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Welcome back to the galaxy, Commander. Though you are considered the beacon of humanity for your
bravery against the rogue Spectre Saren and for stopping the Reaper attack on the Citadel, the galaxy

has not become much friendlier Humans are still not completely respected, so some alien species remain
skeptical if not outright hostile to humanity. There are rival mercenary bands terrorizing planets and trade
routes. And if politics and criminal activity weren’'t bad enough, a new threat has surfaced in the galaxy, and

it has humankind in its crosshairs.

This guide will help you neutralize the threats you encounter while trying to save humanity from extinction.
Every enemy you face is detailed. Every weapon is explained. We've assembled strategies, tactics and tricks
to help you successfully complete every single mission you undertake in your push to stop this frightening
new threat. Though the goal is singular, the route is not. This is a galaxy full of choices, from those you
recruit to the words uttered in conversation. No two trips from here to there (and back again) are the
same. So let us offer this guide that shows you the consequences of your words and deeds. Knowing what’s
in store around every corner will help you in matters of war... and love.

Introduction

A sudden and violent attack on the Normandy leaves
Commander Shepard’s fate in question.

Training
Use this chapter to get acquainted with basics
like character creation, classes, and controls. This
chapter also details all of the powers Shepard and
the squad can acquire, from tech powers to biotic
attacks. Combat is detailed here, too, including a
list of all weapons.

Upgrades and Research Projects

Once the professor has been recruited, Shepard can
research special upgrades to weapons, the ship,
armor, and powers. This chapter details all research
projects available from Cerberus including the costs
in minerals like element zero and iridium, which must
be recovered on missions or mined from planets.

Awakening
Shepard wakes up inside a Cerberus medical facility.
This chapter helps you through the in-game tutorial and
introduces you to Jacob and Miranda, two companions
that stay with Shepard for the entire adventure.

Freedom's Progress

A human colony has just gone offline. Use this
chapter to help discover what happened and how
you can prevent another disaster.

Normandy SR2

This chapter will familiarize you with your new ship,
and help you get to know the Normandy's crew.

The Citadel

The Citadel figures into the main plot during two
primary missions. However, you can optionally visit
the Citadel at any time after you take command of
the Normandy. This chapter explains the optional
assignments and exploration available on the Citidel.
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The mission titles in this section are, in a way, spoilers themselves. If you absolutely
want to avoid any hint of events in the game, don’t read the descriptions of any missions
on this page. That’s when story elements will be revealed, although not explicitly.

NOTE

Dossiers
Jacob and Miranda are great squad members, but
Shepard needs even more talented fighters and
biotics to round out the team. A new world, Omega,
and the missions to recruit four individuals—Mordin,
Subject Zero, Archangel, and a krogan warlord—are
detailed in this chaptenr

Horizon

Another human colony is under attack, but this time
Shepard can actually intercept the assailants. Use
this walkthrough to confront the terrifying Collector
threat and pick up a very powerful new weapon.

Dossiers, Part 2
Continue building the team with the three individuals
outlined in this chapter: an engineer, a justicar, and
an assassin. Shepard needs at least two of these
recruits, but follow the walkthrough to enlist all
three and increase the potency of the team. This
chapter also introduces lllium, a new planet full of
exploration and special assignments.

Collector Ship

Cerberus scientists have located a damaged
Collector ship. This is a perfect opportunity to
gather intel on the enemy. Explore the ship via this
chapter to pick up all of the new upgrades and
strike a blow against the Collectors.

Loyalty
The mission to stop the Collectors threatens to
be a one-way trip. Help the team settle old scores
and put lingering matters to rest to ensure their
absolute dedication to the mission. There is one
loyalty mission per team member. Completing
loyalty missions unlocks a special power in the
team member if their mission ends in success. The
krogan homeworld Tuchanka is also detailed in this
chapter.

Derelict Reaper
An abandoned Reaper could be the tool that helps
Shepard take the fight to the Collectors beyond the
Omega 4 relay. Explore this Reaper and unlock its
secrets, including a surprise addition to the team.

Normandy Atacked/L egion

The Collectors do not turn the other cheek. After
the Collectors attack the Normandy (while Shepard
and the squad are not aboard), Shepard returns to
the vessel to either finish off outstanding loyalty
missions, take on the loyalty mission of its newest
recruit, or continue on to the Omega 4 relay.

Endgame
This is it. Shepard and the squad brave the relay
to strike the Collector homeworld. Follow the
strategies in this chapter to minimize casualties
(seriously, squad members will die if Shepard is
not careful) and learn the shocking final plot of the
Collectors.

Special Assignments
While chasing down the Collector threat,
Shepard and the team are offered a host of
small assignments in cities like Nos Astra on
lllium and the Citadel, which are detailed in this
chapter. Shepard can also pursue a series of N7
assignments by scanning planets and finding new
ports of call and other sites of interest. All of the
assignments in this chapter are optional, but most
result in experience, credits, minerals, or a combi-
nation of the three.

Planetary Database
The galaxy is vast, hosting dozens of clusters and
hundreds of planets. This database helps not only
make sense of the galaxy, but also offers up a full
chart of mineral richness so Shepard wastes little
time excavating barren worlds. With the minerals
this chapter exposes, Shepard can complete more
research projects and unlock powerful upgrades.

Appendix
All achievements for the Xbox 360 edition of the
game are listed here, as well as the full inventory of
all stores in the galaxy.
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Before there was history, there were the Protheans.

The Protheans were an ancient race of beings that vanished from the Perseus Arm of the galaxy
50,000 years ago. However, they did not disappear without a trace. The Protheans left behind a series
of relics and artifacts for the galaxy’s future beings to discover. When a race finally achieved space
travel proficiency and discovered a marker left behind by the Protheans, they were directed to a mass
relay—a piece of alien technology that allows faster-than-light travel.

Over the eons, more and more races evolved and expanded, eventually discovering what is believed
to be Prothean technology. When they followed the trail left behind by the ancients, they rocketed to
the Citadel in the Serpent Nebula. The Citadel is a massive space station, a wonder of technology that
managed to survive while the Protheans themselves did not. As more races reached the Citadel, it
became the central hub of government and order in the Perseus Arm.

Humans found their first Prothean beacon on Mars. This directed them to a mass relay that allowed
them to become the newest member of the galactic community. The galaxy was not exactly happy to
see humankind, though. Humans developed a reputation for arrogance and aggression because they did
not merely accept their lowly station as newcomers. Though the Council that oversees all order in the
galaxy did indeed welcome the humans, skepticism of humankind reached all the way to the top.

But now the galaxy owes a debt to humanity and,
more importantly, to Commander Shepard. The
commander is almost single-handedly responsible
for unraveling a tapestry of deceit that would have
led to the destruction not just of humankind, but of
all life in the galaxy.

A rogue
Spectre
named Saren,
an agent of
the ruling
Council,
comman-
deered an
army of
artificial beings called geth to annihilate the Citadel.
The geth were created over 300 years ago by the
guarians as laborers, but they rose up against their
masters. A long, costly war between the geth and
guarians resulted in the eventual banishment of the
geth to a sector of the galaxy beyond the Perseus
Veil. But a dark nebula of opaque gas obscured the
actions of the geth.

Why would
Saren turn on
the Council he
was swaorn to
protect? Saren
knew of the
Reapers, an
ancient race
of beings that
are hell-bent on wiping out all organic life—like they
had done once before with the Protheans. And a race
before them. And before them. In fact, the Reapers
have been repeating a cycle of allowing life in the galaxy
to evolve to a certain point and then crushing it again.
The Citadel is just a tool of the Reapers’ wicked plans.

Saren hoped that by helping the Reapers, he
would be spared the inevitable. But he was tragically
wrong. A powerful Reaper called Sovereign was
revealed to be controlling Saren, using the former
Spectre to gain access to the Conduit so the
Reapers could take over the Citadel and its citizens.

Defying
the Council,
which refused
to believe
Shepard’s
findings about
the Reapers,
Shepard raced
to the Conduit
to stop Sovereign. Through skill and sacrifice,
Shepard and his crew were able to stop Sovereign
from taking the Citadel and destroying all life in the
galaxy. As a result of Shepard’s heroism, the Council
recognized the worth of humanity. The human race
was accepted into the Council and began the next
chapter in its seemingly unending ascension.

But Sovereign was only one of the Reapers.
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One month has passed since the failed geth attack on the Citadel. The galaxy is now rebuilding, and
the Council has turned to the resilient humans, once regarded with barely veiled scorn by some races
because of their dogged pursuit of destiny, to lead the way back into the light.

Rather than bask in glory, Shepard remains on active duty aboard the starship Normandy as it
continues to comb the cosmos for signs of a threat against humanity, the Council, and the Citadel.

The crew of the Normandy does not need to wait
very long to encounter danger. On an assignment
to investigate the disappearance of three human
ships, the Normandy is intercepted by an uniden-
tified vessel. The enemy is massive, blocking out a
sinister outline against the planet below. Despite
the Normandy's stealth measures, the enemy ship
draws a bead on its location and opens fire.

No amount of ace piloting from Joker can evade
the attack. The Normandy is torn to pieces by
searing laser blasts. Fire breaks out on all levels as
the Normandy's hull is compromised.

Shepard orders immediate evacuation, accepting
that the Normandy is lost. But Shepard also knows
that its pilot, Joker, will be the last to recognize the
sad fate of his beloved ship and heads to the cockpit
to pry him from the controls.

An old friend assists Shepard with the evacuation.
If you selected a male Shepard, you are assisted
by Ashley Williams. If you chose a female Shepard,
Kaidan Alenko helps with the evacuation. If you
imported Shepard from the original Mass Effect,
and had a romance with Liara T'Soni, she assists
with the evacuation.

NOTE

As Shepard approaches the cockpit, a massive
hole opens in the fuselage, exposing the interior
to the hostilities of space. It's almost peaceful to
watch bits and pieces of the Normandy escape the
ship’s gravity field and float away. Finally, Shepard
reaches Joker and drills the direness of the
situation into his head: Give up. Don’t go down with
the ship.

Shepard places Joker in an escape pod as the
unknown enemy comes around to deliver the killing
blow. Just as Joker's pod is safely jettisoned,

a laser blast shatters the Normandy. Shepard

is violently thrown into space as the Normandy
explodes. Shepard’s suit is losing oxygen. And the
gravitational pull of the planet is about to pick

up the commander’s broken body. Soon, Shepard
breaches the upper atmosphere and begins heat
entry. No human could ever survive planetfall. Not
even the Spectre who stopped the Reapers from
destroying all life in the galaxy.

The beacon of humanity goes out.
It goes out bright.
But it goes out nonetheless.
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When Commander Shepard was thrown into space during the mysterious attack on the Normandy, all hope
seemed lost. However, science has advanced enough that not even death is permanent. The organization
Cerberus brings Shepard back using the very latest in genetic and biological reconstruction science, giving
both the commander and the galaxy a second chance.

Make that chance count by being fully informed of how things work in Mass Effect 2, from the essentials
of creating an entirely new hero to how to best use your squad members in combat situations. There is no
shortage of curveballs in the galaxy, but by following this training guide, you will be ready to meet anything
the galaxy throws at you.

Before diving into character creation and combat tactics, you need to understand a couple of constants
for your mission: the mission computer that you use whenever you pause the adventure and the
heads-up display you see as you play.

Codex: The codex stores the wealth of information
about the galaxy you uncover while on your
missions. You receive new codex entries all of
the time, such as after speaking to somebody
or scanning an object. The codex is divided into
primary and secondary tabs. The primary tab
is where you store information about subjects
directly related to your mission. The secondary
tab is background information about various
aspects of the galaxy, such as planets you scan
or aliens you have little contact with.

Minsion Computar

Squad: If you want to get a close look at Shepard or
any of the members of the commander’s team,
access the squad here. You bring up a portrait of
Shepard and an overview of important information,
such as current level and all powers purchased
with squad points (more on powers later in this
chapter). If you have squad points to spend on new
powers, you can do so from this screen. While on
a mission, you can only access profiles for current
members of the away team. On board your ship,

When you pause the game, you bring up the mission
computer. From here, you can access a wealth of
information and updates, save your game, or load

a previously saved game. (If you load a previously
saved game while playing, you will lose any unsaved
progress.) There are other options in the computer,
too, such as a journal and a codex.

Journal: Use the journal to keep track of the
task at hand as well as all extra assignments

you uncover while exploring the galaxy. The
journal is split into two sections—missions and
assignments. Missions directly related to the
main story are listed in the missions section.
Browse through each primary mission to see the
list of uncovered objectives in that mission. You
can have multiple primary missions at one time,
such as when you are tasked to recruit additional
squad members. The assignments tab of the
journal is where you keep track of all small jobs
you pick up while on main missions or exploring
cities. You will also pick up assignments from your
private terminal on your ship and discover short
missions when scanning worlds.

you can access the entire squad through your
private terminal to check out their current state
and to allocate points toward powers.

Map: Select this to see a map of the current area.

The map option only works when you are in cities
or on your ship. The map option is grayed out
when you are on a mission. However, this guide
contains a number of useful maps for locations
visited on missions, with useful notations, such
as the locations of important items.

Options: The options menu lets you adjust video and

sound options within the game, adjust controls or
online settings, or quit your game.
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While on a mission, you have several critical pieces
of information on your screen in the heads-up
display, or HUD. Pay attention to the meters and
intel featured on the HUD, especially in combat
situations—it may just save your life. Here are all of
the features of the HUD when in combat:

1. Current Weapon: This is your currently selected
weapon and the amount of ammo in the current
clip as well as the total amount of ammo you
have for that specific weapon.

2. Shields: If you have shields up, their current
condition is displayed here. When this meter
empties, you are unprotected. Getting shot

Walkthrough

Special Assignments Planetary Database

or smashed will inflict damage. When you take
a critical amount of damage, the edges of the
screen redden. Immediately seek cover!

3. Squad: Your current squad is here. Next to the
portraits is a meter that shows their shield
strength. If the squad member has biotic
capabilities, the current state of cooldown is
also shown here. When a portrait turns red,
that squad member is without shields and being
attacked. When it is gray, the squad member has
fallen.

4. Enemy: When you train your weapon on an
enemy, the current state of your foe appears
here. You can see how much shielding, barrier,
armor, or health the enemy currently has.

5. New Intel: When you receive a new object,

discover a new object, or learn a new codex
entry, a small notice appears down here.

When you are not in a combat situation, the biotic
cooldown and shield meter disappears from the
screen.

NOTE

When you begin Mass Effect 2, you have the opportunity to import your Shepard into the game or
start an entirely new one. If you import a save file, several of the choices you made in the original
game, such as whether or not you saved the Council, carry over into this next mission. However, after
playing through the prologue, you have the chance to completely redesign Shepard’s physical make-up
and class, thanks to Cerberus science. If this is your first time playing a Mass Effect adventure or
you decide not to import your previous Shepard, you will create an entirely new Shepard from scratch,
including not just the commander’s gender and appearance, but also the hero’'s backstory.

There are several steps to creating a character, starting with the absolute basics, such as name and

physical appearance.

When starting a new game, the first thing you must
do is set up the general parameters of the mission.
Once these have been filled in, you can then begin
the prologue and eventually end up in the Cerberus
medical facility, where you make the rest of your
character choices.

Here are the parameters you must set when
starting a new game:

Combat Difficulty: There are five difficulty settings.
Once one is selected, you cannot change the
difficulty without starting a new game. These are
the difficulty settings:

* Casual: Increases the toughness and power of
Shepard and the squad members. Enemies are
slower to react to the player and use powers
less often. This option is great for players who
care more about story than combat.

* Normal: This is the baseline Mass Effect
experience. This difficulty is intended for players
who are familiar with shooters and RPGs.

* Veteran: Enemies are tougher, react more
quickly, use powers more frequently, and use
upgraded weapons at this difficulty level.
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* Hardcore: This difficulty is intended for players
who have already beaten Mass Effect 2 and
want a bigger challenge. Enemies are extremely
tough, use upgraded weapons, and are
aggressive with their powers.

* Insanity: This level is intended for players who
have beaten the game on hardcore and want
the ultimate challenge. Enemies are exceedingly
aggressive and use their powers mercilessly.

Auto Level Up: Turning this off lets you manually
assign points every time Shepard or a squad
member gains a level.

Subtitles: You can turn subtitles on or off during
dialog scenes. This can be changed later in
options from the mission computer.

After selecting Shepard’'s name, you enter the facial

customization tool. From here, you can completely
design (or redesign in the case of an imported
Shepard) the commander’s face. If you are happy
with the default options, then keep moving. If you
want to make changes to Shepard’s face, then
comb through the different categories of facial
features. There are multiple options within each

After selecting Shepard’'s appearance, you can
choose the commander’s class (soldier, vanguard,
etc.). However, before we explain the strengths and
benefits of all of the different classes, let’'s just

Walkthrough
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Squad Power Usage: Enabling this feature allows your
squad members to make their own calls in combat
in regards to using powers. Turning it off means
your squad members will also use powers defen-
sively. Otherwise, you must deploy powers for them.

Autosave: Choose whether or not the game
autosaves for you on a regular basis.

Quickstart or Custom™@

If you just want to get into the game, you can choose
a quickstart Shepard. Shepard’s appearance is
predetermined, as is the commander’s backstory. A
guickstart Shepard is always a soldier. If you decide to
make your own Shepard, select Shepard’s name. You
can only choose Shepard’s first name. The last name is
a constant.

category. For the nose, you can select different
shapes, adjust bridge width, change height, etc.
Here are the available categories:

 Facial Structure: Select a baseline face to work
with.

* Head: Change the general shape of the
commander’s head.

* Eyes: Adjust the eye color, shape, and
placement.

* Jaw: Adjust the commander’s jaw line and chin.

* Mouth: Select the shape of Shepard’s mouth,
lip size, and mouth depth.

* Nose: Adjust the nose shape, height, and depth.

* Hair: Select from different hairstyles and
colors.

* Makeup (female only): Adjust lip color and add
eye shadow or blush.

finish up the basics of creating a new character.
You must give Shepard a personal background that
broadly defines the commander’s personality. There
are three choices:

Spacer: Both of your parents were in the Alliance
military. Your childhood was spent on ships and
stations as they transferred from post to post,
never staying in one location for more than a few
years. Following in your parents’ footsteps, you
enlisted at the age of 18.

Colonist: You were born and raised on Mindoir, a
small border colony in the Attican Traverse. When
you were 16, slavers raided Mindoir, slaughtering
your family and friends. You were saved by a
passing Alliance patrol, and you enlisted with the
military a few years laten.
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Earthborn: You were an orphan raised on the

streets of one of the great cities covering Earth.

You escaped a life of petty crime and underworld
gangs by enlisting with the Alliance military when
you turned 18.

After selecting the commander’'s personal
backstory, you then select a psychological profile.
There are three options:

Sole Survivor: During your military service, a
mission went horribly wrong. Trapped in a life-
threatening situation, you had to overcome
physical torments and psychological stresses
that would have broken most people. Everyone
around you fell, and you alone survived to tell the
tale.

War Hero: Early in your military career, you found
yourself facing an overwhelming enemy force. You
risked your own life to save your fellow soldiers
and defeat the enemy despite the impossible
odds. Your bravery and heroism earned you
medals and recognition from the Alliance fleet.

When creating a hero or redesigning an imported
Shepard, no decision is more important or has a
more far-reaching effect on your adventure than
class. There are six classes you can choose from,
each with strengths and weakness that will shape
your combat options and style. Do you want to
take the galaxy at the end of a gun? Then look into
the soldier class, which is heavily geared toward
developing weapon expertise. If you want to charge
headlong into danger, flinging biotic attacks at your
foes, then consider the adept.

Each class has three defining factors—power
training, weapon training, and ammo training.
These three factors shape your character right
out of the gate. Weapon training determines what
kind of weapons your hero can use. Ammo training
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Ruthless: Throughout your military career, you held
fast to one basic rule: Get the job done. You've
been called cold, calculating, and brutal. Your
reputation for ruthless efficiency makes people
wary of you. But when failure is not an option, you
are the one to call.

The background choices you make are more than
just window dressing. These choices affect the
overall morality of your hero. The morality system
in Mass Effect 2 is explained a little later in this
chapter, but here are the morality benefits of each
choice:

* Paragon Bonus: Earthborn, War Hero
* Renegade Bonus: Spacer, Ruthless

These bonuses give a slight bump to the number

of morality points you earn when making choices
during the mission. For example, a Ruthless Spacer
would earn extra Renegade points when being hard
on somebody, whereas an Earthborn Sole Survivor
would earn just a few less.

is able to use. Power training lists the powers the
character can immediately start developing. Now,
none of these are set in stone. As you level up and
earn more squad points, you can apply them to
additional powers.

Each class also has a mastery power that only
a hero in that class can develop and use. For
example, the Infilcrator Mastery power improves an
infilcrator's sniping skills, while the adept’s Biotic
Mastery shortens the cooldown period between
unleashing biotic attacks.

For a complete list of all powers, what they do, and
how they change as you apply squad points to them,
please see the “Powers” section of this chapter.

NOTE

Appendix

determines what special ammunition your character

Soldiers are pure combat specialists. No
one is tougher or more effective at taking

N
down enemies with gunfire. Soldiers have
the most thorough weapons training and
can use all special ammo types.
* Power Training: Adrenaline Rush, \

Concussive Shot

* Weapon Training: Assault Rifle, Heavy
Pistol, Shotgun, Sniper Rifle

* Ammo Training: Cryo, Disruptor,
Incendiary

ARl
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Infilcrators are tech and combat specialists
with the unigue ability to cloak themselves
from visual and technological detection.
Infiltrators are deadly at any range, with

a wide variety of weapons, equipment, and
powers that can take down any enemy.

2

* Power Training: Al Hacking, Incinerate,
Tactical Cloak

* Weapon Training: Heavy Pistol, Sniper
Rifle, Submachine Gun

)

* Ammo Training: Cryo, Disruptor

Vanguards are feared for their high-risk, \
high-reward combat style, closing quickly
on enemies and destroying them at close
range with weapons and biotic abilities.

* Power Training: Charge, Pull,
Shockwave

* Weapon Training: Heavy Pistol,
Shotgun, Submachine Gun

e Ammo Training: Cryo, Incendiary

AL

Sentinels are unique, bringing both tech
and biotic abilities to the battlefield.
While they lack the focus of adepts and
engineers, they are versatile and can
handle any situation.

* Power Training: Cryo Blast, Overload,
Tech Armor, Throw, Warp

* Weapon Training: Heavy Pistol,
Submachine Gun

SRR

* Ammo Training: None

Adepts are biotic specialists, capable
of disabling and killing enemies with raw
biotic power. While they lack advanced
combat training, they are the best at
defeating enemies without firing a shot.

* Power Training: Pull, Shockwave,
Singularity, Throw, Warp

g

* Weapon Training: Heavy Pistol,
Submachine Gun

* Ammo Training: None

%_I PRINMA Official Came Guide | primagames.com
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Engineers are tech specialists, the only class able to employ combat drones on
the battlefield. Engineers are the most effective class at blasting through enemy
defenses and disabling opponents.

* Power Training: Al Hacking, * Weapon Training: Heavy Pistol,
Combat Drone, Cryo Blast, Submachine Gun

Incinerate, Overload « Ammo Training: None

As you cross the galaxy, defeat enemies, and
complete both missions and assignments, you earn 1 0 ) 1
experience points. Experience points accumulate
over time. When your experience points reach 2 1,000 4 3
specific thresholds, you earn a new level. Each 3 2,000 6 5
new level awards you talent points, which you can 4 3,000 8 7
spend on developing powers for both yourself and e 2000 0 ”
the other members of your squad. You do not earn .
talent points at the same rate for yourself and your 6 5,000 12 9
squad, though. Squad points for the team lag behind 7 6,000 14 11
points earned for yourself. 8 7,000 16 1"
With each new level, you are awarded two squad 9 8.000 18 13
points for yourself. You can immediately assign
. 10 9,000 20 13
these points to powers, or you can hold on to them
and use them later When you develop powers to 1 10,000 22 15
their third level, you need more than two squad 12 11,000 24 15
points to move to the fourth level. 13 12,000 % 17
Advancing levels does not directly unlock any powers 14 13,000 2 7
or skills. You must apply those squad points to 15 14,000 30 19
unlock new powers to later develop. 16 15.000 39 19
NOTE 17 16,000 34 21
Use this level chart to see how many experience 18 17,000 36 21
points are required for each level as well as the 19 18,000 38 23
awarded points for yourself and the squad. 20 19,000 40 23
21 20,000 41 24
22 21,000 42 24
23 22,000 43 25
24 23,000 44 25
25 24,000 45 26
26 25,000 46 26
27 26,000 47 27
28 27,000 48 27
29 28,000 49 28
30 29,000 50 29
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Your hero has a sense of morality that follows
them through the adventure. How you choose to
interact with squad members, enemies, and even
complete strangers affects your hero’'s morality,
which in turn defines their personality in a more
active manner than their backstory (which does
affect morality). Morality is expressed in two forms:
Paragon and Renegade. Paragon and Renegade
sound like absolutes, but as you know, life is never
quite that black and white. So many choices deal in
the gray area between the absolutes.

Paragons are largely considered good people.
They charm. They flatter. And when given a choice
between doing the right or wrong thing, they
choose the former even if it makes the task ahead
harder to complete.

Renegades are not wicked, but they could be
considered intimidating or selfish. Renegades look
out for themselves and are not always considerate
of the feelings of other people, especially when such
consideration stands between them and getting the
job done.

During conversations, you may see a Paragon or
Renegade symbol appear on-screen. The Paragon
symbol always appears on the left side of the
screen. The Renegade symbol always appears on
the right side. This signals an opportunity for an
interrupt that results in morality points. When you
see the symbol, press the associated button to
take the interrupt.
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When you choose a Paragon action or conversation
topic, you earn Paragon points. Conversely, choosing
a Renegade action results in Renegade points. Over
time, these points accumulate. Having more points
on either end of the morality scale affects choices
you have during your adventure. If you are trending
toward Paragon, you will have more Paragon conver-
sation choices, such as the ability to charm people
into doing what's right or agreeing with you.

In conversations, Paragon options appear in blue.
Renegade options appear in red. If you do not have a
high enough Paragon or Renegade rating to use one
of these options, it will appear in gray.

NOTE

N

TIP

So, does it pay then to walk the line between
Paragon and Renegade? Not necessarily. Although
there will be times when a Paragon wants to take
a Renegade action (Renegade actions sometimes
shorten battles thanks to underhanded moves) and
vice versa, it pays to trend toward one or the other
over the course of the adventure. The higher your
rating in either Paragon or Renegade, the more
options you will have. If morality points are spread
across both evenly, you will miss out on some of the
more extreme morality options. Furthermore, a high
Paragon or Renegade rating may also affect which
allies you can recruit. Your Paragon or Renegade
rating also affects your appearance: as you earn
more Renegade points, your facial scars worsen;
scars improve as you earn more Paragon points.

Interrupts let you take charge of a situation.
For example, let’s say a krogan warrior is rambling
on and on about his master plan to make his clan
the most powerful in the galaxy. While talking,
the krogan does not realize he's standing on an
explosive tank. The Renegade interrupt appears. If
you act fast and take it, you shoot the tank under
the krogan’'s feet. The tank explodes, killing the
krogan warrior. The battle that would have taken
place after the conversation happens anyway, but
thanks to your move, the krogan warrior is already
out of the equation. Now, killing the krogan while
he’'s just talking isn't exactly the honorable thing to
do, so you take on Renegade points for doing so.

Paragon and Renegade interrupts are available to
you regardless of your current morality score.

NOTE

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



m Upgrades and Research

Introduction

While a gun is an extremely effective communi-
cation tool, it's not the only one at your disposal.
You will talk to friends, enemies, and strangers
while traveling the galaxy. When you enter into a
conversation, you direct your responses or line of
guestioning with the dialog wheel located on the
bottom of the screen. Move the arrow in the center
of the wheel to the desired conversation option and
select it to speak or end a conversation (sometimes
you end conversations wordlessly—nothing says
goodbye like a bullet).

The dialog wheel always has different options on
it, but the structure of the wheel itself is universal.
Options on the left side of the wheel draw out
a conversation—these are investigative topics.
Options on the right side of the wheel steer a
conversation toward its conclusion.

The position of an option on either side of the
wheel is also important—these are tonal. Options in
the upper corner of the wheel are largely considered

When a crew goes through extreme situations
together, it is impossible not to feel great bonds
with each other Nothing sparks and eventually
solidifies a relationship quite like staring death in
the face. While Cerberus does not exactly condone
relationships between team members, the lllusive
Man is not about to board the ship and tell two
team members to take a cold shower. And so you
can pursue deep friendships with members of the
team, including romantic relationships.
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friendly or positive. An option in a lower corner

is hostile or dismissive. Guiding a conversation
through positive or negative channels can result in
Paragon or Renegade points, so if you are playing
to a particular morality end, keep these positions in
mind when using the dialog wheel.

As mentioned in the “Morality” section, if you
have a high enough Paragon or Renegade ranking,
you unlock additional conversation options. Just
as there are different degrees of Paragon and
Renegade, there are conversation options that
do not open until you are high enough in either
morality category. If you are merely trending toward
Paragon, for example, you will easily be able to
charm shopkeepers into giving you a discount. You
need to be quite the Paragon, though, to talk a
disgruntled crew member into rejoining the social
structure of the team. Without a high enough
Paragon or Renegade ranking, some dialog avenues
will just never be open for you.

Not every relationship with a team member has
the potential to turn romantic. Some relationships
will always remain just friendships—perhaps even
close ones. To develop a relationship, you need
to talk to team members—and then keep talking
to them. Check in with team members between
missions. Kindle relationships by choosing positive
dialog. Show compassion. Don’t be afraid to be
tender or even flirt a little. However, there are
always risks involved when building relationships.
Say the wrong thing to the wrong person and
you will turn someone off. Some will be turned off
permanently. They won't bail out the nearest air
lock, but they will keep things strictly business
from then on out. Gaining the loyalty of your crew
is important to your overall mission, so it's a good
idea to keep everyone happy.

Gender does affect some potential romantic
subplots. Jacob, for example, is only interested in a
female Shepard, while Miranda is only romantic with
a male Shepard. Some shipmates will consider a
relationship regardless of gender.

NOTE
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Developing relationships is exciting. It adds a
personal level to an adventure that’'s bigger than
life. You may not want to spoil how relationships
unfold if you prefer to tackle them organically and
let the chips fall where they may. Relationships
with team members all start out the same. You
have generic questions you ask them once they are
aboard the ship to get a little backstory on them
and establish a baseline friendship. However, team
members hold a lot back in the very beginning of
their service on your ship. To draw them out and
build the relationship, you must keep talking to
them. Over time, you will nurture a relationship
unless you say something absolutely terrible. That
shuts down a relationship, and it’s very difficult to
recover from it without a high Paragon or Renegade
rank. Some relationship killers can never be
overcome, so consider the potential effects of your
dialog before opening your mouth.

All members of the crew have personal situations
that they need help dealing with—these are called
loyalty missions because once you complete one,
that team member is considered loyal to you,
which unlocks not only relationship potential,
but also a special power. The loyalty mission is a
pivotal moment in a relationship and is crucial to
completing the main story line of the game. Prior
to the loyalty missions, you can speak to team
members once or twice to get a little conversation
out of them. You must let a little time pass between
conversations to keep building the relationships.
Passing time is equivalent to going on a mission.

Shepard is the commanding officer on the Normandy
SRZ2, a re-creation of the Normandy SR 1 ship

that helped the Alliance defeat Saren and save

the Citadel. The Normandy SRZ includes all of the
systems of the original, including a mass effect

FTL drive that allows it to use mass relays to

travel between distant points in the galaxy almost
instantaneously. Although the Normandy has a
dedicated pilot, you are the final call when it comes
to navigation.
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However, once a loyalty mission has been
successfully completed (you can fail three of the
loyalty missions, which also shuts down a potential
relationship), the relationship enters its next phase.
Speak to the team member following the loyalty
mission and be positive. At this point, a friend is
turning into either a romantic interest or a trusted
ally.

After undertaking another mission following the
completion of the loyalty mission, return to the
team member and talk again. If this conversation
is positive and successful (meaning, you don’t
say anything rude or untoward), the relationship
reaches its highest level. If the relationship is a
romance, then you will see a special scene between
you and the team member prior to going on the final
mission. And by special, we mean...well, you know
what we mean.

Now, because you can nurture relationships with
all team members, you need to realize you cannot
carry every relationship to the penultimate scene.
You must choose which team member you want to
be exclusive with. If you try to be romantic with
another team member, they will let you know that
they wish to be exclusive. You now have the option
to go to the team member you have set up for the
special moment and let them down either easy or
hard. If you break off the romance with tact and
grace, the team member remains loyal. If you are
harsh, you lose the spurned team member’s loyalty,
but they still stay on the team. Breaking off a
romance is always private. This is a no-drama crew.

You set the
course for the
ship all across
the cosmos
via the
galaxy map,
the central
feature in
the combat
information center (CIC) of the ship. This multi-level
map allows you to start with a galaxy view of known
space and then drill down through various tiers,
including clusters and systems, until eventually
deciding on a specific planet to orbit.
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The Milky Way Sahrabarik

Galaxy View: When a cluster is discovered through a mission System View: This view shows all planets within a system,
or the purchase of a star chart, it appears on the galaxy view. orbiting around a central star. The number of planets explored/
If the cluster has an active mission, the name of the mission scanned is noted with a percentage. Other systems within the

ppears on the cl and on every level down. cluster can be accessed by traveling to the edge of the system.

This returns you to cluster view.

Omega Nebula

Cluster View: A collection of systems is called a cluster. Orbital View: From this view, you can either scan a planet for
Cluster view is actually bypassed when selecting a cluster; resources or land on a hospitable planet with a landing zone.
instead you drill down to the system within the cluster that Just dropping into orbital view adds a planet to your “known”

contains the mass relay. This view is only seen when you exit a registry and counts toward the percentage of the system
system by traveling to the edge of the map. considered explored.

For more on scanning and mining planets, please see the “Mining” section of this chaptenr.

NOTE

When you Traveling

select a within a

cluster from system does

the galaxy not consume

map, you any fuel.

bypass the However,

cluster view traveling

and instead across the

enter the void between
system with the mass relay within that cluster. systems does. You must purchase fuel from Fuel
Each cluster has a single mass relay, which is the Depots. There is a Fuel Depot in every system with
“warp” point you access when using the mass a mass relay. At first, the Normandy can only hold
relay network. To travel to another system within 1,000 units of fuel. With an upgrade, though, you
a cluster, you must physically steer the Normandy can double the ship’s fuel capacity, allowing for
to it. To travel to another system within a cluster, longer periods of travel.

direct the Normandy to the arrow marked with the
name of the system. This sends you to cluster view.
Steer the Normandy to the desired system and
then select it to drop into system view again.

CAUTIONY
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When buying fuel, account for return voyages. The
only way to travel to another cluster is via a mass
relay, so if you are exploring a system without

one and decide you want to investigate a different
cluster, you must pass back through cluster view to
return to the mass relay.

NOTE

There are two commodities of immediate value to
you during this adventure: credits and minerals.
Minerals are discovered while undertaking a
mission (usually found within crates) or by scanning
planets. There are four types of minerals: platinum,
palladium, iridium, and element zero. Element zero
(eezo) is the rarest and most valuable of the four
minerals. These minerals are essential for carrying
out research projects aboard the Normandy, which
result in useful upgrades for you and your squad,
such as weapon and biotic boosters.

You cannot excavate minerals without probes. You
purchase probes at a Fuel Depot for 100 credits
each. At first, the Normandy can carry 30 probes,
but an upgrade raises the capacity to 60.

To mine a planet for resources, you must drop
into orbital view. From orbital view, choose “scan.”
This view drops a grid over the planet’s surface.
The planet automatically rotates, but you can speed
the rotation one way or the other by moving the
cursor on it either left or right to the edge of the
planet view. Place the scan cursor over the part of
the planet you wish to scan and then select “scan”
again. Hold scan and move the cursor around to
scan a larger area.
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You can also buy probes from Fuel Depots; they are
critical for mining operations.

NOTE

While scanning, pay attention to the scanner on
the right side of the screen, directly above the four
wells—each well is assigned to one of the minerals.
The scanner shows just noise when you are moving
the cursor over an empty area. However, when
you direct the cursor to an area with a mineral
deposit the scanner jumps over one or more of the
wells. The height of the peak reveals the richness
of the cursor site. When you find a rich vein, tap
the “probe” button to launch a probe down to the
planet surface. The impact of the probe immediately
results in the acquisition of minerals.

There are multiple mineral deposits on planets.
However, when you probe an area, you drain it of
minerals. So, make sure you are sending a probe
down over the richest spots, because even if the
scanner would have shown a higher peak just to the
south of the probe site, the area around the probe
dries up.

SAUTIONN

For a complete index of all planets in the galaxy and
the minerals you will find on each of them, please see
the “Planetary Database” in the back of this guide.

NOTE
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Credits make the galaxy go round. They are the
universally accepted currency throughout Citadel
space (and beyond). Credits are primarily used to
purchase items from shops, but there are a handful
of situations where you may part with some credits
to gamble or even spread a little good around.

To spend credits, you have to earn credits.
Completing missions is the primary way to bank

When you visit one of the hub worlds—Illium,

the Citadel, or Omega—you will typically locate

at least one or two shops. Shops sell weapons,
armor, upgrades, and nonessential items (such as
decorations for your private quarters aboard the
ship). Buying from stores is not required, but as the
old saying goes: You can't take it with you. Spend
big on useful upgrades to increase your chances of
success in future combat situations.

Walkthrough
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large amounts of credits. Completing small special
assignments pays credits, too, but not as much as
completing a mission from the main plot. You will
find credits in safes, crates, hackable datapads, and
computers. You can earn credits by salvaging spare
parts and scanning technology valuable to Cerberus.
At the end of each mission, you also receive a lump
sum payment from Cerberus.

After speaking to a shopkeeper, use the nearby
kiosk to buy goods.

Each shop has a set inventory that remains
constant throughout the entire adventure. However,
the prices of goods are not set in stone. If you use
Paragon or Renegade conversation options with a
shopkeeper upon meeting them, you can sometimes
wrangle a discount.

All store inventories are located in the appendix.

NOTE

Hacking and Decryption

When you encounter a wall safe or terminal that is locked or encrypted, you must hack it. With the exception

of locked doors or computer terminals that are linked directly to the mission, you only have one shot at hacking
something. You can make three mistakes while performing the hack, but if you fail out of the hack or are attacked
while hacking (always make sure the coast is clear before attempting a hack), the object remains locked until the

next time you visit that planet.

Hacking minigames are timed. If the treasure inside the container being hacked is credits, the amount of credits
recovered starts dropping when time runs out. If the container holds an upgrade, the upgrade is locked back up
when time runs out. There is an upgrade, though, that grants you extra time for hacking.

There are
two hacking
games. The first
is @ matching
minigame. The
circuit board has
eight nodes with
four matching
pairs. You must
match the pairs. However, when you select one-half
of the match, a circle around the node starts to fill.
You must select the matching node before the circle is
complete. When you finish the fourth pair, the hack is
complete.

el L
.

The second
hacking minigame
requires you to
match three
pieces of code
to replicate a
security protocol.
Each piece of the
protocol is shown
at the top of the screen. You must scroll through a
field of code snippets and select the exact match. Avoid
the red squares in the field. Use the layout of orange,
white, and blue lines of code to make fast matches. Many
pieces of code look alike, but if you pick out a defining
feature, such as a block of white code, you may have an
easier time finding the match within the time limit.

[P )
(S SIS 253

)
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Following the disastrous prologue, you wake up in a medical bay and must escape a frenzied attack on
the facility. This mission acts as an in-game tutorial that goes over the essentials of combat, such as
how to take aim at enemies, the fine art of slamming into cover to avoid incoming fire, bringing up the
Power Wheel, and how to use medi-gel to heal wounded squad members.

So, instead of going over the basics of movement and shooting, /
let's instead focus on the assembly of a squad and how those
decisions affect your success on a mission. How you lead a squad
in the field is also exceedingly important. Weapon choice and

power development are also critical for success.

Shepard cannot save the galaxy alone. The
commander needs to recruit a coterie of the

most talented individuals—personally selected

by Cerberus’s top man—to join the crew. Once
recruits have been convinced to join the crew,
they are available to use when designating an away
team for a mission. You must select a squad to
accompany you whenever you disembark from the
Normandy, even if it is just to explore a city.

Saouad Selechon

You must select two squad members for the away
team. An outline of a person indicates the recruit
has not been convinced to join you yet. You can
take a quick look at each potential squad member’s
current weapons and powers from the squad
selection screen to help you make a decision.

/

SAUTION

4

'EEI_\

‘m—\

Each squad member has individual strengths
you must consider before finalizing an away
team. Sometimes you will simply go with personal
preference because it’'s quite difficult not to develop
some level of attachment to the team members you
recruit. They may have personalities that will engage
you, but try to be cold and calculating when desig-
nating an away team. Use these factors to make
your decision:

* Mission Objectives and Enemies: Some squad
members have powers that are useful against
specific enemies, such as Al Hacking when going
into a battle with geth.

Shepard’s Class: Balancing against your class
will create a well-rounded squad. However,
consider that a squad biased toward certain
strengths—guns, biotics, tech—is actually
useful in certain situations.

Squad Member’s Powers: Expert commanders
will issue orders to squad members to use their
powers and not just rely on the away team’s
own choices. Look at the squad member's
available powers and weigh whether or not you
would find a personal use for them.

Upgrades: There are many upgrades you can
find while on missions; they affect things

from shield strength to the damage done by a
specific class of weapons. If you have greatly
increased the damage of submachine guns,
perhaps you should consider taking squad
members that specialize in submachine guns to
capitalize on that extra damage.

With up to 10 potential squad members (and
you must recruit at least eight of them for the
main plot), you can create away teams that are
guaranteed to tackle any situation and come out
on top.

One more thing about the powers of your team: Each squad member also has an additional power that is only
unlocked after you complete their loyalty mission. You can see this power while looking at a sqguad member’s
profile, via either the private terminal on the Normandy or the sguad option while pausing during a mission.
This talent is more powerful than those the team member possesses when they are initially recruited.

NOTE
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Balanced Squads

Shepards Class Squad Member 1 | Squad Member 2 Squad Description
Soldier Jack Tali Jack’s high-powered biotics and Tali’s tech talents complement a weapons expert.
Adept Grunt Mordin Your adept needs firepower and brute strength for balance. Mordin completes the squad via his tech abilities.
. You have tech expertise. What you need now is a strong biotic like Samara and a crack shot, which you find
Engineer Thane Samara .
in Thane.
Vanguard Garrus Mordin The b|ot|c-comba't ?omb|nat|on of the vanguard can be complemented by the long-range specialties of
Garrus and Mordin’s tech.
) ) You have no problem taking down an enemy from a distance. You need a brute like Grunt for the close-up
Infiltrator Miranda Grunt : -
work and Miranda for her biotics.
) Sentinels are decent with tech and biotics. Jacob’s combat and biotic strengths are a good match, while
Sentinel Jacob Grunt , . o
Grunt's force is great for hairy situations.
Combat Squads
Shepards Class Squad Member 1 = Sguad Member 2 Squad Description
) Your weapons expertise mixed with Grunt's brutality and Jacob’s combat readiness makes a solid combat-
Soldier Grunt Jacob :
oriented squad.
Soldier Grunt Garrus Grunt's close-up game and Garrus’s long-distance killing power neatly complement each other.
Vanguards have a nice split of combat and biotic powers. Grunt adds the “tank” factor this squad needs, and
Vanguard Thane Grunt )
Thane snipes.
Infiltrator Jacob Grunt Infiltrators need close-up experts like Grunt to get their hands dirty.
Bliotic Squads
Shepards Class Squad Member 1 | Squad Member 2 Squad Description
Samara and Jack are the purest biotics on the crew. Together with an adept, the trio is the most powerful
Adept Samara Jack - )
biotic squad in the galaxy.
Vanguard Samara Miranda The combat gkllls ofa vangu’ardl are complelmented by Miranda’s skills. Adding a pure biotic to the squad fills
in any holes in the vanguard’s biotic talent library.
. . Sentinels do not have the strongest combat skills. Miranda’s gunplay addresses that, while Jack’s awesome
Sentinel Jack Miranda - ! .
biotics address any potential shortcomings.
Tech Squads
Shepards Class Squad Viember 1 | Squad Member 2 Squad Description
Engineer Tali Legion This squad of hackers is brilliant against synthetics.
Sentinel Mordin Miranda Miranda’s biotic abilities add some versatility to this tech-heavy squad.
Infiltrator Mordin Legion Ia_ﬁ\c;;éon and your infiltrator are a pair of deadly distance killers, while Mordin’s tech expertise keeps the squad
Jacob is Miranda may
a former have a cold
Alliance exterior, but
corsair, now her steely
in the employ resolve is
of Cerberus. critical for
He is a the success
dependable, of this
resolute mission. She

member of the team. He's good with a gun and has

decent biotic

skills.

possesses hiotic and tech powers.
* Weapon Training: Heavy Pistol, Submachine Gun

Appendix

* Weapon Training: Heavy Pistol, Shotgun

* Standard Powers: Cerberus Operative,
Incendiary Ammo, Pull

 Loyalty Power: Barrier

4
'Eﬁﬁ

e Standard Powers: Cerberus Officer, Overload,
Warp

* Loyalty Power: Slam

4
'mﬁ
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Grunt is a
powerful krogan
warrior who has
little to offer

in the way of
tech or biotics.

Mordin Solus

is a brilliant
salarian scientist
who is needed

to overcome a
serious threat to
the mission. His Instead, he
brain sometimes brings his might -
gets ahead of his words, and he speaks in a halting to the team, quickly becoming the go-to “tank” for

manner. He is recruited on Omega. combat-heavy missions.
* Weapon Training: Heavy Pistol, Submachine Gun * Weapon Training: Assault Rifle, Shotgun
* Standard Powers: Incinerate, Cryo Freeze, * Standard Powers: Concussive Shot, Krogan
Salarian Scientist Berserker, Incendiary Ammo
* Loyalty Power: Neural Shock * Loyalty Power: Fortification

4

v
'm_\

Shepard has

a history with The guarian
Garrus—they Tali’Zorah
fought Saren is another

and the Reaper
called Sovereign
together in the also served

bgttle for the _ _ together in the
Citadel. Garrus is an excellent shot, and his combat battle against

familiar face for
Shepard—they

skills will make any squad stronger. Saren and Sovereign. Tali is a tech expert with
* Weapon Training: Assault Rifle, Sniper Rifle strengths in Al programming.
* Standard Powers: Concussive Shot, Overload, * Weapon Training: Heavy Pistol, Shotgun
Turian Rebel * Standard Powers: Al Hacking, Combat Drone,
* Loyalty Power: Armor-Piercing Ammo Quarian Machinist

* Loyalty Power: Energy Drain

/
/

Jack is considered
the most powerful
human biotic in
the galaxy. Her
violent history
makes her cagey
and difficult to
approach, but she
loves a good fight and is tenacious in battle.

* Weapon Training: Heavy Pistol, Shotgun

* Standard Powers: Pull, Shockwave, Subject Zero

* Loyalty Power: Warp Ammo

Samara is a
justicar, an asari
warrior dedicated
to bringing the
wicked and evil to
justice—and she
will use extreme
violence to achieve
that goal. Samara is a powerful biotic like Jack.

* Weapon Training: Assault Rifle, Submachine Gun
e Standard Powers: Throw, Pull, Asari Justicar
* Loyalty Power: Reave

/~

4

(TP =\
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This drell
assassin is
one of the
last recruits
to join your
team. Thane is
a crack shot
with good
anti-defense
measures, making him an effective crowd control
agent.

* Weapon Training: Submachine Gun, Sniper Rifle

* Standard Powers: Throw, Warp, Drell Assassin

* Loyalty Power: Shredder Ammo

\

TP\

Walkthrough

Legion is an
unexpected
member of
the team (a
geth working
with a human
for a common
goal?), acquir-
ed toward the
end of the main story. Legion is full of surprises,
though, and becomes a valuable squad member
thanks to its resilience in combat situations.

* Weapon Training: Assault Rifle, Sniper Rifle

* Standard Powers: Al Hacking, Combat Drone,
Geth Infiltrator

* Loyalty Power: Geth Shield Boost

There is actually one more potential sguad member.
Rather than spoil it up front, though, we'll introduce
the mystery member in the walkthrough for the

moment in the game when you can make a dramatic
switch for the new squad member.

NOTE

Special Assignments Planetary Database

Squad Commands

~

Without any direction from you, squad members will
do their best in battles to help you accomplish the
current mission. However, expert players will want
to take a more hands-on approach with the squad,
exerting greater control over weapon choice, power
usage, and battlefield position.

The Power Wheel and Weapon Wheel are explained in
greater detail in the “Weapons and Armor” and “Powers”
sections of this chapter However, using them on a regular
basis to keep tabs on your squad will make sure they are
performing at the top of their game. Tali, for example, may
be fighting well in a battle against some mercenaries,
but she could probably deploy combat drones more often.
So, when you see a crowd of mercs gathering, drop into
the Power Wheel and select the combat drone on her
behalf. Tali will follow the order and you will benefit from the
combat drone exactly when you want it.

Controlling the positions and targets of your squad
is also critical for setting up tactics that may prove
advantageous in certain circumstances. You can direct
each squad member to a specific location in your line of
sight. If the squad members can reach the designated
spots without putting themselves in the way of a bullet,
they will follow the order. You can order squad members
to focus their fire on a specific target, which is useful
for keeping a large enemy busy or creating a distraction.

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



Introduction

m Upgrades and Research

Walkthrough

Special Assignments Planetary Datahase Appendix

Squad Commands (continued)

Directing your squad members to designated positions
is how to set up effective crossfires. Crossfires are
deadly gauntlets that can trap enemies and cut them
down within seconds. By directing yourself and your
teammates to equal points around a target, you make
it extremely difficult for the enemy to select a target.
They are getting shot at from all angles. When they pick
a target, they end up exposing themselves to two other

Position your squad members on either side of a

chokepoint in a battlefield, such as a door or a bridge,

to create an ambush for enemies. Your squad members
will instinctively seek cover and pop out when an enemy
approaches. If you find that enemies are not falling for
the ambush, use yourself as bait. Attack from a distance
and draw the enemy into your trap. When the enemy is
within firing range of the ambush, your squad engages.

fighters. One more thing about squad placement: Don't ever

be too proud to retreat and regroup. You will face some
incredibly powerful enemies and occasionally feel in over
your head. Rather than hold untenable ground and take
losses that consume all of your medi-gel, order your
squad to fall back from a battle. As they recover, you can
decide on a new tactic for the troublesome battle.

Crossfires are good for taking down enemies that are
dug in, too. If you set up your squad to bear down on an
enemy effectively using cover, you can keep that enemy
busy while you flank to deliver the Kkill.

When a peaceful resolution to a problem cannot be /
reached, then you must resort to violence. There
are many conventional weapons you can use in
battles, but not every squad member can use all of
the weapons. When you chose your class, you saw
that you were limited to specific weapons (although
you can acquire weapons training while on a specific
mission near the halfway point of the story). Team
members must follow the same rules.

Rapid-fire guns such as submachine guns and

assault rifles are less accurate than other weapons,
but reliably inflict damage.

NOTE

There are several weapon classes available to you
and your team, with at least two weapon variations
in each class:

* Assault Rifles: These automatic weapons strike
a good balance between stopping power and
accuracy. Assault rifles are commonly used by
soldiers, but you can train Shepard on this weapon
if the commander selects a different class.

* Heavy Pistols: These handguns are all-purpose
weapons that are effective even at long range.
They are the most accurate and powerful weapons
outside of sniper rifles Heavy pistol clips are small,
though, and need to be reloaded often.

Call up the Weapon Wheel to select the current weapons for you
and your squad. Monitor the situation and adjust for the enemy.

» Shotguns: Shotguns are brute force weapons that

All weapons
deal tremendous damage at close range. They may can overheat
have a slow rate of fire, but if a shell is delivered after firing
point blank, you may need only one squeeze of the multiple
trigger times. When

* Submachine Guns: Submachine guns benefit from a weapon

a fast rate of fire that can chew up a target’s
armor or shields. However, submachine guns are
the least accurate of all weapons.

overheats, you
must switch
to another or
rely on alternative attacks, such as biotic powers or
melee strikes. There is a universal thermal clip that
all weapons except heavy weapons use. You will spot
thermal clips on your missions on shelves or desks—
look for the reflection of the clip in the light to easily
spot them in intense situations. Fallen enemies also
drop thermal clips. When you pick up a thermal clip,
all weapons are partially replenished, not just the
weapon you are holding.

* Sniper Rifles: Sniper rifles combine long-range
killing power with lethal accuracy. The trade-off is
that they have a slower rate of fire.

—E PRINMA Official Came Guide | primagames.com

* Heavy Weapons: If enemy strength is the
guestion, heavy weapons are the answer. This class
of weapon delivers incredible firepower, but ammo
is very limited. You must constantly seek out power
cells to replenish heavy weapons.
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4

e Warp Ammo: Warp ammo transforms biotic
energy into heavier damage against barriers and
armor.

.ﬁ
Aside from thermal clips, some squad members,
including you, have special ammunition they can use
that has an added benefit, such as fire damage, or

is powerful against a specific type of enemy. Here
are the six different ammunition types you can use:

* Armor-Piercing Ammao: This round cuts through
armor so you can deliver the killing shot.

* Cryo Ammo: Multiple shots with cryo ammo @

slowly freeze an enemy. Frozen enemies take
more physics damage from melee attacks, but
they cannot take more damage from weapon
attacks or most powers.

* Incendiary Ammo: Incendiary ammo catches a
target on fire, doing damage beyond the initial

T

N

You can upgrade many of your weapons, so do not
consider them static. Consult the upgrade tables in
the “Upgrades and Research Projects” chapter to
chart the effects of upgrades and pursue those that
best serve your class and your squad.

shot. Synthetic enemies such as mechs do not NOTE

suffer from the extra effects of incendiary ammo.

* Disruptor Ammo: This class of ammunition is
strong against shields and synthetic enemies,
such as mechs and geth.

* Shredder Ammo: Shredder ammunition rips
through organic enemies, doing extra damage.
No extra damage is done against synthetics.

Do not underestimate the usefulness of a melee
attack. If enemies get close, bash them with your
elbow or shoulder to push them back. As they reel
from the attack, unload a clip into them or hit them
with a powenr.

NOTE

Assault Rifles

Weapon

Used By

M-8 Avenger Assault Rifle biotic barriers.

Accurate when fired in short bursts, and deadly when fired on full auto. Effective against shields, armor, and Soldiers, Legion, Samara,

Grunt, Garrus

M-15 Vindicator Battl Rifie against armor, shields, and biotic barriers.

Fires five-round highly accurate bursts, and can be pulsed for rapid fire. Deadly at any range, and effective Soldiers, Legion, Samara,

Grunt, Garrus

M-76 Revenant Machine Gun | Unleashes a storm of deadly high-velocity slugs. Less accurate than an assault rifle, but deals much more damage. Soldiers

Geth Pulse Rifle Fires a rapid stream of high-energy phasic slugs. Very effective against shields and biotic barriers.

Soldiers, Legion, Samara,
Grunt, Garrus

Research
Project?
M-100 Grenade Launcher Rap!d-f|re grenade launcher. Effective against armor, shields, and Shepard No Fire at your target's feet for maximum impact.
biotic barriers. (any class)
ML-77 Missile Launcher Rap|d-f|re mlssne.launcher W.lth. seekmg projecties. Effective Shepard Yes Can be fired around corners; arc your shots!
against armor, shields, and biotic barriers. (any class)
Fires a freezing blast that hits targets within a five-meter radius. Shepard Frozen.enemles take more damage, so follow
M-622 Avalanche . ) . L ) Yes up with a power or direct your teammates
Effective against armor, shields, and biotic barriers. (any class) {0 attack
. High damage with a large area of effect. Very effective against Shepard Very powerful, but uses a lot of ammo with
M-920 Cain . : Yes
armor, shields, and barriers. (any class) each shot. Reserve for tough boss battles.
Collector Particle Beam ng_h-damage pamc'e beam Wlth laser-like accuracy. Very effective | - Shepard No Find this weapon in the Horizon mission.
against armor, shields, and barriers. (any class)

Wespon Des!

Heavy Pistols

Used By

M-3 Predator Heavy Pistol biotic barriers.

Reliable, accurate sidearm. Effective against armor. Weak against shields and | Infiltrators, vanguards, adepts, engineers, sentinels, Jacob,

Miranda, Tali, Mordin, Jack

M-6 Carnifex Hand Cannon

shields and biotic barriers.

Highly accurate and lethal sidearm. Effective against armor but weak against Infiltrators, vanguards, adepts, engineers, sentinels, Jacob,

Miranda, Tali, Mordin, Jack
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Shotguns

Weapon

M-23 Katana Shotgun and biotic barriers, but weak against armor.

Common military shotgun. Deadly at short range, but ineffective at long range. Very effective against shields

Special Assignments

Planetary Datahase Appendix

Used By

Soldiers, vanguards, Jacob,
Tali, Jack, Grunt

M-27 Scimitar Assault Shotgun barriers. Weak against armor.

Rapid-fire shotgun. Deadly at short range. Ineffective at long range. Effective against shields and biotic

Soldiers, vanguards, Jacob,
Tali, Jack, Grunt

M-300 Claymore Heavy

Shotgun shields, and biotic barriers.

Rare krogan shotgun. Deals high damage at short range. Less effective at long range. Effective against armor,

Soldiers, vanguards, Grunt

Weapon

Sniper Rifles

M-92 Mantis Sniper Rifl weaker against shields and biotic barriers.

Powerful sniper rifle. Accurate at long range, but has a slow rate of fire. Very effective against armor, but

Used By

Soldiers, infiltrators, Legion,
Garrus, Thane

M-97 Viper Sniper Rifle biotic barriers.

Accurate and deadly at long range. Highly effective against armor. Somewhat effective against shields and

Soldiers, infiltrators, Legion,
Garrus, Thane

M-98 Widow Anti-Material Rifle

Deadly accurate anti-material rifle. Especially effective against armor, but also against shields and biotic barriers.

Soldiers, infiltrators, Legion

Weaspon

Submachine Guns

M-4 Shuriken Machine Pistol :
against armor.

Fires three-round bursts. Very effective against shields and biotic barriers. Weak

Used By

Infiltrators, vanguards, adepts, engineers, sentinels,
Miranda, Mordin, Samara, Thane

M-9 Tempest Submachine Gun

This submachine gun is deadly at short range but inaccurate at long range,
effective against shields and biotic barriers but weak against armor.

Infiltrators, vanguards, adepts, engineers, sentinels,
Miranda, Mordin, Samara, Thane

When you begin your mission, you are given standard-
issue Cerberus armor. While it's effective in battle,
there are better pieces of armor you can acquire while
traveling across the galaxy. Each piece of armor, such
as a helmet or gauntlets, offers a special benefit.
These benefits include special protection from incoming
fire, increased accuracy for headshots, or extra health.
The effects of the armor are only available when that
piece of armor is in use. You may not stack multiple
pieces of armor in the same category; for example, you
cannot wear two chest plates at the same time.

You buy armor only for Shepard. You do not need to
purchase armor for your squad.

NOTE

Use the locker in your private quarters aboard the Normandy
to change out your armor after acquiring new pieces.

Here is a full list of armor options available to you,
including the effects of each piece of armor:

I

Armor Piece Effect
Death Mask Increases negotiation success chance by 10%.
N7 Breather Helmet Increases health by 5%.
N7 Helmet Increases health by 5%.
N7 Visor Increases headshot damage by 10%.
Armor Piece _ Effect
Aegis Vest Increases health by 5%.
Capacitor Chestplate Reduces shield delay by 10%.
N7 Chestplate Increases power damage by 3%.

Shield Harness

Increases shields by 5%.

Armor Piece
Amplifier Plates

Effect
Increases power damage by 5%.

|

Asymmetric Defense Layer

Increases health by 5%.

N7 Shoulder Guards

Increases weapon damage by 3%.

Strength Boost Pads

Increases melee damage by 25%

Armor Piece
Heavy Damping Gauntlets

Effect
Increases shields by 5%.

i

N7 Gauntlets

Increases health by 3%.

Off-Hand Ammo Pack

Increases spare ammo capacity by 10%.

Stabilizing Gauntlets

Increases weapon damage by 5%.

Armor Piece

Effect

i

Life Support Webbing Increases health by 10%.
N7 Greaves Increases shield strength by 3%.
Stimulator Conduits Increases storm speed by 10%.
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Powers are special skills that augment the Use the
, . o Power Wheel
character’s area of expertise, such as biotic )
to direct
attacks or combat talents. These powers are
your squad

used in battles to destroy the enemy or provide
defense for the squad. All powers have four levels
of development. You spend squad points to develop
powers. The more you develop a power, the more
effective it is.

mates to use
their powers.
While the

Power Wheel
is active, the

When you max out a power to level 4, you may action stops. You can still look around, though,
then “eVOlVe it” to Obtain an extra beneﬁt. TO dO Wh|Ch a”OWS you to p|Ck a tar‘get for\ an aggpessive
this, you must choose between two evolutionary power, such as Pull or Overload.
options that add even greater effect to the powenr y N\
For example, when you master the Adrenaline Rush
power, you must choose between Hardened and
Heightened. The Hardened Adrenaline Rush reduces e
damage taken while the power is engaged, while EB
Heightened boosts combat awareness to the point / \.

where enemies seem temporarily frozen in time.
Once the evolution of a power is selected, there is
no going back. You may not re-evolve a power.

4

[cAUTIONN

Every single power you can acquire, develop, and
master is listed in the following charts. Each chart
details who may use a power, the benefits of developing
the power, and the final evolution of the power.

i

Class powers are associated with each specific class. Only somebody
within that class, such as a vanguard or adept, can develop this i .

. . , combat capabilities and increase
power. These powers are designed to increase the hero's mastery of the rate at which yoll gain Paragon
the class talents, such as the infiltrator power, Operative. Operatives = gnd Renegade points.
can have more health, inflict more weapon damage, and need less

Passive class powers improve

cooldown time for powers. NOTE
Powver Descripfion Evolution 1 Ewvolution 2 Description Tip
A dark energy sphere dangles Your singularity sphere can ' The radius of your singularity | Park your singularity where
. . your enemies helplessly, Heavy : Wide \ - N .
Singularity : . . . hold numerous enemies . . sphere’s gravitational pull | you think reinforcements will
leaving them wide open to Singularity . Singularity .
attack helpless for a long period. increases. come from.
All your powers last longer Points in this power are
- Unleashes your biotic power yourp : g Your biotic powers do more required to access the
Biotic . . . and take less time to . . s
faster, quicker, and with more Bastion Nemesis | damage and take less timeto | most critical Paragon and
Mastery . . recharge. Paragon/Renegade .
intensity. . recharge. Renegade conversation
scores increase. A
options in the game.

Description Evolution 2 Description Tip

Your combat drone is rigged
You have upgraded the combat
. ) ) to explode when destroyed, Keep your combat drone
Combat Command your very own drone so its electric shock Explosive X P -
Attack Drone pulsing energy that inflicts up at all times; it’s great for
Drone battle robot. damages health, armor, and Drone . ) ) .
- . high damage on all nearby distracting enemies.
biotic barriers. ;
enemies.
Your powers are incredibly Points in this power are

Specializing in combat
operations, you reduce recharge
time on all powers and receive a

bonus to their damage.

Makes your creative powers
faster, flashier, and more Operative
frequent.

efficient. They recharge faster required to access the

Mechanic | and last longer. Your Paragon | maost critical Paragon and

and Renegade scores receive Renegade conversation
their final bonus. options in the game.

Tech
Mastery
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Description

*

Infitrator

Evolution 1 Description

You are a master of the

* Combat

Evolution 2

Ewvolution 2 Descripfion

You have modified your
cloak’s power cells to stay

Use this power defensively.

Tactical To your enemies, you're Assassi- hidden strike, gaining a huge | Enhanced . : Keep this power available for
o ) ) hidden for extended periods, . )
Cloak invisible. nation Cloak | bonus to damage if you attack Cloak . . emergencies and you'll be
. useful for bypassing enemies ) ) .
while cloaked. . ) incredibly hard to kill.
or setting up a strike.
Your endurance and mental
) Your focus in sniper zoom is fortitude reduce the recharge | Want to be a master sniper?
Your weapon damage is more : ! . ) ) v
. L ) enhanced, and you receive a time of powers and give a This power is a must; it
Operative punishing and frequent, and Assassin Agent

targeting enemies is easier.

damage bonus to all weapons
and powers.

bonus to their duration. Your
Paragon and Renegade scores
reach their highest level.

makes it much easier to hit
enemies.

Defender

Fine-tunes your brain, making
your powers more potent and
efficient.

Evolution 1

Guardian

You excel under stress,
reducing your recharge time
as far as it will go, and your

forceful personality takes your
Paragon and Renegade scores
to the maximum level.

Evolution 2

Raider

Ewvolution 2 Descripfion

You specialize in using your
engineering and biotics as
weapons, reducing recharge
time a small amount further
and giving a bonus to your
powers’ damage.

Points in this power are
required to access the
most critical Paragon and
Renegade conversation
options in the game.

Tech Armor

Energy-charged armor boosts

your shields and detonates a

damaging energy wave when
destroyed.

Assault
Armor

The armor is now rigged
for maximum pulse when it
is destroyed, increasing its

damage, force, and radius. In

case any enemies still survive,
it gives an additional shield
boost after the detonation.

Power Armor

The armor’s deflection
capability is now at
maximum, and the armor
can channel its energy into
biotic amps and weapons,
increasing the damage of all
your powers.

Keep this power active all
of the time and you'll be
incredibly hard to kill.

Adrenaline
Rush

Hyper-accelerates your
reflexes, giving you time to
line up the perfect shot.

Evolution 1

Hardened
Adrenaline
Rush

Your endorphins block out
pain and trauma in addition to
speeding your reaction time.
Health damage is reduced for
the power’s duration.

Evolution 2

Heightened
Adrenaline
Rush

Ewvolution 2 Description

Your reaction time is the
stuff of legends. When you
are “on,” enemies seem to

stand still.

Your shots do more damage
when you use Adrenaline
Rush; go for an accurate
headshot for an easy kill.

Concussive
Shot

A massive blast that propels
enemies with bone-crushing
force.

Heavy
Concussive
Shot

A more powerful concussive
blast that knocks down
enemies.

Concussive
Blast

High-energy explosive charges
give your shot an impact
radius large enough to knock
down multiple enemies.

Blast away your enemy’s
shields with your weapon,
then take them down with

concussive shot.

Combat
Mastery

Makes you tougher, stronger,
faster, and more charismatic.

Commando

Your killing intent is ever-
present, increasing weapon
damage and storm speed,
and giving a damage bonus
to powers.

Shock
Trooper

Your survival instinct grants
you an intense concentration
that further increases weapon
damage and storm speed,
and gives a duration bonus
to powers.

Points in this power are
required to access the
most critical Paragon and
Renegade conversation
options in the game.

Charge

Using a damaging shockwave,
ram into an enemy with
incredible force.

Ewvolution 1

Heavy
Charge

\Vanguard

Evolution 1 Descripfion
Your biotic focus is so intense
that not only does the charge
flatten enemies, but also your
reaction speed is increased,
slowing the world around you
as you come out of the charge.

Evolution 2

Area Charge

Ewvolution 2 Descripfion

Your mass effect field now

bursts on impact, sending

out energy that can damage
multiple opponents and
knock them off their feet.

Use Charge defensively
to recharge your barrier,
or to charge away from a

dangerous enemy.

Assault
Mastery

Be faster, fiercer, and more
powerful on the battlefield.

Destroyer

Your weapon inflicts even
more damage, and you
receive a damage bonus to
biotic powers.

Champion

Your staying power lets you
survive marathons of combat.
Power-recharging time and
Paragon and Renegade scores
are improved still further, and
you receive a bonus to biotic
power duration.

Points in this power are
required to access the
most critical Paragon and
Renegade conversation
options in the game.
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Combat powers are advanced military training that helps warriors focus their minds in battle situations,
use special ammunition, and increase damage.
Power Description Ewvolution1  Ewvolution 1L ‘ Evolution 2 Descripfion Used By Tip
An explosive charge spreads Your entire squad gains the
. Burns through armor, the ammunition’s payload on Squad effect of your incendiaries, Vanguards, Stops krogan and
Incendiary . X Inferno ! S ) ) X :
sets enemies on fire, and impact, potentially igniting | Incendiary | allowing you to spread pain soldiers, vorcha from regen-
Ammo Ammo L . ;
damages health. the target and all nearby Ammo and panic in a very literal Jacob erating.
enemies. crossfire.
Freezes enemies, The apex_of cryogenic Your entire ‘squad gains Fhe This s a good
) rounds, this ammunition cryo ammo’s effects, letting )
allowing you to shatter | Improved Squad Cryo . : Vanguards, | general-use power;
Cryo Ammo . freezes targets more you incapacitate large groups . : .
them with gunfire or | Cryo Ammo Ammo soldiers freezing an enemy is
- frequently and for a longer or relentlessly hammer one
biotics. ) always useful.
duration. target.
. A massive blast that Heavy A massive blast that propels ) H|gh-energy exploswle charges ) Knock enemies
Concussive S ) o ) Concussive give your shot an impact Soldiers, .
propels enemies with | Concussive | enemies with bone-crushing : off of ledges with
Shot . Blast radius large enough to knock | Garrus, Grunt .
bone-crushing force. Shot force. ) . Concussive Shot.
down multiple enemies.
This ammunition’s electro- Your entire squad gains the Good against
. ) ) Heavy . . Squad ) \ ) ) .
Disruptor | Rips through shields and . magnetic properties can . Disruptor Ammo'’s effects, Soldiers, synthetic enemies
) Disruptor . o Disruptor . I R
Ammo shreds synthetic targets. cause synthetics to critically allowing you to catch infiltrators and enemies with
Ammo Ammo o ) .
overload and explode. synthetics in deadly crossfires. shields.

Biotic powers are generated through bio-amp technology that allows the user to the generate mass effect
fields. By manipulating mass effect fields, biotic users can move enemies independent of gravity, tear
enemies to pieces with the powerful Singularity attack, and generate protective barriers.

/ AN
._\
/4 N\
._\
Arc powers around obstacles to hit enemies trying to hide from
you. Just target the enemy (you will see its name on-screen)
and then deploy the power. With practice, you can fire around
corners or over cover. Arcing powers around obstacles is a
great way to pull an enemy out of cover!
Power Description Ewvolution1  Evolution 1L ‘ Evolution 2 Descripfion Used By Tip
Hurls enermies through Fling a single enemy with Your mastery of biotic th.rows Adepts, Throw enemies off of
- Heavy unparalleled momentum, ) allows you to hurl multiple sentinels, .
Throw the air using a powerful L Throw Field ' o cliffs or ledges for an
LY Throw smashing it against walls targets into the air simulta- Samara, ) )
biotic field. . ) instant kill.
with hurricane force. neously. Thane
Rips enemies apart at the
) Adepts, )
molecular level and stops ) Increases the blast radius . Warp is super-
} Your Warp damage is hugely |  Unstable o sentinels, .
Warp health regeneration. Heavy Warp : when Warp detonates biotic . effective versus
. . increased. Warp Miranda, .
Effective against armor effects. armor and barriers.
o . Thane
and biotic barriers.
Lev!tates enemies, Your levitational abilities Affects all nearby targets, Adepts Aim to the side of an
Pull rendering themn helpless Heavy Pull | keep your target suspended Pull Field suspending entire groups in vanguards, enemy 1o pull your
while they drift toward ) Jack, Jacob, | target off a cliff or
longer. the air.
you. Samara ledge.
Your Shockwave’s power Your Shockwave now has a Use shockwave on
- L o ) , Adepts, )
Biotic shockwaves topple Heavy strengthens to become a biotic [ Improved | wide impact radius, taking out close enemies and
Shockwave L . : L L o vanguards, .
enemies in your path. | Shockwave | freight train, swatting aside Shockwave | everything in a broad strip in Jack you will get devas-
everything in a long path. front of you. tating results.
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Tech powers are different from biotics. These powers include boosting shields, hacking Al, and engaging a
tactical cloaking mechanism.

4 4 N
(TIP\ (TIP\
Power Description Ewvolution1  Evolution 1 ‘ Ewvolution 2 Descripfion Used By Te
Exploding flame This advanced plasma N The splash zone on this Infiltrators, | Organic enemies will
. Heavy Incineration | plasma round is increased, . o
Incinerate | damages the health and ) round melts or burns nearly A engineers, | panic if you set them
Incinerate . Blast allowing you to scorch ) )
armor of anyone nearby. anything it hits. . Mordin on fire.
multiple targets.
. . Your Al Hacking provides the Your wireless signal is ) When you hack an
Turns synthetic enemies ) S . . Infiltrators, | enemy you also put
) ) Improved | ultimate in shield strength Area Al boosted in strength, affecting . AR
Al Hacking | (mechs, geth) against ) L ) ! ; engineers, | a defensive shield on
. . Al'Hacking | and maintains it for a very Hacking a wide area to hack multiple ' A I ,
their own allies. ) Legion, Tali | it, so its friends can't
long hack duration. robots. ) Lo
dispatch it quickly.
) Your pulse now damages You have increased your Engineers, Does massive
Massive energy blasts : . \ ) )
; Heavy synthetic enemies so Area pulse’s strength to cover a sentinels, damage against
Overload overpower shields and ; L : )
) ) Overload | brutally that they explode on |  Overload wide area, making it easy to Garrus, shields and synthetic
synthetic enemies. « » . . . :
death. hit multiple targets. Miranda enemies.
You have upgraded the Your combat drone is rigged Target a specific
. . . to explode when destroyed, . enemy when you
Combat | Command your very own Attack combat drone so its electric | Explosive X P Engineers,
pulsing energy that inflicts . .| castacombat drone
Drone battle robot. Drone shock damages health, Drone . Legion, Tali L
et . high damage on all nearby and it will attack that
armor, and biotic barriers. }
enemies. enemy.
This cryo weapon’s fluid
The blast potency and freeze dynar_m_cs are engineered to Engineers, | Frozen enemies are
Snap-freezes your Full Cryo o Deep Cryo maximize your chances of .
Cryo Blast duration is much longer than . : ) Sentinels, more vulnerable to
targets. Blast -~ Blast freezing multiple targets in the .
the initial blast. ) ) _— Mordin damage.
immediate area of the initial
blast.

Most squad member powers are ‘
specific to one member of the
team. Shepard can learn certain
active squad powers (such as

Barrier or Slam) through research. m\

Description Evolution 1 Evolution =) Evolution 2 Description
. Creates a shield that Heavy Your barrier s nearly impen Improved Your barrier lasts a few critical Heavy Barrier is great in
Barrier soaks up huge amounts . etrable, shrugging off even heavy ;
Barrier Barrier seconds longer. tough boss battles.
of damage. Weapons.
Boosts Jacob’s combat Jacob’s experience surviving Jacob’s expertise in neutralizing | Using too much medi-gel on
Cerberus : Cerberus Cerberus L .
. skills, weapon damage, gunshot wounds and other . hostiles increases his weapon | Jacob? Choose the Cerberus
Operative Veteran . , Specialist )
and health traumas increases Jacob’s health. damage. Veteran evolution.

—E PRINMA Official Came Guide | primagames.com

Description Evolution 1 Evolution 2 Descripfion
I-!ones Miranda’s combat Miranda’s coordination of the fire Miranda’s leadership tactics Turn Miranda into a team
Cerberus | skills, weapon damage, and | Cerberus ) ) Cerberus ) . . .
) team gives an increased bonus to . leave no one behind, giving an player with the Tactician
Officer health. The entire squad Leader Tactician | . )
) squad weapon damage. increased bonus to squad health. evolution.
receives a combat bonus.
Miranda forgos brute force and

A biotic body-slam that Ml.randa § Slam force.|s Crippling instead Slams the.targgt on lts. All classes can actually
Slam o ; Heavy Slam | prodigious and causes grievous most vulnerable points, incapaci- :

inflicts massive damage. . Slam . learn this power.

bodily harm. tating the opponent for some
time after impact.
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Mordin
Description Ewvolution 1 Ewvolution 1 Description Ewvolution 2 Ewvolution 2 Description
Mordin’s shock strength on ) )
.0 din's s O.C strength on a Mordin’s shock capacitors are
. . Heavy single target is so severe that . . .
Neural | Cripple an organic enemy X ) Neural greatly increased, allowing a All classes can learn this
o Neural multiple shocks can be chained ) . .
Shock with pain. Shockwave | wide area of effect to hit multiple power,
Shock together to deny an enemy any
; targets.
chance of action.
Strengthens Mordin’s . . . . - —_— .
) ) . Mordin’s technical breakthroughs ) Mordin's studies of ballistics, | Is Mordin using up medi-gel?
Salarian combat skills, weapon Salarian ) Salarian . f .
- . further increase the strength of physics, and shock trauma Evolve to Salarian Genius to
Scientist damage, health, and Genius S Savant . . -
shields his shields. increase his weapon damage. boost his shields.
Garrus
Description Evolution 1 Ewvolution 1 Description Evolution 2 Evolution 2 Description
Advanced tungsten carbide Squad Time spent custom gunsmithing Ch.oose the group ver§|on of
Armor- . . ; ) this power if you don’t have
I Increases damage to Tungsten rounds in discarding sabots Armor- allows the entire squad to gain
Piercing . I o any weapon powers, and you
armor and health. Ammo increase the damage done by Piercing the effects of Armor-Piercing ;
Ammo L can use this on your own
Armor-Piercing Ammo. Ammo Ammo.
weapons!
Enhan rrus’ . ) )
ances Garruss If it can be fired, Garrus knows Long hours alone against
) combat skills, weapon . L . ) . . If Garrus falls often, use
Turian Turian how to use it. His weapon Turian impossible odds have condi- . . S
damage, and health. : ) ) \ Turian Survivor to give his
Rebel : Renegade and power damage increase Survivor tioned Garrus’s health and kept
Makes his powers more . : health an extra boost.
damaging dramatically. his powers sharp.

Krogan
Berserker

Description

Enhances Grunt's
weapon damage and
health. Gives him krogan
health regeneration.

Evolution 1

Krogan
Pureblood

Grunt

Evolution 1 Description

Grunt's mastery of his blood rage
increases his already fantastic
regeneration rate, letting him
survive wounds that would Kill

other krogan.

Evolution 2

Krogan
Warlord

Evolution 2 Description

Grunt can go berserk without
losing his lethal focus, increasing
his weapon damage.

Evolve Krogan Berserker
and Grunt will be nearly
unstoppable.

Fortification

A brief but massive boost
to Grunt's armor.

Improved
Fortification

The armor is more resilient and
reacts better to multiple hits,
increasing its duration.

Heavy
Fortification

By altering the chemistry of the
prime ingredients of the armor, it

now absorbs even more damage.

Heavy Fortification boosts
Grunt's armor rating.

Description

Transforms absorbed
biotic energy into

Evolution 1

Jack

Evolution 1 Description

Further increases damage done
by warp ammo, which now tears

Ewvolution 2

Evolution 2 Description

In an impressive feat of sustained

Choose the group version of

Warp heavier damage against Heavy Warp flesh and metal like a miniature Squad Warp. | - biotic conceniration, you can this power to share its effects
Ammo o Ammo . . Ammo grant the effects of Warp Ammo . .
health, armor, and biotic disruptor torpedo. Effective } with the entire squad.
! ) . to the entire squad.
barriers. against barriers.
. Enhances Jacks weapon . Jack can push her biotic abilities . Jack focuses her ruthless energy | Jack is a powerful biotic, but
Subject damage and health. Primal . . Primal ) ) : N )
to the limit, greatly reducing the into combat, heightening her | with Primal Adept, she’s even
Zero Improves her power Adept Vanguard

recharge time.

recharge time of her powers.

weapon damage.

more of a biotic killer.

Description

Evolution 1

Tali
Ewvolution 1 Description

Your energy drain is much more

Ewvolution 2

Ewvolution 2 Description

Area Drain is better suited

Drains enemies’ shields Heavy R . You can greatly widen your i
Energy ; disruptive to synthetics and . R ... | forcrowd control situations.
; in order to boost your Energy ) } Area Drain | energy drain’s radius to easily hit . e
Drain ; ; shields, causing unparalleled ) Against lone targets, it is not
own shields. Drain multiple targets.
damage. as powerful.
. Tali is operating at peak Tali's expertise in engineerin
Sharpens Tali's combat . operaling af peak. . p ' eng g . . :
. . . efficiency, increasing the duration . firearms of all kinds increases | Tali’s great with a submachine
Quarian skills and weapon Quarian of her powers. Modest cyber: Quarian her weapon damage. Modest un. She'd be even better
Machinist | damage. Lengthens her | Engineer P ] Y Mechanic P ge. gun.

power duration.

netics and immuno-enhancers

increase her health.

cybernetics and immuno-
enhancers increase her health.

with Quarian Mechanic.
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Samara
Evolution 1 Ewvolution 1 Description Evolution2 = Ewvolution 2 Description
Damages the nervous or The biotic focuses on snuffing The biotic becomes a vortex
synthetic system to prevent . \ g P ) \ , .
) Heavy out a single target’s life, of life, increasing the Reave’s Don't even bother using
Reave target from healing. Restores ) : ) Area Reave . . )
o Reave increasing the Reave’s strength, radius to affect multiple Reave against geth or mechs.
the biotic’s health when power .
: . X duration, and damage. targets.
is used against organics.
Increases Samara’s combat Samara’s biotic abilities Samara’s time is spent . '
. . ) . ) ) . Evolve to Sapiens Justicar to
Asari skills, weapon damage, and Sapiens now rival those of an asari Caedo honing her lethal skills, L
. ) . . ) ) . unleash more biotic powers
Justicar health. Improves her power Justicar | matriarch, further reducing the Justicar increasing her weapon
. . more often.
recharge time. recharge time of her powers. damage.
Thane
Description Evolution 1 Evolution 1 Description Evolution 2 Ewvolution 2 Description
Increases Thane’s Thane's apator_mcgl experUsg Thane’s experience surviving Combine Drell Marksman
Drell ) Drell and unerring aim increase his . ) ) .
. combat skills, weapon ; Drell Veteran | life-threatening wounds increases | with Heavy Shredder Ammo
Assassin Marksman weapon damage beyond its : ) . )
damage, and health. ) his effective health. to create an ultimate warrior.
already extraordinary level.
. The entire squad now gains
Shredder Increases damage to Heavy Ypur ammo now delvers the Squad the effects of Shredder Ammo, | This is a great power to share
) Shredder | ultimate in grievious wounds to Shredder . . )
Ammo health of organic targets. making short work of organic with the whole squad.
Ammo fleshy targets. Ammo opponets

L_egion

Description Evolution 1 Evolution 1 Description Ewvolution 2 Description
Re-routing the shield generator

Co-opt geth shield Heavy Geth | The shield’s increased strength Improved Power up Legion’s weapons

Geth Shield technology to deflect Shield | enables it to absorb impacts from | Geth Shield into your WEapons POWER SOurce | Improved Geth Shield
Boost can boost their damage for the
attack damage. Boost even heavy weapons. Boost . : Boost.
duration of the shield.
Augments Legion’s .
. Legion has become an expert )
combat skills and . . ) Legion has created redundant ) )
Geth Geth at disassembling organics and - ) Save on medi-gel by evolving
) weapon damage. ) S ; Geth Trooper | systems for its critical functions, .
Infiltrator : Assassin synthetics alike, increasing . s into Geth Trooper.
Improves its power . increasing its health.
h Legion’s weapon damage.
recharge time.
Naturally, not every being you encounter in the However, there is a standardized approach for
galaxy greets you with an open hand. Those aligned detailing your enemies found in each profile. Each
with evil will attack at a moment’s notice, from lowly  enemy profile includes listings for the foe's carried
mercenaries to advanced robots programmed to weapon and any special powers or defenses. The
kill on sight. When you do find yourself in a combat profile also lists a classification for the enemy so
situation, your second-best weapon is knowledge you have intel on how much resistance to expect
(it’s hard to argue that the gun at your side is not from the target.
the best). Profiles of the enemies you encounter « Minion: A low-level enemy with average intel-
throughout your adventure are placed throughout ligence.

the walkthrough section of this guide so you know
how to deal with them when you meet them for the
first time.

* Elite: An intelligent enemy with good attack
strength and use of powers.

* Sub-boss: A very intelligent enemy with good
defenses, powerful weapons, and aggressive use
of powers.
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When you target an enemy, you immediately see
the current condition of its defenses beneath its
name. This information is located along the top of
the screen. The base of the enemy information is its
health, which is indicated by a red bar. If the enemy
has shields, armor, or barriers, meters for those
defenses appear over the health bar

Enemy Health: Health is the baseline of enemy
vitality. Once health has been reduced to zero,
the target dies.

Enemy Armor: Enemy armor is shown with an
orange bar Armor can be removed by shooting
the enemy or using powers on it, even if the
power itself does not have the desired effect
on the target. The best powers for breaking
through armor are Warp and Incinerate. Heavy
pistols, sniper rifles, and assault rifles are good
for depleting armor, especially if equipped with
incendiary ammo.

Enemy Shields: Tech-based shields are displayed
as a blue bar. Like armor, shields prevent most
powers from having the desired effect, but
casting a power on a shielded enemy still does

damage to the shields. The best weapons to use

against shields are rapid-fire ones, such as the

submachine gun or assault rifle. Disruptor ammo

is effective against shields, and the Overload
power can dismantle a shield.

Enemy Barrier: Biotic-based barriers are noted
with purple bars. You can weaken a barrier by
shooting it or casting a power on it, although
the barrier will thwart the main effect of the
power. The best weapons against barriers are
submachine guns, shotguns, and assault rifles.
Concussive Shot and Warp are useful against
barriers, too.

Not all enemies have health bars. Enemies that are
defeated by depleting their armor have the armor
bar at the base of their defense information.

NOTE

Walkthrough

Special Assignments

Planetary Datahase Appendix

EJ\EJ

Bonus Povver

Each time you successfully complete a loyalty
mission, your newly loyal squad member will earn a
loyalty power, and you will earn a loyalty Achievement.
The loyalty Achievements you earn will grant you

a special option if you replay the game. After
completing the character creation using a new or
imported character, you will be able to select a
single bonus power for Commander Shepard before
any experience has been gained. Here is the full
list of bonus powers you may choose from and the
Achievement you must earn to make that power
available:

Armor-Piercing Ammo Fade Away
Barrier Ghost of the Father
Dominate ?27?
Energy Drain Treason
Fortification Battlemaster
Geth Shield Boost A House Divided
Neural Shock The Cure
Reave Doppelganger
Shredder Ammo Cat’s in the Cradle
Slam The Prodigal
Warp Ammo Catharsis

A full explanation of each power is found in the
“Squad Powers” table in this chapter.

(0

'ﬁﬁﬁ
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Upgrades and Research

Training

Commander Shepard can improve the mission’s chances for success by
pursuing more than just weapons and powers. Upgrading the squad’s
weapons and armor, building special prototype upgrades, and pursuing new
technology via research projects is essential for keeping the squad ready for

the growing threats in the galaxy.

Walkthrough

Special Assignments Planetary Database Appendix

/
'mﬁ

There are two categories of upgrades and improvements that Shepard must keep track of: upgrades
and research projects. These are intertwined. Many research projects require that you already possess a
specific upgrade that you acquired in the field or purchased from a shop. For example, you won't be able to
access the Tungsten Jacket research project until you have upgraded your assault rifle to Damage Level 2.

Upgrades make your equipment and abilities more powerful. There are three ways to acquire upgrades:
Spend credits to purchase them in stores. Find them during missions by scanning technology with the

omni-tool. Or, complete research projects.

Almost all upgrades have multiple levels. The benefits of upgrades are largely multiplicative. When
Shepard discovers the first biotic damage upgrade, it offers 10 percent additional damage from biotic
attacks at level 1. Acquiring level 3 increases the additional damage to 30 percent.

You can keep track of all acquired upgrades in the lab on the Normandy,

which is available once you convince the professor to join your team.
Shepard’s private terminal in the CIC or inside the commander’s personal
guarters charts all of the upgrades acquired, and can help reveal
deficiencies. Using the information provided by the terminal (and these
upgrade charts), you can make educated moves toward gathering more

Check the inventories

of shops in the appendix
to locate where you can
purchase many upgrades.

NOTE

upgrades, which in turn can affect which research projects you pursue.

As soon as you have located and recruited the
professor, Mordin Solus, you can begin discovering
research projects. Research projects consist

of everything from new weapons, such as the

cryo blaster, to the Microfiber Weave upgrade,
which increases the ferocity of Shepard’'s melee
attacks.

Not all research projects are immediately available,
though. As you finish missions, new research
projects open up in the lab.

NOTE

The most powerful upgrades in the game are built
in the lab, and become available to you when you
acquire enough weaker upgrades. For example,
purchasing or researching assault rifle upgrades
will unlock research projects for powerful addtional
assault rifle upgrades.

Discover research projects by scanning unique
technology (such as computer terminals or
discarded weapons) on missions. Scanning this
technology with the omni-tool automatically sends
data back to the Normandy for analysis. Once
analysis is complete, research projects become
available; you can view your research projects at the
research computer in the Normandy's lab.

In the lab, spend minerals to turn research
projects into upgrades. Minerals can be found in
storage crates while on a mission or through mining
operations via probes.

Be sure to reference the “Planetary Database”
chapter to see which worlds are more likely to have
the best element deposits.

NOTE

[
'ﬁﬁﬁ
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Sometimes when you obtain an upgrade, your
scientists will have a research breakthrough and a
brand-new research project will become available.
The upgrades produced from these research break-
throughs are the best upgrades in the game. It
can’'t be stressed enough: Researching upgrades
is critical to success in Mass Effect 2. It’s recom-
mended you obtain enough minerals to obtain
all useful research upgrades as they will greatly
improve your capabilities.

Use the tables and charts in this chapter to
take the guesswork out of acquiring upgrades
and research projects. By knowing exactly which
upgrades are out there and which research projects
you may want to complete, you can prioritize which
upgrades Shepard pursues. Upgrade tables note
when an upgrade can only be acquired via a research
project, and if so, how much the project will cost.

Stores and Upgrades

Stores on galactic hub worlds are an excellent way
of acquiring upgrades. Upgrades can be purchased
from stores with credits. Obtain credits on
missions by finding them and by receiving a bonus
from Cerberus for completing missions.

Weaspons Found on

Shepard will sometimes obtain new weapons while
on missions. Once these weapons are obtained,
Shepard’s entire squad will immediately start using
the new weapon if possible. New weapons are
always upgrades over stock Cerberus weapons.

Weapon Upgrades

Weapon upgrades improve the quality of Shepard’s
existing weapons. The most common upgrades are
damage upgrades, but more advanced upgrades can
be developed with research. Most weapons have
five damage upgrades available and two advanced
upgrades that improve the weapon on a more funda-
mental level.

All upgrades are cumulative. For example, if you
have two assault rifle damage upgrades you will get

# of
Upgrade

Found/
Research

Upgrade
Level

Technology

Upgrades purchased from stores can help your
science team discover new research projects for
more powerful upgrades.

Nissions

If you obtain a new weapon but would prefer to
use a previous weapon, access a weapons locker to
switch back to your old weapon.

+20 percent assault rifle damage. If you acquire a
third the bonus increases to +30 percent.

Upgrades affect all weapons of the appropriate
type in Shepard’'s squad.

Obtain upgrades that improve Shepard’'s weapons
and the weapons of favored squad members,
and you will have a better chance at success on
missions.

Name Upgrade Levels Praject Required Description
Provides +25% assault rifle damage against armor, shields, and biotic barriers.
. Upgrades the assault rifles, battle rifles, and machine guns for your entire
, Assault Rifle ) o )
Tungsten | Assault Rifle 15,000 squad. The slugs’ tungsten content is increased, and the weapon’s computer
) 1 Research Damage o . . ; : ) . :
Jacket Penetration Iridium is recalibrated, improving penetration of heavily armored targets. A phasic

Level 2 D -
envelope surrounds each slug before it is fired at a target. This disrupts any
mass effect field protecting the target, resulting in better penetration.

Your entire squad’s assault rifles are now much more accurate. Upgrades
assault rifles, battle rifles, machine guns. A smart targeting module calculates
. Assault Rifle and compensates for minute barrel movements, weather, and the environment.
) Assault Rifle 25,000 - . , ,
Targeting VI 1 Research Damage o Firing on a target in a howling gale feels the same as it does on a calm day on
Accuracy Iridium . f . .

Level 3 a practice range. Smart targeting does not mean the bullet will automatically
find the mark every time the trigger is pulled; it only makes it easier for the
marksman to aim.

] 5 - - -
Kinstic Assault Rifle 2 Found, 3 2,500/ 5,000/ Provu_ies +10% assault rlﬂ_e damage. Up_grades assault rifles, battle rlfles,y and
5 None o machine guns for your entire squad. This upgrade strengthens a weapon's
Pulsar Damage Research 7,500 Iridium ) ) . . )
mass effect field generator, increasing the velocity of each slug fired.

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



Introduction Training Upgrades and Research Walkthrough Special Assignments Planetary Datahase Appendix

_a PRINMA Official Came Guide | primagames.com

# of
Technology Upgrade
Name Upgrade Levels Description
Provides +50% submachine gun (SMG) damage against shields and biotic
. Submachine Submachine barriers. Upgrades SMGs for your entire squad. A module in the mass effect
Phasic ) ; L
Jacketin Gun 1 Research Gun Damage field generator creates a phasic envelope around each slug before it is fired at
g Penetration Level 2 a target. This disrupts any mass effect field protecting the target, resulting in
superior penetration.
. Submachine Submachine Adds 10% more submachine gun (SMG) rounds. Improves SMGs for your
Heat Sink . - ) _ }
Canacit Gun Extra 1 Research Gun Damage entire squad. More efficient heat-sink materials improve the absorption and
pacty Rounds Level 3 dissipation of heat. Allows for smaller, easier-to-carry heat sinks.
5 - -
Microfield | Submachine 2 Found. 3 2500/ 5,000/ Squad bonus +19 % submach.me gun darpage. Upgrades they submachine .
5 None L guns of your entire squad. This upgrade improves a weapon's mass effect field
Pulsar Gun Damage Research 7,500 Iridium . . . )
generator, increasing the velocity of each slug fired.
) Provides +50% heavy pistol damage against armor. Upgrades heavy pistols
. Heavy Pistol ) .
Sabot Heavy Pistol and hand cannons for your entire squad. Increasing the tungsten content of
) . 1 Research Damage . - \ . . .
Jacketing Penetration Level 2 Palladium | slugs and recalibrating the weapon’s computer improves penetration of heavily
armored targets.
Heavy pistols sometimes deal double damage. Upgrades the heavy pistols and
’ hand cannons of your entire squad. Normandy’s scientists have prototyped a
. Heavy Pistol s " ) )
Smart Heavy Pistol modification to the traditional smart-targeting module commonly incor-
" 1 Research Damage . S Lo )
Rounds Critical Palladium | porated into high-end weaponry. While this technology is commonly used to
Level 3 . o ;
compensate for wind and recoil, it was adapted to slightly deflect rounds to
strike a more vital part of an enemy.
- S - -
. Heavy Pistol 2 Found, 3 Provides +10% heavY pistol damage. Upgradfes heavy pistols an(yi hand
Titan Pulsar 5 None 5,000/ 7,500 | cannons for your entire squad. This upgrade improves a weapon's mass effect
Damage Research ) ) . . ) )
Palladium | field generator, increasing the mass and acceleration of each slug fired.
Increases damage by +50% against shields and biotic barriers. Improves
. . Shotgun shotguns, heavy shotguns, and assault shotguns for your entire squad. With
Microphasic |  Shotgun o X )
: 1 Research Damage : the addition of a phasic module to the mass effect field generator, each slug
Pulse Penetration Platinum . . ) L o
Level 2 is encased in a phasic envelope before it is fired at a target. This disrupts any
mass effect field protecting the target, resulting in superior penetration.
Shotguns, heavy shotguns, and assault shotguns double their rounds. This
Shotgun Shotgun . - : .
) bonus affects the entire squad. More efficient heat-sink materials improve the
Thermal Sink Extra 1 Research Damage . : S .
Platinum | absorption and dissipation of heat. Allows for smaller, easier-to-carry heat
Rounds Level 3 .
sinks.
1 0,
Synchronized | Shotgun 2 Found. 3 Provides +10% shotgun damagg. Improves shotguns,’ heavy shotgur]s, and
5 None 5,000/ 7,500 | assault shotguns. This upgrade improves the weapon's mass effect field
Pulsar Damage Research . . . : )
Platinum | generator, increasing the mass and acceleration of each round fired.
. . Increases damage by +50% against armor. Improves sniper rifles for entire
. . Sniper Rifle . o
Tungsten Sniper Rifle squad. Increasing the tungsten content of slugs and recalibrating the
. 1 Research Damage ; \ ; . : )
Sabot Jacket | Penetration Level 2 Platinum weapon’s computer greatly improves penetration against heavily armored
targets.
Sniper rifles deal +50% headshot damage. This bonus affects the entire squad.
Sniper Sniper Rifle Normandy’s scientists have prototyped a modification to the traditional smart-
Combat . ! o o
Headshot 1 Research Damage . targeting module commonly incorporated into high-end weaponry. While this
Scanner Platinum . ! L
Damage Level 3 technology is normally used to compensate for wind and recoil, it was adapted
to slightly deflect rounds to strike a more vital part of an enemy’s head.
- PR — -
Sniper Rifle 2 Found, 3 Provides f10 % smpgr rifle damage. Improyes sniper nﬂe; for your entire
Scram Pulsar 5 None 5,000/ 7,500 | squad. This upgrade improves the weapon’s mass effect field generator,
Damage Research } . . ) )
Platinum increasing the mass and acceleration of each slug fired.

Armor upgrades improve the defensive and medical
capabilities of Shepard’'s squad. They also can
upgrade biotic and tech powers by improving biotic
implants and omni-tools. This category of upgrade
affects your biotic powers (damage, cooldown),

shield strength, and medi-gel usage. Many upgrades

in this category have cumulative effects.

There are five basic upgrades for each armor
component and two advanced upgrades.

Biotic and tech upgrades are extremely valuable
in increasing the offensive abilities of biotic and
tech squad members and Shepard (unless the
commander is a soldier).
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None

500/ 1,000/
1,500 Element
Zero

Provides +10% biotic damage. Standard firmware shipping with bio-amps
is designed to work with a variety of alien races and nervous systems. By
hacking this firmware to relax built-in safety protocols, more powerful mass
effect fields can be generated. Each hack must be done carefully, tuned to
the individual’s nervous system, or there’s risk of nervous system damage,
sensation loss, or blindness.

Neural Mask

Biotic
Duration

Research

Biotic
Damage
Level 2

3,000 Element
Zero

Provides +20% biotic power duration. Maintaining a single mass effect field
requires continual concentration. By measuring and replicating neural system
activity, this upgrade enables the user to maintain mass effect fields with less
effort.

Smart
Amplifier

Biotic
Cooldown

Research

Biotic
Damage
Level 3

5,000 Element
Zero

Provides 20% faster biotic cooldowns. Generating a mass effect field requires
significant concentration. After generating a field, all biotics require some rest
before they have the mental focus and clarity to generate another. By tracking
neural activity and recognizing the individual patterns of the user, the amp can
better interpret the kind of field the biotic wishes to generate. This requires
less focus when generating fields and reduces cooldown time.

Microscanner

Medi-gel
Capacity

2 Found, 3
Research

None

2,500/
5,000/ 7,500
Platinum

Medi-gel capacity is increased by 1. All modern combat armor incorporates a
first-aid interface. Microprocessors in this interface monitor vital functions and
release small localized doses of medi-gel to accelerate the healing process.
Manually timed heavy doses of medi-gel can be released in response to

major trauma. However, the efficiency of this depends on proprietary medical
software that cannot be copied and is prohibitively expensive. Cerberus has
developed its own software and is actively working to impove its efficiency.

Trauma
Module

Unity
Increase

Research

Medi-gel
Capacity
Level 2

15,000
Platinum

Unity heals your squad to full health. A standard first-aid interface can
stabilize a badly wounded soldier, preventing death from all but the most
serious wounds. The base technology, however, is ineffective on conscious
soldiers who are currently taking fire, as each pain signal resets the process.
A trauma module separates the medi-gel administration into two layers:
active and passive. The active layer constantly distributes small amounts of
medi-gel to fresh wound sites. The passive layer handles major deployments
to incapacitating wounds. When large amounts of medi-gel are deployed to
incapacitated squad members, fighting members are also healed.

Shield
Harmonics

Emergency
Shielding

Research

Medi-gel
Capacity
Level 3

25,000
Platinum

Unity restores squad member shields to full strength. Shield emitters are
optimized to produce a strong, reliable kinetic barrier that can be active for
hours. Because of the potential for interference, it is nearly impossible to run
two active emitters simultaneously. When one kinetic barrier is down, it's
possible to activate a second, but this will generally interfere with the reacti-
vation of the primary barrier. With precise timing, a short-term kinetic barrier
can be made that seamlessly retracts when the primary barrier regenerates.

Ablative VI

Damage
Protection

2 Found, 3
Research

None

2,500/
5,000/ 7,500
Palladium

+10% to shields, barriers, and armor. This comprehensive systems upgrade
offers improved protection for all squad members, regardless of team
members’ individual defensive strategies.

Burst
Regeneration

Redundant
Field
Generator

Research

Damage
Protection
Level 2

15,000
Palladium

Sometimes when Shepard’s shields go down, they are instantly fully restored.
Kinetic barriers have improved the survival rate of individual soldiers against
modern weapons, but attempts to reinforce failing shields with backups have
traditionally failed due to interference. This area has remained an active topic
of research for Cerberus, and a prototype redundant field generator has been
created. With the proper investment, this can be miniaturized for personal use.

Nanocrystal
Shield

Hard Shields

Research

Damage
Protection
Level 3

25,000
Palladium

Shepard’s shields take 20% less damage. Cerberus has achieved limited
success in studying geth shield technology. Its scientists don’t completely
understand why, but it seems geth shields are not as vulnerable to incoming
projectiles. A breakthrough is imminent, however, and it is possible to make a
modified mass effect field generator that mimics this technology.

Multicore
Amplifier

Tech
Damage

2 Found, 3
Research

None

500/ 1,000/
1,500 Element
Zero

Provides +10% tech power damage. Standard omni-tools are calibrated with a
wide neural input tolerance range so they can be used effectively by any race.
By tuning the inputs of the omni-tool to match the specific neural patterns of
the user, responsiveness and power can be greatly increased. Once tuned in
this manner, the omni-tool is almost unusable by anyone but the wearer, and it
must be constantly recalibrated to subtle neural shifts.
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# of Found/ Upgrade
Technology Upgrade Research Level Research
Name Upgrade Levels Praject Required Cost Description
Provides +20% duration for all tech powers. Traditional omni-tools are tuned
for precise and delicate work. Eclipse engineers tune their omni-tools in an
opposite manner, focusing on quickly releasing raw energy, but rendering
Custom Tech 1 Research Tech Damage | 3,000 Element | them incapable of performing delicate work without swapping in an alternative
Heuristics Duration Level 2 Zero tool. Cerberus has prototyped a multiple-operating-system approach that
should allow one omni-tool to run dozens of configurations, with instan-
taneous swapping as the user switches tasks. This should result in better
performance at each individual task.
Provides +20% faster cooldown on tech abilities. Most omni-tools are tuned
Hydra Tech Tech Damage | 5,000 Element to have an effective life span of .10 years or more for precision wor}< and up
1 Research to 50 for more general tasks. Disabling most safety protocols and installing
Module Cooldowns Level 3 Zero . . -
an experimental power core improves efficiency but reduces the expected
operating life span by a factor of 20.

Prototype Upgrades

specific squad member, or tuning a squad member’s
implants.

Most upgrades can be mass-produced in the
Normandy's lab. Prototype upgrades are experi-
mental technology that can only upgrade a single

Investing in prototype upgrades for Shepard
squad member.

and your favorite squad members will dramatically

Examples of prototype upgrades include building increase their combat capabilities.
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heavy weapons, building a unique weapon for a

# of Found/ Upgrade
Technology Upgrade Research Level Research
Name Upgrade Levels Praject Required Cost Description
Heav Provides +15% heavy weapon ammo capacity. The power cell technology used
Microfusion y 2 Found, 3 2,500/ 5,000/ | by heavy weapons is fairly old but can be improved by rebuilding the core with
Weapon 5 None i .
Array Research 7,500 Iridium [ more modern components. These improvements allow standard power cells to
Ammo . )
yield more shots per power cell and allow for more total shots to be fired.
This is a rapid-fire missile launcher with seeking projectiles. It’s effective
against armor, shields, and biotic barriers. Missile launchers are surfacing with
increasing frequency among mercenary bands in the Terminus Systems, but
ML-77 New Heav Heavy their origin is unknown. Each projectile features a friend-or-foe recognition
Missile y None Research Weapon 5,000 Iridium | system, ensuring it will find a hostile target—though not necessarily the one
Weapon ) ) A ) )

Launcher Ammo Level 1 in the crosshairs. In urban situations, it is useful for taking out snipers and
other entrenched enemies, so it is popular with the Blue Suns mercenary
band. It is nearly impossible to duplicate, as it uses Fabrication Rights
Management (FRM) technology.

Cryo round technology is used to modify standard weapon slugs. A cooling
laser collapses the ammunition into Bose-Einstein condensate, a mass of
N-622 New Heavy Heavy 15,000 super-coolyed syba_tomlc particles capable of snap-f_reezmg impacted objects.
None Research Weapon - Normandy’s scientists have found a way to apply this technology on a large
Avalanche Weapon Iridium ) : . ’ L
Ammo Level 2 scale: By generating a mass effect containment “bubble,” this proof-of-concept
large weapon technology is effective against armor, shields, and biotic barriers.
It is nicknamed the “cryo blaster.”
The effectiveness and efficiency of mass-effect-based weapon technology has
rendered large-scale deployment of highly explosive weaponry all but obsolete
in infantry weapons. Normandy’s scientists have prototyped a modified version
New Heav Heavy 95000 of traditional high-explosive rounds that is applied to a 25-gram slug. When
M-920 Cain y None Research Weapon o accelerated to 5 km per second, the round is devastating. Though a technically
Weapon Iridium . ) - B N
Ammo Level 3 inaccurate label, this prototype weapon is nicknamed the “nuke launcher,
and its high-explosive matrix generates an archetypical mushroom cloud on
impact. Inflicts high damage with a large area of effect. Very effective against
armor, shields, and barriers.
S —
Lattice Health 2Found, 3 2,500/ Shgpard get§ +10% heallth. Strong synthetic fibers can be woven thrgugh the
. 5 None 5,000/ 7,500 | skin, dramatically reducing damage taken from most attacks. These fibers also
Shunting Increase Research ) ) L : )
Palladium | act as a medi-gel conduit, improving healing.
' Shepard takes 50% less damage from melee attacks. By reinforcing the
Melee Lattice . .
Skeletal . 15,000 skeleton with a synthetic weave, bones can be made almost unbreakable. In
. Defense None Research Shunting . ; ) o
Lattice Palladium | the event of bone trauma, medi-gel conduits allow for bone regeneration in a
Boost Level 2
matter of days.
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- Lattice Shepard’s melee attack is now more powerful. Perforating the muscles with
Microfiber | Melee Attack . 25,000 P .
None Research Shunting ) micro-fibers increases overall strength and decreases the potential for muscle
Weave Boost Palladium )
Level 3 damage from exertion.
5 — ” -
Microfiber Krogan 1 Found/t 5,000 Grunt gets +25% health. A scientist namgd Okeer designed a retrovirus Fhat
o 2 None . matches the krogan genetic code. Modifying the gene sequence of the virus and
Weave Vitality Research Platinum R . : . !
injecting a small amount into a krogan can introduce a change in that genetic code.
Custom Krogan 15,000 Grunt gets a Claymore heavy shotgun. Armory scientists produced a single
Claymore Shotgun None Research None Platinum prototype for Grunt that appears to be unbalanced.
- I - -
Cyclonic Geth Shield 1 Found/1 5,000 Legion get; +25% shield strengt‘h. Getlh and Alliance techljology d|yerged when
: 2 None ) the geth migrated beyond the Veil. While geth technology is wholly incompatible
Particles Strength Research Platinum U . ) :
with Alliance technology, this upgrade improves on geth shield strength.
Custom Geth Sniper 15,000 Legion gets an M-98 Widow anti-material r|flg. Wlth enough raw resources
) . . None Research None . and access to the armory lab, an advanced sniper rifle compatible only with
Widow Rifle Rifle Platinum .
Legion can be produced.
Subject Zero gets +20% biotic damage. Subject Zero’s vital signs show
Multicore | Subject Zero 3,000 Element progressive neural degeneratlon, which would normg!ly decrease her potential
o None Research None ability to generate mass effect fields. Instead, her ability appears to be
Implants Biotic Boost Zero . ) . ) ) ) . .
increasing. Replacing the power module in her bio-amp with a higher-capacity
prototype module would dramatically increase the strength of her biotics.
Custom Tech Mordin 3,000 Element | Mordin gets +20% tech power damage. Mordin built his own omni-tool and
. None Research None - . .
Upgrade Omni-Tool Zero can make significant upgrades given the proper materials.
Tactical Shif Retrain None Research None 3,750 Element Adv_apced tra!nlng allows Shepard to re-allocate points to powers. No
Powers Zero additional points are granted.
Tactical Advanced 7500 Element Throggh intensive training, Shepard canlle;.arn to use a single bonus power.
- None Research None Obtaining more loyal squad members will increase the number of powers
Mastery Training Zero ;
available for Shepard.

Normandy Upgrades

Appendix

The Normandy is the most technologically advanced
Cerberus ship in the galaxy, but improvements are
always possible. Upgrades to the Normandy will
improve her combat capabilities, increasing the
chance of success in Shepard’s final mission. Other
upgrades will aid in exploration or improve the ship’'s
medical capabilities.

All ship upgrades must be researched. To obtain
these research projects, talk to your crew members
and ask them about research or ship upgrades.

Without any ship upgrades, you will be in extreme
peril if you ever confront an enemy Collector ship.

[

[ TIP

Found/ Upgrade
Technology Research Level Research
Name Upgrade Project Required Cost Description
Argus Scanner Ad\(anced 15,000 The Ayndroid Group’s proprietary Argus Planet Scan Technology has been integrated into
Mineral Research None . - Lo ’
Array Scanner Iridium the ship’s systems. This will greatly speed up the planet-scanning process.
Cvelone Shield 15,000 The rapidly oscillating kinetic obstructions of Cyclonic Barrier Technology (CBT) are
y Shielding Research None . added to the ship. This should help the ship survive blasts like those that destroyed the
Tech Palladium
first Normandy.
Dermal Med-Bay 50,000 Th|_s upgradeg the _Nor_mqndys med|cal facilities with an advanced dermal regenera_hon _
) Research None . unit. Using this unit will immediately and completely heal your scars. Further scarring will
Regeneration Upgrade Platinum )
not occur regardless of the actions you take.
Helios Thruster | - Extended Research None 3,000 Element Normandy now has 50% additional fuel cell capacity.
Tech Fuel Cells Zero
Modular Probe Probe 15,000 Normandy now has 100% extra probe capacity; 30 survey probes are added to ship’s
Research None o
Bay Booster Iridium complement.
Silaris Armor | Heavy Ship Research None 15,000 The asari-made Silaris armor upgrade is attached to the ship’s superstructure. This will
Tech Armor Palladium | help the ship hold together if hit by a blast powerful enough to penetrate its shields.
Thanix Cannon Particle Research None 15,000 The turian-designed Thanix Magnetic-Hydronamic Cannon is now installed on the
Cannon Platinum Normandy. This cannon is powerful enough to destroy a Collector ship with repeated hits.
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AWAKENING

Commander Shepard was lost following the unexpected and devastating attack on the Normandy. But
science has advanced far enough that not even death is final. The commander is about to return to duty
and resume the mission to rid the galaxy of the Reaper threat. But Shepard will need to find new allies

to win this fight.

Nedical Facility

The medical facility is part of a space station not under control of the Alliance or the Council. There
is an air of mystery to the station, which seems intentionally nondescript. What could be happening
aboard the station that would make its owners wish to remain as inconspicuous as possible?

¢ Credits: 7,500 ]

/
o Operating Table

@ Weapons Locker (Pistol)

Q Grenade Launcher

o Cerberus Laptop

N\
9 Cerberus Laptop

© Wilson
@ Laptop

@ To Miranda/Shuttle

d acerherus Laptop Wall Safe
G Public Computer #= Medi-Gel
o.lacob Taylor  Datapad
LLEGEND -
{( Clossary \
\
Spectre: Spectre stands for Special Tactics and Recon- is represented on the Council, a major step for the
naissance. The Spectre is a special class of agent reputation of humankind in the galaxy.
that works directly for the Council and outside of all Cerberus: Cerberus is a splinter group with a humans-
galactic laws that otherwise govern the accepted first philosophy and a checkered history. Cerberus is
races that occupy the Citadel. Spectres are the responsible for conducting a series of questionable
bgst of the best, lethal in both mtelllg_ence and experiments—aoften on humans—such as luring the
might. Commander Shepard was the first human huge, violent thresher maws to marines to gauge
Spectre. the resulting fight. Cerberus is also responsible for
Council: The Council is the governing body within the the breeding of the near-extinct and feared rachni, a
Citadel, responsible for dictating and upholding the race that once threatened the galaxy, which Shepard
law within Council space. Prior to the geth attack had to deal with during the previous mission to stop
on the Citadel, the Council comprised only three Saren.
races: asari, turian, and salarian. But now humanity

N\,
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You wake inside a laboratory. Faces blur in and out
of focus. Though it is difficult to understand what
the people hovering over you are saying, you realize
that you are being operated on and that you really
should not be awake right now. After your vitals
are stabilized, you slip back into slumber and the
technicians above you resume their work.

Welcome to Project Lazarus. Here, you discover
that Commander Shepard is not as dead as you may
have believed. Inside this medical facility, technicians
and scientists have labored to reconstruct the
broken Shepard. The fallen Spectre has been put
back together not just in body (through the use of
cybernetics and other required upgrades to replace
ruined body pieces and augment others) but in
spirit. Project Lazarus allows you to reconstruct
Shepard’s visage and core personality; your actions
later in the adventure will determine Paragon and
Renegade status.

If you imported Commander Shepard from your
original Mass Effect save, you can keep everything
as is or make some physical changes to Shepanrd.

NOTE

When you exit Project Lazarus, Shepard’s
appearance is final. You cannot make any more
changes, so be sure you are happy with the
commander’s mug before continuing.

NOTE

i

Project
Lazarus ends
a little earlier
than intended.
Shepard
wakes again
to the sounds
of combat. As
Shepard rises
from the operating table, the voice of Miranda—
one of the voices heard during that brief episode
of consciousness during the procedure—comes
over the comm. She doesn’t have time to tell
Shepard much. Questions must wait until after she
can guide Shepard out of the area before hacked
security drones called LOKI Mechs burst into
the facility. The mechs seem hell-bent on bringing
Shepard down.

This part
of the game
is a tutorial
designed to
teach the
player some of
Mass Effect
Z2's controls.
Follow
Miranda’'s orders to successfully move through
the medical bay. She directs Shepard to a machine
pistol and then to some thermal clips. Soon,
though, the first of the mechs appears on the
stairs and she can only hope Shepard’s combat
acumen survived the project.

(0

Shoot the mech in the head before it is fully activated.

Most weapons reguire a steady supply of thermal
clips to keep them from overheating. Thermal clips
are dropped by destroyed mechs and left behind by
fleeing facility personnel.

NOTE
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Enemy Profile: LOKI Vech

» Classification: Minion

* Powers: Taser Blast

* Defenses: —

* Weapons: Machine Pistol

LOKI Mechs are designed as
inexpensive, expendable security drones.
These mechs are typically programmed
to patrol sectors and, when ordered, act to keep the
unauthorized out. LOKI Mechs attack with standard-issue
machine pistols at long to medium range. Up close, the
mech uses a taser blast to incapacitate a target.

Because LOKI Mechs are built to be cheaply replaced,
they are easy to take down. A single blast to the head
causes the mech to explode. Alternatively, a mech can be
disarmed by shooting off its appendages, particularly the
arm holding the machine pistol.

In the next
room, Miranda
directs
Shepard to
use the nearby
cover before
a batch of
hacked mechs
storm toward
the commander. Use the cover to block the mechs’
shots while returning fire. After dropping the
mechs, check the room to the left to pick up some
refined iridium and thermal clips. The path leads to a
fallen human. Pick up his M-100 Grenade Launcher
(this is a new weapon for Shepard, noted by a codex
entry) and then use it on the three hacked mechs
that push through a door on the landing below. Use
the nearby elevator to drop down, and continue
moving through the station under Miranda’'s orders.

Jacob Taylor

Someone
pointing a gun
in a direction
other than
Shepard’s

is a small
comfort in this
deteriorating
situation.
Shepard meets Jacob in the D wing's giant
courtyard. Jacob is pinned down by a wave of hacked
mechs streaming through a door on the opposite
side of the chamber. Before agreeing to join the
fight with Jacob, Shepard has a moment to get
some much-needed answers.

Storm through the flame jets to emerge unscathed.

Although
the situation
is hectic, take
a moment
to enter the
room with the
two mechs
crawling
through the
door. Check
the terminals
inside the
room. These
terminals add
critical infor-
mation to the
codex. There
is also a safe
in the wall.

Bypass the safe’s lock to pocket 3,000
credits. Those will be useful later.

Iridium is one of four valuable commodities (along
with platinum, palladium, and element zero) you can
collect throughout the game. Eventually, you can
spend these resources to acquire upgrades.

NOTE

According to
Jacab, you've
been out of
commission for
over two years

as Project

Lazarus

literally

brought you

back from This is as good a time as any to learn how
to use the Power Wheel in combat. Bring

the dead. up the wheel and sel. Jacob’s Pull bi

Jacob also power to yank the mechs off their ledge.

lets slip that

you are not in an Alliance facility. This is third-party,
which makes Shepard suspicious. At least Jacob can
confirm that your friends made it off the Normandy
before it was vaporized. The rest of your questions will
have to wait until the combat subsides.
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Following the fight, Jacob agrees to answer the
rest of your questions as best as he can. You can
pursue a line of questioning about your crew from
the Normandy, but don't leave the dialog without
finding out more about the situation in the medical
facility. Jacob has no idea why the mechs started
the attack, but he assumes that it's all an inside
job. Only somebody close to the project could get
the needed access to hack and reprogram all of the
mechs to attack—especially just as you woke up.
There are other topics to pursue:
¢ Miranda: Miranda Lawson is the station’s ranking officer

and Jacob’s boss. There’'s not much more he is willing to
say about her at this point.

e Jacoh: Jacob is Miranda’s top lieutenant. He served five
years in the Alliance before leaving and accepting this job.

* Project Lazarus: Project Lazarus was a two-year
operation that brought you back from the dead.

Wilson

Before long,
Wilson comes
over the
comm. He is
holed up in
the network
control room
and in serious
trouble.
Wilson needs
Jacob and
Shepard to
rescue him
before the
mechs locate
him. The
transmission
is cut off just
as mechs
burst into the
control room.

Jacob directs you through a series of
service tunnels to find the control room.

Use Miranda’s terminal to learn more about Project Lazarus
and add relevant information to your codex.

In @ Hurry?

The service
tunnels lead
to Wilson in
room B. He
survived the
mech attack
but was shot
in the leg (why
would mechs
aim for the leg?). There is a medi-gel station on the
wall. Grab a medi-gel pack from the station and then
use Unity to heal Wilson (Unity is on your Power
Wheel). After Wilson rises, you can talk to him
about the current situation in the facility. Jacob and
Shepard lean toward finding Miranda, but Wilson

is convinced she’s dead due to the mech attacks.
Wilson seems eager to leave Miranda behind.

This is one of those classic Paragon or Renegade
dialog trees that you encounter over the course of
the mission. Choosing to tell Wilson you want to look
for Miranda results in Paragon points while agreeing
that it is best to leave her behind adds Renegade
points. Not all of the Paragon/Renegade conversation
options are this obvious. As the galactic intrigue
increases, so does the opacity of good versus evil.

NOTE
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As the
conversation
continues,
Jacob admits
that the
station—
and Project
Lazarus—is
controlled
by Cerberus. That’'s a familiar name. Shepard had
heard of Cerberus during previous missions, and
that adds to Shepard’s suspicions. Cerberus is a
pro-human splinter group that is often at odds with
the Alliance. Jacob says there is somebody who can
provide answers: the mysterious lllusive Man.

The conversation is cut short by the arrival of more hacked
mechs. Use Wilson’s Overload power on nearby crates to
detonate them and stop the mechs.

Look for a datapad on a fallen Cerberus employee in the next
hall. If you successfully hack it, you pocket more credits.

NMiranda

The battle
spills into a
warehouse
that is
crawling with
mechs. With
Wilson and
Jacob at your
side, push into
the warehouse and pick apart the mechs. Jacob and
Wilson help you out with biotics and weapons.

=2\

As you pursue the mechs, you approach the
facility exit. When the exit door opens, you see a
familiar face: Miranda.

It’s also the last face Wilson will ever see.

Miranda explains that Wilson was a double-crosser
and responsible for the mech attacks. You must
decide just how troubled Shepard is by her killing
Wilson without a single question. How you answer
determines whether you earn Paragon or Renegade
points. No matter how skeptical you choose to
be of Miranda, your options for getting off this
compromised station are limited. You must go with
Jacob and Miranda. Miranda leads you to a shuttle
and promises to take you to see the lllusive Man.

Playing wiith the Past

On the
shuttle,
Miranda and
Jacob ask
you a few
guestions
about
Shepard’'s
past. These
guestions
are designed to fill in some decisions that were made
at the end of the original Mass Effect. For example:
Who was appointed to the Council? Anderson or Udina?
Did you save the Council or not? If you imported your
Shepard character from Mass Effect, these decisions
will be based on your last imported save game.
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The lllusive Van

After the
shuttle
docks at the
Cerberus
outpost,
Shepard finally
has a chance
to get some
answers

with the Illusive Man. Don’t expect any face time,
though. Security is paramount. So, as Shepard
enters the chamber where the commander thinks
the lllusive Man is supposedly waiting, Shepard is
scanned into a hologram projector. The commander
will speak to the lllusive Man via some serious long-
distance.

The lllusive Man goes over some of the things
Shepard missed over the last two years, including
the disturbing trend of human colonies vanishing
and a lack of action by the Council. Shepard points
out that if the lllusive Man wanted to take on the
Reapers, he could have trained an entire army for
the cost of the Project Lazarus. The lllusive Man’s
reasoning is simple: Shepard killed a Reaper. He is
unsure if the Reapers feel fear, but the Reapers
must respect Shepard at least. And that’'s a good
foundation for instilling fear. Is it the geth? The
Reapers? The lllusive Man believes the best way
to investigate the situation is to go hands-on. A
shuttle will take Shepard to Freedom’s Progress,
the latest human colony to go offline.

This is a great time to scroll through your codex and
investigate the information you picked up during this
initial leg of the mission.

NOTE

Use the armor locker in the bay above the hologram chamber to
outfit Shepard.

Talk to Miranda and Jacob to learn more about them and poten-
tially earn more Paragon/Renegade points.

When you
are ready to
ship out to
Freedom’s
Progress,
use the door
next to the
armor locker,
Shepard,
Jacob, and Miranda all enter a shuttle and plot a
course for the vanished human colony. What horrors
befell these colonists? And whatever took them—is
it still there, just waiting for new arrivals?
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FREEDOVIS PROGCRESS

Despite their history, Commander Shepard has entered into an uneasy alliance with Cerberus, which is
led by the charming (and intriguing) lllusive Man. The lllusive Man still believes that the galaxy is under
threat from the Reapers, the ancient race that wiped out the Protheans and almost destroyed the
Citadel two years ago. Since the Council seems determined to ignore Shepard’s warnings and turn a
blind eye to the Reapers that are still out there, Shepard has little choice but to see how far this new
partnership will go. The first assignment Shepard must undertake is the investigation of Freedom'’s
Progress, the latest human colony to go offline.

Freedom’'s Progress Colony

Freedom’s Progress is a typical
Alliance settlement, with a small
military force supplemented by
mechs and security drones. A
complete communications blackout
led the lllusive Man to find out that
the colonists have disappeared

in the last few days. He sends
Shepard to investigate, thinking the
disappearance may have a link to
the Reapers.

The communications blackout
apparently happened after high-
powered, lower-mounted GARDIAN
lasers were installed around the
colony. Colonists complained about
construction cost overruns, delays,
noise, and damage to the local
environment. They also feared the —E|
defense array could provoke their
neighbors. Such fears may not have il
been baseless.

(© Tali

@) Damaged YMIR/
Refined Iridium

o Veetor o
El Spare Parts
Wall Safe E
o= Medi-Gel

Power Cell
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As the
shuttle circles
Freedom’s
Progress,
preparing to
land, Miranda
tells Shepard
that the
lllusive Man
has placed the commander in charge. The approach
gives you plenty of time to discuss the situation with
Miranda and Jacob, such as how far that authority
extends, the fate of other colonies, and what
Cerberus expects to find at Freedom’s Progress.
According to Jacaob, this is the first time Cerberus
will beat official investigators or looters to a disap-
peared colony; the chance of finding new information
is much greater. Of course, that also means a good
chance of finding some form of resistance that
officials would have already dealt with, too. At the
conclusion of the conversation, you can make a
Paragon or Renegade choice: suggest that finding
survivors is the team’s first priority (Paragon), or go
in hard to destroy any threat (Renegade).

This is your first assignment with an away team.
Though Miranda and Jacob will automatically react
to dangenr, you can also issue squad orders to move
them to advance points or direct them to change
weapons and use biotic powers.

NOTE
Ghost Tovun

scene. When the lllusive Man said that the colonists
had vanished into thin air, he was not exaggerating
for effect. Freedom’s Progress is silent and still.
But the last one to leave left the lights on and did
not place the colony on lockdown, so follow the trail
of open doors.

The lack of any signs of struggle is unnerving, but press on
through the unlocked doors.

Slow down
when you
reach a wide
door. Though
there are
no signs of
humans,
the colony’s
defenses are
apparently still online. Just beyond the door are
two FENRIS Mechs. The four-legged security mechs
activate as soon as they detect motion, their
unblinking red optic displays offering an unsubtle
hint that they are not programmed to negotiate.
Blast the FENRIS Mechs as they lunge toward
the team, taking care to aim directly for the optic
display for maximum damage.

The FENRIS Mechs are not the only threat. LOKI Mechs
stationed on a landing behind and to the right of the FENRIS
Mechs also spring into action when your movement is
detected. Cut them down.
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Watch the door
at the top of the
landing to the
right. When it
opens, look out
for FENRIS Mech
reinforcements
to bound into the
area.

Enemy Profile: FENRIS Vech

¢ Classification: Minion
* Powers: —
* Defenses: —

* Weapons: Taser Bite

FENRIS Mechs are common security
mechs. Their four-legged design
reminds many humans of attack dogs

After taking down the mechs, investigate the
building behind them to locate medi-gel and a wall

seen in old films. The design allows the FENRIS Mech Safe _that is |Oade_d with credits. After emptying the
to spring toward a target with its back legs, quickly building of useful items, move on to the next cluster
closing distances while knocking the target down with of colony structures.

the two front legs. The FENRIS Mech’s taser bite is
then used to incapacitate. While FENRIS Mechs under
Alliance control are often left factory-standard, many
mercenaries hack the mech and upgrade it with a more
powerful taser bite that can do significant damage.

The lllusive
Man believed
his team
would be the
first on the
scene. He
was wrong. A
guarian patrol
has already
reached the colony and is conducting its own inves-
tigation. But why would quarians be interested in
the disappearance of humans?

Tali After you choose exactly how happy you are to be

greeted with guns, Tali directs Prazza and the other
guarians to definitively back down. Prazza is unhappy
with the situation but dutifully obeys, giving Shepard

The quarians
are surprised

by your a chance to explain the newfound partnership with
presence. o .

Cerberus. Tali is skeptical, and understandably so.
They meet .

our raised For one thing, you are supposed to be dead. For

y . another, you and Tali fought Cerberus together But
weapons with o .
their own Tali gives you the benefit of the doubt and allows you

to form a truce.

spurred on by
the seemingly trigger-happy quarian Prazza. Prazza
has zero trust for Cerberus operatives, but he is
ordered to stand down by a familiar voice in the
group: Tali'Zorah vas Neema, whom Shepard knows
as Tali.

Small galaxy.
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Tali explains
why she and
the other
guarians are
at Freedom'’s
Progress. One
of their own
was on his
Pilgrimage:
Veetor. While Tali describes Veetor as nervous,
Prazza offers a less charitable adjective: unstable.
When the quarians arrived to help Veetor, he fled
into a warehouse and activated the security mechs
to protect himself from the next wave of intruders.
Veetor survived while everyone else disappeared.
This leads to a bigger question: Why did the force
that swallowed up the human colonists leave behind
a quarian?

Tali and Shepard draw up a plan: Shepard and
squad will investigate the warehouse in the center
of the colony. Tali and her team will circle the far
side of the colony and draw away security defenses.

{( Glossary ﬁ

\
Quarian: A nomadic race of beings, the quarians
are known for their skill with technology. They
live aboard the Migrant Fleet—a huge collection
of starships that travel together and spread
out across the galaxy. Quarians are rarely seen
without their masks, which spurs speculation that
the quarians are not entirely organic beings.

Quarians have earned a mixed reputation in the
galaxy. Through their Pilgrimage rite of passage,
they often do good deeds. But the quarians are
also responsible for the creation of the geth.
Though the quarians tried valiantly to put down
the geth resistance, they ultimately failed. Now
the quarians must live with the repercussions of
unleashing such a deadly force into the galaxy.

Drones

After splitting with Tali, lead the team through the
next building and pick up any additional medi-gel
packs you may need by this point, you are likely at
capacity, but there’'s an upgrade to increase your
capacity.

Just beyond
the next
building is a
pair of Alliance
Assault
Drones.
Stationed
across a wide
chasm, the
drones open fire as soon as Shepard and the team
step back out into the colony’s open space. Turn
to the left and return fire on the drones, using the

half-walls along the catwalk as cover against the
incoming fire. Chew through the drones’ shields and
then pick apart the exposed hull to put the turrets
down.

Enemy Profile: Alliance Assault Drone

» Classification: Minion
* Powers: —

* Defenses: Shields

¢ Weapons: Assault Gun

Assault drones are not intelligent Al creatures like the
geth. Instead, these drone turrets run on very specific
programs or are operated by remote control. The
turrets can be programmed to recognize allies as well
as enemies. The assault drone is armed with an assault
gun that has a high rate of fire.

Prazza's Choice

over the comm. Prazza has broken rank with Tali

and rushed ahead to seize Veetor before you can
find him. If you want to get any information out of
Veetor about the colonists, you'd better hurry. Push
through the next series of small buildings and back
outside in an attempt to intercept Prazza before he
reaches Veetor.

Tali helps open a large bay door that will let you reach Veetor.
Prazza is closing in, but his team is tangled up with a huge
security mech.
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Prazza’s team is shredded by a YMIR Mech. Hopefully you will
have better luck.

/

:ﬁm
Enemy Profile: YIVIIR Mech

» Classification: Boss
* Powers: Death Explosion

* Defenses: Heavy Shields, Heavy
Armor

* Weapons: Minigun, Heavy Rocket
Launcher

YMIR Mechs are large-scale security

droids that dwarf LOKI and FENRIS models. The giant is
armed to the teeth with a rocket launcher on one arm
and a minigun on the other. These weapons are designed
to tear up infantry and disable vehicles. The YMIR is also
fitted with both shields and armor, so before you can rip
into its hull, you must take down these two defenses.

As threatening as the YMIR is, certain design flaws
can be exploited by crack shots. First, the arms can
be blasted off the mech. Depending on which arm you
remove, the mech loses access to one of the weapons.
If both arms are disabled, then the only weapon the
YMIR has left is a brute force charge. Second, the YMIR
can be destroyed by targeting a weak spot on its head.
Shooting the head causes the mech to overload. The
resulting explosion is substantial; fall back so as not to
be caught in the blast radius.

The YMIR
Mech wastes
little time
charging into
the courtyard
to challenge
Shepard’s
team. The
guarians did
not put up much of a fight, but your team has biotic
powers and superior weapons. The YMIR has a real
scrap on its hands. Use cover to avoid detection
and then lean out to pop off shots on the mech.
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The YMIR is protected by shields and armor. If you do not keep
on top of the mech, it will regenerate those shields and extend
the fight.

As cruel as

it sounds,

you can use
your team as
decoys. Direct
Miranda or
Jacob to a
point in the
courtyard
that the YMIR will notice. As the mech turns to fire
upon your squad mate, blast it in the back. (Don't
worry! You can heal your squad mates with Unity
should the YMIR actually land a shot.)

courtyard to pick up the Microfusion Array. This adds 10

percent more heavy weap ity to your squad.

ammo cap

A~
=

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



Introduction Training

* Freedom’s Progress Colony © o . .

~inding VVeetor

You locate Tali in one of the small structures
surrounding the courtyard. Tali is busy tending to
the wounded but suggests you use this opportunity
to find Veetor without any further resistance from
the rest of her quarian associates. Investigate the
building directly above the wreckage of the YMIR
Mech (you did scan it with your omni-tool, yes?) to
finally catch up with Veetor.

Veetor has had better days. The quarian is in a
state of paranoid panic, feverishly hovering over a
command center and watching all activity at the
colony. He is mumbling something about monsters
and swarms. You have to approach Veetor and
extract whatever information you can get out of
him. How you choose to start the conversation
sets the tone for the rest of the exchange. If you
use compassion and understanding to draw Veetor
out and let him know he is safe, you earn Paragon
points. If you choose to be more ruthless and
demand answers from Veetor, you earn Renegade
points.

If the guarian must be snapped out of his paranoia,
use an interrupt when prompted to shut off the
displays.

NOTE
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Veetor
finally turns
away from
the monitor
bay and to
your team. He
is surprised
to see
humans. All
the humans in the colony were taken away by what
he calls the “monsters.” Veetor calls up a video
file on the monitors to explain what he means by
“monsters.” The footage is startling. There was a
swarm moving through the colony, with colonists
screaming as they ran, going into stasis as they
were overtaken. But far more disturbing is the alien
being with multiple eyes pushing what looks like a
cocoon through the colony. Miranda calls this being
a Collector. If the Collectors are involved in wiping
out human colonies, then the threat to humankind
just got much worse.

Glossary

Collector: Almost mythical in stature because so
few have ever seen one and lived to tell about
it, the Collectors are a species from beyond the
unmapped Omega 4 mass relay. Collectors are
known to work with intermediaries and merce-
naries in their efforts to seek out rare or genet-
ically mutated species. Collectors rarely do their
own dirty work at first, but when they do get
directly involved, they are accompanied by seeker
swarms that spread out across a designated
area and seek out targets. These targets are put
in stasis so the Collectors can take them away
without resistance.

Mass Relay: Mass relays enable near-instant travel
to multiple points within the galaxy. The discovery
of the Charon mass relay near Pluto is what
allowed humanity to join the galactic community
and eventually become one of its leading lights.

The fact
that Veetor
was able to
survive the
Collectors’
sweep through
Freedom’s
Progress
leads Miranda
to wonder if the Collectors are using technology
that singles out humans. The quarian was not part
of the Collectors’ mission, which allowed him to
watch and learn. If you compassionately end the
conversation with Veetor, you will learn that Veetor
used his omni-tool to scan the monsters and picked
up dark energy readings.
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Tali finally catches up to Shepard, just in time
to overhear Miranda's desire to take Veetor with
them. The quarian refuses to let even Shepard
take away Veetor. He obviously needs help, and she
wants to take him back to the fleet so his people
can care for him. How you approach this minor
standoff will earn you Paragon or Renegade points.
You can implore Tali to join you on this mission and
peacefully allow her to take Veetor back to the fleet
(to Miranda’s chagrin). This will earn you Paragon
points, as well as Tali's gratitude. Or you can
demand that Veetor come with you and your squad
s0 you can question him further. This will earn you
Renegade points.

llusive Man

The lllusive Man is impressed with Shepard’s
performance on Freedom’s Progress. Cerberus is
known for being ruthless, so your actions affect
how the lllusive Man perceives Shepard. It turns
out that the lllusive Man suspected the Collectors
were involved in the disappearance of the human
colonies, and Veetor's data provided the necessary
proof. Continue your conversation with the lllusive
Man to gather additional intel about the Collectors
and the mysterious, unreachable Omega 4 relay.
No non-Collector ship has ever been able to
successfully use that relay.
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The Illusive Man sees a connection between
the Reapers and the Collectors. He wants you to
continue investigating but understands that you
will need resources beyond just Miranda and Jacob.
The lllusive Man has prepared dossiers on notable
soldiers and scientists that could prove beneficial
for the mission. Shepard would rather have the
original team back, but the lllusive Man reminds the
commander that two years have passed and offers
updates on the whereabouts of old friends.

The last advice that the lllusive Man has before you
depart to begin the process of assembling a new
team is to seek out the salarian scientist Mordin
Solus on Omega. Having a scientist on the team will
open up research options aboard your ship. New
ship?

The
lllusive Man
introduces
Shepard to
the new pilot:
Joker And
Joker only
looks good in
the cockpit of
one ship...
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NORNIANDY SR=2

The original Normandy was shattered by an unknown assailant in the same incident that nearly
eliminated Shepard. However, considering that Cerberus has the technology and wherewithal to bring
Shepard back from the dead, rebuilding Shepard’s ship was not nearly as difficult. Christened Normandy
SRZ2, the ship will be Shepard’s main transportation through the galaxy as the commander chases down
leads on the Collectors and investigates their connection with the Reapers.

Again piloted by Joker, the Normandy SR2 was improved

. . ) There are no mission objectives
during the construction process. Joker approves of Cerberus’s :

aboard the Normandy, but in addition

replica—well, almost all of it. While he appreciates upgrades to overall story missions, there are
like leather seats (as well as an upgraded FTL drive), he special missions you can accept
resents the installation of an advanced Al system to monitor before moving out across the galaxy.

the mission.

NOTE

Boarding the Normandy

Ever since Shepard woke up in the Cerberus facility, life
has been moving pretty fast. Surviving a mech attack.
Meeting the mysterious lllusive Man. Investigating a
human colony stripped bare by the Collectors. Though
the fate of the galaxy hangs in the balance, this is the
first time Shepard actually gets to call the shots and
determine the next course of action.

Touring the Normandy is entirely optional; Shepard
can immediately plot a course to the next planet.
However, walking around the new ship and meeting
the new crew has real merit. There are special
missions to accept, for example, and there are
plenty of new codex entries to log through scans
of the Normandy's facets and conversations.
Conversing with the crew can also result in morality
points and potentially more—much more.

/ N\
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As soon as Shepard sets foot on the Normandy’'s
flight deck (the second deck of the ship), Miranda
and Jacob flank the commander to talk about

the next step of the mission. Miranda has her
suggestion ready: immediately seek Dr. Mordin
Solus on Omega. The brilliant salarian scientist

is critical to developing a countermeasure to the
Collectors’ incapacitating swarm attacks. Without
some means of neutralizing the swarm, there is
no hope of getting close to the Collectors and
discovering their link to the Reapers.

The order of seeking recruits is ultimately up to
Shepard, who might even need to remind Miranda
exactly who is in charge on this mission. However,
EDl—the Normandy's new Al system—chimes
in to back up Miranda. Without the professor,
the mission simply cannot go on. This is a good
opportunity to initially greet EDI (which stands for
Enhanced Defense Intelligence), although Shepard
can interact more with the Al in the cockpit during
a general tour of the ship.

Four recruits can be pursued at this point, each
recommended by the lllusive Man and backed up
by the dossiers he offered at the conclusion of
Freedom’s Progress. Here are the four possible
recruitment missions:

e Dossier: The Professor
e Dossier: Archangel
e Dossier: The Convict

e Dossier: Dr. Okeer

Of these possible four recruits, the professor is
the one that most directly advances the mission.
It is always good to have additional friends at
Shepard’s side for the struggles ahead, but
recruiting the professor not only unlocks the tech
lab aboard the Normandy (allowing Shepard to
direct research projects and improve tech), it also
starts the development of the critical Collector
countermeasures. Once they have been completed,
Shepard and the team can actually start their
chase in earnest.

The locations of these four recruits have been marked on the
galaxy map. Use the galaxy map on deck 2 to plot a course.

As soon as you finish looking around the Normandy,
you can head out to chase down these potential
recruits. You can track your recruits in any orden,
but the only one required (at this point) is the
professor.

NOTE

After this initial conversation, Miranda and
Jacob fan out to their respective stations on
the Normandy; Miranda’s office is on deck 3, and
Jacob’s is the armory on the main deck, deck 2.
Shepard can continue talking to them at their
stations.

There are four decks to the Normandy that Shepard
can explore, although not every door is open to the
commander at this point, such as the tech lab.

* Deck 1: Captain's Cabin
¢ Deck 2: Command Information Center (CIC)
* Deck 3: Crew’s Quarters

* Deck 4: Engineering
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Captain’'s Quarters

Shepard’s private quarters occupy deck 2, directly
above the flight deck. The spacious quarters contain
a private terminal, just like the terminal next to the
galaxy map.

The Medal of
Honor display
next to the
private terminal
shows off
all collected
achievements.

Combat Information
Center (CIC)

The largest feature of the flight deck is Shepard’s
command center and the galaxy map. From the
galaxy map, Shepard can launch missions and direct
Joker to pilot the ship to any available planet.

As the mission expands, more and more planets
become available on the galaxy map.

When you buy
ship replicas
in shops, they
appear on the
display case
above Shepard’s
desk.

There is an armor locker in the captain’'s
guarters, too. From the armor locker, Shepard’s
outfit can be maodified, just as in the armor locker
at the Cerberus outpost just prior to leaving for
Freedom’s Progress. There is not much to do with
the armor part of this locker just yet. However,
as Shepard acquires more pieces of armor during
missions or from shops, return to this locker to
outfit the commander with better defenses, such
as helmets or chest plates.

Right now, though, Shepard can change casual

wear for non-mission dress. Select from different
outfit pieces and tints.

Please refer to the “Training” chapter for detailed
explanations of how armor works and what is
available.

NOTE

Sahrabarik

The galaxy map is your launch pad to the galaxy. As soon as you
are done exploring the Normandy, return here and plot a course
for the first desired recruit.

Next to the galaxy map is Shepard’s private
terminal. Access the private terminal to read
incoming messages meant only for Shepard’s eyes,
to investigate the crew’s specializations (when
Shepard collects enough minerals and tech, special-
ization upgrades can be reviewed and ordered from
this terminal), and to get a report on the team’s
status.

Some of the incoming messages are informal, but
the terminal is also a good place to check for special
assignments from Cerberus.

NOTE
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Also next
to the galaxy
map is
Yeoman Kelly
Chambers,
who has been
assigned as
Shepard’s
administrative
assistant. Chambers is in awe of Shepard and is
obviously excited to be working for the commander.
As Shepard’'s assistant, she is something like
traffic control. When the crew needs to speak to
Shepard, Chambers will alert the commander. Any
outstanding missions or appointments? Chambers
will be there with a reminder or update.

Chambers is more than just Shepard's assistant,
however; she has also been tasked with keeping an
eye on the mental health of the crew. This role as
crew psychologist is unofficial, though: Chambers
believes she will be far more effective in this role if
she appears more as an informal confidante than a
Cerberus-sanctioned head doctor.

Yeoman Kelly Chambers

How Shepard
interacts
with
Chambers
during

this initial
conversation
can start a
potential love
story.

If Shepard keeps it all business, the chance for

this relationship to be anything but professional is
snuffed out. But selecting flirty replies to Chambers’s
guestions or statements ignites a spark, which can
grow into romance or friendship depending on how
Shepard responds to Chambers’s leading statement
about closing her eyes and falling back into Shepard’s
arms. If you'd like to pursue a good friendship with
Kelly, let her know Shepard would catch her instead of
embrace her. If you are interested in a romance with
Kelly, tell her that Shepard might do more than catch

her... Chambers almost shimmers at the come-on.
Whenever

you return
to the
Normandy
after
completing

a mission,
check in with
Chambers.
There are
multiple opportunities to flirt or just get to know Kelly
better. If you really want to pursue a relationship, then
talk to Chambers often and keep up the coy talk.

Bridge
Just beyond
the galaxy map
is the bridge of
the Normandy
SRZ. As
Shepard walks
through the
hall leading

up to Joker’'s
position, scan the terminals to log two codex
entries. Once in the cockpit, Shepard can either
speak to Joker or get to know more about EDI.

Conversing with EDI leads to additional infor-
mation about the role of the Al's routine. Press EDI
about her ability to run electronic and cybernetic
warfare defenses to prevent any intruders into the
Normandy's systems during an attack. EDI also
monitors shipboard activities and reports certain
information back to the lllusive Man.

EDI's physical core is located in a quantum blue box
behind the ship’s medical bay.

NOTE

EDI is also
up front
about having
additional
functions that
are currently
locked and
unknown. Only
when the time
is right will these new functions be revealed.

/

EDI's main interface is on the bridge, but you can
speak with EDI in many of the ship’s compartments.

Look for EDI terminals on the walls to get a deeper
tour of the Normandy.

NOTE

Shepard
can also
catch up with
Joker a little
here. Joker—
referred to as
Mr. Moreau
by EDl—is
pleased
with the new Normandy, save for his skepticism of
EDI, since, well, Al doesn’t have the most sterling
reputation in the galaxy thanks to the rise and
proliferation of the geth. But Joker thinks that since
Cerberus has invested so much in Project Lazarus
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and the reconstruction of the Normandy, there is
little upside to Cerberus betraying Shepard and the
team. Joker also has his opinion on the aftermath
of the original mission and how both the Alliance
and Council cut them adrift in spite of the success
against Sovereign.

Keep checking back with Joker between missions. Talk
to him and get his feelings and opinions on the crew and
the mission. Joker may have a smart mouth, but there
is an emphasis on smart. He often has interesting

things to say about the crew and the mission.

The Armory

Behind the
CIC are the
closed-off
tech lab and
the armory.
Inside the
armory,
Shepard can
change the
squad’s loadout from all available weapons. Jacob

is stationed inside the armory, and this is a good
chance to speak to him without Miranda. Jacob is
honored to be serving with Shepard and actually has

When you visit deck 3, expect to find some closed
off areas, such as life support. As you add to the
crew and progress on your mission, areas of the
ship that were closed off open up. When these
areas become critical locations, such as the station
of a new member, look for an explanation of the area
following the acquisition of the recruit.

Ness Area

The mess
occupies

ol the open

| area near

the elevator.
There are
crew sitting
around a table
visiting, but
you should stop by the kitchen to chat up Mess
Sergeant Gardner. Gardner is a friendly fellow and
quite proud to be serving with the commander, even
if it is as a cook and janitor. Talk to Gardner about
his job and how he got involved with Cerberus.

Before
leaving to
explore
more of the
| Normanay,
be sure to
ask Gardner
if he needs
anything. This

some degree of hope about the mission outcomes
despite concerns about Cerberus’s past activities.

Enjoying camaraderie with Jacob results in Paragon
points.

NOTE

While
everything is
professional
with Jacob
right now,
you can also
wear down his
“all business”
defenses

over time.
Repeatedly check in with Jacob and try to initiate personal
conversations. He will rebuff some of your efforts. Give him
his space when he needs it. But look for openings, such

as asking Jacob what he thinks of your Cerberus-rebuilt
body. Much as with Chambers, keep checking with Jacob
and—if so desired—pry open his heart with a combination
of smooth talk and genuine concern. Jacab is only roman-
tically interested in a female Shepard.

opens up a special assignment: Special Ingredients.
Gardner would love better provisions so he can give
the crew some quality meals. If you agree to help,
Gardner hands over a list. All you need to do at this
point is find a place to buy them and bring them
back to the Normandy.

e

._\
Nedical L.ab

There is

a familiar
face in the
medical lab:
Dr. Chakwas.
She was

the medical
officer aboard
the original
Normandy, so it is a relief to see that she was

able to escape the ship before it was destroyed.
You can chat with Chakwas about the mission and
Cerberus. Ask Chakwas if she has everything she
needs to open up a special mission: Serrice Ice
Brandy. It seems that when the Normandy SR 1
was destroyed, her private stash didn't quite merit
space in an escape pod. Offering to bring back a
bottle places the assignment in your journal.
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Also of note in the medical lab: EDI's Al core is
locked behind the rear door in the room. You cannot
access EDI right now. But the fact that the door
can indeed be opened implies that EDI was built with
the recognition that at some point, human hands on
the core would be a necessity.

NMiranda’'s Office

Miranda's
office is located
on deck 3, not
too far from
the crew’s
guarters and
the mess
area. During
your first visit,
Miranda seems quite accommodating. She is willing to
answer your guestions about Cerberus, the mission,
and the lllusive Man, but she gives you pat answers
that seem to serve the best interests of Cerberus.
Miranda is a potential romantic partner (for a male
Shepard) if you take the time to get to know her.

Deck 4 is the engineering deck. There is little
going on down here on your first trip aboard the
Normandy, but as you pick up recruits and travel
the galaxy, more of the engineering deck opens up.

Engineers

There are two engineers monitoring the Normandy's
condition down on deck 4: Engineer Daniels and
Engineer Donnelly. Pay a visit to these two. They
are quite amenable to company, especially from
the commander. Take an interest in what they

are doing and listen to them tell their stories.
Having the support of your crew is important. You
should always make an effort to get along with
your crew members. You'll never know what help or
insight they can provide on your missions. Donnelly
mentions that calibration takes longer with their
current equipment. Daniels says that with new
couplings, they could really cut down maintenance
time.
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You can also ask Miranda about herself. She
becomes a little more animated in her responses,
but these still feel slightly rehearsed. She goes
over her augmented form, her cybernetics, and
her training. Miranda has a high opinion of herself,
that's for sure. But her self-regard is not without
merit. She is a highly trained individual with
excellent combat skills and an analytical mind.

Miranda's
office on deck
3 will be a
regular stop.
Since she was
such a pivotal
figure in your
resurrection,
you will want
to talk to her often. But understand that Miranda
is not the most forward person. She has a highly
polished veneer that she rarely lowers. It will take
time and repeat conversations to peek behind it and
find out a little more about her, like where she came
from and what her family is like. It is also possible to
get even closer to her, if you carefully navigate the
minefield of conversation. Show genuine sympathy
and strength.

This conversation opens another special
assignment: FBA Couplings. If you can bring back
the couplings for the engineers, you will have their
gratitude. Furthering your friendship with the pair
pays off. Maybe they’ll even invite you to a card
game later on where you can win some credits.

4
(TIP
More places inside the Normandy are opened as
you recruit more squad members. As the squad
expands, the size of the rounds you make post-
mission increases. Keep talking to squad and crew
members to get their take on the mission. And if
you desire a relationship, you need to repeatedly

check in with potential paramours throughout the
adventure to build up the romantic tension.

NOTE
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CITADEL

The Citadel is a massive deep space station originally thought to be constructed by the Protheans and
later discovered to be a device of trickery by the Reapers. The Citadel serves as the seat of the Council,
which is the governing body of Citadel space. Races that do not sit on the Council still frequent the
Citadel because it is a major hub of commerce as well as politics. Most races that use the mass relays
at least have embassies on the Citadel.

Although much of the physical damage done to the Citadel by Saren and Sovereign two years ago has
been repaired, the psychological effects still linger, even if the Council has been trying to portray the
Reaper attack as an isolated incident.

You can visit the Citadel as soon as you are able to command the Normandy and use the
galaxy map on the CIC. Howevern, it is not as central to the story as it was in the first Mass
Effect. Only two primary missions on the Citadel figure into the main plot: Thane’'s and Garrus’'s
loyalty missions. But there are also optional special assignments on the Citadel that are worth
experience points. All of the special assignments on the Citadel are available on your first visit,
SO stopping by early can really help you gain a level. Otherwise, it is a good place to shop as well
as to visit Captain Anderson.

NOTE

N

/
o Rapid Transit / 6 Captain Bailey @ Sirta Foundation

Normand

Y G Zakera Café @ Warehouse
9 Rapid Transit
G Citadel Souvenirs @ Rodam Expeditions

9 Rapid Transit
e Saronis Applications @ Dark Star Lounge

° Rapid Transit
LEGEND

9 Avina Terminal
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Two years
after the
attack,

the Citadel
noticeably.

However,
unlike in the original Mass Effect, Shepard’'s

activities on the Citadel this time are limited to just
a few floors of the Zakera Ward and the Presidium,

where Anderson waits to see if the rumors that
Shepard is still alive are indeed true. The three
floors Shepard can explore are primarily shopping
areas, although there is still much to learn about

how the galaxy's politics work; there are also a few
special assignments, most of which are confined to

the Citadel.

When you
first stop at
the Citadel,
you dock at
level 27. You
should check
in with the
C-Sec desk.
It seems that

security measures on the station have been bumped
up. The geth attack was a shock, and so to prevent

any future infilcration, most visitors are asked to

surrender weapons and biotic amps before entering

the Citadel.

GClossary

C-Sec: Short for Citadel Security, C-Sec is the

exceptions, such as the krogan and vorcha.

the C-Sec
desk is a
checkpoint.
You are
stopped by
the turian
running the
checkpoint

C-Sec guard requests that you check in with his
captain, just past the scanners on the right. You
can get reinstated in the system there, as well

as learn more about changes in the Citadel. Just

even when talking about putting the squeeze on
suspects.
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Shepard visits

and discovers
it has changed

internal police force on the Citadel. C-Sec recruits
from almost every race in Citadel space, with a few

Just beyond

because the scanner shows that you are dead. The
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Captain
Bailey
recognizes you
right away. He
runs through L
a litany of ;
bureaucratic
stuff you will
need to do
to be reinstated and allowed access to the Citadel,
such as stopping by the treasury, since apparently
other people have faked their deaths to avoid taxes.
However, Bailey is able to fast-track your access right
at his terminal. Bailey’s description of C-Sec sounds
a touch more sinister, almost as if the security force
has deeper reach inside the Citadel than before.

lenllahﬂ ‘e““

e

IEIIHaA

Avina, located outside Bailey’s office, is a tour guide for the
Citadel. The hologram provides additional background on the
Citadel.

Galactic News terminals are everywhere. Activate them to
listen to news reports about the current state of affairs.

If you imported Shepard into Mass Effect 2, the
decisions you made at the end of the first game
are felt soon enough. If you allowed the Council to
be destroyed, for example, Avina warns you that
skepticism of humans is rampant on the Citadel
since humans benefitted most from the recon-
struction of the Council.

NOTE

follow the sound of Captain Bailey's voice. He’s loud,
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Rapid Transit
: There are

three floors
of the Zakera
block that you
can explore

on your first
visit. Shepard
can also visit
the Presidium,

If you're interested in seeing the sights, listening
to conversations, or doing a little shopping, stay
to explore level 27 of the ward (the level where
you dock). If you want to dive right into some
action, head directly to level 26 to begin a special
assignment or proceed to the Presidium.

The Citadel’s special assignments are detailed in the
“"Special Assignments” chaptenr.

NOTE

Citadel Souvenirs

Citadel
Souvenirs

is run by a
friendly asari
named Deleia
Sanassi. Her
shop contains
souvenirs for
the Citadel
and other goods like model ships and fish. You can
either lean on Deleia to accept your endorsement
for a discount or you can accuse her of classism.

There is more shopping on level 28. In addition to
frequenting stores, be sure to listen in at the game
kiosk for the latest on video games on the Citadel
and to chat with other ward dwellers.

the location of the human embassy. Stairs connect
the three floors of the Zakera Ward, but the easiest
mode of travel is via Rapid Transit.

Just approach a Rapid Transit terminal and select
the floor you wish to visit. The current floor will
be grayed out, as will the Factory District, which
does not come into play until later. From the Rapid
Transit menu, you can also stop at the Presidium,
request a new squad member, or return to the
Normandy.

Zakera Cafe

l 1
“ \
¥

Stop into the Zakera Cafe and browse the kiosk.
There are just a handful of things you can buy at
the cafe, but if you are searching for the high-
quality provisions for Mess Sergeant Gardner back
on the Normandy (part of the Special Ingredients
assignment), this is the place to buy them. You can
also buy two historical novels at the cafe, which add
entries to your codex.

Rodam Expeditions

Rodam Expeditions is a shop owned by turian Etarn
Tiron. Etarn is not immediately friendly, but like

in most shops, you can choose either Paragon or
Renegade options to secure a discount. Rodam
Expeditions’ inventory includes upgrades, such

as the Scram Pulsar, which improves sniper rifle
damage for the entire squad, and body armor that
ups health by 5 percent.
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T he Nevus

Remember the
news reporter
Khalisah
al-dilani?
She’s still on
the Citadel,
chasing
scoops that
sometimes
make people look bad. You were once the subject of
Khalisah's sensational journalism. Now the reporter
wants to talk again. This is another situation where
your decisions in the original Mass Effect during the
geth attack on the Citadel come into play.

If you allowed the Council to fall, for example,
Khalisah rubs that in your face. However, you may
have an interrupt opportunity that puts her in her
place. Regardless of your previous choices on the
Citadel, your behavior during this conversation
determines whether you walk away with either
Paragon or Renegade points.

Level 26 is home to more shops, a transport
dealership, and more. There are special assignments
to undertake down here, too; if you're interested in
completing them, check the “Special Assignments”
chapter to learn who to contact in this area.

Sirta Foundation

The Sirta
Foundation
is run by
the asarni,
Kian Louros.
There are a
few defense-
and health-
related wares
available for purchase, such as the Microscanner
medical upgrade to increase medi-gel capacity.

Saronis Applications

Marab, the
salarian at
the counter of
Saronis Appli-
cations, is
happy to see
a human come
into the shop.
Marab is good
for a short chat. Don’t leave without inspecting his
kiosk, though. Saronis carries tech upgrades, such
as the Multicore Amplifier, which increases tech
power damage.

The entrance to the Shipping Warehouse is on
level 26, too; it is the entrance to Garrus’s loyalty
mission.

NOTE

Dark Star L.ounge

The Dark Star is a lounge where ward dwellers
congregate. There is no commerce you can do at
the bar, but you should at least talk to characters
in the room (the Presidium groundskeeper, for
example, is part of one of the special assignments
in the Citadel). And why not take a spin around the
dance floor? Even formerly dead commanders need
to blow off a little steam from time to time.

Presidium

After doing a little shopping, Shepard can stop by
the Presidium and pay a visit to the human embassy.
Use Rapid Transit to access the Presidium.

Anderson
is waiting
there to see
Shepard.
Anderson
is awfully
glad to see
Shepard alive,
although his
heart is heavy with all the changes that happened
while Shepard was away. One of those changes was
Shepard falling in with Cerberus.

Shepard talks to Anderson about the Collectors,
too. Though Anderson is open to the theory that
the Collectors are working with the Reapers to
steal away human colonists and are ultimately a
threat to the entire Citadel, much work has gone
into convincing everyone that Sovereign was a
one-off attack by the geth.

The conver-
sation with
Anderson may
be fulfilling on a
personal note,
but the fact
that Shepard
is working
with Cerberus
now is still a sticking point. There are things
Anderson will not tell Shepard because of that. After
wrapping up the conversation, do any additional
shopping in the ward, finish any outstanding special
assignments, and then return to the Normandy.
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DOSSIERS

After touring the Normandy and reading the dossiers on the four possible recruits the lllusive Man
recommended, Shepard must make some decisions. Where does the new crew start searching? Does
Shepard follow Miranda’s advice and immediately set out for Omega to locate the salarian professor, Dr.
Mordin Solus? Or should the commander seek out other potential teammates first, like the convict on

the prison ship Purgatory?

The choice is Shepard’s, but without the professor there is no hope of building defenses against
the Collector swarms. So at some point in the near future, even if Shepard recruits the other three
teammates first, the commander must seek out the professor in the slums of Omega.

There are two recruits on Omega, though: the professor and the merc hunter Archangel. No matter

which one Shepard seeks first, the Omega hub world must
be explored. So, use the intel on Omega to track down the
professor or Archangel. If you choose to go for the convict
or the krogan first, skip ahead to those mission briefings

and then come back to the Omega hub when you're ready to

pursue the Omega-based recruits.

Omega

Only after all four recruits are located
does the lllusive Man communicate the
next step of the mission to Shepard.

NOTE

Omega is a hub of criminal activity built on an asteroid once rich with element zero. The asteroid

was cracked open in a collision with another asteroid and corporations descended upon it to extract
the valuable element zero. After the asteroid was mined out, the huge city erected to support the
community eventually became a haven for weapon trafficking, narcotics, and other activities of ill repute.

Both Archangel and the professor

are located on Omega, so use the 00
hub world walkthrough to make
sure to see all of Omega as you
work on these two recruits.

NOTE

/ \\ L"_:,
o Normandy - —

@ Afterlife Entrance l
9 Transport Depot
6 Upper Afterlife
e Merc Recruiter
© Aria

a Lower Afterlife

o The Patriarch
© Atterlife VIP Area I
@ Apartments

@ Omega Market l

@ Harrot’s

Emporium

@ Kenn’s Salvage I I

e
@ Nef’s Apartment

@ Mad Prophet F

@ Shuttle to
Quarantine Zone

T T

@ Shisk
LEGEND 5—
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Omega is a pretty rough corner of the galaxy. As
soon as Shepard steps off of the Normandy, the
commander is greeted by a batarian with a nasty
disposition. The batarian recommends that Shepard
check in with Aria, who sounds like the kingpin of
Omega—or at least, this month’s kingpin. With all of
the mercenary gangs, vorcha, and low-lifes running
the joint, stable leadership seems like an anomaly
rather than a constant.

Omega is
divided into
a handful of
areas: the
marketplace,
Afterlife, the
slums, and the
port where
Archangel is
holed up. The marketplace is available to you right
away and you can go shopping any time you wish.
The slums are where you should report if you want
to chase down the professor. You cannot locate
Archangel without paying a visit to Afterlife, the
giant nightclub just outside the Normandy's dock.
So, make Afterlife your first stop, no matter which
recruit you decide to chase down.

Omega never closes down, so you can come back
as many times as you like until the story places
Shepard beyond the point of no return.

NOTE

Glossary \1

{( \

Asari: The asari are one of the four Council races that
sit on the Citadel. In fact, they were the first to
discover the Citadel and sought to establish the
Council once the salarians arrived via their own mass
relays. Asari are mono-gendered, with no concept
of gender differences. The asari resemble human
females, but they can mate with any race and live for
up to 1,000 years. Asari go through three stages
in their life-cycle: the youthful maiden, the maternal
matron, and finally the wise matriarch.

Salarian: The second race to join the Citadel, the
salarians have a mixed reputation in the galaxy.
Though admired for their intelligence and for bringing
the krogan out of their primitive state, the salarians
are also judged harshly for their development of the
krogan genophage, which the turians used to sterilize
the majority of the krogan following the Krogan
Rebellions.

Turian: The turians joined the Council 1,200 years ago
and are considered the galaxy’s peacekeepers, thanks
to the sheer size of their fleet and their spread
across the stars. They are a militaristic and highly
disciplined race who first proposed the idea of the
Citadel Security Services. Turians and humans were
involved in a conflict called the First Contact War of
2157, although many of those differences have been
set aside.

Batarian: The batarians are an aggressive species
that withdrew from the Citadel following the Council
decision to consider batarian colony space unsettled
and open for human development. Batarians have
funded a number of criminal enterprises and pirate
operations since then to strike human colonies, but
humanity was able to push the batarians back into
their own systems.

Vorcha: Vorcha are reptilian aliens that are victims of
much hostility and racism in the galaxy. Because the
vorcha are unable to get a foothold in civilized society,
they largely turn to criminal gangs for employment
and camaraderie. Vorcha have regenerative bodies
that withstand pain and injury, but they have a short
life expectancy due to their violent nature.

Krogan: The krogan are a brutal race discovered by the
salarians and transformed into a mighty army to help
put down the spider-like rachni in the great Rachni
Wars. After being brought out of their primitive
state, though, the krogan multiplied exponentially
and aggressively colonized. The salarians developed
a bioweapon (deployed by the turians in the Krogan
Rebellions) called the genophage that renders only
one in every 1,000 krogan pregnancies viable. As a
result, the krogan face eventual extinction unless a
cure for the genophage is found.
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AFfterlife

Afterlife is a two-level nightclub and a central
feature of Omega. The bar throbs with the latest
dance music. Patrons drown their sorrows and
toast their successes at the upstairs bar. The bar
is directly in front of you when you enter the long
corridor leading to the club interior.

Confront Kylan, a batarian, in the hallway to earn some
Paragon or Renegade points.

However enticing the bar looks, the main reason
to visit Afterlife is to seek an audience with Aria.
She is behind the bar, on a platform that lets her
survey her kingdom. She’s flanked by heavies, but
they will not give you any trouble in her presence. In
fact, Aria seems quite content to talk to Shepard.

4
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Want to pursue Archangel? Speak to the merc
recruiter to the left of the bar.

NOTE

Aria is the asari in charge of Omega. She oversees
all from her perch at the top of this station’s food
chain. She didn’'t get there by being nice, so don’t
be offended if she is a touch brusque when you
speak with her.

— &

The commander’s presence has made Aria’s
muscle a little jumpy.

Aria has information on Professor Mordin Solus
and Archangel, so talk to her about each potential
recruit. Aria talks about the professor being both
a genius and a madman, taking up residence inside
the slums, which are currently under lockdown due
to a plague. The plague affects all alien races except
vorcha and humans. Meanwhile, Archangel is a
thorn in the paw of the mercenary companies doing
business on Omega. Aria seems more amused by him
than anything, probably because Archangel hasn'’t
directly interfered with her business, which would
break Aria’s first rule of living on Omega: Don’'t mess
with Aria. (Her phrasing is a touch more colorful...)

You should also use this chance to familiarize
yourself with Omega through Aria’s eyes, so explore
every bit of potential conversation.

Aria gives Shepard information about the professor
and Archangel, but she is not directly involved with
either of them. However, after completing either

of the recruitment missions on Omega, return to
Afterlife. Speak to Grizz, the turian watching the
stairs to the left of Aria. The turian informs you
that Aria has a small side job she needs done.

The special assignment involves a local krogan
called the Patriarch. The special assignment is
called The Patriarch and is explained in the “Special
Assignments” chapter following the walkthrough for
the main story.

NOTE
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Afterlife’s VIP Room is not exactly welcoming to
humans. You can enter the lower floor via the
entrance inside Afterlife’s main floor or seek out
the alternative entrance into the lower bar, which
is downstairs from the main bar. Head into the
marketplace and use the map to wind through the
stalls and debris. The secret entrance leads to a
long staircase that deposits you right inside the
bar

The lower bar is smaller and more intimate than
the main floor. It’s just as loud, though. If you like,
you can stop by the bar A batarian is slinging
drinks. If you order a drink from the bartender, you
open up a small special assignment that you can
complete right away: Batarian Bartender.

Special assignments received from citizens of cities
and via your private terminal are detailed in the
“"Special Assignments” chapter. However, we explain
this one here so you get an idea of what’s involved
when you take on a small, local job.

NOTE

Talk to the batarian and order a drink. After
slugging it, you collapse to the ground. You wake up
just outside the bar. A human local tells you that
the bartender has a reputation for hating humans
so much that he poisons them. You're the first
human to survive the batarian’s spiked drinks. If
you'd like, you can make sure you are the last.

Re-enter the lower bar the same way and return
to the bar. The batarian will not recognize you right
away because he assumes you're already a corpse
in the muck under Omega. But once he has poured
you a drink, you have two choices. The Renegade
route is to force the batarian into drinking his
own poison. Or you can opt to raise a little noise
about poisoned drinks to get the attention of other
patrons. A turian takes particular interest in the
situation. So offended by the batarian’s alien hate
(and the fact that the batarian is likely to transfer
his grudge to turians one day), the turian shoots
the bartender. This ends the special assignment.
The batarian bartender's reign of terror is over.
The next time you visit the lower bar, an agreeable
salarian is behind the counter and he's been
instructed to give you drinks on the house.
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To locate the shopping on Omega, pass through
the doors marked “Shopping” or “Apartments” to
the right of Afterlife. Both doors lead to the stalls,
although from different directions. The shopping
area is pretty crowded, so expect to see a solid
cross-section of aliens wheeling and dealing.

The ramblings of the Mad Prophet on his soapbox
greet you as you walk inside the marketplace via the
apartment doors. Stop and have a listen if you'd
like, and egg him on to unfurl more of his grand
prophecy on humanity being a blight on the galaxy.
The Mad Prophet can be left alone, too, without any
consequences.

What you really want to do, though, is explore
the stalls in the marketplace and see what is for
sale. There is also a special assignment available
if you visit Kenn's Salvage at the bottom of the
marketplace. Some of the stalls refuse to do
business with a human, though, and those will offer
no options for interactivity when you look at them.

The entrance to the slums is inside the marketplace,
too. It's close to the apartments doonr, just down
the long corridor. You’ll spot a turian guard at the
slum entrance, turning back anybody who tries to
access the plague-ridden district.

NOTE

Harrot's Emporium

Harrot's
Emporium

is on the
main floor of
the Omega
marketplace.
The shop is
run by an
elcor, one of a
race of aliens that speak in such a monotone they
are forced to declare their inflections before each
sentence. Harrot sells useful tech and model ships.
When you meet him, he is also treating a young
qguarian named Kenn shabbily. Talking to Kenn starts
a special assignment that involves speaking to
Harrot about his actions.
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Kenn's Salvage

Kenn is a
young quarian
who was
stranded on
Omega when
he lost the
majority of
his savings.
He has since
taken to selling salvaged tech to make a meager
living on Omega. You are able to appeal to Kenn to
get a discount on his goods, although he needs to
sell his goods for high prices to keep peace with
Harrot.

Kenn needs 1,000 credits to get off Omega.
You can opt to give him the credits now and free
him, or you can go speak to Harrot as part of the
Struggling Quarian special assignment. Even if you
help Kenn, you can still buy his salvaged tech.

[
'_\EB

Talk to the vorcha next to Kenn’s Salvage to get your first
encounter with this alien. The vorcha are...unpleasant.

Omega Varket

The Omega
Market on
the main

floor of the
marketplace is
run by Marsh,
a batarian.
Batarians are
not neces-
sarily partial to humans, but Marsh values business
over race relations and is willing to deal with you.
Marsh sells a variety of goods, from model ships to
useful tech.
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The lllusive Man has identified a salarian scientist named Mordin Solus

who is intelligent enough to potentially craft countermeasures against

the Collector swarms. Mordin is currently operating a clinic inside the
guarantined slums of Omega. A plague has ripped through the slums,
affecting all races except humans and vorcha. Shepard must find a way into
the slums and then locate Mordin. Getting the scientist out, though, will .
not be easy. The slums are overrun by merc gangs looking for a piece of the .

action in the wake of the plague.

. I°_+
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Spoils of War

* Credits: 50,000

¢ Element Zero: 1,000
* Palladium: 2,000
Platinum: 2,000
Iridium: 2,000

@ Refined Element Zero Mordin’s Clinic

@ Batarian Victim Refined Platinum
@ Turian Plague Victim Refined Palladium
Refugee Mordin

© Modified Assault Rifle (&) Refined Element Zero

AND Refined Iridium
Refined Element Zero

Gambling Terminal

@ clinic Guard
L_LEGEND

Daniel El Spare Parts
Power Startup Wall Safe
East Fan Array = Medi-Gel
West Fan Array E Datapad

Research Station (Medi- Computer

Gel Capacity Upgrade)
Power Cell

Human Looters
ﬂ Weapon Locker

v 4

The slums are currently off-limits to Omega
residents. The entrance is guarded by an armed
turian. When you arrive, he's busy turning away

a human female. Despite humans not being
susceptible to the plague, the turian still refuses to
let the human in, lest she bring it back out with her

You must
talk to the
turian in order
to enter the
slums. The
turian is
stubborn at
first, but use
your powers
of persuasion to talk the turian into stepping
aside. You can tell the turian either that you're on
a mission to find Mordin or that you can help clean
up the merc problem that's almost as much of a
plague in the slums as the Blue Suns and other
gangs. Either way, the turian relents and allows
you inside, although he warns that the Blue Suns
guards enforcing the quarantine inside the slums
are likely to open fire as soon as you try to enter
the area.
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Even though the plague affects all non-human
and non-vorcha races, you can take non-human
teammates inside. The plague will not affect them.

NOTE

Enter the Slums

The slums
seem
deserted.
There are a
few bodies
slumped in
the corners.
Check behind
the barricade
of crates directly inside the slums to find 250 units
of refined element zero. After collecting the element
zero, press deeper into the slums.

Sure enough, when you reach the first checkpoint,
district guards pop up from behind a barricade and
open fire. Pick off the guards from cover. Then, slip
through the archway to the right of the checkpoint
and move along the corridor. Collect the medi-gel
from the station on the nearby wall and then move
down to the Gozu District via the door beyond the
checkpoint.

Sick Batarian

There is a
stack of
burning
bodies inside
the Gozu
District—a
barbaric way
to dispose of
the dead in
hopes of curtailing the spread of the plague. There
is a batarian still alive next to one of the fires. He's
fallen victim to the plague and is in really bad shape.
Talk to the batarian to learn more about the source
of the plague.
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The batarian
is convinced
that because
humans are
not affected
by the plague,
humans must
have created
the plague.
While he is in the middle of a coughing fit, you have
the interrupt opportunity to give the batarian
medi-gel. The offering of medicine and sympathy
changes the batarian’s tone. He is willing to talk to
you about the plague and conditions inside the slums.

If you ask about Mordin, the batarian paints a
picture of a doctor with unorthodox methods. Blue
Suns mercs tried to press Mordin for protection
money, but the salarian just killed them. After
talking to the batarian, it’'s time to wish him luck
and move farther into the slums.

Hack the terminal next to the mechanical services
door for 5,000 credits.

Inside the mechanical services room, you can
replenish heavy weapons by opening the crate of
power cells. Bypass the locks on the door near the
crate to enter the tomb of two slum residents.
Inspect the body of the turian plague victim and
then play the data logs on the nearby console to
listen to the unfortunate turian’s final plight.
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Talk to
the humans

e T Continue down
”l 2 x the corridor about Mordin.
1 - just behind They explain
' the batarian. that his lab
A locked S pretty
door on the deep in the

right can be slums. Mordin

bypassed. At is taking 1
the bottom in refugees now but the humans are suspicious.

Mordin was able to kill vorcha and Blue Suns without

plague victim. His datapad reveals that the Blue much effort. He must be more than just a doctor—
Suns have been busy locking residents up to die. perhaps a former soldier. Return to the barricade

Check the wall safe for 7,000 credits and then head  When you have exhausted the conversation.
back up the stairs. 4

of the stairs, you find a small room with another

When you
inch up to the
corner just
beyond the
locked door,
you can hear
the grunt of
Blue Suns
thugs. They
have taken up position behind a barricade and will
fire on you as soon as they see you. Use cover to
inch up to the barricade and fire on the Blue Suns
troopers. The troopers are in an ideal spot, so you
might be better served firing at them to get a little
cover and then running across the hall to flank them
from the right.

Scan the dead Blue Suns soldier behind the barricade for the
Kinetic Pulsar tech upgrade. It adds 10 percent damage to
assault rifles.

As you move
along, you pick
up the sounds
of a battle.
Inch up to the
corner where
you hear
gunshots. The
Blue Suns are
opening fire, but not on you. Use the stairs to get

The Blue Suns at the barricade have multiple reinforcements, a top-down view of the scene. The Blue Suns are
including Blue Suns legionnaires. If you flank, you can cut them locked in a gunfight with Blood Pack thugs: krogan
down with the explosive containers. and vorcha. And the Blue Suns are losing.
Two humans
The Blood
are holed
. . Pack mercs
up in their -
are moving in
apartment to
. on Blue Suns
the right of .
territory.
the Blue Suns
. There are
barricade.
Blood Pack
When you
troopers,
enter the
pyros, and

apartment, take the medi-gel from the kitchen table
and then walk up to the living room. The humans
come out of hiding. They explain that because the
plague does not affect humans, the Blue Suns also
believe that humans are responsible. As a result,
they shoot humans on sight.

warriors. The troopers and pyros are vorcha and

so they are aggressive, but they do not charge like
the krogan warriors. You must watch for the krogan
and not get too close. The krogan will charge, which
causes a lot of damage.
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After leaving the humans, follow the signs to the clinic.

NMeeting Mordin

:; PR — Breathe
' ‘( - easy as you
—

walk by the
two mechs
guarding
the clinic.
They are not
programmed
to kill humans,
so they leave you alone. Enter the clinic and have
a look around. There are a lot of refugees seeking
sanctuary at the clinic. A weapons locker near the
entrance lets you swap out guns before heading
the courtyard, but watch out for krogan Blood Pack back out into the slums. Medi-gel stations on the
warriors who storm the stairs so they can charge .
and use their shotguns up close. wall restock your spent supplies.

You can do a lot of damage from the walkway overlooking

Scan the computer in the lab next to Mordin. This scan leads

Aftert the you to find the Microscanner, which increases your medi-gel
battle is won, capacity.
EE tQngdh Mordin is

e door down friendly to

on the main
floor. It leads
to a storage
room with
250 units of
refined element zero. Another door inside opens into
an apartment. Two human looters are ransacking
the place. Have words with them. You can either
turn a blind eye or appeal to their dignity.

you, which is a
nice change of
pace from the
other aliens

in the slums.
The salarian
talks fast

and seems scatter-brained, but that’s just his
non-linear thinking getting ahead of his mouth.
Mordin is a genius and has developed a cure for the
plague.
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Mordin has heard of the Collectors. He wonders
if there might be some connection between the
plague—which leaves humans alive—and the
fact that the Collectors are seizing only human
colonists. Mordin would join your team, but he is too
busy at the clinic right now. He still needs to deploy
his cure and get the plague under control. He wants
to distribute it through the air-cycling system, but
the vorcha are guarding it. Mordin needs you to
brave the merc-controlled slums again and release
the plague cure into the air-cycling system. Once
the plague has been cured, Mordin will join your
team.

F~ight to Environmental Control

It doesn’t take long to find the Blood Pack. The
Blood Pack thugs have set up an ambush behind the
clinic. At least the courtyard has enough cover for
your team to use when launching a counterattack.
Look out for Blood Pack troopers in the rear of the
room; they will not get too deep into the fight but
instead squeeze off shots from a distance in hopes
of killing you with a dozen small wounds.
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Mordin also requests that you keep an eye out for Daniel,
one of his assistants, who went into the slums to help plague
victims. Can you please make sure he gets back to the clinic?

This is a special assignment: Missing Assistant.

.ﬁ
Before you leave, Mordin hands over a new weapon:
the hand cannon. The handgun holds fewer shots
than the heavy pistol, but each shot packs a greater
kick. This is a perfect weapon for headshots. You can
take down weaker vorcha with a single shot from
the hand cannon at medium range. After searching
the clinic and making sure you have your preferred
weapon, use the door in the back of the clinic to
move on to the environmental control center, where
you can release the cure into the air-cycling system.

The width of the courtyard is well suited for flanking. Move
along one side of the room to get closer to the Blood
Pack and pick them off.

Before long,
the weak Blood
Pack troopers
are reinforced

with Blood Pack
warriors. These
krogan do not
believe in staying
back.
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Don’t leave without hacking the gambling terminal to the left of
the courtyard. That’s 6,000 easy credits.

There are stairs near the gambling terminal. Head
up them and then hack the nearby banking terminal
for another 7,500 credits. Continue up the stairs
until you reach a hall with two doors. Open the door
on the left first; Daniel is behind that door.

Daniel

Daniel has
been seized by
batarians. The
scene turns
into a standoff
within
seconds. Try
to convince
the batarians
that Daniel is not there to spread any more
disease. You can end this standoff by either letting
the batarians back down, thus earning Paragon
points, or you can refuse to let them leave and earn
Renegade points. If Daniel survives, he heads back
to the clinic, leaving behind a medi-gel crate.

NMore Blood Pack

The Blood Pack
has taken a

lot of territory
away from the
Blue Suns.
More Blood
Pack troopers
wait just
inside the door
across the hall, but that's the only way to the air
systems. Open the door and then immediately fire
on the vorcha scum on the other side of the room.
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Those Blood Pack troopers were just a couple of
advance soldiers. When you try to close in on the
air systems, rockets rain down from a Blood Pack
boom-squad on a ledge above you. Use the stairs
to avoid the rockets or run to the right to flank the
Blood Pack and fire at them from an angle. (You can
get clean shots at explosive containers on the ledge
from here.)

More Blood
Pack thugs
move through
the courtyard
directly in
front of the
environmental
control room.
Fire on them
from above for as long as you can. You will soon have
to use the stairs to drop to their level and directly
engage.

After cleaning out the Blood Pack, follow the doors to the
environmental control center. More Blood Pack foes attack the
closer you get.

Salvage the spare parts in the corner of this room for an easy
2,000 credits. There’s medi-gel nearby, too.
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Environmental Control

Vorcha are
guarding

the controls
for the air
systems.
The leader of
this patrol

is talkative.
He says that
the Collectors are indeed behind the plague. The
vorcha are assisting the Collectors. In return, the
Collectors will help raise the vorcha’s profile in the
galaxy. The vorcha doesn’t talk forever. His spitting
and snarling gives way to gunfire soon enough.

Look for Blood Pack boom-squads to fill the
air with rockets, so dive into cover. Pick off the
advancing Blood Pack pyro and clear the Blood
Pack out of the room. As soon as the Blood Pack
opposition is dead, you can approach the central
console. Insert the cure and unlock doors to the
two fans that will spread it.

As soon as
you insert the
cure, more
Blood Pack
members fill
the room. You
must turn
on the fans.
There is one
on each side of the console, behind doors. As you
close in on the doors, though, Blood Pack pyros pop
out. Shoot those tanks!

Initialize the first fan and then make your way
to the second fan room.

The Blood
Pack puts
up an even
greater fight
to keep you
out of the
second fan
room. Not only
do Blood Pack
troopers fan out, but krogan Blood Pack warriors
also try to rush you as you cross the room. Rockets
from vorcha heavies streak across the room. You
cannot spend much time out of cover as you move
on the second fan. Take down as many as you can,
but be sure to use your team to keep the Blood
Pack busy, too. This isn't a solo operation, after all.

Enemy Profile: \Vorcha
\Vorcha Thug

» Classification: Minion

* Powers: Vorcha Regeneration

* Defenses: —

* Weapons: Assault Rifle, Heavy Pistol
Vorcha Heavy

* Classification: Minion

* Powers: Vorcha Regeneration

* Defenses: —

* Weapons: Rocket Launcher

Not all vorcha have enlisted in the Blood Pack. Vorcha
thugs and heavies are also working to advance the
vorcha position in the galaxy, and this opportunity with
the Collectors has brought out some of the deadliest in
the species. Do not leave any vorcha with even a sliver
of health. They will regenerate if given half a chance, so
shoot to kill and do not stop shooting until the vorcha is
lifeless on the floor

Fight your way to the second fan room, chewing
through vorcha and krogan. As soon as you activate
the second fan, the cure spreads through the
slums. It works right away, eliminating the virus
causing the plague. You head back to Mordin to
reiterate your offer to join the team and take the
fight to the Collectors. After all, they were the ones
responsible for this plague.
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Back at the
clinic, Mordin
is happily
noting that
the cure is
working exactly
as it should.
Patients are
improving. (If
you saved Daniel, the assistant is at the doctor’s
side.) Mordin is happy to join your team now. He's
ready to see what he can do to stop the Collectors
and agrees to meet you at your ship. You can opt to
leave for the Normandy right away or look around the
clinic. Medi-gel and power cells can be collected, and
it's good to catch up with the patients.

Mordin is
ready to work.
After a brief
conversation
aboard the
Normandy
where you and
Jacob bring
the professor
up to speed about the Collector situation, the
salarian heads straight for the tech labs. Now that
Mordin is on the team, you can access that part of
the ship and order up research projects—as long as
you have the required minerals.

Be sure to
go see Mordin
right away.
Talk to the
salarian about
his previous
work with
the krogan
genophage.
Mordin was very involved in the genophage. He
knows an awful lot about it—perhaps too much.
This is also a good opportunity to walk the ship and
check in with existing crew. If you have recruited
others, stop by their quarters for a chat. And be
sure to see Joker, too.

4
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Affer Recruitment

It should not take Mordin long to develop the means
to stop the Collector swarms. As soon as Shepard
has all four recommended recruits, the Illusive Man
requests that the commander talk to him. Report

If you sent for the batarian plague victim, he is in the clinic
now and feeling much better. He is also pleased to see that his
assumptions about humans were wrong.

to the commu-
nications room
on deck 2 to
speak to the
Illusive Man
and determine
the next
course of
action.

The lllusive
Man informs
Shepard that a
human colony
on Horizon
has just gone
silent—that’s
a fingerprint of
the Collectors.
Hopefully, Mordin’s countermeasures will be ready.
lllusive Man also informs Shepard that a former
Normandy crew member is also on Horizon. That's
too big of a coincidence. The Collectors have to be
aware of Shepard. The lllusive Man gives Joker the
coordinates for Horizon. It's time to save some
colonists.

Sure
enough,
Mordin is able
to develop the
means to stop
the swarms
right before
Shepard goes
to Horizon—
the salarian seems to work best under pressure.
Now that you cannot be stunned by the swarm,
Shepard can actually watch the Collectors operate.
The commander had better be ready for what is
about to unfold.
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According to the dossier provided by the lllusive Man, Archangel is a mercenary commander with
expertise in small-unit tactics, an omni-tool expert, and a remarkable sniper. Archangel is currently
embroiled in a violent war against the gangs of Omega. In order to pull the
potential recruit out of Omega alive, Shepard must somehow infilcrate the gangs
that are hunting Archangel. To gain access to the mercenary gangs that are

Spoils of War
¢ Credits: 40,000

targeting Archangel, Shepard must apply for an assignment as a freelancer. * Element Zero: 500
¥ ey ———
1TSS
+_.  —-—
!
o
\5
|
| 41 ]
ag!
@Jaroth Blue Suns Weapon Omni-tool Power Boost @ Emergency Shutter
Shipment X-Mods Control
@ Message to Tarak
. Blue Suns Gunrunning Archangel (Garrus) 2 Wall Safe
@ Eezo Smuggling Accounts
Accounts Vindicator Battle Rifles sk Medi-Gel
Freelancer
Refined Element Zero Footlocker ($2000) Power Cell
Blue Suns Troopers
@ Heavy Mech Diagnostic Emergency Shutter n Weapon Locker
Station Tarak and Jentha Control
Garm Cathka’s Assistant Emergency Shutter
(and Cathka) Control
@‘Pr‘otection’ Money
Accounts

LEGEND

Shepard If you're

cannot get playing as

close to a female

Archangel Shepard,

without joining the conver-

up with the sation with

mercenary the mouthy

bands downstairs

that have Blue Suns
targeted him: Blue Suns, Eclipse, and Blood Pack. merc recruiter leads to a Renegade interrupt
The freelance recruiter is inside the main room of opportunity, but no matter how you answer, he
Afterlife. Speaking to the recruiter allows Shepard isn’t about to turn down freelancers with as many
to go downstairs and formally apply. weapons as Shepard and the squad have. While

accepting the job, talk to the recruiter to get a
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better handle on the situation. Joining up does

not get Shepard a permanent spot with any of the
merc gangs hunting Archangel. Archangel has been
targeted because he keeps messing with the merc
gang activities, such as stealing shipments.

The
recruiter
spells out the
operation:
Previous
teams have
taken out
Archangel’s
crew. Now
Archangel is all alone. However, Archangel has
positioned himself at quite a vantage point. There is
only one bridge leading into the area. This gives the
sniper plenty of advance warning of a new assault.
Taking the bridge has resulted only in a bloodbath,
so the merc bosses’ new plan is for Shepard and
the freelancers to take point while the merc bosses
call in heavy hitters.

On the way out of Afterlife’s recruiting office, Shepard passes a
kid looking to sign up. Paragons can interrupt the kid and stop
him before he throws his life away. Renegades let the kid make

his own decision. Live? Die? That’s the kid’s call, not Shepard’s.

Once Shepard
arrives on
location, the
Blue Suns
dole out a
little more
information
about the
operation. The
bridge leading to Archangel’'s position is completely
exposed—it’'s a killing ground. However, they have
kept up the attacks for so long that Archangel

is getting exhausted. He's making mistakes.

The mercs hope Shepard’'s squad can help them
capitalize on those mistakes. If Shepard takes a
forward assault position to distract Archangel, the
Blue Suns can sneak up on Archangel from behind.

Glossary

Blue Suns: Founded by Solem Dal’serah, a batarian
slaver, the Blue Suns have grown from a protection
racket to a security agency. Though the Blue Suns
have the appearance of a legit security provider, it
has been claimed that the mercenary force sells
its captives into slavery.

Eclipse: This mercenary gang was originally a security
company pioneered by an asari named Jona Sederis.
While Eclipse is viewed with serious suspicion by
the Citadel, the merc band has been welcomed into
the Terminus Systems. Eclipse does more than
trafficking. It offers out assassination contracts,
engages in sabotage, and offers security.

Blood Pack: The Blood Pack was originally a vorcha
gang, but a krogan battlemaster named Ganar
Wrang turned it into a fearsome mercenary outfit.
Wrang was so confident in his outfit that he took
the Blood Pack public and made a killing. More
krogan joined the Blood Pack, adding to the outfit's
expertise at professional violence.

Go to Transit Hub

After leaving
the recruiten,
Shepard and
the crew must
make their
way to the
transports
just outside
Afterlife. Do
any shopping you think is prudent at Omega before
heading out. When you're ready, look for the Blue
Suns driver waiting by the shuttles to the left of
Afterlife (if you are facing the main entrance). Speak
to the driver and he'll whisk you away to the outer
edge of Archangel's base of operations.

Right now,
Archangel is
just getting
over an
attack from
a gunship.
Archangel
took down the
gunship, but
not before the mercs were able to slip a few men
close to the facility. Archangel doesn’'t know they
are there. To help with the attack (and actually make
the mission ahead easier), Shepard should locate
Sergeant Cathka at the third barricade closest to
Archangel’s hideout.
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Follow the
road from the
Blue Suns
welcome
wagon. There
is no action en
route, but you
will see a few
mercs holed
up at the first barricade, monitoring the situation.
Dart inside the nearby door to speak to Jaroth,
leader of the Eclipse chapter on Omega.

Talk to
Jaroth to
gather intel
on Eclipse’s
activities
on Omega.
They have a
corner on the
element zero
(eezo) market, but Archangel is complicating things.
This mission is personal for Jaroth. Apparently
Archangel killed Jaroth's brother in an attack.

Grab the datapad off the back table in Jaroth’s room. Aria
would love to see a message between Jaroth and Tarak that
implicates them in a plot on her life. This starts a small special
assignment: Deliver Datapad.

N\
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Second Barricade

The Blood Pack
is stationed
just a little
farther up the
road. Listen
for the snarls
of a vorcha to
find Garm, the
krogan leader
of the Blood Pack. Garm claims that the Blood
Pack mercs are the real muscle on Omega. Garm
is looking forward to taking out Archangel. Not only
has Archangel been thinning the Blood Pack ranks
with his sniper rifle, but Garm has a personal beef
with Archangel.

Garm
actually
cornered
Archangel
once. They
fought, but
Archangel
slipped away
just as Garm's
reinforcements arrived. Garm chased Archangel,
but he got away. Garm lets slip that Archangel is a
turian, which is more information than you received
from the Blue Suns earlier.

Leave Garm and follow the road. Hack the datapad next to the
dead merc in the corridor for 6,000 credits.

Hack open the locked door near the dead merc to locate a room
full of good stuff. There’s medi-gel on the wall, a crate of power
cells, and a datapad worth 4,000 credits. However, the best
pickup is the Microfield Pulsar, which upgrades submachine gun
damage. Scan the gun-running accounts to collect it.
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The sight of
the gunship
indicates that
you've closed
in on Sergeant
Cathka. Speak
to Cathka’'s
assistant in
front of the
gunship to gain an audience with his Blue Suns
sergeant. Cathka is busily repairing the gunship for
use in the upcoming assault on Archangel but takes
a moment to speak with you about the mission.

Cathka
informs you
that the
gunship is not
going to be
your cover, but
instead will be
used directly
against
Archangel. However, the ship is not ready just yet. It
still needs work before it can take to the air In the
meantime, you will help the infiltration team get closer
to Archangel. In fact, while you speak to him Cathka
gets word to send in the bravo team of freelancers.

You must now join the assault on Archangel’s
position. A meter appears on-screen that tracks
Archangel’s vital signs; if Archangel dies, you fail
the mission. The longer you allow the freelancers
and mercs to attack, the greater the chance of
Archangel falling.

Turncoat

You got this
close to
Archangel

by being
duplicitous.
There's no
reason not

to finally
reveal your
intentions at this point. Open fire on the freelancers
trying to take Archangel’s position. (The sooner you
do it, the less damage Archangel takes.) The first
time you fire on a freelancer, word spreads that you
are a traitor and the freelancers will fire on you as
well as Archangel.

/

SAUTIONN
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If you are willing to take on some Renegade
points, you can give your team an advantage in the
upcoming skirmish. When Cathka bends back over
the gunship to do some repairs, hit the interrupt to
fry him with the electrical tools. With bravo team
rushing in, nobody notices Cathka slump to the
ground.

~
'HB_\

There are two members of the infiltration
team trying to cut through the door protecting
Archangel’'s vantage point up on the second floon,
Take them down and then mop up the rest of the
freelancers on the main floor and the stairs. After
all of the freelancers are down, Archangel opens the
door the mercs were trying to cut through. Why
would Archangel welcome you?
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Use the Renegade interrupt to take an early shot at
the mechs coming over the barricade.

NOTE

It turns out that Archangel has a different name, one more
familiar to Shepard: Garrus Vakarian.

Join your team as they help take down the mechs from the
vantage point. Remember: Aim for the heads!

Garrus came to Omega after your reported death
in hopes of doing some good without having to cut
through layers of red tape. Out here, he can kill
criminals without anybody shaking a finger at him. In
fact, some of the locals really appreciate it; that's
where the nickname Archangel came from.

But now

it's time to

go. You and After you mop up the mechs, a team of Eclipse
Garrus must mercs starts to make a run on Garrus’s base.
make a plan The bomb can come in useful now. Blast it as the
for getting mercs try to move into position. The blast radius is

out. Although
the bridge let
Garrus hold
off mercs, it will also funnel you directly to them.
It's too risky to make a break for it right now, so
you decide instead to hold the position and pick off
incoming mercs until an escape presents itself.

Hold the Fort

good-sized and will drop any merc caught in it.

A look through
Garrus’s

scope reveals
that incoming
forces include

more than You cannot just stay on the upper level. You must drop to
just mercs. the main floor to take on the Eclipse thugs directly with your
LOKI mechs teammates.

are also on

the move and coming across the bridge in great
numbers. The goal right now is just to hold off the
mechs.
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Enemy Profile: Eclipses

Eclipse Trooper

* Classification: Minion
* Powers: —
¢ Defenses: —

* Weapons: Assault Rifle, Machine
Pistol

Eclipse Heavy
¢ Classification: Minion

* Powers: —

* Defenses: —

¢ Weapons: Rocket Launcher
Eclipse Engineer

* Classification: Elite

* Powers: Incinerate, Combat Drone,
Shield Boost

* Defenses: Shield

* Weapons: Machine Gun, Hand
Cannon

Eclipse VVanguard

* Classification: Elite
* Powers: Warp, Barrier
* Defenses: Barrier

* Weapons: Battle Rifle

What the Eclipse mercs lack in battle training they
make up for in weapons and gear. Eclipse troopers

and heavies do not move in a cohesive unit and attack
without much plan, but their weapons (such as the
heavy’s rocket launcher) can cause real trouble. Look
for weak spots like exposed heads to take down the
low-level Eclipse thugs right away. Fortunately, most
low-level Eclipse troops do not have shields. Watch for
the engineers and other higher-ranking mercs, though.
These hired guns have shields and barriers.

After you
bring down
the first wave
of Eclipse
mercs, Jaroth
sends in his
YMIR mech.

If you repro-
grammed the
mech earlier, you will gain a real asset in this fight.
The YMIR turns away from you and instead opens
fire on the Eclipse troopers and heavies that pour
over the barricade. You can let the YMIR do a lot of
the work. But that's a good way to lose the YMIR
assist within just a few moments.

Hold back behind the YMIR mech for cover while picking off
Eclipse mercs. The more you take down, the longer the YMIR
will last.

/

_
Before too
long, Jaroth
has lost so
many Eclipse
mercs that he
has no choice
but to enter
the battle
himself. When
you see Jaroth come over the barricade, take cover
and concentrate your fire on him. Your teammates
will get the clue right away and also direct their fire
at Jaroth. Use powers to weaken the Eclipse boss,
and stay in cover whenever possible to avoid his
incoming submachine-gun fire.

Jaroth has barriers and shields, so you must bring those down
before using some of your squad’s powers against him.

Direct your
squad mates
to attack
Jaroth so that
they keep him
pinned down,
then target
the Eclipse
boss in the
head and use incendiary ammo to drop his health.
The Eclipse boss will fall, but that only takes care of
one of the three merc gangs after Archangel.
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As soon as
you bring down
Jaroth, return
to Garrus.
Garrus is
pleased to
have taken out
Jaroth, who
was shipping
goods made with tainted eezo all over Citadel
space. But no sooner than the reunion starts does
the building start to shake. Garrus realizes that
the mercs have figured out another way in: the
basement. Garrus suggests you head down to the
basement and seal off the entrances.

Go to Basement

After deciding
who to leave
with Garrus (if
anybody), race
downstairs
and seal up
the basement
before the
Blood Pack
can make it inside. Use the door directly below the
stairs. A medi-gel station and a weapons locker are
just beyond the door. Raid them both.

The basement shutters (all three of them) are controlled by
green wall switches. Press the button on the nearest shutter
to start to lower it.

You can close the wall shutters in any order. Doing a
particular shutter first does not affect the outcome
of the mission. This walkthrough assumes that

you start at the shutter nearest the basement
entrance (marked Emergency Exit) and move next to
the shutters that flank it, starting with the shutter
to the right.

NOTE

Planetary Database Appendix

* Archangel © . . . .

Decision time: Do you take the whole team with
you or leave one member behind to help fend off
attacks with Garrus? Taking the full team will make
your job easier, but if Garrus has been weakened by
merc attacks, then having an extra gun near him
will certainly keep him alive longer. It's your call,
but leaving a friend with Garrus does bank Paragon
points.

AN
It takes 10 seconds for the shutters to seal.
As soon as you hit the button, Blood Pack mercs
start coming down the hallway ahead of you. You
must push them back. If one of them can reach
the shutter and stand under it, that resets the
shutter. Hold off the Blood Pack thugs at the gate,
using the sides of it for cover while picking them off
from a distance.

Enemy Profile: Blood Pack Trooper

* Classification: Minion
* Powers: —
* Defenses: Vorcha Regeneration

* Weapons: Assault Rifle, Heavy
Pistol

Blood Pack troopers are vorcha.
These are rank-and-file minions in
the merc gang. They have been trained to seek and use
cover while allowing heavier forces to storm the enemy.
While the enemy is busy fighting off the frontal force,
the troopers can attack from a safe distance.
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Enemy Profile: Blood Pack Warrior

* Classification: Elite

* Powers: Krogan Regeneration,
Krogan Charge, Carnage,
Incendiary Ammo

¢ Defenses: Heavy Armor

* Weapons: Assault Shotgun

Blood Pack warriors are krogan,

making them terribly fearsome in battle. Krogan do not
necessarily look for any strategy other than to rush

the enemy and attack at close range. Look out for
shotgun blasts and charge attacks when a Blood Pack
warrior closes the gap. Make sure that when you drop
a Blood Pack warrior, it is all the way down. Left with
any health, the krogan will use regeneration to replenish
spent stamina and get up for another attack.

The next shutter is on the far side of the room.
Take down the Blood Pack mercs then press the
button to start the countdown. This wide corridor
gives the Blood Pack room to spread out. Take
cover and blast the Blood Pack warriors coming
through, but save your heavy weapon for a tougher

Once the initial shutter is closed, use the garage fight coming up. You must keep them back from the
door to intercept a Blood Pack squad attempting shutter or else it will not close.
to infiltrate the building. Use cover inside the room
to pick off the Blood Pack thugs as they advance.
Watch for them to step near explosive crates.
Shoot the crates to detonate them and kill the
surrounding vorcha and varren.

The final shutter is through the door marked
Utility. The door opens into a long corridor with
many barricades. Blood Pack troopers stream down
the corridor, dropping behind the barricades and
slowing your progress. Shoot the troopers and vault
over the barricades.
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The shutter
(number 9 on
the map) is
just around
the corner
at the end of
the corridon.
As soon as
the shutter
starts to close, more krogan and vorcha fill the hall.
The Blood Pack warriors are the greatest threat, as
they can rush the shutter with nothing in their way.
Cut them down before they reach the shutter or
else the countdown will be halted.

/

After you
close the
third shutter,
Garrus comes
over the
comm. He
tells you to
hurry back as
Garm and his
thugs have breached the area’s defenses and are
about to attack. Garrus cannot hold off Garm and
his mercs alone.

Hold Off Blood Pack

Garm has every intention of taking down Garrus
himself, so he makes a beeline for the stairs. You
cannot easily follow. Blood Pack troopers spread out
and offer immediate resistance. The longer Garm is
upstairs with Garrus, the worse things go for the
turian. Direct your team to hold off the Blood Pack
near the stairs and chase down Garm.

Enemy Profile: Blood Pack Pyro

* Classification: Elite

* Powers: Vorcha Regeneration
* Defenses: —

¢ Weapons: Flamethrower

Elite vorcha are hired as Blood
Pack pyros. These thugs use flame-
throwers to roast their enemies
alive. Since the weapon is not effective at long range,
the pyro will try to close the gap as quickly as possible.
You can repel the pyros with your regular weapons since
they have no shields or barriers. But if you want to take
down a pyro in style, target the flamethrower pack. A
crack shot detonates the weapon, killing the vorcha.

4
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In addition
to the Blood
Pack troopers,
you must also
take down the
varren they
brought with
them. The
varren aren’'t
terribly bright, but they are fast and can bite hard.
Since the varren move fast, either use a close-
range weapon to drop them or try biotics to throw
them around the room.

Enemy Profile: \Varren

* Classification: Minion

* Powers: —

* Defenses: —

* Weapons: Bite Attack

Varren in the wild are fast, brutal war dogs with terrible

bites. The Blood Pack mercs train their varren to sniff
out enemies using cover and flush them out.

There is
likely a Blood
Pack warrior
flanking Garm
that runs
interference
as soon as
it spots you.
Watch out for
its charge attack. Get out of the way or take him
down before you are flattened by the charge.
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Garrus and whoever you left behind (provided you After Garm is down, Garrus fills you in on his brief
actually did) are holding their own against Garm for history with the krogan. Apparently, Garm put up
now, but without you joining the fight, Garrus could quite a fight the first time they tangled. But now?

be in real trouble. Get Garm in the crossfire and rip Krogan cannot regenerate their way out of being

his armor apart. With Garm equidistant between dead. Garrus agrees that it is time to get out of

you and Garrus, the krogan will not be able to easily here. All that is left are the Blue Suns. They are

pick a target to charge. Lay hard into Garm with the toughest of the three, but if you've broken the

weapons and powers. Blood Pack and Eclipse, the Blue Suns should be
manageable.

You don’t get a chance to make a break for it. Tarak Enemy Profile: Blue Suns

and the Blue Suns charge Garrus’s base with the
cover of the gunship. The gunship, piloted by Tarak,
is a real menace. You must take it down, but dealing
with waves of Blue Suns mercs makes it impossible * Classification: Minion
to concentrate solely on the gunship. * Powers: —

Blue Suns Trooper

* Defenses: —
Did you zap Cathka earlier? If so, the gunship will
have only half of its armor. Sometimes being a
Renegade pays.

¢ Weapons: Submachine Gun

NOTE

e Classification: Elite

* Powers: Shield Boost, Disruptor
Ammo

¢ Defenses: Shields

* Weapons: Battle Rifle

* Classification: Elite

* Powers: Shield Boost, Incendiary
Ammo

* Defenses: Shields

* Weapons: Assault Shotgun

The gunship blasts the windows out of Garrus’s The Blue Suns are not to be underestimated. These are

vantage point, allowing Blue Suns troopers to slip the best-trained mercenaries in the Terminus Systems.
into the building. The gunship swerves away to come They use military t.:actics.against their enemies, such
at the building from another side. While Tarak flies as flanking and using available cover to recover from

wounds. The Blue Suns are not biotics, though. But
what they lack in powers, they make up for in force,
tactics, and weaponry.

the gunship around to the side, you must engage

the Blue Suns troopers in a firefight. Like Garrus

said, they are strong and often attack from cover,
so taking them out can be challenging.
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The first wave of Blue Suns is led by a mercenary
named Jentha. She is a serious threat—lethal
with her guns and very smart about maintaining
cover until she has a good shot. She has shields
and armor, so it will take a lot of hits to bring her
down before the gunship swings around for the next
assault.

Be mindful of Blue Suns trying to take Garrus’s
base from the stairs.

While you clean up the stairs, the gunship gets
the drop on Garrus. The turian falls to the ground,
riddled with bullets and clearly in critical condition.
You must eliminate that gunship. Dive for cover as
the gunship hovers outside the window and goes for
a missile volley.

Blast the gunship with everything you have. Heavy weapons do
the most damage, but even if you only have a machine pistol,
empty the clip into the gunship.

The gunship swings around the building and drops
off reinforcements. Take cover and carve through
the Blue Suns troopers until the gunship appears
again. As soon as the troopers are out, the gunship
lowers itself back to the window. Avoid missiles
and keep burying shots into the hull. If you did not
sabotage the gunship earlier, it can withstand a
lot of hits. You will need to collect more thermal
clips as needed, and don't stop blasting away until
the gunship explodes. It may take several moves
between the courtyard and the window to bring
down the gunship, depending on whether or not you
took out Cathka earlier in the mission.

4
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Now that Garrus is part of the crew, a female
Shepard can flirt with Garrus, but a full-fledged
romance is Not possible.

NOTE

Defeating the gunship gives Joker enough clearance
to get a shuttle down and extract Shepard, Garrus,
and the team. With Dr. Chakwas’s medical skills,
Garrus is up and walking in no time back on the
Normandy, but he’s sporting some scars that

will always serve as a reminder of the time he Hit up Shepard’s private terminal for any incoming
and Shepard took out three rival merc gangs on messages. There are several waiting. If you stopped
Omega—at once. Garrus has his own questions that kid from joining up as a merc freelancer prior
about Shepard’s involvement with Cerberus, but to the Archangel mission, look for a thank you note.
since Shepard and Cerberus just dragged him out The next message is from Cerberus.

of Omega before he bled out, he is satisfied with Y4

Shepard’s instincts.

Be sure to make the rounds and talk to the crew,
including Jacob and Miranda, after recruiting Garrus
to the mission. Remember; it takes repeat conver- |
sations to foster romance with the crew, so be m\
sure to keep coming back to them after missions to
further the relationship.

Did you grab that datapad near Jaroth at the
NOTE Eclipse hangout? Near the first barricade? You can
now take it to Aria back on Omega.

NOTE

V4
._\
If you are still seeking recruits, direct the

Normandy to your next stop. Garrus can now be a
part of the away team.

Garrus takes up his station in the main battery
on deck 3 of the Normandy. Stop by and talk
to Garrus. Find out why he really ended up as
Archangel. It's not a pleasant conversation—Garrus
is carrying some heavy baggage. But he appreciates
the talk nonetheless.
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Of the recommended recruits put
forward by the lllusive Man, the

convict known as Jack is an intriguing

option. Held in deep cryo on the
Blue Suns—controlled prison ship
Purgatory, Jack has a hard-core
criminal record that includes some
heinous violent crimes. However,

Jack is also rumored to be the most

powerful human biotic in existence.

If Jack could be freed and convinced

to use those powers to stop the
Collectors, the convict would be a
welcome addition to the team.

¢ Credits: 30,000
* Element Zero: 500

4

9 Prisoner Row (Prisoner 780,
Prisoner 403)

9 Purgatory Security Controls
o Prison Guard

e Refined Element Zero

6 Outprocessing

a YMIR Mech Corpse: Damage
Protection

a Dead Prison Guard

9 Shotgun

@ Dead Prison Guard

@ Generator Coupling #1
@ Generator Coupling #2
@ Generator Coupling #3

El Spare Parts
Wall Safe
#= Medi-Gel

E Datapad
Computer

Power Cell
LLEGCEND

o Warden Kuril (first encounter)

@ Warden Kuril (after freeing Jack)
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Converted from an ark ship designed to transport Prisoner's Rovv

animals, the Purgatory is now a prison ship owned Follow the

by the Blue Suns mercenary force. The ship’s Warden's

population, partially composed of political prisoners directions

and prisoners of war, is officially listed at 4,350. to Outpro-

However, the ship’s population fluctuates; some cessing. As

reports have placed the actual prisoner count at you walk,

over three times that amount when the ship is you pass a

especially overcrowded. The Purgatory is a large few holding

vessel but not sizable enough to safely hold that cells. Stop

many prisoners.

The lllusive Man has already arranged for Jack's
release. When Shepard arrives at Purgatory, all
that is left to do is wait for the Blue Suns that run
the ship to bring the prisoner out of cryo and prep
Jack for transfer The Blue Suns guard waiting for
Shepard and the team at the docking bay requests
that they leave their weapons with him. Shepard
refuses. Warden Kuril intervenes and decides to
allow Shepard to enter the ship fully armed.

The Warden
leads Shepard
and the team
into the ship,
passing by cell
block 2, where
the Blue Suns
keep the
worst of the
worst in deep cryo. Kuril explains that each prisoner
cell is a pod that can be jettisoned into space with
the press of a button, and he has not been shy
about blasting a few into the ink to underline his
authority on Purgatory. Shepard can also talk to
the Warden about Jack and the costs of running the
prison ship. Kuril has no kind words for Jack, but
when describing the convict’'s penchant for violence,
there is a degree of reverence in his voice.

at the first one. A prisoner in the holding cell is
being savagely beaten by a guard while another
watches. This is a Paragon/Renegade moment. You
can encourage the guards to keep on thrashing the
prisoner, forcefully tell them to stop, or appeal to
their better natures and convince them that the
act is beneath them. Helping call off the beating
earns Paragon points while turning a blind eye is a
Renegade action.

Talk to Prisoner 780 in the next cell. He initially wants you to
free him, but when he hears Jack is leaving with you, his desire
for freedom ebbs. The prisoner tells you about his crime and life

on the Purgatory.

Once you enter Outprocessing, the Warden
springs his trap. Kuril has no intention of handing
over Jack. He is going to keep the credits and
imprison your team for a ransom. Such treachery
should have been expected of the Blue Suns. When
you refuse to go quietly, the Warden sends in a
platoon of Blue Suns troopers and centurions.
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GCet to Cryo

The Outpro-
cessing room
quickly fills
with Blue
Suns. Use
the benches
in the room
as cover for
you and your
squad and return fire. Hold them at the door as
long as possible. The centurions have shields, so
you must blast through those before using biotics The cryo technician in the next room is calling for
to take them down. Since these are organic beings, reinforcements. Cut him down and f:hen ransack the
incendiary ammo works well. Cryo ammo puts the room for eezo and medi-gel.

Blue Suns into deep freeze for a few seconds, giving
you time to advance and blast them without any
return fire.

All that is left to do now is unfreeze the cryo prisoners to free
Jack. Other pri: s will pe, though.

The Blue Suns also release FENRIS mechs into the room to
stop you. Blast the galloping mechs before they get close
enough to zap you with taser bite.

: e

Jack is not exactly what you expected. The most
powerful human biotic in the galaxy is a small, lithe
woman covered in tattoos from head to toe. Jack
breaks the bonds that hold her in the cryo pod and
stumbles forward just as three YMIR mechs close
in to keep her contained. It doesn’t take long for
Jack to concentrate her biotic power on the closest
YMIR. You need to get down there before her
temper lets her not only rip up the YMIR but also
escape the Purgatory for good.

— 18 .
The corridor leading out of Outprocessing and
into the cryo chamber is blocked by Blue Suns. Duck
behind cover and blast the Blue Suns troopers and
legionnaires as they storm the hall. They will look for
cover themselves, so you may need to advance to
flush the stragglers out of hiding.
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Chase

When you
drop down
into the cryo
chamber, you
discover the
ruined shells
of the three
YMIR mechs.
Scan the
wreckage of the middle mech with your omni-tool
to pick up Ablative VI. This damage protection tech
adds 10 percent to your squad’s shields, barriers,
and armor. It’s a useful find considering the gauntlet
you must soon endure to chase down Jack as she
makes her way to the exit.

Follow the corridor past some downed Blue Suns (Jack’s been
through here, obviously) and pick up power cells that resupply
heavy weapons.

The corridor
empties into
a huge bay
that bears
all the signs
of Jack: fire,
explosions,
and wreckage.
The Blue
Suns are holding their ground in this room, firing
back with everything they have. A YMIR mech joins
the Blue Suns squad, unleashing gunfire as well
as rockets. You can use the railing of the bridge
overlooking the bay as cover or move down to the
right of the bay and inch up behind crates.

Use heavy weapons to flush out the Blue Suns when they hide
behind pillars, crates, and barricades.

There
are human
prisoners in
the trench
below the
bridge. They
are engaged
with the Blue
Suns but
will not hesitate to turn on you. The YMIR mech
is programmed to kill anything that is not Blue
Suns, so while it may at first look like the YMIR
is trained on the escaped prisoners, don’'t get
too comfortable. Those guns will turn on you soon
enough. There is a Blue Suns commando in the bay,
too. Armed with a rocket launcher, it can cause
real trouble from a distance. If you have a grenade
launcher or sniper rifle, target the commando early.

4 N

Before moving through the open door on the far side of the
bay, check the body of the prison guard off to the left. Scan
his shotgun to pick up the Synchronized Pulsar upgrade, which
increases shotgun damage.

Pick up the medi-gel and power cells in the hall behind the bay.
The datapad of the nearby dead guard contains 4,500 credits if
you can manage the hack.
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Another bay, another squad of Blue Suns. These As you move down the trench, another YMIR stomps into

centurions seem to have the pr‘isoner‘ population action. Duck from the rot_:kets and return fire. !fa s_quafl
. B . member has Overload, use it on the mech to pop its circuits.

under control, so they immediately turn their fire on
you. Dive behind the crates and take out the first
set of Blue Suns spotted in the trench. An explosive
container rests on the bridge opposite you, right
next to some additional Blue Suns troopers. Nail
the container before the troopers stray too far

g

from it. The blast is powerful enough to kill. Even if - ——
the troopers manage to avoid death, they will lose a am "
lot of health. vas, ' ‘ »

| LS
- = e

» -

" \

When you can duck out of the trench to the right, advance from
crate to crate. Never remain out in the open.

Snag 1,500 credits from the body of the dead

. i d at the far side of the bay, next to the
You cannot pick off everybody from the crates prison guar
P y Y catwalk bolted to the wall. Cross the bridge to the

near the doqr‘. You must enter the trench. There are foie ) (Fmels s (PI0A 6 Eredier clons) uEre o
several barricades in the trench to use for cover, 4,500 credits.

but the Blue Suns have the same idea. Do not rush
the trench. These are not krogan you are dealing
with. The Blue Suns troopers will hang back and use
cover. If you try to advance too quickly and get too
far out in the open, the troopers will cut you down.

NOTE

4

'mﬁ

When the bay is clear, pass through the far door. There is a
hackable wall safe (3,000 credits), a medi-gel station, and a
crate of power cells just around the corner.
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The Warden is furious that Shepard has made such
a mess of his prison. While Kuril might not be able

to contain Shepard now, he does plan to recapture
Jack. Shepard and the team must take out Kuril as
soon as possible before the Blue Suns can regroup
and hunt Jack.

Take Out the Shields

Kuril takes few chances mounting his assault on
you. The Warden hides behind a shield, which is
powered by three generators. To disable the shield
and put the Warden out of business, you must
destroy the three generators. Look for the towers
with crackling blue energy arcing out of their spires.
The blue panel on each tower is the weak spot.
Blast that panel to blow up the tower and weaken
the shield. You must destroy all three generators
before you can attack Kuril.

Blue Suns legionnaires fill the room between you and the
Warden. Take them out before sweeping to the left or right to
target the towers.

The
Warden's
minions remain
outside the
shield bubble
to defend the
generators.
Do not focus
on the shield
generators to the exclusion of the Blue Suns.

Shield generators do not shoot back. Once you have
dropped enough Blue Suns to cause a break in the
firefight, then focus fire on one of the towers.

The Warden

As soon as
the Warden

is exposed,
train your fire
on him. Kuril
is armed with
an assault
rifle and has a
good shot, so
always use cover while the Warden is firing. When
there is a break in the assault, return fire. The
Warden will duck behind a barricade, so try to catch
the Warden before he disappears or right when he
pops back up.

The Warden has both shields and armor.
NOTE

The Warden
has the upper
hand by virtue
of his perch,
but sniper
rifles or heavy
weapons
are great
equalizers. If
any part of the Warden is exposed, target the spot
with one of these weapons. The splash damage from
a grenade launcher or missile launcher alone will
shred Kuril’s shields as well as his health.
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Taking Jack

After the Warden falls, Shepard watches Jack
sprint toward the docking bay. Jack is cornered by
Blue Suns as she approaches the docking bay, which
slows her down. After dispatching some of them
with her biotic powers, she spies the Cerberus
symbol on the side of the Normandy. This sends
Jack into a fit. So distressed by the fact that
Cerberus has come for her, she completely misses a
Blue Suns merc sneaking up behind her.

Jack wants that access right away. Shepard can
either give it to her or make her wait until she's
settled in. Either way, Jack takes up residence
down in the lower level of deck 4, the engineering
deck. Shepard should take a moment to go down
and speak to Jack before heading off on the next
mission.

On the way down to deck 4, stop off for a quick
visit with Chambers by the galaxy map to get her
assessment of Jack’'s stability.

NOTE

Shepard drops the merc just before he can get
a shot off on Jack. Although you just saved her
life, Jack still seems mistrustful—you’'re Cerberus.
Talk to Jack to solve the standoff. Eventually, Jack
proposes a deal. Allow her to see the files Cerberus
has on her and she will go with you. Shepard can
either immediately agree or bluff and risk angering
Jack later. However, letting Jack into Cerberus
files certainly is not going to endear Shepard to
Cerberus...

If Shepard allowed Jack to look at the files, the
convict’'s stance softens. Down in engineering, Jack
warns Shepard that Cerberus is into some pretty
nasty stuff—and she’'s an expert on nasty stuff.
Jack will go along with the mission for now, but

she still plans to comb the data for incriminating
evidence to use against Cerberus.

It comes to light that Jack hates Cerberus
because Cerberus essentially made Jack what she is.
Cerberus raised her in a research facility, but Jack
escaped. Cerberus has been chasing her ever since.

The conversation also presents Shepard with
the opportunity to get a little closer to Jack.
Jack marvels at the power of the Normandy and
suggests Shepard take it as a pirate vessel.
Shepard can either defend the mission or ask Jack
how she would help. Could this little flirtation be the
start of something?

SAUTION
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THE WARLORD OKEER

The Illusive Man recommends that Shepard find Dr. Okeer. The krogan, also known as Warlord Okeer, is
researching a cure for the genophage and has been in contact with the Collectors in hopes of trading
for the technology needed to develop an antidote. This familiarity with the Collectors makes Okeer an
ideal candidate for the crew. Shepard has experience with the krogan, despite not always seeing eye to
eye with former crew member Wrex about the morality of genophage.

Should Shepard wish to recruit Okeer, head to the nearest mass relay and plot a course for Korlus.

Rana Thanoptis will only appear if you imported your
character from Mass Effect and she survived those
events.

NOTE

* Credits: 40,000
¢ Platinum: 2,000

/ N\
oWounded Merc aRana Thanoptis E! Spare Parts
eTank-Grown Krogan °Warlord Okeer (Console on | Wall Safe

return trip)
® Blue Suns Corpse ($2000) & Medi-Gel

eLab Terminal (Krogan Vitality)

onefined Platinum E Datapad
Jed (starti ition)

°Sniper Rifle @ ecore Tstarting position COmputer
ok t] [ ”

© Blue Suns Corpse ($5%) @ okeer's “son Power Cell

T ecenD \

LLEGEND -
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Dr. Okeer

is currently
working in a
Blue Suns
compound on
wreckage-
strewn Korlus.
It's not known
if Okeer is on
Korlus by choice or by force. What is known is that
the Blue Suns don’t like unexpected visitors. The
landing party should be prepared for combat.

You stumble upon a wounded Blue Suns merc just
beyond the observation post. The merc'’s injuries
are not as bad as he thinks. Use that to your
advantage. When the merc starts to clam up during
the interrogation, offer a medi-gel to loosen him up.
He’ll tell you that Okeer is in a lab engineering an
army of krogan for Jedore, the leader of the Blue
Suns. The problem with the army, though, is that
most of the krogan Okeer creates are crazy. The
Blue Suns use the mad krogan for live ammo target
practice.

The long road to the Blue Suns outpost is
littered with derelict ships.

Observation Post

- - —
. . -

B4

Blue Suns command radios the wounded merc,
demanding a situation report. You can either
convince the merc to give them the all-clear or
force him to report that Shepard’s squad is heading
to another part of the base, sending security
the wrong way. This choice results in Paragon or
Renegade points.

If you shake
the possibility

The post is the first point of contact and combat
with the Blue Suns on Korlus. Use the barricades
outside of the post for cover, and fire on the Blue
Suns troopers that guard the door to the obser-
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vation post. X
of reinforce-

The Blue Suns are trained in military tactics and ments,

will seek cover in a firefight. If this is your first continue to

encounter with the Blue Suns, be sure to check out guestion the

tips and strategies for defeating the mercs in the merc about

d'l(;r:;r:‘linfioshapter‘ or from the Archangel mission the where-

P ' abouts of
NOTE Okeer and the lab’s fortifications. The merc lets

slip that the main defenses are big guns for ship
attacks. There are not many defenses against
commandos like your squad. You have the advantage
if you move on the lab. You can tell the merc either
to take a hike or that it's too risky to leave him alive
before seeking out the lab. If you failed with your
persuasion and the merc calls for reinforcements
you can choose whether or not to kill him.
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Blue Suns Assault

It doesn’t take long before you run into the next line
of Blue Suns. When you see the giant BRX painted on
an abandoned hull, you'd better seek cover by the
barricades. Blue Suns troopers are on the landing
across the clearing.

Follow the
path down into
the trench.
Several dead
krogan lie face
down in the
dirt, victims of
a recent round
of target
practice. Take cover at the barricade and look for a
Blue Suns trooper on the bridge above the trench.
Pick him off and then inch forward in the trench.
More Blue Suns troopers are waiting for you to get
a little closer to the back of the trench.

At least two Blue Suns troopers are at the end of the trench
on the landing. Wait for them to show themselves and then
take your shots.

(0

'mﬁ

Second Assault

The end of the trench feeds into another yard. A
long landing on the opposite side of the wrecking
yard is crawling with Blue Suns. In addition to Blue
Suns troopers, look out for the Blue Suns heavy
packing the rocket launcher. Use cover to avoiding
getting plastered by a rocket.

More Blue Suns heavies are waiting for your
squad farther down the yard.

Target Practice

The yard leads
to a Blue Suns
firing range,
where the
mercs have
cornered a
krogan. The
krogan is
peppering the
ledge above him with shotgun blasts, leading the
Blue Suns to duck and cover. Let the krogan keep
the Blue Suns busy while you take shots from the
relative safety of the back of the range.

/~
'mﬁ
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After the
fighting
subsides,
approach the
krogan. The
krogan does
not attack,
recognizing
that you are
also fighting the Blue Suns mercenaries. Though
his speech is not fully developed, the krogan is able
to articulate some disturbing information about his
short life. He's been alive for just seven days and is
burdened with the need to Kkill.

The krogan explains that he feels the need to fight
in his blood and bones. He recalls a voice he heard
in the tank (these krogan are born fully grown out
of a tank) that told him he was a failure. You may
guestion the krogan about Jedore and the voice
in the tank, which the krogan called “father” until
he was rejected. Before leaving, the krogan tells
you that the lab is beyond the “broken parts” and
guarded by many of “you fleshy things.” He opens
a shortcut to the lab, but it's a narrow corridor—
there's not a lot of room to plan evasive action
should the situation go sideways.

Loot the Blue Suns corpse just inside the door
to pick up 8,000 credits.

Upgrades and Research m Special Assignments
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 The Warlord Okeer © . .

Gauntlet

Sure enough, as soon as you start down the path
the krogan revealed, Blue Suns troopers step out to
attack. There’s nowhere to hide, so give the mercs
everything you have to bring them down.

The
barricades at
the bottom
of the slope
are a good
place to set
up defenses
against the
incoming
krogan berserkers, bred by Okeer. These mindless
krogan warriors stomp through the paths carved in
the wreckage. They are armed with shotguns and
use devastating charge attacks to slam your squad.
Keep the krogan at a distance with long-range
attacks and biotics. Fall back if necessary. Do not
engage the berserkers in close combat.
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After
dispatching
the
berserkers,
follow the
sounds of the
Blue Suns as
they regroup.
Pick up the

refined platinum from the crate on the far side of
the walkways and then turn to the left to start
ascending the lab tower. Okeer is at the very top,
but there are many Blue Suns between you and him.

The Blue
Suns don’t let
up until you
move deeper
into their
tower. Heavies
continue
to launch
rockets from
great distances. This gives you time to take evasive
action. Dive into cover so the rockets streak
harmlessly overhead. Move up when it's safe and

A J a T pick the heavies off as they reload. Do not stand
Hack the door at the top of the first flight of up if there is a rocket airborne. A direct hit from a
stairs to proceed up the tower. rocket is absolutely devastating.

The next landing is a gold mine of pickups: medi-gel, power Hack the PDA on the ground where the Blue Suns heavies were
cells, and a sniper rifle that grants you the Scram Pulsar tech. positioned for 6,000 credits.

It adds 10 percent to sniper rifle damage for the entire squad. .
P P g 9 Continue

up the tower
and take cover
when you hear

Just outside
the treasure
trove, several

Blue Suns the next Blue

heavies Suns squad.

are ready The squad

with rocket is made up

launchers. of heavies,

They volley centurions, legionnaires, and troopers. Watch out
rockets across the divide as soon as you open the for both rockets and regular gunfire. Splitting the
door, so dive in and take immediate cover. Wait for squad up here to flank the Blue Suns will keep the
the heavies to reload their launchers and then open bad guys guessing, so don't be afraid to throw an
fire from safety. order to a comrade to break away and advance

y, alongside the enemies.

=
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Tear up the centurions as they round the corner
to back up the heavies.

Search the corpse of the Blue Suns merc near
the centurions for 10,000 credits.

You can
overhear
the Blue
Suns leader
command that
they fall back
out of the labs
(where the
berserkers are
made) and refocus their attack on Shepard’s squad.
Keep pressing into Blue Suns territory, putting
down mercs as fast as you can. Since these are
humans, incendiary and cryo ammo do extra damage
to them.

Keep an eye out for a crate of power cells and a wall safe. The
wall safe has 4,000 credits in it.

Stop when you reach the next door, and before going through,
look for a nearby Blue Suns corpse. Hack its PDA to bank
4,000 credits.

Last Stand

Just beyond
the door at
the top of
the stairs,
the Blue
Suns mount
one last big
counterof-
fensive. The
mercenary gang calls in every man in the facility,
from troopers to heavies. They spread across the
area and take cover, forcing you to stay low and
pick your targets. You can do more damage if you
split your forces and cut paths into the Blue Suns
territory.

Watch for Blue Suns on the high ground.
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Blast the centurions on the bridge and then use it yourself to
mop up the next batch of Blue Suns that attack.

The majority
of the Blue
Suns are
down, but this
battle isn't
over yet. Pass
through the
door the Blue
Suns were
guarding to recover medi-gel and access a terminal
containing 8,000 credits. Once you collect the
goods, move through the next door to catch up with
the good krogan doctor.

Okeer

Okeer has
been waiting
for you to
finish with the
mercs and
come help him
complete his
experiment.
Okeer does
treat you with a mix of suspicion and respect.

The krogan brings up Shepard’s actions on the

Jedore

The merc
leader is in
the warehouse
below Okeer’s
lab. Jedore
can be heard
barking
orders as you
enter. Take
cover behind the huge metal panels. Watch out

for Jedore’'s YMIR mech, which is equipped with
miniguns and a rocket launcher. Jedore also has

a rocket launcher, so stay in cover as much as
possible.

/

i%
CAUTION

commander’s original mission as a Spectre, when
it was discovered that Saren was working on a
cure for the genophage. Okeer does not neces-
sarily disagree with the outcome of that event. He
believes it was necessary to stop Saren and that
the krogan Saren wanted to mass produce would
not have been real krogan. Okeer believes that his
engineered krogan are superior to Saren’s.

Okeer
has been
working hard
on creating
the perfect
krogan, a
flawless
soldier. The
rejects from
his experiments were supposed to be used in
Jedore’s Blue Suns army, but the berserkers proved
too difficult to train and contain. But Okeer has now
completed his one perfected krogan and is ready to
leave Korlus with his precious cargo in tow. Since
Okeer has knowledge of the Collectors, Shepard is
eager to accommodate this request.

Before
Shepard can
extract Okeer
back to the
Normandy,
Jedore
intervenes.
The Blue
Suns leader
orders the release of a toxic gas into Okeer’s lab.
Okeer requests that you take out Jedore before she
can poison the new krogan soldier. If you do this,
Okeer will tell you everything he knows about the
Collectors.

g

A sniper rifle or heavy weapons are your best bet against
Jedore, especially if you want to fight from long range.
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of the Collectors is lost. As you close in, you hear
emergency vents kicking in to flush the gas out of
the lab. But is it too late?

Lure the YMIR between the metal plates on its side of the
warehouse. Peg the arms as they stick out.

/ \\

Unfortunately, Okeer succumbed to the gas
before you could finish off Jedore. However, the
krogan recorded a message for you with his last
breath. He admits that he doesn’t know why the
Collectors have been targeting humans but asks you
to take care of his legacy, his perfect soldier.

The squad
comes to a

Once Jedore consensus
and the YMIR (some

are defeated, grudgingly):
EDI comes take Okeer's

krogan. If the

over the _
comm and krogan is as

warns you strong as

that the labis  Okeer suggested, then he could be a worthy ally in
flooded with the fight against the Collectors. Shepard orders the

toxins and that Okeer’s life signs are failing. Hurry Normandy to prep for an extraction.

back to the lab before Okeer dies and his knowledge

Following
the meeting,
make the
rounds on
Normandy,
Stop in to visit
with Jacob
and Miranda.
They become a
little more talkative as the mission goes on.

Many personal conversations between crew
members of the Normandy, such as between
Shepard and Miranda, are not tied to finishing

Jacob and Miranda are split on the value of the

genetically engineered krogan joining the mission. a specific mission. That's why you should keep
Miranda worries he will be impossible to control and checking in with them. Over time, as the crew goes
could do a great deal of damage in the confines of through hardships together, they open up. .

the Normandy because krogan are best in close- NOTE

guarters combat. Shepard decides to place the
krogan in the cargo hold until the decision is made
to release the krogan or keep him permanently in
stasis.
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After checking in on the crew, it's time to finally
make the big choice about the krogan in the cargo
hold down on Deck 4. Shepard is not required to
open the tank. But the krogan could be such a great
asset to the crew that it should be difficult for
Shepard to resist. After a brief talk with EDI about
the ramifications, Shepard opens the tank. The
krogan emerges.

And sure enough, Miranda was right.

The krogan explodes out of the tank and slams
Shepard into the back wall, holding the commander
down with his massive forearm. The krogan gets
right in Shepard’s face. He does not attack. He
assesses. He demands a name. The krogan speaks
of Okeer clinically. Whereas the berserker on Korlus
seemed to have an affinity for Okeer as some kind of
father, this krogan finds Okeer’s voice hollow.

The krogan
remembers
hearing the
word “grunt,”
though. That's
what he will
call himself:
Grunt. Grunt
says he will
follow Shepard if he can prove his strength against
him. Otherwise, the krogan will snap Shepard in half
right here. Shepard appeals to Grunt’s inherent
sense of pride by telling him he will only make the
crew—the clan—stronger. And Grunt will have the
chance to kill some worthy adversaries.

The gun Shepard has been pointing at Grunt’s gut the whole
time greases the wheels of Grunt’s loyalty, too.

/ AN

Got Your Recruits™?

Once you have collected the first four recruits off

of the lllusive Man’s list (the team now has seven
members, including Shepard), the next mission opens
up: Horizon. You cannot move on in the fight against
the Collectors until you have completed all four
recruitment missions. Only then does the salarian
Mordin Solus finish the countermeasures to thwart
the Collector swarms; without the defenses, you don’t
stand a chance.

If you want
to do any
shopping
back at
Omega, now
is a good
time to
return and
purchase
gear or tech
you might not have been able to afford before. If you
have not visited the Citadel yet, this is also a great
opportunity to go see Shepard’s old stomping grounds.
Not only is there good shopping on the Citadel, but
Shepard can also find out what has happened with the
Council during the last two years. The Citadel and the
Council have changed quite a bit, and Captain Anderson
is just the person to help Shepard sort it all out.
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HORIZON

The lllusive Man sends Shepard the name of a human colony that the Collectors are about to strike:
Horizon. Shepard must rush to Horizon and try to stop the Collectors from abducting the colonists—if
the operation cannot be stopped, he must gather as much information about the Collectors as possible.

Horizon is located in the Terminus Systems. The world is lush and offers abundant fresh water, making
it an ideal location for a human colony. The site was chosen for its economic potential, and within just
eight years it has thrived. It would be a horrendous loss for humanity if the Collectors were able to
abduct the colonists and spirit them away to the Reapers.

* Credits: 60,000
¢ Platinum: 2,000

/ N\
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The Collectors reach Horizon before Shepard. The Shepard lands on Horizon as the Collectors are in
Collector ship drills down to the planet surface, mid-operation. The commander and his squad must
casting its shadow across the colony. The swarms move quickly to head off the Collectors before the
spread out, delivering their paralytic toxin to the colonists are abducted and the Collector ship raises
colonists. Prior to the invasion, an Alliance trooper anchor and vanishes back into the cosmos.

was stationed on Horizon to get the massive Advance on Horizon

defense guns that protect the colony online.
However, the trooper’s attention was diverted to
communications as soon as the Collectors silenced
the colony.

The identity of the Alliance soldier on Horizon is
determined by two factors: Shepard’'s gender and
whether or not you imported a save file from the
original game. If Shepard is male and Ashley Williams
was killed, Kaidan Alenko is at the colony. Ashley is in
the colony if Shepard is female and Kaidan was killed.
If this is a new game, then the Alliance soldier is the
opposite gender of Shepard.

NOTE

Collectors on the outskirts of the colony. Collector
guardians and Collector drones are stationed by the
crates near one of the giant turrets that should
have protected Horizon from the invasion.

Take on the
Collectors,
taking cover
among the
crates and
dodging their
attacks. The
Collectors

As the swarms freeze the colonists, the Collectors  are fearless.

drop down to the surface and begin sweeping up Althgug'h they will use cover, they are not exactly
their quarry. In the heart of the ship, Harbinger uses ~ Survivalists. Collectors will move on you and your
a special power to possess a Collector drone on the squad and take risky shots if they think they can
surface. Harbinger then directs the other nearby bring you down.

Collectors to seize the colonists. /

CALTION
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Enemy Profile: The Collectors

Collector Drone

* Classification: Minion
* Powers: —
* Defenses: —

* Weapons: Particle Beam

* Classification: Elite
* Powers: Hive Shield
¢ Defenses: Barrier

¢ Weapons: Heavy Particle Beam

Collector Assassin

¢ Classification: Elite
* Powers: —
¢ Defenses: Barrier

¢ Weapons: Particle Cannon

The Collectors all look alike. They flutter down to the
surface like flying ants and scan the landscape with
their myriad eyes. But while the Collectors may seem
identical, their battlefield behaviors are not. The
Collector drones are just that: drones whose primary
objective is to collect colonists—the Collectors’
equivalent of cannon fodder. Without shielding , these
Collectors fan out and attack with entry-level particle
weapons. But entry-level for a Collector is still tough
stuff for you. Particle weapons do incredible damage.

Collector guardians are one rank up from the drones.
Guardians use a barrier to protect against damage,
and their weapons are more powerful. Guardians earn
their names from their ability to deploy hive shields.
These power shields pop out and protect the Collectors
from incoming fire. It takes several shots to destroy a
hive shield. The Collector assassins are the nastiest of
the three Collector classes. They attack with particle
cannons that rip through all kinds of protection, such
as armor and shields. If a Collector assassin has you in
its sights, find cover immediately and do not come out
unless you have the kill shot or the assassin is reloading.

_E PRINMA Official Came Guide | primagames.com

Collector drones are susceptible to headshots, so look for a
peeking drone and then blast its face off.

Pick up the power cells in the middle of the area to restock
your heavy weapons.

Follow the
swarm’s trail
of destruction
to the
Collector ship,
looming in the
distance over
the colony.

As you move
deeper into the colony, Joker tries to radio you, but
the Collectors are disabling communications. You
are on your own until you drive the Collectors out.

e

The
Collectors
advance on you
through a small
neighborhood.
The Collectors
come up the
middle of the
area, so either
seek cover and take them head on or use the buildings
on the right side to flank them. The windows provide
great vantage points for snipers and other long-range
attacks. You can typically get off a few shots before
the Collectors reorient themselves and turn their fire
on the windows. Flanking through the buildings is also
a good way to neutralize the effectiveness of the hive
shields. You can blast the Collectors from the sides
instead of using rounds to shatter the shields.
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Husks
mingle with
the Collectors
in this
assault. These
i| are the same
| creatures
you turned
back on Eden
Prime. The appearance of husks, weaponless drones
that attack with brute force and numbers, confirms
that the Collectors are indeed in league with the
Reapers.

Enemy Profile: Husk

¢ Classification: Minion
* Powers: —

* Defenses: —

* Weapons: Husk Smash

Husks are humans that have been
drained of their living essences and
reduced to animated constructs.
Husks do not use weapons. Instead, they rush and
attack with husk smash. Alone, this attack doesn’t do
too much damage. If you're caught in a gaggle of husks,
look out. Husk smashes from every direction will wear
you down fast.

Scan the dead Collector in the field with your omni-tool to
acquire the Lattice Shunting tech upgrade.

The Husks

When you
round the
corner from
the first big
Collector
attack, you
locate a
motionless
husk. On Eden
Prime, Shepard witnessed the geth impaling humans
on spires to turn them into husks. This husk was
already prepared, so the Collectors must have a
supply of husks with them aboard the ship. Also,
they're not turning Horizon’'s colonists into husks.
Instead, they are taking the colonists alive. There is
little time to waste, so push deeper into the colony
to find the next batch of Collectors gathering up
humans.

NMore Collectors

When you reach the pods stacked against the wall,
prepare for another platoon of Collectors. You can
sneak up on the Collectors by inching up to the
corner overlooking the next courtyard. From here
you can launch a surprise attack. Pick off one with
a headshot or lob a heavy weapons shell into the
Collectors.

As in the
previous area,
there are
buildings you
can use for
cover. Flank
the Collectors
from the
sides instead
of taking them on directly. Winnow their numbers
from the windows, taking shots at their heads
and ducking down when they return fire with their
particle weapons.

[
'mﬁ
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also very clever about possessing Collectors that
are close to death. When a near-death Collector
is possessed, it is replenished with full armor and
full barrier. As soon as the armor is destroyed,
Harbinger leaves the Collector body.

After the
battle, move
through the
area until
you reach
the colonists Take cover and use the particle beam to rip through your foe’s

stuck in barrier and armor before it can attack.
stasis.

Inspect the Wiﬁell(;t;mger‘
first pair of frozen colonists you find and then ossesgin
cross into the lawn to the left. There is a Collector P g

. . . . Collectors
particle beam leaning against one of the pods. Pick
for as long

it up. It will be extremely useful against the new

as there are
type of Collector you are about to encounter.

Collectors in
the fight, so
take down the
Collectors as fast as possible. Leave no Collector
with a sliver of health, lest Harbinger take
possession of its body.

There can only be one possessed Collector at a time.

NOTE

Use the stairs to enter an apartment above the lawn. Hack the
computer on the bed for 3,600 credits.

(0

'mﬁ

Several

Collectors -
swoop down It’s easy for the particle beam to run dry,

to the lawn. but more power cells are located in the small room
In the ship, at the back of the lawn.

Harbinger
watches the

‘ - scene through

— the eyes of

the troops in the field. Harbinger picks one of the
assassins and takes control of it, just as Shepard
witnessed when the colonists were abducted.
Harbinger takes on all of the powers of the Collector
it assumes, but makes it stronger. Harbinger is
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Blast
through the
Collectors,
using the
building to
flank from and
the crates in
the lawn as
cover. When
the fight is over, collect any thermal clips dropped
in the grass and then investigate the locked door
off to the right. Hack the door controls and open it
to find a survivor as well as a weapons locker and
2,000 units of refined platinum.

Survivor

There is a lone
survivor inside
the small
bunker. It's

a mechanic
who sought
cover as soon
as the swarm
attack began.
He is shocked to learn that the colony’s assailants
are Collectors. He always thought they were myths

Block 7

Look for
Collectors
by the stairs
to your left
when you step
out of the
mechanic’s
hideout and
into the next
block of the colony. They have not seen you yet.
Don’t linger. Raise your weapons and take the first
shot. Make it count! As soon as that first shot
rings out the Collector drones, guardians, and
assassins will swarm the area.

The scene soon gets complicated. Harbinger
possesses one of the Collectors and husks rush
through the middle of the area. The throng of husks
can be cut down with gunfire, although you must stay

to keep humans out of corners of the galaxy where
they weren’t wanted. The mechanic blames the
Alliance for the attack. The colony was fine until

the Alliance showed up, installed one of their repre-
sentatives, and built the giant defense guns. The
mechanic also thinks the Alliance was poking around
Horizon for reasons other than installing defenses.

The
mechanic
complains that
the guns don’t
even shoot
straight.
Calibrating
the guns had
been a major
headache. The guns, though, could be your ticket
to turning back the Collectors. If you can reach the
main transmitter on the other side of the colony,
you can access the targeting controls of the
defense tower guns. The mechanic will stay behind.
Load up at the weapons locker, take the medi-gel
and platinum, and then move out.

aware of the assassins and possessed Collector.
Don't take many risks here. Stick to cover and move
up only when you can take and hold position.

Enemy Profile: Scion

» Classification: Minion
* Powers: —

* Defenses: Armor

* Weapons: Blast

The Reapers have bolstered the
Collectors’ attack force with
husks and scions. Scions are
grotesque experiments that are not entirely stable.
The scions lumber along, flinging an organic attack
that does modest damage. What makes the scions so
troublesome is their armor. It takes a lot of shots to
bring them down.

Don’t relent
against this
batch of
Collectors. As
soon as you
take down one
possessed
Collector,
Harbinger will
have another Collector body picked out. Weed out
any weak Collectors because there is a good chance
one will be the next hijacked Collector. Harbinger’'s
attacks are deadly. Just a few direct hits are
enough to put Shepard down.
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Scan the dead Collector farther up the stairs in the block to
pick up the Hyper Amp. This tech increases damage from biotic
attacks by 10 percent.

~irst VWave

The spaceport looks abandoned. The transmitter

is on a raised platform in the middle of the area.
However, the silence is soon broken by the moans

of husks. Look to the left of the port. The stirring
behind the railing is husks pulling themselves off

the ground and getting ready to charge you. Target
them before they get out from behind the railing and
can surround you and your squad. There is medi-gel
up there to collect once the husks are down.

Before long,
more husks
activate. They
are joined by
a scion that
MOVEes across
the port like a
tank, blasting
anything in
front of it. Though it moves slowly, it’'s difficult to
bring it down. The scion seems to inhale ammao,
which will make the rest of this battle harder.
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Hack the
computer in the
bridge that spans
the block for
6,000 credits.

Bypass
the locked
door on the
opposite side
of the block
after you have
eliminated the
Collectors
and scoured
the place for clips, power cells, credits, and tech
scans. This door leads to the spaceport, where you
can work on the targeting systems for the colony’'s
defense towers.

Heavy weapons bring the husks down faster, but don’t waste
all of your ammo. En route to the spaceport, you’ll find no
shortage of enemies you should use heavy weapons ammo on.

N\

Al

There are power
cells on the
right side of the
spaceport.
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Investigate the Transmitter

After elimi-
nating the
first wave of
husks and
scions, you
need to hack
the computer
terminal

on the
platform. The terminal puts you in contact with the
Normandy. EDI is able to recalibrate the defense
towers on Horizon, but it will take a little time to
bring the towers fully online. While EDI is working
on the towers, the Collectors will surely see the
energy signals at the transmitter. They will realize
what you are doing and launch an attack. Get ready
for a serious Collector push-back. Reload all of your
weapons and find some cover.

Defend the Tovver

The Collectors
drop down

to the far
side of the
port behind
the trans-
mitter. Within
seconds,
Harbinger
possesses a Collector and the remainder of the
Collectors spread out. The port is full of crates, so
you have no shortage of places to hide. Use cover
to rest and reload. In addition to Collectors, look for
more husks and scions.

Never forget that you have two teammates. Don’t
assume you have to do everything yourself. Move
them around the field and use them to intercept
enemies while you concentrate on your own targets.

NOTE

Move around
the port. The
Collectors are
always on the
lookout for
you, and if you
stay in one
place, they
will converge
on your position. Flank Collectors by darting from
crate to crate, getting the Collectors to either
look around for you or get distracted by your squad
mates. While a Collector trains its particle weapon
on a friend, you can line up a punishing headshot.

T i

Fueled by rage, Harbinger moves around. It tends to mount
assaults rather than stick to cover.

LR =

If you spot a Collector guardian ducking behind a hive shield,

flank and try sniping the foe from the side rather than shooting
apart the shield.

As the
battle rages,
EDI keeps you
abreast of
the status
of the recali-
bration. You
must hold the
port until the
guns are fully online. The Collectors do not let
up, moving on the port in waves. Just when you
think you have stopped their assault, Harbinger
possesses another Collector and the assassins
take up defensive positions around the perimeter of
the port.
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T he Praetorian

The Collectors soon realize that the guns are almost
online, and so Harbinger sends in a praetorian, a
monstrous entity that is the toughest monster
you've fought yet. The praetorian drops in from the
sky, ready to do what the Collectors could not: bring
you down. The other Collectors fall back, leaving you
to deal with the praetorian in a three-on-one fight.
Despite those odds, it's still the praetorian that has
the upper hand.

Enemy Profile: Praetorian

» Classification: Boss

¢ Powers: Barrier, Death Choir
* Defenses: Armor

* Weapons: Twin Particle Beams

The praetorian is a winged monster that wields twin
particle beams. These beams cut through shields and
armor. Direct hits seriously weaken defenses. Repeat
strikes in rapid succession are deadly. The beams last
for several seconds, so when the praetorian starts
to charge up a shot (look for the gathering of purple
energy near its base), find cover.

The only way to kill a praetorian is to destroy its
armor. However, the praetorian is surrounded by an
additional barrier that it's able to regenerate. To chip
away at the armor, you must first expend a lot of ammo
in depleting the regenerating barrier . Once the barrier
has been dispelled, you only have a few seconds to fire
on the praetorian’s armor before the beast recharges
the barrier to full strength.

Just before the praetorian recharges, it slams into
the ground and unleashes its Death Choir attack. A
purple barrier envelops the praetorian, rendering it
temporarily invulnerable to attacks. The Death Choir
attack grievously injures anybody close to the monster.

Keep moving
during this
battle. Do
not let the
praetorian
draw a bead
on you. Always
have cover
nearby. When
you spy the particle beams charging up, slam into
cover and dodge the incoming strike.

When the
praeto-
rian’s barrier
is down,
capitalize

on those

few seconds
before the
creature
crashes into the ground and uses Death Choir. Wait
until a particle beam attack is finished and then pop
out of cover. If you have heavy weapon ammo left,
unload it and then back away before the Death Choir
recharges.

The praetorian cannot be damaged while it is
charging up its barrier.

The praetorian needs a few moments between particle beam
attacks. Use those seconds to pop out of cover and pepper its
underbelly with rounds.

Just as you
neutralize the
praetorian,
the Collector
ship leaves
the colony.
Half of the
colonists
have already
been harvested by the Collectors and are aboard
the vessel, but you struck a blow against the
Collectors today. You killed many of them, dropped
possessed Collectors, and took down a praetorian.
The Collectors will not be able to ignore that.
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Once the
Collector

ship departs,
the Alliance
representative
comes out of
hiding. (For
the sake of
this meeting,
let’s just refer to the Alliance rep as Kaidan. If

you are playing a male commander or if Kaidan was
killed in the first Mass Effect, it would be Ashley
striding across the port to greet you.) Kaidan is
not exactly happy to see Shepard. He's upset that
the commander has not been in contact in over two
years. Nor is he pleased to hear that Shepard is
involved with Cerberus.

Shepard joins the lllusive Man via holo-conference.
The lllusive Man is pleased that Shepard was able to
fight the Collectors and interrupt their operations
on Horizon. Shepard is not amused that the

lllusive Man let slip to the Alliance that Shepard is
working with Cerberus, thus souring a close past
relationship. But the lllusive Man says he needed

to do this to find out if the Collectors are just

after humans or if they aretrying to get directly to
Shepard. Attacking a colony where there is a former
associate of Shepard makes it clear. The Collectors
are after Shepard.

The lllusive
Man says
that he is
devoting all of
his resources
to discovering
a way to
pass through
the Omega
4 mass relay and take the fight into Collector
territory. While he works on that part of the
puzzle, Shepard must continue building a team. The
lllusive Man gives Shepard three more dossiers on
potential recruits: an assassin, a justicar, and a
guarian.

Upgrades and Research m Special Assignments

Planetary Database

Kaidan is
hearing none
of Shepard’s
rationale for
falling in with
Cerberus.
Kaidan has too
much history
with Cerberus
to believe they are acting nobly. He questions the
commander’s loyalty and refuses to join Shepard’s
crew. Kaidan storms off to file a report with the
Alliance, leaving Shepard to call Joker for a lift back
to the Normandy.

During the meeting, the lllusive Man says that
Shepard needs to make sure not only that the team
is complete, but also that it is completely dedicated
to the mission. Shepard needs to go to each
member of the team and make sure they have no
gualms about rushing headlong into a dire situation.
They need to be focused. And that means cleaning
up any loose ends in their lives. So in addition to
the finding new recruits, Shepard should find time
to also see how to best earn the absolute loyalty of
the team.

As always,
take the time
to make the
rounds on the

Normandy, ,‘W
checking in

with every

crew member. 'vl'
Check in

with Chambers for any updates, read the private
terminal to see if any new special assignments are
available, and launch research projects. If minerals
are an issue, there is no better time than now to
travel to distant worlds and mine resources to put
into tech.
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The lllusive Man recommends that Shepard expand the team by adding more recruits. As before, the
lllusive Man has prepared dossiers on potential squad members. There are three this time: a quarian, an
assassin, and an asari justicar. Shepard is free to recruit them in any order, but without their talents,
the mission cannot continue.

You must recruit at least two of these three recruits to advance the story. Once you
have a total of eight sguad members (Jacob and Miranda count as the first two), the
llusive Man then informs you that you must work on the loyalty of each squad member.

NOTE

Tali has been located on the planet Haestrom, which was once a quarian colony established to observe the
star Dholen. Dholen is an unstable star that threatens to prematurely go red dwarf. However, the quarians
lost the planet to geth attack and it now serves as a geth outpost. The geth have built thousands of orbital
platforms around Haestrom, but it is not known exactly how many geth exist on the planet.

The Citadel has issued strong warnings for all to avoid the planet, but a quarian research team has
been dispatched to Haestrom to investigate quarian history on Haestrom. Shepard must somehow
extract Tali from the planet before the geth tear apart her entire research team.

Avoid the Sun

As the Cerberus shuttle lands on the surface of
Haestrom, EDI informs Shepard that Tali’s last
known location was the ancient quarian ruins close
to the drop zone. This is an area of high geth

EDI was not
exaggerating

activity, so the commander and squad should expect abogt the
heavy resistance. And as if the geth weren’'t enough sgnllght?

to deal with, Dholen has been flaring up. Shepard d'SPUpt',ng
must avoid direct sunlight or else the magnetic your Sh'E|d.S'
disruptions will damage shields. Attacking the geth gu{Ozfdtzshp

in the sunlight is just too risky.

shade, your
shields immediately start degrading, as noted by an
on-screen note. If you stay out too long, the shields
completely go down, leaving you exposed to attacks,
so, make sure you run through the areas with no
shadow, such as at the bottom of the ramp just
next to the landing zone.
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¢ Credits: 60,000
¢ Iridium: 2,000

/
o Gate Controls

e Customized Heavy
Pistol

© Refined Iridium
o Tempest SMG

6 Quarian Radio

© collapsed Pillar
@ Refined Iridium
e Tali’s Journal

9 Demolition Charge
@ Refined Iridium
@ Demolition Charge
@ Tali’s Journal

@ Shutter Control

@ Disassembled
Geth Rifle

@ Tali’s Journal
@ Weapons Locker

Q Communications
Console

@ Security Console
@ Kal’Reegar

& Refined Iridium
@ Refined Iridium
© Refined Iridium

© Refined Iridium
@ Geth Colossus
O Tali

E] Spare Parts
Wall Safe

%= Medi-Gel

E Datapad
Computer

Power Cell

LEGEND —

[N

If you’'re playing on Hardcore difficulty or harder, you
can pick up a geth pulse rifle near the spare parts
on your way to Tali’'s location.

(TP
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There is a locked gate at the bottom of the ramps.
The controls for the gate are in a small room
next to it, but so is a dead geth. A quarian left a
recording unit that automatically plays when you
get close: Tali must be found, as she has the data
that the quarian expedition team was after. Grab
the medi-gel from the nearby crate and scan the
dead geth for 9,000 credits. Cerberus pays well for
salvaged geth technology.

Within

| moments

of walking
through the
gate, you are
spotted by the
geth. Ancient
guarian
architecture
features a lot of large blocks and geometric shapes,
which double as excellent cover. Dive behind a block
and begin targeting the geth troopers that are
fanning across the area. The geth seem unfazed by
the sunlight, so they are allowed greater movement.
Go for headshots to bring the geth down faster.

Enemy Profile: Geth Trooper

» Classification: Minion
* Powers: Hive Fanaticism
* Defenses: Geth Shielding
* Weapons: Pulse Rifle

Geth troopers are the backbone

of the geth. These minions are
aggressive troops that attack with
pulse rifles that do medium damage. What makes the
geth troopers frightening is their Hive Fanaticism

power. When geth troopers detect the death of other
geth, they enter a frenzied state and are more deadly. If
you spot a trooper going fanatic (look for the blue glow),
target that geth trooper first.

Advance
farther into
the ruins to
discover more
geth activity.
Use the taller
blocks for
cover from
the sun,

darting to them for a quick shield repair. The geth
are extremely hostile and aggressive. They move
forward and stand their ground without using much
cover. This is advantageous to you but also makes it
easier to get pinned down.

The area
ahead is
bathed in
sunlight, so
move to the
right and
check out
the shadowy
alcove. There
is some scannable tech at the base of a long ramp,
but as you near it, geth troopers start filing down
the ramp. Pick them off as they attempt to drop
to your level. If you hide behind a block near the
bottom of the stairs, you can control the influx
of geth on the ramp. Once the geth have stopped
coming down, scan the heavy pistol on the deceased
guarian. It is a Titan Pulsar, which increases heavy

pistol damage by 10 percent.

g

You can use the area at the top of the ramp to
flank the geth rocket troopers ahead or use the
blocks back on the main floor.
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Enemy Profile: Geth Rocket Trooper

» Classification: Minion

* Powers: —

* Defenses: Geth Shielding

¢ Weapons: Rocket Launcher

Geth rocket troopers are technically weaker than
regular geth troopers; they do not possess Hive
Fanaticism. But their rocket launchers are incredibly
accurate and powerful, so prioritize these geth
early.

=1 B ANeny e

After wiping out the rocket troopers from cover,
run across the sunlight to pick up 400 units of
refined iridium from the crate.

Fight in the Shade

The area on
the far side
of the first
soaked field

is completely
shaded, but
don’t expect
easy passage.
When you
move to the large red door and start infiltrating the
ruins to the right, more geth troopers attack. This
is close-quarters combat, so go for headshots to
end encounters as soon as possible, or use blunter
weapons like the shotgun.

Scan the damaged geth hunter for an additional 9,000 credits.

" ‘ s 7 4
i - - = -
A radio next to a dead quarian squawks. The
guarian team leader, Kal'Reegar, is trying to reach
his fallen comrade. Answer the radio to get a
situation report from the squad leader. He and his
team were there to investigate the quarian ruins,
but the sun activity has prevented them from
uploading their data back to their flotilla. The leader
explains that there are a lot of geth in the ruins
but that the geth dropship has not left to fetch
reinforcements, nor is it able to transmit back to
other geth ships.

Kal’'Reegar says that the remnants of his team are
hunkered down at a base camp across the nearby
valley. He relays that Tali is with them and currently
seeking shelter where she can hold down a chokepoint
and keep the geth from reaching her. According to the
squad leader, getting Tali and the data out safely is
their top priority. It's yours now, too.
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No sooner
does your
conver-

sation with
Kal'Reegar
wind down
than a geth
dropship
moves
through the air and attacks. The ship blasts a giant
column, dropping it directly in front of the door that
would lead you to Tali. You must find two sets of
demolition charges in the ruins (one in a bunker near
the construction site and another in a small room
on the lower level) to blow the column and keep
pressing toward Tali.

Construction Yard

The geth turn up the heat when you drop down the
ramp near the toppled pillar to find the demolition
charges. Not only do more geth troopers attack
your position, but a geth hunter also sweeps
through the area, using its cloaking talent to make
it hard to get a lock on it. Fortunately, the cloaking
device does not obscure the geth's blue eye, giving
you something to track as the hunter advances.

Enemy Profile: Geth Hunter

* Classification: Elite

* Powers: Tactical Cloak

* Defenses: Geth Shielding
* Weapons: Geth Shotgun

Geth hunters attempt to sneak
up on their targets with cloaking
devices that obscure them from
easy sight. Close up, the hunter can deliver a harsh
melee attack or score a direct hit with a rocket. Look
for the slight shimmer of the geth hunter’s outline

to track their movements on the battlefield. Geth
hunters also make a distinctive noise when dropping the
cloaking, which clues you in to their position.

Enemy Profile: Geth Destroyer

» Classification: Elite

* Powers: —

* Defenses: Geth Shielding
* Weapons: Arc Thrower

The geth destroyer is typically
supported by geth troopers. They
work in tandem, with troopers
moving in to hold a target down so the destroyer
can move in and finish it off with the close-range arc
thrower, an energy-like flamethrower. The weapon is
actually the destroyer’s weak spot. A direct shot
at the weapon causes it to go critical. The resulting
explosion can ruin the destroyer.

More geth troopers move through the construction equipment.
Use cover to hold your position, and pick off the geth before
they get too close.

The first set
of charges
is in the
bunker to the
left of the
construction
site. Several
geth troopers
emerge from
the bunker
as you close
in. The door
is an easy
hold. Position
your squad
members
around the
door and cut
down any geth that try to make it out. The geth
hunter is your top target. It does the most damage
with its rifle, so do not let it get too close. Pick the
geth hunter off first and then mop up the rest of
the geth troopers.
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The first
charge is on
a desk, next
to a terminal.
Pick up the
charge and
then step
around the
corner to grab
some medi-gel from the medical station. Listen
to Tali's message on the terminal. She is seeking
a core sample from the ruins to get a timeline on
the sun’s degradation. It is deteriorating entirely
too fast, and researching the sample should help
determine what is happening to the sun of this
former quarian planet.

Turnabout Is Fair Play

When you
try to leave
the bunker
to locate the
next set of
charges, geth
attack and
attempt to
pin you down
at the door. But this geth force is augmented by

a geth prime, which is a terrifying enemy unit. It
advances without fear since it has the armor and
shields to withstand a lot of incoming fire. Those
defenses let the geth prime close the gap and get
in close with enough health (and sometimes armor)
left to do tremendous damage.

Enemy Profile: Geth Prime

* Classification: Sub-boss

* Powers: Drone Swarm, Siege Pulse
* Defenses: Geth Shielding

¢ Weapons: Minigun

Geth primes are the deadliest of
the geth foot soldiers. Primes can
call in up to three combat drones
to support their attacks and needle a target while the
prime fills the area with minigun fire. The Siege Pulse
power is a heavy attack that not only does extensive
damage, but also temporarily blocks regeneration.

Shotguns at close range are good for bringing
down a geth prime.

Pick up the 400 units of refined iridium in the crate just
outside the door. It’s much easier to spot coming out of the
bunker.

After clearing the door, cross the open space and
veer off to the right. A wide ramp leads down to a
lower area, but you must fight back the geth trying
to advance up it. The geth are led by a mighty geth
destroyer. The geth destroyer coolly moves up the
ramp, hammering you and your squad. Use cover to
chip away at the geth destroyer’s shields, and then
finish it off before it reaches the top of the ramp.

Alternatively,

you can use the
bridge spanning
the area and pick
off the geth from
above, but the
bridge is largely
baked in sunlight.
The crates offer
a lictle relief from the sun, but you will not be able
to stay out of the sunlight and fire on the geth. A
computer on the bridge contains another entry in
Tali's journal. Apparently the Haestrom sun started
deteriorating just 200 years ago, which is just too
short of a period for a star to turn to a red giant.

NOTE
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At the base of the ramp, hang a left and slip through the doorway.
Walk up the long, narrow ramp inside the small room. Pick up the
medi-gel from the station at the top.

Return to
the main area

and then slip
through the
door next to
the fragile
crate. There
are power
cells and
another medi-gel station just inside this small area.
The power cells are critical pickups because of the
enormity of the enemy you must face at the end of
this mission: a geth colossus. The second charge is
next to the power cells box. Now that you have both
charges, you can blow the column blocking the door.

4

'_\EB

Now that you have destroyed the column and
opened a route to Tali, go through the new door.

Dead Geth

The door
opens,
revealing the
aftermath of a
fight between
guarians and
geth. It was

a bloodbath.
The dead are
everywhere, slumped over consoles and lying on the
floor. Access Tali's journal on the terminal inside

the room. As you listen to Tali speak of a time when
guarians walked without head coverings, pick up all of
the extras in the room. An ancient wall safe contains
credits. Salvage the geth in the room for 6,000
credits. The geth near the terminal is worth 9,000
credits. The damaged geth in the center of the room
is worth 12,000 credits. The disassembled geth

rifle on the desk unlocks the Kinetic Pulsar upgrade,
which increases assault rifle damage.

While
you were
grabbing the
second set
of charges,
the geth were
regrouping.
When you
step back out,
the geth have
spread across
the clearing
and taken
the bridge.
Geth rocket
troopers on
the bridge rain
shells from
above. Use cover to dodge the rockets, and return
fire while the geth are reloading. Inch across the
clearing, moving from cover to cover, to push back
the geth troopers and geth destroyer.

When the
scene calms,
move to the
column and
plant the
charges.

You have 10
seconds to fall
back to a safe
distance. When the column explodes, you can then
explore deeper into the ruins in search of Tali and
anybody that is left from her team. Geth activity
heats up, so reload and keep your cool.

Playing on hardcore difficulty? Check the room
for a geth pulse rifle, a special sniper rifle that is
exceedingly lethal and accurate.

NOTE

After picking
up all of the
credits and
treasure,
access the
communi-
cations
console next
to the locked
door in the back of the room. This opens a line
to Tali. Talk to Tali about her mission, and she will
explain how to reach her. Tali is holed up inside an
observatory, located through the door and across a
field, where she is currently cornered by geth. Tali
says there are some quarians left; they are firing on
the geth outside Tali’'s position. Tali asks Shepard to
help her and the remaining quarians get out alive.
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The First Batch

There are still
a lot of geth
surrounding
Tali’s position.
When you
move toward
the field, you
are spotted
by geth recon
drones. These hovering turrets are both annoying
and deadly, mainly because they alert other nearby
geth to your position. Blast the recon drones out of
the air as soon as you see them.

Enemy Profile: Geth Recon Drones

» Classification: Minion

* Powers: Tactical Cloak
¢ Defenses: —

* Weapons: Pulse Emitter

Geth recon drones are flying units
that relay advance intel back to the
other geth. The drones are equipped
with pulse emitters that do only minor damage, but
they are enough to keep a target pinned while other
geth move in. Bring down the drone with a rapid-fire
weapon, or use an area-effect biotic attack.

Don’t keep
your eyes up
for too long,
though. Geth
troopers
and a geth
prime weave
through the
giant blocks to

shred your squad. Drop into cover and target that
geth prime first. The monster is the deadliest thing
in the area, so bringing it down right away improves
your chances of getting through the rest of the
drones and troopers in one piece.

: o ~ Pl 22 ; ’ .
Just beyond the door is a medi-gel station, along with a wall
safe containing 6,000 credits.

The FField

After opening
the safe,
activate the
security
controls
console to
raise the
shutters
overlooking
the field Tali was referring to in her previous
message. With the shutters open, you can see the
full scale of the geth trying to reach Tali. Not only
are several foot troopers working on the door to
Tali's position, but there is a massive geth colossus
dominating the field. You cannot rescue Tali without
bringing down the geth colossus.

Beyond the shutters is the only surviving quarian
besides Tali: Kal’'Reegar. He is sitting next to the
med kit with a medi-gel. Speak to Kal'Reegar.

He explains that Tali is in a good spot since the
observatory is heavily fortified, but unless the

geth colossus is taken care of, she will soon be in
trouble. Kal’'Reegar has kept the colossus busy with
rockets, but the other geth keep providing enough
cover for the colossus to repair itself.

Kal'Reegar
cannot move
deeper into
the battlefield
since his suit
has been
compromised,
but he does
have a lot of
information. There is a bridge on the right side of
the field that would make a great sniper perch, but
it is easy to get pinned down up there. The left side
offers cover from the colossus, but the geth can
easily track you. Running up the middle offers cover
from the geth, but the colossus can always see you.
There are no great options, only options that are
not as bad as the others.
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Enemy Profile: Geth Colossus

* Classification: Boss

* Powers: Shield Boost, Siege Pulse

* Defenses: Geth Shielding, Heavy Armor

* Weapons: Minigun

The geth colossus instills much fear thanks to its

size and powerful weapons. But the real reason to be
terrified by the colossus is its ability to hunker down
and regenerate its shields if given a moment’s chance.
When the colossus fully refreshes its shields, you must
start all over in order to break through them to chip
away at the colossus’ armor. Heavy weapons like the
missile launcher or Collector particle beam work best
for taking down a colossus. If you run low on ammo, look
for one crate of heavy weapon ammo on each side of the
colossus.

If you have a sniper, the perch works well for
picking off the geth. If you have heavy weapons,
sneaking up on the geth from the left is good
because you can unload on it without it seeing you
until you're on its doorstep. If you have a strong
squad with assault rifles and lots of medi-gel, taking
the middle will offer cover and plenty of spots to
fight back, but you will be under constant barrage.

Kal’'Reegar
offers to help
by peppering
the colossus
with rockets.
You can either
accept his
offer or tell
him to stay
down. After all, Tali did ask that you keep Kal'Reegar
alive. However, that means sacrificing Kal’'Reegar's
rockets. It's your call, but know that losing
Kal’Reegar to take down the colossus will earn you
Renegade points.

Emphasizing your order for Kal’Reegar to stand down requires
an interrupt.

No matter which route you take, you will face
serious resistance. The geth hold their position
extremely well. The colossus is hard to bring down
from a distance, so instead worry about the geth in
the field as you close in on the colossus.

/ N

There is refined iridium in crates scattered across the area
terrorized by the colossus. To the left, you locate 200 units.
There are another 200 units in the center of the field. The final
200 units are close to the ramp leading up to the bridge on the
geth side of the field.

The geth
colossus
is huge. It
will take a
long time
to bring it
down without
using heavy
weapons,
since you must damage the shield and then chip
away at the armor before it replenishes the shield.
Fortunately, there is a crate of power cells on each
side of the geth colossus.
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b

When you are close to the geth col , It SWi
to a rapid-fire gun instead of relying only on its powerful
single blasts.

The
colossus can
only target
one of you at
a time. Do not
shy from using
your squad as
interference.
If you send
one of your squad up one side of the field to draw
the attention of the geth colossus, you can lay into
it with heavy weapons without being fired upon.

/

Cerberus has seen footage of Tali in combat
situations and is pleased that she has agreed to
join the mission. Tali is not entirely happy to be
working with Cerberus considering that Cerberus
has threatened the quarian fleet before. However,

if Shepard is willing to trust Cerberus, then Tali is
willing to set aside her differences with the organi-
zation for now. Tali then reports to her position on
the engineering deck. Shepard can talk to her there.

The geth forces fall apart as soon as you bring
down the colossus. Mop up any stragglers and then
approach the door behind the colossus’ former
position to locate Tali.

Tali

Inside the observatory, Tali is working on one last
download. Check the room for salvage opportunities
before talking to Tali and ending the mission. The
damaged geth just inside the door is worth 9,000
credits. After collecting the credits, speak to Tali.

Tali is quite
grateful for
Shepard’s
help. Without
Shepard’s
arrival, her
mission might
have been an
even bigger
disaster. Discovering more about the degradation of
the star above the former quarian colony was just
too important to Tali, although she is beginning to
wonder if the data was truly worth so many lives.

Tali is now
able to go
with Shepard.
Kal’'Reegar (if
he is still alive)
can upload
the data to
the quarian
admirals while
Tali joins Shepard on the Normandly.

As usual, speak to various crew members,

such as Yeoman Chambers, and consider any new
research projects available in the tech lab. Mordin
always has something new he could be working on
for the squad or the Normandy. If Tali was the first
recruit from this batch, Shepard can immediately
set out to find the next two recruits. They are both
located on lllium.
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The garden world of lllium is an asari-controlled planet that serves primarily as an entrepot between the
Terminus Systems and the Asari Republic. Because lllium is considered a colony planet (despite having
multiple advanced metro areas), Council laws are more relaxed. Here, asari and other races trade in
goods without maximum safety considerations; they also traffic in sapients, which essentially amounts
to indentured servitude.
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Shepard and the squad land at Nos Astra, one of
the largest cities on lllium. Shepard is immediately
greeted by an asari envoy. She cheerfully tells
Shepard that she has been instructed to waive

all docking and administrative fees for this and all
future visits. The order comes from Liara T'Soni,
the asari in Shepard’s original crew. Liara has set
up operations on lllium, reinventing herself as an
information broker. Liara would like to see Shepard
as soon as possible.

%__{I PRINMA Official Came Guide | primagames.com

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



Upgrades and Research m Special Assignments

Introduction Training Planetary Datahase Appendix

Medical Facility ® Freedom’s Progress Colony © Boarding the Normandy © Arrival * Omega  The Professor ® Archangel ® Subject Zero ® The Warlord Okeer © The Engineer © lllium © The Justicar
The Assassin ® Jacob ® Miranda © Jack ® Mordin and Grunt © Mordin ® Grunt  Garrus ® Tali ® Samara ® Thane ® The Reaper IFF * Legion ® Omega 4 Relay ® Collector Station

The envoy
explains that
Shepard
should be wary
of signing
anything on
Illium. This is
a free-trade
world with
relaxed regulations. Anything is for sale here,
including people. Shepard may recoil at the idea of
slavery, but the envoy is quite matter-of-fact about
the way it is administered on lllium. It is technically
voluntary, although the contract is binding. While
the envoy can recommend shopping, she cannot
point Shepard toward individuals like Samara or
Thane. Shepard will just have to find these people
the old-fashioned way: with a little detective work.

The first place you can explore is the trading floor,
which features stores as well as a bar that is a
good place to get information. The stairs to Liara’s
office are also in this district, near the door that
leads down to transportation and shipping.

Serrice Technology

The asari merchant running Serrice Technology on

the main floor specializes in tech. You can use either
charm or intimidation tactics to wrangle a discount
out of the asari. Once you have achieved this discount,

There are three main sections to Nos Astra: the
trading floor, the shipping plaza, and the transpor-
tation hub. There is shopping at the transportation
hub, so if Shepard feels some credits burning a hole
in a pocket, that and the main shopping district are
good areas to visit.

check out the kiosk for a full catalog of goods, such as
the Hyper Amp module, which increases your current
biotic damage by 10 percent. The merchant says she
may have special items arriving soon, so be sure to
check back later in your adventure to see what else
this asari can get her blue fingers on.

Eternity Bar

Upstairs from the trading floor is the Eternity Bar.
The bar is buzzing with activity. When you first
breeze through the door, you can chat up a slave
broker and a quarian to accept a special assignment
(Indentured Service). There's a bachelor party

near the bar. On the way to the bartender, you can
eavesdrop on the conversation for a few laughs.

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



Introduction

Training

Upgrades and Research m Special Assignments

Planetary Datahase Appendix

Medical Facility ® Freedom’s Progress Colony © Boarding the Normandy © Arrival * Omega  The Professor ® Archangel ® Subject Zero ® The Warlord Okeer © The Engineer © lllium © The Justicar
The Assassin ® Jacob ® Miranda © Jack ® Mordin and Grunt © Mordin ® Grunt  Garrus ® Tali ® Samara ® Thane ® The Reaper IFF * Legion ® Omega 4 Relay ® Collector Station

—g PRINMA Official Came Guide | primagames.com

The asari
behind the bar
is a matriarch.
She ended
up on llium
because her
advice as a
wise matriarch
was not
respected. At this bar, everybody listens to her You
can speak to the matriarch about her 1,000-year
life and pick up some interesting stories about the
matriarch’'s family. Her mother and father were
involved in the Krogan Rebellions and Rachni Wars.
Speaking to the bartender is entirely optional, but
it's a good way to get some insight on the asari.

The transportation hub is the largest of the three
districts. There is a taxi stand directly ahead of you
when you first enter the district. You will use the
taxi stand later when pursuing recruits. For now,
explore the two arms of the hub on each side of the
taxi queue. There is a special assignment here, too:
Medical Scans. Talk to the colonist near the police
station off to the right to get started on that if you
like, or just do some shopping.

#504% .;‘f: I l\

You can buy drinks from the bar kiosk. The liquor is good. The
mystery drink, though, does a real number on your ability to
walk in a straight line for a few moments.

The shipping area between the two major parts of
Nos Astra is small. The only feature here you can
really interact with is the shipping counter. The
asari at the desk is not helpful at all during your
first visit. However, after you visit with Liara and
get information on how to pursue Thane, the asari
at the shipping desk loosens her lips and is the key
to pursuing the potential recruit.

Baria Frontiers

Baria Frontiers is not a manned shop. It is a kiosk
near the police station. The kiosk sells star charts
for a number of clusters; the charts clear up

blank areas on your galaxy map. These maps are
completely optional; every cluster you must visit to
defeat the Collectors appears on your galaxy map
thanks to intel from the lllusive Man. However, if you
want to complete all of the N7 special assignments,
you must buy all four of the star charts at this
kiosk.

Police Station

Right now, there is nothing to do at the police
station. Officer Dara at the desk waves you away
with a curt “move along” if you try to speak to her.
When you get information from Liara about pursuing
Samara, Dara has much more to offer.
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Gatevway Personal Defense Nemories of lllium

This weapons shop is on the left side of the Memories of lllium is a small terminal. The
transportation hub. There are several customers shopkeeper is nearby, but she is occupied with
crowded around the kiosk. Browse the shop inven- matters other than commerce right now. She is
tories for items like the Kinetic Pulsar upgrade, being courted by a krogan and is unsure of how to
which increases assault rifle damage, or the Lattice respond to his poetry. If you guide the asari through
Shunting, which extends Shepard’'s health. There is this small special assignment (Blue Rose of lllium),
no shopkeeper to bargain with, so you are forced to you earn a discount. Memories of lllium sells ship
pay retail. models and fish for the aquarium in Shepard’s cabin.

Liara is your key to getting the two recruits needed Sit with Liara and talk to her about the two

from Illium. When you walk up the stairs leading to recruits you are after. Liara says that Dara at the
her office, stop by the receptionist’'s desk. Nyxeris police station will be able to help you locate Samara,
is a good source of preliminary information about who has been tracked since arriving in Nos Astra.
Liara, especially if this is your first time seeing Liara is also aware of Thane. Her sources say he is
Liara. After talking to Nyxeris, enter Liara’s office. on lllium to kill a corporate executive. Shepard can

track down Thane by starting at the shipping desk.

Liara is unable to join Shepard’s crew. She is
currently too embroiled in some intrigue on lllium
and has many debts to pay. Shepard can accept a
special assignment (The Observer) from Liara at this
point.

NOTE

Liara is in the middle of threatening a human
when Shepard enters. Liara wraps up the conver-
sation quickly when she realizes Shepard is in the
office.
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Justicars are an ancient sect of asari warriors.
Of the Asari Republic’'s forces, the justicars are
the most powerful and the most deadly. Tangling
with a justicar is a losing proposition, which is
why the lllusive Man has recommended Shepard
convince the justicar to join the crew to fight
the Collectors. Samara, the justicar, is located
on lllium. This poses a potential problem for
Shepard since justicars are required by oath to
bring down anybody breaking asari law, and are
permitted to use lethal force. Since just about
everybody on lllium is skirting the law in one way

_Or‘ a.nOth.er" the body count could get high if the After speaking to Liara about Samara, report to Officer Dara
justicar indeed follows through on her duty. at the police office for directions on where to find Samara.

Pitne For

When you arrive at the spaceport, you catch a
snippet of dialog between an asari detective and a
volus dealer named Pitne For. The detective tells the
volus he cannot leave lllium until the murder of his
business partner is solved. Pitne protests and says
the asari detective should look at the mercenary
gangs that the police are unable to contain on Nos
Astra.

Spoils of War
¢ Credits: 60,000

¢ Platinum: 2,000
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Talk to the
locals, since
the scene of
the murder is
sealed off and
you cannot
enter. Start
with Pitne
For, the volus.
Pitne is quite intent on getting off of lllium before
the justicar causes an incident. Pitne says that
Samara is in the alley where his business partner
was killed. Pitne thinks Eclipse mercs killed him, but
there are reasons to suspect the volus himself.

Detective Anaya

After speaking
to Pitne, you
need to find
the detective
working on the

The asari is
in the police
station. Anaya

murder: Anaya.

hopes that you have no intention of causing trouble on
lllium. She has enough on her hands with the murder
and the presence of the justicar, Samara. Ask her
about Samara to gather additional information. Anaya
wants the justicar out before the situation gets even
more complicated and is willing to grant you access to
the crime scene in order to help you recruit her The
sooner Samara is gone, the faster Anaya can quietly
wrap up this case. However, you must be mindful of
the Eclipse mercenaries, which are indeed in control of
most of the port’s alleys.

Speak to Anaya, who instructs the asari guards to let Shepard
access the crime scene.
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Upon entering the crime scene, turn and download
a message on a nearby shipping terminal. This
shipping information is related to an optional special
assignment (Stolen Goods Found). As soon as you
have the shipping data, continue down the alley to
push into Eclipse territory.

Salvage the circuit boards near the shipping
terminal for 6,000 credits.

First Eclipse Sightings

e It does not
take long
before you
uncover the
first signs of
the Eclipse
gang in the
back alleys of
the spaceport.
There are LOKI mechs, an Eclipse vanguard, and a
Sisterhood initiate in the alley ahead. They attack
as soon as they detect your presence. The LOKI
mechs are the easy targets. It is the Sisterhood
initiate that gives you trouble, so after dropping the
easy mechs, go after her After dropping the Eclipse
thugs, pass through the door at the end of the alley
to get your first glimpse of Samara.

4 N\

.ﬁ
Enemy Profile: Sisterhood Initiate

» Classification: Minion
* Powers: —

* Defenses: —

* Weapons: Assault Rifle

Sisterhood initiates are would-be
Eclipse assassins that have yet to
make their bones with the merc
group. As such, they are eager to notch a kill—and that
kill is you. Sisterhood initiates do not have any special
armor, so you can use biotic and tech attacks on them
right away.

Samara is
guestioning
an Eclipse
vanguard that
is suddenly
without
her backup.
(Samara
dispatched
them with ease.) Samara is asking the vanguard
where she “sent her.” The Eclipse vanguard refuses
to give up the information. Samara throws her out
of a window and then floats down to continue the
interrogation. When the vanguard refuses to spill
the name of the ship the justicar wants, Samara
breaks her neck.

Samara
then turns her
attentions to
you. You can
either assure
the justicar
that you are
a friend or tell
her that she
shouldn’t be killing the wounded, even if they are
Eclipse thugs. Samara informs you of the Justicar
Code. You ask Samara to help you take down the
Collectors. Samara is interested in joining your
fight; she respects the Collectors as a worthy foe.
But she is currently hunting a fugitive and must
finish her mission before she can help.

Detective
Anaya joins
the conver-
sation. She
tries to
convince
Samara to
leave with
you, but the
Justicar Code prevents it. However, the Code does
require Samara to stand down for a single day at
the request of a police officer After that, if Anaya
continues to detain Samara, she will just kill her and
then resume her investigation. There is a solution:
If you can discover the name of the ship the justicar
wants, then Samara will not have to kill Anaya and
she will join you.
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When you
return to the
port after
Anaya takes
Samara into
custody, you

d must continue
the justicar’'s
investigation.
The first stop: Pitne For. Approach the volus near
the police tape and question him about why the
mercs are after him. Don’t take Pitne’s stalling

for an answer. Demand that he work with you to
help solve the murder—and hopefully find the name
of that ship in the process. The volus relents and
agrees to help you.

Ride the elevator into the Eclipse base of
operations. As soon as you walk around the corner
at the top of the ride, the Eclipse are all over you.
While you're battling the mercenaries , clouds

of red dust explode into the air whenever the
rectangular canisters get shot; this must be the
substance Pitne mentioned. While the effects of the
dust do boost your biotic powers, they are toxic. An
on-screen meter reflects the current toxicity level
in your blood. If that meter fills, you will collapse.

Dust Clouds

An Eclipse vanguard greets you as you enter
the base. The vanguard is not alone. She tries to
retreat into the base to seek cover and return
your attacks. Keep on top of her while avoiding the
clouds of toxin. Your enemies will use these clouds
as cover. They will also blast open canisters to make
traveling through the base more difficult, effectively
making some routes riskier than others.

Pitne
explains
that he has
recently
smuggled
an illegal
substance
onto lllium
that boosts
biotic powers but is also toxic. Prolonged exposure
to the dust is lethal. Pitne left that part out of his
original story, which had the Eclipse mercenaries
hunting him. Pitne agrees that if you help keep the
mercs off of him, he will help you break into the
Eclipse base, where you will find the name of the
ship. The volus provides a passcard that lets you
access the elevator to the Eclipse base, which is
located in a wall adjoining the police station, down
the same wing as the crime scene.

The Eclipse thugs use LOKI mechs as cannon fodder.

Eclipse
vanguards and
Sisterhood
initiates are
your main foes
in this base.
The Eclipse
fighters are
not military
trained, but they are versed in cover tactics. Watch
the Eclipse seek cover and then find some yourself.
Engage in firefights, taking shots at your foes when
they reload or stand to move to a new cover spot.
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Sisterhood initiates can be brought down faster with
headshots.

Fight
through the
enemies until
you reach the
far side of
the shipping
bay. There is a
small room to
explore. Look
for the shotgun on the desk. It's a Scimitar assault
shotgun—a new weapon. It is a potential upgrade
to your current shotgun and a great find (Grunt is
likely to approvel. You can use the nearby weapons
locker to change your weapon loadout and give the
new shotgun to any squad member proficient in
close-quarters combat.

Come Out

When you
pass through
the door at
the top of
the stairs,
you spot

a pistol on
the ground.
It's near a
barricade—a perfect spot for an Eclipse merc

to hide until you get too close. An asari Eclipse,
Elnora, stands up. The asari can be reasoned
with, but if you use the Renegade interrupt, you
can drop the Eclipse thug before she has a chance
to try any funny business.

A guick trigger finger is the mark of a Renegade.
Howevern, if you let Elnora go peacefully, you earn
some Paragon points. Just be ready to learn that
Elnora was lying to you about her involvement with
the Eclipse.

NMore Vercs
When you
pass through
the door at
the top of
the nearby
stairs, more
Eclipse mercs
attack. They
are joined by
LOKI mechs. Sisterhood initiates are trouble, as
they use cover quite well, ducking down just as you
open fire or unleash a biotic attack. But the Eclipse
vanguards, with the barriers, should almost always
be your priority targets. Vanguards are tough to
take down.

Look for
another
Eclipse
vanguard on
the far side
of the room,
near a long
staircase
leading up.
Just beyond the Vanguard is a medi-gel station,
along with a hackable terminal worth 6,000 credits.
After scooping up the treasures, use the stairs.

At the top of
the stairs, the
Eclipse mercs
offer more
resistance.

In addition to
LOKI mechs
and Eclipse
vanguards, an
Eclipse heavy provides rocket support. Use cover to
avoid the incoming rockets, and return fire through
the red mist.

Asari Eclipse vanguards are different from human
ones—they carry assault shotguns that make them
deadly at close range.

NOTE

Continue
fighting
through the
enemies
to reach
another small
waystation
with medi-gel
and an Eclipse
terminal. The terminal can be hacked for 12,000
credits. That's a lot of cash, so be careful with
the hack. Use the stairs to locate another Eclipse
vanguard patrol. These vanguards are just an
appetizer. Around the corner, you must face down
multiple Eclipse thugs and mechs.
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There are
two Eclipse
heavies around
the gunship
area, so
watch out
for rockets
streaming
through the
air. Fortunately, there are lots of crates to use as
cover around the gunship port. After taking down
the heavies, push through the Sisterhood initiates.
(Don’t be afraid to use melee attacks on them—
they go down fast.)

Behind the
gunship port,
locate a small
terminal and
a crate of
power cells
to replenish
heavy weapon
ammo. Listen
to the message. It's Elnora, a new Eclipse merc
boasting of earning her stripes by killing Pitne For's
partner—at close range (she’s actually the Eclipse
merc you encountered earlier whose pistol was on
the floor). Take the message as evidence, loot the
medi-gel station, and then follow the doors.

Several LOKI mechs patrol the next corridor. Blast them from
cover, but be sure not to hide behind fragile crates for too long.

The gunship
you saw
docked earlier
is now fully
operational
and buzzing
the area in
search of you.
Use heavy
weapons to lower the gunship’s armor and bring it
down. There is a crate of power cells on the bay to
replenish stocks. Stick behind cover and launch shell
after shell at the gunship. If you do not have a heavy
weapon, then pepper the gunship with whatever
weapon you do have.

The gunship sweeps low and slow overhead. This gives you
plenty of time to make accurate shots, but it also means the
gunship can return fire with equal accuracy.

As you
weaken the
gunship,
the Eclipse
mercs send in
more mechs.
FENRIS mechs
gallop across
the bay,
hunting you. Watch out for their taser bite attack.
If you get zapped by the taser bite while the gunship
is zooming overhead, you are a perfect target.

After the battle is won, take the medi-gel from
the station on the wall next to the locked door. You
must bypass the lock to continue your Eclipse hunt
and get to the bottom of this investigation.

Pick up the shipping manifest on the other side of the door.
The manifest of toxic drugs is proof that Pitne For is indeed
a criminal. This manifest will be useful later and potentially a
source of great profit.

4

'EB_\
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Niffu Cal

Continue down
the corridor
until you spy
the rotund
little backside
of a volus
named Niftu
Cal. He's
trying to get
some munchies out of a vending machine. The little
volus is on quite a trip, drugged up to the point
where he thinks he's the galaxy's greatest biotic.

Question
the funny
little fellow
about his
connections
to Pitne For.
Niftu says
he used to
work for Pitne
before becoming a biotic superstar. But now he is
looking for the asari leader of the Eclipse band on
Nos Astra, Wasea. This little volus may have the
right idea, but he's too delusional to do anything but
get himself killed. You can use a Paragon interrupt
to knock Niftu over so he takes a short nap while
you go in and take care of Wasea. If you allow Niftu
to wander off to his doom, you pick up Renegade
points.

Just before going into Wasea’s chamber, check your
loadout at the weapons locker and raid the medi-gel
station.

NOTE
Captain VWasea

Wasea has
problems.
She’'s got a
justicar on
her tail thanks
to sapient
smuggling,
and now
Shepard has
tracked her down, killing many of her minions in the
process. Wasea would like to turn this day around,
so she fires up her biotic power and launches into
an attack.

4

CAUTION S

Wasea is a powerful biotic and uses Barrier to protect herself
from attacks. She can replenish Barrier.

Wasea does
not enter this
battle alone.
She is flanked
by Eclipse
heavies and
Sisterhood
initiates.
These
warriors know to use the dust clouds as cover. You
need to use your squad members to juggle these
extra enemies while you concentrate your attack on
Wasea.

Watch out for toxic canisters thrown through the air by Wasea
or the Sisterhood initiates.
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Once Wasea and her thugs have been taken care of,
it's time to loot the room. Hit up the terminal behind
Wasea's desk for 6,000 credits. Then, take Wasea’'s
datapad from her desk. The datapad contains the
name of the ship Samara is looking for: AML Demeter.
This is the lead the justicar was looking for. You should
head back to the spaceport’s police station now and
deliver all of this evidence to the asari detective,
Anaya.

When you leave Wasea's room, you instantly
return to the spaceport. Pitne For is waiting
for you just outside the police station. Pitne
wastes little time asking if you happened to find
a shipping manifest. Pitne presents you with a
choice. You can either hand over the manifest
to Pitne for profit or give it to the detective for
the cause of good (this is part of the special
assignment Smuggling Evidence). If you don’t
mind picking up some Renegade points, give the
manifest to Pitne. For Paragon points, give it to
the detective.

Cerberus
welcomes the
recruitment
of Samara.
She will be a
powerful ally
in the fight
against the
Collectors.
Samara takes
up residence
in the obser-
vatory so
that she can
look out on
the stars.
It’s time to

Inside the
police station,
present
Samara with
the evidence
from Wasea's
datapad. With
the name
of the ship,
Samara can continue her pursuit. However, there is
a certain matter of the Justicar Code that places
Samara in a strange spot. Now that she has agreed
to follow your orders, they will take precedence
over the Justicar Code. But that doesn’t mean
Samara won't offer her opinion when she deems it
warranted. The justicar agrees to meet you aboard
the Normandy.

You can then discuss the case of the murdered
volus with Anaya. The justicar vouches for the
evidence. The case is then closed, as the asari killer
was taken out during the mission. This ends the
Samara recruitment mission—she is now a member
of the Normandy crew.

make the rounds again, making sure to stop by to
see Chambers, next to the galaxy map, for a brief
update (and a little optional flirting). See what new
projects are available in the tech lab. And then

be sure to stop by the observatory to speak to
Samara. The justicar is not terribly willing to talk
about her previous mission but is more amenable to
subjects like taking on the Collectors.

If you still have recruitment missions to undertake,
you can pursue those now. Remember; you need
at least two of the three recruits to have a crew
worthy of battling the Collectors. However, there
is zero harm in getting all three recruits—it will
increase your options for away teams, and improve
your chances of beating the game.

NOTE
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There is a second potential recruit on lllium: Thane Krios. According to the lllusive Man's dossier on
Thane, he is an expert marksman and sniper trained from childhood to be an assassin. Thane is also
skilled at infilcration, making him particularly deadly. Thane's skills as an assassin are sought across
the galaxy, but he has slowed his pace in recent years. Thane's sniping expertise and his quick-Kkill
biotic specialties would make him an excellent asset to the team. But to recruit Thane, Shepard must
intercept the drell on his current assignment, before he can slip away again.

I

/ N\
@ Salarian Worker Suhmachine Gun
@ Elevator Thane

- : - @® Viper Sniper Rifle  [E] Spare Parts
Salarian Workers @ Wall Safe

Spoils of War @ Salarian Workers =k Medi-Gel

office, you can
then report to
the shipping
department in
the midsection
of Nos Astra. There, speak to Seryna, the asari at
the desk facing toward you. Seryna has no desire

to speak of Thane in public, so she motions you to

ruthless asari,
Seryna was contacted by Thane for information.
Nassana recently fired Seryna, who could have

given Thane bad intel on Nassana but instead told
him exactly where to find Nassana as well as what
opposition to expect. Nassana is in business with
Eclipse, so the Dantius Towers will be crawling with
mercenary thugs and dangerous mechs.
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UEJ Shepard cannot just land on lllium and immediately follow her away from the shipping desk and to a

8 seek Thane. The assassin is not just walking around. quiet corner.

T Shepard must get a lead on the drell from Nos

ol Seryna

g Astra’s resident information broker, Liara. has a lead

2 Talk to Seryna on Thane's
As soon as current where-

% you speak to abouts. While

il Liara about in the employ
Thane in her of Nassana

l Dantius, a
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According to Seryna, Thane is working his way toward the
penthouse of tower one. That is where he will strike. You must
get there as soon as possible before he kills his target and
slips away.

Seryna
says she can
help you get
close to the
towers. She
hopes that
you do not
stop Thane. If
anything, you
will serve as a distraction for the Eclipse mercs,
allowing Thane to cross from tower two (still under
construction) to tower one. When you are ready to
leave, accept Seryna’s offer of a ride.

The second
you arrive at
the towers,
you witness

a bloodbath.
LOKI mechs
are cutting
down fleeing
salarian
workers. It's a good indication of the threat you will
find inside the towers, as well as a hint that you
may find some salarian survivors inside. All survivors
offer assistance in some form, so locate every
innocent.

NMech Atack

Two FENRIS
mechs crash
through the
giant window
at the bottom
of tower two.
Cut down the
FENRIS mechs
as they cross
the clearing, aiming for their optics for maximum
damage. Get them before they move too close,
because when you disable a FENRIS mech with

The Eclipse thugs in the towers fight alongside
hostile mechs. When selecting your squad, consider
that you need to take down targets with shields as
well as inorganic enemies.

NOTE

As Seryna
drives you to
the towers, she
gives you a plan
of action. You
must infilcrate
tower two and
then use a
sky bridge to
access tower one. She warns you that as you close in
on the penthouse, the Eclipse presence will increase.

r( Glossary ﬁ

\

Drell: The drell are a race of reptilian beings that hail
from the planet Rakhana. Due to environmental
disasters and war on their homeworld, many drell
were forced to flee. They currently serve the
hanar, the race that assisted with the exodus of
the 375,000 drell that escaped Rakhana before
complete collapse of the planet.

Hanar: The hanar are a jellyfish-like Citadel race with
a reputation for politeness and reserved person-
alities. The hanar have a face name that they
share with colleagues and a soul name that is kept
only for close friends and relatives.

a headshot, it explodes. The explosion can cause
splash damage. After dropping the FENRIS mechs,
concentrate on the LOKI mechs pulling up the rear
of the welcome party.

V4
(TP

Veer to
the right as
you approach
the base of
the tower to
find one of
the salarians
attacked at
the onset of
the mission. The salarian is a night worker and has
no idea why Nassana unleashed the mechs on a
murderous spree against her own employees. To get
additional information out of the salarian, consider
using the Paragon interrupt to give the worker one
of your medi-gels. However, even if you keep the
medi-gel to yourself, the salarian still tells you that
you must take the service elevator up the tower to
the bridge.
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A door opens behind the salarian, but before looking for the
elevator, cross to the other side of the tower base to find a
medi-gel station and a hackable safe with 4,800 credits.

~ight to the Elevator

l}

Just beyond
the salarian
is a long
corridon.

As you walk
down it, you
hear chatter
from Eclipse
mercs. They
are nearby, so reload and get ready for battle. When
you enter the room with the Eclipse troops, you
are initially greeted by mechs. Clip the mechs with
gunfire as they approach, or fling them around the
room with biotics. The Eclipse troopers are a little
more trouble than the mechs because they actively
seek coven.

Eclipse troopers and vanguards attack in the next room. If you
have a powerful biotic on the squad, use Pull to yank them over
the giant hole in the floor.

e

'EB_\

Additional
mechs and
Eclipse thugs
are moving
into the area.
Meet them
head on,
dismantling
the mechs as
they march toward you. The Eclipse vanguards and
troopers hang back and let the mechs occupy your
attention while they shoot at you from afar. Try to
quickly drop those mechs with clean headshots, and
then turn your attention on the Eclipse fighters.
Look out for the Eclipse vanguards—they have
barriers, which complicates the use of biotics.
Watch their status bars; as soon as you see the
barriers go down, hit them with a biotic or rush in
and finish the job close up with a stronger weapon,
such as a shotgun.

4

The Eclipse thugs were guarding a door that leads up to the
next floor.
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When you
reach the top
of the ramp,
pick up the
two medi-gels
and thermal
clips while
eavesdropping
on Nassana
ordering her hired Eclipse guns to head off Thane.
Nassana knows an assassin is there. Her mercs do
not last long against Thane, as single shots silence
their voices.

More LOKI
mechs and
Eclipse mercs
storm the
area at the
top of the
ramp. There is
a huge opening
to the left
that is great for tossing enemies over via biotics.
Otherwise, move across the room using cover. Dive
from crate to crate, taking the room back from
the enemy. As the spaces between walls narrow, a
close-quarters weapon like the shotgun becomes
useful. The Eclipse troopers and LOKI mechs do not
have the armor to withstand many shotgun blasts.

In larger rooms like this, close the gap with biotics such as Pull

or Charge. If biotics are limited, stick to longer-range weap
like the assault rifle. At least special rounds do not lose any
potency over distance.

Move up through the building site, collecting
medi-gel as you claim Eclipse territory. Listen for
chatter from the mercs or clicks from the mechs
to tell how far away the next batch is from your
current position. The mechs are always more
manageable than the mercs, even if there are more
of them. Whereas the LOKI will just march toward
you with guns outstretched, a human Eclipse
vanguard will hang back and wait until you are
occupied before unleashing a biotic attack.

Don’t be
too eager
to pile the
squad into the
elevator once
you clear away
the Eclipse
opposition.
Pass the
elevator, moving toward the left. There is a corridor
on the far side of the room, next to a door that
requires a bypass. Hit the corridor first to hack
the “secure” terminal for 4,200 credits and to
pick up the Viper sniper rifle. This weapon will serve
Garrus quite well. Plus, Thane can also use it once
he has been recruited. Unfortunately, even if you
do have Garrus with you on this mission, there is
no weapons locker nearby to make the potential
upgrade. There is, however, one on the roof of the
towen

After
claiming the
spoils of the
battle, bypass
the locked
door. The
small room
holds salarian
survivors. They
are happy to see somebody who isn't with Eclipse
holding a gun. Speak to the salarians to find out
that Thane locked them in the small room for their
own protection. When the salarians leave, you can
access a medi-gel crate and a terminal. Extract the
3,000 credits from the terminal—no hack required.
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The Elevator

When you call the elevator, don’t just stand in

front of the door and wait for the car to drop

down. Immediately seek cover. (Try to steer clear

of any explosive containers on the floor, though.)
Eclipse mercs pour out of the elevator as soon as it
reaches your floor.

The elevator
deposits a
krogan bounty
hunter and
two Eclipse
engineers on
your floor.
Look out
for combat
drones from the engineers. They are needling
menaces. But the real target is the krogan.
Prioritize the bounty hunter, but do not get
headstrong about standing your ground. The krogan
has shields and barriers, so it can withstand a lot
of hits. It uses that resilience to get close enough
to use the krogan rush attack. Fall back to a safe
distance and unload gun attacks on the bounty
hunter. Only after its shields are down can you hope
to use any biotics to finish the job.

'ﬁﬁﬁ

Top Floor

Ride the elevator to the bridge level of tower

two. When you step out, you discover an Eclipse
mercenary communicating with other teams. The
merc is too engrossed in his conversation to notice
you until it's too late. You have him surrounded.
Interrogate the mercenary about Thane's position,
backing him up to the large window. You can use

a Renegade interrupt to kill the merc by pushing
him out of the window, but the noise will just bring
nearby Eclipse thugs into the room to investigate.
You'll have another fight on your hands.

You can
avoid the fight
by not taking
the Renegade
interrupt
and just
threatening
the mercenary
with tough
guestions. The mercenary tells you that you must
cross the bridge to find Nassana (and Thane). If
you choose to let the merc go at this point, you
earn Paragon points. The merc does not alert his
comrades as he leaves.

Pick up the datapad next to the elevator to unlock the Salarian
Family Data special assignment.
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The hall There is a

next to the locked door

elevator leads on the main

to a giant floor of this

chamber. You room. Bypass

can hear more the security

radio chatter measures

between to free more

Nassana trapped
and the Eclipse troops as you enter. Stay quiet salarians. You are greeted with a pistol. The salarian
to get several paces into the room and scope out holding it is scared. A Renegade interrupt lets you
the scene. There are Eclipse mercs in the back, drop the salarian just for even pointing a gun at
dormant mechs to the left and right. You can get you, but if you wait it out, the salarian will lower his
the drop on either one, but the mechs are closer weapon. The salarians inside the room explain that
and easier to dispatch with early shots. the merc threatening the salarians was killed before
Vs their very eyes. It's more evidence of Thane. After

letting the salarians go, you can claim a medi-gel
and hack the PDA on the dead merc for 6,000
credits.

Follow the ramp near the communications console to the tower
exterior—and another battle.

The Eclipse vanguard in the room is your toughest rival. Get rid The EXterior
of her first and then mop up the troopers and remaining mechs. The bridge is
indeed heavily
guarded.
Eclipse
mercenaries
(including
vanguards)
and LOKI
mechs patrol
the bridge.
They attack
immediately.
The bridge
offers a
benefit to
biotics with
Pull or Charge.
You can

knock enemies off the bridge. (If you use Charge,
just line up the targets so their backs are to the
empty space.) By now, the mechs are no problem.
The vanguards, though, are especially aggressive.
Take cover from their Warp attacks and chisel their
barriers until they are exposed. Since they are
organics, incendiary ammo will do additional damage.

There is a communications console at the rear of the room next
to a crate of power cells. Nassana barks orders into the comm,
demanding a report. Give her one.
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There is a crate of 500 units of element zero on the edge of the
bridge. Don’t go for it until the battle is over, though.

Before stepping to the outer edge of tower two,

use the weapons locker to make any gear changes,

such as using the sniper rifle recovered earlier. You

can pick up a medi-gel from the box near the weapons

locker, too. After your squad is all set, it’s time to

move across the bridge and close in on Nassana.

An entire
Eclipse patrol
waits for you.
The troopers,
commandos,
and vanguards
open fire
upon your
arrival. Use
cover right away to avoid the incoming volley, and
train your fire on the explosives crate to the right.
Light it up to kill two foes and better the odds.
Because the troopers have no extra protection and
the commandos only have armor, you can use some
biotics on them. The vanguards have much higher
resistance, so you must pick them apart as you
move across the exterior.

Upgrades and Research m Special Assignments
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Enemy Profile: Eclipse Commando

» Classification: Sub-Boss

* Powers: Warp

* Defenses: Armor, Barrier
* Weapons: Combat Shotgun

Eclipse commandos are the most
elite of the Eclipse thugs, able to
flank and use cover. Their combat

shotguns are deadly at close range, but keeping your
distance is not without danger. Commandos can use
Warp to rock you back. Dismantle the commando’s
barrier and armor as fast as you can so you can
counter with biotic and tech attacks of your own. A
submachine gun is great for chipping away both of the
commando’s defenses.

W da
Just before the bridge, loot the corpse of a fallen merc. Take
the medi-gel and scan the submachine gun for a tech upgrade:
Microfield Pulsar. Submachine guns now do extra damage.
Finally, hack the PDA to claim 12,000 credits.

N

The
vanguards on
the bridge
are flanked by
LOKI mechs
and Eclipse
troopers.
Biotics can
launch the
mechs and troopers off the bridge with Pull, Charge,
or Warp. If you lack these biotics, you must deal
with the Eclipse more conventionally. Move across
the bridge, crate to crate, for cover. Take the bridge
by inches, pushing the enemy back until you reach
the far side of the bridge.

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



Introduction

Upgrades and Research m Special Assignments

Training Planetary Database Appendix

Medical Facility  Freedom’s Progress Colony ® Boarding the Normandy © Arrival ® Omega ® The Professor ® Archangel ® Subject Zero ® The Warlord Okeer ® The Engineer © lllium ® The Justicar
The Assassin ® Jacob ® Miranda ¢ Jack ® Mordin and Grunt * Mordin ® Grunt ® Garrus © Tali  Samara ® Thane * The Reaper IFF * Legion * Omega 4 Relay * Collector Station

When you reach the far side, two rocket drones
on the top floor open fire. You must stick to cover
to avoid rocket attacks. Snipers or soldiers can
bring down the drones, but if you get below them,
the drones can no longer target you. Of course,
more Eclipse thugs rush out to prevent you from
moving out of the drones’ field of fire. Keep in cover
as you advance on the mercs.

An Eclipse
commando
blocks the
door into
tower one.
Commandos
love close-
range
combat—not
only can they use a shotgun more effectively, but
they can pepper you with Warp strikes without
much delay. Use cover to guard against these
attacks, and lay into the commando with whatever
you have. You do not need your weapons inside
tower one, so if you have any heavy weapon ammo
left, use it on the commando to finish the fight.

Nassana

vI
d

1

i

Inside the tower one penthouse, Nassana awaits
her fate. She assumes that Shepard is the
assassin that has been stalking her. Shepard keeps
Nassana talking, unwittingly allowing time for Thane
to infiltrate the room. Before Nassana truly realizes
that Shepard is not there to kill her, it's too late.
Thane has slipped behind her and taken out the last
of her Eclipse guards.

Thane wastes little time fulfilling his contract.
The drell assassin pulls Nassana close and buries a
bullet in her gut. As she slumps over her console,
Thane crosses her arms over her chest and says
a prayer. Now that Nassana is dead, Shepard can
ask the assassin to join the team and pursue the
Collectors. Thane agrees to the mission and reports
for duty on the Normandy.

Following the recruitment of Thane, there is some conster-
nation over having a mercenary join the mission. Shepard
is willing to give Thane the benefit of the doubt because he
is not asking for any sort of payment. There is a deeper
reason he is offering his services. Go to the life support
chamber on deck 3 so Shepard can discuss Thane’s
reasons for joining the crew. Much of it has to do with

his own condition; he is dying from Kepral's Syndrome but
expects to live as long as the mission needs. It will be a
good final assignment for him. Thane seems troubled by
what he has done with his life, and saving humanity from
the Collectors will help the drell put his soul at rest.

Once Thane joins the crew, a female Shepard can
pursue a romantic relationship with him.

NOTE
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COLLECTOR SHIP

As soon as Shepard finishes recruiting the four new squad members, the lllusive Man has news for
the commander: he has located a disabled Collector ship. The Collector ship was damaged in a battle
with a turian cruiser. The turians were completely wiped out. The lllusive Man needs Shepard to race
to the vessel and look for any hard data on a potential means for reaching the Collector homeworld. All
systems on the Collector ship seem to be offline, but that doesn’t necessarily mean there will not be
any resistance. Shepard needs to get in and out before the ship is reactivated. Hopefully, EDI can use
the data Shepard finds to discover a way to take the fight to the Collectors.

¢ Credits: 75,000
* Element Zero: 500

You've encountered the Collectors once, so you know what to
expect. The Collector troopers are not shielded, so they are
vulnerable to biotic attacks. However, the Collector assassins
have shields (and the posessed Collectors have shields and
barriers), so packing a heavy-hitter will also prove useful.

NOTE
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Joker pulls the Normandy alongside the Collector ship.
Shepard and the squad take a small shuttle over to
the vessel and dock. The inside of the Collector ship
looks like a giant insect hive. Right now, the scene is
quiet. But that won’t last long, so Shepard and the
squad need to be ready for anything.

Within seconds of docking, EDI reports that it

has located an uplink within the Collector ship.
Shepard needs to reach that uplink and establish a
connection to the Al.

L_ooking Around
ks 1 o id After leaving
the shuttle,
follow the
corridor into
the depths of
the Collector
ship. As you
walk, EDI
reports that
she has scanned the ship and determined that
this is the same vessel that destroyed the original
Normandy and almost killed you two years ago. As
you walk, you find an empty pod.

A few steps
beyond, you
discover
the answer:

a stack

of bodies.
Inspect the
bodies to
discover that
the Collectors are somehow using humans for an
experiment. These dead bodies are apparently from
a batch of test subjects that did not fit the needed
profile.

4

=

Farther
down the
corridor, you
locate another
series of
pods. These
are hooked up
to machines.
After picking
up the medi-gel from the nearby crate, investigate
the pods. The control terminal next to one of the
pods allows you to download an immediate upgrade.
Depending on your class, you have different options.
For example, a vanguard may have the option to
download the ability to use assault rifles or sniper
rifles.

Consider this selection carefully. You may even
want to save before making the choice in case you
determine that your chosen upgrade does not
necessarily fit your plan of action. If you have not
found or researched many assault rifle damage
upgrades, taking on the assault rifle skill might not
help much. Of course, you can always change that
after acquiring the use of the assault rifle.

NOTE

Just beyond the pods is heavy weapon ammo, a weapons
locker for changing your loadout, and a crate of 250 units
of element zero.

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



Introduction

Medical Facility  Freedom’s Progress Colony ® Boarding the Normandy © Arrival ® Omega ® The Professor ® Archangel ® Subject Zero ® The Warlord Okeer ® The Engineer © lllium ® The Justicar

Training

Upgrades and Research m Special Assignments

Planetary Database Appendix

The Assassin ® Jacob ® Miranda © Jack ® Mordin and Grunt © Mordin ® Grunt  Garrus ® Tali ® Samara ® Thane ® The Reaper IFF * Legion ® Omega 4 Relay ® Collector Station

%Tll PRINMA Official Came Guide | primagames.com

Continue
down the path
through the
Collector ship.
When the
ceiling rises,
look up. There
are hundreds
of pods built
into tunnels that spider into the depths of the ship.
A little farther down the route, you locate some
salvageable Collector technology. Scan it with the
omni-tool to bank 15,000 credits.

Keep moving through the ship. Just as the corridor takes a
sharp turn to the left and begins to climb, there is a scannable

terminal that gives up a damage protection upgrade: Ablative VI.

The passage
leads to the
heart of the
Collector ship.
The hollow
is lined with
thousands
upon
thousands
of pods. There are enough pods in here for the
Collectors to harvest every human in the Terminus
Systems. If multiple vessels like this move
toward Citadel space, it would be possible for the
Collectors to steal away every human being on
Earth.

The path
through the
hollow ends at
a hexagonal
platform.
There is a
green panel at
the center of
the platform:
That's the uplink. Activate the panel to establish a
link with EDI. EDI immediately starts downloading
data from the Collectors. However, activating the
panel also raises the platform into the hollow,
placing you and the squad in plain sight. Within
seconds, company arrives.

Collector Assault

There are
several

walls on the
platform. Use
one for cover
and make
sure your
weapons are
fully loaded.
More hexagonal platforms are moving fast through
the hollow, with multiple Collectors on board.
When those platforms dock with yours, you will be
boarded. Be ready to repel.

The closest platform deposits Collector drones and a Collector
guardian right on your doorstep.

The second platform carries a scion. The scion is
a brute, but it doesn’t move very fast. Concentrate
on the Collectors right in front of you. Take down
the drones as soon as possible because Harbinger
is about to possess one of the Collectors on the
platform. If you destroy the other two Collectors,
you limit Harbinger's options for possessing
another Collector when you take this one down.

/

SAUTION
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It doesn’t
take long for
reinforce-
ments to
| arrive after
you take apart
the Collectors
on the first
platform.
Another batch of drones moves into place, docking
with your platform. You have a few moments to tear
apart the drones before Harbinger possesses one
of them. As before, try to limit Harbinger’s ability
to possess other Collectors by taking them down.
The platforms are floating above the hollow, so you
can also use Pull or Charge to knock the Collectors
off the platforms and out of the battle.

4
Listen for a high-pitched whine. That is the sound

of another platform moving into position. When you
hear it, expect reinforcements within seconds.

NOTE

Expect at
least one
possessed
Collector per
platform.
Unless you
board the
new platform
right away,
the possessed Collector will not move in close.
While there is some distance between you and the
possessed Collector, clean out the other Collectors.
Direct your squad to target the Collectors so
they do not train their fire only on the possessed
Collector. Collector guardians are part of the
reinforcements and will put up hive shields to block
your shots, but you can angle biotic attacks around
the shields if you get far enough to the side.

4

=

Unless you went for the scion earlier, concentrate your fire on
the monster when no more platforms move down the hollow.
Take out the scion to end this battle in the heart of the
Collector ship.

When
the battle
subsides,
return to
the panel
that linked
the Collector
ship to EDI.
This moves
the platform through the remainder of the hollow
and deposits it back on the ground. You can now
continue pressing through the ship’'s corridors,
taking out Collectors as you attempt to find a way
back to the shuttle.

Collector Packs

As you

move off the
platform,
EDI offers
directions.
Follow her
directions
into a room
with medi-gel.
There is a ramp leading away from the medi-gel to
a chamber with more Collectors. On the way, scan
the Collector technology on the left side of the
corridor for 7,500 credits.

When you
reach the
bottom of
the ramp,
Collector
drones move
into position.
One of these
drones will
soon become a possessed Collector—there is no
way to kill them all fast enough to avoid it. So,
instead of just opening fire on any target, sweep
through the Collectors and put them down one at
a time. Since the drones have no shields or armor,
use hiotics as well as gunfire to wound them.
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return fire only when it is safe to stick your head back up.

The path
leads to
another
clearing.

The buzzing

of Collector
wings fills

the air within
moments

of your arrival. If you are fast, you can shoot the
Collector drones and Collector guardians before
they land. Select one of them and finish it off before
moving on to your next target.

The guardians set up hive shields as soon as they
land.

NOTE

You can
take on the
Collectors
in this room
directly,
but there
is a route
to the left
that offers
sniping points as well as the means to get behind
the Collectors in the room. Move up the ramp to
the left. There may be Collectors moving along the
route, but if there is a possessed Collector on the
main floor, you will not encounter one on this upper
route. The high ground is advantageous. Not only
can you see incoming Collectors, but also you can
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get the drop on the Collectors on the main floor
with biotic attacks. There is no way for them to
avoid the effects of attacks like Pull or Slam unless
the Collector seeks cover behind a pillar.

Watch out for the Collector assassin in the room, too. The
possessed Collector is your toughest target, but the assassin’s
particle beam will rip through your shields within seconds.

After finishing off the Collectors in this area, drop down the
ledge to keep moving back toward the shuttle.

Praetorian

EDI comes
over the
comm. The Al
has located a
door and will
force it open
as long as it
can to give
you a shortcut
back toward the shuttle. However, the door is on
the far side of a chamber that hosts a praetorian.
The monster drifts down from the ceiling as you
approach. Lock and load because the praetorian
will do everything in its power to drain your ammo
stocks and keep you from escaping the ship.
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Stay back
from the
praetorian.

If it gets too
close it will
slam into the
ground and
unleash its
Death Chaoir
attack. This attack regenerates its shields, which
extends the battle. It is practically unavoidable
because the praetorian will move toward you, but
keep your distance whenever possible to minimize
the number of times the monster refreshes its
shields.

The praetorian behaves exactly like the one you
took down at Horizon. The pr