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Hotpotato
Use grenades
asoften as
possible m
Reach. Grunts
will usually
dmcii:ml?v
sticky plasma
ones, while
USMNC cases
will normally
have afewn
reguiar ones
wckad anay
for yow Learn
mn to switch
betwesn eadh
type. because
ey both have
different pros
and cons. The
Plasma Grenade
15 idea | when
appananis
aretough
or precisian
placcment is
required fona
Humer's back,
say). Tradmianal
renades can be
unced around
carners and
will roll right
imo the paths
of enemies,
ELG I ulife)
harder for them
D mdm dmger.

- N

» Mission 1

AoV

Reach the
‘end of Halo...
on Legendary

») Breathe easy through the new Halo’s vicious choke points and see the final of Reach
with our step-by-step guide to the most difficult bits on the toughest setting...

» Hold your comer

Jump down through the open
doorway below youand hole up for
the entire duration of the fight. The
only way in i through that docr,
meaning nothing canflank you, and if
you only poke your head out a little.
you'll be much harder to hit.

>
N E

» Rely on others

While you may have limited vision,
youTl still be able to cover your front
and sides. Your team-mates are

invincible, so just letthem tackie
anyone who gets teocdose They also
have infinite ammo. which you donL.
soabuse this asmuch as you like.

& . : il

» Stayonguard

Keep popping into the danger zone
andscoping with your rifle, picking
off any targets from the side of the

door that Kat's trying to close. Keep It
up long enough and youl be beating
them without even worrying about
being killed.

Winter Conﬁngency Objective: Defend Outpost Entrance *

Viatch your sides

» Share weapons

|

You have accessto several medi-kits,
guns and grenades, locatedon the
wall near the door. Donf'tforgetto

share the stockpile, otherwise friends
mightnot return the favour whenyou
needitmostL

» Mission 3 % ’ |
Nightfall ..
ig 1l Objective: Recon!Covenant Combat Capabilities

]

Av— *_,___ONI: Swor d Base Objective: Return to Base
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ol Indestructable cover

tohurt

B‘Wurk I’an

You're up against two Humers, and
theyre nat exactly best pleasedto
see you. With very little rcomto
maove around in, you need tobe
quick on your feet to stay alive

» Fire away

Your main job isto get behind the
Hunters and unload as many rounds

asyoucan intotheir fleshy backs.
Youcan sprint and jJumpto get round
them. then shoot and run.

If youuse the barriers as cover, you

can lure the Hunters around the sides

and then take the chanceto throw
sticky grenades ontheir backs, their
only weak spots.

The Hunters may be out of the way.
but watch outfor the Grunts and
Elites stowed in the room to your
right. Theyll &2ar you a new one
ifyou're not careful

» Don’t get complacent

Even though this i the first real
encounter on this mission. it’s a right

doaey if you're not carelful. You could
end up stuck here for quite a while
if you dont approach it right.
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Lock and load
Getstragh

mn the habrt of
l2arning when
toreload In
this mpair:.
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Rat any qut

runiy.
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» Shoot and run -

Your target isthe left-hand exit -
there’s 22ro point in going anywhere
else because the place i littered with

enemies. Focus on using cover and
Kill the Eltesfirst. then the Grunts.

» 'l'akn cove

Thereare a couple of shields you can
use for temporary hideaway. You
dont need o kill everything before
making your escape, so focus on
getting tothe cover.

*ﬁi‘

» Stay hidden

If youswitch o Active Camobelore
sneaking up the stairs, you can get

the drop on the doaked Elite before
counter-shooting the two Snip ers in
front of you.

you 1
Mﬁﬁ&ﬁm
& the Dead
Man's Click
w‘herevnuﬂre

your weapon
with noammao

left in 1t - doht!

Once you gt
used to keeping
aregular
onthat
portant
ammo count.,
you’ll become
much slicker at
knonng when
toreload and.
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» Mission 6
EXOd“S Objective: Advance to Traxus Tower

e ) Missiond . A

1. Fully chnrgl:d Plazma Pistol

-19 ‘..ﬁ;'.-"i‘r: ctive: Neutralise Enemy AA

e

Snipetacalar T %‘
Snipinggives ¢ - 3
uthe chance ' = ¥ s Isplasma
0 Imprave your .'.l T / ko G Snealky dackal ‘:mless?
" - .
ﬁc:rﬁém & ast peap
aswaell & ' = - —_ —_ (# normally ‘write
isciplni = y ' off the low:
Fhl'lﬂlérnn'?lﬁlwu W g # - | u il Flasma Plstht;l
VoI Shots. © » Clear a path » Take over vehicles A » Do your worst — %ﬂﬂ by basic
m:lrr:?g;‘lﬁlﬁ Use the power of your kick-ass, If you fire off a charged Plasma Pistol You can now use your new vehicle to # praperiy. it's
mmmgwhe;e rocket-launching Warthog vehicle shotat a Revenant. youll tamporarily clear your way around the AA ane of the most
ﬁlerre ROINg torid the AA (Antl-Alr) of enemy disable it. enabling youto run up and (Anti-Alr) itself firing the Revenam’s handy guns in
torun ta. It Reverants, Gruntsand Jackals board it with ease. Running over the high-pewered shots. You can still die T;"lg!:‘l?nﬁlw&
als alows before getting teoclose. Once that's Elite is optional but encouraged for atthe drop of a haton Legendary. daryeisht i
you tnhstay done. you're free to advance. comic effect though. so hang back andgo carefully. Lse your scoped DMR to pick off the Jackals below you can tempor arnly
am_sg mEEI before making your way forwards. Ao, be very wary of you - this will give youa much more level view with your disahle Wraiths
Emes maﬁlg the Foas Rifle-wielding Jackal inthe distance - he's enemies in the tower opposite. You canuse the pillarsfor grﬂem_ mtgﬁ_‘
. . uymng you time
Loy R
TeDMR ey can also
(D=sgnated Strip Inay the
Iﬂari'gmm Rifle) ™. ' Fﬁrg;cﬂg:;f
i5s oneof me ' h
mostversatoe wNno happen
5C Hj mum Focus on nl'":'Fh':rH-l"_-" o cover
n ‘Ee whale temselves with
gl nvisible shelds
ofHak. andif
youcan k2ep it gnwuiﬂcn*[“mﬁ rv'?u'
;ﬁdﬁhﬂll such faes with
Itsponerful afully charged
up ghse and 7 shot .‘ﬂd "
far anay. and 7 A " immediate
muﬁ'sm,ue /& I e ' Em:errgg:;;p
recaflon it so .
it should atways » Use your advantage DMR rounds to
the head maves
be atllils"lz top of If your Revenant gets destroyed. or the enemies simply You may aswell grab the Sniper Rifie lying up against the Il the Elite Chiefshows up with his Gravity Hammer when very Ight work
R aren’t playing ball. use your most powerful weapon to wall and use it in combination with the nearby grenades you fly across, ready your Rocket Launcher - if you brought of them. Not so
clear up the Elite Chief and any remaining Grunts belore and medi-kit 1o pick off the enemies opposite. Duck behind it - and rain some hatdeath on him from the alc After all, pointiess after
destroying the Anti-Alr emplac@ment. the wall to make yourself asmaller target. he can't shoot back all. then.
 » Mission 5 ‘ -
LOI‘Ig Night Ot SOIaCe Objective: Defend the Slipspaca Bomb Mi“"mqm,“: : ' E' Mlssln - dﬂ |
; | ' ew exan - | Objective: Destroy Covenant Jammer at the Tower
b - : —‘! \ 3 . | ._, -
ﬁ .-l"-lﬂ' 1-\"\ ‘ %!‘\ __-.'.-‘ | :‘1
N | ¢ -
W y 1 \ i __+' -
- ' 1 ™ ~ A ’ 1, . 308 ,
' . = =
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» Scopeout shooters ———— ) Position yourself
b L DAELCRUTRGIV -]y » Break up the party =

Snlper Rifles
E?ﬁ:tl Launchers
MRz
o g
Smpar,
- ape A, o
) T oy \ 3y =t
wir A1) . -‘I“‘
[  HETE T )y } -
DAELCE () E , .

The initlal wave of enemies ks the
easy one. There [l be multiple
onslaughts of more powerful foes.so
work your way through the cases at
the back of the room to find DMRSs.

Sniper Rifles and Rocket Launchers.

Keep your eyes peeled and scan
not only the lower level o the room
but also the rumerows walkways that

worm thelr way aroundyou. There Tl
be many snipersup above who are
eager totake you out.

Hangaround the back of the

spaceship toget extra cover and
amma and watchout for those

pesky Grums When they're in a pack
they can put you down very quickly
through sheer force of numbers. .

|
» Up the ante "

The final battle ks against several
heavily armoured and highly
inoled-up enemies. You'll have to use

some high-calibre firepower to Kill
those plasma weapon-packers -
Rocket Launcher, anyone?

Watch out for the two Shade Turrets
and the guards scaling the outsides

belore heading in. Once youTe inside,

there are a otal of four Huntersto

sort oul. They're boogying away

(sortof). soshould be easy to take.

~ » Lob agrenade

You now have to chooseto go left or
right. Either path leads to the same
outcome, so pick one and - from a

distance - shoot the Hunters on the
dance floor in the back If they spot
you, throw a distracting holaggram.

|

Once you get doser tothe elisive

O
L O

Jammer, therel be a Hunter blocking
your path again. Unless you're really

Send in a distracting hologram

of yourself, run past the guard and
deactivate the jammer. Now you can
leg it outof thereandmake avery
hasty escape.

lucky and it’s not on the stairs, youl
need o use one of your handy
grenades to soften it up first

DECEMBER 2010 El;, 13
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(CHEAT!
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i )) Mission B gV S5 ' b7 S » Final mission

. “u N W W P
. it " . § i 4 | w" e .
| The PaCkage,ﬂ}jeﬂﬁﬁ. Defend Halsey's Lak The Pillal' Of Alltllmn Objective: Clear Platform For Keyes H 0
B ¥ | 4 : ] -.:.J f g - p Fo
1."::'1- . ‘ % — - _|_; —_— P, ] - . g . ’
T (il'I ' : | =3 e L) -l . a{-‘ [ e——EEETTN =t | Back-stabber
o el L .. F . » Gear yourself up Medidie Y ——— Nearly every
I Lo Ta i T b1 — : ' enemy will
{ The door area where your T i Thers - die after a
L conspiratorsstay ks packed - andMagnums 5 H;ﬁﬁﬁ’
, tothe teath with every USNC A 4 ' | . . Eﬁiu h;
| weapon 1tn the game. There ' though Ea.ﬂ].'
are medi-kis, Mongocses, & armt_'_lerd anes
Jet Packs and more. so ( ot : . require alntie
there's nolack of choice. bit more clout.
So. If you're
- rightbehind
A an Elie, just
— hald doan your
This  areally long and hard bat tle against multiple » Minimise the danger meles buton,
waves of increasingly tough Covenants. As scon as you You're near the end of the game now, socdon expect There are only two ways for you and the bad guys to reach *TW'—' Fﬂglﬂ
start the objective, make a beeline for the nearest two this assault to be easy. You really want to focus on hanging the top - via the steps on the left or the right. This draws ;‘ur:ff;.ﬂ' =
Turrets before joining your team-mates by the door. around the two-tiered hut on the left of the landing pad. It’s your enemies to you, allowing you to cover your back with enemies (with a
got several medi-kits in it. as well as plenty of ammo. greaier ease Clever d‘la_lrpd
Plasma Pistol
shot. for
example) and
hagiitngs ... SR . . B g fallowing that
A —— - upwith a swift
T E—— mnchto e
ack of the head
or stabin the
hello tom , 1 { back 1s the way
iithe friend | h 2§ - forward. Plus.
,. nsavesyou
pn‘!jcl::l_ﬁ time
' a and amma.
y ¢ » Stick to a strategy : -. -
4 ; : 3
Use the weaker weapors, such asthe m. M ll ’ .4 _HF!' |L n : ]f . ;" 1
F’Iaﬁ:nﬁ Pistol and the Assault Rifle) ) : IV Paltisr mm : ' S 38 8
_ : against the Grunts and Jackak. Save . : \ . |
& . T - ' the Sniper Rifle. DMR. Spartan Laser » Show off yourskills —— r |
. and Rocket Launcher for the final /B Use charged Plasma Pistol shots on P
L battles agﬂiﬂﬁl the Brutes. Armoured any Brutesor Chief Brutes to make '
Elitesand Elite Chiefs. - them drop thelr shields. Then, go in
——— — . . . -/ witha couple of cheeky headshots.
: N/ By now,youshould be a master of .
- those. so enemies shouldnt be tco
» Make your escape L RS W — 3 difficult to take down.
Once you spotthe ZealotElite T T A
waving a glant. ass-kicking Plasma ™ e
Sword. you know you're atthe end of o
the final wave It go stralght for ' » Watch out for Brutes
ou, so|et up tothe roof and let : T ' B L i T T | L bl
e ¥ - - Y for th R ————
your ufn beatable team-matestake , EE":{; v;?:lﬂu?ﬂi B::tfswh-:: / (Eacus -
care of matters. : avilly - ! : T ——
Your escape | carry some of the Covenant’s most
) route- gol ] powerful weapons! If you can grab Uzzcover
any Fuel Rod Guns, now’s the time to
. use them. (Or you can grab the Sniper
Rifle found by the window up here) /
ol |
. '=
|
" "' E over
/ n g Watch yourback >
. 0 1 o ~ for our
E i. ! , 4 Powertul gun . . Halo
) @ - Q weapons
= . N guide
( -
\ ,
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