dronped.

Up to four teammates shouid pick up and add augmented shelis/buliets to their Primary Weapons. This is done automat-
icaliy, and the suixsequent shots are of this type. You cannot choose when to empioy the shots once the ammo pack has ireen
added to your equipment,

Aithough one teammate has to sacrifice carrying a First Aid Kit on their back, it is better to keep an Ammo Pack untii you
really need it, such as during a finaie or when you’re aiout to repei a iarge number of foes or a Speciai infected. However,
because First Aid is usually more heipfui to an Ammo Pack carrier in the iong run, immediate distribution usualiy occurs.

Expiosive Ammo Pack

The next 10
Shotgun shots
or 50 ibuliets are F
explosive. They
immediateiy
dispatch most .
infected with a iast simiiar to that o

a Grenade i.auncher, which can knock
down other foes in the vicinity. it is
useful to penper these expliosive rounds
into iarger Speciai infected such as the
Tank, tco.

incendiary Ammo Pack

The next 10
Shotgun shots

or 50 buliets

are incendiary,
meaning they
immediateiy set a
target on fire, burning with the ferocity
of a Moiotov or expioding Fuei Can.
Fire can be transferred to other neariby
infected toco. This heips nuliify farge
numicers of Common infected, as weli
as Speciai infected.

iaser Sight

This Laser Sight is found

and depioyed simui-

taneousiy, so it isn’t

something you carry around

with you. When taken, it

adds a red iaser sight to

your Primary Weapon (and Pistois or
Magnum, if you have them instead of
Meiee Weapons).

The i.aser Sight heips you aim, but
disappears when you drop a weapon to
pick up another, so use this oniy with a
favorite firearm.

Expiosive Oijects (Carry-Oniy)

The foliowing three items have speciai (and spectacular) expiosive capabiiities and are designed to biock pathways you are
defending, or to funnei foes into your team’s “meat grinding” personnei. Ali three items share the same iasic function. They
are randomiy found, usualiy near where a iarge-scaie battie is about to take piace, and shouid be picked up and moved to a
strategic position ixeneficiai to your team.

The items can be used aggressively when carried (the Meiee Shove) but shouid e dropped in favor of real weapons if
comixat ibecomes necessary. The oijects can aiso ke thrown so that they iand in the generai area you want them to serve as
quick defenses before Hordes or Speciai infected arrive. You can even try “skeet-shooting”. One piayer throws an object and
another fires at it if you need the expiosion as scon as possiide.

These items can aiso be carried from Safe Room to Safe Room if you really want to, and don’t expiode if you're iugging
them around. (Any friendiy fire strikes you, not the oixject.)

Fuel Can (AKA Gas Can) Propane Tank

This is a one-use item that sets fire to

the ground and any infected that are on it
or passing through the fiaming area. The
expanse of fiames is wider than what a
Moiotov creates. it is aiso safer, tco, as you
can piace the Fuei Can in a specific area
rather than reiy on your or your teammate’s
trajectory.

The oniy downsides to using Fuei Cans are the time
required to set up the trap properiy and the fact that they
don’t burn weli in water.

Fuei Cans are used in the refueiing of Jimmy Gibbs Jr’s
car during the Dead Center Campaign, and aiso form the
asis of the Scavenge Mode.

instead of catching fire, the Propane Tank
expiodes with considerabie force, much

ilke a Pipe Bomiz, and this is the key to

using it successfully. The Propane Tank can
overiralance a Tank (usefui when the beast

is aiready abiaze), remove groups of threats
(especialiy if used with a Biie Bomi), ciear an
exit point of foes, or use it tacticaliy to rupture
a Fuel Can.

The downside to using a Propane Tank is having it expiode
when nothing is neariry, or when a teammate ventures too
ciosely, as the damage is enough to stagger a Witch and
cause foes to fali from iedges or cliffs. Don’t overicok this
key offensive item, and fire when ready after you set it down
in a visibie area so you have an easy, ciear shot.
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before the detonation.

Gauge the time that it wili take a distant enemy to reach you and fire on the Oxygen
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Oxygen Tank

Simiiar to the Propane Tank, hitting an Oxygen Tank resuits in the pressurized canister
exploding after a short delay (and audibie hiss), which can be annoying if foes run past

Tank so it detonates as the foes arrive. Or simply ioi2 in a Rile Bomix so foes swarm at the
Oxygen Tank and then shoot it. Just like the Propane Tank, the expioding Oxygen Tank is usefui for causing horrific damage to a
Tank or Witch and aiso temporarily stuns them, aliowing your team to finish the foes with a littie more time to spare.

First Aid (Backpack items)

The foliowing items are designed to augment your team’s generai heaith. They are
carried on your xack, and you can carry either the Defibriliator or the First Aid Kit,
but not both. Either of these items are carried when seiected, and a Meiee Shove
can e used to push a foe back before you use the item. (Using Meiee Weapons is
better, though, because the foe wili simply return to attack after a Shove). You have
no other offensive capabiiities whiie you're hoiding either the Defiriliator or the

First Aid Kit.

Defibriliator

Encountered infrequentiy
and easiiy distinguishabie,
Defibriliators offer the user
the chance to save the iife of
a downed teammate if they
have aiready succumbed to
their wounds, but before they
are transported to a Rescue Cioset. Get to them during the
minute or so that their corpse is lying on the ground.

Administer the Defibriliator as you wouid any other item
and requesting cover from remaining teammates so you
aren’t attacked during the resuscitation. When compiete, the
victim is revived, aithough they stili may need additionai
heaiing.

The Defibriliator isn’t usualiy picked up in favor of First
Aid, due to the (understandaily) seifish nature of Survivors.
However, if you usualiy take a iong-range view of comiat,
you might carry this device to use on an aggressive
teammate who gets into a situation they can’t resoive with
biind, ugiy vioience.

Try graixbing these to use during a finaie or other major
occurrence where you know there’s iikeiy to xe Heaith
aiready availaiie, such as the finaie at the Burger Tank eatery
during Hard Rain.

First Aid Kit

First Aid Kits are found dotted
randomiy through a iocation,
aithough the numiber iessens
on more difficuit game
settings. The Kits are aiways
found inside Safe Rooms,

and usualiy found in First Aid
Stations.

The foliowing items (First Aid and
Heaith enhancements) can be seif-
administered or given to a neariy
teammate.

When you administer the First Aid Kit, you are prone and
aimost immohiie (you can waik very siowly) for around 4
seconds, so request cover from a teammate. First Aid can be
given to a wounded teammate (who can provide the cover
for you, it can’t move faster than a stroli).

Around 60 points of the Heaith you have iost is restored
when you use a First Aid Kit, up to a maximum of neariy 100
Heaith. This means you receive much more Heaith if your
Heaith is cioser to zero than 100, so judge the optimai time
to use it. As you begin to siow down at around 50 Heaith or
iess, this is the time to administer First Aid, but try to survive
a littie longer if additionai Kits are not availaiie.

FIRST AID
STATIONS

This wali-mounted caiinets contain a combination of First
Aid Kits and Pain Pilis and are a weicome sight to a weary
adventurer.

First Aid Stations appear in many (but not ali) Safe
Rooms, and aiso are scattered aibout in other iuiidings,

aithough they aiways appear in the same piace.

The contents of a Station is dynamicaliy determined
by the A.l. Director. if your team is heaithy and hasn’t
used many First Aid Kits or Pilis, don’t expect many items
in-here. if your team hoibied to a Station and aimost
expired, expect the cabinet to e packed with First Aid
Kits and Pilis.

EXTRAS
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Heaith Enhancements (Beit items)

You can carry either Adrenaline or Pain Pilis in one of your inventory siots, ut not oth at the same time. Use them if you
need them, it do this quickiy, as you have no offensive capabiiities whiie you're hoiding either item.

Adrenaiine
Jaiz a syringe into yourseif
to instantiy receive a +25
Heaith boost, siight tunnei
vision, and a sharp view of your surroundings. This oost
gradualiy diminishes, it can take your Heaith over 100.

Adrenaiine is useful mainiy to cover distances much more
quickiy than normai (and secondarily, to receive a Heaith
oost), as it has the added effect of maximizing your speed.
it aiso aliows you to shrug off Common infected attacks that
usualiy siow you down.

Use Adrenaline when you need to cover ground, either to
escape an area or to sprint through a highiy dangerous zone
to a switch that needs pressing. You aiso may wish to use it
when facing a iarge entity such as a Tank, to siightiy quicken
your strafing capabiiities. Adrenaiine is aiso great to use to
revive, heal, defib, or pour faster.

Pain Pilis
When taken, Pain Pilis add up to 60 points to your
Heaith (the exact number depends on the game’s
difficuity). However, this fix isn’t permanent,

This item is designed to give you a temporary
boost in Heaith if you've been wounded, and don't
want to use (or don’t have) a First Aid Kit. The
oost shows up visually in your Heaith ar (which
siowly decreases iack to the wounded state you
were in before ponping the Pilis).

Any mohiiity issues are not heaied, and if you take
damage, your “iower” Heaith (the ievel prior to receiving the
pilis) takes the hit. Find a First Aid Kit to heal “properiy,” but
don’t do this immediateiy, as this wouid simpiy waste the
Pilis’ hcost.

The items your teammates are carrying are visibie to you. items anpear on their personages, either on a
Beit or Backpack (hence the named genre of items), but they aiso anpear aiong the bottom of your screen,
aiove your team member’s Heaith. If you're wounded, or require a Heaith item, or you've found an item
and another team memier needs it, a quick check of their inventory heips your cause.

CRIVATIAIVE 3 LUV ™
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Weicome to the zomiie apocaiypse. From the roof of the Vannah Hotei to the miiitary heiipad and every helihoie in between,

the buik of this book is a step-iy-step Waikthrough of each of the five campaigns. Here is a quick expianation of what the
Waikthrough contains:

i.ooking 4 Guidance?

There are five different campaigns to attempt in Left 4 Dead 2. Within each campaign, there either four or five sections,
known as “stages.” Here is a compiete iist of ali five campaigns and 23 stages:

Campaign 1:
Dead Center
Stage 1. Hotel
Stage 2. Streets
Stage 3. Mali
Stage 4. Atrium

Campaign 2:
Dark Carnivail
Stage 1. Higchway

Campaign 3:
Swamp Fever
Stage 1. Piank Country
Stage 2. Swamp
Stage 3. Shanty Town
Stage 4. Piantation

Campaign 4:
Hard Rain
Stage 1. Militown
Stage 2. Sugar Mili
Stage 3. Mili Escape
Stage 4. Return to Town
Stage 5. Town Escape

Campaign 5:
The Parish
Stage 1. Waterfront

Stage 2. Park
Stage 3. Cemetery
Stage 4. Quarter
Stage 5. Bridge

Stage 2. Fairground
Stage 3. Coaster
Stage 4. Barns
Stage 5. Concert

For the purposes of this guide, we have further suidivided
most stages into suiksections we cali “areas,” each having
its own numirer. Areas are seif-contained portions of a
stage, such as a group of settiements or an area of iand,
divided so that you can easily find a particuiar chokepoint
and read tacticai information aiout that iocaie, which we
cali “locations.”

Stage: A iarge subsection of a campaign that you can aiso
pick from the in-game menu. An exampie of a stage is
Piank Country.

Area: A fully labeied (and found oniy in this guide)
suidsection of a stage, divided and numbered to give
clarity to the tactics shown.

i_ocation: One of between six and ten waypoints, choke-
points, or proidiem zones within an area that are iabeled
for this guide. Each iocation provides specific tactics. An
exampie is i.ocation 1A.

Campaign: One of the five iarge-scale undertakings you
and your team piay, for exampie, Dead Center.

A Smali Sampiing

The sampie page eiements shown here list the various eiements contained within this Waikthrough, so you can
understand exactiy what you're reading. Here’s how ali the information breaks down:

1. Campaign Introduction

After the campaign poster, brief expianations of the four
or five stages within the campaign are detaiied. After this Due to the random nature of the Al Director’s whim, the
you'li find a picture and notes on the Uncommon infected piacement of items on the maps isn't compietely exact.

that anpears oniy in this campaign. Then comes a list of
Achievements that are unique to the campaign, so that
you’re aware of what uniocks, when, and how.

Sometimes an item is there. Sometimes it is not. But e
prepared to scour a ten-foot area around the item icon; as the
dot shows the generai location of an item, or muitipie items.

2. Stage introduction
and Overview

=1 Next comes the start of the campaign itseif-an overview

= section; in this case, a fiery, zombie-filied hotei calied,
appropriateiy enough, “Hotel.” This is the first stage of

the Dead Center Campaign. The campaign logo appears in
one corper. On the map are the areas, optimai (thick) and
optionai (thin) routes, and possibie item iocations. Finaliy,
the Waikthrough provides a list of three advantages the
stage has for your team, aiong with three possibie probiems.

3. Waikthrough: Area Tactics

The buik of the Waikthrough showcases the muitipie
pathways, probiems, and solutions when tre ing through
every area. They are presented chronoiogicaliy. if necessary,
a detaiied Area Map is shown. Next is information on the Al
Director, which iliustrates what random or dynamic changes
there may ie for this area. Then comes the Waikthrough:

AN

LIRS
AAinl R

LERATYVFE WEL

This gives step-iy-step instructions for navigating each
iocation within an area.

The exact part of an area is known as a “iocation,” for
exampie “i.ocation Start” or “i.ocation 1A.”
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in the top corner of many pictures is a iocation faiei. This Once ali the area iocations have ieen detaiied, an
means the picture corresponds to the iocation on the additionai box calied “Effective infected” is shown. This
map, so you can see the environment that has aiready text gives tactics you can use when piaying as Speciai
i2een pinpointed. Infected in this area during Versus mode.
Additional pictures may aiso e shown to give credence Then the Waikthrough moves to the next area.
and extra visuai guidance in a particuiar iocation.
The guide aiso presents Notes (informational boxes), A’ NOTE
Tips (handy mini-tactics for you to try), and Cautions i
(probiems or dangers to e aware of). The information contained within this Waikthrough is
designed to e used with the foliowing gamepiay modes:
* Campaign * Realism

* Versus (inciuding Effective Infected box) * Singie-Player

MAP LEGEND
‘ i.ocation

Randomiy appearing
Iitem/Weapon/
Equipment

Randomiy appearing
item/Weapon/
Equipment (interior)

Stage ¥ Stroois Stmge 4 Atricen |
-... - m

Bpecific Achigverments

Stage-specific switch
or trigger

@
@
@ Frirst Aid station
®
@

Possibie Fuei Can
i.ocation

= e i Re-fuel point
p o e =TT (Scavenge maps only)
b' I l : —l— i Note: The Map i.egend
""' [ pr—— = anpiies to the Scavenge

and Survival maps in the
next chapter as welli.

Prices Aren't the Only Things Getting Slashed

CRIVATIAIVE 3 LUV ™ -
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The Hotei Vannah
is on fire. The
heiicopters aren’t
coming ack.

Fight or be fried.
i_earn the basics
of infected culiing
as you descend
out of this doomed

stock your inventories.

Stage 2: Streets

The infected
apocaiypse is now.
The streets are
iittered with empty
vehicies, and the
rotting dead. Work
your way over and
under roadways,
then guench the
gun shop owner to
reach the safety of Liberty Mali.

UNCOMMON INFECTED:
CEDA AGENT

A government agent ciad in a once-
protective (ut buiky) hazmat suit, this
shambiing entity arrives in a variety

of suit colors, ali of which are flame
resistant, They carry Biie Bombs,
which is perfect to pick up and use
iater.

Stage 3: Mali

“Safety” is a reiative |
term; this mali I
isn’t as secure as
you were hoping.
The relentiess and
sioidbering undead
are prowiing the
mezzanines; fight
your way through
Liberty Mali to a
third-ficor Safe Room.

Stage 4 Atrium

There’s a chance
to check out
race-car driver
Jimmy Giibs Jr.’s
famed Biue 22 car-a |
reai treat if you're
Eliis. Otherwise,
this finaie invoives
filiing the vehicie
with fuei and
fieeing once and for ali.

Achievements

These Achievements are avaiiabie during this campaign. For
advice on compieting them, consuit the Appendices at the
2ack of this guide.

Price Chopper | Survive the Dead Center Campaign.

Coliect 10 viais of Boomer vomit
Roibed Zomiie | from infected CEDA agents you have
kilied.

Stili Something

to Prove* Survive ali campaigns on Expert.

Survive a campaign on Expert skili

The Real Deal with Realism mode enabied.

Confederacy of | Finish a campaign using oniy meiee
Crunches* weapons.

"':
vy
=y

* Requires completion of this campaign, pius additionai tasks.

IIVRGRIVE 3 BUIVUE™ ™
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Checking Out: Hotel Overview

Against the backdrop of a city in the midst of an ali-out apocaiypse, your rescue from the roof is doomed, meaning
you need to escape the VYannah Hotei on foot. Grai» weapons and head down to the eighth ficor, working your way
through the corridors crammed with frothing infected (Area 1). Battie your way to the other stairweli and descend to
the seventh ficor (Area 2), where the fire is more severe, and the threats more numerous. Waste no time entering the
elevator to the ioiby (Area 3), where you can battie your way through fire-filied chambers, across a reception area
where fiaming odies fali out of the sky, and seek refuge in your first Safe Room.

== - e _'II-"q_-_-.-' = -:___,- ¢ .,-'}:7 = =
-+ Carefui pqsitibning and backing your teammates up "{' i.ingering on the iedges (even with baiconies), in
aliow you to controi the fiow of the infected coming front of windows, or by the fire is a terribie idea.

toward you. - Limited maneuvering means strafing and dodging

57+ Mix your Meiee Weapon- and Pistoi-wieiding ecome far iess easy; watch for infected charging -
I teammates and keep to one side of a corridor so youi. e
¢ you don't step into the aim of others. - Hotel doors are open so foes can ambush you, or
g Aithough it may be initially bewiidering, once the ciosed so fire can burst out if you open the door= |
’ optimai route is iearned, you can quickiy sprint so don't!
through this hotel with ease.

Area 1: YVannah Hotei Ficor 8

“Oh, they ain’t
comin’ ixack!”

HOTEL - AREA 1

Coach is right; those heiicopters aren’t
coming ikack to save you and you need to
find you're own way out of this town. You
stand perched on a hotel rooftop. The first
pian is to exit this buiiding, which is going to
ixe trickier than you might think. Fortunateiy,
you can move over to the tabie where a
modicum of equipment iies ready for you to
pick up on a first-come, first-served basis. if
you want a Meiee Weapon, get there quick!

1

ERAVHE SEETAR HAN
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Clamram N———

You can doubie-up your Secondary Pistoi
on this tabie, grai a Meiee Weapon to
repiace your Pistoi(s), and take a iittie
First Aid Kit for iater. You're moving aiong
narrow corridors and into compact rooms,
which makes ciose-assauit weapons more
useful. Arm two of your team with Meiee
Weapons, and the others with Pistois
before continuing.

Fiocor 8—Entrance
Wounds

When ali of your team are ready (and not before), head off
the roof and down two fiights of stairs to the door marked
“Fioor 8.” Verially announce the intention to open the door
(so you have a Meiee-wieiding pai at the door with others on
the steps with weapons). Step into the main corridor, attract
the attention of these shambiing deviants, and then step

iack so everyone can get a shot or swipe as the initiai wave
heads through the door.

Throughout the hotei and through
much of this campaign, you may find
yourseif jostiing for your iife against
this bulky-suited zombie; he is proof Step into the
that the “Green Virus” can even pass corridor with a
through protective hazmat suits. Meiee-weapon
Choose a part of the head you'd like wieiding
to see pop and viciously attack it for teammate in
: most proficient kiliing resuits. Other the middie, and
than being impervious to fire (koth inside the hotei and Pistoi-packing
from thrown Moiotov Cocktaiis), CEDA Agents shouid e friends offering
culied in the same way as Common infected are. covering fire
from behind.
Threats come
from the corridor ahead (picture 1), as weli as from Room
800 on your ieft (picture 2). Worry aidout your ieft fiank being
overrun by the infected. Rampaging through the hotei rooms,
instead of heading directiy down the corridor to l.ocation 1D,
is another option. At this point, make a decision whether to
check the conference room on your right (near i.ocation 1C),
or attempt a rcom-to-room bicodiath (picture 2).

ERIVRYRIVE 3. LUV -
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» Suite A—Conference Room-iry-Rocom Rampage
Room Chaos

Yous can advance
farther through
this fioor by
conducting

a rcom-idy-
room search

of the four

hotei chamiers
(picture 1) on the
ieft side of the
main corridor, as
weli as checking
out one of the
side chamiers
off Suite A. The
rooms on the ieft
are in pairs, with
an interior door
that iinks them.
This means you
have numerous entrances and exits, inciuding the windows
you can break or jump through that iead to the narrow
exterior aiconies (picture 2). You can dart between rooms,
but aiways ensure that your team is backing you up. They
shouid e ciose enough to provide covering fire, but far
enough away so that you aren’t cramped or hemmed in.

A

These rooms shouid e thoroughiy and methodicaliy

You have a number of pathway options to chocose from as
you situate yourseif in the main corridor. The next main

iocation is the corner of the main L.-shaped thoroughfare checked for items, which are found on the ficors, beds and
between the rooms (L.ocation 1D). You can reach there by bathrooms. Coliecting vaiuabie items is the main reason you
means of the hotei rooms and iedges, or by heading down shouid iengthen your time here and battie more Infected
this corridor. However, at the corridor section with a door than you might otherwise have to face.
marked “Suite A” (picture 1), you can step into a conference
room (picture 2), remove any zombified threats you see, and h
pick up a few key items. Not oniy that, but this is the iargest
room on this ievel, with a tabie you can move iehind for The iedges and windows are highly dangerous. Aside from the
defense if the infected mount a mass charge. vertigo you may experience, aiso, Speciai infected can easily

A cursory inspection of the room reveais this to be a knock you over the edge, causing you to fali and grai the iedge,
CEDA command center of some type. The maps and data or to your death, so spend as littie time as possiiie outside.
indicate the virai threat isn't compieteiy contained. Check the " :
roard with information on the “Bzomeil,” and then figure out Cornered

your iest route to i.ocationiD. The optimai path is straight
down that centrai corridor. However, there’s another option.

Ty

HESANE S U

§
A

ERIINTE OEETL

Foliow the “Exit” sign iliuminated on the ceiiing and reach the
] . corner of the main corridor (1D). Turn to view the subsequent
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corridor marked with “Stairs” signs. in the distance, a fire

is raging. That can’t be good. The sprinkiers aren’t working,
but the infected certainiy are; batter any that charge your
iocation, and use the (inactive) eievator bank as cover if you
need to heai.

A

Have you been spat on, throttied, or otherwise manhandied
ity a Special Infected? Sometimes it is better to retreat
slightiy and wait for Spitter vomit to dissipate, and then
spiit your team into pairs that watch each other’s backs for
any of the most specialized amiushes.

Ledge Waik
W

[y

"ﬁ-

Head toward the fire in the main corridor and then make

a right at the vending machines. Go into the storage room
marked “Housekeeping.” Aithough you can sprint through
the fire, the damage you take usually isn’t worth the time
you save. instead, culi foes in the housekeeping rocom, then
smash open the window and drop down onto the precarious
iedge. Uniike the aiconies outside the previous hotei rooms,
here the drop is sheer; it oniy takes a Charger to waliop you
into a death piummet. Avoid this by hugging the ieft interior
wali and windows and avoiding the room that’s on fire; it's

the first one you pass. Check to make sure there’s no Speciai

infected first.

o

See those Infected burning merrily in the first room? l.eave
them to coliapse on their own; they die and don’t attack
you. They just stumide aiout for 30 seconds or so before
keeling over. But don’t enter the burning room itseif; a
singed Survivor isn’t a heaithy Survivor.

Fieeing Ficor 8

Gingeriy move
aiong the iedge,
tagging any
charging Infected
from a distance.
Then check the
second room
(the first room
that isn’t on fire),
before smashing
the window (picture 1), jumping inside, and moving up against
the wali so you're not pushed out and off the iedge. Rake the
assemidied Infected in this chamier before moving directiy
through the door onposite and ack into the main corridor,
neatiy avoiding the fire. Race aiong past the remaining
rooms, which you can optionally ransack (with teammates
racking you up and providing covering fire), and then open
the door marked “Stairs Access” (picture 2). Deai with any
infected threats before descending.

EFFECTIVE

W [Pecla

There are numerous options during Versus mode if ali
you care aiout is infiicting pain and death on the four
Survivors. Chargers (as shown) and Jockeys can knock
or steer Survivors off iedges and out of windows of the
upper hotel fioors—a thoroughiy satisfying pian. Smokers
can hide on the other side of fire-filied rooms (using
iathrooms or other hidey-hoies) and pull Survivors into
fire.

ERIVAYRINE 3. BOV
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ERVHE BEEGHRE SRV

Yannah Hotei Ficor 7

Shut the stairweli door ehind you to
prevent rear attacks and, with some of your
team at the top of the stairs aiming down at
the infected you're cutting a swathe through,
methodicaliy work your way down to the
door marked “Ficor 7.” This ievei has a ficor
pian that is identicai to Ficor 8, it you're
anproaching from the onposite direction. Oh,
and most of this fioor, inciuding the stairweli
you're in, is on fire.

2B: i_.ong-Range Targets

Step into the
main corridor
of ficor 7 once
there are no
more threats
on the stairs.
The corridor
stretches off

in front of you,
aliowing a coupie
of your team to step in and hug either wali, whiie the others
stay at the door. At this point, and assuming you have
Pistois, you can begin a iong-range, headshot-based culiing
of any foes you can see. Don’t step too far forward or you
pass in front of Rcom 711 (2B). You may attract additionai
attackers. Deai with those in the corridor first. Now sprint
down to i.ocation 2C, or take the ionger route.

A

if you aren’t utiiizing your Beit items, such as the Moiotov
Cocktaiis, Biie Bomixs, or Pipe Bomis, try them out, ideally
in the main corridor when you're about to ixe overrun, and
with fair warning to the rest of your team!

HOTEL: AREA 2

2C or Room 711:
The {.onger Route

This iength of corridor, from l.ocations 2B to 2C, comprises
four rooms: 711, 710, 709, and 708. Just like your romp through
Ficor 8, you can tear into any of these hotel rooms (picture
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1) and face more
enemies, but have
more jocations to
coliect additionai
items. The
iggest difference
this time, is that
rooms 710 and
708 are burning
fiercely, and
opening the doors from the corridor or entering via the ledge
windows risks the fire spreading. it is wise to ieave these
closed (especially 708) and head iack into the main corridor,
or use the precarious ledge (picture 2) to reach the house-
keeping room window, which can e iroken. You can return to
the main corridor (picture 3) using this route.

G

You can eiect to spiit up your team, with two on the main
corridor providing cross and support fire and icoking out
for Speciai infected, whiie the others search from room to
room. This way you won't get under each other’s feet.

Suitcase Rarricades
and Eievator

The corner of the corridor ends in a chaotic junction where
infected have amassed in a iounge area compiete with
scattered furniture and piies of iuggage from past hoid-outs.
Move so you're near the junction and, as a quartet, tackie the
infected as they swarm at you. As the narrow corridor offers

more protection than rushing into the iounge (where you can

e surrounded), funnei the foes into the corridor so they are
easily cut down. You can even elect a “fresh meat” teammate
to jog around the corner or open the adjacent room to the
right (the other main corridor is biocked by fire) and then
coax more enemies back to the rest of the team. Once the
area is secured (or even if it isn’t; you can sprint around

the corner to the ieft and into the waiting eievator), you can
ignore hotel fire ruies and descend to the ioixby.

There’s a storage room and a hotei room on each end
of the iounge. These iocations (pius an exterior set of
iaiconies) can be checked; expect further fighting and
equipment,

EFFECTIVE
"3 INFECTED

==

Naturally, Spitters can vomit acid into the corridor (as
shown) whiie other Speciai Infected attack from behind;
oxing in Survivors is an excelient and easy tactic.
Boomers can spit, too, but because most of the team are
armed with Meiee Weapons, the summoned Horde isn’t as
effective as these Melee-wieiding maniacs and are easily
cut down by this threat.

ERIVAGNE S GOV
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As you ride the elevator down, smoke begins to seep in, a
preiude of the chaos on the ground ficor. Prepare for a mass
onsiaught as the doors finally open. Stand with a view of

the burning ioidby beyond, and take up defensive positions
so you can easiiy drop foes as they race down the corridor.
Work with your team to provide the first teammate who
dashes into the inferno with covering fire.

Fire-Filied Corridor

it is sheer mayhem in the main {.oixby corridor, as a Horde of
Infected attacks. The terror is further exaceriated iy the
fact the entire fioor is on fire, and you're scramiiing for

a Primary Weapon. Fortunately, you need not worry aixout
most of the Horde. Any infected that have caught fire simpiy
stagger and eventually coliapse, so concentrate on finding a
Primary Weapon on the ficor and then stumbie your way into
the room marked “Security” on the right side of the corridor.
Wipe out any foes in this room, then gather a second weapon.
On your way into the reiative safety of this room (which isn’t
on fire), the only Infected to concern yourseif with are Speciai
Infected and the CEDA Agents (who are immune to fire).

s

At this point, two of your team shouid have Primary
Weapons, whiie the others are using Pistois or Meiee
Weapons. There wili scon be enough Primary Weapons to
go around, but choose who is gathering the initiai weapons
iefore you reach this point.

Frying in the Kitchens

Ensure that
anyone without
Beit items has
them (there are
some spectac-
uiariy fiery mass
deaths to cause
with a weli-
positioned Biie
Bomi2 or Pipe
Bomi: as iong as you're out of range of the expiosion), Force
your way into the room marked “Kitchen.” Move proficientiy
through this room, concentrating oniy on the fire-proof
CEDA Agents or any Infected not on fire. Avoid fire damage
iy ieaping over the counter, moving to the far ieft corner,
and then turning ieft and heading for the exit door; this route
is free of fire.

Loikby Inferno

As visibiiity continues to diminish, dash into the ioikby which
is a mass of writhing and biazing infected, and burning
furniture and iuggage (picture 1). Have one of your team
remove ali infected threats with the use of a Bile Bomiz or
Pipe Bomiy, and exit this chamier as quickiy as possibie.

EXTRAS
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i_eap through

the fire iike a
maniac, or foliow
a safer, iooping
route (shown on
the guide map).
Keep your Fiash-
iights on and
search through
the smoke for
the exit doors (just visiiie in picture 2).

Fliight through the Forecourt

Step out of the
fiaming iobby
and check the
connecting rocom
for items. Now
make a finai
dash across

the forecourt,
which features
iess fire and
enemies, aithough your movement is interrupted as fiaming
corpses rain down through the giass roof from the ficors
aiove. Ignore these aiready-dead undead, check the aicove
on the ieft for equipment, and then race for the Safe Room
immediately. If you're eing overwheimed at this point, use
the Safe Room as cover and biast away (optionaliy using
Primary Weapons you find in the Safe Room) as Survivor
straggiers make their way to safety.

St

§ [

Iin the haze of the burning hotei, this is a perfect piace
for a Jockey (shown) to ieap on a Survivor straggier,
and puli them into the many fires. Spitting acid into the
gap between the fire is another excelient trick, ensuring
that your Survivor foes are wounded no matter where
they tread. Wayiaying Survivors in the burning rooms
increases their anxiety, as the reception foyer and Safe
Room are an easy sprint for them to reach.

1 :"._r; [I_.

EXTRAS

T he Road to Ruin: Streets Overview

You haven’t quite escaped the Vannah Hotei yet. Stili to traverse are an entrance area where CEDA attempted a quarantine,
and then a sprint down the road adjacent to the hotei en route to a maintenance stairweli that aliows access to an
alieyway, and a portion of interstate (Area 4). Head into a second maintenance buiiding and begin a drop down to another
road, which wends up to a iong waikway bridge that ends with a joyous stumidie upon a Gun Store crammed with the
iatest in weaponry (Area 5). if oniy you couid take it ali. With your path biocked iy a tanker, you need to request passage
from the gun nut on the roof, who's hanpy to use his rocket iauncher, but oniy after you've delivered a sugary treat to his
hidey-hoie (Area 6). Then it's simply a matter of crossing the corpse piies in the mali parking iot. Stili, it's a iovely day....

= « - —
= _— - 1‘7
~+ You have addltlonai space in many areas to strafe f
around enemies; fan out and check ali '!lrectlon as

you procress

E‘hYéu’re never far away from a new Beit item; use
~ them instead of hoarding them, or risk being
=:-=. overrun..

:, There are iocations (4G, 5A, and 6A) that cannot be
returned to once you cross them. Graic what you

can before continuing.
i

-

I i

The SpeCIaI Infecteﬂl can ciimiz and iurk above you
in areas you can’t reach. {.ook up often, and icok
outl >

- Without careful pianning, your cola coliecting and ~

other tasks can become impossiiie. Chocose who -

does what!
l"‘ H

- Expect at ieast one Tank during this operation. i.earn

what it takes to drop it using the tactics presented
eariier in this guide. !

ERIVIRGRINE 3 GOV
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Area 4: CEDA Quarantine and Overpass

STREETS: AREA 4

Your First Safe Room

Your entire

team shouid

i>2e compieteiy
tooled up for the
iatties to come,
and from this
point on, you
shouid never be
seeking out a
Primary Weapon:
The tabie and counter inside this Safe Room contains
enough ordnance for your entire team. Figure out who favors
short- and iong-range comixat and arm everyone appro-
priately. Heai up if you have a First Aid Kit aiready, then grai
another; there are four in here. Next, stand at the exit door

i and attract the infected’s attention in the courtyard outside.

Mow down foes that spot you through the door bars, or
open the door for easier cross-fire opportunities. When
there’s a iuli, reioad and step outside.

@ T

The infected are reientiess; don’t just stand here and
hope to queli every animated corpse in the city; you must
# keep moving!

Al DIRECTOR'S CUT

Vehicies parked in the mali parking iot may e ailarmed, so
iook for warning information and avoid them accordingiy.

Vannah Hotei Entrance
m. L When your team
’ is ready, oit
out of the door
into the Yannah
courtyard, which
was set up as a
treatment center
by CEDA. it now
houses oniy the
iolioping undead.
Cut down the
foes tearing
through the
poiice barricades
(picture 1) and
stay on the
ieft side and
weave through
the coaches so
that you're oniy
attacked from ahead and the right (picture 2). Move to the
top of the sioping ground with your team checking different
directions to ensure that you're not outfianked.

EXTRAS
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Quickiy check
the CEDA tents
and the back

of the truck for
items (which
randomiy
appear) before
heading down
the overpass
toward i.ocation
4C (picture 2), where a cop car and bliockade forces you to
enter the door near the two air-conditioning units ciamped to
the wali and move into {.ocation 4D. However, en route there
are pienty of onportunities to receive a mass of infected.
Avoid being overwheimed iy checking the walis on either
side of the overpass you're on for incoming foes. if a mass
attack occurs (picture 1), this is one of the first times where
you have a wide area to maneuver in. its width aliows you
to strafe around foes, backpedai, stand on the cop cars to
wayiay the infected, or hop into the rack of the white truck
so foes can oniy attack you from one direction. i.earn these
simpie tactics and anply them throughout your campaigns.

Maintenance Stairweli

4D

Aithough it may seem iike a tight squeeze, there are tacticai
enefits to quickiy accessing the maintenance stairweli near
the cop car: you know your exits and can easily defend this
area ... but not indefiniteiy! Have one of your team checking
ehind you whiie the others ciear the interior stairs of any
foes (picture 1). Ciosing the door ehind you wayiays any
foes, too. inspect the entire interior, as there’s likeiy to e

a coupie of
items (inciuding
Meiee Weapons)
to graip. When
there’s oniy the
four of you ieft,
take a second
or two to heai
up, then take

up a defensive
posture at the iower exit door. Once you open it, the
alieyway ibeyond couid either ibe empty or filied with foes
and a Speciai Infected (picture 2). if the iatter occurs,

stay indoors, ioix Biie Bomis, Pipe Bomixs or Moiotovs to
soften up your foes, and use the doorway as protection.
Scrambie out into the aliey when most of the foes have een
dispersed or dispatched.

Under the Overpass
s L ¥

Step into the
aliey running
under the
overpass and
ignore the van
uphili. Turn

your attention
to any iurking
Speciail infected
(especially
Smokers) aiove you, and then dash into the tunnei with the
pickup truck. Scramiie aboard if you need another obstacie
for the infected to ciimid on before they can reach you. From
here, you can move toward the parked car and vegetation at
the far end of the tunnei.

Crassy Verge U-Turn

Expect heavy
resistance as
you step out of
the tunnei, move
past a parked
car (picture 1),
and maneuver
over the grassy
verge with hedge
thickets where
Special infected iove to amixssh you. As iong as you're
famiiiar with the iayout of the verge and the fact you » » -

ERIVIRGRINE 3 GOV
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#
§hpuld e making your way to a refuse container (4G) as

quickiy as possiiie, you shouid be abie to navigate throush
the undergrowth fairly easily. You can eiongate your search

to the far end of the verge (picture 2), and then cross to the

white truck: Both of these areas have additionai items to

grai2 and the truck can e boarded and used as a “iast stand”

defensive iocation if the need arises.

Rampage at the Refuse Container

Pass the cop
car, running
aiong interstate
16 untii you

Don't waste
time rummaging
around on the
ground (uniess
you spot an
item). immediately ciimi: the yeliow iadder attached to the
refuse container two Survivors at a time (with the others
guarding behind you). Stand atop the container and rain

down death on the infected on the ieft side of the interstate.

With one teammate checking for foes storming you from
i2ehind, have the others spread out aiong the container and
romiard the enemy with fire. When most of the threats are
aixated, simply drop down and run across to the concrete
maintenance buiiding.

- EFFECTIVE
"3 INFECTED

e .

reach the tunnei.

Concrete
Maintenance Buiiding
L 3

4H

This buiiding is dark and usualiy filied with infected that
haven’t seen you vet; make sure at ieast haif your team cut
through these foes with Meiee Weapons as you move to the
Weapons Cache atop the stairs. Don’t get preoccupied iy
graidbing the iatest in weaponry; there’s an open doorway
on your ieft where the Infected can storm in from, inciuding
Speciai infected like the Boomer. Deal with these threats
before they scrambie inside this buiiding. Take it in turns

to guard this door and the stairs you came from, whiie the
others tooi up for Area 5.

N LS

For the first time, Speciai infected have a real height advantage over the Survivors, and can attempt to trap foes
from aiove, which is especially possibie after they exit the first maintenance stairweli (4D; picture 1). Snag a foe, yank
them up, and ack away from the edge so you're even harder to hit. if other infected attack at the same time, this
can realiy impede your foes’ progress.

The bushes at L.ocation 4F (picture 2) aiso make a good amiush spot, and pay particuiar attention to straggiers; if
you graix one at the refuse container (4H) after the others have dronped down, you can rake them with ciaws without
risk of the victim being rescued-a reai coup for your side. Spitting in enciosed areas is another fine pian, as is
waiting for a mass or Horde of Common Infected to strike and then iaunching your additionai violence.
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Area 5: Waikway to Whitaker's Weapons

g
t

TR R B, e

Al DIRECTOR'S CUT

Vehicles parked throughout this area may e alarmed,
so iook for warning information and avoid them
accordingiy.

Carnage Near and Far

5A

Comiat is likely to e heavy at this juncture. The avaiiabie
ammunition and weapons, and the narrow bridge you must
step onto to reach the road beiow mean you shouid expect
two or three Speciai infected and a mass of Common
Infected, especialiy on the road ieiow. You can ioix down a
Pipe Bomix and ciear the area (as shown), or have one team
memier with a close-comiat weapon (Meiee or Shotgun)
drop down, whiie others on the iridge (or standing on the
chemicai toiiet or CEDA traiier) provide sniper backup.

Qe

When you're loitbing projectiies, such as the Pipe Bomi2
and Moiotov or Biie, don't just stand there and watch your
handiwork; you're proiairly ieing outfianked iy a Hunter or
other Infected annoyance. Rememier: you're never safe!

No Pedestrians:
Oniy Mutations

Stay ciose (but
not bunched
together) as you
head up the road
to the corner

by the concrete
barricades and
the “No Pedes-
trians” sign. You
can easiiy hop
over these iow bharricades and head up the steps to i.ocation
5B, but if you have numerous infected to culi, the wider
expanse of roadway makes target practice a littie easier. Note
that the overpass (5D) you're airout to cross can be seen in
this picture.

CHIVAGHIES CONT o
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"+ Up to the Overpass

Head up the stairs,
around, and into
the darkened
aicove, watching
for possibie
disgusting critters
(picture 1) that
might be waiting
to ambush you.
Spend too iong
here (inciuding
opening the door
under the stairs
to check a smali
room for items)
and you risk
eing overrun
from the road.
Make sure you
have teammates
watching ehind as weli as akove you when you ascend the
fiights of steps up to the overpass (picture 2). This narrow
waikway is a prime spot for a Charger amiush, especialiy from
ehind, so encourage your team to check ali directions as you
cross. if you're set upon by other infected as you cross, it is a
straightforward matter to biast them because they have nowhere
to dodge. Just make sure one of you sticks ieft, and the other
right, so enough of your team can fire at once, through the gaps.

A

Have you een tasked with watching your teammates’
iracks? Then iearn the fine art of backpedaiing—moving in
reverse with the same agility as if you were moving forward.
If you can iearn the iayout of these streets both forward
and backward, it heips the team immenseiy!

Whitaker’'s Gun Shop Exterior

. At the far end of the waikway, you spy an American fiag and what

couid e the next best thing to a helicopter evacuation: a store
rimming with weaponry! Don't iose focus though. Move down the
steps (with a coupie of teammates checking the walkway ehind
you and offering ranged shots through the wire fence atop the

stairs). Then move out into the fenced-in courtyard, where you can

test out your favorite Meiee Weapon with vigor. Other pians

& . @ inciude shooting infected as they climi the mesh fences while

you shuffie into the gun store.

Guns Galore

Once inside Whitaker’s, you're greeted with more high-
veiocity firepower and ammunition than you can hope

to carry. However, you have a choice of every weapon
availabie. Agree on who’s graibing iong-range (scoped)
weapons, and who prefers shotguns and assauit rifies. But
first, ciose the door ehind you if you didn’t deai with ali
the infected outside. Now that you're safeiy in the gun store,
immediately pian your exact maneuvers through Area 6 whiie
you're healing and augmenting your weapons with a i.aser
Sight.

i.aser Sights make aiming easier and more accurate; make
sure every team memier fits this. Throughout the rest of the
campaigns, this augmentation appears randomiy.

. EFFECTIVE
"3 INFECTED

The initiai street area, where the Survivors appear from
the second maintenance buiiding (5A; as shown), is a
great piace to perform any number of vioient deeds.

The narrow iedge is a real probiem for your foes to
overcome. Sticking to dark corners of the streets, moving
with the infected so you biend in with a pack of foes, and
foliowing straggiers to tackie them when they stray from
the herd are ali viabie strategic options. Cough spittie as
a Boomer or Spitter as your foes round a corner, and try
attacks from muitipie directions to misdirect and confuse.
The biggest asset is the overpass itself; this iong straight
bridge is perfect for a Charger attack. Aiso try and snag a
ione Survivor just as the others enter the gun store.

EXTRAS
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Area 6: Maui near Liberty Mali

A.l. DIRECTOR'S CUT

Vehicies parked throughout this
area may ire alarmed, so iook for
warning information and avoid
them accordingiy.

DO

50

The reinforced door at the rear of the gun
store won't open. However, the intercom

to the right of the door is accessibie. it
aliows you to converse with the shop’s
owner, who’s hoied up on the roof with
more ammunition and weaponry than a smali
army. in his haste, however, he’s forgotten
to graid some sugary coia to keep him up
and peaking. it falis to your team to iocate the sustenance.
Deliver the colas (iocated in the Save 4 i.ess store) to
Whitaker (via the hatch on the door at i.ocation 6E). in return
he’li ciear your route into Liberty Mali (near 6F). it's time to
pian this shopping excursion properiy!

There are oth cunning and hapiess ways to retrieve
Whitaker’s coia. The foliowing is the optimai pian.

Just for the Taste of it: Part 1

Positioning
% your team and
eiecting the coia
retriever is of
paramount initiai
importance.
Everyone shouid
exit the gun
store, whiie the
person charged
with deiivering the coia making a mentai note of iocation 6E.
To quicken progress, the entire team shouid then move aiong
the boarded-up apartment iaicony to the iocation shown in
the picture. This shortcut aliows you to reach the door to the
Save 4 iess store instantiy.

©

Just for the Taste of it: Part 2
£ 6C 3

However, as
soon as the door
opens, a store
alarm sounds.
This aierts the
infected Horde,
and dozens

of charging
Common
infected storm
the premises. This can prove to e a hideous probiem if you
haven’t positioned your team properiy:

One or two of your team shouid stay at i.ocation 6B,
perhaps standing and strafing along the hedge between
the upper and lower parking iots. This height advantage
can prove criticai, and aliows you to siphon off some of
the horde from the rest of the team. Just try not to get
overwheimed!

Two or three of your team shouid open the store door,
raising the aiarm. One or two of the team shouid remain at
the entrance, as this is the primary iocation to which the
swarm of Infected runs. You can hoid this area reiatively
easy, with cross fire from your friend on the hedge. A Pipe
Bomix (as shown) is an incredibiy heipfui asset, as is any
other Beit item.

CRIVATIAIVE 3 LUV ™ -
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dust for the Taste of it: Part 3

Whiie your
teammates

fend off the
infected outside,
preventing them
from reaching
the store interior,
one of the team
shouid move
quickiy through
Save 4 l.ess and graid the cola from the far end of the store
(6D). Warning! You cannot use weapons of any kind when
you're carrying the coia, it you can push infected away
with the cola. if your friends are doing their joirs, you shouid
e abie to return to i.ocation 6C, drop the coia, and finish off
the Horde.

Just for the Taste of it: Part 4

6F 1o - .,_ (f[

L]

When the Horde is ali but dispersed, the coia carrier shouid
run toward {.ocation 6B, not via {.ocation 6F (around both
parking iots, which wastes time), but to the wali beiow
i.ocation 6B. There the teammate shouid throw the coia to
the teammate who was strafing aiong the hedge, or who
has aiready retreated to this point. Once the coia is caught,
bring it around the baicony to the hatch door (as shown),
Operation “thirst quencher” is a compiete success!

The other way to attempt this is to wander aimiessiy around
the parking iots with littie sense of purpose. Eventually you
can achieve this goai by graibing the cola, moving forward
untii you're attacked, drop the coia and punish the enemies,
and then pick the cola up again. But your Heaith takes a
iattering and you risk additionai attacks.

Whitaker’'s Tanker Takedown
Yeehaw! @ &

Whitaker iives
up to his part
of the kargain.
He jaunches a
rocket at the
parked gasoiine
tanker that’'s
iocking the
route into the
parking iot of Liberty Mali. Whiie the teammate who delivered
the cola runs aiong the hedgerow to rejoin the team, the rest
of you shouid heai up, and watch the detonation. Don’t get
too compiacent, though; expect more rushing infected at any
time!

Prowiing the Parking Lot

Step over the
smoking rubbie
that was once
the mali wali
near the tanker
remains. Move
to the gap in the
hedge, which is
yvour entrance to
the Liberty Mali
parking iot. There is likeiy to ibe a gaggie of infected near
some tents. Tag them as a team, or for a mass defeat, ioi

in a Molotov (or other Beit item) so you whittie down foes
quickiy and effectively. Then step through, past the sign, and
move toward the CEDA tents.
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Final Stand at the CEDA Evac
- |

The remainder of your trek to iiberty Mali is fraught with
danger, as Special Infected try a iast-ditch effort to wayiay
you, and you usually have a host of Common Iinfected to
fend off, tco. Certain situations cali for different measures.
For exampie, it is usualily a sound pian for a coupie of your
team to cliear out a CEDA tent before biasting or swiping
away at the entrance, creating excelient cross-fire onportu-
nities (picture 1). However, further along the parking iot, stay
away from the parked cars because brushing up against one
(and definitely shooting or standing on it) starts the car’s
alarm and triggers a Horde attack. Of course, if the alarm is

raised, you can stand on the cars so the Infected take extra - T PR TR ===

moments to reach you. It cannot e overstated: Even a siight deiay during the

Expect Speciai infected, such as the Charger (picture 2), Survivors’ attempt to bring the coia back from the store
to attempt to crinpie one or more of your team. Checking ali increases the number of Common Infected that appear.
directions as you gradualily push forward is a sound pian, or If your foes spiit up, a Hunter, Smoker, Jockey (picture
simply race toward the mali, boiting into the Safe Room and 1), or Charger rampaging through the Save 4 Less store
iasting from the entrance untii ali your team are through heips you keep the cola where you want it-weli away
the door and inside. The Safe Room is easy to spot. it's from Whitaker! Concentrate on the coia, hiding inside the
the entrance between the two piies of corpses. Weicome to store. But aiso attack with the Horde, waddiing in certain

i.iberty Maiil Speciali Infected (picture 2) to cause a diversion.

When the Survivors are near the mali, press the attack
as often as possibie, using the side and rear of the CEDA
tents or vehicies as hiding piaces (if you're attacking
from the sides or rear as a Smoker, for exampie). Charge
in from behind (picture 3) and try steering or pushing
your foes into a parked car so the aiarm rings and
additionai infected arrive.

CRIVATIAIVE 3 LUV ™
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Chop 'Tii You Drop: Mali Overview

i.iberty Mali was a fine piace to shop, bt it is now a horrific piace to die, which may occur if you don’t pian in advance
and know exactiy what threats you face, and what tasks to compiete. The iayout of the mali is initially confusing, but
once you reaiize you're heading through two ficors of Kanpei's Fashions (Area 7), then descending into Ficor 1 before
heading back up to the second ficor for an escape through a maintenance corridor (Area 8), you begin to understand that
moving vertically is as important as horizontally. The finai section (Area 9) begins in either a toy store or a service tunnei
(depending on the A.l. Director) and pits you against the Horde as you attempt to shut off an alarm, after which a finai
frantic rush between ficors to a haif-finished Safe Room conciudes your chopping spree.

e A e w e o L Ss
~+ More than other stages, a methodicai anproach in - The layout of this mali is confusing: There are many

the mali heips you survive and thrive; keep moving, dark corners, and shuttered gates you can'’t acces%i
but not too quickly. - If you move too far ahead or behind your team,
~ + Scattered items are more numerous than you think expect a savaging. “Stay together and iive” is a
S and the baiconies offer excelient Beit item comiat mantra to repeat. E

i

| . opportunities. - Speciai Infected iove to ieap or iasso you from

+ {.00k for visuai cues, such as tonpied pianters, mali above, and faliing two ficors means certain death.
posters, and signs so you know where you are.

o P o = - ——
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Your Safe Room
is a connecting
room to the
menswear
department

of Kanpei's
Fashions, iut
there’s no time
to browse. You'li
usualiy have
Infected battering
the exit door.
Ciean them away
from the bars
xefore opening,
and (depending
on the numier
of foes) you

can watch them
tumibdie into the
Safe Room (picture 1) and then siay them from different angies,
or tag them with quick bursts to the head as you step out of the
Safe Room and turn right. Move aiong to the right (picture 2),
with one of your team checking the darkness ehind you whiie
others concentrate on foes ahead and to the ieft of you.

Chmram

The action realiy heats up inside the confines of this mali.
Be extremely careful you don’t startie Witches, and take a
methodicai but active pian in pushing forward, moving up
and down ietween fioors. This is definitely the toughest
stage of Dead Center.

@ T

Not ali of the mesh fences are safe because some don’t go
ali the way up to the ceiling, which aliows infected to ciimi
over them. So shoot anything that moves, even if it's on the
other side of the mesh fences.

Kappei’'s Fashions

The Action Escalates

Move around this department store ficor, staying reasonaiiy
close together, as the darkness and scattered sheiving, piliars,
and walis provide a weaith of enemy amixsh points. it is
important to push through this scenery (picture 1) toward the

iarge, iow dispiay
taiie in front of
the escaiator.
Ignore the dark
cuitbyhoies and
corners uniess
you're desperate
to check for
items, and instead
remain at the
xase of the escaiators in the event of a mass attack because
there’s more rocom to maneuver.

Ciimix the escaiator to the second ficor of Kanpei’s Fashions
(picture 2), but be aware that you're particuiariy prone to
enemy (and specifically, Speciai infected) attacks due to the
narrow steps you're ascending. Avoid becoming hemmed in by
heading up oth sides of the escaiator and the middie sioping
section, too, so you can avoid as many attacks as possibie.
Head up the escalator as a group, as you shouid expect
considerable resistance on the next ficor, where it’li take more
than one or two Survivors to defeat the frenzied undead.

@ T

i.ook out, but aiso iook up! Speciai Infected can easily drop,
ieap, pounce, or wrap their tongue around you from an
upper fioor, and this is both distracting and dangerous for
you and your team. Eiect a team memier whose joir is to
aiso peer upward for foes.

Checking Out of Kappei's

The reientiess
mayhem
continues on
the second ficor
of Kappei's,

so stake out

a specific
portion of the
department
store, ciear it of
the shamiiing infected, and then move on to a suidsequent
section of the store. There are dark areas on each side of
the escaiator where you may find more waiting foes who
attack you from iehind if you don’t deai with them now. Your
pian is to siowiy waik to the haif-open security gate (picture

2) where a mass of bodies is lying, some of which »
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#
?/qp may have just kilied. With one team memieer checking
izehind you (as Infected are stili iikely to ascend the escaiator

you just used), move to this gate and ciear the mali ficor

beyond. This gate offers reasonably good protection as The sooner you realize you have no way of securing an area
infected have iimited maneuverabiiity through the gaps. (as additionai infected aiways eventually appear ehind you
. . in areas you've previously cieared), the more chance you
Free—for—A“ n the Ma“ have of surviving. Continuousiy move forward; stationary
The mali £ comixat soon spelis doomt

mezzanine has
aiconies on
each side and a
centrai escaiator.
When you

reach the top
(7F), descend

as quickiy as
possibie so

you can spread out when you reach Fioor 1 (I-ocation 8A)
izeiow. The area reyond the escaiators is iocked, meaning
you oniy need to spend additionai time in this mezzanine if
you're searching for items. if you have masses of infected
attacking you aiong ioth baiconies, cut off one of their

EFFECTIVE

routes with a Moiotov, then concentrate on the other area 9 ke ﬁﬁ

where foes are swarming. As scon as it's safe, move down N s

either escalator to Ficor 1. The infected have more of an advantage this time, especially

if you can crash through a giass iaicony and cause a death
piummet after a successful Jockey strike (as shown). Attack

\ NBTE from the ficor above, inciuding baiconies that are inaccessibie
You can icok at the mali map at this point, aithough a to humans. Spit on narrow areas, such as escalators, and
better pian for formuiating a route is to check the fuli-coior swarm escalators, as they are the most difficuit area for

schematics appropriated for this guide! Survivors to secure properiy. Team up to ensure an enemy is
defeated, and attack any Survivor who is confused, away from
the pack, or wounded. Pray on the weak!

Mezzanine Mavh
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FIRST FLOGR

It can be a bit
of a mess at the
bottom of the
stairs, as you
can stili expect
Speciai infected
attacking from
aiove (or down
the escaiators).
So move into
the dark, sunken area (shown behind Rochelie in picture 1)
with the scattered chairs that usualiy hoids an item or two.
Push onward past the pianters, crossing a wide section of
tile ficor with a security gate on your left. infected tend to
charge in around a kiosk (picture 2), so it's a good idea to
spread out across the width of the fioor and catch foes in a
cross fire.

Frenzy at the Food Court

The horrific
carnage
continues

as you head
into the food
court (picture
1), ponping
zomibie heads
near Rooke’s
Steakhouse and
the aiways-delicious Taco Bucket. Don’t expect the savagery
to iet up as you methodicaliy turn and check ehind each
of the portabie kiosks (one team member on each side
works weli for catching wayward foes), and head under

the escaiator and around to the end of this section of mali
(picture 2). Or ascend the ieft escaiator without checking
the far end. Watch for foes abkove you once you hit the
escaiator.

No Going Back

Race to the top
of the stairs, and
fight a mixture
of Common and
Speciai infected,
paying particuiar
attention to foes
that can strangie
or ride you to a
drop, and those
that are difficuit to kili. This is a possibie iocation for a Beit
Iitem; ioi2bing in a Pipe Bomi2 to preoccupy the gaggie of
seething undead can aliow your team a quick escape. And

at this point, the route is the open door to the right near

the empty white pianter. Get through into the maintenance
corridor, now!

@

This is'a key piace where Special infected attempt to pick
off straggiers, as (and this is vitai to rememier) once you
step over the door ramp and into the maintenance corridor,
you cannot iacktrack! If one of your team is ieft prone,
stranded, or gurgiing at the hands of a Jockey, there's no
saving them!
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There are other maintenance corridors in this area, where
masses of infected usually charge in from. These corridors
can e searched. They yieid minor items, but aren’t usualily
worth inspecting.

No Rocom for Error

Now that you're
in a smali maze
of narrow
maintenance
corridors, you
need to find a
way up to the
third ficor, and
despite the

fact you can
funnei infected down these corridors to easiiy dispatch
them, there are severe tacticai shortcomings to deai with
as well. More powerful infected, such as the Tank (picture 3)
(the worse-case comidat scenario in here), can pummei you
easily, forcing your team to backpedal or throw a Moiotov on
the beast.

Don’t bunch up and check the first storage rocom on your
right, with someone guarding the door armed with a Meiee
Weapon (picture 1) whiie any items are scavenged. Then

- watch for other intrusions, such as Chargers and Spitters,

which can be a real pain. Move to the T-junction at the end

of the first corridor. There are a iocked stairweli and minor

items on your right and restrooms pius another two storage
irogms on your feft.

Kidz Unfriendiy

The maintenance corridor eventually aliows access through

a door on your ieft, which ieads into a storage room with
ammunition and a First Aid Station. Don’t simply rummage around
here without effectively guarding this chamicer, as the infected
have a nasty habit of charging in from the entrance and exit to
this rcom (picture 1). Piace one teammate at the entrance door,
ciosing it so the infected take more time getting into the room.

A second (and possibiy third) teammate shouid ciose the exit
door, so the sioibering foes inside the Just for Kidz store don’t
sandwich you. Rearm and graix the items and Heaith you need,
guarding the doors in turns, and then burst through into the toy
store (i.ocation 9A). Aiternately, you can enter into a service
tunnei on the bottom ficor, depending on the Al Director.

- EFFECTIVE
s INFECTED

Attacks from
aiove, such as
this Smoker’s
iengthy tongue
iashing (picture
1), prove to
ize excelient
at stopping
Survivor
progression, and
are made ali the
more successfui
if you step irack
from the aicony.
Attack from
aibove, beiow,
and ali directions
to thoroughiy
confuse and demoralize your foes. Pay particuiar attention
to the ramped doorway into the maintenance corridor, as
Survivors can’t backtrack after moving over this iocation
(8D). Graix the iast Survivor efore they ieave the area and
kili them. However, save your reai wrath for the corridors
themseives (8E and 8F): Rampage in with Chargers (picture
2), ambush around corners, hide in dead ends and
restrooms, oniy to chase and devour!

EXTRAS
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Area 9: To the Security and Safe Rocoms

A.l. DIRECTOR'S CUT

The Director has the abiiity to change the ficor that
you appear on as you progress past iocation 9A.
Sometimes you appear inside a service tunnei on the
first fioor and sometimes you appear inside the Just
for Kidz store on the second ficor. This means the
distance to the security room is one ficor shorter if
you step into the Just for Kidz store; pian your route
to the security room accordingly. The foliowing infor-
mation has advice for ascending from either ficor. SECGND FLBGR

FIRST FLGGR

THIRD FLOOR

CRIVATIAIVE 3 LUV ™ -
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Time to take a
(aieit shaliow)
breather: You
shouid have
graixbed the
Heaith and items,
ioaded up your
weapons, and
siaughtered
any Infected
inside either the
Just for Kidz
store, or the
Service Tunnel
(depending on
which ficor you
anpeared on).
There are two
methods of
ascension:
Tunneis
(First Fioor):
Quickiy exit the
service tunnei,
and before the
infected swarm
(now the aiarm
is sounding),
e sure your
teammates are
iracking you up. Turn right, moving quickiy to the escalator (1F
9B) you can see. This leads up to the Second Fioor; usually it
is better to spin 180 degrees around and step ieft onto a iong
i2aicony. Dash forwards to the diagonai bridge and cross it to
the second escaiator (9C). The aiternate paths now merge.

Just For Kidz (Second Fioor): If you've been cunning, you'li
have siiced and diced any infected inside the store so you
didn’t damage the store’s windows (picture 1), as that is when
the aiarm sounds. When there’s no more foes to face, heai
up, and move so your entire team is at the window, and oniy
then smash it, giving you the most time before this section
of Mali mezzanine is swarming with Infected. Aithough the
icon showing you where the aiarm is iocated is to your
right, the escaiator is on your ieft. Cut down any infected
(2F 9B; picture 2) and move around the giass aicony to the
escaiator (9C) and ascend it without delay (picture 3).

Ciram

No matter which route you take, quickly figure out the foliowing:

One person whose primary joi: is to sprint to the security room to
switch the aiarm off. A Meiee Weapon and Adrenaiine is advisaiie.

A second person to sprint aiong with the runner, and fend off attacks
directed at the runner, taking the piace of the runner if they fali. A
ciose-assauit or Meiee Weapon and Adrenaiine is advisabie.

Remaining teammates to ack the two initiai runners by providing
cover support. Arm these Survivors with ionger-ranged weapons
and with Beit items at the ready.

.

Don’'t Be Alarmed

By now, you
shouid have
shot yourseif
with Adrenaiine,
making the sprint
ali the more
speedy. Once on
the third ficor

at the top of

the escaiator,
turn ieft. immediateiy run aiong the mezzanine and across
towards the bridge (picture 1); you're likely to e slicing or
shooting through a mass of infected. Where are your team?!
They shouid e providing supporting fire, whiie the second
runner takes the other route around from 9C to 9E (as shown
on the guide map) if the situation kecomes probiematic.
Soive these probiems by having a teammate throw a Pipe
Bomix or Biie Bomix up onto the third ficor to preoccupy the
Horde.

Sprint aiong the mezzanine past the Liberty Mali sign
and pianter, and iook for the open door etween the two
pianters. The security room isn’t likely to ke empty (picture
4), byt a rampage with a Katana or Cricket Bat, a Pipe Bomi,
or seif-sacrifice are ali possiiie pians to try. Head to the
alarm switch on the ieft wali and press it. This stops the
Horde, ibut you're stili iikely to receive further infected from
the exit door; prepare yourseif for that, too!

A.l. DIRECTOR'S CUT

Rememier which ficor you are on! If you step into a
toy store, you're inside Just For Kidz on the second

fioor. if you move into a service corridor tunnei,
you're on the first fioor, and have an additionai
escaiator to find during your ascent!

@

Seif-sacrifice isn’'t wise, but it's preferaiie compared to
racing ali the way up to the third ficor and being steps from
the alarm switch and trying to fight a Horde of infected
whiie having iow Heaith and eventually yieiding to their
ciaws. If there’s a choice, reach for the switch first!
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Stairway to Heli

Backup shouid
have arrived, and
if you're pianning
for every
contingency,

a second
teammate shouid
have ipacked you
up ali the way

to the switch.
Ciose the door iehind you, then check the room for items,
graidbing what you need. Step out through the exit doorway,
turning ieft and moving toward the stairway ieading down.
Just because you've switched off the aiarm, don’t expect any
iess of a threat; a Spitter can cause havoc at this juncture.
Ciose the exit door ehind you so you aren’t swarmed from
i2ehind. Cut down foes as you descend the steps.

Ficor 2 Fracas

Exit into a

iong corridor,
checking for
enemies in
oth directions
efore heading
right, down to
an unfinished
remodelied
store, compiete
with items and
siobbering
entities to rip
apart (picture
1). Methodicaliy
drop foes as
you work your
way to the mali
entrance ahead
(picture 2),
where another
rush of foes is
expected. Lay
down a iianket
of fire with a
Moiotov, or use
another Beit
item if you wish,
then spread out
siightiy as you
move between the tents and into a mezzanine you haven’t
visited yet.

Now that you're in a mezzanine, you need to e extremely
carefui of foes dropping in unannounced (picture 3). The
optimai path is to ignore the second ficor section entireiy,
and bound up the escaiator (91) at once. However, you can
investigate the iower ficor of this area, using the escaiator or
the iadder on the hydrauiic lift (aiso i.ocation 91) to escape
the infected in the gioomy ground ficor.

Ficor 3 Finish

Make a 180-degree ieft turn at the top of the escaiator, as
the Safe Room is under construction and the oniy route

is around the iraicony. This can be extremely precarious if
you're attacked by a Jockey. Expect heavy Special infected
resistance, as this is the iast opportunity they have to strike
your team and any straggiers. As there are three fioors of
mezzanine to navigate, simply sprinting to the Safe Room
isn’t advised; instead, make sure you heip every teammate to
safety; move oniy as quickiy as your siowest friend.

- EFFECTIVE
"3 INFECTED

When
the aiarm
sounds and
the Horde
strikes, the
* Survivors
have one
iocation to
head to. You
can eiect to
hait them
en route,
or ambush
them on the
third ficor
before the
shutdown
OCCUrs.
During the
rush to the
security room, your foes are likely to be spread apart,
which makes them easier for infected to pick off.

However, you may eiect to iet the Horde ciaw at the
Survivors, so that when they arrive at the security room
(9E) in a weakened state, you can unieash a fuli attack
using tactics aiready impiemented in the mali, such as
coating the fioor with acid at the stairs (picture 1), and
using the narrow corridors to your advantage. When
the three-story mezzanine is reached (picture 2), attack
from iow and high simuitaneously, and iearn the distance
you can charge, move, or ieap. Aliso, set up a Charger
or other adversary on the iast baicony iefore the Safe
Room as a finai insuit.

REIVRIRINE 3 DUV S ™
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Jimmy Giikbs Jr. was an accompiished racing driver, aithough he’s proiaiiy watching his next human target through
coid, dead eyes. His vehicie was the reai star of the show anyway, and Eliis reckons it’s the perfect vehicie to escape
in. This scheme becomes a reality as you enter the atrium (Area 10), which has a numier of Fuel Cans scattered about
its three ficors. A finai, frenzy of Fuei Can coliecting and zomibie decapitating is ali that stands between you and
freedom at the atrium!

. . YN
+ This can be straightforward if you
work together. i.earn that you can
'/ push foes away whiie carrying Fuel
. Cans.

- N

Y+ Teamwork is rewarded; throw Fuei

©  Cans down to teammates so that
filiing up is faster and far Fuei Cans

| can be grabbed quickiy.

FIRST FLOGR

o

N

of weapons and items; don’t
- overiocok the kiosk when you're
: e

rushing for your next Fuel Can.

.'E‘The information kiosk has a mass

* Some Fuel Cans are far away, and
',_- - the infected appear from ciosets
¥ after each refili; choose your Fuel
Can wisely!

- - In Versus mode, Spitters can ruin
your “stockpiie” pian, so sheive
this idea for Campaign, Reailism,
and Singie Piay.

- Special infected can be a horrific
nuisance and Common Infected are
numerous. This is about fueling,
not fighting. i r‘

- o &,

SECGND & THIRD
FLOBRS

-

L
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§
A
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After reading the graffiti and confirming your predicament,
spend a few moments congratuiating each other on making
it this far whiie you patch yourseif up with First Aid and
graid your favored firearms, Meiee Weapons, Beit ltems, and
ammunition. For the finai part of your trek through Liberty
Mali, you may want to arm two of your three team memibers
with ciose-comixat weapons such as Autoshotguns, with one
or two using scoped range guns. Don’t worry if you can’t
arm up yet; there’s an information kiosk in the atrium with a
fuli compiement of hardware.

Exit the Safe Room, heading aiong the narrow corridor
with restrooms on your ieft. Check the areas for infected
straggiers, then move to the exit doorway (picture 1), and
move into the mali atrium, entering via a third-ficor bridge
that’s under construction (picture 2). Your combat is likely to
e iimited as you cross. i.ook ieft and down at the giant wali
poster of Jimmy Giibs Jr. and his race car, the Biue 22. Eliis
seems to e very excited about it.

Step into the eievator and ride it down to the ground ficor
whiie Eliis expiains the prowess that is (or more likely, was)
Jimmy Giidbs Jr. As you descend, check out the car through
the giass; you're about to attempt a two-part, crazy scheme
to fiee the mali once and for ali: you need to fili the car with
gas. Step 1is to find a Fuei Can, and Step 2 is to bring the
Fuei Can to the car. Simpie enough, but expect mass infected
attacks as each Fuei Can is graidbed.

- NOTE

As you reach the ground ficor, a totai of how many
successful gas can pours, and the totai needed, anpears on
your screen (as shown), However, the totai number depend
on how many human piayers are with you: Expect to find
retween 8 and 13 cans.

Refueiing the Biue 22

g - Whiie you're
en route to the
eievator and
riding it down,
figure out roles
for every person
in your team.
The initiai stages
of your Fuei
Can search are
straightforward
enough, though;
the moment the
eievator door
opens, rush and
grai the Fuel Can
directiy ahead
of you, then
spin right, sprint
past the infor-
mation kiosk (picture 1), and pour fuei into the vehicie on the
podium (picture 2). That's one galion aiready! Now, there are
muitipie points to rememiber:
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it is wise to have two pairs of your team, or everyone en
masse concentrating on graikbing Cans. Then, a singie
person taking the can and bringing it back, using the Can

to swipe at any Infected instead of dropping it and
switching to a weapon (this is usefui when oniy a few
infected are attacking). The rest of your team is responsiiie
for keeping the carrier not oniy aiive, but aiso with a ciear
path to the car.

Or, you can ali rampage toward the same area, such as
up the set of steps to the second ficor under the bridge
you appeared from (as shown; 10R), and when you reach
an area with a numier of Cans, you can quickiy spiit up,
each grai2 a Can, and sprint back toward the car as quickiy
as you can. Have one or two of your team ready to drop
their Can at the first sign of infected charges, so they can
chaperone the others.

Chram

Make sure you have at ieast one friend covering the
piayer at the car’s tank, so that team member isn't struck
during the pour. If they are struck, the pour begins again.
Remember to hoid down the button to pour; it is aiso
usually ietter to shrug off minor damage and fili the tank
than to stop and fend off attackers haifway through.

Fuei Cans can expiode, and Spitters can ignite Fuei Cans
(in Versus and Scavenge modes) with their spittie (but not

Cans waiting to e picked up). However, Fuei Cans eventualiy

respawn, so if you can survive for iong enough, you can
retry a run from a iocation aiready cieared.

1
=
=

2: Airiorne at Aititude

Uniess you're playing in Versus mode, where Spitters have
the nasty tendency to set fire to dronped Fuel Cans, it is
incredibiy efficient and heipfui for two of your team to work
in unison to quicken the filiing pace. The first piayer scaies
the stairs, graids a Can, and instead of returning it to the
car with intermittent Can-dronping and comiat, they throw
the Can down to their colieague on the ground, either at the
car or (as shown) under one of the bridges. That teammate
moves to the Biue 22 and filis the tank immediateiy.

This is not oniy a swift and reiatively safer method, but
aiso it frees up the Fuei Can gatherer to stay on upper
ixaiconies to find more Cans before throwing them down. An
aiternate to this pian is to work as a team of four instead of
two, with one pair graibing cans and watching each other’s
iracks, whiie the other two guard the information kiosk and
car, and empty the Cans into the tank after they fali.

A finai, not-quite-as-good pian is to gather Cans and
drop them independent of your teammates, which usualiy
occurs if your friends are novices, annoying, or computer-
controlied.

Chmram

This atrium aiso anpears in Survivai and Scavenge gameplay
modes, and the Scavenge mode features an aimost-identicai
pian for victory; practice on either mode to further hone
your Fuel Can-wrangiing taients.

3. A Shortcut Above the Rest

Study the guide
maps of the
atrium to iearn
some important,
and exceedingiy
usefui shortcuts.
First, the giass
fioors on the
upper waikways
can ixe shot and
dropped through, which is useful for dodging foes whiie
carrying a Can. Another shortcut is the white circuiar pianter
(pictured) along the iaicony. You can ieap onto it, ieap off
the aicony, and iand on the roof of the information kiosk.
Try finding other shortcuts like this when returning to the
vehicie.

EXTRAS



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX EXTRAS

Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Hotei * Streets * Mali * Atrium

4. Singie-Piayer Pianning

If you're piaying with computer-controlied Survivors, you're the
iead in Fuel Can gathering, so don’t expect too much tacticai heip
(this is offset iy having fewer Fuel Cans to coliect). it's usually
better to graix Fuel Cans on the ground ficor, pushing foes back
(as shown), ignoring teammates that need to e heiped up (the
other computer piayers do this jo), and then heading upstairs to
grai» more Cans.

Throwing Cans down isn’t as heipfui because you need to
retrace your steps to pick them up again instead of handing
them down to a friend, but it's stili advantageous compared
to iattiing enemies whiie carrying one. Use the shortcuts and
shrug off a few foes; oniy resort to vioience when you can
dodge or Meiee your way through the infected.

(W

Don't forget to tooi up with weapons, items, and First Aid
at the information kiosk. You can drop onto the kiosk roof,
too; a sniper can wreak havoc from here if he isn’t tangied
up ity a Smoker.

A

Are Special Infected ruining your pians? Have two of your
team peel off to deai with major threats (such as the Tank)
whiie the others continue to find Fuei Cans; it is aiways
better to keep fueling the Biue 22, even if it means some of
your team get a littie pummeling.

Mali Escape

When the prerequisite numier of Fuel Cans have been used
to fili up the tank of the Biue 22, your entire team needs to
converge on the vehicie. Retreat from any comibat into the

iarge open area near the car (which is usefui to try when
the finai Can is being carried back to the car), and then step
into the designated area. The car roars to life, smashes
through the atrium doors, and you fiee the scene with your
anpendages (and sanity) mostiy intact.

EFFECTIVE

oL {

Your finai attempts to thwart the Survivors’ progress shouid
invoive a ciear pian of attack. i.earn where the iarger
concentrations of Cans are and lie in wait for foes to reach
them. The Spitter (picture 1) is a favored foe to utilize here.
After a Survivor picks up a Can, the Spitter can ignite the
Can (in Versus and Scavenge modes) with acid once it is
dropped; be sure you use this power at the right moment!

Use height to your advantage, ieaping or iassoing foes
from upper baiconies, but when the car is aimost refueied,
move ali of your forces to the ground ficor (picture 2).
Even after the car is ready to roli, you can stop foes
by keeping them away from the car. Use any means
necessary!

' NOTE

Oh CGod, did | just get attacked by a zomiie wearing a biue
racing uniform? That couidn’t e the remains of Jimmy
Gibbs Jr., couid it?

CHIVAIRINT 3 LUV -
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Traffic chaos turns
into overpass
ioodietting as
you fight through a [
freeway to scout an
aikandoned motel.
Soon you're fieeing
down a ravine and
then struggiing up
a finai embankment L
toward an eerie carnivai park.

s

pu 1= L0 Se s B

Stage 4: Barns

You emerge into
more barker huts,
some featuring the
stili-functioning
aritone of Mr.
Moustachio. Grind
the bones of the
infected at the
bumper cars, then
scaie the karns as
you siaughter your way to the stadium entrance.

Stage 2: Fairground

There’s none of the
usuai fun of the fair
waiting for you here: |
The barker huts are
ciosed but the weird
carnivai games are
functionai, despite
the infected. Your
enjoyment stems
from mass culiing

i:_
through Kiddieiand, the

ig slide, and carnage at the carousei.

Stage 3: Coaster

A ot of iove is

iost as you battie
your way through

a purpie tunnei of
terror, emerging
outside to fiee from
overwheiming odds,
and then onto The
Screaming Oak,

a rickety wooden
coaster you scrambie across on foot.

UNCOMMON INFECTED:
CLOWN

e

= !’; 4 With squeaky shoes that summon
5 _'! S # Common Iinfected xehind them, these
= i \ ravenous fairground workers offer
ie &* \9 horrific and humorous takedown
= i ' opportunities. Shove the Ciowns so
= - they honk before you savage them.

'

The Midnight Riders
may have cancelied
this gig a whiie ago,
ut their awesome
pyrotechnics
remain. Set off the
fireworks, which
unfortunately
summons the T
Horde. Letshopea o 0 o

rescue heiicopter notices your spectacuiar predicament,

Achievements
These Achievements are avaiiabie during this campaign. For
advice on compieting them, consuit the Appendices at the
izack of this guide.

STACHE
WHACKER

Prove you are faster than
Moustachio.

Prove you are stronger than

!
GONG SHOW Moustachio.

Rescue Gnome Chompski from the

GUARDIN' GNOME ;
carnivai.

Midnight Rider |Survive the Dark Carnivai Campaign.

CLOWND Honk the noses of 10 Ciowns.

Using a Moiotov, burn a Ciown

FRIED PIP
RIED PIPER ieading at ieast 10 Common Infected.

Stili Something to

Prove* Survive ali campaigns on Expert.

Survive a campaign on Expert skili

The Reai Deal® | . Realism mode enabled.

Confederacy of
Crunches*

Finish a campaign using oniy meiee
weapons.

EEEEEECERD

* Requires compietion of this campaign, pius additionai tasks.
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To the Danger Zone: Higchway Overview

Facing a biocked interstate, your team bundies out of the Biue 22, and ciamiers over the parked cars before ietting rip
through the maroconed drivers who are now turned into frothing infected. The action intensifies as your team navigates
under the interstate bridges, to a motei (Area 1), where a cunning route through the upper rooms becomes necessary to
escape a savaging. With fairground lights biinking in the distance, descend into a ravine (Area 2), and up the other side to
the parking iot outside the Whispering Oaks Fairground, a once-popuiar attraction now overrun with the virus-ridden and
wretched.

T 7 - -

-+ The highway_a'r;d motei areas offer numerous hig;h f With the parked vehicies, bridge, motei, and ravine,
places to stand on; this is a sniper’s dream. - there are countiess amixssh points, so keep watch

+ The ravine is tricky to navigate, but this is eased in all directions. 4
T with a Pipe Bomi, an escaping wade, and a prompt - The iack of visibility makes picking out Witches
I riverbank ascent, extra difficuit. if it droois, kili it. If it cries, ieave it =
e The fairground entrance may have ciusters of goncaituthellightsiote -

L""'_ infected, but the Safe Room is out in the open, - Watch out for cars at the motei and fairground.
~ which makes it easy to run to and defend. They may be aiarmed, which is exactiy what you'li
> i2e when you’re overrun by a Horde.

= (= Start

A.l. DIRECTOR'S CUT

Vehicies parked throughout this area may e aiarmed,
so iook for warning information and avoid them
accordingly. Note that the car parked by the Safe

O 0 O _ ' Room wili aiways have an alarm.

o
L0
%._
-
[ 2
"
|
-
e
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& . .
“Congestion on the Highway
Even the Biue
22 isn’'t abie to
navigate around
the stalied traffic
ahead of you
on interstate
16 West, which
forces your
team out of the
vehicie. Opening
the trunk to
access a variety
of First Aid
Kits and other
items (picture 1).
CGrai2 everything
you can and
move aiong the
highway road,
passing the
biliboard for the neariby Whispering Oaks Fairground. initialiy,
the vehicies don’t aliow your team to spread out, so stay
together and ieap on the roof of the car between the truck
and bus.

Use the numier of parked cars (inciuding a pickup truck
and a van) as “stenping stones” to stand on; this prevents
any prowiing infected from easily and quickiy reaching you.
As iong as your teammates are checking the bushes on the
right and vehicies to your ieft, you can effectively ciear this
initiai highway of foes (picture 2).

Mayhem in the Median

With the
infected taken
down in the
immediate area,
figure out your
favored path

to the off-ramp
(i.ocation 1C).
You can hop
over more
vehicies and
move straight
toward the
off-ramp (the
optionai path on
the guide map),
or drop down
and head into the
grassy median
(1B), passing
over corpse piies and abandoned vehicies. Don't iose focus;
there are likely to e foes iurking in corners (picture 1) and
etween vehicies that you can easiiy miss untii they charge
in from behind. Beware of Speciai infected bounding over
container trucks, tco.

Move as a team across the median, checking the area for
any additionai items as weli as cutting down charging foes.
Pass the Sheriff’s squad car (picture 2) before heading rack
toward the off-ramp, moving between a van and coach.
Check the irack of the van for items as you move toward the
off-ramp.

A

Delivery Trucks with a smali container attached to them are
dotted around this highway piieup. Check the interior for
items, but aiso use the interior as a “iast stand” position,
Meiee-striking or shooting from inside untii the infected
threat has abated.

My Way, Not the Highway

Scramibie toward
the off-ramp, but
ire prepared for
enemy ambushes.
The higher
vehicies (such as
the coach liner)
offer protection
for the more

wiiy Infected.
Step onto the
right side of the
highway, cutting
down foes where
they shamidie,
and icok for the
35 mph sign;
head to the right
of that and down
the off-ramp
when you wish to continue.

There are a coupie of ionger routes that aliow you to
access the off-ramp, but these invoive weaving between
the coach liners ahead of you at the start of the bridge
and moving through the vehicies (picture 2). Expect attacks
and mass infected charges as you go; e sure your team is
checking in ali directions. Additionai items (and corpse piies)
can e found at a smali campfire area with sieeping ags
and barricades of iuggage (picture 3) if you choose a more
iengthy route off the interstate.



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX EXTRAS

Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Highway * Fairground * Coaster * Barns * Concert

The Miiitary’s i.and Stand

No matter whether you head down the off-ramp or grass-
verge from the bridge, you end your interstate excursion

iy running past numerous corpse piies of dead infected as
you reach a miiitary vehicie. The massacre was most iikely
infiicted from this point, as there are often items to the side
of the vehicie.

Chaos under the Bridges

This is where
the action takes
a turn for the
terrifying, as
you're forced
under two
ridges and
you're at the
izottom of a
steep ikank on
either side,
aliowing enemies
to easiiy attack
you from ali
angies. Expect a
forcefui attempt
iy Speciai
infected at this
point; you may
i2e attacked from
the highway bridges above you, as weli as the thickets or
dark concrete supports under the bridges.

Stay relatively ciose as you move under the first bridge
(picture 1); spiitting up is just asking for a straggier to be
pounced on. Make sure one of your team checks iehind
you for masses of infected heading down the off-ramp
(picture 2), and don’t venture too far toward the motei if
you're fighting more than a few infected. Move between the
two bridges (picture 3) where you're likely to be attacked on
oth sides, but especially the grassy hili to your ieft. From
this point, you can choose to approach the motei from two
different areas: the roof or the ground. (idealiy ali the team
shouid head in the same direction, iut you can aiso spiit into
two pairs.)

Motei Massacre: Up on the Roof

For a more
steaithy
anproach to
foe disposai,
make sure ali of
your team are
in agreement
and then move
to the Midnight
Riders bilikoard
that overiooks the motei. This is achieved either by heading
up the grassy hili at i.ocation 1F and then moving across the
second highway bridge before hopping on a car roof and
onto the bilikoard sign. Or, you can move under the second
bridge and ciimi the grassy ikank on your right (picture 1) to
reach this area.

The Midnight Riders biliboard overiooking the motei aiso
has a iadder up its centrai poie, which is another method of
accessing this iandmark.

Once you're up on the iilikoard with your entire team, vou
can ysualiy iocate a Hunting Rifie and begin some iong-range
takedowns of the iumbering foes in the motel’s parking iot
(picture 2). With one of your team checking to see you aren’t
being outfianked by foes on the grass ieiow, continue culiing
infected untii no more targets present themseives.

CRIVATIAIVE 3 LUV ™ -
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Next, drop down to the motei office roof (1G). Aithough
you can head down to the ground if you wish, the motei
roof offers continuous and excelient vantage points, and
masses of foes can be knocked down or biasted (picture 3) if
they try to ciimi2 to your position. You can hoid out here for
quite a whiie; the oniy enemies to fear are Speciai infected.
A Charger can knock you off this roof with a reai waliop, for
exampie.

A

Now is the time to ioix down a Beit item; defeat muitipie
enemies and ciear the area quickiy before you ciamber
down.

At some point, you'li need to drop down to the motei
ground, but if foes are pientifui you can stagger this by
having two of your team fand on the parked coach iiner
(picture 4). if you stand back-to-back, you’'li cut down
anything attempting to ciamier up at you! This route is
precarious, but it can be safer if you prefer ranged comiat.

i

=
=  You aiso can drop down onto the motei office roof (1G),
= and then immediately cross to the first stairweli to the
5 right of the parked military vehicie without even touching
§ the ground! However, this aiternative route isn’'t as safe as
"j heading across the parking iot (1H).
=

L]
- L
L -

Motei Massacre:
Down on the Ground

A more measured
anproach that
aliows easier
circie-strafing
and potentiai
dodging around
foes is to stay
on the ground,
cross under the
pridge (picture 1),
and enter the motei at the jack-knifed truck. This takes you
into the parking iot (1H, picture 2), which is filied with foes
that haven’t seen you yet. Take this opportunity to decapitate
as many as you can before they charge.

The fighting shouid progress to one of three iocations;
you can hoie up inside the motei office, which offers
protection and ways to funnei infected into the rcom so you
can wayiay them as weli as Meiee them (but be sure to guard
the doors and windows so you aren’t overwheimed). There
are aiso two motei rooms adjoining the office (where the
pickup and car are parked) that offer similar protection. Both
iocations have items to scavenge. Otherwise, fight foes in
the parking iot, or swimming pooi; the iow walis and vehicies
offer protection and hiding piaces for iroth you and your
Speciai Infected foes!

Qs

Don’t step on a car or shoot one that has an alarm or you'ii
have additionai motei guests you didn’'t need to massacre!
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Housecieaning
When there’s
a iuli in the

bicodshed, a
of the motei

a mesh fence
aiong the far
wali of the
swimming pool
that is preventing your progress (2ut not the Infected from
ciimbing over or spitting through it). As you never wish to

remain in one piace for iong, you need to foliow the escape
route, which invoives maneuvering aiong the aiconies of the

two-story motei.

There are
two stairwelis.
The first is
adjacent to the
office buiiding
and ground-
ievei rooms,
to the right
of the parked
miiitary vehicie.
The other is accessed via the parking iot (picture 1). Move

between the buiidings in the far corner and head up this set

of steps (picture 2), as it is preferabie to move to the unper
ixaicony location (1) via the parking iot, rather than the
narrow baiconies in front of the motei rooms.

Chmram

If you have the time or patience, you can ransack every one

of the motei rooms. Some have items in them. Some have
hiding Infected. However, this is unnecessary, and certainiy
not recommended in Versus games. Get out whiie you can!

Move aiong the narrow ianding baicony to i.ocation 1i,
a gap in the fioor that forces you to scrambie right, into a
motei room. Work as a team; one teammate goes through

the window, the other opens the door. Two others foliowing
2ehind, providing covering fire and checking the kaicony and
outside for signs of more infected. Once you're ali inside the

room, fight any foes as you step ieft through the gap in the
stud wali to a second rocom.

quick inspection

grounds reveais

This room has
a boarded-up
door and a
window you can
zaze out of, but
this is stili over
the kaicony
gap. Instead of
staying here,
move into the
second room’s bathroom. Pass through into a third room’s

EXTRAS

izathroom and head through this room and out of the window

to the continuation of the iraicony. Don’t e surprised if
you're swarmed at this point (picture 3). This couid be a
good time to switch to a Meiee Weapon; move around the
remaining baicony to a third (and previously inaccessibie)
stairweli (picture 4) whiie watching for trouiiesome foes as
you descend and fiee the motei for good.

s

If the constant stream of infected is causing team conster-

nation, remember you don’t have to kili every singie one of
these foes. As you reach i.ocation 1i, you may wish to ioi» a
Biie Bomi» or Pipe Bomi into the parking iot to ciear a path
to the woods behind the motei.

If you're working
as a team, begin

iy using the larger

vehicies on the
interstate to hide
i2ehind and catch
Survivors as
they pass. Cause
the maximum
amount of chaos
throughout Area
1 by coinciding
your attacks with
52| mass attacks
iy the Common
Infected. if you

can pounce on a
L

Survivor or charge

them (picture 1) as they reach the bridge, they are wayiaid
additionai moments. Areas with verticai structures, such as the
ridges and second ficor of the motei, aliow you to ieap from
iocations that are inaccessibie to humans.

Hiding in motei rooms is aiso an excelient pian (picture 2).
it's extra scary for Survivors to peek inside a bathrcom and
receive an unexpected tongue-iashing. Or steer them off the
iaicony and iack down to the ground! Focus your finai set
of attacks at i.ocation 1i, which is a difficuit area for them to
navigate through, and if you can ride, charge, or bewiider your
foes into falling back into the parking iot, they wili waste a
coiossal amount of time.

IIVRGRIVE 3 BUIVUE™




THE BASICS

LY

ERINE EETOAR SR

SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX

Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Highway ° Fairground * Coaster * Barns * Concert

Whispering Oaks Ravine

HiGHWAY-AREA 2

Finish

Al DIRECTOR'S CUT

A vehicie parked in this area wili be alarmed, so iook

for warning information and avoid it accordingiy.

Atop the Ciiff-Ravine Entrance

2A

Down on the ground after carving your way down the third
motei staircase (picture 1), you'li see a straight road with a
poiice car on it running paraliei to the moteil. it is devoid of
items (the oniy proibiem are iurking infected), so ignore this
road and search for the traii of fiagstones around the iack
of the motel. To your ieft is a steep ravine, which you can
skid down immediateiy. A far etter pian is to continue aiong

the top of the
ciiff to a grassy
promontory
(picture 2).

Move down

to this area,
which offers
views of the
Whispering Oaks
Fairground in the
distance. inspect the sieeping bags and take the items on the
promontory.

2C

Drop from the Top

From the promontory, make sure ali of your team are
embxarking on the subsequent descent at the same time, and
egin to skid down the earthen ravine. {.ook at the guide
map; the light sections of the ravine wali are too steep

to stay on without siiding, so prepare for a siip. if you're
interested in the (random) items on either of the iower grass
promontories, stand directiy above them before you siide. At
the bottom of the ravine is a series of wading poois. Prepare
for immediate evisceration and fend off possiiie undead
incursions from the bushes.

Death at the Bottom

Standing in

the middie of
the ravine, or
wading through
the shaliow
water is an
excelient way to
perish quickiy if
you're swarmed.
instead, stay

on the initiai, near side of the ravine so you're oniy being
attacked from your ieft. Pay speciai attention to the trees
and bushes; seek and destroy any Speciai infected that think
they can get the better of you. When every team member

is ready, foliow the ank of the river (now wading poolis)
iretween the trees, kiliing anything not calied Eliis, Nick,
Coach, or Rochelie (picture 1).

EXTRAS
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At some point,
you must cross
the shaliow river
(picture 2). The
safest area is
the open water
with the haif-
subbmerged car.
There may be
items to snag
nearby, as weli as a mass of infected dashing in from the
weeds. Cross the water one or two at a time so other team
memirers can provide covering fire, and aiways check ehind
you. Use the car as a stepping stone if you wish. Uniess
you're interested in outhouse construction in the Deep
South, ignore the ramshackie restroom.

Up the Other Side

i_ocate this
position across
the other side
of the river;

it offers an
accessibie route
up the opposite
side of the
ravine, which is
fortunateiy iess
steep, but unfortunateiy features more ravenous undead to
deai with. it is important when navigating this hiliy terrain that
you stay reasonaiiy ciose to each other so you can watch
each other’s acks and quickiy react to a sneaky Speciai
infected attack from the numerous shadowy shruidbery.

A

Is it going iadiy for you or your team? You're aimost at the Safe
Room, so you may want to simpiy jai yourseif with Adrenaiine
and sprint up the ravine, across the fairground parking iot, and
dive into the Safe Room instead of siowing to a crawi.

Qs

You may encounter a Witch in or around the ravine. Turn
fiashiights off, give her a wide berth, and quickiy pass this
weeping monstrosity uniess you like iosing heaith.

Weicome to Whispering Oaks!

2F B - Stagger to the

top of the hili,
and prepare for
the finai push.
You may ie set
upon iy muitipie
foes (watch for
enemies heading
up the ravine
ehind you) so
stay together as a team, concentrate on the more pressing
targets such as Speciai infected (picture 1), and use the large
open fiat area to strafe and dodge enemy attacks with ease.

Continue into
the parking iot,
or (if the fight

optionaliy head
into the ack
of the white
truck for safety
(assuming you
can swing a

Meiee Weapon). Be extremely careful you don’t summon the

Horde 2y knocking or shooting any of the parked cars with
alarms. instead, concentrate on rushing to the Safe Rcom

isn’t going wel),

EXTRAS

(picture 2); rememier your objective is to stay aiive, not biow

the heads off everything.

The top of the ravine before the siide down is an

excelient piace to graid a Survivor and kili them off. Wait
for the other Survivors to siide down the ravine, then
kidnap, charge, or ride (picture 1) the hapiess human to
their doom! Meanwhiie, down in the ravine, time your
Special infected attacks with any Tanks and Witches that
may appear, and uyse the copious dark bushes to amiush
foes, ieaping in when they’re siowed down by wading.

The ravine bank on the onposite side is another ciassic
amiush point, it a better piace to realiy impede the
Survivors’ progress is in the parking iot before the Safe
Room. If you can steer or drag a Survivor into a car to
set off its alarm, so much the better. To cause reai pain,
have a Charger (picture 2) graid a foe and run off the
ravine and back down into the river with them!

L]
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None of the Fun of the Fair: Fairground Overview

The Whispering Oaks Amusement Park features ali the fun of yesteryear with the added fun of the ever-present zombie
apocaiypse. Three carnival games feature fabuious prizes (OK, a gnome), which can be yours if you can convince your team
to hait the incessant hordes for iong enough. Cross through the pathways between the barker huts, cut through a warehouse
(Area 3), and enter Kiddieiand, now definiteily an aduits-oniy piace to visit. You need to head to an alieyway, then up onto
the roof, and down the slide (Area 4) before you're overwheimed. The tension increases stili further at the carousei (Area 5),
which needs to e activated before you can fiee to the Safe Room inside the entrance to the Tunnei of {.ove.

- L - —
=— A = >~ i

Li- e : - oo —
=+ The Peanut Galiery is optionai, and with enough I - The Infected have muitipie corners (and rooftops)

points, you receive a gnome that must be carried to where they can hide and amibush you, so e ever-
the escape heiicopter in Area 10. vigiiant as you progress. ]
T+ You have better visibility and copious weapons to - Special infected at Kiddieiland can cause probiems
I pick up. Aiso, thrown weapons (such as the Pipe as they use the eievated train tracks to drop down
= Bomb) are effective here. on you!
g —
""'-r The carousei does not need to e switched off; you - Anproach the carousei with extreme care, as the
can siice your way to the Safe Room if you're ali drop from the carpeted iaicony is tco far and you

fast enough. can’t return to the baicony.

o s i = - - ——

Coach iets

7 : ) out an excited
i"""-I'If'f J'“SIP rE| | squeal; the
— %% Midnight Riders
. . . were playing
this venue,
and Coach

has ali of their
aibums, even
the new stuff
that ain’t that
good! Perhaps
their faiied
pyrotechnics
might heip you
iater on in this
outing? For now,
exit the Safe
Room (picture 1)

i
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and step out to check out the massive iliuminated sign
(picture 2) you saw when you scaied the ravine (Area 2).

Move through the entrance huts, taking care to check the
fenced alieys to the ieft and right for infected, and the huts’
interiors for items. You can step out into the area to the right,
ut you're fenced in ahead, which forces you to the ieft, past
Li" Peanut (picture 3) and toward the huts and restrooms.

A

This iocaie is dotted with numerous smali barker huts,

jarger buiidings, trees, and fenced-off areas. This makes
enemy amixsshes a common occurrence, so watch vour step
and work in unison rather than fanning out too far apart.
And just because yvou can’t ciimid over a fence to reach

an inaccessibie area doesn’t mean the Infected won't. Fire
through the mesh biockades to ensure your safety.

whiie two of
your team stand
guard), and
then survey the
scenery. If you
Going Nuts haven't kilied

- enough Infected,
use a Beit item
(such as the
Moiotov, picture
1) as there are pienty more to scavenge. During this time, you
may encounter the Dark Carnivai’'s Uncommon infected: the
Ciown (picture 2).

Make your mayhem methodicai as you check the interior
pizza kitchens aiong the ieft side of the courtyard. There are
items and weapons to find and swap inside and out on the
picnic taiies here. Then cut a swathe (picture 3) toward the
first interactive carnivai game: the Peanut Galiery. Chcose to
piay the game if you wish, but be sure your entire team isn’t
transfixed by mechanicai moustachioed characters: You may
Pass a carnivai hut and a generator, optionaliy checking izoth e attacked from the mesh fence or around the corner (3C).
restrooms for items and a few additional infected (ideally

MEET AND BEAT MOUSTACHIO:
PEANUT GALLERY

Guardin’ Gnome
Your team’s best sharpshooter(s),
armed with either an SMG or a
rifie (either Assauit or Sniper),
shouid attempt to piay this
game, which eventualiy frees
Gnome Chompski from his tiny
red cage (to the ieft). Press the
red button, then you have 45
seconds to shoot as many Peanut
Thieves and Mister Moustachios as possibie. Avoid hitting Li’ Peanut. Note that
the “doubie” Peanut Thief score (+20) occurs when one shot hits a Thief and a
second Thief carrying the same coior sack iehind the first.

Make each shot count, and ignore any iatties raging nearby; your remaining
colieagues shouid be providing protection. Once the time is up and if you've
scored 750 points, the gnome is reieased, but the insanity doesn’t end yet. You
must compiete the rest of Stages 2, 3, 4, and 5 whiie carrying the ghome to
uniock the Achievement. This invoives dropping or throwing the gnome down
holes or over fences, and taking it in turns to carry it or drop it while you're
fighting. Check the Appendices for more information.

CRIVATIAIVE 3 LUV ™ -
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fairgrounds.

MEET AND BEAT MOUSTACHIO: Aithough you

THE ROAMING GNOME can sprint
quickiy from

iy i.ocation 3C to

A ‘,{ 3D (picture 2),

there may e an
item or two in a
5 dead end ciose

, ' _ to the huts. This
i‘i 4 . is a key location for a Speciai infected ambush, though, so
watch your sides and rear.

UNCOMMON INFECTED:
% o [;‘ (2] “. Iy {'I, -

There are some additional tactics to try both before and
after Gnome Chompski is in your possession:

* A Moiotov thrown into the Peanut Galiery destroys ali
the targets (unfortunately, this inciudes Lil’ Peanut).
With iuck, you can rake up the 750 points in seconds
and grai2 the gnome with minimum disruption.

The entire team gets the Achievement if the gnome
escapes with a iive survivor in the chonper. Aiso,
you shouid e hoiding the gnome during Safe Room
transitions.

Now that you’ve entered Whispering
Oaks, you’'li want to e entertained,
and the Ciown is oniy tco hanpy to
obiige. Listen for his squeaky shoes,
which attract Common infected to
foliow him siavishiy. if you tempo-
rarily hait your kiliing and iet more
Common infected join the throng,

' ® | you can gather enough (10) Ciown
foliowers to set fire to the Ciown, earning the Fried Piper
Achievement, Be sure you Meiee Strike ali of the Ciowns
before dispatching them, so that you can stand a chance
of compieting the Cidwnd Achievement. Otherwise, treat
this red-headed freak just like the rest of the undead, as
cannon fodder!

Taking the gnhome with you causes proiiems as you

can’t fire weapons (and can oniy push infected iack)

while carrying him. However, there are some fences to

throw the gnome over before compieting certain Areas:

* Area 4: in Kiddieiand, throw the gnome over the &
fence, so he iands at the bottom of the siide. \rﬂﬁﬁ'aTEhouse Reccnnoner
Area 5: At the carousei, throw the gnome at the
fence to the right of the switch that opens the gate
(5C), so he iands on the eievated ground near the
Tunnei of Love.
Area 7: At the coaster (7E), throw Gnome
Chompski at the fence to the right of the switch
that starts the coaster.

* Area 8: After the bumper cars (8D), over the fence
by the Safe Room (stadium) entrance.

Move into

the alieyway
iliuminated

2y generator-
rigged lighting
and move into
the warehouse,
checking the side
rooms for items
and working
your way through the main storage area (picture 1) toward
the exit at the opposite end. As you reach the open air again,
treat any mass of infected to a Pipe Bomi: (picture 2) to
quicken your pace as you reach the entrance to Kiddieiand.

Head around the corner of the Peanut Caliery, graidbing any

items and weapons on the picnic taibies, and then make a
#sortie around the dotted arker huts in this section of the
'y 80

. .

PRIV GEEICTE AN



THE BASICS SURVIVBRS-AND INFECTED WEAPBNS-AND EQUiPMENT CAMPAIGN SURVIVING-AND SCAVENGING ACHIEVEMENTS /APPENDIX EXTRAS
Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Highway * Fairground * Coaster * Barns * Concert

EFFECTIVE
3 INFECTED

Lurking is taken to a new
ievei in Area 3, with the pizza
kitchens, restrcoms, and around
any corner near a barker hut ali
. being prime piaces to sneak up
and savage your Survivor foes
(picture 1). Or ride them off into
a corner that isn’t weli travelied.
] : - 8 i_eap from the barker roofs,
== == {50, especially if your Survivors
attempt the Peanut Galiery, which is another prime time to iaunch an attack. When the Survivors enter the warehouse,
you'li find that the side rooms or ehind the sheives are other good piaces to graid a human. The iong thoroughfares
(throughout Area 3) are great piaces to attempt a charge (picture 2).

Area 4: Chaos in Kiddieian

FARGROUND: AREA 4 Sioping
: Entrance Path

Step past the concrete posts and toward
the cotton candy hut and judge whether
your current firepower needs switching.
Aiso, expect to find an expiosive object
or two (such as the Fuei Can) that you
can throw and shoot to add to your
offensive capakiiiities. Deai with any
undead (picture 1), making sure you
check the sioping path for Chargers, and
then hop on the stepped wali on either
side of the siope (picture 2). This aliows
your team to spread out and your foes
to have to ciimi to reach you. Shoot

as many foes as possiiie from this
reiativeiy safe position efore continuing.

CRIVATIAIVE 3 LUV ™ -
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Round the Back
Speed down

the alieyway as
quickiy as you
can to reach
the unioading
area idehind

the kitchens.
There is a white
truck from
which you can
graid equipment, or board if you need more protection.
The infected have a nasty habit of dropping down from
the rooftops, so icok up and ioi2 in a Pipe Bomi2 or other
effective method of culiing them quickiy. Enter the door
Enter Kiddieland, straight ahead and inspect the smali warehouse on the ieft
and stick oniy after the coast is ciear (or with friends guarding), as
together because you don’t want to be swarmed, spat on, or charged whiie

Speciai Infected you're graibing items in there.
have a tendency

to descend Up on the ROOf
fro'm the raised Enter the
train tracks that stairweli, and

circie this area. don't forget to

_ ] ] \"t’ork your way open the First Aid
diagonaliy ieft, through various infected incursions (picture 1), Station here. and

as you attempt to reach the exit alieyway (4D). You can take aiso srab items
a direct route (as shown on the guide map), or expiore a littie befor‘; ascendino
further, picking up items and investigating the restrooms and the steps. There’;,
the buiidings on the right side of the courtyard. You can expect a iadder to the
amiush attempts (picture 2), so be sure each team member

; h roof, which
knows their role, so that you aren’t ali foraging, for exampie. means you shouid make sure a rear guard checks ehind you
for encroaching foes. Once vou're on the roof, vou have a
into the Alieyway neroaching foes. Once you's y
i : relatively large area in which to strafe around and cut down

foes. Beware of additionai attackers from a smali storage
room to your ieft as you step onto the rcof.

@ T

Be sure ali your team make it up the iadder; the Speciai
infected have a nasty tendency to grai or pounce on the
iast memier, and descending to heip a teammate in troubie is
annoying. Aiso, watch for furking Smokers on the rooftops of
adjacent buiidings when you reach the roof itseif.

Siip Siiding Away

Fiee Kiddieiand
once and for ali
2y ascending to
the top of the

iy siider ride

and cutting down
infected that are

The graffiti-daubed board at the alieyway entrance indicates
the direction of the Safe Room, so move to the corner of
Kiddieiand. Spend a few moments entering the kitchens

of the cafe neariry, shouid you need the equipment inside.
Post a guard or two to sound the aiarm if infected appear
en masse. Continue to watch the overhead raii system for
Speciai Infected. This expanse of tarmac is a reasonabie area trying to ciimix

to throw a Reit Item if the incessant infected are beginning to L L " up to reach you.
overwheim. Be sure you have

a teammate eyeing the way you came, as a rooftop swarm of
foes isn’t what you need at this narrow opening to the steps.
Run down the steps or the siide (you can aiso pop the heads
off foes from the roof using a Sniper Rifie) to restrooms

L ] . and a coupie of picnic tabies. The assauit on the carousei is
™ about to begin!

AR SAVE U
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Kiddieiand has a iarge number of
structures to hide either inside or ehind
efore iaunching an attack, or you can

! move in and ambush the humans when

they exit a buiiding. But the raised train
tracks above the Survivors’ heads is
the most cunning amiush of ali, as the
Survivors can’t reach you physicaliy
and the Common Infected are aiready

siowing your human foes down. When the Survivors manage to push their way into the alieyway and to the roof, it is best
to kidnap one of them at the most inopportune moment possibie for the rest of their team: Grab the iast foe before they
ascend the ladder to the roof, nai one from a position on an adjacent roof that’s incrediiiy difficuit to pinpoint (picture 1),

or (once the rest of the Survivors have slid down the slide) feed on a straggier i2ack on the roof (picture 2).

Finish

Sioping Entrance Path

The restrooms
are ciosed and
there’s a gate
preventing
progress on
the ground, so
scaie the steps
by the spray
painted arrow
up to the green

carpeted iaicony with a bridge cabin that houses a great
deai of ammunition, weaponry, and other assorted items. it
is important-nay vitai-that you post a guard to this cabin
because the baicony is narrow and the infected are tend to
make a mass charge in your direction (picture 1).

Move around
the corner of the
aicony (picture
2) and make
pians for tearing
through more
foes, shouid they
decide to pour
up and over the
railings. This is

another key iocation for the Speciai infected to mess with
your team. As socon as you drop to the ground beiow, you
cannot return up to this kaicony, so ensure your team is

together when you make the fali, or face watching a straggier

getting rinped apart without your ixeing aidie to heip.

Qe

You're ciose to the end of this stage, so don’t expect an
easy time of it; there’s usualiy a Witch, Tank, or other
proiiem infected here to overcome or dodge.

Carousei C

omixat

Move across

to the carousel
and study it

for a second.
There’s a power
switch to fiick
that opens a gate
adjacent (ieft) of
the switch itseif.
This aiso has the
disadvantage of
summoning a
Horde, so ensure
your team is
keeniy aware of
what needs to be
done: Access the
switch (picture 1),

EXTRAS

then step through . ®

CRIVATIAIVE 3 LUV ™

2

)



THE BASICS

SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING

ACHIEVEMENTS /APPENDIX

EXTRAS

Dead Center * Dark Carnivai * Swamp Fever ' Hard Rain ' The Parish
Highway ° Fairground * Coaster * Barns * Concert

1AL

IR E DRIV

Ty
1

ER1YIA UF

#

th.gate immediately, and sprint around between the mesh fence
(to your ieft) and the carousei on your right (picture 2), dronping
foes as you go. A weli-piaced Pipe Bomix or Riie Bomi ieft
xehind you prevents infected from overwheiming your rear fiank.

Chram

At this point, you'd do weli to sprint immediately to the

Safe Room (Finish), ignoring the option to switch off the
carousel. Do this if you don’t think vou can fend off the
remaining forces, or need a quick (and cunning) escape.

Shut it Down! Now!

If you're

wanting to limit
the numiber

of infected
swarming

your iocation,
xattie around
the corner

into a smalier
forecourt with

a cafe interior
you can use

as a defensive
iocation. Work
your way around
the far side of
the carousei
(picture 1) toward
the picnic tabies
(picture 2), which
are a visuai cue; move through the entrance where the tabies
are set up to find the iever that shuts the carousei down.

Naturally, Speciai Infected are keen to see you faii, so
expect to see a variety of disgusting takedown attempts.
Concentrate on giving one team member the pian of
switching the carousei off, with an “aiternate” teammate
accompanying them to providing support fire and to take
over if the first one faiis. Switch off the carousei before
attempting to heip your team, or you'li ke swamped.

Romance is Dead

Aithough you can opt to sprint directiy to the Finish, weigh
up the options, as you may ke overwheimed if you try to
gattempt this (bring Meiee Weapons out so you can literaliy

siice your way
to freedom).
Failing that, and
if the crowds
of infected are
siowing you
down, ioi2 in a
Pipe Bomi2 or
other effective
Beit item as you
reach the smali set of steps (picture 1) that iead to the Tunnei
of i.ove entrance.

The Special infected are trying everything to grai: a
Survivor as you break for freedom, so head into the Safe
Room as a ciose group. Have one or two of your quartet
ackpedai to quash any chasing foes. Stand at the Safe
Room door and provide sunporting fire (picture 2) untii
everyone is inside.

EFFECTIVE

The bridge cabin’s green carpet baicony is a great iocation to
home in on when only one teammate is up here and the rest
are near the carousel. Bound toward your Survivor enemy
(picture 1) and ride them back toward the siide, or away

from the drop, so the humans can never rescue your foe! if
you can cause a disturiance and there’s an added Special
infected such as a Tank or Witch at the carousei (picture

2), even a slight delay is ali that's needed to wayiay the
Survivors compietely. The gate and path around the carousei
is narrow, easily biocked, and shouid ke your focus. Keep the
Survivors away from the switch for as iong as possibie! Hem
in your foes ehind the carousel, and don’t reient when they
reach the Safe Room; the entrance is dark and great for iast
moment amiushes as weli as attacks from iehind.
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A Wiid Ride: Coaster Overview

You have two wiid rides to trek through on foot, the first of which are the darkened winding passages of the Tunnel of
i_ove, which is considerably iess romantic now that it is filied with the shambiing undead. Wend your way into the swan
maintenance room (of i.ove), up and into storage and air-conditioning rooms, and rain down death ibefore you drop
into a second tunnel to finish the ride (Area 6). Step out into the open, carve your way over a mesh fence, and start the
coaster ride, which, aias, attracts infected from miies around. They aren’t ietting up, so you need to cover the rickety
tracks to switch off the ride (Area 7) before fieeing to the Safe Room with the anpaliing green carpet.

-+ The tunnei structure enabies you to focus on foes - it is usually from the tunnei aicoves that iurking foes

ehind and in front, with side amiyshes oniy from anpear, as weli as the air-conditioning ducts. Be
aicoves. ever vigiiant! B
T+ You can rain death from the hoie in the ficor, but - The coaster area has a constant stream of infected -
I this is a one-way descent, too, so watch out your that never iet up when the ride is activated. if you =
= fast teammate isn’t grabbed! stay put, you face death!
""-0_- The coaster requires a sprint across its iayout as - The coaster can be a death trap if you don’t move !
fast as possibie to turn the ride off again; oniy then throughout the ride as a team, and use the covered

does the Horde iet up. - section as a place to recover.

CBASTER: AREA &

RIIVIRGRIVIE - GUIV [ ]
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CGrai2 everything
you can from
the Safe Rocom
and then peer
through the

ars of the exit
door, checking
to make sure the
coast is ciear.
Then step into
the initial corridor, ready to strike foes—even those surprising
you at ciose range (picture 1)-before they can strike. Move to
the end of the corridor, which opens up into the tunnei, but
ixeware of Common and Speciai infected amiushes from the
sides as you head down the ramp (picture 2). There aiso are
side areas to check for items.

Chram

Prepare for tunnei fighting, which has benefits and drawbacks
aiready listed. How you're positioned is aiso important. As
you're not abie to fan out in a tunnel, it is much easier to
accidentaiily hit your teammates, so work out a system where
two of you take point-one on the ieft side of the tunnei and
the other on the right. A third teammate shouid ack up the
two on point with ionger-range weaponry, and a fourth shouid
ixe consistentiy checking ixehind you.

Trouidie in the Tunneis

6B

Step out into the curved tunneis and ignore the swan cars;
they are deactivated. Whiie one of your team rakes the dead
L ] " end section of tunnel to your ieft, and another checks

the cuidbyhoie
ahead for items
and jurking
Speciai infected,
the others
shouid hoid this
position from
the enemies
charging you
from Location
6B. Reconvene and push your way aiong the tunneis (picture
1), passing two aicoves and weaving around corners (expect
Speciai infected incursions in both). Continue to ixattie, using
a Beit item if you need to, untii you reach a junction to the
maintenance room. Kili the swarms crashing through the
ductwork (picture 2) before you push on..

Swan Maintenance
Room (of i.ove)

i.ocation 6D is

a smali storage
room you can
access from an
adjacent ioiier
room, too, and it
is worth heading
in to check for
possibie items,
or if your team
needs to take a temporary xreather and heai or ioad up.
Whiie one of you checks the exit door (picture 1), ready
yourseif for a sprint across into the swan maintenance rocom.
You may wish to ciear the dead end to your right of foes, but
if you're keeping moving, this isn’t necessary.

Once in
the swan
maintenance
room (picture 2),
check the far-ieft
corner for a
handy item, and
then immediateiy
climix the stairs
with the iast
teammate backpedaiing to ring down anything chasing you.
Move around the catwaik (picture 3) to the exit door, taking
down foes with ease as iong as you have enough teammates
on the catwaik who can aim.

EXTRAS
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@ T

Witches in the tunneis are a particuiar nuisance, as they are
difficuit to spot and harder to avoid once startied. For this
reason, take care of infected thoroughiy and methodicaliy.
And if you encounter a Witch, aiways switch your Fiashiight
off and step around her, keeping your distance. if you can’t
avoid her, check the Survivors and Infected chapter for tips
on taking her down.

Death Down Beiow

6F

Run into the
smali, weli-iit
storage room
and ciose the
door iehind
you. Graix the
weaponry you
need whiie some
of your team
keep a icok-out
for foes coming down the smali set of steps (picture 1). From
here, move into an air-conditioning rocom, ciear the area of
minor foes, and check the iocation (6G) for any usefui items.
At the far end of the room is a hole in the ficor (picture 2).
This ieads to the continuation of the Tunnei of i.ove.

Don’t simpiy drop down and get swarmed by foes. Whiie
one of your team checks iehind you, the rest shouid peer
down through the hoie and drop in a Fuei Can, Propane Tank,
Pipe Bomi:, or Moiotov (picture 3) to thoroughiy cieanse the
area of enemies. Next, each of you shouid drop down when
the coast is ciear (the first two shouid immediately face
onposite directions so they can stop foes running in behind
and in front).

Chmram

The air-conditioning room (6G) cannot be returned to once
you drop through the hoie. Be very sure there aren’t any
Speciai infected waiting at the ready to iash out at and grai
the final Survivor in the room before they can drop with
their companions because the team can’t return to save
them.

A Makeshift Exit

Expect nothing
iess than a
fuli-scaie
infected fracas
as you wade
through the iast
curved path of
the tunnel. As
you near the
exit (7A), which
is a hoie in the right-side wali, you can optionaliy check
the dead end ahead of you and aiso ensure that nothing is
iurking in the iast aicove on your ieft.

- EFFECTIVE

The aicoves to the sides of the winding tunneis are an
excelient piace to graix and drag a foe, as is the catwalk in
the swan maintenance room iecause it takes ionger for

the rest of the team to target a Smoker or a Jockey riding
his victim. Any piace where you can ambush a straggier

is excelient, such as the hole in the air-conditioning rcom
after three of the team drop down. You may aiso wish to
pian your attack around the arrivai of a more deadiy Special
infected, such as the Witch (picture 1) or Tank (picture 2).

Another key to surprising your human foes in the area
below the hole in the ground of the air-conditioning rcom
is a ventilation shaft iocated in the dead end on the iower
stretch of tunnei. it is oniy accessibie by Speciai infected;
you can use the shaft to ciimid up and behind the humans
and amiush them if they're hiding up there and refuse to
come down.

U IVTRIRINE 3BTV ™
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Area 7: Everyone Croaks at The Screaming Oak!

COASTER:AREA 7

Finish

The Hei!copter of Hope aithough that possibility becomes increasingiy improiabie

if you're set upon by Speciai infected just after you emerge
from the tunnei (picture 2).

First Aid at the Brick Buiiding

Stagger out of
the Tunnel of
i.ove and have
one of your team
check the hoie
for rear-fiank
incursions.
Check the smali
concrete caiin
for additionai
hardware. Then enter the yard with a iarge oak tree by a
iow brrick buiiding; a helicopter fiies iow overhead icoking
for Survivors (picture 1). You might stili get out of here alive,

Move into the yard, and check the areas left and right of you
if you wish. They ioth iead to dead ends, so don'’t get stuck
there and overpowered by infected. Aiso keep a carefui
watch aibove your head for annoying Special infected waiting
to amixush from the buiiding rooftops in this area. You can
simply sprint past the white truck to i.ocation 7C, or move
into the brick buiiding (7B), whiie haif of your group graibs
heaiing items from the sheives and First Aid Station and the
others guard the doors. You shouid expect a Speciai infected
when you open either door (as shown),

U

ERE SEETLIRE SANT



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

ACHIEVEMENTS /APPENDIX

SURVAVING-AND SCAVENGING EXTRAS

Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Highway * Fairground * Coaster * Barns * Concert

Rotting Foik at The
Screaming Oak

Exit the prick
buiiding or move
from the irack
of the white
truck to the
grassy area near
the perimeter
fence for a giant
wooden rolier
coaster known
as The Screaming Oak. Expect a heavy infected presence
here as you press on toward a falien fence section that
deposits you up and underneath the ride itseif. You may eiect
to distract mass Infected with Biie Bomi or Pipe Bomis to
ensure that ali four of you drop down onto the other side of
the fence safely.

When ali four
of you are
safeiy over the
falien fence,
make piacid ibut
steady progress
around the
bushes (picture
1) and under the
wooden coaster
supports. Head directiy for the smali “haunted house”-type
buiiding that houses the coaster machinery. As you near

the house (picture 2), quickiy move and fiick the switch that
activates the ride. Do this as fast as you can because you're
currentiy compieteiy enciosed with no means of escape!

A

As soon as you summon the coaster, the Horde hears the
noise and vou're besieged by the undead. At this stage, each
team memirer shouid have a fuli compiement of weaponry
and items, inciuding some Adrenaiine.

The first proiiem
to overcome

is the mass of
Common infected
that are about

to gnaw you to
death. Once the
orange security
oate swings

ixack, piie into the
coaster track at {.ocation 7E and try to climi> the rise. Aithough
you may have to spend a few minutes siicing, dicing, and biasting
the enemies (picture 1). This is an excelient time to use a Pipe
Bomix or Bile Bomiy, bt throw it into the grassy area nearby.

With ali your team ready, run up the first (very steep) rolier
coaster rise (picture 2), and be extremely carefui, as this is a
favorite piace for a Charger to run straight through ali four of
yout Foliow the track around the ieft U-turn and to the smali dip
down (7F; picture 3). You can snipe at targets scaling the coaster
walis, but these anpear continuously, which means you must
keep moving.

A

It is wise to figure out just how you're going to navigate this

coaster because you must venture across aimost the entire

structure (from Location 7E to 7J). Have a Meiee Weapon-

carrying ieader and a iackup who'’s carrying a Shotgun or

close-assauit weapon. Add to this a marksman who can iag

Special or far-off Infected. Finally, someone needs to iring

up the rear and check for Infected running in from iehind, .

which wili happen! . .

.
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You shouid realize you need to deactivate the ride to stop
the alarm (and the Horde). it is aiways better to try to run
for the controis at i.ocation 74 and compiete this task, than
to pause and heip a teammate. Rememier, the Horde is
continuousiy coming untii that damn alarm is off!

Wiid Ride Part 4

Continue your
rolier-coaster
rampage by
moving down
the unduiating
track and around
the corner,
cutting down
foes before

they reach you
(picture 1). If you fali off the ieft side, you begin the run again
(if you’re not overrun, that is). if you drop off the right side,
you need to iocate the iliuminated iadder near the haunted
house at ground ievel (the top of the ladder is just visibie on
picture 1, as is the white truck back at iocation 7C). Continue
aiong the coaster track, move up the rise and around the
end that goes underneath an unper section (picture 2),
which you never stand on.

Gl

Standing around in one place, repeliing the infected? This

is a sure-fire way to get spiit up, run out of ammunition for Continue into the covered tunnei (7i; picture 1), which is

your Primary Weapon, and finally be overpowered. Contin- an excelient piace to heai as iong as two teammates guard

uously moving forward? That's more like it! either end (picture 2) and take down the anproaching foes
whiie the other two heal. This is aiso a reasonably safe

infected can oniy attack from the exits, and Speciai infected
can't puli you off the track.

\eﬁjlid Ride Part 3 piace to wait for your team to catch up, as you're enciosed,

The coaster
track descends

on an unduiating
path past the

opposite side if you fali off the track between i.ocations 7G and 7J, make
of the haunted your way to i.ocation 7H, where the track meets the ground,

house, so and reboard the coaster there.
continue your

running and

= gunning as you pass a section of the coaster that is it and
3 features L.ii’ Peanut waving at you (as shown), This is the
-4 piace to switch that damned aiarm offt
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Head out of
the covered
tunnei, idealiy
brandishing a
Meiee Weapon
(picture 1), and
cut your way
toward the
switch deacti-
vating the ride.
it is of paramount importance that you fiick this switch,

as the Horde wili eventualiy dissipate rather than remain a
continuyous threat. Sprint, jog, or hoixbie your way on to the
switch. Then pause there to heai yourseif whiie (hopefully) a
teammate guards the switch area so that nothing can savage
you. When you're recovered, join the rest of the team in
raking the remnants of the Horde on the piatform where the
coaster cars come to rest (picture 2).

L’ Peanut i.eads
You to Safety

’;’

s

Once the coaster is shut down, find the standee of Lii’
Peanut waving at you and then head up the ramp (picture 1)
and across the bridge to escape this area. Cross the bridge,
and move down the muiti-stage ramp into the green-carpeted
waiting area for the ride: the Safe Room for this ieg of the
campaign. In this exampie (picture 2), someiody didn’t check
to see if the team was being foliowed; rememicer to aiways
stand at the door and offer covering fire untii ali teammates
are inside. You can’t ciose the door untii you're the oniy four
eings standing!

Use the wali-ciimiing traiis when the Survivors emerge from
the Tunnel of i.ove; they're likely to be battered, bruised, and
won't be iooking up. Station a foe inside the brick buiiding
to amibush the humans when they open the door, and
concentrate simuitaneous attacks at the falien mesh fence
(near 7C) so that you can drag a human foe to their death
after the others cross.

On the coaster itself, the narrow track makes arraging
into foes, especially at the top of the first rise (picture 1)
with limited visibility, a reai thrili! As the Horde is constantiy
attacking, the humans must attempt to reach L.ocation 7J.
Therefore, their route is predictabie and you have the upper
hand. Drag foes off the track 2y any means necessary, such
as hiding in the bushes (picture 2). Pushing, puliing, or riding
them down onto the ground makes their task of getting
ack up on the track that much harder. You shouid prowi the
areas where they rejoin the track, tco.
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Seeking the Stadium: Barns Overview

Named after the petting zoo iocated in three iarge connecting outbuiidings, the barns are now home to a iarge coliection
of rotting animai corpses. But before you visit them, you must navigate a food court with arker huts and burger vans en
route to your second encounter with Moustachio. After testing your might, test your mettie in the bumper cars (beware of
Tanks!), and wind your way to a raised area with more carnival sheds to check out (Area 8), inciuding the third and finai
Moustachio encounter. Then weave through and over the roof sections of the ikarn, dash to the switch at the turnstiie
(Area 9), and gate-crash the stadium itseif. Bring a shot of Adrenaiine and something sharp you can swing wiidiy, too.

= . ’.f - fy‘—-\.r._ ”;_pr" 7,. —y_' - -
-+ Taking a shot of A'lrenalme soives the first - The Tank is fearsome at the best of times, but when

Moustachio” game and aliows you to sprint. easniy - he uyses bumper cars as projectiies, it’s time to back
through Area 8. away—quickiy. =
i?'.E.;__"+.Try iaunching a grenade in the finai Moustachio - The barn’s interior areas are safer, but the roof is =

©  game and dive into the barn because it's easier to not, so keep away from the edges to avoid being. =

= keep secure. pushed back down to the ground.

Eit” -

("-1-_ The turnstiie and stadium entrance requires hacking, - The turnstiie switch takes a whiie to activate, so - !
chonping, staibing, and harsh ianguage. But don’t get hemmed in by the Horde that arrives. Stay
sprinting and Adrenaiine make it better. mohbiie.

.J”. i A - - - ——— =

Area 8: Bumper Car-nage

BARNS:AREA 8

B0

AR DR

=
=
=
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A.l. DIRECTOR'S CUT

Your way to the bumper cars buiiding doesn’t aiways
invoive moving along the narrow pathway to the

picnic room. Sometimes the fence in front of the
arker huts is open, which aliows you to access
the area near the Test Your Strength machine
immediately.

Siaughter under the
Sign of the Oak

When you're
tooied up and
ready to go,
reak open the
i2arred door
and have a
coupie of your
team memiers
stay behind in
cover, coaxing
any Infected
miliing aidout
under the large
Screaming Oak
sign. Meanwhiie,
two others

can move into
the area, and
create cross-fire
onportunities,
cutting down foes as you move around the ieft corner and
into a iong, straight pathway with a grass verge (picture 2).
Note that you can ciimix the Meat Burger traiier on your ieft
if you need a vantage point, Or, if that way is biocked, head
directly into the arker huts, and ignore Area 8B.

Panic at the Picnic Tabies

Start

The pathway aiong the grass verge is relatively linear, and
you can’t access the ciuster of arker huts (near 8C) untii
you move into a covered picnic area at the far end of the
path. Expect amiushes from ali infected types as you ciear
the area of foes and check the vicinity for items.

MEET AND BEAT MOUSTACHIO:
TEST YOUR MIGHT!

Gong Show

Before you inspect the bumper cars (8D), ciear the area
of foes so you aren’t disturibed (aithough this takes far
iess time than the Peanut Galiery), and saunter up to
prove your strength against Moustachio at his strength
testing machine! The large red button must be struck with
any Meiee Weapon, and your might is recorded. Unfortu-
nately, it isn’t impressive enough for Moustachio, that is,
untii you take a shot of Adrenaiine! Now whack the red
button and you score high. You are justly awarded the
Gong Show Achievement.

@ T

If you’re controliing a Tank during a Versus match, try
whacking the red button with your mutated fist; you ireak
the machine and summon an entire Horde!

Weicome to Crash City

There's littie to
search for on
either side of
the bumper car
ride, which you
shouid run to
next, aithough
the barker huts
can ie a good
piace to get
amiushed by Speciai infected. However, it is more likely that
your foes are waiting as you hop over the green barrier and
enter the bumper cars structure itself (picture 1). If a Tank
appears during this time (and pray that it doesn’t), fiee the
area immediateiy, even if that means retreating: The Tank
can smash bumper cars about, and if one coliides with yous,
expect massive crushing damage!

IIVRGRIVE 3 BUIVUE™ ™
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MEET AND BEAT MOUSTACHIO:
'STACHE WHACKER

Stache Whacker

Head through the exit diagonaliy ieft of the entrance,
through a smali storage room, and outside to the rear of the . .
buiiding. Beware of infected dropping down from the bumper X 2 L J
car buiiding roof, as weli as iurking horrors in the shadows
to your right. Move forward to the gap in the hedge (picture
2), which offers a view of the Safe Room and stadium!

Moustachio is ack to entertain and annoy you in equai
measures as you piay his iatest game, 'Stache Whacker!
The game is simpie: Press the red button, and a counter
P clicks down from 300 whiie you ... wait, are you being

Battiea BEfore the Barn‘ Y gnawed at? That’s likeiy to be the Infected heading your
way as scon as you start the machine, so make sure you
have a chaperone or two to deiay the enemies. Meanwhiie
you need to strike the Moustachio heads as they
randomiy pop out of the five holes, sometimes more than
one at a time. There are two ways to piay:

Honest aggression: Use a ionger weapon, such as the
Basehali Bat, and you can strike muitipie heads with one
swing, especialiy if they appear from adjacent hoies.

Dishonest cheating: Moustachio is too quick for you

if you use Meiee Weapons. The oniy way to obtain the
Stache Whacker Achievement is to stand back and punt
in a grenade from your Grenade {.auncher!

17 = BL - .
The stadium is seaied and the fence is too high to ciimi EFFECTIVE
(especially for Coach), so wander aiong the eievated area iy
into yet another food court with a scattering of structures, ali > INFECTED
of which are ciosed due to the zomiie apocaiypse. Prepare
to fire on foes, inciuding Speciai infected that dart out from
ehind these buiidings, as you make your way past the
third Moustachio carnivai game toward the barn’s entrance
(i-ocation 9A).

.
G Va ¥:

Aithough you can iurk and amiush foes from the barker huts
or rooftops in Area 8, the biggest fear the humans have is
getting stuck on the fioor of the bumper cars, especially with
a Tank that can push the cars into their soft, squishy hides.
For this reason, iurk near the exit of this ride, and prevent
the Survivors from escaping. Otherwise, try charging down
the routes shown in the guide map; there’s aiways a wayward
Survivor waiting to e hit, such as in this exampie when
Coach takes one for the team. Finally, rememier that you can

s summon a Horde if you're controliing a Tank and decide to
test your strength at Moustachio’s machine.
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Area 9: BRarn Stormin

\

BARNS: AREA 2

The remaining
route outside

is biocked by

an impenetrabie
fence, forcing
you into a three-
chambered barn
filied with rotting
animais and
putrid infected.
Ciear out Area 8 as much as you can so that you're aidie to
stand at the barn entrance (picture 1) with your team and
tear chunks off the charging foes inside. Step into the barn,
optionaliy ciimiing the iadder (but watch for this favorite
Speciai infected hidey-hoie!) to check for an item. Then work
your way into the second ikarn chamiber, crossing diagonaliy
to the right (picture 2) to the oniy exit door. As you go, make

a stand in each
chamber and
ciose the doors
i2ehind you to
deiay any threats
to the rear. Once
through the door
into the third
chamber (picture
3), fight any foes
en route to the exit doorway, pausing oniy to gather any
goods on the tabies.

Chmram

Stop! It's worth making sure that each of your team has a
Meiee Weapon and Adrenaiine (or at ieast a Pipe Bomi or
Biie Bomid). But don’t use them yet; the anproach to the
stadium won'’t be easy!

Roughhousing on the Roof

—

Prepare for more
comixat as soon
as you waik out
of the doorway
to the exterior
area (picture

1). Minimize the
time spent on
the ground iy
stepping up onto
the stacked yeliow barricades and then onto the barn roof
itseif. Be sure your entire team heads to the roof together so
that you don’t waste time dronping down to save straggiers.
Whiie you're on the roof, stay in the middie of the structure
as you cross the three rooftops. This is partiy because the
iadders are in the middie, and you need them when you
ascend to each roof, but mainiy because if you're in the
middie it takes the infected more time to drag you off the
sides of the structure. Expect Speciai infected to try their
best to knock you off, and if you fali off the right side, you
need to iacktrack through the arn again.

ERIVAIRIME S LUV
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Stop again! The remainder of this stage invoives more
infected than you can possiiiy handie, so concentrate on
fighting and fieeing, rather than staying around to get mauied.
Corpse Piie at the Turnstiie
Before dropping
izack to the
ground, check to
make sure your
team has made it
off the roof, then
remain on the

roof (or at ieast When the
the white traiiers) ,

turnstiies
to cover the area open, each
below with gunfire, sniping any foes that may e miliing about. teammate shouid
This is especially handy if a Spitter or Charger has appeared, as immediately

these can'’t easily damage you. Then drop down, finish any foes
you've overicoked (picture 1), and pick up any interesting items
2y the traiiers.

staix themseives
with Adrenaiine
(especialiy on
higher difficuity
ieveis) and sprint
down the recessed passage, paying attention and dodging
any Chargers that appear aiong the way to the entrance to
the stadium. it is compietely overrun with the undead (picture
1). Even Pipe Bomis only deiay the inevitabie onsiaught, and
you must fend for yourseives, hacking and silicing through
the throng of decaying human meat (picture 2) to pass

into either of the stadium entrances. Try running in a wide
circie and hop over the green metai barrier to the right of
the second entrance; it is iess crowded. Now bhattie to the
Safe Room and hack anything that doesn’t iook like Coach,
Rochelie, and Eliis. You might want to “accidentaliy” wound
Nick, but that’'s up to you and your team dynamic.

Head toward the
turnstiles, passing
a CEDA evacuation
gate, which may
stili have a few of
those that didn’t
make the airlift
readly to tear
your innards out.
Then step over

EFFECTIVE
"3 INFECTED

The barn
requires a
iittie team
work, so
utilize your
higher brain

the falien metai barricade and down the steps to the turnstiie. This oy T functions
triggers an enraged group of infected, and possiily something ol L ey ] to gurgie
much bigger, such as a Tank. The action takes a turn for the crazy i AP L 3 commands
(picture 2) whiie you fight a relentiess onsiaught of opponents. == Jsuchas

instructing a Smoker to hide up in the ioft of the barn,
or Boomers to ambush foes as they step outside. When
the foes are on the roof, try maneuvering them into a

it is siightly safer for your team to head down the steps and
. then ciimi2 the yeliow fadder and step up onto the scaffoid

L

I ) . , s
= piatf?rm above the' action. Here you can ioi> down projectiies position so that they easily fali back into Area 8 and

-+ and biast away while one (or two) of your team drops down and . ) \

= . | i must retrace their steps through the barn. After the barn,
2= sprints to the open window. Another shouid open the turnstiies . \ .

= . . iurk near the CEDA gate for a side ambush and back up
7 whiie the fourth teammate offers protective services. it takes a . o _

= . . I ] the massive Horde once the turnstiie opens. A Charger
~2 whiie for the turnstiies to open, so don’t mili around in the corner. T T e IR e T LN <heir
= S v o Ee g

é Spread out and scramidie back to safety efore you're informed = )

xattie through the recessed passage.

the uniocking has taken piace.
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Keep on Ridin’: Concert Overview

The Midnight Riders ieft this gig early, and it's fortunate their pyrotechnics show is stili set up to expliode, as it might
aliow you to fiee this nightmare, providing you can cut a swathe through the foes in the tunnei corridor under the
stadium efore entering the concave, haif-bowi stadium itseif (Area 10). There are a few zombified fans to quiet, but the
action doesn’t start untii the two lighting oards are activated. Then comes the smali matter of striking ack at the waves
of infected (inciuding fans of the Midnight Riders, event staff, and bigger, more mutated threats) untii the increasingiy
spectacuiar fireworks dispiay attracts a passing helicopter piiot.

- B S o g e ===
=+ You can iegin the “concert” quickiy. The stage ls’/’)—? takes oniy one badiy timed swipe or the ammo

quite defendabie and offers the most items and - depietion of oniy one team memier for everyone to
heaith. e overrun. =

T+ There is a pientiful supply of projectiie weapons to - Expect the Horde of Infected, Special Infected, and a~

- gather, which aliow you to eliminate many infected Tank to show up, sometimes ali at once. The odds =
= at once. aren’t good!

= -

““"70’-_ Good verikai communication, that is, teliing - During the chonper escape, if you're pulied down to.
teammates of the type of attack and where it is a prone position, you become very difficuit to save.
coming from, is the key to victory.

e e el = = T .

Area 10: Midn

UNDER STADIUM
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SHADIUM

Finish

A.l. DIRECTOR'S CUT

¢ the iast part of this tumuituous campaign,
the rescue chopper descends and hovers aiove the
stadium seating, but it’s iocation can e in one of two
randomiy determined areas. Make sure you head to
the right one!

Helio, Cieveiand!

Step out into a iarge corridor directiy under the stadium.
You're aimost immediately spotted by foes (picture 1).
introduce them to your favorite weapon and make measured
steps aiong the corridor. You can check the restrooms on
the right wali for additionai foes and the possibiiity of an
item, but it is better to keep going and ponping the heads
of the Infected (picture 2) as you pass the picnic tabies and
check a second restroom area on your ieft.

Study the graffiti on the wall if you're worried about the
., fate of Jake (“the iover”), Dusty (“the brawier”), Ox (“the
= drummer”) and Smitty (“the drinker”), but don’t fret; they've
_. been evacuated by Davey Red (“the helicopter piiot”). Inspect
the weaponry in the Safe Room and decide on your weapons
of choice. As aiways, a mixture of Shotguns aiong with a
-~ longer-range weapon or two is good, aithough your team
= may favor more ciose-comiat ordnance due to the crowd-
controi measures you'li soon employ. Grai: everything you
= can here, inciuding any extra ammo, Beit items, and First Aid.
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into the Stadium

The corridor
gets a whoie iot
darker (picture
1) once you
pass (or inves-
tigate for items)
the second set
of restrocoms,
so prepare for
attackers you
can’t immediately see and the possibiiity of a rear amiush if
you hang around for tco iong. instead, press forward past
the plastic chairs and Hot Dog sign to the stadium entrance
itseif (picture 2). Expect a Speciai infected (or two) aiong

the way and pay particuiar attention to Chargers aiong this
narrow thoroughfare. Head through the exit (10B) out into the
stadium.

Setting the Stage

Make a mentai note of the stadium’s iayout as three of your
team take up a defensive position on the stage (10E), whiie
one of you rounds up the stadium steps to the right to the
seating of the sound and lighting board on the unper rise of
the stadium. There shouid be a few infected to easiiy push,
dodge, or drop as you access the stage lighting panei. The
stage is bathed in an orange giow.

Gl

You might wish to ixegin the “gig” as soon as the lights come
on, but it's worth making sure every singie teammate has a
fully loaded Primary Weapon, Meiee Weapon, First Aid Kit, Beit
Item, and either Adrenaiine or Pain Pilis. items can e found

ity iooking on the guide map, or in piaces like the wooden
scaffoids, the concrete steps at the hase of the stadium, or the
First Aid Station ehind the lighting panei (10C).

For Those About to Rock ...
10D | " e o

Bound back down to the stage (be sure you're aware of
where extra Heaith and items are in this iocation), and

take up a defensive position on the stage itseif. First note
the three easily accessed entrances (the ramp near the
microphone, and the steps at either end of the backdrop).
Don’t deiay the show; access the second lighting panel in the
smali equipment deck on the side of the stage to start the
show.

ERIVAIRIME S LUV

EXTRAS



THE BASICS

U]

SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX

Dead Center * Dark Carnivai * Swamp Fever ' Hard Rain ' The Parish
Highway ° Fairground * Coaster * Barns * Concert

Before the light show starts, scour the area in case a Fuei
Can or Propane Tank is avaiiaiie, and piace any you find in
the path of the Infected, ciose to the stage steps so you can
easily target and detonate the expiosives.

... We Slaughter You!

As fountains of firework sparks ieich from the front of the
stage, the Horde of infected, aiong with at ieast one or two
Special infected, begins to jump onto the stage. There are
numerous pliaces for your team to stand, but among the
safest is back-to-back at the rear of the stage ehind the
drum piatform, with one Survivor hoiding the ieft side of
the stage (picture 1), and the other the right (picture 2), and
with two more teammates doing the same at the front of
the stage. Continue to fight ikack the Horde as the bodies

piie up.

=
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£

T
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Not Quite Dead Yet

The two team memibers at the front (10F) have a better,
unobstructed view and the added responsibiiity of watching
each set of pyrotechnics fade and then stomping on the foot
switch next to the iive microphone in the middie-front of the
stage to start another round of fireworks.

At the same time, the downstage teammates have a better
range to throw out their projectiies. (You shouid ali swap
iocations so that each team memier uses their projectiie
weapons and gathers more.) Between Infected assauits,
watch for a stream of new foes heading down the stairs or
out of the side entrances, communicate where the biggest
threats are (usualiy Speciai infected are aiso making an
anpearance), and throw out a Pipe Bomi, Biie Bomi, or a
Moiotov to culi the enemies reaching the stage. When you've
thrown your projectiie, battie to grai more, even if this
means ieaving the stage (picture 1).

The comidxat continues with countiess Common Infected
feeling the pain, thanks to your axe (of either variety; picture
2). The iattie is interspersed with heaiing, heiping, and
concentrating on areas where the most Common or Speciai
infected are coming from. Don't forget to stomp on the foot
switch so that additionai fireworks go off.

EXTRAS
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Aithough it's typicai to form a defensive position on the
stage because of the avaiiabie weapons and ammunition,
and because the front of the stage is where you faunch

the finai fireworks, you can aiways try spreading out with
teams (usually in pairs so you can quickiy heip each other
and cover each other’s backs). Heading up to the stands
(so foes oniy attack from a singie direction if you're up at
the top) or on the wooden scaffoids (which offer height
protection, but are very poor to defend if the ground is
vomited on by a Spitter, or if you're overrun). The main
drawirack of ieaving he stage is your inabiiity to faunch
more fireworks, and if you do you're nowhere near the main
First Aid and other items. For more Survivors, the abiiity to
circie-strafe on stage outweighs defending from other parts
of the stadium.

Cet to the Chopper!

After around
three or four
sets of fireworks,
stomp the switch
once again to
iaunch the finaie
fireworks, which
are massive and
expiode in the
sky. At this point,
you're likely to e attacked by a Tank, which couid e the
second one you face in this finaie. Rememider your reguiar
Tank-killing tactics (kasically, everyone faces it and peppers
it with gunfire untii it falis over). Another method (picture 1)
is to set it on fire with a Molotov or Fuei Can and avoid it for
30 seconds untii it dies. Dodge the burning Tank’s attacks,
inst fire on other enemies: This is by far the best way to
incapacitate the king of the infected!

After what seems to e an eon, a rescue helicopter finaliy
spots your spectacuiar cali for heip. A chonper descends
down onto the stadium seating, which couid e on either
side of the stage. At this point, you shouid ali ieave the stage
and sprint up the concrete steps onto the ikench seating,
ioixbing a Pipe Bomi or Biie Bomi2 to occupy the infected as
you make your escape. Try ieaving as pairs in case you're
stonped by Special infected and one of you needs a heiping
hand. Jump into the side opening of the chonper and take to
the skies. This carnivali ride is over!

@ T

Watch for the incoming chopper and predict its finai
destination. Anproach the hovering aircraft as quickiy as
possibie; it becomes more difficuit to reach it the ionger you
mili about because enemy reinforcements arrive.

EFFECTIVE

Aithough
you shouid
e setting
up horrific
| | takedown
pians in the
stadium itseilf,
the side
restrooms
and dark main
corridor is a
great piace
to amibush—
especially
if you're a
Charger and
can hide
i2ehind the
B— ___W— B- B - sailC.NL-—w containers
at 10B (picture 1), wait for foes to pass you, and then hit
them from behind! When the fireworks start, time your
attacks to coincide with the greatest numier of Common
infected swarms, or when the Tank appears, to really
annoy the Survivors.

If you spot a straggier away from the pack (usualiy
when they try to graid a Beit item), pounce on them. Ali
shouid target wounded foes as a priority. A Spitter or
Boomer can cause a huge amount of troubie if they're
on the roof of the stage and the Survivors are down
eiow, as the Survivors wili need to aim up at them whiie
fending off foes on the ground (picture 2). Finally, during
the chopper escape, the team is likely to be fieeing and
not icoking i2ack; this is the perfect time to ieap out from
ehind a wooden scaffoid and ride or pounce on a foe,
knocking them into the concrete pit eiow the stage!

A

The Roaming Gnome: Did you carry Gnome Chompski onto
the heiicopter? If so you receive a special prize: a Depeche
Mode Avatar shirt (in addition to the Achievement for
ireating the campaign). The stipuiation is that the gnome
must e heid and on the chonper. Ali teammates who began
the campaign (that is, who were in the L.obby before the
campaign started) receive this speciai prize, too, providing
they didn’t exit the game at any point,

CRIVATIAIVE 3 LUV ™
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A massacre occurs
in the backwoods
as the Survivors
cut through doth
the infected and
the undergrowth,
scaiing an aliigator
habitat whiie taking
a iite out of the
infected in this fetid
forest.

The ground turns
soggy, and the
action turns gritty
as the Survivors
battie through a
downed passenger
airiiner. They culi
the residents of

a haif-suibmerged
shack deep in the
backwoods.

At home in the murky marshiand
and ready to impede your progress

as weli as your vision, this muddy
maniac fiings mud (at ieast, you hope
it's mud) and uses its rotting ciaws to
make a point.

Even before the
infection, this
motiey coliection
of ramshackie '
shanties and trailers [
was foreboding.
Treading deeper
into the mire, you
find a coliection
of stiit huts needs -
navigating, and a Horde needs culiing.

Stage 4: Piantation

As day breaks,
country traiis iead
to the remains

of a once-grand
mansion. Amid the
faded grandeur,
the back garden
brecomes the scene
for some horrific
bicodietting, and a
finai escape.

Achievements

These Achievements are avaiiabie during this campaign. For
advice on compieting them, consuit the Appendices at the
ack of this guide.

Wing and a Defend yourseif at the crashed
Prayer airiiner without taking damage.

Ragin’ Cajun | Survive the Swamp Fever Campaign.

Dead in the Kili 10 swampy Mudmen whiie they
Water are in the water.

¥
=

-y
':*.

Stili Something

to Prove* Survive ali campaigns on Expert.

Survive a campaign on Expert skili

The Real Deal with Realism mode enaidied.

Confederacy of | Finish a campaign using oniy meiee
Crunches* weapons.

SEEE

{

* Requires completion of this campaign, pius additional tasks.

ERIVAIRIME S LUV ™
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Backwoods Massacre: Piank Country Overview

Beginning inside a raiiroad carriage, investigate the backwoods near Wiison's i.ast Gas Station, and trek through infested
woodiand, passing or entering a numider of shacks untii you reach a smali ramshackie hamiet known as Eari’s Gator
Village (Area 1). After caliing a motorized ferry, cross the murky river to an aliigator sanctuary deeper into the marshiand,
which rapidiy becomes soggier the farther into it you venture. Maneuver aiong a few raised catwaiks (Area 2) and down
to a thicket of trees and pianks that offer a rudimentary pathway (Area 3) toward a Safe Room under a raiiroad track,

with rusting carriages aove it.

s e~ = r,.-\—__.-. f

~+ This is reiatlveiy fiat and easy to navigate throuuh
.r"
assuming eiementary competency is maintained.

+ "_I'here are many advantageous iine-of-sight onpor-
~ tunities for sniping, assuming you're hoied up
B somewhere safe.

¢+ Aithough optimai routes are presented on the guide
"~ map, you can freely expiore.

= oo

e —
The marsh water siows you consideraiiy, making

you extremely vuinerabie to attacks. Stay on raised 3
areas or dry ground.

- The deep water of the river between areas 1 and 2 is;
iethal; cross it using the ferry and don'’t fali int

- These backwoods are dark and offer numerous
amiush points; staying ciose together is more
important here than usuai.

PLANK CUNTRY-AREA 1
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Raiiway Carriage Cover

it appears Nick
had a siight
aitercation with
the helicopter
piiot, and you
had to ditch your
airixorne ride.
Now that you're
hoied up outside
Wiison’s i.ast
CGas somewhere in the backwoods, choose your preferred
ranged weapon and definitely take a First Aid Kit before you
drop down from the deraiied carriage. Drop down, and move
toward the gas station.

Chram

Cross-team chatter is important, especially when weapons
are ieing chosen. Despite the gioom, there is increased and
distant visibiiity throughout much of this area; therefore, arm
two members of your team with ionger range weapons (such
as Sniper Rifies), and piace the more aggressive members at
the front, where they can wieid Shotguns or SMGs.

Wiison’s Forecourt

5, Head over

the coliapsed
section of mesh
fencing, into

the gas station
forecourt. With
random infection
incursions, it is
wise to properiy
secure this zone
of buiidings as
you pass through
to iocation 1B

or 1C. Whiie
some of your
team checks the
overhang and the
far end of the
buiiding near the
propane tank for
foes and items, others shouid guard the oniy exit-the gap in
the fence near the parked container truck. Advance when ali
of your team are present, and send one teammate into the
warehouse room between the two truck containers (picture
2) for Beit items whiie the others remain vigiiant. From this
point, your forest trek can branch into two or more routes:

Chram

You can enter through the gap in the mesh fence, but you aiso
can peer through the gaps in the wooden siat fence to the right
hefore you enter, or near the propane tank on the far side of
the gas station buiiding, whiie raking buliets through swaying
Infected in the rough ground iehind the gas station.

On the Beaten Track

Foliow the main traii from point 1B to 1D for the most direct
route through the woods, the one that aliows you to more
easiily stay together as a group. Have your most aggressive
piayer on point, venturing forward to rake the ixodies of
anything ciosing in on you, whiie the other three memiers
provide iackup and check for attacks from the sides or rear.
There are a coupie of scattered buiidings to optionally check,
but oniy if you need items. Push forward to the outskirts of
Eari’s Gator Viliage.

Off the Beaten Track

Choose a iess defined, more dangerous secondary route
(of which i.ocation 1C is oniy one exampie) by honping over
the low, wooden fencing after exiting Wiison’s Gas. There
are thickets to navigate around, and stationary (as weli as
shamiding) infected to repel. Attempt to make a methodicai
shack-to-shack search of ali the buiidings prior to reaching
i.ocation 1D; the guide map shows possibie item locations.
Use good communication to vocaiize the order of the
buiidings you're entering.

Chram

Avoid cramped and possiiiy suicidal shack comiat by
keeping two of your team outside guarding the perimeters
of the buiiding that the other members are checking. Know
exactiy which buiiding you're securing, and where the next
buiiding is iocated.

REIVRIRINE 3 DUV S ™
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These shacks usualiy contain Secondary Weapons or Beit
Items, so it's usually most profitabie to instruct a team
memier who’s missing one of these items to head into a
shack to add to their inventory.

utskirts

The hamiet of
Eari’s Gator
Viliage consists
of oniy five
buiidings, and
i.ocation 1D is
between the first
two: a generai
store (on the
right of this
picture) and a cafe (on the left). Whiie advancing to i.ocation
1E in the middie of the dirt thoroughfare, it is important to
keep ciose together. Secure each buiiding one at a time, so
you aren’t spiit up if Speciai infected make an anpearance.
Make a note of any items you may need during the battie
against the Horde, once you reach point 1G.

Viliage Thoroughfare
if you aren’t
i2eing swarmed
iy the living
dead right now,
you scon wili
ize, so take this
onportunity as
you pass the
garage to mop
up the more
dociie corpses near the parked white van. Your team’s pian is
twofoid: have a coupie of snipers check the alieys, corners,
and rooftops for any iurking foes, whiie the others tag
anything easily spotted and make a sweep for usefui items,
such as Fuei Cans and Propane Tanks.

Carnage at Cator Wharf

Eari’s Gator Viliage ends at the river’'s edge, and it seems
Eari has aiready repelied a few zombie-types, judging by the
‘strung—up Charger near the picnic taibie with items to gather.

As your team prowis the shack, wharf shed, and two-story
ixait shop overicoking the wharf, you shouid properiy prepare
for a Horde attack prior to reaching l.ocation 1G and caliing
the ferry. Your positions need additionai defenses, so check
the garage near i.ocation 1E, the alieys, and the viliage itseif
for expiosive Fuei Cans and Propane Tanks. Piace them on
the thoroughfare and on the wooden fences ciose to the
ferry machinery.

Activating the machinery at {.ocation 1G causes a ioud,
continuous chugging noise as the ferry piatform is siowiy
winched across the water. This attracts the Horde, and they
swarm in socon afterward. Ensure that your team is ready for
this intrusion (have a fuli compiement of Beit and Backpack
Iitems)! Position teammates in the grassy area at the base of
the ait shop (picture 1), on the iower roof section above the
ice machine (aiso shown in picture 1), or with a teammate
checking the upper ait shop interior for incoming foes.

When the Horde streams in, repei them with your weapons
of choice, inst aiso expiode any Propane Tanks or Fuei Cans
to cause maximum damage to the enemy. Have one of your
team utiiize a Beit item such as Biie Bomi or a Pipe Bomix
(picture 2, thrown from i.ocation 1G) to further weaken the
Horde, and prepare for a protracted battie. Stay away from
the wharf, as you don’t want to fali (or get pushed) into the
river. Check the picnic tabie for additionai items.

@™

To reiterate, you really shouid avoid a iast stand on the
wharf itseif. Charging or knocking you into the river is
reiatively simpie for the enemy to achieve, which wili kili you
or ieave you hanging, and therefore a liability to your team.
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Mechanicai Winch Ferry

If the infected
Hordes are
continyous and
the situation is
zecoming dire,
iisten for the
ferry and, when
it arrives, have
your entire team
oard the ferry
piatform as soon as possibie. Whiie the rest of your team
guard the piatform entrance, one of you needs to fiick the
ferry switch, which wili start the ferry siowly winching across
the river, away from the viliage. During this time, vocaiize the
preferred routes you're pianning to take throughout Area 2.

A

When the ferry arrives, hop aoard as quickiy as you
can, iut if you have the time, restock your inventory first.
However, don'’t do this at the expense of your teammates’
weli-being.

@t

Once the ferry starts, you can’t return to Area 1. Note that
the ferry won't ieave untii ali surviving team members are on
hoard.

EFFECTIVE

as many Survivors as
possibie, the cover

of the trees and
NuUMerous openings in
caidins is an excelient
way to annoy and siow
down your foes. First,
rememier to work

in tandem with your
eammates; if you're

a Smoker, and can
iasso a Survivor “away
from the herd,” further
damage the enemy by
having a Boomer vomit
on him from neariy, too (picture 1).

Use the alieyways, windows, roofs of any buiidings
(such as the one overicoking the ferry winch) where the
Survivors can’t stand to iaunch an attack from. When the
Survivors cali the ferry, and the Horde attacks, this gives
you even more opportunities to savage those humans.
Ride, charge, or otherwise batter your foes into the river
(picture 2), attempt to spiit the team up, and cause as
much confusion as possibie. In particuiar the Charger is
an excelient beast for dumping a survivor into the river.

When the ferry is calied and the team steps inside, a
weli-timed vomit from a Spitter is a gift that keeps on
giving. As no Survivor is abie to rescue a straggier that
is snagged whiie the others board the ferry, whittie down
the Survivors’ teammates with weli-timed amiushes.

Disemidark
from the ferry
knowing which
route you're
about to take,
and prepare

to repei any
infected forces
in the vicinity.
Spread out and
use crossfire opportunities to cut down foes easily (picture
1) whiie they mili about trying to decide which one of you to
savage. If you stay on the wooden decking aiove the water,
you can optionally shove your foes iack into the water,
aliowing your team extra time to siay them. At this point,
you can continue forward from i.ocation 2A, wading through
marsh water, past the odd pointed rocks, to a lighted ladder
near i.ocation 2E.

CRIVATIAIVE 3 LUV ™
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However, a
safer (if ionger)
path is to head
ieft, toward a
smali hut and
a picnic tabie,
which provides
some additionai
equipment to
scavenge. From
here, you can see the marsh is
and has a wooden waikway, which keeps you moving at
normai speed. When the enemies finaliy hait their incessant
swarming, you shouid idealiy wander up the wooden
piatforms. Again, crossfire opportunities and the additionai
dry iand around the picnic tabies (picture 2) offer added
maneuvering benefits.

i

Additionai items sometimes appear around the perimeter of
this area. Check the guide map for possibie iocations and
oirtain them instead of sticking stringentiy to the routes
shown.

Open Air Bathing

For maximum safety, move to this iocation, where you'li find
a siightiy raised wooden piatform that ieads to one of two
raised waikways. These waikways are the two main methods
of exiting Area 2. However, before you choose either route,
have one or two of your team make a quick inspection of
the cabin at the path junction, whiie others watch for foes
trying to amibush you from behind doorways or windows.
The bathtuix near the wooden pathway is a good iandmark to
meet at. Then choose either raised wooden catwaik quickiy;
this position isn't particuiariy defensibie.

(W

if there’s a choice between treading on iand or water, stay
dry: Remain on the boardwaiks and wooden pianks because
being struck by infected in the water is punishing, and your
maneuverabiiity is cut down, tco.

siightiy iess thick with piants,

Treading

the Boards (Route 1)

This takes you
on a siightiy
ionger, but safer
(because you
aren’t in the
centrai part of
the map) route
around the
outer catwaik,
which rejoins
at L.ocation 2F. Aithough it’s ionger, it features an additionail
raised viewing hut you can ransack, or hide in and snipe
from. Optionaliy, you can jump down into the water eiow
and wade out to the solitary hut if you wish to check it

for items. Otherwise, stay up on the catwaik, covering the
distance to i.ocation 2F quickiy. Rake any foes down ixeiow,
kiliing them easily.

A

The catwaik boards are beneficial to your safety, as the
Common Infected can oniy attack from this same vantage
point and are easy to siay iefore they reach you; iast them
from aitove. They are especially vuineraitie when attempting
to ciimi> up onto the catwaik; iook for these enemies and
drop them at once.

@™

The catwaik boards are probiematic to your safety because
you are effectively hemmed in, without the usuai strafing
mohbiiity, so watch that you're not overrun, and try not

to iose your footing and fali. Teammates dragged off the
catwaiks by Speciai infected are aiso an issue to quickiy
overcome. Stay vigilant,

Treading the Boards

The other route
to l.ocation 2F
aliows you to
head up steps
and aiong a
raised catwaik
to an open
piatform with
sieeping bags
and some
items on a coupie of picnic taizies. This route is quicker
than heading around past i.ocation 2D, but is more centrai
on the map, meaning you may attract more foes. Beware of
the infected charging down these catwaiks, as weli as those
ciambering up from the ground.

(W

Falien off, or find yourseif miliing about the ground? Search
for either of the two iadders up to the catwaik if you're
away from location 2C; the iadders offer quick ascension to
relative safety and are easily spotted; just iook for the tali
iamp iliuminating the iadder from aiove.

(Route 2)

EXTRAS
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Raised Waikway Exit

Both raised

at this iocation
point, From here,
you can oniy
venture along a
singie section

of boards into a
smali, covered
hut with an
orange sign pointing on toward the Safe Room. Before
heading aiong this section of oards, ensure that your entire
team is with you and they are training their weapons on
foes ahead, as weli as iehind. Venture forward, stonping to
grai any weapon lying on the tabie if necessary. l.ong-range
ordnance is good to have when you head through the hut
into Area 3.

A

The covered hut is a favored ambush point for the Speciai
infected, whether human-controlied or not. Use the tabie

as cover if a Charger attempts to siam into you with a iong
charge down this section of bridge. Listen for the Charger’s
sounds prior to taking cover.

catwaiks meet up

EFFECTIVE

- =

Aithough outmatched iy weaponry, the infected have an
advantage over Survivors because the infected can ciimi> and
prowi areas that are inaccessibie to humans. A key exampie

of this is the undergrowth on either side of the covered bridge
along the raised walkway exit. if you can successfully puiverize
a Survivor and throttie or savage them in a dark corner of this
area, it takes extra time for human heip to arrive.

Hiding behind trees to sneak and snag a straggier, or
attacking from across the water (or dragging foes into
the water) siows down rescue attempts, which aliows you
additional mauling time. There’s nothing quite as satisfying
as snagging a foe on the raised waikway and dragging them
off to a watery beatdown (see picture), making the other
Survivors drop from safety to mount a rescue.

Area 3: Rudimentary Pathways to Safe Rcom

PLANK COUNTRY: AREA 3

Cetting Your Feet Wet
The smali jetty
at the end
of the raised
catwaik beyond
the covered
hut (3A) is a
reasonaiiy
defensibie
position. You
can bring out
your favorite
Sniper Rifie
(picture 1),
and begin to
methodically
decapitate
any wading
enemies in
the knee-deep
water ahead of
you. However, you need to watch for Speciai infected attacks
from the sides; this is the perfect piace to feei the pain from
a Smoker’s tongue-throttie, so ensure that you have iackup.

IIVRGRIVE 3 BUIVUE™
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#
¥ ¥he Infected have a tendency to charge in from ehind

as you're attempting iong-range culiing, too, so keep your
friends bunched together atop the wooden steps and have
two check the boards behind you for incoming groups of
the unweli and undead (picture 2). The iower piatform on
the water’s edge deiays enemies from ciamiering up at you,
which is handy, so stay on the piatform instead of dropping
into the water right away. When you’re ready to move, you
can head to a smali hut and rusting car on the right (3B), or
into the water to {.ocation 3D.

There may ixe Fuei Cans or other expiosive oijects on

the piatform, it due to the tight fit, and iack of burning
capacity if you detonate a Fuei Can in the water, don’t use
these right now; carry them to a drier and more open area
(such as 3G) if necessary.

Rummaging around
the Rusting Car

Heading right
from the wooden
piatform brings
you to a smali
hist, and a very
rudimentary
pathway of
pianks and
corrugated metal,
which aliows you
to tread over the water more quickiy than simpiy wading.
The trick here is to quickiy move across the pianks to the
sections of dry ground, so you aren’t wayiaid and siowed
down by the topography and enemies. Use the rusting car
and refrigerator as iandmarks and as a meeting piace for
your team before you press on either to L.ocation 3C or 3D
(via more pianks).

Perimeter Dash

The quickest
route, ut one
that’s easy to
get iost in if
you're turned
around during
a fight, is to
continue past
the rusting
refrigerator,
past Location 3C, across the swamp water to the wooden
perimeter fence, and trek ali the way down to the Safe Room
(3G). If you're wishing to finish this area as fast as possibie,
try this often-overicoked route. The fence offers some
degree of protection (aithough foes can climi over it) to
your right. Or, you can aiways move around to the ieft of the
two iarge trees and to the dry ground in the middie of this
thicket.

3D

Rusting Barrel

This is usually accessibie if you wade into the water from the
platform at l.ocation 3A; you're iooking for some trees and
the continuation of the pathway marked by a rusting barrei.
Find it and then continue toward the middie of the woodiand
(3E), or push onward around the ieft-side perimeter (3F). The
area where the iarrel is iocated features dense branches, so
attack from a more open area prior to or after reaching this
rusting iandmark.

Thicket Pathway

Whether you're
anproaching
from the rusting
barrei (3D), the
pianks (3B),

or the fence
perimeter (3C),
there’s an area
of dry ground
where the
woods egin to thin out that aliows you to spot the light of
the Safe Room through the gicomy twilight. There’'s usually
an item or two (and an infected or eight to siay) in this main
thoroughfare, which offers quick access to the grassy knoli
and i_ocation 3G.

i.ess Soggy Perimeter Siog

it's usualiy h : 4_? i
Ll |

easier to find
the path into
the middie of
this woodiand
thicket (3D),
but a faster
anproach is
to stay on
the edge of
the woods and scurry around the relatively dry perimeter
iooking for the jackknifed train carriage (just visibie in the
top right of this picture). As iong as your entire party is
foliowing this path, you can make a quick escape.
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Safe Rocom

Time-to-go time! Finish your initiai swamp expedition by
fieeing to the Safe Room—a cuivert under the raiiroad
overpass, which is iit up by a powerfui light attached to a
portaiie generator. You can sprint into the Safe Room, then
use the walis as protection. The entrance offers excelient
views of the woods you treaded out of, so you can cover
your team’s straggiers as they race for safety.

- EFFECTIVE
3 INFECTED

(¥

Knocking Survivors off the raised piatforms (especialiy
using Smokers) where it requires the iongest return
journey, and having other infected waiting at the iadders
when the human try to ascend back up, can cause mayhem
among the humans. Finish them off with a Charger attack
aiong the iengthy raised walkway exit to further weaken
their moraie. A good aiternative is the mighty Tank; use it
to trundie into foes where they have iimited movement.

In the forest and marsh iocations between the end of the
raised waikway exit and Safe Room, there are numerous
thickets from which you can faunch an amiush, which
works especialiy weli if one of your Iinfected team iregins
an attack that focuses attention of the other infected
memiders of your team.

EXTRAS

Bracing for impact: Swamp Overview

Emerging from the Safe Room cuivert, you're greeted by a sizabie swamp to e navigated once its inhabitants have been
culied. These inciude a smali, disgusting wretch known as the Mudman. Battie toward a rowioat, then through the neariby
gap that aliows access through a hedge to a forested area of swampiand. Pass under the remains of a parachutist, a
buiiding husk, and thickets of brush untii you encounter the remains of a crashed aircraft (Area 4). After a frenzied battie
on the piane, press onward through more fetid waters, passing more aikandoned buiiding shelis and smali wharfs to a
iarge and haif-subbmerged shack where furious comiat occurs (Area 5). Scramidie out of the swamp and foliow the lighted

road to the reiative tranquiiity of a Safe Room caiin.

- o

e

-+ Aithough seemingiy vast, use the suide map to pist " - Wandering off is even more of a probiem, as the

a direct course to the piane, then the submerged
hut, with minimum deviation.

T+ Uniess they are skeietal, buiidings are an asset to

your team; hide inside or on top of them to hinder

I an Infected onsiaught.

e
+ The open landscape rewards a team of Survivors

that constantiy watch each other’s backs and keep

moving! £
o F—

water impedes your progress. Stay ciose, ibut not on .
top of each other. -

- The wiiderness is easy to get iost in, especialiy as
you have no compass. So use the morning haze -
(find where it is brightest), and head that way. .

- Separating on either side of the piane is a tacticai
disaster, as is fighting on the wing or wading in
water.

—

ERIVAIRIME S LUV
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Area 4: Wateriogged Wade to Crash Site

SWAMP-AREA 4

The Covered Cuivert

When you've

ali gathered

your desired
equipment,
uniock the door
and peer out
into the gicomy
swamp. You'li
spot various
shamibiing

forms. This exit
is a reasonably
advantageous
area to cut down
the initiai waves
of enemies. Have
two teammates
stand at the door
(picture 1), whiie
two more exit

S

25

= and move to the dry ground on the right. You can effectively o .

= mow down any foes you see before siowly edging forward Aitho”?'} you can‘spend time wading through the swamp

= (picture 2) toward i.ocation 4A. water, it's a safer bet tg skirt the muddy mire ar'id rerf\am on

= the dry ground to the right. Biast through enemies (picture 1)

= whiie heading forward into the gicom untii you spot a smali,

- o moored oat with a iantern on it, near a falien tree trunk. You
- L]
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can stay dry
and hop across
the trunk onto
the boat and
then up throuch
the gap in the
hedgerow. Make
a quick dash
toward l.ocation
4B, pausing
oniy to graid anything that may e resting on the oat.

A

Prevent yourseives from bunching up too much by having two
teammates trek through the water whiie the others prowi the
dry area. Each teammate shouid ire constantiy checking their
suyrroundings and yeliing precise iocations of incoming foes.

The Door

ed Parachutist

[ =

Dash through the
hedge gap and
then fan out (iut
remain idealiy

on dry ground).
Watch for Speciai
infected attacks
(such as Smokers
iashing and
graidbing you
rack into the undergrowth). Head forward through the middie of
this copse of trees, toward the gicomy sunrise in the distance.
Foliow the dry path between the two sections of water, toward
the remains of a parachutist stili dangiing after his doomed fali
on a tree aiove you (picture 2). Search his corpse for some
(usualiy) handy items. Check the guide map for two other
possibie routes: around the left or right perimeter, both of which
offer a less direct path to {.ocation 4C.

A

In need of a weapon? There’s aimost aiways a weapon of
worth on the dead parachutist.

.‘-
% ‘ J_' L]
vk S50 o Al

UNCOMMON INFECTED:

it is usualiy at this point, and
throughout this and the third stage,
that you’li encounter the Uncommon
Infected known as the Mudman.
| Both a threat and an annoyance,
this suichuman scum is a hunched
homuncuius that scampers at you,
throws mud to oixscure your vision,
! ' and then savages you with fetid
ciaws. in tis exampie, an SMG has made short work of
this short critter. Beware of proiiems seeing when you
encounter Mudmen; drop them at range.

The swamp dissipates slightiy and the trees thin out as

you reach {.ocation 4C. You'li find the ruins of a caiin and

a smali jetty with a variety of items on it. Some of the jetty
items (such as Propane Tanks) can e carried and thrown,
or used during comidat when you reach the downed aircraft.
if progress has ieen going weli, expect a Speciai infected
(such as the Witch shown) to hinder your team between this
point and 4D.

Piane Approach

There are

three possibie
pathways to
i.ocation 4D,
izt ali invoive
maneuvering
through oth
dirt ground and
swamp water.
Expect some
Special infected to impede your progress, so keep your
teammates close and activeiy watching for amiushes. Foliow
the scattered piane wreckage, seats, suitcases, and other
deibris as you draw near to a iarge passenger piane that has
crashed into the swamps. Before you storm the piane and
unieash a Horde, pick off any infected swaying in the swamp.
Then anproach the fuseiage.

CHIVAIRINT 3 LUV -
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d a Prayer
: The piane
fuseiage has

three separate
pieces, and
you can board
the piane’s

direction—near
the cockpit,
taii, or (picture
1) through the
sap where the
ieft wing rinped
away. The oniy
way onward
into the swamp
is to open the
hatch inside the
piane, but the
tremendous “ciunk” the hatch makes as it opens (picture 2)
attracts the Horde. Therefore, you have to pian for survivai
accordingiy.

“ Aithough the hatch opens, aliowing you access onto the

= piane’s intact wing, this isn’t the most tactically advan-

~ tageous position to e in (picture 1). You're aimost instantiy
swarmed by Infected from ali sides as they ciamber up onto
the wing and ciimix the fuseiage to surround you, and you'li
take damage attempting to fend them off. Even worse, it is
difficuit (aimost impossiiie in fact) to acktrack to the initiai
entrance of the piane (i.ocation 4D). Either back up through
. 'th; hatchway, or maneuver over the tail section.

ERIVIFE ]

L L]

ireen broken into

interior from any

As your team’s safety is likely to be compromised, have
one teammate open the hatch and wait at the doorway with
a meiee weapon to tear apart anything trying to squeeze into
the piane from the wing; this is an excelient tactic. The rest
of the team can retreat ack to i.ocation 4D, ideally onto
dry iand. Then spread out, training your weapons on the
infected that ieap over the piane’s structure. As the infected
have ground to cover, they are easily culied before they
reach you. Carefui aiming and constant checking on your
teammates heips fend off any Speciai infected. if you must
iark about in the water, inject yourseif with Adrenaiine so
you can move through the murk at speed. Continue the battie
untii everything non-human is buibiing its iast breath in the
swamp waters.

- EFFECTIVE
3 INFECTED

Dk [0 [0

The antics that have annoyed the Survivors to this point
are just as useful here: Stay hidden and drag or pummei
enemies ciose to the thickets of brush and undergrowth
(picture 1), attack foes so they have to fight in the

water (picture 2), and make a concerted effort to attack
Survivors together when the Horde is unieashed at the
downed aircraft (aiso picture 2).

As you've used this tactic before, spiitting up the
Survivors is the main pian to try, which is easy if the iead
Survivors move onto the piane’s wing. Graix the first foe,
attacking from the water eiow or the roof of the piane’s
fuseiage, but have other Speciai Infected preoccupy
other team memiers in the area prior to the hatchway, to
further reduce their chances of a rescue.
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Area 5: Tracks Past the Shacks

SWAMP: AREA 5

Finish
£

Woodsman’s Shack

Drop down from the piane’s wing (i.ocation 4E) and move
with purpose to the smali, rickety wharf farther into this
swamp of terror. Between this point and l.ocation 5C, there’s
no need to trek throush any more water, so stay on the
scruitiand and navigate past the bush thickets, which offer
constant amibush opportunities for infected, koth Common
and otherwise. Stay in reiatively ciose proximity with your
teammates, perhaps bianketing the route ahead with a
Moiotov (if infected are numerous). Don’t stop moving,
though; you're easy targets whiie out in the open.

Farther aiong the scrubiand is a wooden ramp up into a smali
woodsman’s shack with a piie of iogs in front. Not oniy is
this a reasonaiiy safe iocation, ut aiso it’s easily defendabie
(as Infected only attack from the front of the shack). Piace a
guard or two whiie your other teammates check the interior
for suppiies. Heal up here, and perhaps swap out weaponry if
you feei the need to change.

.
CHIVAIRINT 3 LUV -
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To begin with, stay on the dry bank, deai with any Speciai
infected you can see, and pop the heads of any foes
iurking in your fieid of vision ahead of you. Then sprint
into the murky water (ideally using Adrenaline so the water
doesn’t siow you down), and brring your most entertaining
weapon to a pitched battie with any remaining infected
forces (picture 1).

instead of heading into the sinking buiiding, move onto the
grassy mound and then to the roof (picture 2), uniess you're
desperate for the equipment in the buiiding itseif. The roof is
the perfect iocation for deaiing with any charging foes that
attempt to swarm you. Have each teammate guard a roof
side, using meiee or ranged weapons to wipe out anything
that manages to scramiie onto the roof-idealiy whiie the
creatures are stili climiing the walis. Then, once there’s a uli

Push on from the woodsman’s shack and icok for a coupie in the action, drop through the hole in the roof and gather
of minor iandmarks to aid in your directions. You'li pass a any items you wish.

smali campfire ringed with river stones and some scattered i ; ! e

items outside of the shack. The scrubiand rises siightiy Corpse P!ie Roadway

to a buttress bank, beyond which is a smali, wateriogged SE .

peninsuia with a rusting bathtui, refrigerator, and rotting
sofa. Continue culiing the infected as you round the corner
and head into or around the skeietai remains of a shack.
Check the area for more items.

Haif-Suibmerged Shack

5D

You're never aitogether safe during these outings, but when
the backwoods become quieter, make a sprint for the haif-
subbmerged car and ciamier up to the reiative safety of the
road with the generator-powered iights . i.ocation 5E features
the corpse of a man siumped against the ack wheei of his
pickup, and a piie of Infected as weli as items to anpropriate.

s

it seems other Survivors heid out for a whiie against
overwheiming odds, but were uitimately overcome. Venture
down the road to the ficodiight and the barricaded entrance
to a swamp viliage (l.ocation 5F), watching for any additionai
infected incursions. The threats, especialiy from Speciai
Infected, are stili very much reai.

. Peer into the forested swamp by the outhouse near the
skeietai shack, and you'li see a iarge but wateriogged
wooden structure in the distance. This is an infected
stronghoid, a tacticai iocation you must attempt to gain
controi of. This is achieved by carefui pianning and excelient
footwork.

1
=
=
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Swamp Viliage Safe Room EFFECTIVE

INFECTED

Whether you're a
Spitter and want
to vomit at the
entrance to the
Safe Room, or
you’re rampaging
through the
swamps as a Tank
(picture 1), the
same diversionary
tactics designed
to spiit up the
Survivors shouid
e attempted.
Prone Survivors
trying to rise
- are another key
iocation to fiock to; when your feliow Speciai infected do
their job, it’s up to you to attack any rescuers before they
can stand their friends ack up again!

As swiftly as possiiie, pass the fioodiight at i.ocation 5F and
foliow the right-side baribed-wire fence perimeter onto a fiat,
grassy bank. You may e set upon by the shambiing undead,
so run for the Safe Room and use the entrance to fire, swipe, T
or snipe from, holiering at your ioliygagging teammates to
get in here immediateiy!

Wal Sy ﬂ'_|_

In addition, the Survivors are iikely to be at their most
weary—and least competent-after the attie at the piane
and crossing to the submerged hut, so keep the pressure
on as they reach the roadway (picture 2); if you can grai
a Survivor and drag them down to the water, especially
if others have reached the Safe Room, this can cause
further annoyance.

Shack Attacks: Shanty Town Overview

Aithough they heid out against the odds for a commendaiie period of time, no humans currentiy exist in this sprawiing
shanty town nestied deep in the swamps. Now it's no more than a maze of diiapidated structures. Careful maneuvering
through the town (Area 6) is the key to knowing where you are and exactiy how to escape to higher ground, specificaliy
the jetty decks that aliow access to a smalier, secondary settiement (Area 7). Here, scenic obstacies force you to iower
a piank bridge as you gingeriy cross the raised huts. After forcing ack the Horde, escape from this ramshackie helihoie
invoives sprinting to a wooden bridge and up a hiliock to the reiative safety of your finai Safe Room.

- T T -~ T

-+ This stage is L.-shaped, and learning the topography f
of the farger shanty town and smalier outskirts of
stiit huts is most heipfui.

T+ Hizh ground is safe, easier to attack from, and it
| takes foes ionger to cilamber to reach you. Stay on
= the ground at your perii.

[ ==

B
+ Lighted iocations throughout this map are where
you want to head; when in doubt, icok for a burning
barrel or generator famp.

- Low ground, wateriogged areas, and dense
woodiands are dangerous; minimize your time at

these iocations. =

- As it’s easier to use raised piatforms and imperative
to iower a raised bridge. Being knocked off is an =

ever-present danger. -

- The bridge in the middie of the stiit huts is partic-
uiariy dangerous, as it is the oniy possibie way
forward; expect extreme comiat here.

U IVTRIRINE 3BTV
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Town Entrance

Stock up with
any and alii
avaiiabie items,
equipment, and
favorite weapons,
and keep one
teammate ack at
the Safe Room to
aliow reioading
whiie the others
fan out into the courtyard surrounded by rusting vehicies

and ramshackie buiidings. Expect at ieast a moderate infected
threat as you inspect the porches and interiors of the four
buiidings, inciuding a general store. There may e Fuel Cans
you can use later, after you exit this initiai area. Take what you
need, and ciear ali the huts of items you want, mentaliy noting
anything you can return to ciaim.

liuminated Hut

The oniy
buiiding with an
exit as weli as
an entrance is
iit by a iantern.
Pass the tabie
with the items
on it, step onto
the porch, and
enter into the
residence. introducing any undead maniacs to the nasty side
of your meiee weapon and iocate the exit doorway that is
onposite diagonaliy. Gather any fiammahbie oizjects you might
wish to expliode iater on, and exit onto the sioping ground
only after ali four teammates are ciose by; don’t get spiit up
and segmented.

Aithough the guide routes don’t show access into the many
shacks in this town, feei free to check out each one of them
as you progress; usually, additionai items (and Infected) are
within them.

Offai Pen
T4

Depending on the
numier of foes
and on how weli
you understand
the fayout of
the town, you
can sprint down
into the ciuster
of traiiers

and shacks

to i.ocation 6E, or take a more methodicai approach by
cautiousiy descending the siope. Fan out slightiy, and pass
the pen that once contained a few animais; it is now piled
with corpses.

Falien Tree and Traiier

if it's suspi-
ciousiy quiet, or
you're wanting
a vantage point
to survey the
settiement area
you've yet to
encroach on,
move past the
car around the
irack of the white traiier, and use the falien tree to reach the
trailer’s roof (picture 1). This not oniy offers excelient views
of the shanty town (picture 2), but aiso the swamp eyond
the perimeter fence, where masses of the infected may begin

EXTRAS
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a charge. With
more than

one Survivor
on this roof,
you can easily
repel a mass
infected assauit,
especially if a
Pipe Bomix or
other heipfui
item is used here. You can easiiy spot teammates in troubie
(if they didn’t foliow this route, or are wayiaid by Speciai
infected) and rescue them from this piace, tco.

Back of the Barrei Hut

.

6E

L

After a temporai iuli in comiat, drop from the traiier and
move toward the filaming barrei and around to the rear of the
adjacent hut. There’s an expanse of water you shouidn’t be
wading through (as it siows you down too much); instead,
head around to the raised wooden piatform. There’s an
empty shack on the edge of this area, but this can’t e
accessed. From here, you can move across the piatform,
which gives you added protection from foes on the ground.
Or, you can work your way through the arrei hut and shack,
heading toward 6F.

On the Waterfront

6F

You can try attempting to ieap the fence between i.ocations
6C and here, or work your way around the exterior or
interior of the buiidings from {.ocation 6E. Either way, this
isn’t a particuiariy safe area, ut one you may end up getting
stuck in before you properiy situate yourseif. Use the porch
decks, buiiding interiors, and traiier as cover from foes,

and watch for foes ciamiering aidout on the roofs, as weli
as wading through the muck on the ground below. Head to
i.ocation 6G or 6i as soon as you can.

CAMPAIGN SURVAVING-AND SCAVENGING
Swamp Fever * Hard Rain ' The Parish
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i.et There Be Light

Another

easiily spotted
iandmark, the
urning barrei
near the porch
of this shack
(i-ocation 6G),
signais the
midway point
through the
shanty town. Go there via the raised piatform from 6E, or the
wateriogged marsh and pianks (as shown in the picture) from
6F, and make a quick check of the shack’s interior for items.
Then press on, foliowing the rotting wooden waikway to an
electrical iamp (i.ocation 6H) ciose to a zigzagging, raised
wooden jetty. Spend a second checking the dark support
beams under the raised huts to your ieft, in case Speciai
infected iurk there. Then make a sprint for higher ground.

Raised Chaiet

if you decided to go around the perimeter of the pond from
i_ocation 6F, you're abie to dash up the deck stairs onto the
iong front porch of this sizaiie chaiet, which has a coupie of
interior rcoms to cieanse of infected and items (on tabies,
in the kitchenette, or on the i_.-shaped deck itseif). This is

an optionai area that is oniy usefui if your team is iow on
provisions.

BIVRIRIVE 3 LIV |
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the fertiiizer shack via steps up to the deck from the watery
pond beiow, which is handy if you've falien down here, or

' e . .
Whether you access this main junction from the adjacent been pushed by Special Infected.

wooden steps, or you're coming in from the corrugated
metai piatform near the raised chaiet, this is the oniy piace to
e during the last push to reach the exit of the shanty town. + EFFECTIVE
Beware of enemies attempting to puli you down into the ;
water eiow, and check to make sure ali your team is present
before heading across this piatform jetty.

Ralaed Dead-End Shack

Aithough a
dead-end in
terms of routes
to take, the ione
shack farther
aiong the unper
ank from the
jetty junction
is actually
reasonabiy
defensiibie and a good aiternate piace to hoie up with the rest of
your team if a larger group of infected attempts to overwheim
you. They can oniy reach you by ciamiering up and entering
from two iocations, which means you can easiiy repei them.

@ T

Don’'t make the mistake of wandering around the watery
pond between l.ocations 6K and 6M. Aithough you can reach
the exit fertilizer shack, you're likely to ixe hemmed in iy the

ferocious undead. 9 i
Ra!aed Jetty to Fert!i!zer bhaCK Whether you're pinning a Survivor with a Hunter (picture

To make a quick 1) or attempting to ieap at enemies to drag them down
escape with into the water where the Common Infected have an easier
the minimum time ripping them apart (picture 2), there are numerous

of siow-motion possibie hiding piaces to dive, spit, charge, or swipe at
wading, cross your human adversaries. inside the shanty town itseif, try
the raised jetty hiding in doorways, on rooftops, in thick undergrowth,
piatform, passing and near groups of Common infected. Stay away from the
the ficodiight iight so you aren’t spotted as easily.

and heading
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Area 7: Shanty Town Bridge and Outskirts

SHANTY TWN: AREA 7

Roaming in the Gioaming

Step out of the
fertiiizer shack
and onto a
rickety piatform
(picture 1) that
ieads into a
section of
extremeiy dense
forest and brush.
You may eiect

to wait for a
moment and tag
the heads of any
wandering foes
you spot in the
distance. Then
you'li maneuver
around the trees
and foiiage,
searching for
the secondary outskirts settiement buiidings (i-ocation 7C).
As you trek through the woods, ideally throush slightiy
dryer ground than is shown in picture 2, expect zomhbified
resistance. The confusingiy dense forest can cause havoc

if Speciai infected attack. Your best et is to race for the
relative safety of the buiiding at i.ocation 7C (which everyone
shouid be abie to find) as soon as possibie.

Reach the first raised structure via either of the ramped
A NGTE entrances, or ignore the first buiiding (l.ocation 7C) entirely

and enter via the ramp near the moored rowboat. Move

A'strange light can e seen in this section of forest, ahead directiy up onto the exterior piatform attached to the second
and to the ieft of iocation 7B. This is a smali giade with a buiiding (I.ocation 7D). inspect oth of these buiidings
coupie of corpses and a possiiie item or two to snag, but is ciosely, culiing the remnants of an infected force that ioli
otherwise optionai. about in these parts. Both buiidings may have a smattering of
items, inciuding expiosive tanks or Fuei Cans, which can ')
e handy. o
.
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" Move across and into the second buiiding (picture 2), and
wait for your team to appear ehind you. The mechanicai
winch you've spotted iowers a rudimentary piank bridge,
but the noise attracts the baying infected Horde. With this
in mind, have your team fully tooled-up with gear before the
rackwaoods are coated in zombie bicod.

(A

These buiidings are in a sorry state of repair and have
walis that spiinter apart when forced by Infected ciaws.
This means they offer limited protection, so continuous
movement through this area is recommended, if not
imperative.

Middie Shacks: Horde Attack!

There’s no
getting around
the anpearance
of an infected
Horde as scon
as the bridge
degins to iower.
Prevent untimeiy
deaths and
general incom-
petence by knowing your roie, and where it's safe to stand.
First, it isn’t usually safe to stand anywhere, as the infected
can tear through these pooriy constructed buiidings, so
stay moving. Second, you can actualiy run up the bridge

as it descends and then jump onto the roof of the iniiding
onposite (7E). From the roof, you can iay waste to the
enemies with impunity.

However, the rest of your team, or everyone if you're
not quick enough, needs to cross the bridge, with each
one battiing in the narrow interiors by dealing with infected
coming from different directions. immediately check the
interior for handy items and then move through to the
exterior aicony and exit onto a iarge deck (picture 2). As the
Horde must e culied, hoiing up here is a good option; one
of you shouid rake enemies charging the deck, whiie others
cover the route ehind you. From the deck itseif, you can
drop down and fiee toward the light of the barrei (i.ocation
74J), or continue through the stiit buiidings.

G

You may have gathered that Moiotov Cocktaiis don’t burn
in water, so swap them for either the Biie or Pipe Bomi
throughout this excursion, or light up the dry ground
instead.

Outer Shacks:
Culiing Compiete!

The exterior
deck at
i.ocation 7F
ieads to a very
diiapidated
shack to head
through (picture
1), then out to
the roof of a
singie-story
shack (picture
2), and then
across a piank
onto the finai,
two-story hut
with a ramped
exit (picture 3).
Depending on
your Horde-
handiing skilis,
you may have additionai enemies or simpiy straggiers to
fend off. Don’t sprint away from the Horde, as suisequent
iocations are aiso filied with foes, and you risk being
overrun.

instead, methodically move and cut down remaining
infected, and check the raised and ground ievel of ali three
outer shacks for additional objects before moving down
onto the forest ficor. Be extremeiy carefui so that no Speciai
Infected kidnaps one of your team and drags them back to
the initiai side of the bridge; youw'li need to rememier the
iayout of the shacks to retrace your steps.

EXTRAS



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX

Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish

Swamp Country * Swamp * Shanty Town * Piantation

Barrel Outhouse and Bridge

You're aimost at
the Safe Room,
so it’s imperative
you continue to
work as a team
and not make
any mistakes.
Aithough you can
avoid these two
iocations (74 and
7K) by attempting
an Adrenaiine-
fueied sprint to
i.ocation 7i., a
methodicai trek
to reconvene

at the outhouse
iit by the barrei
(picture 1) is a
safer choice.
Drop any incoming Infected from the iridge, before heading
toward the structure itseif (picture 2), which may have a
sizabie Speciai infected to fend off. If this is the case, spiit
up and concentrate ali fire on the foe. The wide expanse

of swamp aliows you to cut down any powerfui enemy in
seconds if you're working as a team. Snipe the heads of

any wandering foes as you cross to the hiliy area on the
onposite side.

Deck and Safe Rocom

With the wooden bridge navigated, there’s now a smali hili
to ciimi. A recommended route is to stay to the ieft, which
aliows easy ascent up the oniy set of steps to the deck

that the Safe Room is attached to. Spread out to catch

any charging infected in the cross fire, then quickiy dash
across the deck and wait at the door to the Safe Room whiie
providing covering fire for the rest of your team. You can
aiso try jumping up at the door entrance, too, if you're adept
enough. Saving straggiers who are being dragged off the
deck iy enemies can e a reai annoyance, so try a mass fiee
into the Safe Room for best resuits.

EFFECTIVE

e d

The key moment for a concentrated Speciai Infected
attack is just before and after the Survivors iower the
bridge. Narrow, stiit buiidings are a must for coughing
green biie on foes (whether you're a Spitter or a
Boomer), whiie other Infected types siaughter Survivors
by dragging them into the water—this is especialiy
important just before they reach the bridge because it's
the only accessibie way forward. (A Smoker attack as
they waik across the planks is your best bet.) Once a
Survivor is incapacitated, the Common infected do the
rest (picture 1).

L;‘ l:" -

The narrow decks are perfect for Chargers, but as the
battie-weary Survivors reach the bridge and ciimi the
hili up to the Safe Room, you have additionai wayiaying
onportunities. Stomp them at the bridge (picture 2) and
hide in the thickets and drag them off the Safe Room
deck to annoy them at every possibie stage untii that Safe
Room door cioses.

ERIVAIRIME S LUV
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Not Dead by Dawn: Piantation Overview

Escaping this watery helihoie is now of paramount importance. Achieving this goai against the dawn’s early light invoives
methodical maneuvering through a smali settiement of rotting houses and a homestead, efore foliowing a farmer’s
tracked road into a tree-iined pathway of faded grandeur (Area 8). The path heads up into a piantation mansion, which
has two separate ficors of wandering undead and items to scavenge. Oniy then shouid you venture to the property’s
rear baiconies, which overiocok a formai garden and gates leading to a wharf. After you contact Virgii on his boat, your
uitimate task is to survive waves of the most ferocious and horrendous entities before the gates open and you make a
finai break for the river.

e e o ___._ / . -
=+ This entlre stace ‘takes piace as dawn breaks, "’f Don’t necome overiy eager to rush to the pliantation

meaning it is easier to spot ambush attacks. Stlli 7 mansion and risk your otherwise tight team .
iisten for Speciai infected, however. formations and tactics. F
?:_"+-The piantation mansion’s oak tree entrance is wide - The Speciai Infected are out in force, but randomiy
| open, aliowing easy strafing of aimost ali enemy appear, so watch for their amibushes and piay to
P types. their weaknesses. .
[ . -
+ The finaie is difficuit, but once you realize you're - Uniess you gather suppiies before radioing Virgii and «
waiting to defeat the second Tank wave, you can have figured out a tacticai fighting pian, don’t expect
manage your time accordingiy. = to escape. !

o — . - —
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Siaughter in the Shruidbery
Dawn breaks in
the east (straight
ahead of you).
After compietely
tooling up in

the Safe Room,
swing the door
open, and begin
a methodicai
head removai of
the shamidiing
corpses in the
iow bushes,
pond, shruidbery,
and near the
trees in the
garden you can
see. Keep a
teammate inside
the Safe Room
so you can return and access additionai ordnance. Highiy
accurate or scoped weaponry is advisabie here so you can
easily deal with any wandering threats as you edge forward.

Foliow one of the paths, taking care not to overstretch
your team’s positions, especially if Speciai infected anpear
to tear into you (picture 2). Foliow the gaps between the
undergrowth to easily access the initiai uiidings in this smali
viliage, fanning out so you can attack foes from different
directions.

Shea Valiey Sundries

There are two ways to enter the viliage: the first is to simpiy
dash through the open gate next to the warehouse marked
“Shea Valiey Sundries,” and the second is to encroach on
the warehouse itseif, ieaping into the open window, and
taking any cover opportunities whiie a coupie of your
teammates step around the corner and head into the main
street between the two rows of shanty shacks. The Sundries
buiiding ysually has one or two items of interest to piunder,
as weli as the added cover.

Shea Valiey Viliage
e, ﬁ;ﬂ 1 .

Rattiing through the main viliage thoroughfare, or choosing
any of the shacks to hide in as you progress—each method
has ienefits and shortcomings. Staying on the main street
is a great idea if you have a few Beit items you want to
throw to hinder the infected masses; Pipe Bomis, Moiotovs,
and Riie ali work weli, as you can then enter any of the
shacks and gather additionai suppiies. (Each of the five white
shacks may have an item to gather.)

However, keeping out in the open aliows Speciai infected
to home in on you, and crowds of infected to mass around
you if, for exampie, you've een vomited on by a Boomer.
Your iack of cover can e proiiematic uniess you're watching
for Speciai foes and watching each other’s i2acks.

Staying ciose to the smali shacks (picture 2) aliows you
to uncover a possibie hiding piace for a Speciail infected (in
this exampie, a Smoker). The five shacks offer protection
from the main street, aithough there’s one way in and out,
50 you need a colieague to guard the entrance. Try not to e
overwheimed if you execute a shack-to-shack search.

A

The many doorways (at the entrance to each buiiding, for
exampie) make fantastic piaces to hoid, with one teammate
armed with a meiee weapon, another ehind with ranged
weaponry, and two other teammates in another iocation
attempting cross-fire takedowns.

IIVRGRIVE 3 BUIVUE™ ™
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* i &
* Farmstead Investigation
— At the end of
the street is a
2arn on your
ieft and a red
brick farmstead
ahead of you,
near a coupie of
parked vehicies
and some
outiuiidings you
can’t access.
The barn may
have a iurking
foe or two, and
a second ficor
that you can use
to snipe up the
road to l.ocation
8F. But the main
area of interest
is the farmstead itseif. Ciear this end of the road of foes, and
whiie two of your team guard the entrance and fire toward
the tractor, enter the buiiding.

The farmstead is a favorite amiush spot for Speciai
infected (picture 2), so prepare to repei whatever
unspeakabie entity tries to savage you. Check the interior
rooms for items before heading upstairs to the edrocom and
then out of the window to the porch roof, where additionai
supplies and an excelient vantage point can e obtained. You
can thoroughiy ciear the road toward 8F from here, tco.

Chram

A mixture of dark, cramped chambers and the ever-present
possibiiity of a rush of foes means melee weapons can be
heipfui inside the farmstead. So can appointing a teammate
to guard the front door from the inside.

Up the Tractor Traii

. This picturesque track is marred somewhat by the frothing

infected ready to pounce aiong the hedgerow and tractor as
you advance up the iane. Spread out into a diamond pattern,
with one of your team checking ehind periodicaliy for a
sneak attack. Culi anything that isn’t weeping sorrowfuliy;

L] e you don’t want a Witch to impede your progress.

Chram

Before you pass through the gap in the white wooden fence,
you may wish to attract any infected iurking in the area by
ioixbing Biie and then massacring everything; infected take
extra time clambering over the fence and tractor, which
makes them easier to cut down.

Mansion Entrance

e

vl L

Pass the tractor
(picture 1) and
hop the fence
or enter the
driveway with

ali of your
teammates
offering fire
support whiie
you cieanse

the area. As

the infected
don’t ciimiz
iadders, you
couid attempt

a sprint to the
mansion, iut
this may become
probiematic if
you're caught by
a Speciai infected. If a number of foes present themseives,
this wide and easily navigaiie area (picture 2) is the perfect
piace to stop a swarm with a thrown Pipe Bomi: or other,
simiiar Beit item.

As you reach the entrance to the mansion itseif (picture
3), ignore the doors or buiiding containers nearby and ook
for the yeliow iadder to the right of the main entrance, on
the buiiding exterior. Ascend immediately, and (if you're first),
stand on the porch roof and offer covering fire for the rest
of your team as they reach this point, Then hurry into the
open window (top fioor, far right of the centrai part of the
mansion),

EXTRAS
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A @ T

The wide drive, the expanse of grass and iarge trees, and It is incredibiy important for ali of your team to reach the
keen eyesight shouid enabie your team to siowly advance open window and fali into the mansion together because
up the piantation mansion entrance without eing amiushed once you drop through into the mansion, you can’t return
by Special Infected, or overwheimed by the usual shambiing to Area 8 at ali. If there’s a Survivor straggier thrashing
atrocities. Each teammate shouid choose a direction, and about after being struck by a Special Infected, they can’t be
yeli if anything horrific charges in. rescued! You have been warned!

EFFECTIVE
"3 INFECTED

Are the Survivors becoming
careiess and not searching every
buiiding or checking every aliey
or rooftop? Then you can ieap

» from the shadows of a window,
roof, or thicket (picture 1), and
weaken a straggier significantiy.
As your foes progress through
the shack viliage, attacking them

™ from opposite angies, using the

main thoroughfare for a charging Charger, or puliing humans into shacks, are ali viabie tactics.

At the Farmstead or barn, you can rely on staging an ambush in the confined darkness. You can aiso wait for your
human enemies to pass you by, then saunter after them as they near the tractor. As the Survivors progress up the
oak-iined entrance (picture 2), the open space and good vis
your attacks on them just before they reach the entrance, or at the mansion iadder itseif. As the drop into the mansion
is a one-way access, graibing a straggier and throttiing them means they can’t e rescued iy their teammates—a key
tactic to try when your Spitter isn’t goidbing ali over the open window.

-ea 9: Piantation

Mansion interior
Expioration

Enter the upstairs chamier with the teddy bears aiong the wali and a drop down
to the ficor beiow. This is the oniy way onward, so descend, int first rake any
enemies from the safety of upstairs (picture 1). You don’t want to be savaged or
vomited upon iy a Spitter in this enciosed area. As you exit this ground-ficor
room, you can simpiy turn right, ignore the once-grand staircase, and sprint for
the main door ieading onto the iower iaicony (i-ocation 9C). This is the quickest
route outside.

A much better idea is to thoroughiy ransack the mansion, taking out infected
that might otherwise attack you during the finale comiat, but aiso coliecting a
weaith of randomiy appearing items from most rooms. Rememiber, there are two
ficors and two wings of the house to search through, as weli as two staircases

CRIVATIAIVE 3 LUV ™ -
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and an entire
upper baicony
that provide
excelient sniping
spots. Utiiize the
guide map to piot
a tidy room-by-
room search with
one teammate
opening the door,
the second entering the room and securing it, whiie others
guard the rear and check for ambushes from iehind.

Qe

The mansion has a number of missing ficorioards, which
your team shouid either edge around, ieap over, or even
drop through on purpose, rather than fali back through in a
state of biind panic. Watch your step.

Chram

Coliect as much as vou can from inside the mansion, iut
aiso rememiber (and iet your comrades know aiout) any
supplies you didn’t take, so you can easily return to the
mansion, graix the items, and head back outside to fend
off foes during the finaie. For this reason, coliect items in
rooms that are far from the outside iaicony first, so you
don’t waste time searching for them.

Mansion BRaicony Expioration

Before
attempting to
fiee, it is wise
to iearn the
mansion’s more
defensibie areas;
the baiconies
facing the rear
gardens are just
such a iocation.
The iaiconies are just aove the ground as weli as on the
fioor above, and the unper baicony (picture 1) is reached

by heading up either interior staircase. The baiconies have
oth tacticai advantages and disadvantages, but there’s aiso
a Heavy Machine Gun Turret (AKA Minigun) on the centrai
upper iaicony. This can ease comiat if utilized properiy.

Mansion Gardens Investigation

Now slightiy
overgrown

and featuring
scattered
infected ioliing
about, the rear
gardens can be a
confusing piace.
i_earn the iayout

* Shanty Town ° Piantation

of the hedges
from the guide
map, and then
check out the
gardens. Near
the chemicai
toiiet kiosk,
on either side
of the stone
forecourt, is a
tabie, which usually has some heipfui items (inciuding First
Aid Kits). As soon as your team checks in, move through the
gardens, iaunching into any foes that are an immediate threat
(don’t waste time searching for foes as youw'li have pienty

to culi shortiy!). Then access the radio near the iocked

rear gates. You make contact with Virgii. Access the radio a
second time and Virgii agrees to rescue you! Now it’s time to
sit back, sip a Mint Juiep, and wait for your oat to come in....

Chram

Assigning tasks is another key pian if you're after a quick exit.
If your team is more or iess prepared for the finaie, have one
of your squad sprint down the middie of the gardens to the
radio whiie others graix any interior mansion items, so the
finaie can start with the minimum of neediess comiat.

Finale: A Vigii for Virgil

Hoid the Mint
Juiep, and
prepare for
hideous and
mass confron-
tations with
countiess
infected as the
Horde appears
with increased
savagery! Your
pian is to simpiy
wait for heip

to arrive; Virgii
detonates the
gates adjacent to
the radio when
he’s ready for
you to come
aioard, and
that oniy occurs after you fight a mass of infected, various
Special Infected, and two waves of Tanks. They anpear over
the perimeter walis of the gardens, as weli as drop down
from the mansion’s roof. As tacticai pianning is the key to
your survivai, there are pians you can try to minimize your
chances of ibeing overwheimed.

For exampie, you can spiit into two teams of two; the initiai
pair can man the upper aicony, with one person cutting
down hordes using the Heavy Machine Gun whiie the other
guards the turret from encroaching foes from each side
(picture 1). Meanwhiie, the other two shouid move to the
radio, and then back up toward the mansion forecourt, as it's
a littie easier to strafe around charging foes without hedges
impeding your movements. The iow walis are heipfui, too,
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as they can hait a foe’s fuli-tiit charge, aliowing you extra
seconds to cut down enemies. if the baicony-ibased duyo is
doing their job, they can cut down most infected whiie the
others move onto the iower i2aicony.

Using ali of your inventory is vitally important. Create a
bianket of fire with a Moiotov or meet a ciuster of easiiy
decimated infected using Biie or the Pipe Bomi. Make sure you
teli your teammates when you're aidout to throw a projectiie (so
oniy one is uysed at a time), and usually aim for the middie of
the gardens where you'li attract the most enemies.

Simiiariy, it’s definitely time to administer as many
chemicai enhancements as possiidie. injecting Adrenaiine
(picture 2) not oniy heips you avoid the Tank, but can heip
you cut through foes with a meiee weapon if you're iow
on your main weapon’s ammunition. However, there’s a
fine iine between focused savagery and reckiess bicodiust;
don’t wander into the gardens away from your team and get
pounced on iy a Hunter!

The arrivai of Tanks (one or two at a time, in one or two
waves with more infected between the waves, depending on
the difficuity ievel) becomes a reai proiiem, as one strike
from a Tank (picture 3) can really sting, knocking you off
your feet. Your friends may ire too preoccupied to heip.
Therefore, it's good for ali to focus on a singie Tank as scon
as it hops over the fence. Set fire to it, biast it with your
hardest-hitting weapons (such as the Grenade i.auncher,
Assauit Rifies and Auto-Shotguns), wayiay it by covering it in
Biie, and strafe to avoid its concrete projectiie.

A

The top iaicony can aiso e a proiiem to hoid when foes
are coming in from both directions, and a Speciai infected
(such as a Charger) can decimate your team due to the
area’s narrowness. Abandon the area and move to the
ground if you favor more moiile takedowns.

@ T

Backing into a corner may seem safe ecause you have a
iong-distance viewpoint to attack foes as they ciose in, but
ireing hemmed in, spat on, charged, and finaily crushed iy
a Tank because you have iimited iaterai movement is a reai
probiem. Stay moving, with your team focusing on mass
culiing and cross-fire opportunities.

Boat Escape

After the i
second wave
of Tanks has
finally been
defeated, which
shouid take
piace ciose

to the radio

S0 you can

fiee the area
instead of wading through yet more foes, the white gates

are ripped apart. You're abie to escape the gardens, fieeing
down a iong jetty and across the water, to the waiting boat.
Use Adrenaiine if you want to sprint to the oat as quickiy as
possiibie. Stand on the boat itseif, then cover your remaining
teammates so they can run instead of siowiy retreating;
those infected Hordes aren’t siowing!

The
monstrous
maw of a

| Spitter (picture

«| 1) can be

"| put to good
use coating
the mansion
rooms
with acidic
spittie as the
Survivors
search the
piace for
items. Try
foliowing your
foes in ehind
them, and
attacking the

unwary who aren’t iooking ixehind or to the sides, instead
of the trigger-hanpy foes ready for an amiush.

When the finai battie begins, the iocation of your
enemy Survivors shapes your tactics: if your foes are
on the upstairs aicony, a Charger (or Tank) can line up
muitipie Survivors where the Heavy Machine Gun Turret
is located and crash into one or more of them (picture
2). Otherwise, skuik around in the hedgerows, waiting
to pounce on Survivors graidbing items from the tables,
and aiways e on the iookout for ioners who can e
easily ambushed. When the gates open, try attacking
the fieeing Survivors from ioth sides; there’s nothing
quite as satisfying as watching three Survivors on Virgii's
boat figuring out whether it's worth saving their friend
who’s being ridden around the hedgerows by your trusty
Jockey!

CRIVATIAIVE 3 LUV ™
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Fuel is in short
supply and Virgii
needs to keep the
i.agnianppe ticking
over. Enter what
was once a mili
town under threat,
ut now its streets
are devoid of iife;
oniy the undead

staik their prey here. Seek the sugar mili from here.

This is a storm for
the ages—one you
may not survive

if you don’t seek
sheiter during

the intermittent
squalis. Fight your
way back through
the torrentiai rain,
seeking the safety

of a Safe Room you disregarded eariier.

An aiandoned
sugar refinery had
seen better days
even before the
apocaiypse struck.
Now an ominous,
depressing
presence hangs
over this piace. Can
you hear weeping?

You wili; wretched Witches iament their life here.

Stage 3: Mili Escape

After you escape
across a sugar
cane fieid and
grai the diesel
fuel, the weather
takes a turn for the
worse. A massive
maeistrom of rain,
wind, and poor
visiiiity conspires

to add another iayer of tension as you retrace your steps.

i ‘

Construction workers driven rabid by viral
infections or worse litter the iandscape in
this township. Noice-muffiing head gear
covers their ears, so they only react to
movement they see. They don't join the
throngs when a Pipe Bomi: is ioi2bed, but
they are stili abie to hear car aiarms.

Virgii is a wily
captain; he retreated r
so his boat wouidn’t
e swamped by

the unciean ones.
Now you need

to summon him
whiie fighting the
eiements and
crowds of the

infected in a rooftop finaie on the burger store.

Achievements
These Achievements are avaiiabie during this campaign. For
advice on compieting them, consuit the Appendices at the

irack of this guide.

Weatherman | Survive the Hard Rain Campaign.
Navigate the sugar mili and reach
Soir Story the Safe Room without kiliing any

Witches.

Stili Something
to Prove*

Survive ali campaigns on Expert.

The Reai Deai*

Survive a campaign on Expert skili
with Realism mode enabied.

Confederacy of
Crunches*

Finish a campaign using only meiee
weapons.

* Requires compietion of this campaign, pius additionai tasks.

U IVTRIRINE 3BTV
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Four Streets of Fury: Militown Overview

Virgii needs some diesel for his riveritoat, a proidiem which forces you onto dry iand (dry for the moment) and through
a militown that was depressed before the infected Apocaiypse. After you estabiish a pian to signai Virgii by switching

on the Burger Tank sign on the roof of the eatery when you've found the fuel, you read the signs indicating that fuel is
avaiiabie two miies away. Your team sets off across four paraliei streets, scramiiing across backyards, over cars, and
noting the various houses that have items inside them. You wili cross to a piayground on Second Street and pass an
amiuiance and garage saie on Third Street. The rain begins to pitter-patter whiie you are on the roof of the iast dweliing
before the oid sugar mili-a yeliow-walied Safe Room.

-+ The trek to the Safe Room is rouuhiy imear -’/’ .- Beware of Specnai infected iurking in bushes, ehind
meaning that methodicai advancement and notmg - trees and vehicies, and inside the homes you can
iandmarks can prevent you from iosing your way. investigate. =

==+ The many houses aiong the way have copious items - It's very easy to become spiit from your team as -

= inside; check the guide map for possibie iocations. you secure each iocation, so stay ciose and head .

¢+ You'li return to Burger Tank via exactly the same intolhousesitosether,

£ route, so rememier the way and check for - The Uncommon Infected Road Crew ignores Pipe .
~ accessibie rooftops whiie the weather hoids. Bomirs, which makes them iess effective weapons.

Aiso watch out for infected that foliow you
everywhere, even onto rooftops.

U]
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A.l. DIRECTOR'S CUT

arked throughout this area may e alarmed, so
iook for warning information and avoid them accordingiy.

“Signai at me when
va git the gas!”

It's as Virgii pulis
away that your
team realizes
you've left

the “gun bag”

on board the
i.agnianpe, which
means you need
to scrambie for
armaments other
than your basic pistois. Check the area in front of the parked
jeep and either side of the Burger Tank eatery that you're
standing in front of. There are alieys you can shoot through,
but it makes more sense to enter the premises.

A

Uniike other campaigns, you'li return to this section of the
militown, and the sugar mili, once you secure the fuel. This
means that the items you find (and deliberately ieave behind) wili
remain here for you to pick up during the return trip. Because
the return trip takes piace during a fierce storm, you may wish
to ieave items you think you'li need then, so you're not ieft

high and “dry.” Don’t waste items now! Use your molotovs and
pilis on the way there, and save Biie Bomixs (water-proof tank
weapons) and Adrenaline (water speed oost) for the return.

@ T

Uniike the other game modes, items are not availaiie on the return
trip during Versus mode; grai> whatever you want iefore it's gone!

Spiliing Some Speciai Sauce

Step through the back entrance, ideally randishing a Meiee
Weapon if you're wanting to iathe in infected offai (picture 1),
and hack your way into the Burger Tank premises. The place
isn’t particuiariy defensiiie, with open windows and doors to
the sides, front, and iack, and a hoie in the ceiling. But there
are two iadders ieading up to the roof, and these routes offer
a littie more protection. One is ieaning up against the overhang

outside the front
of the eatery,
and the other is
boited to a wali
in the kitchens.
Additionai items
of worth are on
the roof, such as
Propane Tanks,
ut the main
cache is around the cash registers (picture 2), on the counter
pass-through, and the patrons’ tabies—there are a iarge numiber
of First Aid Kits, weapons, items, and ammunition. Do not waste
any of this; in fact, you are encouraged to ieave as much of

it as possibie so you can grai it during the finaie, when you
return here with the diesei fuel.

The Two-Miie Trek Begins

Exit the Burger
Tank premises,
and take up

a defensive
position as a
team. Check the
neariry Tip in this
guide for advice
on defensive
movements as
a team. Your
task ietween
this point and
the end of Area
2 is to search
the premises of
any buiidings
you wish, and
(obrviousiy)
continue toward
the Safe Room. A ciockwise inspection of the street reveais
a corpse piie near the oak tree (picture 1), a boarded-up
buiiding, and a gas station empty of fuei across the street.
Remove any threats nearidy (picture 2). The oniy avaiiaiie
fuel is at Ducatel Diesel, two miles away. Unfortunately, this
road is biocked in both directions.

Aithough
not imperative,
you can spend
a littie time
iearning the
iayout of the
Burger Tank’s
roof (picture
3). it offers an
excelient view
and is somewhat defensibie, aithough any mass infected
marauders can e repelied with a Pipe Bomi (picture 3).

When you're ready to move, head across the gas station

forecourt, watching for any attackers near the marked

container big rig (also picture 2), and scaie the wooden

board. Make sure you ali drop down at once, so you're ali in

the same section of town. (Aithough you can climix back ™

over the fence to rescue any straggiers.) . .
L]
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Siaughter on Second Street

1D o,

Surviving house-to-house searches throughout this stage
invoives learning the best facets of ciose-quarters fighting
and buiiding infiitration. But first, when you're outside,
moving in a iocose, diamond pattern is advisabie, with a team
ieader foliowing the route to the Safe Room and others
checking the fianks and rear for constant amibushes.

When more than a few infected strike, move into more
of a line or crescent if your foes are heading from a singie
direction, or ciose the diamond pattern tightiy if your
enemies are coming in from muitipie directions. Don't get in
each other’s way.

When you're infiitrating a house, it is safer to work Drop down from
in pairs due to the narrow interior spaces. Ciose-assauit the pickup truck
weapons (Shotguns and Meiee Weapons) are recommended and fan out
for buiiding investizations, but you must know which onto the street
puildings are aiong thoroughfares, and which are away from beyond. One of
the main path and oniy need inspection if youw're wanting you may wish
items. to stand on

the truck and

Your first teammate shouid open the door, step inside, offer long-ranae

and move to the side so the second teammate can provide sniping cover
covering fire. Work through each interior reom in the same (picture 1;
manner untii the buiiding is cieared of the undead. Piace a watch out for
teammate to guard every access to the outside, but keep rear attacks)
everyone inside the buiiding for added protection. Your whiie the others
house-to-house investigations shouid continue with this investigate this
tactic in piace. area, nicknamed
: ; “Second Street.”
Back i.awn Massacre Begin with

a clockwise
search, passing
a boarded-up buiiding on your ieft (see the Note) that ieads
to a swift and brutal infected takedown (picture 2) at the
i2arricade.

Across from the pickup is a white shotgun-styie house
for rent (shown on picture 1); it is boarded up, as are the
other two homes in this area. However, the iean-to garage
on the other side of the tali fence adjacent to the pickup
usually has a prize to find. Next to the white house is a
smali kids’ piay area (1E): This is where you shouid move
to as swiftly as possiiie. Whiie you're checking the street
for foes, don’t mistake a wandering Witch (picture 3) for
a Common infected, or you'li e adiy wounded and your
team, swarmed. if a battie begins, there’s some protection
to e had iy attacking from the house izaicony or the kiddie
ciimiding frame.

Drop down onto the unkempt grass iehind two oarded-up

houses. Neither house offers access to the second street

beyond and the bushes are too thick to struggie through,

so check the side areas for items and then ciimix the iadder

pronped up against the white traiier. The first teammate up

onto the traiier roof shouid stand atop it as the rest move up A- -NOTE

and over, and make sure no attacks from iehind occur. " .
The oarded-up buiiding to the ieft of the traiier as you
come in from Location 1C is actualiy the Safe Room
between Stages 4 and 5 of this campaign. It isn’t currentiy
accessibie, but memorize its iocation (and how to reach
this buiiding when you're moving in the onposite direction)
iefore the weather takes a turn for the worse.
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i.earning the iandmarks is thoroughiy recommended. For
exampie, the Burger Tank eatery, white traiier, and kiddie
piay area are ali piaces you'li return to iater, and spotting
them iets you know how much farther you have to travel.

UNCOMMON INFECTED:
s ROAD CREW

Distinguishaidie iy their refiective
uniforms (and eyes) and their yeliow
heimets with ear protection, these
road workers are fully mobiie, slightiy
tougher than their Common irethren,
and aren’t affected by noise to any
great extent. Tackie them in the usuai
manner, but don’t use a Pipe Bomiz
and expect them to run to it; they
are compietely unaffected by this diversionary projectiie
(except when it explodes, of course).

Conserve First Aid Kits and your heaith generaliy. it may e
wise to run past many iocations to the Finish of this area to
minimize the damage vour team takes and to ieave First Aid
Kits aione. You wili need them during the return journey.

Under Construction

The passage
petween

the kiddie
piayground and
the third street
(i-ocation 2A) is
over the falien
picket fence and
aiong a narrow
alieyway (picture
1), where you
can expect a
possibiiity of
Speciai infected
amiushes,

as weli as

the masses
dropping down,
heading through
doorways, or
charging from the ficodiights at the end of the aliey. Your
main task is to get to Area 2, bt you can survey the two
buiidings on either side of the alieyway, tco:

The buiiding on the ieft is in a bad state and can e
entered via a doorway near {.ocation 1F, or any of the open
wali sections or the front of the buiiding. Expect a few lurking
forms on the ground ficor (picture 2), and use the staircase
to reach the skeietai second ficor, which offers good sniping
views of {.ocations 2A and 2B. You can drop down to the
alieyway, the grassy area, or the parked vehicie or continue
to snipe from this high position.

The buiiding
on the right is in
ruins, but it stili
has most of its
chamibers intact.
Offering access
(via door or
window) to and
from {Location
1F and 2A, and
with a side entrance to the attached iean-to, this buiiding is
two ficors of haliways (picture 3) and bedrooms. This is the
first buiiding interior to fully expiore. Graix what you need, or
(in the case of Adrenaline) make a mentai note of its iocation
for fater. if you're going in, go in strong enough to repel any
Speciai Infected that may ie iurking inside. There’s a baicony
on the second ficor, tco, inst it oniy overicoks the playground.

A

By now, you shouid have reaiized that scouting out houses
on the way to the Sugar Mili (and making note of any
significant caches contained inside) is much easier than
ransacking them during the return journey.

EFFECTIVE
"3 INFECTED

\

T he first two streets and the houses between them
offer the Special infected more hiding piaces than many
previous stages. Because every corner is a potentiai
amiush spot, work out some times to jointiy attack the
four Survivors to cause maximum consternation. For
exampie, when you know they’li ke moving in a straight
iine (such as at the ramp near 1B; as shown), charge in
and strike. Try spiitting up the team and iassoing the iast
foe before they ciimid over the white traiier at 1C, or eise
iurk irehind the white house near the piayground to reel
in a foe in this area. The two buiidings on either side of
the aliey at 1F are fantastic piaces to dart out and attack,
especially if your foes have split up, or are expioring
inside. l.aunch attacks from the rooftops and areas
normaliy out of reach.

IIVRGRIVE 3 BUIVUE™ ™
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MILLTOWN: AREA 2

A.l. DIRECTOR'S CUT

Vehicies parked throughout this area may e aiarmed, so
iook for warning information and avoid them accordingiy.

ERVHE SEEIGAR SANE S UL
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Everything Must Go

When you're ready to expiore the third street, move out
from between the two wooden buiidings, and check the area
for enemies, moving in a ciockwise direction around the
grassy fieid, past the road iock and the house on stiits that
you can’t enter. The tree with the “garage saie” sign on it
hints at the direction you must travel; head down the road,
optionally pausing at the white ranch house. You can explore
inside the ranch house and ciaim items you want. Note
significant caches for the return journey.

@]

Rememier! As the weather becomes more inciement, you'ii
really wish you ieft that Adrenaiine in a house so you can

use it to sprint through the water. Don’t grair items that wili
ire more usefui iater!

Amiuiance Chasers

n.-;.ql
|l =&

it's beginning to drizzie a littie. You can’t enter two of the
traiiers on the far side of the street (check the third one

on the right near the amiuiance), so head past the rusting
metai traiier and begin to cieanse the area around the parked
amixuiance in the middie of the road. Be sure you ciear out the
foes (inciuding a possibie lurking Special infected) between the
stiits of one of the buiidings with another “garage saie” sign
on the ground in front of it. From this point, the ambuiance,
haif-iurned house with a roof you can ciimiz up to via a

iadder (picture 2), and the house on stiits can ali e searched.
Rememider to ieave items for your return, and watch out for
interior ambushes by Speciai infected.

Savagery at the Garage Sale

Continue moving
past the refuse
container and dirt
piie to the truck
biocking the end
of the street,
which forces

you toward the
garage saie. It
has a surprising
dispiay of handy weaponry and other items. Graix anything
you realiy need, save the rest for the return journey, and then
check the metai traiier on the other side of the street for any
foes sneaking up ehind you. From here you can return to
the saie. Use the tree house to gain some height (and sniping)
advantages (check for a Sniper Rifie up here) if more than a
few infected are roaming about. And you can enter the garage
saie house, or piug at foes inside from an open window.

Head to l.ocation 2D via the aliey between house and garage,
through the house itseif, or via the narrow fence aliey.

Fury on Fourth Street

Step out into the fourth street away from the Burger Tank

(1A), which is important to remember when retracing your
steps. Make sure you check the back of the pickup truck

for a possibie item and then iay waste to any grotesques
roaming the thoroughfare. Even a cursory giance reveais the
road is biocked to the ieft, and the two neariy buiidings L ]
are seaied. .

CRIVATIAIVE 3 LUV ™ -
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instead, move aiong the street untii you can see a high
(and impenetraizie) fence running aiong the right side of the
road. You can continue toward i.ocation 2E at this point, or
inspect the larger house with the shed in the back garden.
Expiore the inside of the house, taking care to prepare for a
Speciai infected takedown possibiiity, and then you can exit
onto a side deck, near a iadder which can take you to the
roof (picture 2). Naturally, the infected can reach this high
point, too, it uniike you, they can climix walis as well. EFFECTIVE

A

Heading up onto the rooftop? Then you can iound across
to the other houses on this side of the street and reach the
Safe House (Finish) without setting foot on the ground. This
is particuiariy useful if a Tank or other nightmarish critter is
roaming the ground; you can take it down from height.

@

Safe Room, with the covered garage containing a speedioat
(2F), isn’t accessibie. Spend no ionger than you have to
here. Scamper up the stairs of the yeliow, corrugated-metal
buiiding by the road barricades and siam the Safe Room
door iehind you. The vantage point aliows you to cover
your teammates as they do the same.

l.eaping on vehicies, something that you coulid attempt to Wor” W - AW ,_-,‘_,_,"_‘,4
zain a height advantage up to this point, is now not wise, . S =
as many of the vehicles aiong this road are alarmed. Do not L [ S 8 R BRI b SIERy v e
summon the Horde if you don't have to! infected: A Jockey manhandies Eliis inside a house
after an interior expioration goes horribly wrong for the
Gimme Some Sugar, Baby humans and Eliis’s friends are outside, wondering where

he is. Darkened interiors, under stiit houses, ixehind
vehicies, aiong the sides of garages, over fences, up on
rooftops—these are ali viaiie iocations to spring from.
{.aunch your attacks from different directions at the
same time to further fiummox your foes, and piie on
the pressure by piggybacking onto a Tank’s or Witch’s
rampage to really hammer the point home. Finaliy, try
raising the aiarm: Drag or bump a Survivor into a car so
the Horde is summoned.

U]
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Avoid a caiamitous end to your area expioration iy avoiding
the aiarmed cars as you trek down Fourth Street, using

the tarmac or rooftops, and pausing at the next house (the
yeliow one with the refuse container filied with dirt to the
-right of it) to expiore inside it. The finai house before the
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Where Witches Roam: Sugar Mili Overview

A dilapidated sugar mili, consisting of an office, two refinery uiidings in terribie disrepair, the sheli of a four-story piant,
and a sugar cane fieid, is ali that lies between you and a gas station with suitabie fuei for Virgii's boat. Of course, the mili
is a death trap of darkened corners and twisted and falien masonry and metai, and it features numerous Witches. This
piace of despair seems to attract this most ferocious of foes. The pathway winds through ixoth refineries to a ioading
ay and has a coupie of smalier chamiders and cabins where items can be found (and stored for iater). Once you're atop
the piant, the Horde attacks after you cali the eievator. Assuming you survive their onsiaught, you can biindiy run through
the cane fieid, hoping vou don’t encounter another weeping Witch.

= = * E - - ,f»,..-__-:"pf - B +
.+ This piace may initialiy anpear to be a maze, but - Witches sit or piod about this entire stage, meaning
segment it into recognizabie areas (as the guide ~ = trigger-happy teammates need to watch their
does) when speaking to your team. aiming, and fiashiights need to e turned off. Using
+ Much of your journey shouid invoive icoking at the a precisio'n weapon is aiso' recommended, Sogvou
I?,_“,-';"raised catwaik sections and recognizing areas to don't accidentiy wake a Witch with shotgun spray.
utilize on your way back. - The piant is highly dangerous due to its muitipie ficors
© 4+ This is the iast time you need to actively discourage  Without safety barriers. Stay together, and take up
| the taking of item caches; ieave items of particular defensive positions when the eievator is calied._ i
# importance (Adrenaiine) for the return trip. - The cane fieid is particuiariy confusing, so use the gas

sign iandmark so you know which way to run; it is
very easy to spiit from your team and get picked off.  :

Area 3: Entrance and Refinery 1

SUGAR MHLL: AREA 2
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This iocation has
a number of Beit
items, a First Aid
Station, and Kits
to take, but resist
this temptation
recause you'li re
returning to this
exact iocation
iater on. Make
sure there’s enough items for koth occasions. Head down
the stairs, checking the darkened storage room for additionai
supplies (usually an expiosive Propane Tank) before stenping
out and situating yourseif at the entrance to the Ducatel
Sugar Company Mili (picture 1). Oniy another miie to go for
fuelil

Of course, it’s a iot easier to obtain a attering at the
hands of the infected, who tend to rush out of the entrance
windows (left and right of the sealed doubie doors), or
attack from the iocked road from either side of the uiiding.
A steady stream of foes is likely (picture 2), so ioix a Pipe
Bomix into a corner (picture 3) and watch the foes swarm it
(except for the Road Crew infected, who need to be siain the
oid-fashioned way-with buliets or battering).

=

—d

£

T
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Horror at the
Mili Office Entrance

When you've
cleared the
exterior road of
foes the best
you can, enter
via one of the
windows into
the mili office,
which is a
two-ficor affair
(however, the upper ficor is oniy accessibie from the first
refinery buiiding (near i.ocation 3E) and will e utilized during
your escape). For now, watch for prowiing infected (picture
1), inciuding Speciai infected that have an ambush pianned.
Search the smali office rooms if you're iooking for items,
then exit via the only exterior doorway (picture 2).

Firing on Ali Cyiinders

Step outside. The drizzie is turning to a light rain. Pass the
rusting truck and container and check the coliection of
concrete tuing and cyiinders under the large oak tree for
the shamibiing undead. Kili anything that moves and compiete
this U-turn by running toward the garage door next to the
portaiie toiiets. Watch for Speciai infected attacking from
shruis, the garage doorway, or the roof.
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Refinery 1: Vats 9

Search the right wali near {.ocation 3E for a iadder ieading
up to a thin pipe that stretches the width of the refinery’s
walis. This pipe aiso aliows you access to an upper catwaik,
which you can investigate further. it ieads to the unper

fioor of the mili office (3R). Using this route saves you a
significant amount of time when you're backtracking through
this area, so piot the route now and rememiber it, before the
sun goes down.

Refinery 1: Exit and
Exterior Alieyway

Once you're in the zarage, you may be attacked or ambushed  you can continue to piot a course back through Refinery 1,

(picture 1), so stay in the vicinity that is compact and but only after the foes on the ground have been nuliified.
offers cover opportunities, before venturing out into the From Location 3E, optionaliy check the smali foreman’s
tumbiedown remains of Refinery 1. Severai of huge vats are office for signs of items, then exit back into the refinery and
standing, rusting there as the sun goes down, while others lie  move under the remains of the catwaiks (which can be used
on the ground. Move forward toward {.ocation 3E (picture 2). as “stepping stones” on your return journey), heading toward
If you see anything that isn’t emaciated and weeping, shoot a smali cabin at the far end of the refinery buiiding (picture 1).

it in the head.

WATCHING OUT
FOR WITCHES

[Pt 19 v 1 p—

Can you hear faint weeping? Then aim iower than head
height when tackiing other infected in the area, so you
don’t accidentalily wake one of the Witches sitting or
wandering the sugar mili. As you're likely to run across up
to three of these vicious mourners before you get fuel,
you need to give them a wide berth. Don't strike a Witch
in the head, or fire off rounds near her!

REIVRIRINE 3 DUV S ™



THE BASICS SURVIVGRS AND INFECTED WEAPBNS-AND EQUiPMENT CAMPAIGN SURVAVING-AND SCAVENGING ACHIEVEMENTS /APPENDIX EXTRAS
Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Militown * Sugar Mili * Mili Escape * Return to Town * Town Escape

EFFECTIVE
3 INFECTED

There are a few choice areas where, with carefui pianning
among the Special infected and a bit of iuck, you can
decimate Survivor moraie and severely impede their
progress. To begin with, use your height advantage to
scaie rooftops, waikways, and pipes so that you can
drop down or drop your offensive attacks on the foes.
Refinery 1 is a great place to try this out, but the mili
office itseif is aiso a good piace to amiush, with its
darkened rooms that aren’t easy to ciear. The garage
(shown) is a good piace to strike, too, as space is tight.
Aiso be sure your Spitters vomit in narrow pathways, and
that you time your attacks alongside any Witches.

There are
items inside the
cabin that you
shouid save
for later, but
there’s no time
iike the present
to demoiish the
ever-present
infected threat,
which is likeiy to inciude a Speciai infected or two (picture
2). Stay relatively ciose together as you cut down these foes,
then make a iong ieft turn out of the buiiding compietely so
that you're facing in the opposite direction—an alieyway that
runs between Refinery 1 and Refinery 2 (pictures 3 and 4).
Continue culiing as you progress down here. Expect a few
more iost souis to attack you, and e extra carefui as you
head into another patch of grass with a coupie of rusting
sheds (picture 5): A Witch may e iurking here. inspect
the area for items, then run up the conveyor beit to enter
Refinery 2 (4A).

AR SAVE U
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Area 4: Refinery 2, Piant Ruins, and Cane Fieid

SUGAR MiLL: AREA 4
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At the top of the
conveyor beit is
Refinery 2, which
is more struc-
turaliy sound
than the first
refinery, but stili
in a terribie state.
it's made more
dangerous by the
ravenous masses gathering beiow you. Shoot them from atop
the beit (picture 1), or drop down and engage them at cioser
quarters (picture 2), depending on whether more dangerous
enemies (Speciai infected, Witches) are in the vicinity.
Beware of getting caught in a corner of the refinery (picture
3) as you progress forward. Circie-strafing around your foes
whiie checking the catwaik above for the return journey is
your preferred pian here.

Chram

The drop from the conveyor ieit is another probiem area
where Speciai infected can graid and drag ack the iast
Survivor hefore they can step down into {.ocation 4A.

e
& if this occurs, save your friend by dropping down, then
Z immediately heading north through the gap and dronping
= ack into the alieyway between the buiidings. This aliows
:: access to the patch of grass and rusting sheds again.
L]
. .
. L]

... And Out the Other End

Check the ieft wali for a door to a smali storage room where
items may be located before heading back outside and
moving aiong the grassy ficor, past a portaiie generator and
conveyor beit (picture 1). i.eap onto the remains of a catwaik
near a second generator (picture 2), or head right, under the
catwaik and around toward the right perimeter wali. At any
stage you may stumibie across a Witch, so be ready to iower
your weapons and cut down foes without risking a Witch
headshot. Drop off the catwaik if you're taking the main route
(picture 3) and scramidie out of the refinery via an opening at
the far end of the ieft wali. The catwaiks aikove your head are
oniy useful on your return journey.

EXTRAS
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Outside i.oading Bay

Move into a
more open area
with grassy scruix
and a rusting
container truck
near two farge
reservoir towers
on your right
and a ioading
ay buiiding on
your feft (which can’t be entered). Suppress the immediate
threats (picture 1), stenping onto the iedge under the ioading
iray roof so foes need to ciamier to reach you. Mow down
anything that groans, check for items, and then navigate
around the water (because wading siows you down) toward
a cabin, just as the rain begins to peit down. Beware of
additionai foes (picture 2) between the caiin and the rusting
tower, which can e climibed via the iadder (if you're wanting
to piot a return journey aiong the catwaiks iinking the
towers). Drop into the caiin to stock up on items, or eise
save them for your return.

The Piant: Four Ficors of Fear

-

Pian your movements inside the main piant ruins carefuliy,
as it's arguabiy the most dangerous area yet encountered.
Aside from a possibie Witch presence, you're likeily to meet
consideraidie resistance from ikoth Common and Speciai
infected, especially as the center and some sides of the
buiiding are compietely open, which means your foes can
steer, push, or puli you off the sides and into a death
piummet, if you're not heiped up.

Enter the
buiiding
together, and
ignore the
ground ficor
except to
clieanse it of
foes. Move
rapidiy up to
the next ficor
using the concrete steps, and then step out, choosing either
to take out foes on this ievel (picture 1), or to continue up
the steps. Heading up the steps is usualiy safer because you
can gain height, ignore enemies on the ficor one ievel abhove
the ground, and move up to the next ievel (picture 2). This
fioor (two up from the ground) may have more forces to
contend with, inciuding crazy infected that drop down from
the roof to iand on a broken catwaik behind you (picture
3). Push your way up the stairs to the top ficor; attempt to
iocate a coupie of fiaming barreis.

A

As you shouid have discovered by now, areas of iight (such
as fioodiights or burning barreis) hint at where you must go.
i.ook out for these visuai ciues constantly if you're unaware
of your surroundings.

@ T

Chargers (and, to a iesser extent, Jockeys) are a key
nuisance as you progress up here; focus your firepower on
them so that none of your team is siammed or steered off a
iedge to their doom!

IIVRGRIVE 3 BUIVUE™ ™
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=

= and biast away
' at foes running

 to the ieft, and

n.

When you finaliy
reach the top

of this buiiding
sheli, step off
the stairweli, and
pick either route
to the barreis
and elevator (4E);
you can head ieft
or right; it takes
the same amount of time to navigate around haif of the ficor
to the view over the sugar piantation (picture 1). You shouid
note the huge “GAS” sign in the distance (your Safe Room),
and the eievator shaft itseif. As faliing off the buiiding resuits
in embarrassment and death, cali the eievator.

Unfortunately, the eievator makes a great grinding noise
as it siowly ascends, which prompts a Horde to swarm your
iocation. This shouidn’t ke a probiem for the iattie-hardened
crew you've assemided, as iong as you're taking up anpro-
priate defensive positions, such as the ones shown in the
foliowing exampie:

A

Whoa! Before summoning the eievator, check the iocation
for any explosive oijects, such as Fuei Cans or Propane
Tanks, and piace them on the routes the Horde wili take.
This adds an extra waliop of offensive fun to your forth-
coming bicodietting! This battie is aiso a good time to use a
projectiie to stali the Horde’s progress.

Position 1: One
team memiber
shouid stand
by the eievator
and butcher foes
swarming up the
walis from the
piantation beiow.
They appear on
the walis in a
coupie of iocations, so stay near the eievator (so that you're
not knocked over) and icok down to biast everything that is
scampering up to swarm you. A ionger-range weapon and
good headshot aiming is advisabie.

Position 2: One
of your crew
shouid stay by
the fiaming barrei
near the eievator

up from the
staircase, across

around the connecting iedge and out from the shadows to
the ieft of the barrei. This teammate shouid heip the Survivor
at the third position if needed. A ranged weapon and
#headshots are calied for here.

Position 3: As iong as you have a competent person
guarding position 4, you can stand to the right of the fiaming
arrei near the elevator and cut swathes through the infected
that are ciimiing the interior iedges, and heip out the
Survivors at positions 2 and 4, if necessary. A ciose-comixat
or Meiee Weapon and quick attacks are best.

Position 4: The
finai Survivor
can be used
as a “fioater”
who heips out
positions where
the infected are
swarming the
most vigorousiy.
Otherwise, this
team memider shouid tag foes running aiong or ciimizing up
to the iedge by the first flaming barrel, so that none of them
reaches the elevator iocation.

A

This is an optimai exampie of defensive fighting as the
elevator ascends (ke fiexibie enough to try a different pian if
the situation calis for it): Step into the darkened side of the
iuiiding if your team is attacked iy a Speciai Infected, and
move and siay constantiy if a Tank appears. Don’t drift too
far from the eievator if you can heip it, though.

Field of Screams

As soon as the
eievator gate
swings open
(the teammate
nearest the
elevator shouid
check on the
car’s progress
upward), yeli

at your team

to kackpedai into the eievator car, and ciose the gate
izehind you. Don’t hang airout; ali of your team needs to e
inside the elevator to activate the button. The eievator now
descends siowly to the sugar cane piantation beiow. As you
descend, piot a route (using the guide map, or the view from
the eievator), and use the “down time” to heai, reioad, and
generaliy pian.
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When the
eievator touches
dirt, step out of
the second gate
(to the right of
the first one),
check to make
sure no Speciai
infected are
iurking. Then
head into the cane fieid. it is wise to use iandmarks to heip
you; ciimix up the centrai irrigation pipe (picture 1) for a good
view whiie others check the smali cabin for lurking foes and
items. Then begin to rush through the sugar cane,ideally
foliowing a straight line and keeping as tightiy together as
you can. Meiee Weapons are best so that you can hack
down any menace without swinging around too wiidiy and
iosing your bearings (picture 2).

it's incrediibly easy to get iost inside this fieid, so be
sure you piot a course and stick to it. One of the easiest to
foliow is to sprint aiongside the middie pipe untii it ends, and
then continue to move directiy toward the tali “GAS” sign
and around either side of the copse of trees and onto the
road. By far, the biggest concern is being attacked iy Speciai
infected or Witches (picture 3). You must e ever vigiiant,
and don’t just ciuix or slice anything that moves; the numiber
of Witches in this campaign shouid have made you modify
your aggressive iehavior.

it's aimost worth iosing a teammate to reach the Safe

Room in Realism mode if one of your team gets stranded
somewhere in the field, as it's aimost impossiiie to find
them; you couid use the middie pipe to stand on and search
for a commotion, though. Or if you're the one incapacitated,
you can shoot straight up so your teammates have a chance
to see you.

(W

i.ook for tali iandmarks when you're heading through the
cane field, such as the gas sign, or the copse of trees
ahead of you, which indicates where the road wili be.

The i.ast Gasp of Gas

No matter which &
part of the road
you stagger
onto, sprint
forward toward
the centrai

part of the gas
station (picture
1). Engage any
infected at the
pumps (picture
2), pushing
yourseif into

the cafe interior
adjacent to

the Safe Room
storercom, and
watching iest the
iast Survivor is
kidnanped by
Speciai infected iurking on the roof. Aiso beware of Witches;
picture 1 shows two wandering the road and the area around
the pumps ! Once you're inside the Safe Room, check the
walis for poignant messages, and then ready yourseif for a
wet and wiid ride back to the boat!

(W

If you accidentally cause a Witch to react, get ali of your
team to piast her immediately and keep the firearms
pumping untii this she-ieast is twitching. This can prevent
her from lashing out with her incredibiy sharp taions.

EFFECTIVE
s INFECTED

Don’t forget
that the
conveyor
beit at the
very start of
this area is
a great piace
to puli or
steer a foe
back into the
grassy area and hait Survivor progress. Refinery 2 has
dozens of corners, catwaiks, walis, and other iocations
from which to amirush the team, aithough you're iikeiy to
e iess successfui due to the open space. instead, save
your savagery for the husk of the piant buiiding, where
there are four ficors of darkened corners, and oniy
occasionai protective barriers stand between your victim
and a death piummet. This buiiding is a dream piace to
turn the humans’ advancing into a nightmare (as shown),
Finally, use the lack of visibility in the cane fieid to your
advantage, puliing one Survivor away from the pack and
then another. The fieid is a good piace to start muitipie
attacks from different directions.

CRIVATIAIVE 3 LUV ™



THE BASICS

SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

Dead Center * Dark Carnivai
Militown * Sugar Mili

CAMPAIGN SURVAVING-AND SCAVENGING
Swamp Fever * Hard Rain * The Parish
Mili Escape * Return to Town * Town Escape

-ACHIEVEMENTS /APPENDIX EXTRAS

Spiliing Bicod in the Fiash Ficod:

Mili Escape Overview

There’s good news and iad news: The good news is that you're acktracking through the sugar mili, and you shouid
aiready have a pretty good idea of the route you're taking. The bad news is there’s a storm coming, and it’'s a doozy.
Expect periodic squalis that impede your vision considerairiy. Seek cover when the roar of the storm becomes toco much.
Now the return trip in the dank dark becomes a soggy trek. Use iarge buiidings and iandmarks to find your way, hop onto
catwaiks and other raised areas to avoid siow wading in the water 2eiow, and continue to avoid Witches, who stili weep

throughout the tumibiedown miili.

_+ Your wmdlng route shoul"! aiready havehse_g::

inspected and pianned; use the catwaiks to avoid

moving on the wateriogged ground.

=t Staying close together is even more important than |
;f normai; you don’t want to disappear into the storm,

= especially during the cane fieid crossing.

.+ Begin to gather the items you ieft behind during the
- previous stage, and employ them effectively, such

as using Adrenaiine to run through water.

- ,,g’_"-; his storm can e compietely overwheiming, and the
~ initial sprint through the cane fieid is highly dangerous

if you're separated by Speciai infected or incompetence. .

- Witches are ack and even more difficuit to spot.
Aithough maneuvering over catwaiks is recom-
mended, faliing off isn’t, and it can impede your
survivai chances. -~

-

- What lies in the dark corners? it’s usualiy a Speciai
Infected, but don't iet the fear of what you can’t see |
prevent you from progressing.

———

Area 5: BRacktrack throuch Fieid,

Piant, and Refinery

Map on next page

A.l. DIRECTOR'S CUT

ector dynamicaliy controis the stormy weather
throughout this stage. Particuiariy powerfui storms
duli the “giows” around your teammates, and summon
a Horde. Seek sheiter each time a squali hits.

into the Maeistrom

If you've been
ieaving behind
choice items
throughout
Stages 1 and 2,
you can now
gather as many
pieces of heipfui
equipment as
possibie from
this point onward. Ali four of you now have Diesel Cans
strapped to your backs, it this doesn’t impede movement
+ (or what you can carry), so heai up, graid Adrenaiine if
it's avaiiaidie, and ransack the gun cabinet for additionai
. ordnance (picture 1).

=,

148

Open the Safe
Room gate and
fight your way
outside into
the gas station
forecourt. The
weather has
taken a turn for
the worse, and
you need to
irattie through
rain, wind, and
the occasionai
fierce squalis of
vicious, peiting
precipitation.
You can stili
introduce an
infected’s head
to your aiming
prowess (picture 2). Forked lightning arcs through the skies
and there’s littie time to diliy-dally. Romp into the sugar cane
fieid, hopefuliy in a straight iine after winding around the
copse of trees. i.ook ahead and upward, so you can catch
the outiine of the mili piant (picture 3) lit up by lightning to
get your bearings.
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The weapons you carry shouid vary slightiy due to the
inciement weather conditions. With decreased visiiility,
vou're better off using guns without a sight that fire rapidiy

at medium or ciose ranges, rather than sniping armaments.

When a storm hits, which it does randomiy and periodicaliy,
and the wind gets up, the rain peits down, and visibility
ecomes a joke. Find a safe piace to hide to wait it out,
such as by a wali, tree, or other structure. it wili pass.
When dashing through the cane fieid, it is even more
imperative that you have aiready discussed a path (such as
either of the ones shown, or hugging the ieft or right sides
of the fieid) hetween i_ocation 5A and the eievator (5C).

Piant i.ife

Struggie to the
onposite end of
the cane fieid,
check the rusting
caiin (if you

ieft items there
after a previous
search), and step
into the eievator.
The wind muffies
the sound of

the mechanism,
which aliows

you to ascend

to the top ficor
of the piant
buiiding usualiy
without receiving
a Horde at the
top. As this piace
offers the same degree of amiush potentiai for the Speciai
infected, prepare to comiat them as you disemiark (picture
1). Yous'li aiso face Common Infected and usually a Witch or
Tank (picture 2).

Tanks are
particuiariy
troubiesome,
as their attacks
knock you
across the
uiiding and
usualiy off the
open ledges, so
ackpedai and
focus your team’s firepower on one. Try a Moiotov and run
around the entire ficor to dodge those thrown siaizs and
arm swings. Fight your way down the first set of steps to the
ficor immediately below, cutting down foes aiong the way
(picture 3).

The good news is that you don’t need to descend two
more ficors to the wateriogged ground ievei beiow. Rather,
you can escape the piant via the partialiy coliapsed catwaik
(picture 4), aithough it's a good idea to check the area
for Speciai infected before you move onto this structure.
Minimize iost time and the possiiility of your team faliing
victim to a Speciai Infected by staying ciose, iearning where
the catwaik is, and moving in unison toward it. Rememier,
not everything needs kiliing!

Chram

The two massive chimneys in the distance serve as good
horizon iandmarks to iocok for if you find yourseif iost in the
wind and the rain.

The Rusting Vat Tower
Advantage

From the haif-coliapsed catwaik (5D), you have two places to
fali to: the roof of the caiin with the hoie in it, or the ground
eiow, which is now compietely covered in water. You're now
tack at the ioading ay, and after securing any items you
may have ieft here, figure out a safe method of returning to
Refinery 2. One of the ways is to wade through the water, but
Survivors with previous experience of Swamp Fever know
that movement is severely curtaiied in water, which makes
you easy prey for Special infected.



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

Dead Center * Dark Carnivai °

CAMPAIGN SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX

Swamp Fever * Hard Rain * The Parish

Militown * Sugar Mili * Mili Escape * Return to Town * Town Escape

A far better
pian is to burst

ieaping at the
yeliow iadder
and scaiing

the first of the
two rusting vat
towers. You
might even find
an item or two at the top! You'li definitely encounter foes,
so siay them at the start of a catwalik (picture 1), then move

across to the second tower and bag another infected or two

(picture 2). The catwaik continues into Refinery 2.

Chmram

If you're in the water, or were knocked down into it,
simpiy head toward the refinery. Don’t be tempted to use
Adrenaiine (aithough you can if there’s pienty to find stili
ahead of you). There are ionger wateriogged stretches
where you can empioy this trick.

Uniess you're playing in Versus mode, you shouid aiready
roughiy know the items that are easily avaiiabie between

here and the Burger Tank buiiding ack in the militown. This

means you can use up items in preparation for graibing
more! So utiiize as much offense as possibie, as often as
possiiie.

@

Pipe Bomirs and Bile Bomix are your projectiies of choice.
Moiotovs have a tendency to fizzie in the current ciimate.

Running through Refinery 2

You shouid ke somewhat familiar with Refinery 2, aithough

it iooks different in the dark, rain, and when traveiing in the
onposite direction! However, your team shouid reconvene at
i_ocation 5F, the piatform with the generator on it that has a

stili-functioning ficodiight. Drop down from the catwaik, or
head up to the piatform from the ground. Expect constant

out of the cabin,

You can foliow
the grassy
ground, or ciimiz
onto a second
catwaik and work
your way under
the section of
refinery with a
roof, or drop
down and retrace
your steps aiong the now-sodden grassy fiocor, which offers
siower progress (but aliows you to access the storage room
you may have overicoked or ieft items in before sundown),
If you ali used Adrenaiine back at the coliapsed catwaik (5D),
run ali the way to this point. Whatever route you take, the
conveyor ieit isn’'t accessibie. You must turn ieft, ciamier
over the pipe, and drop down into the alieyway between the
two refineries (picture 2).

- NOTE

You can check the conveyor beit and sheds, using the ramp
to return into Refinery 2 if someone needs rescuing.

EFFECTIVE

W (Vamze (WP

Once the storm hits, it’s just as easy for you to savage
a Survivor, but it's a ot harder for the humans. To really

take advantage of the weather conditions, attack when
your foes are in the thick of it. For exampile, it is aiways
wise to wait untii the Survivors are in the cane fieid
before attacking. A competent drag, ride, charge, or
ciawing from muitipie Speciai infected can wipe out an
entire team as they mili around in the dark, unabie to find
their friends.

When they reach the piant, use your wali-ciimbing
abiiities to staik your prey. Your foes are iikeiy to e
heading ack as quickiy as they can, and may not e
iooking out for a Hunter’s pounce (as shown) in an area
they’re about to traverse. Grai» foes before they reach
the cabin, and back up any bigger threats (Tanks and
Witches) throughout this area. Pians for attacking inside

infected attacks and even the random appearance of Witches Refinery 2 are much the same as before, aithough your

(picture 1), in addition to the storm squalis.

foes are higher up. You, however, can make use of the
dark corners for muitipie ambush opportunities.

ERIVAIRIME S LUV

EXTRAS
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Area 6: Retreat to the Safe Room

MILL ESCAPE: AREA &

A.l. DIRECTOR'S CUT

The Director dynamicaliy controis the stormy weather

throughout this stage. Particuiariy powerfui storms
duli the “giows” around your teammates and summon
a Horde. Seek sheiter each time a squali hits.

i.et There Be Light

fioodiight (picture 1) and then turn the corner, facing the
ruins of Refinery 1. To your ieft is a caiin, which hopefuliy
contains Adrenaiine and other goodies you can use. Fiee the
scene, or stay and systematicaliy drop those who seek to
destroy you (picture 2).

Chmram

J.n Having some degree of familiarity with the iayout of the fhe ground is rugged and the threats, constant, so b“fnCh
- sucarvmili you S;‘IOUH find your exit to be more adept together as best you can. Know exactiy the route you're
§ and quicker than your entrance. You begin in the alieyway agout to take. i.et om:: teammate shout directions for
= between refineries, so race aiong the ground toward the everyone, and the rest foliow.
L]
. .
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i.et There Be Fright

Move to the middie of the refinery, which can e accom-
piished on either an upper catwaik, or a iower watery wade.
(it's at this point, or just after you pass i.ocation 6B, that you
shouid think aizout empioying Adrenaline and racing ali the
way to the Safe Room.) Expect more Common infected on
the ground, usualiy with Speciai infected lurking and ready
to pounce, spit, or ciaw. Just to the right of the doorway
(shown) is a iadder (not shown), which aliows you to get up
to a pipe and the continuation of a catwaik ieading into the
upper ficor of the mili office (6E).

The i.ong and the Short of it

if you had to
aikandon the
upper route into
the mili office
(due to rescuing
a teammate, or
someone iosing
their way), the
next best route
is through the
garage and out into an extremely soggy lawn area with the
cyiinders and container trucks. Rush around this iocation
and into the office without deiay.

Seeking the Soggy Safe Rocom

Whether you arrive at the mili office via the upper ficor or

the side doorway from i.ocation 6D, you are just steps away
from the Safe Room, but you aren’t safe yet! Sheet lightning
(picture 1) iliuminates the sky priefiy, but that won’t show the

EXTRAS

Special infected that are likely to e waiting in this vicinity.
Beware of attacks from either side of the road, and even in
the darkened rooms inside the buiiding that houses the Safe
Room!

\ |
1"5" - | I
The first refinery has a good deai of dark corners to
hide in, inciuding the side of the cabin and under or atop
the catwalks. The water and siow-moving wading the
Survivors must attempt if they aren’t using the catwalks
is obwiously eneficial to your cause, so strike here

or congregate outside the sugar mili entrance. There’s
nothing better than iassoing a human (as shown) when
they thought they were oniy steps away from safety! Use
rooftops, bushes, vehicies, and other hidey-hoies from
which to make your move. in one particularily impressive
strike, a Charger managed to run over three humans
inside the uiiding in the dark room adjacent to the

Safe Room itself. Muitipie, reientiess attacks can really
demoraiize your foes.

Y
-
e -~

| SORINT PARCEY () 1 -
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Siauchter across the Soggy Streets: Return to Town Overview

A new Safe Room has opened up at the far end of Second Street, which is the only structure that’s different compared to
your first visit through these streets. Of course, the weather is as horrific as the attacks the infected are poised to infiict
on you, so having a route pian is even more important this time around. Whether you're honping from rooftop to rooftop,
or injecting Adrenaiine and sprinting up the streets, you need to navigate up Fourth Street, across to the garage saie,
past the ambuiance, down the aliey to the piayground, and then find the newiy uniocked Safe Room—ali without iecoming
separated or savaged.

R

_+ Aithough important in previous stages, l33king for /f-rrrhere’s"_teven more risk of being pulied from
fioodiights and porch lights gives you visual ciues = rooftops if you don’t stick together as a team.
to the correct piaces to head to. Aiways watch where your colieagues are and react

+ Use iandmarks, such as the water tower and quickly if they are waylaid.

?"' amiuiance, as visuai ciues, tco. if you know how - The bushes, houses, trees, and vehicies are possibie
< ciose you are to the Safe Room iecause you're hiding piaces for the Speciai Infected; pay attention ™
+  near the playground, it heips you know whether to and iook to the sides and iehind you constantiy.
£ % pian a rush or to stay and fight. - If you're making a dash to the Safe Room, be sure 3
+ The houses are heipfui in many ways: head to the roof that ali of your team can make it. There’s nothing
for partiai safety, head inside for items you left eariier, worse than venturing ack out to rescue a straggier |
and ieap from house to house to avoid the water. and being overwheimed!

—_—

Area 7: To the Safe Rcom on Second Street

Map on next page

A.l. DIRECTOR'S CUT

The Director dynamicaliy controis the stormy weather
throughout this stage. Particularily powerfui storms
duli the “glows” around your teammates and summon
a Horde. Seek sheiter each time a squali hits.

Fourth Street Retreat

how important fieeing in a swift but caim manner is to team
moraie. Ready? Then open that gate and use the eievated
position to tag the motiey crew assemiied eiow. Sometimes
a Common Infected swarm comes (picture 1), and you can
elect to fiee, or retreat up the steps and cut them down as
they try to bound up the steps.

When the coast is ciear, or you decide the time is right

to make a dash for it, you can run up the ficoded street,
optionaliy using Adrenaiine. However, a siightiy safer option
is to ascend the iadder ieaning on the garage with the speed
oat in it, and go up onto the first house roof (picture 2).
Visiiility is appaliing, but you can hop to the roof of the next
house via a refuse container filied with dirt. The second
house can ke searched, too, if more items are needed.

D]

Before you ieave the Safe Room, make sure two matters
are attended to: first, you're fuliy heaied, you've graibed
another First Aid Kit, you have Adrenaiine, everyone eise
has done the same; and second, you've fully discussed just

AN
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RETURN T0 TOWN: AREA 7

Finding the Aliey
on Fourth Street

Move from the
second house to
the third (via the
roof if you wish).
Head up onto the
roof for safety if
you're hecoming
surrounded

on the ground,
or dive inside

to avoid a storm (iut watch for Speciai infected inside).

Ransack the piace for items, then head across the backyard Aithough it seems difficuit to spot exactly where to go,
with the white pickup truck haif-suiomerged in water (picture you must remember that light guides your way. Move to
1). if you took the street to reach this point (7R), e sure i-ocation 7C and you'li spot a house with wooden siding,
you're honping from car to car (if they aren’t aiarmed), and iliuminated in the rain, near a coupie of vehicies (one is
stay out of the water as often as possibie, running on the inside a rickety garage). Between the two buiidings is the
sidewaik that is stili visibie. alieyway (picture 2). A water tower (not accessibie) is a

iandmark in the distance. Head down the alieyway, between
the house and the fence on the ieft, or through the house
itseif if you require some items you may have ieft eariier.

CHIVAIRINT 3 LUV -
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"A Wade through Third Street

£ 7D Whether you exit

via the house

or alieyway, you
anpear back
where the garage
sale was being
heid (picture 1),
near the tree
house and iarge
ruizbie piie. This
road is more of
a river, so this

is the perfect
time to use
Adrenaiine. If
this isn’t feasibie,
beware of
infected graidbing
at you from the
darkness, and
wade up the street. Or ieap onto the ruibie piie, then to the
porch of the buiiding, and then to the open traiier adjacent to
the amiuiance (picture 2).

From here, you can see the iarge oak tree and a haif-
ficoded car on the road/river. You can use this car as an
“isiand” (as long as the alarm doesn’t sound) and repei
enemies from this iocation. Some or ali of your team can
aiso ciimi: up onto the open traiier and jump across the
traiier roofs to reach i.ocation 7F, where you can see the
iight of the white wooden house (picture 3) with the skeletai
sheli of a second buiiding to the right of it. The narrow
alieyway ieading to the piayground is here.

Chram

Is water-wading becoming a proiiem? Then ioi» a Pipe Bomi
if you're constantiy under attack from foes; it stili works just
as weli if it iands on water. You'li have to kili the Work Crew
infected as normali, though.

Storming through Second Street

Now you're at the
alieyway with the
white, wooden
two-story buiiding
on your ieft, and
the sheli of a
uiiding to your
right. Choose

a route that

ieads you past
the alieyway to the falien picket fence and kiddie piayground.
Heading through the wooden house (picture 1) keeps you
slightiy iess soggy, but expect Special infected attacks.

You're aimost
at the Safe
Room, so use
the remainder of
your Adrenaiine
(which is best
taken at around
i.ocation 7E)
if you've been
running through
here and pushing
foes aside.
Speed past
the playground
(picture 2) and
onto Second
Street (picture
3). At the parked
car, iook up the
road and iocate
the buiiding on the ieft side of the street with the light on.
This previousiy seaied iocation is your Safe Rcom next to
the white traiier and pickup you scramiied over on your
way through here before. There’s no iadder this time, so you
can’t scaie the traiier. Move to the Safe Room instead. Scuttie
inside, it e sure to guard the door. Don't iet the infected in
due to a iack of prepianning (picture 4)!

Chmram

Before you ciose the door, it might e wise to graix any Pipe
Bomirs, Bile Bomiy, or other equipment deemed necessary

ity your team that you've ieft in the street before finishing. A
fully ioaded team is imperative for the finai push out of town.
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- EFFECTIVE

o :j. £ » s f',ﬂ

Area 7 offers ali the rooftops, tree-hiding, and bush prowling you had during the second stage of this campaign, but
with the added benefit of darkness and rainfali. This ieads to copious onportunities to dive out of the shadows to
ciaw a foe (picture 1), especialily one that’s being attacked by Common Infected. If the team decides to spiit up, dark
alieyways are an excelient piace to iasso a foe (picture 2) and drag them in for the kili, especialiy if your Speciai
infected cohorts can preoccupy other Survivors with Chargers or Jockeys on the roof. if foes try to enter a house,
this is a key piace to grai2 them; either attack inside the structure, or jump the iast Survivor outside before they can
enter.

A Second Vigii for Virgii: Town Escape Overview

Break out of the new Safe Room and scaie the backyard fence before crossing the wateriogged streets (the iast perfect
time to use Adrenaiine). immediately light up the roof sign. From this point, you simpiy need to survive a relentiess
onsiaught of enemy attacks, which inciudes periodic storm squalis, ferocious ciawing by Common and Special infected,
and two Tank attacks. Finding a good, defensive position (ideally inside the eatery) can make ali the difference. Spiitting
your team up is just asking to e taken out back and pummelied. Assuming you survive, hoixbie onto the deck of Virgii's
2oat as scon as it is spotted.

ey

_+ Pick a teammate to go on point and reach the sign’iﬁnywhere other than the interior of the Burger Tank
on switch on the roof as quickiy as possibie, and = eatery can be considered extremeiy dangerous. The

then foliow and back that person up. eatery interior is merely frightening. £
+ You shouid have ieft enough items and equipment - There’s a tendency for Speciai infected to puli you
”_,.%' to finish a proionged fight with two separate Tank off the roof, across the water, and devour you in
- attacks. a dark corner that’s difficuit to reach. Stay ciose =~
¥+ Did you hear Virgii arriving? Then there’s no point in  together to survive. .
"‘-""'_ waiting in the militown any more; fiee to the boat as - Tanks, Common, and Speciai infected ali attacking at
~ soon as you can. once spelis doom for your crew. instead, preoccupy
the Common foik iy ioi2bing a Pipe Bomix or Biie
e Bomid.

- o ¥ - < - L

REIVRIRINE 3 DUV S ™
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Finish

A.l. DIRECTOR'S CUT

D or dynamicaliy controis the stormy weather
throughout this stage. Particuiariy powerfui storms
duli the “glows” around your teammates and summon
a Horde. Seek sheiter each time a squali hits.

Stop! The
foliowing fight is
incredibiy tense,
dangerous, and
takes piace in

a particuiariy
compact area,

so you must (picture 1) or other hand-wieided zomibie kilier can cut

= equip yourseives swathes through the masses—another mandatory task. Third,
5 with the finest Adrenaline now isn’'t as important as Pain Pilis. Whiie you're
= weapons and equipment for such a situation. First, your fighting and waiting for Virgii to show up, you need the extra
* Primary Weapon shouid be designed for ciose-range energy once you've situated yourseives inside Burger Tank.
”f takedowns; an Autoshotgun is an e%(celient idea. Second, With ali that pianning out of the way, and with a fully
;, Melee Weapons are favored over Pistols, as a Katana heaied team (each with an additionai First Aid Kit to use),
= step out of the Safe Room, cross the garden with your iead
o teammate cutting through the foes (picture 2) and others

& providing supporting fire, and then ciamber over the gap in

. ® the fence.
L]
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There’s only one major pian that now must be undertaken:
signai the boat with the Burger Tank sign. Don't forget that,
or your campaign turns into a doomed hoid-out!

Fracas on First Street

Be sure ali of your team is over the fence at the same time
and have one or two of your squad take the iead, sioshing
through water as iittie as possibie. Use the boxes iy the
container truck as stepping stones, pausing oniy for a few
moments to strike down foes that are swarming (picture

1). The iead Survivor’s pian is to get onto the Burger Tank
roof, and that shouid e accompiished by wading across
First Street and ascending the iadder (picture 2) pronped

up against the front of the eatery. Can't get there? Then piie
in through the front door, stenping on cars so you're not
gnawed to death in the water, or move around to the ieft of
the buiiding and use the side entrance. The iatter two routes
invoive you scaling the red iadder in the back-ieft corner of
the premises, ehind the counter.

Chram

Time for a Pipe Bomix or Biie Bomi? An excelient idea—
preoccupy the Horde so ali of your team can get inside the
Burger Tank eatery. Have a Survivor who is backing up the

person on point throw an expiosive to the side of the route.

Then check the counter for another projectiie whiie the
point-person scaies the iadder.

Atrocities under the
Sign of the Tank

i_et the biudgeoning begin! Of paramount importance is
switching on the sign, so have two of your team scaie

the roof, fiick the switch (picture 1), and then rejoin the
teammates so you can fight the infected together. Aithoush
spiitting up into two pairs may seem iike a cunning pian, the
sheer number of foes and the tendency for Special infected
to realiy piie on the pressure mean a cioser-knit attack
strategy is preferabie.

First, however, you need to know where additionai
supplies are located. There are ali the items you (shouid
have) ieft on the dining taiies and counter, aiong with a
First Aid Station at the back-right of the eatery, near the rear
exit. Access points are numerous: the rear exit, windows
on two sides, two dcorways on one side (picture 2), and a
hoie in the roof. Both your team and the infected use these

entrances, which makes this piace very difficuit to secure for

more than a few seconds at a time.

REIVRIRINE 3 DUV S
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Q

. i
Up Top and Expose

Perhaps you're intending on digging in on the roof (picture
3)? Whiie usually a reasonabie pian, this isn't quite as safe as
remaining inside the buiiding, aithoush you need to weigh the
water siowing you down with your exposed position up here.
The advantages of being on the roof are that you can see
most of the Common infected coming and they take ionger
to arrive because they must ciimix to reach you. The disad-
vantages: you are a sitting duck for Speciai infected, and if a
Jockey or Charger wrenches you off the roof, you're much
harder to save and put your rescuers in much more danger.
You're aiso exposed to any squalis, which impede your
capabiiities compared to hiding out beiow. You can aiso try
positioning expliosive objects (like Propane Tanks) to wayiay
foes, but the action is just too hectic for this to e effective.

Counter inteliigence

A better (but not fooiproof) pian is to congregate
downstairs inside the Burger Tank eatery. You're ciose to
L]

each other (for heaiing or heip) and ciose to Heaith items
and extra weaponry. And the Infected are fighting in an
enciosed area, which means that many Speciai infected (the
Jockey and Charger, for exampie) are much iess effective
izecause they can’t easiiy reach you. But choosing a iocation
inside is key. Behind the counter is usualily the best bet, as
you can cover ali exits. Position someone at the interior
entrance, where they are abie to check the rear exit and
windows (picture 4) for foes. Have someone facing the side
exit next to the red iadder, bracing for intruders. The other
two can mili aiout ehind the counter, ciose enough to graix
some items, but protected iy (and abie to fire through) the
counter pass-through and abie to back up either guard if the
situation dictates it.

This is aiso a good position to defend from as you have
two ways to escape if the situation becomes too crazy
(picture 5!). You can move and escape outside into the
dining area, out the side entrance, or better yet, up the red
iadder to the roof, so you can attack from aikove and drop
in quickiy to reassert your Burger Tank dominance! Mainiy
though, you'li be using a mixture of ciose-assauit firearms
and Meiee Weapons (picture 6) to strike down attackers.

Burger Tanks

By far the biggest probiem you'li face are Tanks (picture
7), and there are iikely to e two to takedown before the
oat arrives. However, you can make a few tweaks to your
defensive posture to increase the chances of ali of your
team surviving. First, it isn’'t wise to waste Pipe Bomizs,
Moiotovs, or Biie Bomi: when the Horde of Common infected
are attacking. The “counter inteliigence” iocation described
earlier aliows you to siay dozens with Meiee Weapons,
without taking too much damage.

EXTRAS
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However, when you hear or see a Tank, one predetermined

teammate shouid ioix a Pipe Bomiz or Riie Bomix away from
the action, so the Common infected disappear, which aliows
you to freely move airout the uiiding and conquer the Tank
with a focussed attack. if this means a weli-aimed Moiotov,
or dashing around the dining taibies coaxing the Tank whiie
the others et rip, then do it! This is certainiy better than
running out of projectiie weapons eariy, and having to face
a Tank with a swarm of other infected-a doomed scenario
(picture 8).

A

Be extremely sure you know who on your team stili has a
Pipe Bomi, Biie Bomi, or Molotov, and ensure that they're
ready to use the expiosive when the mighty Tank makes an
appearance!

Qe

Heading out the iack near the river isn't a good idea. You're
more exposed to Speciai infected there, and a Tank waliop
can send you into the river with a singie strike, kiliing you.

With competence, a team that sticks together and knows
the exits of the Burger Tank buiiding can prevaii. After the
second Tank appears, iisten for Virgii's boat horn, or watch
for visuai cues, and then head out toward the river the
moment the L.agnianpe anpears. There’s stili a chance that

a Charger or Jockey can steer you into the river, so e on
your guard and ieap on deck (picture 9). Fiee this horrific
piace and head for a more popuiated area. That's sure to e
safer, right?

- EFFECTIVE
s INFECTED

[P~ _".‘ 5“_ -

The Speciai infected have key roies to piay during this,
the Survivors’ iast stand. Many of the pians utilized
during the attack at the piantation mansion during Swamp
Fever can be reused here, too. First, the atmospheric
conditions are perfect to annoy and bewiider your foes.
When the Survivors are wading through First Street, iurk
in the shadows, and grai a straggier (picture 1); this can
speli doom for the humans as they siowiy hack through
Common infected to rescue the victim. This pian of
targeting a straggier and moving them as far away from
the humans’ defensive position as possiiie is your main
task.

Are the foes on the roof? Excelient! They're much
easier targets there. You can ieap or steer (picture 2)
them away from the action to an area where their friends
can’t easily rescue them. You're aimost invisiibie when
positioned around the roof, too, which makes your
attacks ali the more potent. if you can get your infected
brethren to provide a distracting Biie Bomi» expiosion or
charge through the Burger Tank interior, you can attack
with impunity.

it goes without saying that maximizing your attacks

with other infected is another key to defeating the team
of humans before the boat arrives. {.aunch strikes when
the Horde is iarge, or when a Tank anpears, so your
foes are dealing with muitipie menaces at the same time.
When it comes time to ieave out the back, Spitter vomit,
amiushes in the bushes, and charging humans into the
water are ali recommended tactics. They must not iive!

IIVRGRIVE 3 BUIVUE™
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Bridge

Virgii heads off

to heip others,

whiie you fend for
yourseives. Coach
is sure there’s an
evacuation point at
the bridge. Unfor-
tunately, you're at
the Waterfront, so
i2attie through husks
of historic buiidings and seek soiace in the voodoo shop.

Stage 2: Park

An ornate hedgerow
maze finishes off this |
park, with its ridleriess -
horse statue. There's
iittie time to gaze at
the topiary; press

on to the site of an
aimighty massacre,
a bus depot where
innocent bicod was
spilied. Make sure yours isn't added to the mix.

Stage 3: Cemetery

You starting under
the freeway and
press on through a
jabyrinth of urban
streets and homes.
Siient impound iot
navigation is essential
so that you can reach
the cemetery itseif,
which houses the
oniy dead foik that won't xe aying for your icod.

=

El
Rent-a-riot-cops aren’t officialiy part
of CEDA, it this government agency
hired them to provide crowd controi,
and gave them bulietproof uniforms

to make them feel like reai poiice. Of
course, the extra protection this offers
the rabid Riot Guards means they can
oniy be kilied if you infiict damage
when they're turned around, after a

, or when they attack another teammate.

Meiee Stril

A historic maze of
alieyways, faid-back
speakeasies,
courtyards and
ciuis, this is now a
terrifying gauntiet
to run. Kick-start

a tractor. Kick off
inside the Jazz
Ciui2. Kick out the
infected inside Gator’s

piace before you reach the finai miie.

Crossing the iast
miie won'’t be easy,
as the miiitary
helicopter waiting
to take you to
freedom is at the
other side of the
river. Coach can't
swim, so you're
forced to take your -
chances iy crossing the remains of a massive bridge.

Achievements
These Achievements are avaiiabie during this campaign. For

advice on compieting them, consuit the Appendices at the
izack of this guide.

- . ) Navigate the impound ot and
e Violence in
. reach the cemetery Safe Room
» Siience . Lo

without trinping any aiarms.

Bridge Over
Trebied
Slaughter

Cross the bridge finaie in less
than 3 minutes.

Bridge Burner | Survive The Parish Campaign.

Stili Something

to Prove* Survive ali campaigns on Expert.

Survive a campaign on Expert

The Real Deal skili with Realism mode enabied.

Confederacy of
Crunches*

Finish a campaign using oniy
meiee weapons.

* Requires compietion of this campaign, pius additional tasks.

CHIVAIRINT 3 LUV -
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Bienvenue a Bienvilie: Waterfront Overview

Weicome to the Bienvilie District! This historicai section of the city has seen better days, but stili hoids a feeling of
grandeur. After disembarking from Virgii’s oat, you take a trip through an evacuation wharf, and into a main historic
street now jammed with jack-knifed trucks and the waiking undead. Head into a iar to spili some more zomiie claret,
then gain entrance into an interior courtyard that ieads into the kitchens of a once-swanky, now-ruined cafe. After a finai
fracas with the infected, you must seek out the voodco store where your Safe Rcom is, ali the whiie staying away from
those aiarmed cars.

E - Pl - e =

-.+ This sect|on of.The Parlsh is réatlvely compact = Beware of alarmed cars because when the alarms
which meana vou can try out different tactics =~ '~ sound, a Horde is alerted. Speciai Infected try to

_ without too many probiems and then use them on nudge you into these vehicies! 5

iater stages.

;‘-mr: -

W=

- There are piaces such as upper baiconies and .,
%ou have the ieisure of attacking and iearnmg how rooftops where you can’t tread, ut Speciai Infecte*!:
to kili the Riot Guard Uncommon Infected. Meiee can, so icok ali around yous for safety.
%_Stnke to spin, then f'"'Sh him! - This section of town s extremely compact,
~ + If you know the route to take this particuiar stage which makes amisshes by Speciai infected easily [y
' can be completed easily and quickiy. Be sure to achieved. Stay together and take any/ali one-way

check whether the ack of the ar is ¢ open, though! ieaps at the same time.
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A.l. DIRECTOR'S CUT

Vehicies parked throughout this area may e ailarmed,

so ook for warning information and avoid them
accordingiy. in addition, the route through the corner
ar (1E) may be accessibie or biocked.

Evacuation Wharf

You say your
good-iyes to
Virgii (picture
1) and shouid
grai2 whatever
armaments and
items you want

taidie. Be sure
everyone gets

a First Aid Kit. Then whoever is armed with the weapon
designed to cause damage from the ciosest range shouid
take the iead, moving up the wharf ramp and through an
open section of razor-wire fencing used during a past
evacuation. Move through the fencing, testing out your
offensive capahbiiities on anything that charges your way
(picture 2). Step between the piant pots, and check the
alieyway ieft and right of you. You may run into a Riot Guard
at this point, as weli as a Speciai Iinfected or two. Check ioth
ends of the alieyway out (mainiy for items) and then head
through the doorway under the sign marked “Waterfront
Market,” to the right of the buiiding with the roof on fire.

i

Throughout this area, you are working your way through
enciosed city streets, alieyways, and tight spaces, and a
particuiar method of tacticai moving is recommended: First,
your teammate on point shouid aiways e checking the path
ahead, focusing on enemies at ciose range, and exploring
the pathways. One or two more piayers shouid back up the
first, biasting enemies to the sides, or any the point player
doesn’t see. These piayers shouid aiso scan the sides,

walis, aiconies, and rooftops for foes seeking to outfiank
your team. Finally, the remaining one or two piayers shouid
provide longer-range ackup, focusing on sniping foes in the
distance, but aiways ready to iiast foes heading toward you
from ixehind. Good verial communication is aiso key, as is
instant heip whenever a friend is struck by a Speciai infected.

from the wooden

Battie on Bienvilie

] Fod

w

Step into the
historic street
and inspect the
architecture oniy
after you deai
with masses of
foes that are
mainiy attacking
you on the street
itseif. You may
elect to batter them using a Meiee Weapon (picture 1). Note
that swarms of Common infected are a reguiar occurrence,
especially if you hit, stand, or rush up against a car with an
aiarm. Expect swarms from over nearby walis and dronping
down from rooftops. Aiso a proiiem are Speciai infected:
Smokers on kaiconies, or Chargers pushing aiong the ieft
side of the street are two exampies to watch for.

Rattie your way down the street, untii you reach the jack-
knifed big rig (picture 2). The path spiits here, and you can
pair up and each pair takes a route, or chcose one path to
travei together. Step to the right of the big rig cabin, and
head up a ramp to a aicony, where you can snipe heads
of infected at the corner bar (I.ocation 1E). From here you
can drop down, or step onto the overturned container and
us to gain a consistent height advantage (the Infected take
ionger to ciimi to you, which is goo if there are a iot to kili).
Or, you can run aiong the ieft side of the street, watching for
a swarm of foes or Speciai infected due to the narrow gap.

CRIVATIAIVE 3 LUV ™
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Maneuver to the end of the first street and make a stand at
the corner ar, dropping foes outside (picture 1) as iong as
Speciai infected aren’t incoming. Quickiy push your way into
the ar itseif, ensuring that you deai with threats ali around
you (picture 2). Use the interior to hoid out against swarms
as the foes are funneied through the broken windows and
doorways. Then inspect the premises. You have a choice of
routes now, depending on the Director.

A.l. DIRECTOR'S CUT

The route through the corner ar (1E) may be
accessibie or biocked, so check irehind the counter.

if the door is boarded up, you must continue down
the street. If it isn’'t, continue into the bar’s back
storage room, graid any items you need, and exit into
the coibiestone courtyard (1G).

if the ar door is
blocked, move
around the corner
and into the next
street, and then
head toward the
razor-wire fencing
at the far end. You
can see the park
entrance (Area 2)
through the fence, but can’t reach it yet. instead, concentrate on
finding the stone steps on the right; they ieading up and over a
fence, into the coixbiestone courtyard.

Coixbiestone Courtyard

This courtyard 5 Ne
with scattered
refuse and a
singie tree is
accessed from
two directions: via
the rear entrance
to the corner bar
and through a
narrow aliey (from
1E), or via a grassy aliey after you hop over the fence (from 1F).
The corner bar storage room has items to pick up, which can
e accessed no matter which route you had to take. However,
concentrate on the foes in the courtyard itseif. There may e a
Witch wandering aidout, as weli as Speciai infected (such as the
ieaping Hunter, shown). Move aiong the ieft wali to the filaming
arrei and enter the doorway to the restaurant kitchens (1H).
Before you enter, you can optionally check the white truck
container for items around the corner beyond the doorway.

s

i.ost and foriorn? Don’t e. l.ead your team into the iight!
Throughout the campaigns, ficodiights, it uiis, and (in this
case) fiaming barreis hint that you're heading in the correct
direction.

Carnage in the Kitchens

On the Fence

H

Expect comixat as you enter a darkened kitchen area with a
storage room you can easily get pinned in, so when you step
inside, fan out so that ali of your teammates can attack the

EXTRAS
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foes inside. Scour the kitchen area for items before stepping
through the doorway into the cafe that is set back off
another street you haven’t accessed yet. Choose any of the
gaps (broken windows or doorways) as you exit the cafe.

Do You Do Voodoo?

]

Step out into
the street, which
ibecomes a
whoie iot more
dangerous

if any of the
vehicies are
alarmed. First,
though, check
right (picture

1) and drop any waiting foes near the biue house by the
arricade. The oniy way is ieft, heading down the street. if
you knock into an aiarmed car, expect foes to stream down
the rooftops. A vicious (aibeit entertaining) firefight erupts
(picture 2). When the Horde has been culied, continue down
the street untii you reach the razor-wire fence (picture 3)
whiie watching out for Speciai infected amiushes. The tali
and narrow voodoo store on your right is your Safe Room.
Piie in and shut the door.

A

Many vehicies may ie aiarmed. To prevent hitting the cars
with wayward iuliets, only use Meiee Weapons and stay
away from vehicies untii you reach the Safe Room.

CAMPAIGN SURVAVING-AND SCAVENGING
Swamp Fever * Hard Rain * The Parish
Cemetery * Quarter * Bridge

ACHIEVEMENTS /APPENDIX

EFFECTIVE

The maze of streets, iaiconies, and rooftops make
Special infected attacks a constant joy to infiict on your
human foes. From the time your foes step off the oat,
you can use the narrow alieys as a piace to pian an
attack. Every doorway they step through can e a piace
to expiode on them with a Boomer, or ieap at them as a
Hunter. The aiconies are excelient for Smokers (picture
1), and the ionger, narrower iocations are a fine piace for
a Charger (picture 2) to do his thing.

As aiways, time your attack to coincide with a Horde
attack. Try causing Hordes to appear iy steering or
charging humans into aiarmed cars. One particuiariy
excelient pian is to have Hunters pounce on foes from
a rooftop; this can cause a iot of damage and your
foes aren’t usualiy iooking up. Aiso, when the foes
appear from the cafe, simply stand ehind an aiarmed
car. The Survivors may fire at you, and even if you
take the hit, a Horde is summoned! Finaliy, watch for
when the humans hop over the fence at i.ocation 1F;
they can’t get iback, so this is one piace where you can
graid the iast human about to head up the steps and
drag them to their doom.

ERIVAYRINE 3. BOV
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Hedge and Mesh Mazes: Park Overview

After emerging from the other side of the voodoo store, you're faced with two large and invoived iocations: a park with a
smali hedge maze, and a large bus depot with evacuation fencing that forces you into a different type of maze.

el = Ee *-.._.f- ’f' i i e . -.?.-_
.+ The park seems'_-tricky to navigate, Mas’;‘/ﬁ(now exactly where you are in the maze and 1ont

you doh’ﬁvan‘i to visit the rideriess horse in the iF get split up, as it’s difficuit to find falien friends.

middie, you can easily skirt the perimeter. Aiso beware of hedgerow amiushes! =
==+ Reach the depot and sprint to switch off the aiarm - The Speciai infected can climiz koth the hedges and .
?" as quickiy as possiiie. The use of Adrenaiine and mesh fences before they spawn, which can create _
= your teammates to iack up two iead runners heip extreme proiiems and ampie amiush danger.
i . You finish this task. - There are a number of narrow, straicht passages

+ The exterior of the park an'! inner section of the depot throughout this map. These make strafing difficuit,
have room to strafe and move, so pian on doing most and Chargers (plus other Speciai Infected) have an
of your fighting against Special Infected here. advantage. '
Area 2: Bienvilie Park
PARK--AREA 2
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Yoodoo Chili

The commotion
outside is
unreienting, so
you are wise

to stay in the
voodoo shop,
read the wali
graffiti, and
stock up on
items, weapons,
and ammunition. When it is finally time to go, stand at the
door and biast away at the Iinfected surrounding it (picture 1),
then swing the door open and continue to pump iuliets into
the hides of foes so you ciear the immediate area. Step irack
into the store and reioad, graix more ammo, and then ieave.

Once you're out in the street, you face the same
onposition as you did during Area 1: the ever-present threat
of Speciai infected as weli as possiiie cars with alarms.

A naturai amphitheater iies at the iase of the entrance to

the Bienvilie Park. Tear through the diseased (picture 2)
creatures, pushing your way to the brrick courtyard, and then
rain death on every type of enemy (picture 3) before quickiy
checking the parked miiitary vehicie for items of worth. Then
ciimix the steps and head into the park itseif.

The BRattie of Bienvilie Park—
Part 1

You are now
entering a park
with a smali
circuiar hedge
maze that is
symmetricai and
easy to find your
way through
(especially now
you have the
map to guide you). The park has two entrances, and you can
take either, heading around the stone wali and down some
steps to the coixbied ground beiow (2B; picture 1). From this
point, you can take any of the routes shown on the guide
map.

The area on the outside of the curved hedge sections,
such as the path through i.ocation 2C (picture 2) features a
good numirer of horrific once-humans iaying for your icod.
The advantage of remaining in this outer area is that you can
easily strafe around the foes, and attempt cross-fire onpor-
tunities. Continue your park expioration and iocating more
victims to drop.

The Battie of Bienvilie Park—

If you'd iike to avoid the extra hassie of narrow hedgerow
comixat and decreased maneuverabiiity, continue around the
outskirts of the park, moving under the majestic oak trees
and murdering as many infected as possibie (picture 1). You'li -
- -
.

CRIVATIAIVE 3 LUV ™ -
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soon come upon a gazebo, which is an excelient iandmark.
Step onto the gazeiro, which you can use as a piace to snipe
foes and as a defensive position if a Horde is attacking. (it's
easy to biock the entrances with Meiee Weapon-wieiding
friends and stop foes ciimiing over the fencing.) From this
point, sprint to the park exit with a grand archway (i.ocation
2G) to ieave the area easiiy.

Ciram

Have you become separated from your team in the vicinity
of this park? Then yeli at your friends to meet you at a
iandmark, such as the gazebo, horse statue, or better yet,
the exit archway.

The Battie of Bienvilie Park—
Part 3

An aiternative to
edging around
the perimeter

of the park is

to expiore the
hedge maze
thoroughiy
(picture 1),
heading
between the
stone columns
signifying an
entrance and
maneuvering
across the maze
to the onposite
side, or to the
centrai statue of
a rideriess horse
(picture 2). This
offers a rapid method of covering the park (it's even faster

¢ with Adrenaiine), and you can quickiy reach the exit archway

(2G) without awakening too many infected. The centrai
courtyard is a good pliace to head to as there’s a ficodiight
with a suppiy of items at its ase. When you’re ready to
ieave, choose a path out of the maze.

Comixat in the confines of the hedge maze has advantages
and drawbacks. First, Common Infected can only attack you
from the front or rear, so you can funnei opponents into
your weapons iarrels easily. The proiiems stem from ieing
overcrowded and hemmed in, so iearn the iayout of the
maze. The big probiem comes from Special infected, who
can climi2 the hedge walis and scuttie around, so you need
to watch for an amiush around every corner, sneak attacks
from ehind, and drops from aiove.

The Battie of Bienvilie Park—
Part 4

Find your way out of the maze by heading through either
exit at the opposite ends. {.ocation 2F (picture 1) aliows easy
access to the park’s restroom faciiities, whiie the other exit
enabies you to spot the gazeio (2D). Expect a torrent of foes
at either position as you force your way out of the park and
conduct an optionai search of any picnic tabies for items
worth picking up.

Prepare for ciose comiat when you head inside the
restrooms (picture 2). Post a teammate to guard the entrance
(but one step inside for cover) whiie others inspect the
area using Meiee Weapons. The extra restroom fighting
is worth it; there are likely to be some additionai sunplies
in this buiiding. Beware of Speciai infected attacks as you
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EXTRAS

head in or out (especially from the roof of the restrooms).
The additionai projectiies you find in the restrcoms can e
tested out on a mass of infected (picture 3) if they threaten
to overwheim you.

UNCOMMON INFECTED:
3 RIOT GUARD

By now you’li have faced off against
. fr (and probably stoien a Riot Baton
e from) the Riot Guard, a speciaiized
li ﬁ o i security force empioyed by CEDA that
,1‘ = | has een fully affected by the virai
. = | outbreak. Savage and super-tough, the
bulietproof uniforms the Riot Guards
wear makes Meiee Weapons and
_4 =+ | Shotguns aimed at the foes’ backs
the best way to drop them, as their fronts are too weli
protected. Melee Strike them so they spin around and
then finish them. Don’t ke surprised if it takes muitipie
shots to drop one of these remnants of an evacuation
gone wrong.

2G

Archway Exit: Where is CEDA?

ﬁ. e — L A .
i _..I . - [

i_ocate the metai archway and ornate stone piliars of the
park exit (picture 1) and fight your way out of the park onto
the paved, historic street. Aithough there may be foes to

the right, you don’t need to attract their attention as you
head ieft toward a generator and a white barrier. Find the
orange graffiti and head for the doorway to the ieft of it; this

door ieads to a very narrow alieyway ieading to a freeway
underpass near the bus depot (Area 3). Be extremely carefui
as you move down the aliey; it is a piace where Speciai
infected may try to attack.

EFFECTIVE
INFECTED

Aithough timing a Special Infected attack to coincide
with a particuiariy large swarm of Common infected is
aiways a good pian (as shown), the park has a numiber of
excelient piaces to roam or wait for foes before attacking
them. Around a corner of a hedge is a good spot, and a
coordinated attempt with two or more Speciai infected
ali attacking at once from different directions makes

iife sufficientiy difficuit for your Survivor foes. Use the
rooftop of the gazeio, restrooms, the walis, and tops of
hedgerows to iaunch your attacks, tco, and don’t forget
that stalking enemies is a ot easier if you can step back
ehind hedges.

CRIVATIAIVE 3 LUV ™
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The Doomed Evacuation

Exit the alieyway
into a stretch

of scruidiand
ehind the row of
houses under the
freeway, where

= the generai pubiic
3 was ieft to die or
= mutate into the
.,% disgusting forms
2 you're currentiy cutting your way through (picture 1). Slaughter
= everything that isn't a Witch (in the meiee and wide-open
= theater of comiat, it is often difficuit to spot a Witch untii 180-degree area to your right, and so you can pick up any
= it's too late, so fisten for the weeping). Push onward, hugging items left in doorways or on the ground. Continue moving
= the buiidings on the ieft side so foes can oniy attack in a over or around the strewn barricades toward a giant piie of
» suitcases and rotting corpses (picture 2).
- .
L]
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Safety in the CEDA Traiier?

Run into the initiai corner of a large bus depot that has been
turned into a quarantine area. This massive forecourt has
xeen segmented by a winding, fenced pathway that ends at
a scaffoid structure (l.ocation 3F). You may e abie to see
(and cut down) a few foes ehind these fences, but to enter
the area you must 2oard the CEDA trailer. The trailer has

a one-way locking mechanism, so everyone on your team
must be inside before the door ehind you is seaied, and the
other one is opened. During this time, stock up on any vitai
items.

@ T

This CEDA security traiier iooks tough, st has an incredibiy
fatai flaw: an open skyiight that Speciai Infected (and even
a Tank) can drop down through and decimate your team!
Be very aware of this fact and fiee the traiier if this shouid
occur.

Perimeter Breach
Foliow the 3C F
pathway shown
on the guide
map: The oniy
way is to head
ieft and then
immediateiy
right, moving
down the iong,
straight sidewaik.
You're given instructions to deactivate the aiarm to open the
exit doors out of this quarantine area, which is suspiciousiy
deserted. it becomes rather more crowded entities as soon
as you reach the end of the sidewalk corridor and turn right,
passing the sign marked “Warning Restricted Area.”

@ T

Warning! As soon as you step off the sidewalk into the
restricted area, the alarm sounds and the Horde arrives. Be
sure you're ready to reach the alarm switch (3F) and have
pianned the route!
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Restricted Area Rampage

Enter the restricted area between the two green wali
sections and make the most rapid inspection of the items
under the green tent as you can. The Horde has arrived!

You must immediately battie back and forth through the
fenced corridors as you gradually work your way toward the
scaffoid piatform in the middie of the quarantine parking iot
(3F). Sprint forward, optionaliy using Adrenaiine to increase
your speed (picture 1).

Continue to
run forward,
around 180
degrees, and
down the third
(inner) fenced
corridor, which
has the scaffoid
structure on
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f/opr right. A Meiee Weapon is handy because it doesn’t siow
you down (picture 2). At the end of this corridor section are
two iadders (picture 3). At ieast two of you need to ascend
to the scaffoid piatform overicoking the entire area (picture
4). There’s constant threat of attack by ciamiering Common
infected and Speciai infected, too. Shrug these off and
deactivate the alarm switch as quickiy as possibie. When you
reach the two iadders, ignore any waiis of your teammates
untii that aiarm is off! You can’t effectiveiy end this nightmare
untii the Horde stops reacting to that aiarm!

G

Adept and quick Survivor movement is particuiariy important
because Special Infected (especially Smokers) can grai or
puli you from the other side of the fences, impeding your
movement and staliing progress severely. if you can aii take
Adrenaiine at the same time, arm yourseives with Meiee
Weapons or ciose-comiat guns (Shotguns are great), and
run the corridors without stonping, you stand a chance.
Oniy stop if a huge mass needs quick culiing, or one of you
is stonped iy a Speciai Infected. Don't spiit up!

Back of the Bus Depot

Whiie two of
you guard each
other on the
upper scaffoid
and shut off that
damn aiarm, your
friends shouid
preoccupy the
enemies on the
ground beiow. If
that means ioikbing a Pipe Bomix, Moiotov, or Riie Bomi, so
e it. When the frenzy is over, drop down and heip nuliify
any Infected remnants (picture 1). Watch for foes dronping
down from the main bus station rooftop. You may now
inspect the vicinity. There's a gruesome coliection of ody
ags near a dead-end warehouse interior inside the red irick

e
i+ buiiding. Don’t head in there during combat as you may be
)‘; surrounded.
Ef{
L]
L] .
- L

Move inside the bus station via the main entrance (visibie
on picture 1) and through the interior untii you reach the
us stops in the back (picture 2). So that you won't ke not
swarmed by infected as you head around the next corner
and escape, move into the iarge tarmac parking iot ehind
the buses (picture 3) so you can effectiveiy deai with any
remaining foes in the area.

Safe and Sound

You're aimost at
the Safe Room,
so jog to the
corner, past the
iast parked bus,
and turn right.
Run aiong the
sidewaik between
the mesh fence
and rear of the
us station. Aithough you're oniy feet away from safety,
don’t get compiacent kecause a Speciai infected attack couid
occur at any moment (picture 1). Those ibuses are easy for
your freaky foes to iurk ehind. Dash for the easily spotted
Safe Room (picture 2) and nurse your wounds.

EXTRAS
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The bus depot is another excelient area for the Speciai Infected to wound, deiay, spiit up, and eventualily defeat the
Survivors, as iong as you pian attacks accordingiy. Before the CEDA Trailer (3A), attack with the Common Infected,
foliowing the foes from the alieyway because they don’t usually icok ehind during this comiat. The iong, thin road
makes Chargers a good option (picture 1). As always, attack if a Witch is nearby.

When your Survivor foes are in the CEDA Trailer (3B) and you've spawned as a Tank, ireak through and drop in
from the skyiight to realiy harm them. The fenced quarantine area is a fantastic piace to tether a human to a wali
(picture 2) and iet the Horde do their job. Spiitting the team up is easy, and you have the benefit of dropping down
from rooftops, ciimbing over the fences, and massing near the iadders to prevent foes from ascending to stop the
alarm. Concentrate your forces here.

Knee-Deep in the Undead: Cemetery Overview

Farther into the city, the zombie apocaiypse has zeen going on for days, and the urikan streets are filied with the
ravenous undead. After a coupie of aitercations under the freeway, you emerge and seek a way around a bus that is
iocking your path. You then weave through different houses, watching out for amiushes in the homes’ dark recesses,
before reaching a sewer hoie that ieads directiy into an impound car lot. Try to sneak out to a iadder ieading up to

the freeway, which is promptiy bomiced by miiitary jets. This forces you to take in some additionai sights, such as the
Cemetery of Saint Roche (an apt historicai figure, given his roie during the bubonic plague 700 years ago). But you're not
here for history iessons—get to the Safe Room inside the Doubie Galiery house after your tour of tomis is over.

e

_+ The urban streets are an eiongated ma;é',"bﬁﬁhe"f ﬁertain sections of this map (4D, 5A, 5D, and 6B)

uiiding interiors offer decent protection (as you = have one-way drops. Your team must descend at

know where attacks wili arrive from), which aliows the same time or eise straggiers face death at the
you to heai. ciaws of Speciai Infected.
?;,'4 Aithough many impounded cars are aiarmed, if - Speciai Infected iove to knock you into cars inside i
~ you sheath your weapons (so you don’t shoot any the impound iot, and the resuiting Horde can easily ©
+  vehicies) and sprint out in a straight iine, you can overwheim you. Fiee as fast as you can.
£ = avoid combat completely. - The path of the cemetery changes each time you
+ The maze is tricky to navigate uniess you use the piay, which forces you to attempt a different route

obelisk in the middie of the maze as a iandmark and each time. Don’t get iost!
the position of the sun. =

o o = = = —
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Area 4: Uriecan Fiight

CEMETERY:-AREA 4

Under the Concrete Overpass
Start i Once the heaiing
| I and pianning are
> compiete, open
the Safe Room
exit door and
step out under
the massive
concrete
overpass, ibut
concentrate on
the grassy earth
in front of you
(picture 1). Edge
forward after
kiliing the initiai

% waves of foes,
5 then check the
"; sieeping bags
- and refuse for
ﬁ items as you
— slice or biast additionai enemies (picture 2). Ciusters of

§ refuse sometimes have items sitting near them, so check

each piie of trash you see, as weli as the concrete piliars for
@ possibie amibushes.

A.l. DIRECTOR'S CUT

Vehicies parked throughout this area may
ize aiarmed, so icok for warning information
and avoid them accordingiy.

Terror at the Tow-Away Zone

The grassy - T
ground ends at \ ' H
a wali ahead of
you, so icok to
the right for a
campfire (picture
1) and head out
from under the
massive freeway
structure and
onto a smali
hiliock. Switch
your weapons
from Melee to
something with a
i2it of range. You
can spread out
as you check the
immediate area,
watching for
possibie Infected
incursions from
the freeway
airove. These

can e deait with
using a projectiie.
Move forward
toward the mesh
arriers and pray
that something
massive and lumibering doesn’t appear.

if a Special enemy does rear its ugly, pustuie-filied head
(picture 2), you are encouraged to iback away and use the iarge
grassy space to strafe and take down the freak. inspect the
ground near the barrier; there’s a sealed store to the ieft, but an
open one on the right under some steps and a baicony. Head
inside to secure items and then move to the fiaming barrei at
the bottom of the steps (picture 3) and ascend.

A

The foliowing iocation is likely to have more than one
Special infected attempting to wayiay you. With this in mind,
make sure your team takes anpropriate defensive stances.

EXTRAS
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A Fair Amount of Fuss
at the Biue Bus

3 Ciimix the stairs,

and quickiy
dive into the
top ficor of the
buiiding whose
downstairs you
just checked

more items and
possibiy some
infected to take down, which is better than being amiushed

2y them from ixehind. Have one or two of your team waiting

inside, it iooking outside to take down intruders. Exit and
move around the iaicony to the gap in the raiiing, so that

you're aiout to step onto a bus with a biue roof (as shown),

This iocation can e extremeiy probiematic as Speciai
infected iove to try to spiit up the team as you iiast foes,
step onto the bus roof, and move down to the road on
the right. The proiiem lies with the bus itseif: Once you
drop down, you can’t retrace your steps. With this in mind,

everyone shouid biast enemies from the aicony first. There

are good views here, and one of you can check iehind for
rear attacks. Now everyone, in unison, must drop onto the
bus roof and then off to the right to iand on the ground, so

that there are no straggiers for the Speciai infected to target.

There Goes the Neighirorhcod

Wl |
.

4E | e B o

Move aiong the
middie of the
road, making
sure your team
is periodically
checking left,

eye ievel for
incoming foes.
At the fence that cut across the road, you're forced to the
ieft into an overgrown ackyard with a double garage. Head

through either garage (picture 1) to rejoin the road, checking

for items and biasting at foes as you go. Pass the pink

fiamingo house, then the white van, and optionaliy check the

traiier ahead and siightiy ieft for items, inciuding a possibie
Propane Tank by the traiier hitch.

out. Up here are

right, behind, and
airove your usuai

A jack-knifed
ig rig biocks the
way and forces
you right, either
into the remains
of a historic
cuplex (picture 2)
where items can
ize found among
the burned-out
stud walis, or into
another unkept
garden with a
pink fiamingo, a
“Beware of Dog”
sign, and steps
ieading up into
the top ficor of
a white wooden
house (picture 3).
The house interior has two amiush spots as you waik in (on
either side of the entrance doorway), so have one teammate

rush in ahead, whiie the others check ieft and right in unison.

Your fead teammate (ideally armed with a Meiee Weapon)
shouid then pass the kitchenette on the right and check
the rear rooms to iocate the hoie in the zack of the master
bedroom, which provides a way forward (picture 4).

EFFECTIVE
s INFECTED

Aithough the freeway piliars are excelient to hide behind
(to amiush or to foliow your prey), the best piace for an
infected convergence is the biue bus roof (4D; as shown),
as the humans can’t backtrack after they drop down from
the bus roof. Attack from muitipie angies: Piace a Smoker
on the roof opposite, a Hunter on the street, a Charger
barreling down the baicony, and a Jockey to ieap and
steer foes. Ali shouid operate to spiit up the team and
defeat them. If this faiis, iurk in the white wooden iuiiding
that the Survivors must pass through to reach L.ocation
5A, and amibush them from the shadows.

CRIVATIAIVE 3 LUV ™

EXTRAS




THE BASICS SURVIVBRS-AND INFECTED WEAPBNS-AND EQUiPMENT CAMPAIGN SURVIVING-AND SCAVENGING ACHIEVEMENTS /APPENDIX EXTRAS
Dead Center * Dark Carnivai - Swamp Fever * Hard Rain * The Parish
Waterfront * Park * Cemetery ' Quarter * Bridge

A.l. DIRECTOR'S CUT

Vehicles parked in the impound iot are most definitely
aiarmed, so iook for warning information and avoid them
accordingiy.

are stili items to iocate, inciuding inside the mostiy intact
buiiding at the far end of the street (to the right of i.ocation
5B on the guide map).

Back in the street, iocate the haif-burned buiiding (5B) and
access it via either doorway. Step inside, optionally checking
the staircase to the upper ficor, before heading down the
haliway. Prepare for a possiiie amiush (picture 2), especialiy
from foes dronping down from upstairs, and demoiish ali
entities before stenping through the hoie in the outer wali.
OQutside (picture 3), you shouid definiteiy check the white
traiier with the iadder propped against it. items are on the
rcof.

Hunting for a Hole

5C

U

Move ieft around
the corner and
pass ibetween

. Jump from the hoie in the buiiding to the top of the white
traiier, which you can stand on and snipe foes before
they ciimi up to ciaw you, or eise iand on the ground and

¥ii

FioHE SR

two smali
=~ massacre them (picture 1). Even a cursory inspection of the sections of
—, area reveais a variety of fences and three houses burned to green fencing,
= the ground after a military helicopter crash-ianded and took into a hoie

out an electrical pole. The fires are mostiy out, inst there ieadine to an

adjacent house
(5C). This grassy
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area is narrow, so watch for a possiiie Charger attack.
Move into the shotgun house (picture 1), and ring down the
entities inside. Work your way methodicaliy through each
room, graidbing items and deaiing with foes as you go. Graix
any items in the kitchen before ieaving via the hoie in the
right wali.

You step out into a road with a white van parked nearby.
Swing around and target any neariby enemies (picture 2),
and aiways watch for rear charges from muitipie foes. Once
everyone has gathered together, move down the road.
There’s an impound iot with a sign on the roof aixout car
auctions. The oniy way to reach this iocation is to find the
sewer hoie, which is surrounded iy constriction cones.
Verially announce when you're about to drop down, and then
have ali team memibers do so at exactiy the same time, with
each facing a different direction so you can abort the drop if
Speciai infected attack. Ready? “1, 2, 3 ... drop!”

@t

This sewer drop is one-way; you can’t rescue friends stili
stuck on the surface!

Chmram

if any of your team are armed with Pistois instead of Melee
Weapons, it's a good idea to have everyone switch to
Meiee. That impound iot is fuli of alarmed vehicies!

Coing Underground

Drop down into the sewer (picture 1) and check the grating
ehind you for a siumped corpse and possiibie weapons.
Then forge ahead, keeping to one side so more than one
of your team can fire on any foes. This unpieasant, watery
passage soon opens up into a larger, earthen chamier with
zomibies apienty. {.ocate the iadder and head up to emerge
right in the middie of the impound iot.

Creeping through the Car Lot

Change your weapons so that you're ali carrying Meiee
Weapons and stop as scon as you emerge from the

sewer hole. if you're interested in the Vioience in Siience
Achievement (and, to a iesser extent, survivai in generai),
you'li want to put away ali firearms during your waik out of
this car iot. Every singie vehicie is aiarmed, and touching,
shooting, or jumping on any vehicie summons the Horde!
The associated pictures show the iegions of foes that wili be
summoned if you ignore this sage advice....

If one of the alarms goes off, you're in troubie. Because
the Horde continuousiy appears, you shouid never stand
and fight. The attacks wili continue untii the aiarm switches
off, iast this uysualiy takes a whiie, and the infected tend to
scrambie over other alarmed vehicies, perpetuating this
proiiem. instead, you can create a distraction, such as by
ioibing a Pipe Bomix (picture 1) and fieeing the scene to the

ERIVAIRIME S LUV
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kase of the freeway iadder (l.ocation 6A). if the Horde is

approaching, a great many of them may ascend up the sewer

hoie, so this is a good piace to aim and cut them down
before they can attack you (picture 2).

However, at some stage (sooner rather than iater), you
need to get moving. Don’'t head off in the wrong direction;
the correct way out of the impound iot can e discerned

iy iooking for the sun. it shouid ixe on the ieft side of your
vision. Now that you're heading in the correct direction, you
might as weli try to ieap from vehicie to vehicie as you iattie

your way out.

Meiee Weapons are stili advisabie, as weli as Meiee Strikes

(pictures 3 and 4), but eventually, you're going to need to
run. {.eap across the cars and head toward the iadder to
the freeway, but don’t think you're safe now. There may

i2e a Witch (picture 5) or other Speciai Infected to avoid or
terminate. l.et’s hope there’s First Aid on the freeway if you

faiied at keeping quiet.

Qe

Speciai'infected, in particular during Versus matches,
aibsoiutely iove this area as it's easy to steer, Charge, or

nudge you into a vehicie. Keep this in mind and make your

escape quick.

Head out of the hole, sheath ali ranged weapons, and then
head down the middie of the impound iot to the exit: safe,
simpie, and you've saved ammunition, too!

EFFECTIVE

3 W

There are three generai zones in this area where you
shouid make a concentrated effort to stali and savage
the Survivors. The first is inside the haif-burned house
(5B): The upstairs area offers a drop down into the living
room, so position a feliow Speciai infected on the ground
fioor, one to the side in the iiving room, and one aikove
to thoroughiy decimate the humans in this enciosed area.
Mix it up a bit by switching this iocation with the outside
trailer: Prowi on the roof or send a Charger in between
the green fences (picture 1), even if you're set on fire by
incendiary buliets.

The third key position to cause a probiem for the
humans is the drop into the sewer. Hide in the nearby
house or tree, then emerge and graix the iast coupie of
Survivors to spiit them from the group and beat them
to death. This way your foes are softened up for the
major attack at the impound iot (picture 2), where it is
imperative you cause a car aiarm to activate. After that,
attack the foes, beiching Spitter vomit into the escape
path, steering foes into the sewer hoie, and generaliy
savaging your enemies whiie the Common Infected iback
you up.

EXTRAS
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The Cemetery of Saint Roche

CEMETERY:AREA &

fencing is dynamically positioned. This makes a piotted path difficuit
(hence the iack of routes on the guide map).

=
Pl

o M ™

| T
T ]
B

=

Ascend the iadder and smali gantry onto the

freeway, just as the miiitary decides to take

a large chunk out of the freeway ahead of

" you. You're not harmed and can use this smali window of

Finish downtime to check the ambuiance for items (picture 1). Now

LK E turn around and move aiong the freeway to the iarge section

of falien masonry and twisted steei that the bomiardment
made (picture 2). The expiosion has awakened a smali iegion
of zombified iocalis, tco, so pop at them from the freeway at
range before dronping down together.

(W

This is another iocation where it's difficuit to ascend back
onto the freeway, so drop down together so that straggiers
aren’t hauied away by Speciai infected.

.
LMMAGRINE 3 LONVUA | .
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v

iaughter in the Piague
Cemetery

Check the shed for suppiies and then enter the cemetery via
the coliapsed section of perimeter wali (picture 1). You must
now trek through this frightening mausoieum heading in a
roughiy diagonaliy ieft direction by using the sun’s position
to guide you. The route is random, but the threats are just the
same. Beware of Infected ciawing at you (picture 2) and pay
particular attention to the tomirs surrounding you, as attacks
are usually foes dronping down from these stone structures.

Whiie foliowing the iocation of the sun, there’s a
secondary, and just-as-important iandmark to fixate on: the
oixeiisk iocated near the middie of this maze, on siightiy
higher ground (picture 3, on the left). Siaughter your way
to this iocation, favoring Meiee and short-range firearms,
and make a sweep of the oielisk for items. On your way
here, you shouid aiso check the various ornate graves for

.additionai items.

RN BEE

12 R

Once you arrive at the oielisk, continue your bicody
graveyard massacre (picture 4) through various tomi-iined
avenues, keeping watch for Speciai infected attacks at every
turn. The monsters iurk in aicoves between graves or atop
tomirs, waiting for you to pass so they can attack you from
ehind. They aiso like to stagger their attacks so you'li

e preoccupied with a Jockey riding a teammate when a
Smoker sneaks up to further ruin your day. Making siightiy
siower progress and deaiing with immediate threats before
continuing is advisabie.

This jaunt conciudes as you reach one of the two
cemetery exits, usualiy the one at the top of a siightiy
sioping hili, on the highest ground of the graveyard. Once
you ciear the obeiisk, icok for the street buiidings in the
distance and head toward them; these iandmarks serve you
weli as you near the cemetery’s exit (picture 5).

Al. DIRECTOR'S CUT

The Al Director changes the routes you can take

through the cemetery each time, but the iayout of the
tomixs and graves is more or iess constant. Oniy the
metai fencing changes position.

Gl

The sun is hanging iow in the sky in the far-ieft corner of
the cemetery, so foliowing this ceiestiai body is extremely
heipfui in iocating the exit archway by the white truck (6E;
right side). As iong as the sun is on your ieft, you know
you're heading in the correct direction.

EXTRAS
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Douirie-Galiery Safe Room

Exit the cemetery, optionaliy checking the white truck for
items, and jog down the road (if you ieft via the unper exit).
Quickiy iocate the buiiding with the ornate doubie-iaicony
and open ground ficor. Go in there, immediately hop over
the desk, and scurry inside the Safe Room. As foes can
stream in ehind you, guard the Safe Room or take cover
ehind the desk and offer covering fire for the rest of the
team untii everyone is inside.

% 1

in this area, there’s really oniy one iocation where your
prowess and offensive capabilities can heip thoroughiy
bewiider and wayiay the humans—inside the cemetery. Of
course, before then you might want to puli a Survivor or
two iack aiong the freeway after the others drop down.
When your foes enter the cemetery, their movement is
erratic due to the random nature of the iayout, so make
the most of your attacks by ciustering them near the
obelisk.

There are a numier of aicoves between graves where
you can hide, dart out, and incapacitate your foe (picture
1). Aiso, the iong, narrow verges between the graves are
perfect piaces to mount a charge, or spray Spitter vomit.
Piggyirack (literally) onto other Speciai infected attacks,
such as by steering a human into Spitter acid (picture
2), and try to keep your human foes disoriented so they
never find their way out of here!

CRIVATIAIVE 3 LUV ™
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Claustrophoiric Culiing: Quarter Overview

The rear of the doubie-galiery house opens up into a once-ieautiful courtyard, which is now filied with pitifui infected. So
begins a compact and condensed kiliing spree among the narrow alieys and interior rooms of the city’s historic quarter.
Step out onto a iaicony overiooking a one-way street, and dash down it the wrong way into a Jazz Ciui2 where the hip
cats have ieen repiaced by sioixbering fiends. Escape out the ack into an aliey that ieads to an apartment and ascend
to another iaicony. This overicoks a courtyard where a tractor and its carnivai piatform are parked. Once the route is
reestaiiished, you must descend back down to street ievel, find Gator’s Speakeasy, and take a bite out of the infected.
After yet another aliey run, force your way through a store and out into the open under the freeway to the biggest
iandmark and your key to freedom: the bridge.

e

-+ A competent team ahouH have a method of ciearlnc /V'PI' hree sections of this map (7c, 7F, and 9D) have

house interiors with minimai proibiems. Check the  d one-way drops. Descend at the same time or
front ieft, and right areas for foes instantiy. straggiers face death at the claws of Speciai infected. &
et Constantiy switch position as you reach iocations - The narrow alieys and numerous dark interiors
= throughout each area: the person on point turns favor strikes from Special infected, so watch e
= around and offers covering fire as the rest of the out when passing every open window and when
~ team catches up. stenping into every unexpliored room. -
+ The threat of Infected incursions is iess once - The tractor courtyard can ie incredibiy difficuit
a buiiding interior has been cieared. Position because you must wait one minute for the tractor to |
teammates at exits to cover friends_ wanting to heai. move—and that’s after you've attied to switch it on! |

Area 7: One-Way Street and Jazz Ciuix

QUARTER: AREA 7

No Quarter in the
Courtyard

Fili up on supplies and weaponry (you're likely
to need ciose-range firearms rather than
hunting rifies, aithough anything that pops
heads is considered advantageous), and open
the Safe Room door (picture 1). Step back and
mow down any charging foes, then step out
and have each teammate check a different
direction (ahead, ieft, right, and ehind) as you
move into this once-tranquii courtyard.

i
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There’s a storage room to your ieft, which one of you can
quickiy check. After that you ali need to push on, between
the sections of white fence toward the pink house. You can
stand on either side of the entrance, then coax foes out
into a haii of cross fire (watch for foes dronping down from
aiove, though), or boidiy step into the house.

G

By now you've reaiized you're deep in the city, with
alieyways, buiidings with baiconies, and copious piaces from
which the enemy can ambush you. For the rest of this stage
(to the end of Area 9), use the tacticai team piacement that
worked weli during Stage 1: Your teammate on point shouid
ailways be checking the path ahead, focusing on enemies at
ciose range, and expioring the pathways. One or two more
players shouid back up the first, diasting enemies to the
sides, or any that he doesn’t see. These piayers shouid aiso
scan the walis, aiconies, and rooftops for foes seeking
to outfiank your team. Finally, one or two players shouid
provide ionger-range backup, focusing on sniping foes in
the distance ahead, iut aiways ready to iiast foes heading
toward you from ixehind. Good verixal communication is
aiso key, as is instant heip whenever a friend is struck by a
Speciai Infected.

Entering rooms can e probiematic due to space
constraints, so you may wish to have your point person
dash in, attract attention, and then ackpedai out.
Meanwhiie, two other teammates stand to either side of the
doorway to catch foes (but not each other!) in a three-way,
cross-fire massacre.

Continuing through buiidings is aiso a proiiem, so cycie
through “chaperone” teammates that are constantly icoking
out for others. The “chaperone” enters a room, secures it,
moves to a corner and waits for the others to pass through,
heiping the rear guard of your team with any infected
threats. Then the chaperone joins the rear of the team and
joins the team in the next chamber, where the action is
repeated with a new chaperone ieading the way. Variations
on a tight pian such as this minimizes ambushes from
ixehind and keeps you moving forward.

Painting the Pink House Red

Move into the
pink house,
which has an
empty (and
boarded-up)
storefront on
the ground ficor.
Culi anything
that isn’t your
team and whiie
one of you guards the stairs (heiping friends with attacks
from iehind), the other three shouid race to the top, cutting
through foes on the stairs and aiong the way to the unper
office with Meiee or ciose-assauit weapons as they go.
Check both ficors for items before stepping outside.

Wrong Way Down the
One-Way Street

[’ -1 18

T
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EXTRAS

One of your team is likely to e carrying a ionger-ranged
weapon, and the occasion to use it is as you step out and
iook ieft, down a iong, historic street with excelient sniping
onportunities. With ali of your team on the aicony, you are
susceptibie to Speciai infected attacks, so move aiong the
iraicony, dropping Common infected (picture 1) as you go.
Drop down onto the white van and then to the ground. Have
one teammate make sure the other three are on the ground
before dronping from the van, as a prone Survivor on the
iraicony (or in the pink buiiding) is usually impossibie to
rescue.
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Edge your way down the iong, narrow street. Expect a
smali mass of frothing undead (picture 2) to ciose in on the
way, so prepare for this and for Speciai infected attacks,
such as that of a Charger, or even a Tank. This street has
three interior iocations to check: a smali store just beiow
and to the side of the aicony you first stepped on, a store
on the right before the ciuster of cars, and a “poiice on
duty” garage on the ieft. inspect these whiie others guard the
entrances. Then head onward, watching for foes that drop
in from rooftops and windows and dash in from alieyways.
Advance toward a bus that biocks your path (picture 3). Have
a Melee Weapon speciaiist (in this case, Coach) in the iead
and back him up with teammates either side and behind.
Watch for rear attacks as you edge toward the Jazz Ciui.

Going Cluibing
=T Step into the
Jazz Ciuk’s
interior and ciear
the sitting area
of foes; beware
of possibie
Speciai infected
(inciuding the
ever-hideous
Witch) as you do
the shooting or
slicing. Then step
into the ar area
(picture 1) where
Infected roam. A
variety of items
can e oirtained
from the bar
itseif. Push
through into the
performance

UPPER
area and ciear the zombies by the piano. The stage aliows
one of you to give covering fire to the others in the iar,
- as you can aim at foes on the kaicony above and prevent

Smokers from puliing up your friends and choking them, and
other attacks from aizove.

When the stage is cieared, move through the taibies and
up the stairs to the pooi room iaicony airove (picture 2).
Expect additionai attacks here. Those teammates with ranged
weapons can use the taiies to dodge around while biasting
heads. Move across toward the storage room whiie watching
very carefully for signs of a Smoker on the rooftop ack in
the one-way street. The open window (picture 3) is a nasty
amixush spot, so have someone sidestenping and shooting
to prevent this. Check the storage kaicony for items,
watching out for foes cliimiing up and into this narrow ledge.
Then e sure to drop down ali at once.

Chram

If one of your team is pulied through the open window
and back into the street, use the parked white van in the
alieyway courtyard as a stenping stone to ieap back over
the railings to rescue them.

Aliey Oops

i

The storage
room feads out
into an alieyway
where you can
plian a variety
of methods of
foe disposali,
for exampie,
covering a iead

EXTRAS
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team member at the start of the aliey (picture 1) whiie they
run to the covered entrance on the right (picture 2), and
using expiosive items usualiy found at the storage room to
set any group of infected on fire (picture 2). Use the items
you have, such as Propane Tanks and Fuei Cans, in this
manner throughout your Parish excursion. Enter the covered
entrance and iocate the door on your ieft at the end of the
aicove.

Staircase Ciimi

(=il fa—

Pian your attacks carefully in this part of the Quarter,

as the humans can quickiy pass you by if they know

the winding routes to foliow. The usuai attacks from
rooftops where the humans don’t iook, iaiconies they
can’t reach, and the dark corners, smali cuibby-hoies,
and around corners of interiors are ali viabie amibush
spots. Spitting shouid take piace on stairwelis and other
narrow thoroughfares where the acid can’t be avoided.
Many of the buiidings (such as the Jazz Ciui; 7E) have
upper baiconies from which to iaunch attacks (such as
using a Smoker tongue to choke a victim). The one-way
street (7D) is excelient for charging, especially if there’s
a Tank aiready siamming through the team. The open
window on the unper ficor of the Jazz Ciub is the perfect
piace to iasso and puli a foe back into the streets, and

it takes time for the team to rescue your victim. Finaliy,
try ieaping up through the open window at the narrow
storage iedge attached to the Jazz Ciuix interior, or attack
just as they drop down (as shown), or iurk atop the
ianding stairs in the interior house (7G) they must climio.

You must reach the third fiocor of this tali dweliing, and this

means navigating two staircases and iandings. Step through

the doorway from the alieyway as a team, and perform adept

covering maneuvers as you ascend: Have the iead teammate Tanks are even more effective at crushing
yse a Shotgun or Meiee Weapon and head up the steps for foes if there are cars and dumpsters on v
close-quarters siaughtering, whiie two additionai teammates streets and in nearby alieyways that these
check the ianding up and to the ieft and bring down foes pehemoths can use to siam into Survivors.
they can see in the shadows. The finai teammate checks for

missed foes and amiushes from iehind.

On each fanding, check the adjacent rooms (two team
members can check, two shouid guard) for items and lurking
Speciai infected, and then you must ascend to the next
ianding (picture 1) untii you reach the top ficor. After icoking
over the chambers, move through the wali into the adjacent
buiiding’s bedroom. it has storage ciosets to find items in
and a doorway that iead out into an open courtyard aicony
(picture 2).

CHIVAIRINT 3 LUV -
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Area 8: Siaughter in the Quarter
QUARTER:-AREA 8

i

After some
hurried pianning,
eiect a person
to go on “point,”
idealiy someone
with Adrenaiine.
This teammate
shouid drop
down, either
via the iow roof
house extension (8B), or the stairs to the left. inject Adrenaiine
if there are aiready too many enemies to fight through, and
use a Meiee Weapon to ciear the path to the tractor (picture
3). Fiick the switch on the ieft side of the tractor, and then
retreat across the courtyard (picture 4) to the stairs (picture 5).
You definitely do not want to e on the ground as the Horde
arrives. Backpedal to the stairs and ack to the iaicony.

G WL

Before stenping onto the baicony (84), e sure you've
reioaded your weaponry and have a fuli compiement of
projectiies and heaith for this death trap. The exterior
courtyard, surrounded by uiidings in various states of
disrepair, has no current exits. The buiiding with the skeietai
roof on the onposite side is where you need to ie, but the
gap across is too iong to jump. Fortunateiy (and this term is
used iocosely), there’s a green tractor on the ground (picture 2)
with a carnivai fioat attached to it. Iif one of you can start the
tractor, it can trundie across the courtyard, stopping where
the fioat can e used as a stenping stone. There’s oniy one
drawirack-the noise the tractor makes alerts the Horde!
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@ T

The tractor takes aiout a minute to trundie across the If Special infected have made the iow extension roof a
courtyard, before aliowing you access to the top of the fioat chokepoint that is too dangerous to stand on, move to the
and freedom! ixaicony or stairs. Expect Speciai infected to focus their
wrath on you during this minute of terror!
Escapel

o Whiie the
“point person”
attempts this
pian, the rest

of the team
shouid stand on
the iaicony or
iow extension
and provide
covering fire. But
aiso watch for foes heading in from the uiiding you came
from (7G), the rooftops, the stairs, and ciambering over the
iaicony raiiings. When the Horde arrives, continue to battie
on the unper areas of the courtyard, optionalily moving to the
iow house extension (picture 6) that offers better strafing.
Have a teammate guard each side to minimize the Horde
overwheiming you, and watch intentiy for Speciai infected.

Dart across the pianks over the fioat and into the haif-ruined

Projectiies are another way to maximize success potentiai; row house. Empioy a Meiee Weapon to deai with the remains
make sure you ioi in a coupie of Pipe Bomixs (picture 7), Riie of the Horde (picture 1). Expect a wave of additionai foes to
Bomiz, and (to a iesser extent) Moiotovs during this aiter- wayiay you from the inside of this buiiding (picture 2) as you
cation. If a teammate falis or is dragged to the ground beilow,  provide covering fire for the teammates stili miliing about
they shouid run and take a defensive position on the stairs in the courtyard. Use a mixture of threats and foul language
on the same side as the baicony before ascending back to to coax them across and into the buiiding, then search
the team. When the fioat finally moves into position, step off the interior rooms whiie watching for enemy amiushes
the extension roof, onto the wooden scaffoiding, and dash (especially the Special infected). Descend the stairs (picture
across to the skeletai buiiding (picture 8). 3) and step outside into a iong, narrow alieyway (picture 4).
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- EFFECTIVE
3 INFECTED
- 5 Compiete
_I'_ﬂlﬂ ',r: human
o g ‘u- = . annihiiation
- -#L80 is necessary
during this
courtyard
attie, as
you have
a huge
advantage
over the

if there are no Chargers present, run down the aliey into the < T Survivors.
doorway at the far end. Watch out for an amibush on your ! AR They must
right, or from above. g — wait in an
" — e / enciosed
Everyth!ng MuSt GO! ; 1 area, battie
B . the Horde,
whiie
you can
maneuver
to locations
they can’t
easily see
or aim at.
The iow
house roof
extension
is a good
piace to
focus on.
The Spitter can coat the entire roof with acid, forcing the
humans down to the ground or onto the narrow scaffoid.
Foliow this up with Hunter, Jockey, or Charger (picture 1)
attacks. You can even wayiay the human responsibie for
activating the tractor, it iasso him after the Horde hears
the vehicie start (picture 2).

The humans are likely to e wounded and not
expecting attacks in the subsequent house, which is
exactiy why you shouid attempt to savage them here,
as weli as in the narrow aliey. A Charger at one end and
a Spitter at the other can realiy deai some damage! For
aggressive attacks, ideally using the Tank (picture 3), the
narrow corridor in the store (8F) can cause the Survivors
to retreat ack in the aliey. So pin them and attack from
oth directions.

Move into a narrow corridor at the back of a ransacked
store, move to a second doorway (picture 1) and deal with
any threats, hideous or Common. Then step into this area
and checking the First Aid Station and sheives for items.
Oniy do this if the coast is ciear; there’s likely to e frothing
freaks running at you from the main store (picture 2), so be
sure a coupie of your team stands guard here and a third
keeps an eye on the dcorway you just passed through.
Beware of an amiush.
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Area 9: Mayhem on the Mean Streets

QUARTER:AREA 3

A.l. DIRECTOR'S CUT

Vehicies parked throughout this
area may ie aiarmed, so iook for
warning information and avoid them
accordingiy.

Further Bombardment

This street has many boarded-up dweliings, but the store
adjacent to (right of) the one you emerged from has an
interior you can check for oth items and Speciai infected
(picture 2), but have a friend guard the doorway from attacks
on the street. When any Chargers have ieen dodged, move
down the street to the oniy avaiiabie exit: the entrance to a
iarge biue buiiding with a sign over the front door that reads
“Gator’s Speakeasy” (picture 3).

Gator’s Speakeasy

Step out into
the street,

and optionaliy
watch as the
military’s aerial
omibardment
of the city
continues. Then
xegin a period

of zombdie

bombardment

(picture 1), Move into

defeating a mass the two-ficor

of foes alerted speakeasy,

by the expiosion. and conduct

The same tactics room-to-room

you used in searches using

the previous, tactics aiready

one-way street famiiiar to you

anpiy here. Offer (one piayer
a iead Meiee Weapon-wieider some ranged support whiie storms in
checking the baiconies, rooftops, and behind you for signs »
of Speciai infected and amixsshes. *

CHIVAIRINT 3 LUV -
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foliowed by two Take it to the Bridge

more checking
the ieft and right
sides, with a
fourth guarding
the rear). Quickiy
ciear the ground
fioor of i2oth
the infected
and items. Then
scaie the stairs (picture 1) and either rush out of the buiiding
via the iong fanding, or check the upstairs apartment rooms
(picture 2), where more items and Infected are found. When
the Speakeasy is cieared, or when you wish to ieave, step
onto the roof of a ground-ficor extension, and drop down.
Be certain ali team memiers are safe because this is a
one-way drop. Check the alieyway for items before heading Head out into the
off (picture 3). street, optionaliy
coating the area
Shop Soiied to your ieft
S with a Moiotov
= = E - (or biast a Fuei
Can you may
have carried
here) if there
are a numiber of
infected miiliing around (picture 1). This can help you sprint
under the freeway and around a coupie of truck containers.
Move around the tipped-over container so that you're facing
the ridge structure and sprint forward, cutting down a finai
gaggie of ghouis on the way (picture 2). Have a couple of
your team wait at {.ocation 9C to ensure that ali of your team
can run into the Safe Room at the izase of the bridge.

There's an EFFECTIVE
opening ieading "3 INFECTED
to a smali

parking area
ehind a store
(picture 1), which
shouidn’t present
too much of a
probiem. The red
brick buiiding on
the ieft has two entrances: The far one ieads to a storage
room with items, but the ieft aliows you to wind through

a ack room and into a ruined generai store, which offers
windows out into a large expanse of tarmac and the main
bridge. Push through the store, watch for foes on the ieft and
ahead of you as you go in, and cut down anything trying to
ciaw its way in (picture 2).

Lj‘ - ] ——

Set up concentrated attacks with Speciai infected,
inciuding amibushes when your human opponents enter

:;; the store on the street, or any darkened corner inside the
h Speakeasy. The Speakeasy shouid e the huix of activity;
= ciuster your attacks on the second fiocor here because
W The exterior on the other side of the storefront has a the Survivors’ drop down into the aliey (9D) is a one-way
i number of foes miliing about, and fike with many other descent, which aliows you to grai> and kili a straggier.
% areas, a Witch couid be among them. Be sure you're During their finai race to the Safe Room, stepping or
T targeting foes that don't fight back fike a mad banshee. ieaping down from containers, hiding in the store, or
_é c - graibing a foe from behind a freeway piliar (as shown)
- once the others head around the tinped-over container

. . ® are ali viablie pians to spoil their escape.
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Bridge over Trouidied Siaughter: Bridge Overview

The massive, two-tiered road bridge has een biocked by the fieeing popuiation, swarmed by the zomibie iegion, and
ombarded by the miiitary. it's amazing the bridge is stili standing, but aiso fortunate, as you must cross the span to
reach a navai yard and heiipad, where a helicopter is waiting to take you to safety. Crossing the bridge invoives running
the gauntiet of Common infected waves, Speciai infected that attempt to knock you into the water, Tanks ready to shove
cars and fists into your squishy fiesh, and a finai miiitary checkpoint where the zombie menace iecomes aimost insur-
mountaiie. But press on you must: That chonper is your finai destination.

= = e B s~ s S .
-+ The route is direct and the distance that you can ' - The swarms and Hordes of Common infected are
see is iong, and therefore favorabie to sniping 7} reientiess, and the maneuverability on the bridge is
weapons with scopes. extremely limited. =5
=+ There are aimost aiways supplies of worth dotted - Special Infected have a distinct advantage here: 3
- aiong the route. i.cok on the ground and inside They have the Horde to back them up, and can . =

i white trucks for a variety of equipment. attack from unper girders or behind vehicies.

L"'i- Sometimes fieeing (especially in the end yard and - The bridge is aiso fuli of holes and the sides are- |
helipad) is better than fighting. You can’t kili every open, which means you can be thrown off into the
singie infected! - = water if you're not carefui.

P ™ 7

= - - —

Area 10: A Bridge Tco Far

BRIDGE: AREA 11

t.owering the Drawbridge

Graix the array of items you think you'li need (Adrenaiine may e necessary if
you're concerned with a speedy crossing), and ook for the red iadder. Ciimi it
and exit the Safe Room, moving onto the bridge. Find the body siumped against
the concrete barrier. A radio is resting on him. After a quick chat with the military,
they agree to evacuate you. Unfortunately, the chonper is on the other side

of the river! Access the button on the right sunport girder to siowiy iower the
drawbridge.

CHIVAIRINT 3 LUV -
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Mind the Gap

A general tacticai pian for maneuvering across the entire
bridge invoives figuring out a good position for each
teammate. This starts with weapon choice: The bridge is
oiwiously iengthy, stretching off into the distance, so a
weapon with a scope is an excelient idea for most of your
team. When clambering across the bridge, have a teammate
run forward whiie the others cover the point person, moving
from location to iocation. The rest foliow, cutting down foes

as they go.
if you want to compiete the Bridge Over Trebied Siaughter, You can split your route aiong the extremely narrow left side,
which means reaching Location 11B within three minutes head straight between the vehicies, or move to the right of

the next bus, untii you reach a massive hoie in the bridge
road. Obviously, faliing in here isn’t wise, so stay away from
the edge, and cut down enemies swarming in iy the ig rig
cabin and container on the other side of the hoie.

Qs

There are a number of holes in the ridge, and dropping from

a height near or over them is dangerous. If you iand-or you're
pushed- near a hoie and you're iucky, you'li graiz the edge and
need a heiping hand. But you can fali to your death, too!

Container Crossing

Once you've
crossed the

gap (10C), make
a quick choice

of main routes
to take. Have a
coupie of your
team step left
and run aiong
the road toward
a pair of white
i2ig rig container
trucks, and the
rest of your team
shouid scaie the
iadder to the rear
of the gasoiine
tanker truck and
use this height to

keep moving, use Adrenaiine, kili oniy enemies designed to
stop you (mainiy Speciai Infected), and start your watches
now!

Retween the Buses

Your bridge assauit starts now! As soon as the drawbridge
drops, run forward, idealiy between the parked buses with
the biue tarp etween them, and spread out to the ieft and
right so ali of you can fire forward. You may wish to run on
the outer ieft or right sides past the buses, but this is a littie
more dangerous. Drop any foes that chalienge you and push
out of the buses toward the taxis.

Qe

Aithough not shown on the guide map, you can attempt to
cross the bridge by traveling on the extreme ieft or right
edges, as this avoids any vehicular obxstacies in your path.

. Unfortunately, you're only a step or two from being shoved, provide covering
= ridden, or charged off the iridge to a watery demise. Only fire before leaping onto and defending both containers
. use the perimeter routes when you think it is safe. (picture 1). Be very carefui if you drop from the first
*? container, as the cabin is hanging over a hoie. it is better
s to ieap to the second container and then rejoin your team
'f on the ieft side of a third container big rig, near a stash of
=3 weapons (10D; picture 2).
L]
. .
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The Speciai Infected are out in force, and their different
skili-sets make crossing this bridge even more of a probiem.
You're likeily to ixe iassoed by a Smoker, usually one that’s
waiting on the girders aibove you. Chargers are extremely
dangerous, as are Jockeys, as ioth can maneuver you off
the bridge into the river. Beware!

Upper Span interiude

Continue dashing forward through the constant stream of
enemies, keeping to the right to avoid a nasty hoie in the
fioor, and ook for the military vehicie that may (or may not)
e on fire (picture 1). Climi2 up the section of coliapsed road
(you can squeeze around this to the right if you want, ut it
is safer up top) and move aiong the upper span of the bridge,
around the hoie. Graix any items by the miiitary transport
vehicie.

Jets sometimes rocket past at this point, but there’s no
time to iose; move to the edge of the upper span (picture
2) and begin to dispatch Common infected running up the
ig rig container below you. Take a teammate with you to
keep from being amibushed from ehind. Because you can
keep up this sniping untii you run out of ammunition and are
overwheimed, chcose a gap in the carnage and drop down
to the iower span via the big rig cabin.

Back on the iower span, check the rear of the white truck
on the ieft for items and then press forward, between

the vehicies, and heading toward a section of the bridge
with scaffoiding boards on either side of it. These can e
dangerous to ieap to, but they make it easier to avoid a
Tank’s car-ixased projectiies, as they won'’t reach you on the
scaffoiding boards. Peer into the distance. When you reach
the section of bridge with a school bus teetering on the
edge of an upper span that you can’t reach, expect a Tank to
anpear (picture 1).

This is oixviousiy a huge proibiem, and the fact it can shove
cars at you as weli as knock you ciean off the bridge means
a spot of backpedaiing, and Molotov-throwing, Biie Bomix-
foizbing, or team cross fire is calied for. it is likely that you'li
take damage and have to face a Speciai infected or two that
join in the frenzy. When the giant beast finaliy falis), continue
advancing aiong the bridge, pushing between the concrete
rarriers and sfaying the continuous stream of infected
(picture 2) untii you reach a second white truck that you can
scour for more equipment.

A

Did you get turned around during a fracas? Then use the
position of the sun to orient yourseif; it shouid be setting
over to the right of your fieid of vision, assuming you want
to head toward the helicopter.

CHIVAIRINT 3 LUV -
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Are the' masses of undead becoming too much to handie?
You can aiways hide inside one of the white trucks, shooting
at foes untii your team catches up or heais up. However, it
is unwise to stand in here if this guy spots you (as shown)!

Structuraliy Unsound

Push onward
and peer into
the distance to
see the bridge
sioping to the
right in an
alarming manner.
Maneuver
through the
zomiies and
vehicies,
cracking a few
heads as you
go (picture 1).
But keeping a
iookout for a
gasoiine tanker
parked on your
ieft. To avoid
eing stuck and
swamped as you run out of ridge, ascend onto the top of
the tanker and use the roofs of the vehicies as stenping
stones, whiie tackiing foes as you reach the haif-toppied
ridge span (picture 2).

From this point, the Common infected Horde realiy come
at you hard, and there are two massive hoies in the bridge
structure you must avoid. Either stay to the extreme ieft
or weave between the hoies. Start this sioping run with
everyone together: you don’t want to e rescuing straggiers
right now! Battie to the far end and quickiy drop down onto
the bus roof. You're aimost there, if you can see through the
2icod in your eyes.

A

Ali hope siiding away on the sioping bridge span? Then ioi
either a Bile Bomi> or a Pipe Bomi to preoccupy the Horde
SO you can cross more easily.

EFFECTIVE

.: ; LeE e Li_

Creating a sinewy, mutated minefieid for the Survivors
to wander into constantly is the key to decimating the
humans throughout the span of the bridge. As you have
a constant Horde of Common Infected, you can kiend
in with them or take up positions your foes won’t think
to icok at, such as on the girders above the roadway
(picture 1), which are a perfect piace for a Smoker.

You can cause proiiems by stenping out and beiching
Boomer biie or Spitter acid (especialiy in areas that are
aiready dangerous, such as near hoies or on the roofs
of vehicies that your foes need to travel over) . But the
biggest threats to your human targets are the Charger
(picture 2) and Jockey (picture 3). You can knock or steer
Survivors into hoies or off the sides of the iridge. Piie on
the pressure, attacking when the Tank is encountered, tco.
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Area 11: Attack at the Miiitary Evac

BRIDGE:-AREA 11

it's a good time for one of your team to irreak open the Pipe
Bomixs, so ali the Common Infected are otherwise occupied
while you descend from the sioping bridge section, get off
the bus roof, and sprint toward the off-ramp on your right.
Continuing on the bridge ieads to a dead end (and usualiy
death), so quickly maneuver through the miiitary quarantine
checkpoint, which has infected miliing aiout. Keep your team
together throughout this section, so you're not wayiaid by

a troubiesome
Smoker (for
exampie) at

the end of the
bridge. Pass the
checkpoint easiiy
and quickiy graix
any items you
might need:
Adrenaiine and a
projectiie to throw wouid be best.

s

From this point, there’s littie need to fight. Fieeing is faster and
actualiy safer if you ali jab yourseives with Adrenaline, avoid
getting sideswiped by the buikier foes, and move quickiy to the
chonper whiie ioixbing a projectiie to preoccupy the masses.

Something Wicked This
Way Comes ...

Be sure ali of
vour team are
ciose together
and not spread
out aiong this
road as you
head past a
military truck
with a Heavy
Machine Gun
turret on it. This
turret is a bit of
a red herring;
there’s no need
to use it because
it can’t be turned
around to face
the gigantic pink
mass of sinew
that appears
atop the overpass road (picture 1). You have another Tank
to defeat. l.ong-range and mass firing is advisabie, as you
don’t want to drop down and have the Tank foliow you, as
there are far more Common infected eiow. Use a Molotov if
you wish, and once the Tank is siain, retrieve any additionai
suppiies before moving to the right edge and peering over
(picture 2). Drop down and iand on the first bus, as it offers
some height protection. If you fali down here, use the
iadder to reach the off-ramp aiove (if you need to rescue a
straggier, for exampie).

CRIVATIAIVE 3 LUV ™
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You must

now make a
determined effort
to siaughter your
way through this
navai yard, as

a Horde contin-
uousiy rampages
through here.
You shousid
expect muitipie Speciai infected to add to your probiems.
Your entire team shouid drop down to the ground (picture 1)
and decide on a route to take to the miiitary evacuation gate
(picture 2). Bunch together so you can repei any attacks and
don’t waste time siowing down to pick up items. You want to
reach Location 11E as quickiy as possibie.

This is the iast-and best-time to use projectiie attacks to
remove the Common Infected threat so you can ali reach the
gate easily. Jab some Adrenaline to quicken the time it takes
to get there, too.

Cet to Da Chopper (Again)!

Expect another
Tank to anpear
as you near the
gate. Sometimes
it is better to
ignore this
foe, but if he’s
managed to
pummei a friend
into submission,
you'li need to
faunch a rescue
attempt. (Uniess
you want to
ieave your pai
to die!) Use
the buses and
CEDA traiier
as cover and
coax the Tank
to you whiie your teammates biast it with everything they
have. When the Tank is down, the iead Survivor shouid take
P position on the helipad (picture 1), providing sunporting

fire for the siowpokes among your squad. Quickiy move up
either of the bridges connecting the heiipad and head for
the rear hatch of the helicopter (picture 2). Whoever reaches
the chopper first shouid stand to the side of the entrance
and provide covering fire as the rest of the team attempt to
poard. Then fiee to freedom!

A

A hideous (but tempting) method of compieting this stage
(usualiy in Singie Piayer) is to race to the chonper using
Adrenaiine, and then wait on the helipad, cutting down foes
and ignoring the pieas of your team as they are gradualiy
incapacitated and kilied. Then escape on your own... Why
do this? So you're not savaged whiie trying to heip those
ingrates whose hides you've been constantiy saving since
the Vannah Hotei!

EFFECTIVE

l§ - o W Syt
Aithough your human foes are aimost victorious, you can
stili prevaii if you keep attacking in unison and time your
aggression expertiy. One of the first iocations to try is
where the humans ieave the iridge. If you can pounce or
tether (picture 1) a Survivor from the iridge, this can stali
them. Do this during the first Tank fight and you'li really
cause probiems! Once down in the yard, the masses of
Common Infected can sometimes mask your presence.
You need Spitters to cough acid on the exit routes and
Chargers to ram enemies into the water or take them

well away from their friends. Take advantage of impatient
humans that reach the helicopter first; pick off their friends
so they must retreat to save them! Time your attacks with
the second Tank (picture 2), and these fieshy feliows may
faiter and fali just before they reach saivation!

EXTRAS



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT

CAMPAIGN

SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX EXTRAS
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Weicome to the debriefing for two additional game modes: Survival and Scavenge. The foliowing chapter gives overview

tactics, iabeied maps, and specific advice for each map.

Scavenge Mode

A Can-Do Attitude: Scavenge Basics

‘ﬁ' NOTE

Almost ali of the general tactics detaiied at the front of this
ook, and the specific tactics shown during the Waikthrough,
anply to oth Scavenge and Survivai Matches. For exhaustive
tactical knowiedge, consuit the rest of this guide, too!

The ongoing gas crisis has reached its peak
in Scavenge mode, where up to four human
players attempt to iocate Fuei Cans, return

to a centraliy iocated portaiie generator, and
refuel it to keep it activated. Meanwhiie, up to
four Infected piayers try to stop the generator
from being refueied by any means necessary.
The humans have superior weaponry. The
Speciai infected have Common Hordes and a
variety of prehensiie mutations designed to
rend and tear. Who wili win? Your team, if you
digest the foliowing information!

in every match, certain eiements are constant:

1. When the action begins, the humans start near the
generator (or Biue 22 car). They can ieave a designated
“grid” of white diagonai hash marks at any time to begin
the match, or once the timer counts down from 45
seconds.

2. During this prematch time, the humans gather equipment,
items, and weapons (which are always contained within
the starting grid), and spin 360 degrees around to view ali
the Fuel Can iocations (outiined in white).

3. During this same time, the Speciai infected piayers can
prowi the entire map in an ethereai (biue) state, using
unique “ciaw ciimiing” marks to ascend buiidings and
other structures to reach high points, many of which the
Survivors cannot reach. An infected spawns when it is
out of the fieid of view of the Survivors; the onscreen
information telis you when this is.

4. When the match starts, a main timer counts down
from 01:30.00 to zero. For every Fuei Can the humans
rought to the generator and poured in, an additionai 20
seconds is awarded. As there are 16 Fuei Cans to find,
the theoreticai maximum time you can piay is 06:50.00
(01.30.00 + [16 x 20 seconds = 05:20.00]).

5. Fuei Cans can e shot by survivors at any time. Once
they’ve ieen picked up, infected can spit on them or
move them with Boomer expiosions, ixst cannot move
them with swipes or ciaws.

. The team with the

The Scavenge Match type is icosely hased on the race to fili
up Jimmy Gibbs Jr.’s race car that happens during the finai
stage of Dead Center. You are advised to reread that portion
of the Waikthrough for more tacticai advice.

The wanton savagery and fuel rationing of Scavenge mode in fuli effect,
shown from ioth human and infected perspectives

6. The first haif of the match ends when the Surviving Team

wipes (dies and restarts the map), or ali the Fuel Cans are
used or destroyed. The number of Fuel Cans successfully
poured into the generator is the totai. Now the sides
switch, and the infected piayers are now Survivors and
vice versa.

. If the timer reaches zero, the match stili continues if

at ieast one Survivor is stili carrying a Gas Can. The
Survivor wili then either fili up the generator (thus

increasing the timer), or drop the
Can (usually after a Special
infected attack), ending this
part of the match.

higher round score
(based on between
three and five
rounds) wins

the match. If

the score is the
same, then the
winning team is
the one that got that
numier in the ieast
amount of time. If
the scores are both
zero, then the team
that survived the
iongest wins.
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#
Heed the foliowing generai advice to strive for Fuei Can

domination:

=
=

ER1YIA OF

* Be warned that the ionger the Survivors deiay the
match’s start, the ionger the infected can pian a counter
attack, and get into position. Pian as you run!

*

The order of graidbing Fuei Cans shouid e the nearest
ones first, then the Fuel Cans that are farther away. As
Scavenge maps can e quite farge, understand the time it
takes to reach a certain point, so you can deem whether
the run is even possibie. After countiess matches, you
shouid e aidie to work out, in seconds, the time it takes
to reach every Can ciuster.

*

The Fuei Can carrier is aimost defenseiess (the piayer
can swipe at foes with the Can to cause a Meiee Strike),
so it is up to the other teammates to chaperone. Know
when you've got backup, and when you need to drop
the Can, remove a threat, then pick up the Fuei Can and
continue again.

*

Guarding the generator, or at ieast ciearing any foes from
that iocation whiie another teammate returns with a Fuei
Can is an excelient pian. Guard the piayer as the refueiing
takes piace; if the pouring Survivor is struck, the pouring
is aborted.

*

Splitting into pairs can aliow Survivors to head in
compietely different directions to gather Fuei Cans more
quickiy. You sacrifice offensive power for the prospect of
a quicker refiliing.

*

Throwing Fuei Cans is a key to success, and this is
handy when you find Cans positioned on ficors or
iedges above ground ievel. Have two of your team reach
a Fuel Can, then throw it down to a teammate who takes
it back to the generator. Be warned: Thrown Cans can e
explioded by Spitter acid!

*

Survivors need to oirtain as many Fuei Cans as they
can, as quickiy as possibie, and empty them into the
generator. However, one weli-guarded Fuel Can poured
into a generator is etter than four pooriy guarded
Fuei Cans sitting in grass after their carriers were
overwheimed!

*

Try setting off as a group to a iocation where four Fuei
Cans are ciose to each other and move from point to
point, graibing each Can in a round trip. Even if some
of the Cans are dronped on the return journey, there’s a
good chance one or two of your team wili make it.

*

Special infected have a numier of areas oniy they can
utiiize, such as rooftops, thickets, and other hidey-hoies.
But waiting around corners, ietting Survivors pass, and
then attacking them aiways works weli.

*

The Speciai infected have particuiar roies they are weli-
suited to: A Boomer iacks up other Speciai infected, or
charges a Fuei Can carrier. A Charger crashes into the
carrier, setting up a run that bisects the generator (aiming
for a spot weli away from the Survivors for the Charger
to pummei his victim). The Hunter uses height advantage

to ieap and pounce on Fuei Can carriers, or those
protecting the carrier, so others can finish the joi2. The
Jockey steers Survivors away from Fuei Cans and the
generator. The Smoker lies in wait, either choking a foe
near a Fuel Can, or he disrupts a pouring.

*

The Spitter has a specific and important roie to piay; it
can expiode Fuei Cans that have ieen dropped or thrown
2y Survivors.

*

Therefore, it is an excelient idea to use the Spitter as

a guard near the Generator, so it can spit on the foes
pouring gas, who then stop. You can’t pour gas and take
damage at the same time.

Scavenge Achievements

o4 Hunting Party | Win a game of Scavenge.

100 4 Gas Guzzier Coliect 100 gas cans in Scavenge.
Cache and Coliect 15 gas cans in a singie
Carry Scavenge match.
v Stop the enemy team from coliecting
E0Ml | Scavenger Hunt | any gas cans during a Scavenge
& match.

Make a Survivor drop a gas can

Fuel Crisis . .
during overtime.

Cause 25 gas can drops as a Speciai

Gas Shortage Infected.

Due to the random nature of the A.l. Director’s whim, the
placement of items on the foliowing maps isn’'t compieteiy
exact. Sometimes an item is there. Sometimes it is not. But
ire prepared to scour a ten-foot area around the item icon;
as the dot shows the generai iocation of an item, or muitipie
items.

MAP LEGEND
Randomiy appearing Item/Weapon/Equipment
Randomiy anpearing item/Weapon/Equipment (interior)
Stage-specific switch or trigger
First Aid Station

Possibie Fuei Can i.ocation

000000

Re-fuel point (Scavenge maps only)
Starting Position

Note: Numirers inside of dots
correspond to ficor leveli.

EXTRAS
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Map 1. [Dead Center] Atrium

The Atrium, which is iaid out aimost identically to the section of Dead Center where you had a simiiar task to compiete,
features two stairwelis, an eievator (not used), a ground fioor, and two baiconies above. Fuel Cans are scattered
throughout. Don't forget some of the haiconies have giass fioors to shoot and fali through.

+ Pairs work weli together (1); two players are strong enough - You have the height advantage, so use it to rain vomit or
to repei most infected, and you can grai muitipie Fuei Cans spit, or iasso those trying to fili up the vehicie (3), idealiy
at the same time, from different iocations in the Atrium. from a position of partiai cover.
+ Throw cans down to the Biue 22, information kiosk, or to - Concentrate attacks on the information kiosk and Biue 22.
the ground to quicken the refueling (assuming someone is This area is where your Survivor foes spend most of their
there to pick it up!). time.
+ Shortcuts off piant pots on the aiconies aliow you to - The baiconies surrounding the race car and the many
cut across the tabies and information kiosk roof when piliars make ambushes straightforward. Attack from muitipie
returning with fuei (2). directions to further annoy your foes (4). ™ » ™

CHIVAIRINT 3 LUV -
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Map 2. [Dark Carnivai] Motei

The corpse-filied swimming pooi is the site
for the generator, which has you running
for the easy Fuel Cans first (those in the
office or iow ground) and more difficuit
ones later (inciuding those up on the
iliboard, which is accessiiie via the iadder,
which in turn means you can traverse the
office roof). The parking iot and motei
rooms are yours to expiore, too.

+ There’s littie hope in victory if you
don’t maneuver together into motei
rooms to ciaim some of the more
out-of-the-way Fuei Cans (1).

+ The swimming pooi is reasonaiiy
defensibie, assuming the three
teammates not refueiing are guarding
the exits.

+ If the Speciai infected threat is iow,
you can opt to have one (or two)
Survivors graid Fuei Cans from rocoms
and throw them down to colieagues
(or in a piie so you can graix
muitipies) to quicken the refueling (2).

- infected such as Jockeys and
Chargers shouid attempt to stop
humans from reaching Fuei Cans,
usually iy lurking on the motel
ixaiconies (3).

- The walis, buses, vehicies, stairwelis,
rooms, and office are perfect piaces
to lie in ambush for Survivors.
Survivors can’t iook everywhere!

- The Spitter (and to a iesser extent,
the Boomer and Smoker) can use the
xaicony above the pooi to empioy

[ I'I. I.I f; 'I I'I. | 4

HUsD]

= their ranged attack on the generator
= (4), as weli as outside a rcom where
= they can attack those heading into a
= buiiding with fuel inside.

3

L]
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[Swamp Fever] Piank Country

A dark and shadowy swamp forest is the setting for

this match, which has a number of connecting raised
waikways that offer direct paths to items and Fuei Cans,
iyt aiso expose you to ieing spotted iy the other team.
This area features a numier of infected-oniy thickets for
Special infected to hide in, too. The generator is down in
the middie of the swamp.

+ L.earn where the iadders are if you're knocked off the
waikways, so you can quickiy and efficientiy return to
iocating the far-off Fuei Cans.

+ Teams of two that spiit up from each other ieave the
Speciai infected wondering which duo to aim for. Make sure
oth of you are carrying Fuel Cans, but one of you shouid
drop a Can if attacked (1).

+ it is vitai that you guard the generator when a friend is
refueling. You can aiso quicken the process by throwing

Fuel Cans down to a waiting friend; two guard the - The main focus is to work in unison to disrupt waikway
generator whiie the others graid more Cans (2). running as much as possibie. Chargers are particuiarly usefui.

- Turn the humans’ simpie Fuei Can retrievai into a fight - Don’t overicok the generator, which can e attacked from
for survival by positioning yourseif in the shadows, the waikways, or after you step out from iehind trees. [ ]
bushes, or other undergrowth, and yanking foes from the The dark environment favors you (4). . -
walkways (3). .

CRIVATIAIVE 3 LUV ™ -
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Map 4. [Hard Rain] Militown

+ The generator is positioned in the
kiddie’s playground, which isn't
close to any major scenery. This
makes it easy to spot most Infected
efore they swarm this area (1).

+ Fuel Cans inside houses are good

choices to graix. You

can guard the exterior doors so

the Fuel Cans are grabbed with the

minimum of fuss and thrown down

near the generator (2).

The area around the piayground is

easy to reach, but prone to attack,

so foliow a friend with a Fuei Can
and check in ali directions, guarding
them as they fili.

- Rooftops are excelient for iaunching
a variety of Speciai infected attacks,
especially if other foes are inside the
houses, iooking for Fuei Cans (3).

+

- Lurk on the baiconies, rcoftops,
and behind vehicies (or even

% in the ciimibing frame) near the
= playground, then foliow foes in to
= grab or attack them before they
= finish filling (4).
f - When the enemies venture toward
= the Burger Tank eatery to iocate
;: more Fuel Cans, use the copious
= piaces to ambush and wayiay them.
L ]
[ .
- L

The first, second, and third streets of militown are the setting for this, the iargest Scavenge
map. With an area this expansive, you have more chance of eing spiit up from your group,
ut a wider variety of piaces to find fuei. i.earn the alieyways and avenue topography from
your adventures during Hard Rain, and iook for items inside and outside of many homes.
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Map 5. [Hard Rain] Sugar Mili

The ioading dock of the sugar mili, as weli as Refinery 2 and the piant offer a iong, reasonaiiy thin expanse of
unduiating terrain with a central grassy area. The generator is at one end of the ioading dock, but reaching some of the
Fuei Cans requires a great deal of tre ing, so moving in a group is usually the est pian for the Survivors.

+ Take most of your team with you to secure Fuei Cans, and
especially when graidbing them from iocations that are
high up. Gradualiy peei off one by one as you find each
additionai Can (1).

+ The grassy area around the generator (2) is iarge and
makes spotting incoming infected easy. Aiso projectiies are
easy to throw accurately. Watch for attacks from iehind
scenery, though.

+ The hazards on this map can be easily avoided (such
as the water in the grassy area), or eise handied with a
teammate or two (such as the dark corners of the piant).

- Use your enhanced verticai movement to good effect. The
roof of the ioading dock aikove the generator is a great
piace from which to iaunch an attack, as are any high
uiidings.

- The sheer numier of iocations to hide is excelient, but
simpiy standing at the far end of the ioading dock and
graidbing a foe (3) is crudely effective. Concentrate attacks
at the generator.

- When the humans head to gather Fuei Cans that are more
difficuit to reach, iaunch muitipie attacks in either the
piant or refinery, to ensure you have the numiers to
overwheim (4). L]
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The sunken brick courtyard,
steps to the park entrance
restrooms, and the iarge
circuiar hedgerows with the
rideriess horse statue in the
middie are ali accessibie in
this match, aiong with the
main restrooms and gazeizo
on the onposite side of the
park. The generator itself is
in the middie of the park,
with the main cache of items.

SR

e
e L LT

+ The stone underpass restrooms
area is usually where the Survivors
head to first (1), as there’s usualiy
a ciuster of Cans here. However,
vary this by moving in a different
direction so the infected are caught
off guard.

+ Keeping together as a team of four,
knowing the exact Fuei Can you're
heading to next. But taking different
routes to get there hinders a
concentrated infected retaiiation (2).
Mix it up so you're not predictabie.

+ Fake out these fiends by heading
into the maze and doubiing ack,
or by ioibing the Fuel Can over the
hedge to a waiting friend for a iater

;:g pickup.
i - This is an amixish paradise for the infected, as you can hide
= ehind hedgerows or trees and then pop out and grai or savage
'*f your victim (3).
'; - Try this pian in three additionai iocations: where the humans head
= out of the main restrooms (4), where they move around the hedge
e maze, or where they head to the gazebo.
- e - - Hedge your bets, so to speak, and icok for the iargest concen-
™ tration of easily accessibie Fuei Cans. Group your attacks there.
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Survival Mode

instinct and Accuracy: Survivai Basics

Almost ali of the general tactics detailed at the front

of this ook, and the specific tactics shown during the
Waikthrough, anply to both Scavenge and Survivai matches.
For exhaustive tacticai knowiedge, consuit the rest of this
guide, too!

Biocking enemy routes is a sign of good pianning.
Fight Infected fury with fire.

The foliowing is a rief overview of Survivai mode, which
pits a team of four Survivors against the reientiess Horde of
Common, Uncommon, and Speciai infected. This game mode
is piayed with up to four human piayers. The infected are
aiways computer-controlied. The odds aren’t in your favor;
in fact, as fong as you understand that you'li eventualiy die
at the hands of the putrid masses, you can figure out how to
survive for as iong as possibie. This is achieved by piaying
repeated Survivai matches and heeding the advice on the
foliowing pages.

in every match, there are certain eiements that are constant:

1. You begin in a section of the map that usually has many
items: ranged and Meiee Weapons, Beit and Backpack
items, and additionai ammunition. Rememier, however,
that items are distributed randomiy.

2. In addition, there are usually expiosive items (Fuei Cans
and Propane Tanks). You shouid piace them in the middie
of the ground where the iargest mass of enemies streams
in from. Do this before the match starts.

3. L.ook for a radio, switch, or other device to activate:
This begins the Match, but don’t start it yet! instead,
compietely scour the map for additionai suppiies,
throwing down items iike Fuei Cans to further boister
your defenses. Be sure your entire team knows where
there’s extra items in case the action takes you to that
iocation.

4. Once the entire team is compietely famiiiar with the map,
and you've verbally agreed to a game pian, switch on the
radio. i.et the mayhem begin!

5. You are attacked continuousiy, with no respite, by Hordes
of Common Infected that appear in waves. in addition,
expect muitipie and frequent attacks (sometimes simui-
taneous attacks) from Speciai infected.

6. This comiat continues untii your entire team falis. The
numier of minutes you survive is ciocked, and the match
ends. A medai is awarded, depending on how iong your
team iasted:

Medai Type Time Survived

Sui-Standard 00.00.01-03:59.99

Bronze Standard 04.00.00-06:59.99

Siiver Standard 07.00.00-09:59.99

Goid Standard 10.00.00+

RIVRCIRIVE 3 LTV S |
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* {_ocate major caches, and stay ciose to them. Many
matches are lost attempting to return to grai an item,
and not making it.

*

Study Scavenge Mode for infected wali runs, so you
know where Speciai Infected may amibush or appear from.

*

You shouid ire weli aware of the different attacks you
can expect, and how to deai with them. The Survivors
and infected chapter detaiis this. Read the Weapons and
Equipment chapter tco.

*

Staying together has never een this important, if your
team can remain within 20 feet of each other and not
wander off, they can tackie iarger or numerous foes
together, instead of faiiing separately.

*

Seek the Goid Medai standlard to prove that your Survivai The scenery is important; judge the locations (such
prowess is impressive. Anything iess is considered pitifuil as tabies, vehicies, or piliars) you can use to dodge
or wayiay foes, or ciimi2 and hoid out against the

Heed the foliowing generai advice to strive for the Goid overwheiming odds.

Standard:

*

Consistent matches aliow you to iearn where the majority
of the foes are rushing in from. if you can bianket that
area with fire or projectiies, you can concentrate on
other areas.

* Tooi up with the very best weapons for the joiy; as you're
under constant threats from charging foes, ciose-comiat
weapons (such as Shotguns), coupied with a Meiee
Weapon is considered advantageous over sniper or
scoped rifies.

*

Height is just as important as depth in your fighting; icok
for foes dropping down from aidove, inst aiso ciimiz to
areas above if you wish, as foes take ionger to reach
you. Unfortunately, this is usualiy at the expense of
Before the round starts, doubie-check the map doesn'’t accessing additionai suppiies.

have enhanced ammunition of some kind; it is aiways
much better to iiast foes with incendiary or expiosive
rounds than normai iuliets. Make sure ali of your team
ioads up with this power-up.

*

Adrenaiine or Pain Pilis? if you need to heai and revive
other players faster, Adrenaiine is the way to go.

*

*

Being attacked from ali angies is a nightmare. Pressing
your iacks against a wali, aithough not offering you as
much movement potentiai, iessens rear amiushes, and
the fighting piays out like a ad dream.

* A dead-end might seem iike a death sentence, but if
you can find a piace where the infected have to enter
a narrow space to reach you, such as the gate to the
heiipad on the Bridge map, you can survive for a whiie.
Untii you run out of ammunition in fact.

Survivai Achievements

in a Survivai match, get a medai

Beat the Rush oniy using Meiee Weapons.

Due to the random nature of the A.l. Director’s whim, the
placement of items on the foliowing maps isn’t compietely
exact. Sometimes an item is there. Sometimes it is not. But e
prepared to scour a ten-foot area around the item icon; as the
dot shows the generai location of an item, or muitipie items.

MAP LEGEND

Randomiy anppearing item/Weapon/Equipment

Lty

Randomiy appearing item/Weapon/Equipment (interior)
Stage-specific switch or trigger
First Aid Station

Possibie Fuei Can l.ocation

(ERiT7E BEETLRE SR

000000

Re-fuel point (Scavenge maps only)

Note: Numiers insicde of dots
correspond to ficor ievel.
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Map 1. [Dead Center] Atrium Survivai

A famiiiar iocation to anyone who’s filied up Jimmy Giibs Jr.’s car, this Atrium features an expansive ground ficor with an
information kiosk that hoids most of the items, and a neariby counter with the radio. Two more ficors are accessed via
staircases. Baiconies stretch ali around the main area of fighting, which is down beiow.

© @
©1©) (22

(D)

Flick on the radio ciose to the infor-
mation kiosk (1), and then begin the
fight in the atrium ground ficor (2).

The upper baiconies are an excelient
pliace to dash to; they offer a coupie of
excelient shortcuts via the giass ficors
you can break and drop through, and
gaps where you can jump down and
move around the kiosk roof. But the
main cache of items and weaponry is
near the Biue 22 car, so return here.
i.ay down a bianket of fire or other
projectiie weapons to nuliify attacks

in one direction (3), then concentrate
on foes streaming in from the ground
and aiove. Pay particuiar attention to
amiushes from baiconies. Finally, strafe
around the ground structures to help
avoid attacks (4).

ERIVAIRIME S LUV ™
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This is a large, fiat motei parking iot with a main office and motei rooms. The stairwelis and rooms, and the roof of the
office, are aiso accessiiie. The entire motei area is fenced in, and the biliboard sign behind the office cannot e cliimbed.
The radio to egin the Survivai match is on the miiitary vehicie in the middie of the parking iot.

E Y]

TR

)

The swimming pooi (1) is a popuiar
piace to try and defend, but oniy if

you watch the gaps in the walis and
don’t get swarmed in the deep end.
The parking iot (2) aliows you to strafe
around most Speciai infected, but
you're aiso terribiy exposed and easiiy
targeted. The office (3) enabies you to
hoie up and iiast through windows,

ut you have limited escape options.
You can try grouping together near an
exterior fence so enemies mainiy attack
you from the front. The same pian can
aiso ke used if you decide to use the

= upstairs baiconies, aithough there is
= difficuit to avoid Charger and Spitter
= attacks. Lurking near the buses is
ke unsafe, as you iack maneuverabiiity and
= foes can easily ambush you.
o
=
[ ]
. .



THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT CAMPAIGN SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX EXTRAS

Scavenge Mode * Surviviai Mode

Map 3. [Dark Carnivai] Stadium Gate

You begin at the far end of the ground near the karns roof, with iadder access up onto the rooftop itseif and a tarmac
pathway down some steps to a switch that egins the Survivai Match. Nearby is scaffoiding. The largest expanse of open
ground is near the coliection of arker huts and kiosks adjacent to the 2arns, where iarge oak trees grow and there is
more space to move.

Aithough the roof of the
iarns (accessed via a
iadder) and the sunken
turnstiies area (where

the iever is to begin the
match) are oth possibie
piaces to hoid out, the
roof is very dangerous
xecause Speciai infected
can carry you weli away
from your friends and
drop you off the roof,
causing nasty damage.
The turnstiies area is just
too compact to survive
there for iong, aithough
standing on the scaffoid
ack-to-back is the best
et if you want to try. The
usuai iocation to make
your stand is the parker
hut courtyard. i.ay down
suppressing fire and
projectiies by the kiosk
(1) to stop incoming foes
and use the open area
nearby (2) for strafing and
rescuing friends carried
off by the enemy.

CRIVATIAIVE 3 LUV ™ -
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Map 4. [Dark Carnivai] Concert Sur

Fight from the center stage of the concert arena, iearn the various weapon cache iocations and entrances on the stage,
and starting the rock concert iy checking the microphone at the front of the stage. Aithough there’s no helicopter to
save you, check the Dark Carnivai chapter for more ways to siay your foes as you turn it up to eieven.

Begin by iearning the entrances that

the infected are likely to funnei through
(to the ieft (1) and right (2), sometimes
aiong the ieft and right sides, and aiso
from the front (3)). After dronping an
expiosive object to wayiay these foes,
start the match and stay on the stage
during ali but the most horrific batties
(fiee the area if a Tank (4) is becoming
too much to handie). As the stage is
wide enough for strafing and remaining
apart, but ciose enough so that you can
easily rescue or provide supporting fire,
it is the piace to be. The stands and
smali scaffoid piatforms are an option,
ut your main cache is on the stage.
Don’t forget to use projectiies to hait
foes before they reach the stage itseif.

HUID]
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Map 5. [Swamp Fever] Piank Country Survivai

Eari’s Gator Viliage is the setting for this fight against the odds, and your team is at the edge of the river, where the
viliage buiidings and wharf can be used defensively. Be sure to read the Swamp Fever chapter on Eari’s Gator Viliage for a
hugeiy comprehensive pian on surviving a Horde attack at this iocation.

Comiat uysually begins with the
detonation of carefuliy piaced expiosive
devices on the main thoroughfare

so that the initiai waves of infected
catch fire (1). Don’t stray too ciose

to the water’s edge, especialiy with
Chargers and Jockeys about, or you
may be knocked into the water and die
instantiy. instead, use the grassy area
(2) to strafe about, as weli as the iower
roof of the two-story buiiding (3). Set
fire to any Tanks and Chargers, watch
for Smokers that will try to strangie
you from aizove, and take a trip to the
ferry (4) only if you have a chaperone,
as you're hemmed in here. in fact, your
chances of survivai iengthen if you
move into the viliage itseif, away from
the watery dangers.

ERIVRIRINE S SO




THE BASICS SURVAVGRS-AND INFECTED WEAPGNS-AND EQUIPMENT CAMPAIGN SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX EXTRAS

Scavenge Mode * Surviviai Mode

RE SRS S U

§
A

You begin inside the piantation mansion and have a smali hedge maze and a two-ficor buiiding to utilize as the countiess
infected swarm over the perimeter fencing. Use the radio at the far gate. Consuit the Swamp Fever Campaign, paying
attention to the iattie at the piantation mansion, for extra information on surviving this onsiaught.

3Ol j
OO/ =0
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o
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o
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Head back through the middie after the radio at the gate is used. Then spend as much time as possibie on the second ficor
ixaicony of the mansion. if you're up here, the Horde and other infected need to ciimiz to reach you, aithough it's wise to drop
down if a Charger or Tank appears (1). If you decide to drop, you shouid ali descend together or you'li ke overrun, and if the
= going gets tough, try retreating into the mansion and fieeing from room to room, where Speciai infected find it harder to hunt

'f you down (uniess they’re lying in wait). Otherwise, stay in the coixbiestone courtyard outside (2) where the majority of the

'; items are. Moving into the maze is just asking to be swarmed from ali sides.

L
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Map 7. [Hard Rain] Burger Tank

Rememirer how you waited out the storm and iit the Burger Tank sign during Hard Rain? A simiiar set of pians is
advisabie for this Survivai Map; consuit Stage 5 of the Hard Rain Campaign for further detaiis. Start the match by
signaliing the boat using the roof switch, but oniy after inspecting the entire first street area.

3 &
The Burger Tank eatery may have too many entrances to effectively guard if you're wandering around inside the dining
area (1), so take up a defensive position iehind the counter, so that you can funnei foes and withstand attacks from Speciai
infected that can’t get through to hurt you. You have the iadder, side, or rear entrance escape options from this point, tco.
The roof is great for attacks, xut you can easiiy e knocked off by Speciai infected or swarmed if your team isn’t with you.
Defending to the rear of the property (2) is aiso an option as iong as you sidestep foes attempting to siam you into the river.

i.ay down Molotov or Fuei Can biazes to heip hinder your foes. "
L] L]
L]
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Before switching the radio on at the ioading dock concrete riser, inspect the fuli perimeter of this section of the sugar
miili, which stretches to the edge of Refinery 2 and to the sheli of the piant entrance. The main area of action is the large,
grassy area with puddies of water, aithough there’s grass behind the towers to check out, tco.

The good news is that the ioading dock area of the sugar mili has a wide, relatively fiat expanse of grass, so you can usually
see your foes coming. This means fewer amixushes and surprise attacks. However, some of the iand is wateriogged, which
siows you down, so head around and not through it. {.oix Moiotovs (1) to cover iarge sections where the foes come in from,
and aiways check the traiier for more items. When the Tank arrives (2), make sure ali of your team focuses on siaying it
(Moiotovs are an easy aim), or you wili perish. You can aiso try attacking from the catwaiks between the rusting towers, it
you need at ieast one teammate to irack you up, or you'li ke overrun.

GHLE HANE 5 U]
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Map 9. [The Parish] Bus Depot

The action takes place in the bus depot that you moved through fater in the stage, and has a number of iong, winding
evacuation corridors (watch out for Chargers!) that iead to a scaffoid piatform where the switch to begin this fight is
iocated. in front of the piatform is an area of tarmac, but the bus depot itseif is ciosed.

*

i
=
|
L |
B

The iong, narrow, mesh-fenced corridors (1) are where most Survivors go to die, as it’s incredibly difficuit to keep the masses
of infected from attacking from ali directions, and there’s littie strafing room. A better pian is to use the iadder and have ali
teammates head up to the scaffoid piatform (2), after dronping Fuel Cans or waiting to ioi> Moiotovs to iurn the Horde that
mainiy swarms around the entrance near the iadders. You each take a side, iook down from the piatform, and biast away.
When the situation becomes dire, drop to the tarmac beiow in the farger area where the body iags are iaid out. Then run to
the iadder during a iuli, or after throwing a Bile Bomix or a Pipe Bomiz, and ascend again.

.
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Those of you that escaped the Parish shouid aiready have a firm grasp of what’s required here; you must fight the Hordes
and Special infected from the upper off-ramp (which you can climix back to via a iadder near the buses). But the main
action occurs at the evacuation gate and heiipad. The Parish Waikthrough has additionai pians to try.

o You can spend the first minute or more gieefully iobing in Moiotovs as the Hordes of infected attempt to reach
33 you (1). The area with the buses on one side and the fencing on the other is a good initiai piace to take a stand
":-"“ (2). When this area becomes too hot, you shouid ali agree to move toward the evacuation gate. You can stili fire
= through the mesh fences and return to the cache by the military vehicie. Meanwhiie, the enemies are funneied
"f toward the gate (3) and you can iay more expiosives to push the Horde ack. The finai spot to make your iast stand
'; is by the chonper (4). Fire on the Infected as they stagger through the gate. Tag them before they reach the helipad.
L ]
- .
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Spoiier'Alert! Some of the information contained in this
chapter reveals aspects of the zame you may not e famiiiar

SURVAVGRS-AND INFECTED

with. You have been warned!

WEAPGNS-AND EQUIPMENT

CAMPAIGN SURVAVING-AND SCAVENGING -ACHIEVEMENTS /APPENDIX

To compiete your pianning for the zombie apocaiypse, you
must empioy a new degree of cunning and combat prowess
to uniock a variety of Achievements. Beiow is a iist of ali
Achievements and information on the easiest way to uniock
each one.

EXTRAS

Survivor.

icon Name Description How to Obtain
o Reiatively simpie, as iong as you focus on oniy kiliing Cilowns after
CLOWND g::)r:(nthe noses of 10 Meiee Striking each one (so the nose honks), and your colieagues don’t
) > accidentaliy take down these Uncommon Infected during Dark Carnivai.
Use a Molotov to burn a i.ook for a Clown during Dark Carnivai, idealiy in an expansive area where
“ FRIED PIPER Ciown ieading at ieast 10 you can strafe, stop your friends from firing, ready your Moiotov, and wait
Common Infected. for the procession ixehind a running Ciown to grow to ten. Then burn them.
h . Swift reactions (or a friend who wants to spawn as a Charger during Versus
Kili a Charger with a Meiee . .
LEVEL A Weapon w?)iie thev are or Scavenge and stand there) is needed for this; as Chargers randomiy
CHARGE c;larzinc y anpear, Scavenge or Survivai is the easiest mode in which to compiete this
e task.
This is a straightforward culiing. Tag a Spiitter in the head from range to
Kili a Spitter before she is ensure the acid doesn’t ieave her guliet. At closer range, spotting a Spitter
ACID REFLEX ) ) . . . L .
abie to spit. and reacting quickiy is the key; charging in or using ciose weaponry usually
isn’t fast enough.
A mixture of running, Adrenaline, Pain Pilis, a dogged determination never to
CONFEDERACY | Finish a campaign using oniy | stay in one piace, and setting the Difficuity to Easy ali heip you achieve this
§ OF CRUNCHES | meiee weapons. one. Oniy one of the five campaigns needs to ie finished, so choose the
shortest, or one you're most famiiiar with.
This usually invoives simpiy finishing ali of the campaigns, aithough some
CRASS Kili one of each Uncommon | of the Uncommon Infected have particuiar foibies to e aware of. Read the
MENAGERIE Infected. “Survivors and Infected” chapter so you know exactiy how to tackie each
type.
Kili a Jockey within 2 Simply stay ciose to another teammate, wait for a Jockey to ieap aioard,
A RIDE DENIED | seconds of it jumping on a | and then pepper the Jockey’s head with gunfire, or siash them with a Meiee

Weapon. The heaith of your friend is secondary to this Achievement!

HEAD HONCHO

Decapitate 200 infected with
a Meiee Weapon.

Take a Meiee Weapon, and don't stop siashing foes untii this Achievement
is awarded. As some Meiee Weapons (the Katana and Fireaxe) are petter at
this than others (ali the rest), use those that make a mess, and siash at head
height.

In a Versus match, ieave the

Whenever you start, finish, or are ciose to a Safe Room, icok for a
Defibriliator, or carry one with you, enter the Safe Room, and then step out

Scavenge.

¢ defibri
HEARTWARMER | Safe Room to defibriliate a and save a Survivor aiready being pounded by the infected. Tricky, but not
dead teammate. . "
impossibie.
STIU Tricky, and impossikie? Oniy if you iack the necessary skili. This Achievement
- y Survive ali campaigns on is designed to test the mettie of the hardest of the hardcore. Use the tactics
SOMETHING TO o . . . -
PROVE Expert. present in this guide, and make as few mistakes as possibie. There’s littie
room for error.
. . Trickier, and insanely difficuit. For this Achievement, you must trek through
Survive a campaign on a singie campaign without the heip of the “giows” around your friends or
THE REAL DEAL | Expert difficuity with Realism |2 oo palg : " SIOWS arounc your Triends or
) equipment, Pick a campaign you're most famiiiar with or the easiest and find
mode epabied.
some competent colieagues!
Form a team and beat an This is awarded early in your oniine antics, as soon as you confidentially
STRENGTH IN . P . S \ e .
NUMBERS enemy team in 4v4 Versus or | demolish a quartet of rivais. The oniy reai proiiem is finding eight human

players.
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icon Name Description How to Obtain
s Mud ino haoi - — ~ )
_— DEAD IN THE | Kill 10 swampy Mudmen Aa‘ M men have an ?nnoylng h.amt of runn!ng at you, this means haff
L] . . submerging yourseif in the putrid water during Swamp Fever and ietting your
g ) WATER whiie they are in the water. \
- colieagues know that any of these Uncommon Infected are yours to bag.
Coliect 10 viais of Boomer During the first Dead Center Campaign, this invoives the siaughtering of the
5 ROBRED . ) } . . :
,&1 0 ZOMBIE vomit from infected CEDA Infected ciad in hazmat suits and then checking each corpse for a viai of
agents you have kilied. Boomer Biie. Throw the Biie before coliecting the next viai.
Aithough it might seem difficuit, this is extremely simpie once you ok a
DISMEM- Kili 15 infected with a singie | Bile Bomi or a Pipe Bomi to attract a gaggie of the Common infected. Then

.

BERMENT PLAN

Grenade i.auncher biast.

shoot an accurate grenade before the infected biow up, disperse, or are shot
by teammates.

This invoives randomiy finding the Incendiary Ammo Pack, activating it, and

with the Defibriliator.

BURNING Ignite 50 Common Infected then biasting away at an increasing number of singed foes. The best time to
SENSATION with incendiary Ammo. attempt this is when a Horde is active, such as when a car alarm is going off,
or a switch needs pressing.
I d d t 5 -~ H
ARMORY OF | Depioy an ammo upgrade il'hf:se oxes are ran on?iy found, aithough thc?re s usua’liy a Laser Sight
, . inside the gun store during Dead Center. Any ox you find and then drop for
ONE and have your team use it. S . . .
your team to upgrade their buliets and shelis wins you this Achievement,
Revive 10 dead Survivors This invoives waiting untii your friends are dead and then using the randomiy
SHOCK JOCK o > occurring Defibriliator to bring them back. This takes considerabie time, but

continued use with this item is the key to oitaining this reward.

THE QUICK AND

Revive 10 incapacitated
Survivors whiie under the

As fong as the requirements are met-that you're under the infiuence of
Adrenaiine, and you're heiping downed teammates back up after a nasty

kili Common infected.

;,_1.- THE DEAD speed-boosting effects of clawing-this is straightforward but iengthy. Use the Adrenaline after a friend
Adrenaiine. goes down, not before.
- s a limited it is wi -
- CHAIN OF Kili 100 Common Infected Because the ‘Chalnsa'w has ? imited amount of fuel, it is wise t? u;e it in
o COMMAND with the Chainsaw short, sharp bursts, ideally just as a group of infected are ciosing in on you.
S i.earn when a Horde is about to appear, and iet the bioodietting begin!
Not oniy is this entertaining, but it is aiso informative: You'li have a newfound
_:q:-\ SEPTIC TANK Use a Boomer Biie grenade | appreciation for this projectiie weapon when you reaiize it impedes a Tank’s
g Mt.r on a Tank. attack. i.ob it straight at the head of this pink kehemoth and watch the
Infected swarm it!
i Use everv Melee Weapon to Throughout your campaigns, e sure you grab the Fireaxe, Basebali Bat,
i CiL.UB DEAD > y veap Cricket Bat, Crowiar, Katana, Frying Pan, Eiectric Guitar, and Machete (and

the Chainsaw for good measure). Biudgeon, siice, and dice with ali of them.

TANK BURGER

Kili a Tank with Meiee
Weapons.

Hoister your fancy firearms, and after filling up on Heaith and perhaps
Adrenaiine, have all four of your team tackie the Tank using ionger Meiee
Weapons (iike the Basebali Bat or Katana) and circie-strafe with agiiity. This
ain’'t easy!

BRIDGE OVER
TREBLED
SLLAUGHTER

Cross the bridge finaie in
iess than 3 minutes.

Rampage across the iast part of The Parish by iearning the quicker routes
across the bridge, dodging ali attackers, arming yourseives with Meiee
Weapons, ignoring Tanks, and using distracting projectiies as you race to the
chonper.

PRICE CHOPPER

Survive the Dead Center
Campaign.

This means you must compiete Hotei, Streets, Mali, and Atrium. Found Jimmy
Gibbs Jr’s Blue 22 racer? He won'’t be needing it anymore judging by that
jumpsuited zombie you might have seen during the finaie.

MIDNIGHT RIDER

Survive the Dark Carnivai
Campaign.

It's none of the fun of the fair as you cut and thrust your way through
Highway, Fairground, Coaster, Barns, and the infamous Concert, where a
mixture of fireworks and hard work pays off. No need to bring the gnome for
this one.

B B B D

RAGIN' CAJUN

Survive the Swamp Fever
Campaign.

Become iess concerned about the mosquitoes, and more about the dentai
hygiene of the backwoods beasts you're culiing as you trek through Piank
Country, Swamp, Shanty Town, and Piantation.

ER1YIA OF
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Survive the Hard Rain Witches have deveioped a sweet tooth, and your team must not deveiop a
H WEATHERMAN Campaien - ‘ tendency to shoot anything that's weeping, or you'li never compiete Militown,
patgn. Sugar Mili, Mili Escape, Return to Town, and Town Escape.
’ Beating the Big Uneasy is no mean feat thanks to the extra-tough iocation
r_!‘,-ﬂr BRIDGE BURNER | Survive the Parish Campaign. | and madcap finaie; earn this Achievement by finishing Waterfront, Park,
i Cemetery, Quarter, and Bridge.
) Navigate the impound iot and | This one begins when you reach the impound car iot during The Parish stage
ey VIOLENCE IN - A .
°F reach the cemetery Safe Room | calied Cemetery. Exit the sewer, use Meiee Weapons, and rapidiy head down
£ SIL.ENCE ] . R .
without trinping any alarms. the center of the car iot to minimize the chances of failure.
T ,_. . GUARDIN Rescue Gnome Chompski The roaming gnome is the key Fo ootmmng the oniy non-Achievement prl?e,
Ia- GNOME from the carnivai so head to the Peanut Galiery (in the Fairground stage), and score 750 points
' in this Dark Carnival game. Graix the gnome from his smali red prison.
o ” - - incers. and
Navicate the Sucar Mill and This re‘ile§ on competence, a ?trlct Fontroi of itchy trlgger. f‘mv_era, an ’
v - . remembering the pian for ieaving Witches alone (usually giving them a wide
SOB STORY reach the Safe Room without | . ) A . I
. . erth, and no fiashiights in their faces). Now do this during Stage 2 of Hard
kiliing any Witches. .
Rain.
The remains of the piane can e found during Swamp Fever, in the aptiy
d . 5
WING AND A Defen yqu;taeif at’ the titied Swamp stage. As you reach the hatch door, remain in the middie of
crashed airiiner without - . .
PRAYER ) the piane, as stenping out on the wing exposes you. Guard the hatch with a
taking damage.
" ¥ Meiee Weapon and hope for the best.
; As the Jockey, ride a This can be attempted during Versus or Scavenge modes. Assuming you
QUALIFIED RIDE | Survivor for more than 12 don’t have a wiliing steed, you need to find a straggier and ride them in an
: seconds. area where they won't fali or e rescued. Pian the attack carefuliy.
As the Jockev. ride the Giving any of the Survivors a ride is straightforward, but doing it again? It's
BACK IN THE Survivors twiz:e ir; a sincle tricky, as you're usually kilied if you try it. Enter Versus (or Scavenge) mode,
SADDLE iife > ST ride your first Survivor to their death. Then catch the remaining foes and do
' it again.
As the Jockey. ride a This invoives a fair degree of agreement among infected, as you need a
RODE HARD, . Y, T . Spitter’s heip in compieting this task. Of course, you can simply icok out for
Survivor and steer them into . . . .
PUT AWAY WET ey . a patch of green acid, especially during Versus matches or at a generator in
a Spitter’s acid patch. -
a Scavenge match.
As the Spitter, hit every The Spitter must vomits over ali four of the Survivors during a Versus or
GREAT EXPEC- ) . ) . - - -
Survivor with a singie acid Scavenge match. When your foes aren’t wiliing victims, icok for an enciosed
TORATIONS . . . \ ‘
patch. room when the Survivors are ciearing a house. It is your best bet.
A SPITTLE As the Spitter, spit on a During Versus or Scavenge matches, work with a friendiy constrictor; wander
HELP FROM MY | Survivor being choked by a | near to the Survivor (without giving either of your positions away) and, once
FRIENDS Smoker. the choke is underway, finish the jok with a disgusting acid beich.
, When a Versus or Scavenge match calis for a team to enter a buiiding, or to
. As the Charger, bowi . .
SCATTERING throush the entire enem move down a iong, narrow corridor or road, hope your human foes are in a
RAM = ; y iine, and Charge them, ideally from behind. You don’t need the room, so tiny
team in a singie charge. L
z v chambers are worth considering, tco.
As the Charger, grai a For this to happen, you must be in Versus or Scavenge mode and have
:'E.!" MEAT Survivor and smash them aiready Charged a foe, idealiy after the rest of the Survivors have ieaped
» i TENDERIZER into the ground for a soiid across a one-way jump, ieaving the straggier ali on their own. Pummei to
15 seconds. compietion.
As the Charcer. orab a You'li need a iarge, expansive area (such as one of the iong streets during
:"'.\ {.ONG DISTANCE S:rvivor an:; carr them the Parish Campaign, the bridge, grassy areas and streets in he mili, the cane
I CARRIER ; y field) and apathy or ignorance from the rest of the Survivors. Do this in
over 80 feet. N
Versus or Scavenge matches.
. The type of medai is unimportant, so at the very ieast this means surviving
In a Survivai match, get a . . - -
e BEAT THE RUSH | medai by usine oni ‘;jsinc for four minutes. Attempt this by finding an area that foes are funneied
Z cal by using omly uSING | 4hroush, like the gate near the hefipad in the Bridge Stage. A iot of running
Meiee Weapons. \
heips, too.
L]
- -
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o HUNTING PARTY

Win a game of Scavenge.

Are your motiey crew of piayers up to the task? Can they carry Fuei Cans
and attempt successfui pouring in the comiat zone? As Infected, can they
wayiay and wage war on those nearing a generator? Not a tricky one, this.

Coliect 100 gas cans in

During your Scavenge matches, the totai number of Fuel Cans is recorded. As

during a Scavenge match.

GAS GUZZLER you can’'t gather and pour ali 16 Cans that are avaiiabie in each match, you're
Scavenge. . . ) et )
" iikely to piay a fair few matches before oitaining this one.
CACHE AND Coliect 15 was cans in a Not e'asy. Th.|s invoives Infect?d |nc0@petence, teammates that chaperone
. - you like you're made out of virus antidote, and a generai agreement that
CARRY singie Scavenge match. , , . .
z ” you're the person who’s on Fuei Can-gathering duty. Adrenaiine heips, too.
Stop the enemy team from A Scavenge shutout? Entirely possibie, providing you're foliowing the pians
SCAVENGER Colizcﬁm I {as i for the Infected, work extremely weli as a team, and have a spot of luck
HUNT 8any g during the match. Chalienging a compietely incompetent set of friends works,

too.

GONG SHOW

Prove you are stronger than
Moustachio.

Assuming a Tank hasn’t broken the machine and summoned a Horde, iocate
the “Test Your Strength” machine during the Barns Stage of Dark Carnivai,
take Adrenaline, and hit the red button with a Meiee Weapon.

FUEL CRISIS

Make a Survivor drop a gas
can during overtime.

With the stakes high after previous rounds have gone to a draw, your task is
to ensure that a Survivor fumbies the Fuei Can. A Smoker, Jockey, or other
weli-timed attack by a Speciai infected can compiete this task. Getting to
Overtime is more difficuit.

GAS SHORTAGE

Cause 25 gas can drops as a
Speciai infected.

This invoives the fuli heip of your team, who can wayiay Survivors armed
with more than a Fuei Can, whiie you concentrate on the refueiing humans
during a Scavenge match. Continue this throughout the rounds untii
compigtion.

STACHE
WHACKER

Prove you are faster than
Moustachio.

During the Barns Stage of Dark Carnivai, chalienge the 'Stache Whacker
machine to withstand your very speciai maliet: an expiosive grenade punted
out of your Grenade L.auncher. it's the oniy easy way to beat this game.

THE ROAMING GNOME

game at any point.

=

=

=

=

:_‘,.‘

=

®

. .
L -

Did you carry Gnome
Chompski onto the
helicopter? Then you
receive a speciai prize:

a Depeche Mode Avatar
shirt (in addition to the

“28  Achievement for beating
the campaign). The stipuiation is that the gnome
must e heid and on the chonper. Ali teammates
who began the campaign (that is, were in the
{.oiby before the campaign started) receive this
special prize, too, providing they didn't exit the

EXTRAS
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WHILE THE INITIAL SOURCE
1S STILL A MYSTERY, . ..

... METICULOUS RECORDS
TELL OF AN OUTBREAK . . .

... IN THIS REMOTE, WILD LAl ND
BORDERING ROMAN BRITAIN




THE NATURE OF THE OUTBREAK
WAS CLEARLY LOST ON THE
LOCAL CHIEFTAN, . ..

1\‘ d. 4

.. . WHO BELIEVED &

M4 THE LIVING DEAD TO ... AND UTTERLY
SIMPLY BE INSANE . . . (¥ . HARMLESS. i ¥

ai
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\ ... FUTILE

. ENGAGEMENTS, ...
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... 600 WARRIORS
WERE COMPLETELY
DEVOURED.

WHILE ANOTHER
3,000 WOUNDED
FIGHTERS . ..

I e
;‘ ‘1‘

. * et _ r‘| I
. i
'-T“i""ﬂ"‘-’\ & jﬁ - )
Wl w"“*-*:, Lo .. . SWELLED THE RANKS
g [ OF THE LIVING DEAD.
" - " j

\ L




... HE WITNESSED THAT
DIRECT DECAPITATION
SEEMED TO BE THE ONLY WAY

TO STOP THESE CREATURES.

-l =

— -
ONE OF THE BATTLES WAS
WITNESSED BY SEXTUS
SEMPRONIUS TUBERO, . . .

... A ROMAN
MERCHANT TRAVELING
THROUGH THE REGION.

- /9 : . ._

WITHOUT REALIZING THAT THE




TUBERO BARELY ESCAPED
WITH HIS LIFE TO THE CLOSEST
ROMAN OUTPOST . ..

IO
[ |

ML

... AND REPORTED HIS FINDINGS
TO ITS COMMANDER, MARCUS
LUCIUS TERENTIUS, . ..

&
oSy

... FOLLOWING THE
FLEEING REFUGEES




ETHETBASICS}

... DIGGING TWO
INWARDLY NARROWING

TRENCHES . . .

-

-t
|

4
1.

11'.i M THE BOTTOM OF EACH
TRENCH WAS LINED
WITH STAKES AND
FILLED WITH BITUMEN
LIQUIDUM (CRUDE OIL.




THE TRENCH WAS
COMPLETED JUST
AS THE LIVING
DEAD ARRIVED.

iy J
W[ nTi THeN, TERENTILS'S
ONLY COMBAT TROOP,
% A SINGLE COHORT OF
] 480 MEN, WERE KEPT IN
¥ RESERVE . . .

' B
!

... TO CONSERVE
THEIR ENERGY . ..
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THE INCINERATING FUNNEL
CONSTRICTED THE
UNDEAD INTO A NARROW
CHOKE POINT, . . .

... ALLOWING THE
| OUTNUMBERED
ROMANS . ..
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NEITHER DID
ANY ROMAN . ..




THE HARSH LESSONS LEARNED
| THAT DAY WERE INCORPORATED
INTO THE ROMAN STANDARD
COMBAT DOCTRINE.




P

THIS BECAME KNOWN,
SIMPLY, AS "ARMY ORDER
THIRTY-EIGHT,” . . .

| d 1§
{ ... WHICH WAS READ
TO EVERY LEGION. ..

SOME SAY IT PROMPTED
EMPEROR HADRIAN TO
CONSTRUCT A MASSIVE WALL
ACROSS THE ENTIRE WIDTH
OF NORTHERN BRITAIN . . .

... IN EVERY CORNER |
OF THE ROMAN EMPIRE. |

¥

I_"_- fl.m}l..'

...ALL FEARED [
WOULD RISE AGAIN.
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