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1.0 – Before starting…

Starting with all of this mambo jambo that no one wants to read, but once you actually write a FAQ you understand how important it is. Well, actually it’s not, but you still want to put it.

1.1 – About the author.

My name is Omer Strulovich, and I’m a big fan of RTS games and 3D Shooters. My favorite games are mostly the C&C series.

I’m also currently the leader of the Knights of Kaos clan which is the first ever TS clan which is based solely on Sole Survivor vets.

A lot of the info in this FAQ was contributed with the help of members from KoK. 

1.2 – Why I wrote this FAQ.

Seems that every hyped game that comes out gets at least one “hint book” after its name. People actually expect players to pay up to $10 or more for a book with strategies, when you can get much more effective and useful ones online. When you do find a good guide it’s probably on Gamespot, and as good as it’ll be, it doesn’t help the real C&C freaks who probably knew it all already. So there’s a mass of stuff and most players don’t get what they need… Even if they have to pay for it sometimes.

On the other side there’s Roger Wong, I don’t know this guy one bit, but he writes/used to write FAQs for games he played. I first saw his Command & Conquer FAQ, which even though I finished the game by then helped me a lot. It was quite fun to read it, even though we’re talking about a 270k text file (Plain text, ASCII) with over than 50,000 words which makes it officially as big as a novel. Then I got to read his Red Alert FAQ, which was smaller yet very helpful. And his X-Com Apocalypse FAQ which was more helpful (Great game BTW) and then Dune 2000 came out. And there was a big lack of such a file so I decided I’d do something nice and write this huge FAQ about Dune 2000. Almost a year later, TS is nearing completion and I’m starting writing this FAQ, which I want to be ten times more useful than my last one. (It was useful!)

I really hope that this FAQ will have all the info you need.

1.3 – Where can I get his FAQ.

This FAQ will always be available with it’s newest version at it’s homepage:

http://kok.gzero.org/tsfaq.html
2.0 – Extremely basic stuff
You should have read this stuff at your manual. For those of you who haven’t actually bought a game in the last decade. A manual is the small book that comes with the legal version of the game. Damn pirates…

2.1 – Taking sides…

How can a FAQ be complete without information on all the sides? Common…

2.1.1 – The Global Defense Initiative

The Global Defense Initiative was in the start an arm of the U.N. The GDI fought the NOD in the first tiberium war, and since Kane has died the world has gone into chaos over tiberium. The GDI remains as the most powerful authority while trying to fight tiberium and keep the NODdies on low fire. The GDI has access to orbital technology and using the Philadelphia they are trying to fight as much as possible in tiberium. They keep evacuating as much people as possible to Antarctica in order to save them from tiberium. 

2.1.2 – The Brotherhood of NOD
The Brotherhood of NOD history can be traced all the way to 5000 BC. Though, it came out of the shadows only in the 20th century, in the end of it exactly. Its leader, Kane (Single name) is suspected to be Cain from the bible though there’s no really way to know that. Kane’s plan isn’t a “take over the world & rule it” plan. The Brotherhood wants to bring unity, peace and brotherhood into the world and let all the wars stop. They don’t believe though in the normal ways to get it. They believe world peace can only be accomplished by power. The brotherhood’s ideology goes even further when it comes to tiberium. The brotherhood does see tiberium as a disaster but as an opportunity to take humanity one more step into the future, the brotherhood is aware to the dangers of tiberium, but those are only secondary in importance to its advantages.

Since the “death” of Kane by the Ion Cannon in the first tiberium war the brotherhood has been in troubles, it is not GDI’s main problem and its current leaders, Vega and Hassan can’t turn the brotherhood to what it used to be. Though they’re doing all they can in the name of Kane.

Though, perhaps Kane isn’t dead, and the brotherhood has a chance at global domination once again.

2.1.3 – Civilian forces
Civilians are weak and pathetic, except being rescued by GDI in some missions they’re simply insignificant.  The only good thing about them is hijacking a school bus.

2.1.4 – The Forgotten

The Forgotten are mutated people who has some kind of an underground army organization. Except for the buildable ghost stalker and mutant hijacker they also appear in the multiplayer map called “Night of the mutants”. They’re mostly related to the story in the single player campaign.

2.1.5 – Natural hazards and mutations

There’s something in the air alright, and it’s a lot of poisonous gases and of course that if they infect the entire atmosphere they’ll have to mutate some stuff and leave you with all kinds of mutants, that in most cases, aren’t friendly.

These “guys” are surely not organized. They just roam the land looking for food or whatever. Interestingly, they eat everything including your tanks, soldiers and harvesters. In some cases, they’re just pathetic, in others you wish they’ll turn the other side and go visit your opponent.

2.2 – Control basics

The very basics of playing TS…

2.2.1 – Handling a unit

Handling a unit in the C&C world is exactly like handling a unit in 90% of the RTS games. To select a unit you need to click it or create a selection box (hold mouse button) that includes it. Once a unit is selected its hit-points bar will be showed above it. The bar is green and turns into yellow and red as the unit takes damage. Units in with less than 50% don’t perform as well as normal units; they move slower and have specific problems. You’ll also be able to see other unit statistics like its skill level, ammo, or cargo depending on the unit.

Once you got the unit selected you can send it to whatever job you want using the left mouse button. Click on a free square will prompt the unit to move, if you wish to send the unit to move onto unclear squares (to run over enemy infantry or whatever) hold the Alt key and click on the target square.

If you click on an enemy unit or other thing that need to be destroyed the unit will be prompted to attack the target. Your cursor will also turn into a red attack cursor. If you wish to attack targets that are a bit unusual hold down the Ctrl key and click on your target. Note that Harvesters get the attack cursor when your cursor is over tiberium.

Other actions include:

Hold Alt + Ctrl and click: Guard target unit/building/area.

G: Guard more

Ctrl + 1-10: Save current selection as a team (Same number to recall this team)

Home: Center around your unit.

H: Center around your Construction Yard.

V: Go to last event.

If you wish to deselect a unit simply click the right mouse button.

2.2.2 – The sidebar

There isn’t anything like basic information of using the sidebar. And you probably all read it here even if you hadn’t read it in the manual.


The sidebar in C&C is quite simple. And it’s one of the key advantages in C&C, keeping the basics simple. At the top of your sidebar you have the credits counter, which is pretty much self-explanatory. Below it is the radar map, which also uses for briefing during missions.

Going even more down are your four key buttons which you’ll be using a lot.

The repair button: This button is used to repair stuff, you can ever use it by pressing on structures to repair them. Or on units which will send them automatically to the nearest repair bay.

The sell button: Using his button you can sell your structures and vehicles if they’re on your repair bay. You’ll receive money equal to 50% of the original purchase plus some infantry if you sold a structure.
Selling is useful specially when you can’t prevent an enemy engineer from reach one of your buildings or if you must get immediate cash to rebuild your harvesting economy.

The power button: Have power problem? You don’t need to sell your structures no more. You can just turn off the structure and get your defenses working again.

The waypoint button: Using this button you design your waypoint tracks, a feature that will save you a lot of time and help you creating advanced strategies. To start a waypoints route select the button and start placing waypoints. Press the right button when done, to send a unit through that route, simply select it and order it to move to a waypoint, the unit will keep in the track by the order of the waypoints. You may hold shift and connect the last and first waypoints to create a circular route. If you wish your unit to attack all nearby units that are in the way, hold Alt+Ctrl while sending your unit to the track. You may setup patrol routes like that. You may also hold the Q key while sending a unit to create a instant track that won’t be saved.

Below those buttons are the building icons. Those are split into two columns. The left one is for structures. Click on the target structure and its construction will begin, once it is ready click it again and place it.

The right column is for units. Click on the target unit to begin its construction/training. Once the unit is ready it’ll come out of the factory that built it. Special weapons are included in this column as well.

If you wish to quote units just click them and a number will appear representing how much units are in the production log.

If you click the right button on a unit under construction it’ll hold the construction. Another click with the right button will cancel the construction.

When you get more construction options you’ll have to scroll down the sidebar. This could be done by click the arrows in the bottom to scroll in the right direction. Click with the right button will scroll a full “page” and is very useful when in a hurry or just to save time. You may also use your keyboard and scroll with the arrow keys. This is specially useful during battles or just if you want to hold a key instead of pressing and pressing your mouse button endlessly.

2.3 – Terrain basics

The terrain in TS is quite advanced and we’ll have a look into the basics of it here. For more terrain information check out 4.5 – Using the terrain to my advantage.

2.3.1 – Different theatres

Tiberian Sun’s battleground includes 2 different surroundings. But they kinda split into 4 kinds. There’s the arctic terrain, which splits to Taiga and Tundra, and the badland terrain, which is split into two types, temperate and desert. There are also a lot of civilian structures that create beautiful cities.

2.3.2 – Rocks

The main scenery in the ground the gives most of the strategic value in the game. Though there are hills the cliffs are the ones that create important key areas, they not only prevent units from moving freely but also give advantages to the unit at the top and block several projectile trajectories. Rocks also appear as outcrops that slow down units. One thing is for sure; you should consider them while designing you moves.

2.3.3 – Forests

Trees are a very lovely scenery. They’re also very flammable. Upon explosions and high explosive shots the trees will start burning and keep doing that. Trees on fire cause damage to nearby units and soldiers. It’s not really bad, but if a forest is on fire I wouldn’t send infantry through it, especially not with less than 50% health, they’ll die instantly.

2.3.4 – Green tiberium

The old familiar tiberium, also known as Tiberium Riparious. It spread quickly on the ground and is highly toxic to infantry. Cyborgs and mutants can heal on it. It is not explosive and grows around blossom trees.

2.3.5 – Blue tiberium

Blue tiberium is known as Tiberium Vinifera or Tiberium Aboreus. These are actually two different kinds and worth differently. Though both of them worth more than the Tiberium Riparious. Blue tiberium grows very slowly and except for being toxic, it’s also explosive. Some weapons may set a field and start random explosions that will consume a lot of the tiberium and units in the area.

2.3.6 – Tiberium veins/weeds

Tiberium Weeds sometimes emerge from the ground and start growing on every clean square. Unlike other tiberium types they’re simply worthless, and very nasty. While they can’t hurt infantry and some kinds of vehicles, they’ll simply eat structures and a lot of vehicles. They spread fast and there’s almost no way of controlling them. If they reach your base you’re in big trouble! Nod can harvest them with it’s Weed Eater, but GDI will have to settle for shooting them or simply building walls and gates. In the center of the weeds field you’ll find a veinhole monster, or vein tree. This little mouth keeps regenerating weeds and should be destroyed if they make your trouble. Though watch it, once shot it’ll get angry and start spiting lethal gases all over the area. Once the vein tree is destroyed the veins will start to decay until they totally disappear.

2.3.7 – Water

Mostly impassable, water is still an issue in Tiberian Sun. They can be very useful for GDI’s Hover MLRS and Amphibious APCs. They may also have ice over them in arctic maps, creating a tactical value for cracking ice. You can even let it crack when moving on it, or blow it yourself.

2.3.8 – Cities

Cities and villages are where civilians are, except from using them as fun battle areas or mission objectives they have civilians and civilian vehicles. Civilians are just guys to kill n’ burn. But civilian vehicles can be hijacked by Nod and use them for some tricks.

3.0 – Overview of units, buildings and those red blobs that mutate…
The most important part, all the units and everything you wanted to know about them…

3.1 – The Global Defense Initiative Arsenal

3.1.1 – Infantry

Infantry units have no armor and may prone to reduce 50% of their armor. They can also be ran over and simply killed in a second. When they fall below 50% of their health, any damage that will be done by fire will burn them and kill them instantly, well, actually they’ll run around a little, and may even jump a bridge, but they’re dead…

All infantry units are invulnerable to tiberium veins.

Double clicking on the target will make proned infantry to get up and start running again. (For escaping and avoiding weapons that damage proned units more). 

Cyborgs, mutants and Jump-Jet infantry have exceptions.

3.1.1.1  – Light Infantry

The basic infantry armed with a M-16 Mk.II. It’s the cheapest unit in the game and because of that it can make a very good scout for the start of the game. Light infantry is faster than the Cyborgs, rocket soldiers and disc throwers, and because of  that it can use for a fast infantry attack force, they can survive in a battle a lot of time if no anti-personal weapon is around. But it’s weak rifle won’t deal a lot of damage when fighting titans, tick tanks or even lighter units like Hover-MLRS.

When selling a structure, most of the infantry that will emerge will be light infantry.

3.1.1.2  – Disc Thrower Infantry

Slower but more armored than the light infantry, the disc throwers are bionically assisted grenadiers with aerodynamic explosive discs. These are one of GDI’s greatest weapons. They are cheap, and armored while being highly effective against both vehicles and both other infantries. They have no AA ability and this is their only downside. They’re especially effective in the start of the game when the enemy doesn’t have flame tanks, bombers or deadly stuff. But make no mistake, they can be a big pain in the ass later as well. All GDI players should concentrate on a good amount of disc throwers on the start of the game as they are simply the perfect weapon at this point of the game. Notice that the discs bounce when they don’t hit a target, this is mostly an advantage as you can force fire on a spot before your target and let the discs bounce farther, like behind the range of a laser turret or a tick tank. From version 1.13 disc throwers are explosive, and because of that they blow up each other when in-groups. You should be very careful or you’ll see 15 of them blow at a time.

3.1.1.3  – Field Medic

The field medic is a very useful tool for GDI, as it allows infantry to be healed, it highly raises the usefulness of all infantry units. Medics heal infantry fast, and can be very useful during combats, but they are great also for regenerating your force after an attack. If you have more than one medic they will heal each other and can really support a force through out a battle. One medic will self heal himself to 50%, but you’ll find it lacking. In big amounts they may become a big trouble unless you have weapons that kill infantry in one shot. Notice that when sending a force that is including medics to attack a target the medics will go to the target and stay close to it, this is annoying as they stand away from the force they need to heal and concentrate on healing themselves from friendly fire. The best idea, in my opinion, is to save your medics as a team and after giving your forces commands, select them and tell them to guard the units or the area.

3.1.1.4  – Engineer

Engineers are very lethal, they can take over any structure (almost) simply by entering it. They’re not too expensive, and don’t require high-tech stuff. They’re simply very dangerous, and as the game progresses they’ll reach your base in trickier ways, like amphibious APCs, subterranean APCs, Carryalled APCs and other stuff with decoys and complicated tricks. The important target for them is your construction yard so you might wanna see if your opponent is building them and then you should consider building some walls and pavement in your base. Engineers can also repair a friendly structure to 100% health by entering it. This is very useful if you want to help your construction yard to survive a powerful air strike and you’re not ready with enough SAMs. You may put engineer on guard and they’ll capture any nearby enemy structure or repait any nearby friendly structure once it reached 25% of it’s full strength. A new feature for the engineers is repairing bridges, simply send an engineer to the hut next to the bridge and they’ll repair it. Not all bridges have huts though.

3.1.1.5  – Jump Jet Infantry

Jump Jets infantry are somewhat similar to the light infantry, they are armed with a pulse rifle, but a better one and their Jump jet which gives them the ability to fly. Because of all of the machinery on them they have light armor and cannot prone. Jump jet infantry will take off when needed, but they prefer stay on ground, if an obstacle is on their way they’ll take off. They’re great for taking all kinds of units as they have no limited ammo and can stay on the battlefield endlessly. They don’t do well against any unit with AA ability, especially when compared to their price. Use them as a cheap air force. If you send them to kill a lot of units without AA ability make sure you keep giving them targets so they won’t land and will be slaughtered.

3.1.1.6  – Ghost Stalker

Ghost Stalker is a very dangerous unit, it is armed with both a powerful rail gun and C4 explosives. It’s also a mutant, which means he can heal in tiberium fields. It costs quite a lot, and can be taken down faster than you think sometimes. The rail gun is very useful for infantry and for vehicles. It is beat when use it to destroy a few targets at once. To destroy structures you’ll need to get the Ghost Stalker all the way to the structure, then he’ll place a C4 charge on it and the structure will be eliminated in a second. A Ghost Stalker can cause chaos in an enemy base easily. He can easily save you from hopeless situations, just carry it to the enemy base and take his construction yard and maybe even the war factory, such a tactic is easier than you think and will simply put your opponent ourt of business. Never underestimate it, but remember that one bomber will take it out very fast, and it is crushable.

3.1.2 – Vehicles

Vehicles are sometimes faster than infantry, they’re not vulnerable to tiberium but some of them are vulnerable to veins. There are different types of vehicle move type, Amphibious, Hover, Tracked, and Wheeled. 

3.1.2.1  – Amphibious APC

The Amphibious APC is an evolved version of the old APC, even though it is now unarmed it is still very useful. The amphibious APC is the ideal unit for running over infantry and because of that is still effective with some offensive value. The real use of the APC though is carrying soldiers over land, and now over water as well. Amphibious APCs are very efficient in maps with rivers or simply to take your engineers (Or ghost stalker) to the enemy base. If you feel like it put the APC on a carryall. APCs are armor quite heavily but won’t survive through a lot of armor piercing bullets or bazookas so avoid going through enemy fire unless it’s flame-throwers or chain guns.

3.1.2.2  – Wolverine class mech

Wolverines are very light and somewhat fast. Interestingly it’s simply worse than the equivalent Nod buggy. It’s slower, has less strength and the only real advantage he has is a little more range. Wolverines are still useful, they are nice to butcher infantry, and they’re somewhat efficient in scouting.

3.1.2.3  – Titan class mech

The Titan is the replacement for GDI’s medium tank. It is quite slow, but armor heavily and has a useful weapon. It’s cannon can shoot over walls and a lot of obstacles, and it’s faster than other shells, which believe it or not, can really help when shooting bikes. Titans are the main unit for GDI in ground attacks, they lack any kind of air defense but perform very good against ground units. They can also run over infantry, but still rocket infantry and disc throwers can slaughter them when needed to.

When veteran titans can detect stealthed units and structures.

3.1.2.4  – Disruptor Tank

The Disruptor tank is GDI’s elite tank and is very similar to the Sonic Tank from Dune. It shoots a disruptor beam to its target and also damages everything in the way. It‘s efficient against all kinds of armor, but a little less against heavy and concrete. While it causes damage to friendly units in the way of its beam, it will not cause damage to friendly disruptor tanks. This makes them useful when in groups. Remember that they have no air defense and that they’re quite expensive to lose in stupid cases like EMP shots.

When veteran disruptors explode big time when destroyed, taking out nearby strcutres easily.

3.1.2.5  – Hover MLRS

The Hover MLRS is an extremely useful unit. It is armed with quite long ranged missiles, has a great AA ability and can travel over water. Most importantly, it is hovering. This doesn’t just let it move undisturbed on water but also allows it to keep a high speed on rough ground as tiberium fields, dunes and more… So in some cases, you’ll find that the Nod attack cycle can’t catch you. Groups of hover MLRS offer a great ability of offense from water bodies. They also really help when you can destroy bridges and together with Amphibious APCs and carryalls eliminate any negative effect. Only one thing to note about, a hover MLRS above water can be sunk by using shooting it with EMP or if an Ion storm breaks out. So watch out, one strike of an EMP cannon can easily drop dozens of them. The hover MLRS is armed with armor piercing missiles and not high explosive missiles like the old MLRS in Tiberian Dawn. This makes it efficient against vehicles and perhaps cyborgs. Since it is lightly armored and long range it uses as a support unit behind your titans or Disruptors. Hover MLRS can shoot aerial units, and since they have quite a long range they’re very optimal for fighting aerial units and Banshees. Try maneuvering with them when possible, you can reduce some damage by escaping a little farther in a lot of cases.

When veteran hover MLRS self heal.

3.1.2.6  – Mobile Sonar Array

The Mobile Sensor Array is used to detect enemy stealth and subterranean units. MSAs must be deployed before used. Once deployed they’ll detect all near enemy units and show them on radar, even if you yet unshrouded the area. Subterranean units will only show their power bar and cloaked units will show in ghost image. MSAs are important to place in your base so you can track incoming enemy subterranean units and cloaked forces. You will also need a MSA to efficiently attack an enemy cloaked base (Even though a good job can be done without one as well). MSAs may also help in other places like when you know the opponent will try to hit n’ run in your forces or harvesters, it’s much easier to defend when he’s not cloaked.

3.1.2.7  – Mammoth Mk II class mech

The Mammoth Mark II is GDI’s elite weapon. An evolved version of the old Mammoth Tank, simply on four legs and slower. The Mammoth is the slowest unit in the game. It’s may be the most armored one, but it only has 4/3 the armor of an old Mammoth Tank. The main upside of the Mammoth is it’s twin rail guns that can penetrate several targets at once and destroy tons of stuff in one shot. When aiming at a target, always aim at the farther ones so the rail gun will destroy extra targets. You can easily shoot several buildings or kill 5 soldiers in a shot if available. But beware, friendly units can be destroyed as well. The Mammoth is also armed with a Mammoth Tusk missile pack, which adds it AA ability. While it can destroy air units that attack it, air units are quite effective against your Mammoth. Since the Mammoth is only a prototype you may only build one Mammoth. Don’t expect it to be too powerful, though it can pull its weight when used right. Against a lot of units it won’t do any good, it’s best when carryalled to the enemy base to make chaos and destroy a lot of units. As an extra, throw in the Ghost stalker or some engineers as well.

Interesting fact, a cyborg commando is most likely to beat the Mammoth in a battle.

A note about railguns, they are extremely weak against concrete type armor. Concrete armor is only on walls and deployed tick tanks because of that if the mammoth will get into a firefight with one, it will lose.

3.1.2.8  – Harvester

The harvester is the heart and sole of your economy. If you lose them all you probably gonna lose. Harvesters are slow but heavily armored. They prove to act very idiotically and require your attention. Once an harvester reached a tiberium field it’ll start harvesting it slowly getting away from where it started, this may draw it too far than needed in some cases. Once filled it’ll search for the closest free refinery and star going there to unload. Notice the harvester can go really far just because the closest refinery is taken, which sometimes seems really dumb, so you might want to keep track of them if you have two bases.

A full harvester will explode big time upon destruction and will leave craters and tiberium.

Harvesters make great targets at the opponent, they’re very important and most of the time less defended than his base. There are tons of tricks to destroy enemy harvesters, and you’ll have to stay on the watch to see if your enemies plan one.

3.1.2.9  – Mobile Construction Vehicle

The Mobile Construction Vehicle is used to create new bases and extra construction yard. MCVs are very expensive and only available for construction very late in the game. MCVs are extremely slow, undefended, but at least they’re heavy armored. When in single player missions always scout before deploying your MCV, it’s a key for success. Always settle next to tiberium. In multiplayer games you can set it right where you start. You may want to build extra MCVs in multiplayer games for several reasons. Most likely is that you want a second base for income purposes, especially late in the game when the tiberium is far from your home base. You may also want a MCV to deploy next to your enemy or any other idea to use it as an offense weapon. Another option is you simply lost your construction yard and need a new one or a back up if you want to prepare. Always look for MCVs of your enemy. They can be hijacked or destroyed, both ideas will be very rewarding in any case. When playing with allies and you play different sides, you can build MCVs and deploy them in the ally’s base so he can capture it and gain access to more weapons. This should be performed as trade.

3.1.3 – Aircrafts

Aircrafts must land on ground sometimes, but when airborne they may only be hurt by special weapons that can shoot aerial targets.

3.1.3.1  – Fighter class Orca

The Orca Fighter is an advanced version of the Orca Aircraft from Tiberian Dawn. It is armed with 10 air to surface missiles, which are mostly efficient against heavily armored units. They’re the fastest unit but quite light armored. Mostly use them for shooting enemy tanks, when under fire of units they’ll maneuver nicely and can survive some time than usual. They need quite a lot of time to reload though. They have both a defensive and offensive value.

3.1.3.2  – Bomber class Orca

Bombers are slower and more armored than their brothers, the fighters. They are armed enough ammunition for two bombing runs, each consisting of 5 bombs. They’ll start dispatching the bombs before reaching the target so that the third bomb will land exactly at the target and the forth and fifth will land after it. Because of that bombers are best against big targets or several close ones. Bombers are great for bombing enemy forces when packed (and not moving). They’re also very dangerous to a base. You’ll need 6 bombers to destroy a construction yard in one bombing run. Try hitting targets with an EM pulse and then bomb them, works like a charm.

When veteran bombers don’t appear in radar map.

3.1.3.3  – Carryall class Orca

The Carryall is inspired by the Dune one. It is able to pick any (friendly) vehicle and carry it anywhere else on the map. To pick a unit, select the carryall and click on the unit. To leave a unit send the carryall to another square or click the deploy sign while the carryall is selected. Carryalls are lightly armored and if you plan on carryalling units to the enemy base under fire, put some decoy at start, since the opponent can’t redirect SAMs another carryall can draw a lot of fire. You may send a carryall with a unit directly to a refinery or a service depot. There is no way of assigning a carryall to a harvester so it’ll take it back and forth to tiberium. Seems like Westwood disabled this so it won’t unbalance the game in later harvesting.

3.1.3.4  – Transport class Orca

This transporter is similar to the Chinook from Tiberian Dawn. It is unbuildable, and you’ll only see it on missions, on both evacuating missions and reinforcing missions. Even though it should only be able to carry 5 soldiers, it may exceed that as triggers operate it mostly. They’re not heavily armored and can be shot down quite easily.

3.1.4 – Buildings

GDI buildings are noticeable by the ability of some of them be upgraded. To place upgrades just build the upgrade and place it in a free place on the right structure.

3.1.4.1  – Construction Yard

The construction yard is the heart of your base. It cannot be rebuilt except by deploying a MCV. In most cases you will start with a MCV and will need to deploy it. The construction yard is a key structure and if lost you’re in big problem. Luckily is it heavily armed and will take quite some damaged before destroyed. But don’t sit unprepared, a good strike of super weapons and aircrafts and wipe it out too fast. If you feel that something like that is gonna happen, you should have 1-2 engineers next to your construction yard, they can save the game for you. When in multiplayer games construction yards can only be reproduced in Tech Level 10, which makes them even more valuable on other tech levels. Since construction yards are preferred targets for engineers (or Ghost Stalker) walling them is a good idea. If you want an access for friendly engineers for it you may use a gate in one side. 

3.1.4.2  – Power Plant

The GDI power plant is also uses as he advanced form. It’s the source of power in your base. The power of a GDI power plant is equivalent to a Nod power plant, the only difference is the ability to upgrade the plant into twice of his original output. Except for the size, a fully upgraded plant is equal to an advanced power plant.

3.1.4.2.1 – Power Turbine

Each of these low cost turbines add 50 more power output to your power plant. You may add up to two and double the original amount. Upgrading existing power plants cost less, but leaves you with less armored power plants. Consider what you prefer.

3.1.4.3  – Tiberium Refinery

The refinery is your economy base, this is where your harvesters unload when full. The refinery is armored nicely and can hold up to $2000 worth of credits in it. Harvesters go to the nearest available one always, this can really trouble a player with two bases, best way to avoid this is either not building a second base, or keeping one refinery per harvester.  Refineries are a very important target, if you do not hold extra cash (Or even if you do and it’s located in the refineries) you may lose the game if your refineries are destroyed. They are built slow so you need a lot of time to build another one if you lose them all. It is recommended to wall one of your refineries if the opponent constantly rushes you with engineers.

Refineries explode leaving all of the tiberium in them around, pavement will stop this though.

3.1.4.4  – Tiberium Silo

If we’ll ignore the silos cheat for a second, you may need silos. You need them to hold extra money. They’re much cheaper than another refinery but quite useless in multiplayer. But if you’re making tons of money you can build tons of silos to hold it for tougher times. Though, a silo can be captured with its money and this makes it a really good target, so if you hold a lot of silos, prevent enemy access to them or you’ll pay for it dearly, $1500 for each full one to be exact.

Silos explode leaving all of the tiberium in them around, pavement will stop this though.

3.1.4.5  – Barracks

The barracks is used to produce your infantry units. Since it is the first “factory” you build it’ll be very critical in the start of the game. It is fairly cheap and useful. Once in later game it’ll be used probably less and mostly for elite infantry and engineers. Barracks are light armored but way than enough compared to their price. A barracks in the middle of the enemy base is a preferred structure to take over as you can keep producing infantry in his base, mostly engineers. Note that with enough resources it is easy to keep building barracks in the enemy base without him being able to take care of it.

3.1.4.6  – Weapons Factory

The weapon factory is the place to produce your vehicles. Weapon factories are armored heavily and act as extremely critical structures. Even though a player can survive without sometimes they are the key for powerful high tech units and re producing new MCVs to replace lost construction yards. As an added bonus value for their value, a weapon factory costs 2000 credits and this makes them hard to replace fast (if at all). Building two of them is unnecessary at most cases. All of these make the weapons factory a preferable target at the enemy base after the construction yard but mostly before the refineries. It is highly recommended to wall in your factory against engineers, and of course, use a gate in the front of it to make units actually come out of it. 

3.1.4.7  – Helipad

The helipad has two functions. He functions as a rearming pad for your aircrafts that has limited ammo and as a factory for aircrafts. Helipads are rather cheap because they act as rearming pads as well. It takes 3 game time seconds to arm one ammunition point on the pad. When you build an aircraft it will appear on a free helipad (If possible the primary one). If the primary pad is taken or no pads are available the aircraft will be reinforced from the edge. Avoid this, because I got to see aircrafts being shot on their way to my base, it’s not that hard to clear a pad for your units anyway. You can use the Alt+Ctrl command to make aircrafts wait next to the helipad (Useful when building a lot carryalls for example). Helipads are not heavily armored and can be destroyed easily with super weapons or conventional weapons. The docking unit obviously gets hurt as well.

3.1.4.8  – Communications Center

The Radar is not upgrade-able as supposed to be. It only uses to allow you have a radar map and access to the higher tech levels. The radar is required to get anything that is related to air. Meaning you won’t have Jump jets, helipads, SAMs or even hover MLRS without them. Construction options remain if the radar is destroyed.

3.1.4.9  – GDI Upgrade Center

The GDI upgrade center is the elite technology center of the GDI, which gives you the access to the ion cannon and hunter seeker droid. It takes quite a lot of power and needs to be upgraded.

3.1.4.9.1 – Hunter Seeker Control device

The hunter seeker plug will produce a hunter seeker once placed. It is cheaper and requires less power than the ion cannon uplink plug so I recommend building it fast (Unless you’re counting on the ion cannon).

3.1.4.9.2 – Satellite Uplink Device

This will give you access to the ion cannon. It requires quite a lot of power in addition to the normal power needed by the upgrade center.

3.1.4.10 – GDI Tech. Center

The GDI Tech. Center will give you access to the most high tech units of the GDI. The Tech. Center allows construction of disruptors, bombers, upgrade centers (And its upgrades), the Ghost stalker, Mammoth Mk.II and most importantly you’ll be able to build MCVs. Tech centers require two normal power plants to be supported and are very low armored. If your last Tech. Center is destroyed you’ll still be able to build what you could before.

3.1.4.11 – Service Depot

The service depot is where you repair all of your vehicles. Repairing costs money so the alternative of using repair bots is preferred. Service depots have no other use than that, but they are needed in order to build carryalls, which makes them a key building in the GDI tech tree. 

3.1.4.12 – Firestorm Defense Generator

The Firestorm is an excellent defense system. The generator to itself is useless, but once you add some emitters and the generator is charged you can do some damage. When lit, the firestorm wall is invulnerable to any kind of attack. Anything inside it will vaporize or blown. Missiles can go above it. Land units will not enter the firestorm wall when it’s on, but aircrafts can’t simply stop in front of it and because of that will often collide into it. The firestorm is good for blocking enemy forces, but is best for burning them when they pass on it. If you’re fast acting you can actually turn off the generator when your units are shooting and light it up again to block the enemy units’ ones, very useful. You can also start building those in the enemy’s base once you captured a building there. You can light it up once half of the enemy’s force passed it. This way you can isolate them a little and destroy some of their units. As a wall,  the firestorm doesn’t lasts a lot of time. As an AA defense the firestorm is almost perfect.

3.1.4.12.1 – Firestorm Emitters

Once you have a Firestorm generator start placing these emitters around. They can be placed like walls, which really helps. When building your firestorm walls count for some important stuff like: Avoid letting your harvesters to move on them, so when you light it up you won’t burn a harvester. Also, watch out for aircraft routes, you may accidentally destroy your aircrafts. But then again, you want to destroy enemy aircrafts. Try blocking key routes if possible. And sometimes putting them all around a key structure is useful. Walling the entire base is stupid and unpractical.

3.1.4.13 – Component Tower

The component tower is ready for an upgrade that will make it dangerous. They make it annoying to build them in the enemy base in the middle of an attack. You may want to build some extra free component towers for easy and fast defenses while an attack is coming, that is, if you’re no sure what you need right now. Component towers connect with walls and act as one. You can place them directly on walls.

3.1.4.13.1 – Vulcan

The vulcan upgrade is very cheap and has low power requirements. It is very useful for butchering infantry and defending against engineers in your base. It is quite short ranged so it can’t hold against long ranged units. I really recommend putting those near RPG upgrades as they raise these value and defend against their minimum range.

3.1.4.13.2 – Propelled Grenade Launcher

The rocket propelled grenade launcher is a powerful anti armor defense for the GDI, it has a big range and destroys it targets very fast. It is also quite effective against infantry but if infantry is your problem don’t spend money on these expensive upgrades. RPGs require some power but can function without it. They have one very big disadvantage, they tend to miss in some angles because of hills and a ballistic trajectory plus, they don’t have any possibility of shooting targets that are right next to them. So if you can get any offensive unit next to a component tower with an RPG upgrade and there’s no defense on it, the RPG will be destroyed.

3.1.4.13.3 – Surface to Air Missile

The SAM upgrade is GDI’s static AA defense. SAMs have very long range and in a lot of cases can track their targets with their missiles into bigger ranges. One SAM upgrade will stop a single harpy, fighter or some jump-jets but in order to block enemy drops or air strikes you’ll need good amount of these in defending your base. In a multiplayer keep in mind the opponent can easily come from a different angle with his aerial units. SAMs cannot function without power, so if you count on them make sure you have enough of extra power. A very big problem with SAMs is the fact you cannot control them, because of that decoy units in front of the important enemy aircraft and attract all fire and you’ll have no way of solving that. Try keeping some units with an AA capability to ease these cases.

3.1.4.14 – EMP Cannon

The Electro-Magnetic-Pulse cannon is the ultimate ground defense for one’s base. It has to charge like a super weapon for 4.5 minutes and then can be shot to a range of 40 cells (A bit more than twice of an artillery’s range). The EM Pulse does not damage its target but instead freezes all vehicles and structures that are hurt by the shockwave (That’s a radius of 11 squares). All units frozen by EMP will have a “electrical” purple animation on them, structures and deployed units cannot be noted though. One pulse can freeze a base defenses or block a large sized attack. The EMP cannon acts as a powerful tool that prevents the opponent to rush you with titans or artilleries. The EMP cannon must be powered in order to charge or fire while requiring a lot of power (150 to be exact, so you’ll need one and a half normal power plants). If  the EMP cannon holds you alive make sure you have free power to allow you fire it in emergency situations. The EMP cannon uses very good as an offensive weapon, getting one in range to the enemy base can shut the entire base down. This is mostly doable by deploying a MCV next to the enemy base and deploying a ready EMP cannon right away (Preferably with a charged one at your base already). Having two EMP cannons gives no bonus except it covers much more area that the pulse can be shot to. EM pulses will uncloak their targets and drop hover units on the ground (Or sink them in water). Subterranean units are invulnerable to EM pulses as well as aerial units. Infantry also has no effect and serves as your best way to keep fighting after one. The EMP effect lasts for 30 seconds, which enough time to work yourself out of problems.

3.1.4.15 – Walls & Gates

Walls are much more useful in TS than in past games. Since V1.13 walls became much more comfortable to build. A piece of wall costs $250 and can be connected in straight lines to other wall pieces to a distance of up to 5 cells. Walls block some of the weapons in the game but mostly use to block subterranean APCs, amphibious APCs and other invasions. Walls also use to defend important structures against being captured or C4ed. Walls can also block weeds from spreading into your base (If you wish not to destroy the weed monsters). Gates are also available for you, gates act as walls (Well, a little weaker) can block the exact same things only gates open when a friendly units needs to pass. Gates take some time to close so all the enemy stealth tanks can go in so have a soldier behind them to find those (Or a MSA, doh). Gates also allow you to wall in your refineries and weapon factories by putting a gate in the entrance and leaving them much more defended against engineer and C4. Try avoiding build walls all around your base until you’re well defended because they cost quite a lot of money and can slow you down significantly.
3.1.5 – Special weapons

Special weapons are generated by structures, and cost no money (Well not exactly). Invest in them when you’re already set, they always pay off if the game is going to take a lot of time.
3.1.5.1  – Hunter Seeker Droid

The hunter seeker droid is very annoying, it is uncontrollable and all it does is to suicide on any target, and always destroy it. It takes 12.5 minute to recharge and can be very useful for destroying stealth enemy units that attempt to hide in the end of the game.

3.1.5.2  – Ion Cannon Satellite

The Ion cannon is a satellite orbiting earth armed with a giant ion cannon (Doh!). The ion cannon takes 8.5 minutes to recharge and requires power to do so. It is accessed by the Ion cannon uplink on the upgrade center. The ion cannon has a very small area of effect, but can take small targets on nearby squares. It is useful against all kinds of armor and can destroy any kind of target; most structures won’t be destroyed by it. Mostly when using the ion cannon keep in mind it is best to finish off your bombing targets. One important thing about the ion cannon is that it is instant. There’s no option of selling or moving the target from the area, the opponent will always be surprised when his screen tilts and that shockwave is the only remain of his important unit/structure. I wanna test once if Ion cannons destroy aircrafts in their way.

Here is a list of what you can do with an Ion cannon:

· Take out almost any unit on battlefield (Except the Mammoth Mk.II)

· Destroy the following buildings: Refinery, Power plants, Obelisks, Lasers, Guard towers, Waste facilities, Barracks and Hand of Nod, Tiberium silos, Helipads, Sams, Tech centers and some other stuff I missed.

· Bringing out the enemy’s CY to less than 25% strength.

· Destroy any piece of wall.

· Destroy a patch of tiberium

· Destroy a weed monster

· Damage targets nearby and sometimes even destroying them

3.2 – The Brotherhood of NOD Arsenal
3.2.1 – Infantry

Infantry units have no armor and may prone to reduce 50% of their armor. They can also be ran over and simply killed in a second. When they fall below 50% of their health, any damage that will be done by fire will burn them and kill them instantly, well, actually they’ll run around a little, and may even jump a bridge, but they’re dead…

Double clicking on the target will make proned infantry to get up and start running again. (For escaping and avoiding weapons that damage proned units more). 

All infantry units are invulnerable to tiberium veins.

Cyborgs, mutants and Jump-Jet infantry have exceptions.

3.2.1.1  – Light Infantry

The basic infantry armed with a M-16 Mk.II. It’s the cheapest unit in the game and because of that it can make a very good scout for the start of the game. Light infantry is faster than the Cyborgs, rocket soldiers and disc throwers, and because of  that it can use for a fast infantry attack force, they can survive in a battle a lot of time if no anti-personal weapon is around. But it’s weak rifle won’t deal a lot of damage when fighting titans, tick tanks or even lighter units like Hover-MLRS.

When selling a structure, most of the infantry that will emerge will be light infantry.

3.2.1.2  – Rocket Infantry

Rocket infantry is lightly armored and slow compared to other infantry types. They’re armed with bazookas and perform the anti vehicle force of the Nod. Rocket infantry are practically useless against unarmored infantry and are quite bad against any units armed with a good anti-infantry weapon. They’re good against tanks, titans and mostly aircrafts. They make excellent AA defense even though they’re short range as they’re very cheap. Watch out for bombers even though they make very good defenses against those. Always have some of those in the base against carryalls in case the enemy has decoy ones.

3.2.1.3  – Cyborg Infantry

Cyborgs are powerful anti-infantry soldiers. They are mutated and contain mechanical parts so they have a few differences from different infantry. They cannot prone, though upon dying they will spawn as their torso only with 25% health and act like a crawling unit. They can heal up to 100% health in the stage though. They heal in tiberium (And can still be healed by medics), which also means they leave tiberium upon dying. They cannot be ran over. They are lightly armored meaning they’re much more vulnerable to Armor piercing weapons and less vulnerable to fire and other anti-infantry weapons. Cyborgs are armed with a Vulcan and remind the wolverine, only they’re slower and more powerful. They have quite a lot of strength and a small firepower and because of that they use as a good force to kill light infantry (or other infantry). They however quite useless against armored units, especially titans that perform a good ground force of killing those (Along with the obvious units like disruptors). It’s a good idea to mix them with your other infantry units (Rocket infantry) so they will block the enemy from running your infantry. They can make good annoyance if loaded on an APC to the enemy base as they survive quite a lot of time to allow some engineers from the APCs reach targets they normally couldn’t.

3.2.1.4  – Engineer

Engineers are very lethal, they can take over any structure (almost) simply by entering it. They’re not too expensive, and don’t require high-tech stuff. They’re simply very dangerous, and as the game progresses they’ll reach your base in trickier ways, like amphibious APCs, subterranean APCs, Carryalled APCs and other stuff with decoys and complicated tricks. The important target for them is your construction yard so you might wanna see if your opponent is building them and then you should consider building some walls and pavement in your base. Engineers can also repair a friendly structure to 100% health by entering it. This is very useful if you want to help your construction yard to survive a powerful air strike and you’re not ready with enough SAMs. You may put engineer on guard and they’ll capture any nearby enemy structure or repait any nearby friendly structure once it reached 25% of it’s full strength. A new feature for the engineers is repairing bridges, simply send an engineer to the hut next to the bridge and they’ll repair it. Not all bridges have huts though.

3.2.1.5  – Cyborg Commando

The Cyborg commando is a cyborg like the normal cyborg infantry (Has armor, can’t be ran over, heals in tiberium and has a torso part surviving after destroyed). It is “experimental” so only one is available at a time, not to mention the requirement of the Temple of Nod needed for this guy. The commando is heavily armored and takes time to destroyed and it armed with a powerful plasma cannon that destroys anything fast. They are great for structures, and any kind of units. But 3 titans will easily destroy the commando so don’t send it to suicide. The commando lacks air support and bombers or Banshees will make short work of it so keep it a way of evacuating, which being me to the important thing: the commando is great for being transported on a subterranean APC (To the enemy base or away). A Cyborg commando should be able to destroy enough structures of the enemy before dying in his base. Try getting medics for this guy to solve his healing problems. The cyborg commando is the equivalent to the GDI Mammoth Mk.II. Upon a direct combat the commando should win, especially if he is coming from the back of the Mammoth.

3.2.1.6  – Mutant Hijacker

Seemingly an extremely powerful unit, the mutant hijacker can hijack any vehicle in the game and once destroyed will emerge (hurt) out from the vehicle. The hijacker is a mutant so it can heal himself in tiberium and it also leaves tiberium when killed. But the powerful hijacker is actually quite useless, it costs $1850, which is quite a lot considering only MCVs and the Mammoth Mk.II cost more, not to mention a Mammoth Mk.II can easily blow the hijacker before it reaches it (Assuming you didn’t EMP it first). So what can you do with a hijacker? A nice idea is timing a hijacker on a subterranean APC to come out when an enemy MCV is ready (If you destroyed his construction yard and he’s gonna rebuilt it) or you can try this little neat tactic, hijack a enemy harvester and go back to your base. Destroy it and heal the hijacker in tiberium, now do it again and again and again.

Selling the hijacked vehicle on a service depot will not make the hijacker come out.

3.2.2 – Vehicles

Vehicles are sometimes faster than infantry, they’re not vulnerable to tiberium but some of them are vulnerable to veins. There are different types of vehicle move type, Amphibious, Hover, Tracked, and Wheeled. 

3.2.2.1  – Attack Buggy

The Attack Buggy is the newer version of the dune buggy from Tiberian Dawn. It is armed with a raider assault cannon, lightly armored and fast. It is faster than the Wolverine, has more strength but has a slightly weaker weapon and is vulnerable to weeds unlike the Wolverine. It is mostly used for exploring purposes or hunting engineers. It is fairly weak compared to its price and has barely any use in later games.

When veteran these can run over infantry.

3.2.2.2  – Adv. Assault Cycle / Recon Bike

Everyone who played Tiberian Dawn knows how great are the Nod bikes for hit n’ run. Well, not anymore! They’re lightly armored, more expensive than before, have no AA ability until they get veteran (Which is quite unrealistically for a lightly armored unit) and worse. The AI in TS can’t hunt a harvester with them good enough. The bike will shoot and the harvester can simply move enough to suffer barely any damage. 4 bikes can follow a harvester for an entire map and not kill it! In case that’s not enough. Units need to accelerate in Tiberian Sun, and the bike acceleration is simply too slow in some cases when you wanna run away, especially for short distances.

But don’t get too disappointed, the bike is still the fastest ground unit in the game, and has a good firepower. It takes more skill to co-ordinate bike gangs but it is possible.

3.2.2.3  – Subterranean APC

Lightly armored and unarmed the Nod APC has one gigantic advantage, it can tunnel through ground and appear almost everywhere on the map. Subterranean APC don’t need to be discussed a lot. Every newbie knows that you can place some engineers/cyborgs/whatever on them and send them into the opponent’s base (Unless this one is totally enclosed). This makes the APC very lethal and commonly used. But don’t get worried, these can be blocked even without any pavement. Though, diversions can always come.

3.2.2.4  – Tick Tank

The Nod’s light tank has a special ability to deploy itself on flat ground by burrowing into the ground and leaving its turret up. This way it’s much more armored and can survive more time. Other than this the Tick Tank is simply inferior to the Titan. It costs the same, but it’s generally slower because it needs to accelerate and cannot shoot over walls. Its shots are somewhat ballistic, which doesn’t help him shoot fast targets, and can some times really disturb him near ridges. When deployed, a Tick tank will beat a titan, but not when undeployed.

Even though that, the tick tank sometimes make a very powerful unit for the Nod, since when deployed it has concrete type armor it has some special attributes. Railgun weapons barle scratch it, meaning a direct fight with a Mammoth Mk.II will result in a win to the tick tank (It goes for Ghost Stalker). And the disruptor beam is quite weak against it (Compared to other armor types) as well as making the tick tank an optimal ground unit for blocking these ground juggernauts. Do not mistake the tick tanks to a piece of junk or it may cost you sometimes deerly.

When veteran their weapon improves widely.

3.2.2.5  – Artillery

The advanced artillery is Nods main front assault unit and an important part of their base defenses. The artillery is slow, weak (And can run enemy infantry lovely) until it deploys. Once deployed the artillery gun will be set up and the artillery can now shot anything in its close and not so close environment. The artillery gun has the biggest range in the game, which give the artillery a powerful offense and defense value. Artilleries got their weapon and price balanced in the first patch after TS came out and since then they’re quite expensive and their firepower is very weak at times. While they can take all structures very fast in groups they cannot harm infantry successfully or destroy armored units fast enough. Artilleries, when compared to titans for example, don’t make much more damage. They simply have a bigger range and get a few first shots before they can be shot back. The artilleries have some problems though, they have a minimum range of 5 squares so anything that gets near them can stand next to them for hours and survive. Also, they lack air defense and make preferable targets for aerial units, which remain as the nicest way to take this out. Artilleries use as a Nod base defense, they block armor forces quite fast and they use as a frontal assault weapon since they can bomb the enemy base from distance costing him in a lot of buildings (When doing that don’t waste your firepower on harvesters though).

When veteran artilleries self heal.

3.2.2.6  – Devil’s Tongue / Subterranean Flame Tank

An improved version of the old Flame Tank, the Devil’s Tongue can tunnel from any plain square on the map to any other (Excluding pavement). The Devil’s Tongue is armed with a powerful flame-thrower that is highly effective against infantry, but is almost totally useless against other targets, maybe somewhat useful against buildings. The Devil’s Tongue is not heavily armored and will be blown to pieces quite fast if it’ll try to fight armor units. It is the best unit in the game for killing infantry, except maybe the Orca Bomber, which his limited ammo. Remember that once under 50% health infantry tends to burn before totally dying (I have no idea why) so the flame-thrower is more useful than you think. Devil’s Tongues are quite cheap and can really pay up if the opponent likes disc throwers or rocket soldiers. Remember that Jump Jets and Cyborgs are armored, and because of that won’t be as helpless as normal infantry when fighting flame tanks.

When veteran Devil’s tongue self heal.

3.2.2.7  – Harvester

The harvester is the heart and sole of your economy. If you lose them all you probably gonna lose. Harvesters are slow but heavily armored. They prove to act very idiotically and require your attention. Once an harvester reached a tiberium field it’ll start harvesting it slowly getting away from where it started, this may draw it too far than needed in some cases. Once filled it’ll search for the closest free refinery and star going there to unload. Notice the harvester can go really far just because the closest refinery is taken, which sometimes seems really dumb, so you might want to keep track of them if you have two bases.

A full harvester will explode big time upon destruction and will leave craters and tiberium.

Harvesters make great targets at the opponent, they’re very important and most of the time less defended than his base. There are tons of tricks to destroy enemy harvesters, and you’ll have to stay on the watch to see if your enemies plan one.

3.2.2.8  – Weed Eater

The Weed Eater is Nod’s harvester for weeds. It simply chops them down and turns them into weird goo that can go into the Tiberium Waste Facility and be turned into a chemical missile. They’re not too fast, and armored fine. They’re not too expensive as well. If you want to destroy them for the opponent, be sure not to follow them in the weeds with vehicles that want to be eaten.

3.2.2.9  – Mobile Repair Vehicle

The Mobile repair vehicle, or repair bot is Nod’s alternative for the service depot. Repair bots are armored quite nicely compared to their job, they are also not too slow and their price isn’t too sky high. They are much better than the service depot and the only problem represented in them is that they can be hunted easily sometimes. It highly recommended letting those escort your artilleries and harvesters (from time to time) so they can keep them alive. Two repair bots are better as they can repair each other. Repair bots can repair quite quick, but when the target unit is under fire it will not be able to hold infinitely (Mostly).

3.2.2.10 – Mobile Construction Vehicle

The Mobile Construction Vehicle is used to create new bases and extra construction yard. MCVs are very expensive and only available for construction very late in the game. MCVs are extremely slow, undefended, but at least they’re heavy armored. When in single player missions always scout before deploying your MCV, it’s a key for success. Always settle next to tiberium. In multiplayer games you can set it right where you start. You may want to build extra MCVs in multiplayer games for several reasons. Most likely is that you want a second base for income purposes, especially late in the game when the tiberium is far from your home base. You may also want a MCV to deploy next to your enemy or any other idea to use it as an offense weapon. Another option is you simply lost your construction yard and need a new one or a back up if you want to prepare. Always look for MCVs of your enemy. They can be hijacked or destroyed, both ideas will be very rewarding in any case. When playing with allies and you play different sides, you can build MCVs and deploy them in the ally’s base so he can capture it and gain access to more weapons. This should be performed as trade.

3.2.3 – Aircrafts

Aircrafts must land on ground sometimes, but when airborne they may only be hurt by special weapons that can shoot aerial targets.

3.2.3.1  – Banshee

The Banshee, formerly known as the Scrin Fighter, is Nod’s elite aircraft. Unlike the rest of the air units it acts like an airplane with the ability to land vertically. In other words, like a Harrier. Banshees are armed with Plasma blasts, which are useful against mostly armored units. You’ll need 6 Banshees for a successful attack on a construction yard. Banshees maneuver while shooting, which helps them surviving while shooting units (as missiles launched from units have limited range). Banshees have problems operating in the range of a friendly stealth generator.

When veteran Banshees are invisible on the radar map.

3.2.3.2  – Harpy

The Harpy is Nod’s anti-personal chopper, very similar to the last Apache used in Tiberian Dawn. It’s quite useless against armored targets, but it’s very lethal to infantry. Best use for those is hunting wondering enemy infantry, especially when they’re coming too attack you from a distant place. If the distance is short you’ll find it hard to kill them all no time. Harpies can be useful to prevent disc throwers rushing, but only on big maps when enough terrain is discovered, as you can understand. They can also be useful for attacking other targets like buildings (They do only little damage less than the Orca Fighter does) and some armored targets, but only if AA defenses are lacking or don’t exist. Else they will get shot through out all the time in the air. You normally need no more than 2-3. Invest the rest of the money in Banshees.

3.2.4 – Buildings

Unlike the GDI buildings Nod has no upgrades, this is less useful in the Power plant’s case. But is much more helpful when attempting to build defensive structures in the enemy’s base (Once you captured something there).

3.2.4.1  – Construction Yard

The construction yard is the heart of your base. It cannot be rebuilt except by deploying a MCV. In most cases you will start with a MCV and will need to deploy it. The construction yard is a key structure and if lost you’re in big problem. Luckily is it heavily armed and will take quite some damaged before destroyed. But don’t sit unprepared, a good strike of super weapons and aircrafts and wipe it out too fast. If you feel that something like that is gonna happen, you should have 1-2 engineers next to your construction yard, they can save the game for you. When in multiplayer games construction yards can only be reproduced in Tech Level 10, which makes them even more valuable on other tech levels. Since construction yards are preferred targets for engineers (or Ghost Stalker) walling them is a good idea. If you want an access for friendly engineers for it you may use a gate in one side. 

3.2.4.2  – Power Plant

For all of your power need purposes. Each of these plants generates power worth of 100 some kind of units. They’re lightly armored and vulnerable. Since a lack of power can kill your defenses, and since powering off structures is not always possible you should keep a few extra ones and not too centered so they can’t be taken with one strike/missile. When you have the option, prefer the GDI type.

3.2.4.3  – Advanced Power Plant

Since the Nod power plant cannot be upgraded like it’s GDI equivalent they have the advanced power plant. Each of these produces twice the amount of power than the normal one, and costs a bit more. It is equivalent to a fully upgraded GDI one. But unlike the GDI, this one takes 2x3 squares. This makes it “worse” as it can catch more enemy fire and take more space. Think in multiplayer what you prefer, building advanced power plants costs less and takes less room, but they have half the same strength as a normal one so it makes your power output more vulnerable to strikes.

3.2.4.4  – Tiberium Refinery

The refinery is your economy base, this is where your harvesters unload when full. The refinery is armored nicely and can hold up to $2000 worth of credits in it. Harvesters go to the nearest available one always, this can really trouble a player with two bases, best way to avoid this is either not building a second base, or keeping one refinery per harvester.  Refineries are a very important target, if you do not hold extra cash (Or even if you do and it’s located in the refineries) you may lose the game if your refineries are destroyed. They are built slow so you need a lot of time to build another one if you lose them all. It is recommended to wall one of your refineries if the opponent constantly rushes you with engineers.

Refineries explode leaving all of the tiberium in them around, pavement will stop this though.

3.2.4.5  – Tiberium Silo

If we’ll ignore the silos cheat for a second, you may need silos. You need them to hold extra money. They’re much cheaper than another refinery but quite useless in multiplayer. But if you’re making tons of money you can build tons of silos to hold it for tougher times. Though, a silo can be captured with its money and this makes it a really good target, so if you hold a lot of silos, prevent enemy access to them or you’ll pay for it dearly, $1500 for each full one to be exact.

Silos explode leaving all of the tiberium in them around, pavement will stop this though.

3.2.4.6  – Hand of Nod

The Hand of Nod is the Nod barracks. It is used to produce your infantry units. Since it is the first “factory” you build it’ll be very critical in the start of the game. It is fairly cheap and useful. Once in later game it’ll be used probably less and mostly for elite infantry and engineers. Hands of Nod are lightly armored but way than enough compared to their price. A Hand of Nod in the middle of the enemy base is a preferred structure to take over as you can keep producing infantry in his base, mostly engineers. Note that with enough resources it is easy to keep building barracks in the enemy base without him being able to take care of it. Since the Cyborg commando is your elite units the Hand of Nod is very valuable to a Nod player once he lost his construction yard and weapon factory as he can keep producing his elite unit.
3.2.4.7  – Weapons Factory

The weapon factory is the place to produce your vehicles. Weapon factories are armored heavily and act as extremely critical structures. Even though a player can survive without sometimes they are the key for powerful high tech units and re producing new MCVs to replace lost construction yards. As an added bonus value for their value, a weapon factory costs 2000 credits and this makes them hard to replace fast (if at all). Building two of them is unnecessary at most cases. All of these make the weapons factory a preferable target at the enemy base after the construction yard but mostly before the refineries. It is highly recommended to wall in your factory against engineers, and of course, use a gate in the front of it to make units actually come out of it. 

3.2.4.8  – Helipad

The helipad has two functions. He functions as a rearming pad for your aircrafts that has limited ammo and as a factory for aircrafts. Helipads are rather cheap because they act as rearming pads as well. It takes 3 game time seconds to arm one ammunition point on the pad. When you build an aircraft it will appear on a free helipad (If possible the primary one). If the primary pad is taken or no pads are available the aircraft will be reinforced from the edge. Avoid this, because I got to see aircrafts being shot on their way to my base, it’s not that hard to clear a pad for your units anyway. You can use the Alt+Ctrl command to make aircrafts wait next to the helipad (Useful when building a lot carryalls for example). Helipads are not heavily armored and can be destroyed easily with super weapons or conventional weapons. The docking unit obviously gets hurt as well.

3.2.4.9  – Radar Installation

The Radar installation will provide you a radar map and give you access to more high tech units (Most importantly, the artillery). Radar installations are turned off during ion storms so you can power them off then, same goes for maps with free radar maps. I find hardly any use for building a second radar but taking off someone radar before sending engineer rushes can be a smart idea.

Important note about the Radar installation, the radar dish will stop rotating when the player is on low power or the radar is powered off.

3.2.4.10 – Missile Silo

The missile silo is where all of your missiles are being produced. It is very useful especially when weeds are present in the map. The missile silo produces the multi missiles and it will also produce the chemical missiles once you filled your tiberium waste facility. Not a lot to say about this structure, but keep in mind that losing it, even for a second will can cost you in a missile, so in some cases you might want a back up silo.

3.2.4.11 – NOD Tech Center

The Nod Tech. Center will give you access to some of the most high tech units of the Nod. The Tech. Center allows construction of subterranean units, Banshees and most importantly you’ll be able to build MCVs. Tech centers require two normal power plants to be supported and are very low armored. If your last Tech. Center is destroyed you’ll still be able to build what you could before.

3.2.4.12 – Tiberium Waste Facility

The tiberium waste facility is the refinery for your weed eaters, once a weed eater is full it will unload the weeds he has collected in the waste facility that will turn them into a green mulch that can be fired at the enemy. You may only have one of these at a time and once you have filled it will empty and the chemical missile will be constructed. Since you have only one you should place it wisely. The tiberium waste facility is extremely unarmored, any kind of super weapon will take it out, not to mention the time conventional weapons need to destroy it. You need to unload 8 full weed eaters at it in order fill the waste facility completely.

3.2.4.13 – Stealth Generator

The stealth generator is another advancement in Nod’s cloaking technology. If enough power is available it will cloak all friendly units and structures in a radius of 12 cells. The stealth generator allows a Nod player to keep his base unknown and block simple engineer drops, but doesn’t count on it solely. If you count on them make sure no MSA deploys next to your base or they’ll be useless. The stealth generators consume a lot of power (350 power units) and quite light armored, so if your opponent knows where the stealth generator is he can simply use the ion cannon or a missile to take it out (Or he can get your power plants). Stealth generators can use very good for outposts if you deploy a ready one right away the opponent can simply miss en entire base. If you want to keep this outpost secret consider powering off defense in it so they won’t shot units passing in the area. Getting a stealth generator in the middle of the enemy base (By either capturing it or deploying it if it is ready when you capture a building) can really help you win, as you can simply build their engineers and they’ll go cloaked safely towards their target. I really don’t recommended rushing into getting one as most players can figure out how to still capture your buildings and it’ll slow you significantly in the game.

3.2.4.14 – Temple of Nod

The Temple of Nod is the final Tech. center for the Nod. It gives you access to the Cyborg Commando, the mutant hijacker and starts constructing Hunter Seeker droids. The temple is heavily armored and requires quite a lot of power, which is needed to build your hunter seeker. If you only need it for the construction options you can sell it right after you build it. A note about these, if your opponent got a Hand of Nod somehow and you have a temple it is very dangerous for you if he gets a hold of it as it will allow him to build Cyborg Commandos.

3.2.4.15 – Laser Turret

The laser turret is an extremely cheap base defense. They are armed with a short ranged laser that is quite effective against all kinds of targets (Mostly heavy armored ones). Lasers are quite useless as a sole defense and when lonely, when in groups and they guard an Obelisk or artillery they make a good use. Since they have a very short range almost all units can outrange them (Disc throwers can bounce disks at them) the best use for them is when you can force the opponent to get into their range. Lasers actually make a very good use in offense, since they’re cheap you can pump them out in the enemy base fast once you capture a structure there and they’ll supply a great support to your attack. Although lasers can operate without a positive power output they do require quite a lot of power per unit so building a lot of them requires power plants as well.

3.2.4.16 – SAM Site

The SAM site uses as Nod static air defense. SAMs are very valuable for Nod as they have the long range that the Nod AA units lack. SAMs can track their targets for a big range and their missiles may outrange this distance in order to hit their target. It is highly recommended to get a big amount of them in order to block carryalls and bombers (Or Banshees). They however have one big problem, you cannot aim them at new targets so decoy units can allow important units to pass, so you might wanna hold extra rocket infantry to take such down. SAMs cannot operate without power and if you count on your AA defense too much make sure you have enough extra power (as they consume quite lot of power, especially in big amounts).

3.2.4.17 – Obelisk Guard Tower

The Obelisk is Nod’s elite ground laser defense. This advanced obelisk is armed with a powerful laser that once charged blasts at his target with immense power that will destroy anything in two-three shots (Well, excluding the Mammoth Mk.II). Obelisks also have a big range and can only be outranged by artilleries. The Obelisks are also quite heavily armored. What are the disadvantages of those? First they have no AA ability so they pretty much call for an air strikes, they require a lot of power, they’re very expensive and reload slowly. This makes Obelisks rare and not possible to build them in big amounts, the power requirements give them a very big Achilles’ heal as you need 150 power units for one and they cannot operate without it. Last problem, as I said is the reload rate, it is quite slow. While the firepower is high enough to overcome this problem the Obelisk is useless against a lot of weak targets as each shot of it pretty much goes to waste. Best ways to destroy these are (In order of effectiveness): Cutting power, Artillery bombing, AA bombing, Infantry attacks, Disruptors or Mammoth Mk.II attack and armored units assaults. I really suggest avoiding charging the Obelisk with titans or tick tanks, as it will result in a giant waste of money. You can EMP the obelisk if it is possible. Deploying a ready Obelisk in the enemy base once a structure is captured there is a very nice way of establishing a foothold in it. 

3.2.4.18 – EMP Cannon

The Electro-Magnetic-Pulse cannon is the ultimate ground defense for one’s base. It has to charge like a super weapon for 4.5 minutes and then can be shot to a range of 40 cells (A bit more than twice of an artillery’s range). The EM Pulse does not damage its target but instead freezes all vehicles and structures that are hurt by the shock wave (That’s a radius of 11 squares). All units frozen by EMP will have a “electrical” purple animation on them, structures and deployed units cannot be noted though. One pulse can freeze a base defenses or block a large sized attack. The EMP cannon acts as a powerful tool that prevents the opponent to rush you with titans or artilleries. The EMP cannon must be powered in order to charge or fire while requiring a lot of power (150 to be exact, so you’ll need one and a half normal power plants). If  the EMP cannon holds you alive make sure you have free power to allow you fire it in emergency situations. The EMP cannon uses very good as an offensive weapon, getting one in range to the enemy base can shut the entire base down. This is mostly doable by deploying a MCV next to the enemy base and deploying a ready EMP cannon right away (Preferably with a charged one at your base already). Having two EMP cannons gives no bonus except it covers much more area that the pulse can be shot to. EM pulses will uncloak their targets and drop hover units on the ground (Or sink them in water). Subterranean units are invulnerable to EM pulses as well as aerial units. Infantry also has no effect and serves as your best way to keep fighting after one. The EMP effect lasts for 30 seconds, which enough time to work yourself out of problems.

3.2.4.19 – Walls & Gates

Walls are much more useful in TS than in past games. Since V1.13 walls became much more comfortable to build. A piece of wall costs $250 and can be connected in straight lines to other wall pieces to a distance of up to 5 cells. Walls block some of the weapons in the game but mostly use to block subterranean APCs, amphibious APCs and other invasions. Walls also use to defend important structures against being captured or C4ed. Walls can also block weeds from spreading into your base (If you wish not to destroy the weed monsters). Gates are also available for you, gates act as walls (Well, a little weaker) can block the exact same things only gates open when a friendly units needs to pass. Gates take some time to close so all the enemy stealth tanks can go in so have a soldier behind them to find those (Or a MSA, doh). Gates also allow you to wall in your refineries and weapon factories by putting a gate in the entrance and leaving them much more defended against engineer and C4. Try avoiding build walls all around your base until you’re well defended because they cost quite a lot of money and can slow you down significantly.

3.2.4.20 – Laser Fence

The laser fence is a bit different than normal walls. It has upsides and downsides. Most important difference is that it is made of poles. The poles are quite heavily armored and can be repaired (Very useful) while the laser itself is invulnerable, so if units attempt shooting it they will continue doing it forever. The laser wall also differences in its power requirements, it requires power per poles and if you reach low power the fence will be turned off. Units standing in the area of the laser will be killed if it starts on (Or if you just build the poles). You can power off the laser walls and hope it tricks the enemy into running onto them or thinking you actually have no power, anyway, restarting the lasers on the enemy units is always fun, almost like firestorm defense.

3.2.5 – Special weapons

Special weapons are generated by structures, and cost no money (Well not exactly). Invest in them when you’re already set, they always pay off if the game is going to take a lot of time.

3.2.5.1  – Tiberium Missile

The tiberium based chemical missile is made of mulched weeds. Once you have filled your tiberium waste facility it will empty and the construction of the missile will begin. This will take only 20 seconds and can be done with a negative power output. Upon hitting its target the chemical missile will cause damage to the target square and nearby squares while also releasing some gas clouds. The gas will damage all structures and infantry in its way. The effect on structures is quite weak as it does damage too slow and the damage can be repaired but the effect on infantry can be very lethal if not taken care of. Since all infantry dying from the gas will turn into visceroids and if the gas catches two or more infantry units you’ll start having adult visceroids in your base, not a pretty sight. The upside of chemical missile is that they can be used with the multi missiles to have a powerful effect and that you can speed up their construction time by harvesting weeds faster. The downside is that they’re fairly weak and not available on all multiplayer map due to lack of weeds.

Unlike what that is commonly believed, the firestorm defense can’t block this missile.

3.2.5.2  – Multi Missile

The multi missile is the Nod’s replacement to the Nuke. This missile takes 10 minutes to be constructed (And requires power for that) and once ready can be shot. Once reached its target the missile will explode in mid air causing damage to targets beneath him and shooting 20 little cluster missiles that spread on up to a radius of 6 cells. The ending effect is a lot of damage caused in the area in a random manner due to the cluster missiles going to different directions each time. Multi missiles are very dangerous, as they can take out a construction yard by themselves, not always but they can (try shooting its corner and not the middle). Multi missiles can also be supported by a chemical missiles to kill what’s left (Or turn the infantry that comes out of the structures into visceroids) after the multi missile. There’s a nice trick to block the multi-missile from causing a lot of damage in your construction yard by surrounding it with firestorm walls and turning it on when the missile arrives. The missile won’t be blocked (Because it can’t be) but the cluster missiles have a very high chance of exploding in the walls, there fore causing much less damage to the construction yard and everything around it.

3.2.5.3  – Hunter Seeker Droid

The hunter seeker droid is very annoying, it is uncontrollable and all it does is to suicide on any target, and always destroy it. It takes 12.5 minute to recharge and can be very useful for destroying stealth enemy units that attempt to hide in the end of the game.
3.3 – Civilian units, cars and other stuff which burns nicely…
Civilians are always neutral, but they can be used a bit.

3.3.1 – Civilian Buildings

Civilian buildings have no point but there are few things to remember about some of them.

Church: In some Nod missions you’ll find money crates under those.

Civilian Hospital: When you’re allied with the building’s owner you can heal your infantry in it. It has limited ammo of 5.

Civilian Armory: When you’re allied with the building’s owner you can turn your units into elite units in it. It has limited ammo of 5.

3.3.2 – Civilian Units
Civilian units are quite stupid, but you might wanna mass with them some times.

Automobile: The automobile is the normal looking car. It can hold 4 passengers on it.

Pickup truck: The pickup truck can hold 2 passengers on it.

School Bus: The school bus can carry 20 (!) passengers on it. I would consider hijacking one as a great engineer carrier, one school bus can carry a big enough force to waste a full base. They’re very lightly armored though.

Recreational Vehicle: The Recreational Vehicle (RV) has twice the armor of normal civilian vehicles. It can carry 5 passengers. A few special things about it: It is not remapable, so it is always white, you can disguise it as a civlian vehicle in a city, not to mention it’s a bit camouflaged on the arctic terrain. The RV is also immune to veins (Unlike the APCs of both sides). One last important thing, RVs are considered crate goodies and because of that can be gotten in crates during multiplayer games, I would recommend destroy them just in case they’re not neutral and actually belong to the enemy.

Truck: These come in a loaded form and unloaded. They have no use except mission purposes. They have twice the armor of normal civilian vehicles. Loaded trucks may contain a crate on them when destroyed (In single player missions only). Trucks are crewed and a soldier may emerge from the vehicle upon destruction.

Also notable are civilian infantry, these are unarmed and stupid. Burn them with flame throwers for fun.

3.4 – Mutants, Forgotten and undefined objects…
3.4.1 – Visceroids

Visceroids are split to two sizes. The baby cute visceroid that is spawn if a soldier (Or civilian) dies from tiberium poisoning. And the lethal grown adult visceroid, which is spawned when two baby visceroids meet. Destroy visceroids can be a hard work if they’re on tiberium. So lure them out and kill ’em. Watch out for adults, they can cause some damage. A note about visceroids, they’re not targeted automatically so you have to attack them manually. Don’t be surprised is one is attacking your Obelisk and destroying it without a response. Like all mutations, the visceroids leave tiberium wherever they die.

3.4.2 – Fiends

Unlike visceroids, a Tiberian fiends only appear if placed in the map. So they’re a bit more rare. Fiends are very powerful, they’re a mutated giant dog like creature with tiberium crystals growing from its back. It shots the crystals at its target killing it quite fast no matter if it is armored. A titan could beat one, but less than that is mostly a suicide. They’re quite fast as well. In missions where you get the forgotten you’ll find the fiends to be powerful allies.

3.4.3 – Central Vein Creature

The vein tree is like a tiberium tree, only it generates weeds. Unless you’re a Nod player you’ll want to destroy it when you can. But watch out, if it is shot it’ll start shooting chemical gases into the air, and those are can kill quite some stuff.

3.4.4 – Chameleon Spy

The Chameleon spy appears only in missions. It is stealthed and can infiltrate buildings. Not a lot to say about it.

3.4.5 – Mutant Soldiers

Those are units related to the story. They appear in some missions as forgotten infantry. They’re lightly armored and weak. They can heal on tiberium and leave tiberium when they die.

3.4.6 – Umagon

Umagon, the female chick mutant sniper, only appears in single player. It can snipe down infantry. But needs two shots in a lot of cases. It has no ability of actually harming other stuff. Thank god Ghost Stalker is helping it in most cases.

3.4.7 – Mammoth Tank

The old Mammoth tank is a lovely unit, bashing its way through almost anything, with Mammoth Tusk missiles for taking air units down. Too bad you can’t build it! Though, don’t get desperate, it can be got in several missions and can be got in crates (Woohoo). Not a lot to say about it as it is rare. It’s quite powerful, but you can notice its missiles are not effective against infantry, which lowers the Mammoth’s value, but do not underestimate it. It’s very lethal against armor and useful against aircrafts. When you get one use it wisely, don’t think it can hold against a lot of units, but it is a nice unit to drop on the enemy like the Mammoth Mk.II.

4.0 – General playing stuff
4.1 – Concentrated fire

When fighting the enemy forces remember to concentrate your fire on one target. Don’t let your fire to be spread out or it’ll cost dearly. Splitting your fire is useful in some cases. One is when it can be a waste. For example, don’t let your flame tanks to shot armored units if infantry is present. Also, in some cases you’ll need to split the fire of your units in order to avoid harming yourself (When dealing with flame throwers, railguns and disruptor beams). And the last case is when you have too much forces and every time you’ll point onto a new target a lot of forces will start moving around some time until they actually shoot (Idiotic AI).

4.2 – I’m having trouble against/with:
4.2.1 – Getting money

Tiberian Sun has a very slow rhythm compared to old command & conquers games. It simply takes much more time to have a good economy. You’ll need a decent number of harvesters in order to have a good economy, 4 harvesters on two refineries is the absolute minimum and I thin 8 harvesters on four refineries are enough for late game. Build a lot of harvesters when possible, it will really pay off later. And build close to tiberium, in single player missions deploying in the right area is the key to winning. In multi player games, look at the map first, in a lot of random maps there a small tiberium field where you start and much bigger ones a little after it, so dragging the MCV over there at the start can actually be useful.

4.2.2 – Defending my harvesters
Your harvesters are making too good targets? There are a few basic ideas to defend harvesters against general attacks. Guard the harvesters themselves, but don’t let infantry follow into tiberium fields. Armored units make great defenses but call for air strikes so you’ll need AA defense on your harvester. Anyway, two-three units that can take out aerial units are always welcome in your harvester route, they’ll be more of a warning than a real defense. Stealth tanks makes a every efficient defense because if the opponent knows you defend your harvesters with stealth tanks he’ll avoid attacking if he is not sure about the actual number of stealth tanks you own.

4.2.3 – Recon bike gangs
Recon bike can easily run into your tactically important structures/units and run back when they feel like, and you can’t stop it. If you want to stop bikes there are a few nice tricks. First Nod, can simply run after them with its own bikes or use artilleries. GDI on the other hand can use the titans to defend the bikes target, titans are great for hunting bikes as the bikes can’t escape the fast bullets of the titan. Hover MLRS can be very useful too, if you can chase the bikes into a tough terrain where they are faster than the bikes and can destroy them easily.

4.2.4 – Tiberium missiles
Tiberium missiles have barely any ways of being blocked. You may destroy the enemy silo or tiberium waste facility but this is quite hard. Firestorm won’t block anything of it. You may sabotage the enemy’s weed harvesting by destroying his weed eaters or simply killing the weeds.

4.2.5 – MIRV missiles
The Multi-missile is almost totally unstoppable. You have no option of limiting the opponent from getting it but destroying his silos. A firestorm wall won't block the missile, but it surrounds the target you can light it up and hope most of the clusters to fall into it.

4.2.6 – Ion Cannons
Unfortunately there is no way of blocking an Ion Cannon, luckily it’s not that powerful. If it bothers you that much you’ll have to find your way to the GDI Upgrade Center, which is not too heavily armored. I would use Bombers and Artilleries, my preferred weapon for destroying structures deep in the enemy’s territory.

4.2.7 – Disruptors
Disruptors are one of GDI’s most lethal weapons, and they possess a very powerful weapon. When grouped they become very deadly. The best way around them is air units, all kinds of them. Artilleries can do a nice job, but can’t destroy them fast enough and the disruptors can reach them. An EM Pulse will easily catch a force of them and give you enough time to kill them. When using ground forces, use forces with heavy armor, or a lot of scattered infantry.

4.2.8 – His/Hers Mammoth Mk II is destroying my entire base!

Mammoths are not so deadly as they seem. Though, if one gets carryalled into your base it can trouble you. Whatever you do, avoid giving it the option to destroy multiple units at one shot. Try using the ridges to your benefit, as rail guns have a major problem with ridges, or simple slopes. The Mammoths air support is quite weak as well, getting it with bombers and banshees is not hard. And if you can, try hijacking it. It may be a problem getting the hijacker to it, but it can be done, especially if you use an EM Pulse against it (hint).

4.2.9 – Cyborg Commandos

Those can cause a lot of troubles, but 3 titans will beat this guy and they cost a bit more. Infantry is quite useless against them. Best thing against them is aircrafts. Mostly Banshees and Bombers.

4.2.10 – Destroying Obelisks

Obelisks bother you? Well, they’re not as powerful as in Tiberian Dawn, but here the basic ways of taking these out. Most simple idea is taking the enemy’s power, as Obelisks cannot operate without power. Another simple way is using artilleries to outrange the Obelisk. In case you’re GDI, and have problems taking the power you can use aerial units or use disruptors as 2 of them can beat an Obelisk. But the trickiest basic way is using the Obelisk slow reload rate against him, simply send a lot of light infantry against it. The Obelisk can only shot one soldier at a time and it’ll take it forever to destroy your forces.

4.2.11 – Stealth tanks

Stealth tanks giving you a hard time? If it’s in your base there’s a simple way out of using a MSA to find them out. MSAs are fairly cheap and if stealth tanks are a big part of the enemy arsenal you should have more than one. Stealth tanks are very weak once uncloaked, unless they can take their targets without being shot they become a waste of money, use mostly rocket soldiers or disc throwers. If stealth tanks are troubling your harvesters you should use infantry mostly, but if the stealth tanks are waiting on tiberium you can use hover MLRS to draw them away first and then use the infantry.

4.2.12 – Hover MLRS

The hover MLRS isn’t a special problem when on ground, though on tough terrain it becomes the fastest ground unit. The problem in the hover MLRS is they give the ability to attack from lakes and beaches. They can make a lot of damage and keep running to deep water where you can’t get them and aerial units won’t do too good as well because of the hover MLRS AA ability. If you’re GDI you may be able to intercept them with your own ones but as Nod you need different solutions. The first good solution is the Nod artilleries, these have bigger range than the hover MLRS and can track them deep into the water (Unsuccessfully at times though). There’s a much nicer idea of taking those and it is the EMP Cannon, when EMPed hover MLRS drop to ground, and if they are above water they simply sink. An EM pulse therefore can sink and destroy a giant force of hover MLRS, the opponent has no chance of escaping such a blast.

In maps with ice avoid going after those units, ice makes a big advantage for them. Use artilleries and EMP cannons as well (You can destroy the ice beneath the frozen hover MLRS).

4.2.13 – Amphibious APCs

There’s nothing like an amphibious APC going through a river to the middle of your base unloading engineers and finishing you off. In times this is much harder to stop than a drop off APC, which by the way take much more time to get ready. How to stop such amphibious APCs? Walls are obviously the best way as they’ll give you enough time to destroy the APC on its way. Other options include artilleries if you have enough time to destroy them on land. Obelisks by the way provide a great shore defense. If you’re GDI you can block APCs with titans (That can catch them on time quite good) or you may attempt fighting the APCs on water with hover MLRS, though the missiles don’t do a really good job in it.

4.2.14 – Subterranean units

Subterranean units are a serious problem for both sides. They split into two kinds, subterranean APCs that bring a infantry force on them and Devil’s tongue that just come to flame your base and destroy your stuff. The basic solution is pavement that will stop the units from reaching the base immediately. By adding walls you can limit them to entering only through your gates (or holes they make in the wall). Unfortunately this solution isn’t practical for early game and you’ll need different ideas. For devil’s tongue the solution is simple, find out when your opponent has too much of them and build titans or tick tanks. Flame tanks need too much time to destroy structures and with enough armored units you’ll be able to take them fast enough (And they won’t be able to take you out). APCs are a bigger problem as they have more options and can carry dangerous engineers or cyborg commandos. Best way to defend against these early is by walling the important targets (Avoid spending time and money on that until you’re sure that’s what the opponent is gonna do). Some pavement in the middle of your base can keep the engineers a little more distant from their target and give time to Vulcans, cyborgs, disc throwers and such to kill them on their way. Last but not least, keep a MSA present at your base. If you know where the units will emerge you can bring your forces so they all wait from them right away (Or run with infantry from the flame tanks). Also, by tracking the subterranean units you can find if you have holes in your pavement and shut them off in the last few seconds.

4.2.15 – Banshees

Banshees are a pest, they’re fast agile and hard to catch and shot down. Furthermore they reload quite fast and can attack with short breaks between strikes. A player mostly uses Banshees for two main things,, either shooting down units around the map or bringing a mass strike against a key structure. To block Banshees from taking out your base I find SAMs as a nice solution but the only really good solution that Banshees can barely overcome is the firestorm defense, it’s very hard to maneuver Banshees around firestorm walls. When not in base the best units to take them are hover MLRS. Hover MLRS can move quite fast to avoid the Banshee fire and reduce damage while having a big range to shoot the Banshees before they get too far. If you’re Nod you’ll have to count on rocket soldiers (That make a pretty lousy job).

4.2.16 – Orca Bombers

Orca bombers are the most powerful air unit when it comes to firepower, therefore they can be serious pest. If your opponent started build more than one-two bombers you should seriously consider them as a major threat. Bombers are heavily armored and hard to escape so taking them down is very hard. Since rocket infantry and hover MLRS are the best way to take bombers outside of your base you have no option but building lots of them in order to destroy them. Sam sites are very useful against bombers, but if a large force is headed to your construction yard you won’t made it out of it. Your best option is using a firestorm wall to stop them (Since they must get over their target to attack it) or the more practical idea, get engineers to instantly repair your structures when they’re under attack.

4.2.17 – Mutants are all over me!

If visceroids or fiends annoy you, you probably don’t know that you have to fire them manually, as they aren’t targeted automatically.

Another common problem is destroying an Adult Visceroid in a tiberium field, I find it very hard without getting a lot of units. Try drawing it from the field and then kill it.

When fighting fiends you’ll notice tanks, infantry and light vehicles get eaten up too fast, try using aerial units.

4.2.18 – Handling blue tiberium

Blue tiberium isn’t really explosive as supposed to be, but remember that enemy harvesters wondering next to your base should be destroyed before they reach you, place pavement before destroying them if you can, so no craters will be made.

4.2.19 – Fighting weeds

Weeds can be a very dangerous if they reach your base. They eat any structure in seconds. To destroy them you must take out the veinhole creature, use vehicles that are immune to weeds or aircrafts. Walls and gates can also block the weeds from reach your base, and this way your base can actually get surrounded by a perfect defense (almost).

4.2.20 – Beating the Skirmish mode AI

The AI of the skirmish modes gives you a hard time? Here are a few tips against it:

The AI only attacks with preset teams once in some time. Those teams are fairly weak and the only disturbing ones are the disruptor team, artillery team and engineers on a subterranean APC. The best thing is getting an EMP cannon, as it can really prove useful against the idiot AI. The AI itself isn’t especially ready for carryall drops and subterranean units so with some brain you could easily take him with engineers. Concentrate on his harvesters, the AI doesn’t learn a lesson and leave forces in the fields of his harvesters.

4.3 – Building orders

I’ve decided to invest some more time in this section so it’ll be only in the next version.

4.4 – Using the Terrain to my advantage

The terrain in Tiberian Sun is much more alive than before and here are some nice ways to use it as an advantage.

The most obvious way is bridges. Bridges are a great time to destroy the enemy forces, in single player they tend to be much weaker in some missions. Low bridges have to be destroyed one part at a time while high bridges will collapse unless connected to ground. Bridges are quite obvious so smart players will notice they can’t be ambushed there.

Another good option is water and the fact hovering and amphibious units can escape to this terrain and shot from it without being shot back.

Tough terrain, which is grass, sands, snowless ground and more (Also tiberium has the same effect) slows ground units down and is a great spot to take down the enemy forces. These areas are better to setup artilleries and use hover MLRS as they have an advantage (More time to get to the artillery and the hover MLRS becomes faster when compared to other units).

Another obvious advantage is height, height gives you extra sight and range but more than that it’s a nice way to prevent the enemy from shooting you with cliffs. Disc throwers can’t shoot targets next to cliffs and same goes for other units when the enemy unit is next to a cliff.

One last idea is the weeds, great place to shake vehicles off your back. And if a human player isn’t present to redirect his units they’ll suicide on the weeds.

Blue tiberium by the way, isn’t effective enough. An exploding field doesn’t do enough damage, but is a nice way to hurt a force if it stands in such field.

4.5 – Captured stuff

When capturing structures they give you new options and ideas on how to use the battlefield, here are a few of the nastier ones:

Construction yard: O.K. I captured his construction yard, lets sell it… No! That’s a stupid mistake, if this construction yard belongs to the other side take advantage of it and build yourself new structures. All enemy players won’t attack their old construction yard but instead give you time until they get an engineer to the area. In the meanwhile you can easily build a Hand of Nod or Barracks, a structure that can actually throw the balance off easily. The rest of the structures are quite hard to finish building in time. If you get a Hand of Nod this way, consider trying to capture his temple if he got one – so you’ll have cyborg commandos.

Power Plants: If you bring tons of engineers and you are able it’ll be nice taking all of the opponent’s power at once. It’ll take him down and slow him down in any attempt to recover.

Refineries: This are great to destroy the enemy’s economy and improve yours. Refineries have a high resell value, they hold some tiberium you better spend before selling. And after selling two or three of the enemy’s refineries I find all of the light infantry quite useful to annoy the enemy.

Barracks/Hand of Nod: These structures give you new useful abilities. Unfortunately once captured in the middle of the enemy base it’ll be under fire. Best use for such is to build tons of engineer in the middle of the enemy base.

Weapon factory: Capturing the weapon factory is best for selling it as it is hard to keep. If you can guard it it’ll be useful. Else it has no special use.

Radar: It’s always nice shutting off the opponent’s radar (And then striking his harvesters). It can also add you new construction options if you already captured some enemy structures.

Helipad: Since all aircrafts can reload on all helipads one of a different kind will allow you to build the enemy’s aircrafts, which is always a nice idea. Too bad a helipad in the middle of the enemy’s base isn’t too useful mostly.

Tech. Center: Capturing the enemy Tech. Center won’t really help, it’ll need a lot of power and won’t take the construction options from the opponent. It may be useful to advance your construction options if you already captured some enemy buildings.

Temple of Nod: This is a very useful structure, even if it cannot be kept standing. It will give you the ability to build the cyborg commando if you got a Hand of Nod.

Upgrade Center: Unless you want to take over the ion cannon and disable the enemy’s one this is just a good building to sell.

Missile Silo: If you want to take over your opponent’s missile and stop them this is the place for you.

Stealth Generator: Capturing the enemy stealth generator is very useful. If you have the power to keep it online it will help you widely and if you don’t it’ll simply power off the opponent’s stealth.

Firestorm Generator: If the firestorm is your main concern this is a fast way to turn it off, sell it immediately as you have no wall parts for it.

5.0 – Undocumented stuff
Here is stuff that Westwood didn’t write about in the manual, obviously because they shouldn’t have.

5.1 – INI Files
Tiberian Sun’s INI files are somewhat similar to Red Alert’s ones, though they’re much more powerful. Each INI file is holding info about other data in Tiberian Sun, the name can tip you a lot. Rules.ini holds the most. Using those files you can add new art, sound and totally new buildings and units. Followed by are very small explanations of two of the files that are more popular. Notice that if you edit the files there are a lot of comments that explain most of it.

Other INI files aren’t detailed here, as they are only needed for advanced modifications. You can find info about them in my editing guide.

If you’ll look good you’ll see the files doesn’t exist in your Tiberian Sun directory, that’s because they’re in the Tsun.mix file. Though if you want the original INI files, you can get them here: http://kok.gzero.org/files/tsinis.zip.

Enjoy!

5.1.1 – What’s Theme.ini?

The theme.ini file is used for defining soundtrack in Tiberian Sun. It is easy to learn. You can add soundtracks to TS with it (Mostly old Tiberian Dawn and Red Alert tracks).

The sound files needed are .AUD files used in all of Westwood’s games. They need to be placed in your Tiberian Sun directory and are called by their filename in the .ini file (Minus the suffix).

You can adjust all tracks’ statistics in this file like what side can hear it, what’s its name and more. Track length is useless by the way.

5.1.2 – What’s Rules.ini?
The rules.ini file holds all of the rule statistics of the game, and that’s a lot.

In it you can add/modify units, structures, aircrafts, weapons, warheads, super weapons, overlays, terrain types, scenery types and more. Plus the files includes all kinds of global game flags.

The rules.ini file is full of comments and a lot of editors are available to help you mentally challenged ones who cannot edit this file by themselves.
6.0 – Singleplayer Walkthroughs
Having problems finishing the game?

Before reading through out this walkthroughs you might want to try some key adjustments to your games. Try adding more harvesters, using infantry, using defenses or just looking for holes in the computer security.

Have further problems? Read on…

6.1 – Global Defense Initiative walkthroughs

GDI Mission 1 – Reinforce Phoenix Base:

(By Shiroko strulovi@netvision.net.il)

Wait until you get your mouse cursor. Once you get it start constructing a refinery. Meanwhile use the wolverines to kill nearby infantry. Once ready, build a barracks and start producing light infantry. Send one soldier past the south bridge, to activate the meteors. Then continue with heavier forces to the bridge which is on the east, you’ll find the Nod base in the other end of it. Destroy all structures and units over there, there’s also an old Nod base a little below it. If the mission doesn’t end look for some wondering Nod infantry.

GDI Mission 2 – Secure the Region

The Nod forces that attacked Phoenix Base have been traced back to a small base in this sector. Orders received from GDI Command state that the Nod base must be destroyed. However, there is a significant civilian population in the immediate area that must be evacuated by ORCA Transport before the fighting gets too heavy. Before the Transports can safely land, all seven SAM sites must be destroyed. Once the civilians have been evacuated, the Nod base can be destroyed.

Objective One: Deploy the M.C.V. and begin building a base.

Objective Two: Destroy all Nod SAM sites.

Objective Three: Destroy the Nod base.

(By Shiroko strulovi@netvision.net.il)

First deploy your MCV close to the tiberium. Build a refinery, then a barracks, another refinery and finally a war factory. When you get the time get at least four harvesters in total. Concentrate your money on building disc throwers and maybe 2-3 wolverines. Also get 2 engineers. While doing this destroy the 2 SAMs to the right of your base (Revealed at the start) and another one to the north of the first ones. Get 10 disc throwers and take them to the south kill units in the way, when you pass the river go to the east and destroy all forces plus the tow SAMs. Now go to the north and wait in the civilian town. Get 20 more disc throwers while doing this and use one of the engineers to repair the bridge east of your base. Take the disc throwers over the bridge, join the older ones and attack the base. When needed, force fire before your target and let the discs bounce to their target. You can easily destroy all forces. Capture the Hand of Nod and start producing engineers to capture all buildings in their base. Kill all infantry once they sell. And don’t forget the two SAMs to the west of their base. Those can be destroyed only by light infantry or wolverines, unless you already destroyed their base and you’ll get next to them the long way and throw discs at them.

GDI Sub Mission 3 – Capture Train Station

Nod has positioned a supply base in the area near a civilian train station. We can use the train and supplies to infiltrate the larger Nod base to the east. Avoiding patrols where possible and destroy all structures in the area. Once the area is secure, capture the train station for our use. DO NOT destroy the station or the train, as they are vital to our plans. Engineers and other reinforcements are available, but not unlimited – do not waste them.

Objective One: Destroy all Nod structures.

Objective Two: Capture the train station.

(By Shiroko strulovi@netvision.net.il)

Take your forces off the ridges and go to the northern ridges avoiding Nod forces. Two buggies will come to attack you, don’t lose engineers. Keep going north, don’t mind the buggy that will go to call for reinforcements. Keep to the north go under the bridge and find the lower one leading to the Nod base. You’ll then get a tip to destroy the Nod power plants. Go to the west and get reinforcements. Use the new titans to destroy the power plants and get back to the low bridge. Enter the base destroying everything in the way. Capture all structures (Destroy if you don’t have enough engineers). And capture Way station. Once done wait a bit and that’s it. You’ll get extra reinforcements in the middle of the mission, join them to you main force.

GDI Mission 3 – Secure Crash Site

GDI forces in this region have found something unusual and large that crashed nearby. Nod has taken an intense interest in whatever it is, so naturally we’re interested as well. Locate the object from the reports and capture any Nod Technology Centers in the area that might have uncovered clues as to the identity of the object.

Objective One: Locate the Crash Site.

Objective Two: Capture any Nod Technology Centers.

Sub Mission Bonus: No reinforcements for Nod through railroads.
(By Shiroko strulovi@netvision.net.il)

Deploy the MCV and build a refinery, then barracks, another refinery and keep going. Get 3 refineries with 6 harvesters. Build titans, disc throwers and medics. Get 3-4 titans to the north and destroy the 4 lasers over there. Go and have some forces next to the tunnel. Let them wait. Build more forces and destroy the small outpost in the middle of the map. You’ll need to destroy two lasers so get titans. Capture the Hand of Nod there. Take some infantry with medics to the south and destroy the forces guarding the Scrin ship. Meanwhile take all the rest of your forces and place them on the bridge that lead into the Nod base, other entrances to the base include the tunnel on the northwest and a destructible cliff in the northeast. Simply destroy all forces in the base from all directions. Watch for lasers and keep your titans away from your rocket soldiers or on them. Be very careful no to destroy the Tech. Center. Capture it with an engineer and you’re done.

GDI Mission 4 – Defend Crash Site

Whatever is contained in this craft, it is apparent that Nod doesn’t want GDI to have it. Protect the crashed UFO until GDI reinforcements can arrive to fortify the area.

Objective One: Survive until reinforcements can arrive.

Objective Two: Prevent Nod from destroying the UFO.

(By Shiroko strulovi@netvision.net.il)

If you learned anything in the last mission you’ll notice the lack of medics in your force. Take care of this first. Build 5 of them. Once the mission starts reinforce the northern gate with the scatter forces. You’ll probably lose one of the towers there, sell it before it’s destroyed. Place the engineers close to the Scrin ship and repair it when it reaches red or whenever you feel necessary. Once the Ion storm starts you can simply sell your Radar. You’ll need to defend at least one power plant of the rocket infantry on the cliffs, do it by putting an infantry there and a medic that will heal it constantly, let the rocket infantry concentrate on that one. Once you have a medic start going offensive on the northern gate. Get all the way to the truck there, destroy it, and take the crate and then you should retreat. You must complete this operation before the timer reaches 7:00. Once the timer reaches 7:00 two subterranean APCs will surface in your base. One on the west with 3 rocket infantry, take them fast and get forces to the enemy light infantry that surfaced at the east. Once the APCs are destroyed keep spending money and defend till the timer reaches zero. No surprises are expected, but when you reach the end enemy forces will start pouring in, starting with attack buggies from the north. The Ion storm will stop when the bikes start coming and when the devil’s tongue will emerge. Try taking a lot of bikes, as they’re the most dangerous units to the Scrin ship and avoid getting shot by the flame tank. Once reinforcements arrive destroy all remaining vehicles, keep repair the ship when needed. Last strike will be Tick tanks from the south, catch them on hills so they won’t deploy and take them, this shouldn’t be hard. Once all Nod forces are destroyed the mission will end. Though all of the forces should come to you.

GDI Sub Mission 5 – Destroy Radar Array

Destroy the three radar relay stations and the radar array to blackout Nod’s sensor array. This will make rescuing Tratos easier, as Nod will not be as quick to detect you.

Objective One: Destroy the three relay stations.

Objective Two: Destroy the radar array.

(By Shiroko strulovi@netvision.net.il)

Start by going to the east. Kill unit in the way and try to lose none by using your medic right. Once you destroy the first buggy you’ll receive a titan join it to your force and keep going. Ignore the Hand of Nod and continue to the Tick tank, send only infantry to destroy it and the medic to heal them. Once it’s destroyed start heading north from the crossroad. Kill infantry and the buggy and get on the ridges, which have the first relay station. Group your forces and send them near the relay station, be ready for the three APCs that will emerge, kill all units there and shoot the relay station. Do not damage the walls! It’ll attract too many forces of Nod. A buggy will come to visit you, kill it and keep destroying the station. Once done, get back to the crossroad and meet there with your newer reinforcements. Now go and destroy the Hand of Nod and the forces around it, let your titans shoot it while some infantry kill incoming infantry and your medic heals them. Once done regroup at the ex-Nod outpost. Take your forces to the east. If you vehicles are weak, there’s some civilian structures to the south and a truck. You can destroy the truck to get a “heal all unit” crate. You’ll hit two narrow passages to the east. First attract the unit of Nod standing on the hill between them to come down and then kill them. Next, destroy the lasers. This could be done with titans at the northern one and some disc throwers that’ll bounce their discs onto the south one. Proceed only once both are destroyed. Another subterranean ambush will emerge after that hill. Destroy it and send some light infantry to destroy the lower relay station. Again, do not harm the laser fences! While your light infantry is working destroy the laser turrets down be low to the east and the Tick tank above them. Like last times. If you go on the ridges to the east you’ll find an old Tiberian Dawn base with a truck, you can destroy it and get another “Heal all units” crate. Regroup again once the relay station is destroyed and you receive reinforcements. Next take your 3 titans to the last relay station. Watch out that they won’t get hit by the lasers guarding the front entrance to the Nod radar array. Simply destroy the lasers with the titans and then the relay station. Get the last of the reinforcements and attack the radar array. You can destroy all of the front entrance and attack it or go east to the Nod power plants and use the tunnel to get to a back entrance Once in the radar array perimeter simply kill all units, when you need to deal with tick tanks bounce a disc on them and then attack them when they’re undeployed. Destroy all radar installation and the mission will end. For extra fun, try destroying the Nod bas to the southeast, it is possible and even quite easy.

GDI Mission 5 – Rescue Tratos

Nod is experimenting on mutant survivors at a facility in this sector. Among them is Tratos, leader of the mutants. Using Umagon’s strike team, rescue Tratos from imprisonment and EVAC him at the specified site. Once complete, move in with GDI forces and destroy the Nod base and the prison test facility.

Objective One: Rescue Tratos from prison.

Objective Two: EVAC Tratos at specified site.

Objective Three: Destroy the Nod base and test facility.

Sub Mission Bonus: Timer disabled.

(By Shiroko strulovi@netvision.net.il)

Start by advancing to the left killing all units. Kill the soldier that attempts to run to the buggy next to the fuel station. You may hijack any vehicle you want, I recommend the Tick tank or a bike later on. Recharge in the tiberium field, which is more to the west, and join with the Tiberian Fiend. It will follow you and do as you do. Now start heading north, you’ll come across some forces that are coming this way, unless you played the sub-mission. After that you’ll see a patrol moving towards a bridge. Now, what you depends if you played the sub mission or not. If you did, keep going to the west where the small base is. Send Umagon above it and destroy the crates. Now the base can be destroyed without worrying about getting detected. The only problem is destroy the laser turret, so make sure Ghost Stalker is healthy. When done with this base you may leave the Hand of Nod for later. Continue on the bridge until the other side. Destroy all incoming forces and then shoot the crates next to the laser wall. The laser wall will explode, giving you only 4:00 more minutes to act and an opening to the enemy base. Infiltrate it killing everything and get Umagon to the entrance of the hospital, it’ll explode and Tratos will come out. Kill remaining units while escaping. This may take two tries, not more. Once out return how you came and load Tratos onto the transport. If you did not play the sub mission keep going to the north through the bridge with the patrol. Kill unit in the way, and get the crate from the truck to heal yourself fast. Keep going to the north without bumping into the Nod base, you’ll find a destructible cliff, blow it and go on. Go to the west through the tiberium fields which are mined by Nod, get down on the other side through another destructible cliff. Now head southwest. You’ll meat on the way with a Fiend that will show you a nice passage next to the river to get into the Nod base. Follow it and enter the base. Once in the base start kicking ass and kill all units. Your timer will change into a 2 minutes timer. While in these two minutes get Umagon to the entrance of the hospital, it’ll blow and Tratos will come out. Escape the Nod base the way you entered. And return on all of the way you did. Load Tratos onto the transport and you’re done. Now comes the nicer part, the MCV part. You may delay this part and have some extra fun with Ghost Stalker and Umagon. Whenever you wanna move on, send Tratos to the transport, anyway. Deploy the MCV southwest of where you get it. Next to the hill so you can build a refinery right above the tiberium valley. IF you build it right, then you’ll be able to build another on in the valley later. You’ll need 5 harvesters and 2 refineries at least. Take your forces and guard the entrance to the west. As long as the small bridge is out, it’s the only way to your base. Destroy all incoming forces. You can harvest tiberium in the valley below you or you can harvest some blue tiberium in the north. If you left the Hand of Nod back then, you may want to try to capture it, but the computer will sell it in some point. So you’ll have to work fast. Build a force of titans (Around 6-7, you can use some of those you got) and a force of disc throwers and medics (A decent one). Get 2 titans and 2 engineers behind the disc throwers force and send it to the northwest, and over the destructible cliff. You’ll get above the Nod base, where you’ll wait until the rest of your titans position on the hill to the east. Start attacking the base. Attract their forces out and kill them, with the disc throwers force. When they run out of units, start destroying their defenses. Use titans for laser turrets and disc throwers for units. Get one engineer into their base and build a barrack in it. Now, start popping engineers and take over everything while your forces are leveling the defenses. Once power is out you may add some air support to your attack. Destroy all of the base and its units. You must destroy all laser fences, this is annoying but you have to! The mission will end once you cleared it all.

GDI Sub Mission 6 – Destroy Vega’s Dam

The hydroelectric dams in this area provide Vega’s island fortress with almost limitless power. Destroying the dams will seriously cripple Vega’s perimeter defenses and allow GDI to bring more weapons to bear against Vega’s base.

The dams are heavily fortified, so attacking them directly is not the best option. Surveilance indicates the key to destroying the dams lies in the destruction of two regulator stations. Without them, the dams’ generator will overload and the dams will self destruct.

Objective One: Destroy the dams any way possible.

(By Shiroko strulovi@netvision.net.il)

The key on this mission is not wasting units. Don’t send titans to rocket infantry and disc throwers to flame tanks. Else you won’t succeed. When the mission start advance to the ridge right ahead of you. It’ll blow up and you’ll have to go around from the west. Keep going until you reach the Nod outpost, there are a few rocket infantry that will come for you, not a big problem. Then destroy the laser and then the entire base. The truck will leave a “heal all” crate, so you might wanna keep those light infantries alive. Once you destroyed the base you’ll be reinforced. Keep going to the southeast with the road, but watch it, a devil’s tongue will pay you a visit. Go down the hill and north to the low bridge. Over this bridge is a quite a lot of forces and a truck containing another “heal all” crate. Advance slowly and try to kill them one by one. Don’t let the titans to be caught under heavy fire of tick tanks or rocket soldiers. And you should also try to fire at the tick tanks when they’re on the hillside. So they won’t deploy and save you some time/forces. Don’t lose a titan, this is possible. Go over the hill to the north and you’ll find a small city with SAMs and search towers. First go to the north, there are two tick tanks deployed over there. Now bounce a disc on them and make them come to you. Destroy them both to get reinforced by some heavy forces and two engineers. Now destroy the SAMs and when you’re done an Orca transport will carry an engineer under fire, when it lands take the engineer to the west and repair the bridge. Now advance with your main force on their bridge and kill the forces on the bridge connection point. Turn to the east, to the bridge you just repaired. Kill the forces their and go north through a narrow passage. You’ll find a destructible cliff leading to a tunnel. Send your forces through. In the other side you’ll find another cliff to blow, destroy it and send the titans to the Nod base. Don’t shoot the harvester. Shoot the lasers only. Some forces will come to attack you, but they’re meaningless. When the defense are down use the engineers to take over the Hand of Nod and Refinery (with the harvester) now proceed to taking all over the base. When in need for extra money you can use the silos there. There’s a regulator station in the base, destroy it. Now continue on the bridge(s) to the west. You’ll get reinforced. North of you is the second regulator station. You’ll need to attack the outpost. Simply use your titans against everything. And some disc throwers where you need to force a tick tank to undeploy. An alternative way is to build some Nod units like artillery and making the job a lot easier.

GDI Mission 6 – Destroy Vega’s Base

Vega’s base of operations is in the area. It is heavily guarded by SAM sites, and a secondary outpost provides reinforcements. Destroy all Nod forces in the area, but capture Vega’s Pyramid intact – there is information there that we can use. You will have only limited troops until the SAM sites are neutralized one way or another.

Objective One: Destroy the Nod base.

Objective Two: Capture Vega’s Pyramid.

(By Shiroko strulovi@netvision.net.il)

If you had not completed “Destroy Vega’s Dam” you’ll now need to blow all SAM sites with little forces. The SAMs are spread around the valley in which you are to build your base. Once destroyed all near SAMs, reinforcements will arrive. If you completed the sub mission, you’ll get the MCV right away, and will have 20 minutes free of SAMs. Build you’re base in the middle of all of the blue tiberium, it’ll supply a good start. And start building your base. Get two refineries right at the start, later you’ll need 3, and when the blue tiberium runs out you’ll have to go up to 8 harvesters because the rest of the tiberium is located behind cliffs. Build your base, and be ready for attacks. The enemy attacks will consist of a lot of subterranean units and forces coming through the double bridge to the west. The bridge is split into two parts. Each side has a hut to repair its half of the bridge. Destroy your part, and put some infantry to guard it as the opponent will try to repair it with engineers. Have a spare engineer somewhere, just in case a APC full of engineers takes you some valuable structures. When you can, get a few Jump Jets and send them south, you’ll find the secondary Nod outpost. It has no air defense except some rocket-infantry to the west of it, simply avoid them and destroy all defenses. Then send some engineers to take what you need. Now you’re ready to take down the main base. To tell you the truth, this is the most armored base in the game and it is quite tough to destroy it in my opinion (As it has killer SAMs and artilleries while you lack bombers or disruptors). So after several attempts with several tactics I found the following as most easy (Yet very bad looking in the scores screen). Get at least 6 APCs full of Disc throwers and 5 engineers. You may vary them with medics, cyborgs and rocket infantry. Now send them all to the southwest corner, now to the north and then to the east, you’ll find a beachhead where you can unload your forces and enter the Nod base. Run towards the gate, destroy it and capture the construction yard. Keep building endless barracks in the Nod base and endless engineers. On the east front you should be ready with the following: a formidable force of titans and some soldiers plus a charged EMP cannon that is standing right near the bridge. (You get it by advancing with tiberium silos to the west, and behind the cliffs, you can get all the way to the bridge.) Once you start attacking with the amphibious forces, repair the bridge you destroyed and start attacking from the east, destroy mostly artilleries. Watch out as the bridges are extra weak in this mission. Keep building engineers in their base, and in some point switch to disc throwers. You’ll lose tons of units, but eventually win. Try getting a war factory active there and get titans as well. Capture Vega’s Pyramid, it is immune and cannot be destroyed by mistake. Destroy all of the base, its laser fences and all of the SAMs on the island. If the mission won’t end you probably missed one SAM, there are tons of them.

GDI Mission 7 – Hammerfest Base

Hammerfest has been overrun by Nod troops. The Firestorm walls block direct approach, so another route must be found back into the complex. Using hover MLRS and waterways for access, find a way back to the GDI base and re-capture it. Once the base is back in GDI hands, destroy all Nod forces in the area.

Objective One: Find a way back to the GDI base.

Objective Two: Re-capture the base with engineers.

Objective Three: Destroy all Nod forces in the area.
(By Shiroko strulovi@netvision.net.il)

That’s the most famous mission in the game, probably because the base has a “name”, which makes it catchy, and because people seem to get stuck in it. This mission is not so hard if you know what to do. Here is it step by step. First let your hover MLRS to destroy the bridge. Don’t pick the crate, leave the APC (With the engineers) next to it for now, if things get rough, pick the crate to heal your entire forces. Take your hover MLRS to the east through the river. You’ll encounter two bikes on a cliff, shot them, destroy them without getting hurt, you can do that by escaping to deep water and shooting them from far away, this is what you’ll be doing for the entire first part of the mission. More to the east are a buggy and another bike, destroy them too, and split your forces. Two hover MLRS should go north and one south. The one going south should keep going until the southeast corner, you’ll find there a way out of the river with an abandoned factory and a truck parking next to it. Destroy the truck and you may join the 2 other hover MLRS is needed. The other two should head north, where you’ll find a radar and a laser guarding it. Destroy the laser, but leave the radar intact. If the radar will be taken out an artillery will pop out, forcing you to restart. Now a bit more to the north you’ll find a destructible cliff, once you blow it and go up the hill and start shooting the Nod outpost, your main target is the power plants. But you should destroy the Nod units as well, just make sure to go back when a rocket soldier can shoot you. You don’t wanna lose a unit. Now take all of your units back to the southeast and then north near the eastern edge. Destroy the powerless Obelisk on your way. Go up on the land again and keep going with the road until you find the Nod outpost. Start destroying it, some bikes will come, destroy them while retreating to water. It’ll be easy. Once you destroy the defenses and enter the base two cyborgs will come out of the Hand of Nod, be ready for them. Then capture the outpost with the engineers. Build more engineers so you’ll have 5 on the APC. Now go down into the water through the hillside in the northeast corner. Go west through the river with all your forces, keep going west in the split. In the end you’ll find a destructible cliff, go on the ridge and go to the base. Don’t let your units to shoot the component towers! You can make patrol route of two waypoints and send units to it so they won’t do anything while standing in the base (Don’t use Alt+Ctrl). Destroy the forces in the base and take over the barracks, war factory and the western refinery. Build 2 harvesters, and then 1-2 titans. The concentrate in harvesters again. Now in order to close the Firestorm you’ll need to capture the two power plants in your reach (Or destroy). But before you start with that take your forces and find all bridges with Firestorm blockades on them, destroy the forces there so they won’t destroy your firestorm walls later. Once done capture the power plants, enter the center of the base and destroy the forces their. Capture the construction yard and you’ll get the entire base. Build two more refineries in the west part of the base and start building forces. Build a lot of air units once your economical situation is good. The Nod base is to the south and is quite heavily armored and the artilleries will annoy you. Build silos to the south and place an EMP cannon as closest to the enemy as possible. Go through the bridge and start destroying the enemy harvesters, which are right next after the bridge. Except for that, use Orca fighters to destroy the artilleries, you’ll lose some but you have to. Now take hover MLRS to the river and get back to the split, but this time go south, under all of the bridges. In the end you’ll find some ruined civilian buildings and a nice spot to shoot enemy power plants. Destroy all four of them and the computer will have its SAMs go offline. Now send Jump Jets, destroy all Tick tanks and remaining artilleries and start invading the Nod base. You’ll have some hard fights in this mission, use the bridges when you can, to make enemy units fall. You can also light the Firestorm on enemy units, very amusing. The computer will repair the most important bridge constantly, so feel free to blow it up.

GDI Mission 8 – Retrieve Disrupter Crystals

It is imperative that you prevent the train carrying the crystals from reaching the Nod base. Recent ice melts in the region have washed out the only train bridge. However, Nod engineers are on their way to repair it, so you must move quickly. If you can get to the train before the bridge is repaired, we can recover the crystals with little trouble. Otherwise, we will have to assault the Nod base to reclaim the crystals. Remember, to stop the train, you must destroy the locomotive, not the cars, but the cargo car holds the crystals.

Objective One: Locate the train and destroy the locomotive before the Nod engineers repair the bridge. The cargo car holds the crystals.

Objective Two: If the bridge is repaired and the train successfully reaches the Nod base, then you must locate and destroy this base to recover the crystals.
(By Shiroko strulovi@netvision.net.il)

Here’s a really easy way to complete this mission, if you play right, it can be done with 0 losses. Take your forces south until the end of the map. You’ll run into a soldier in the way, run over it. When in the southeast corner, go to the west, until you reach the river. Now take the three hover MLRS on the river until you get to the bridge. From the river, shoot the locomotive and destroy it. Since cannot reach the cargo car from there go to the west and start destroying everything while retreating to water so you won’t get hurt. There’s a stealth tank in the base. Once you ruined enough, get a few clean shots at the cargo car and run for the crate. Walla!

GDI Sub Mission 9 – Rescue Prisoners
Umagon has requested help to rescue her people from a Nod prison. The prison is located on an island to the east. Nod has a strong force in the area, both in outposts and spread through the nearby city. We have limited resources and no reinforcements are available, so avoiding patrols is vital to your success. Umagon has a team in the area already – if you can find them, they may assist you. Make your way to the prison and release the hostages. Once the prison is secure, we will send a transport to evacuate Umagon’s people. There may be SAM sites nearby. So make sure the way is clear for the transport.

Objective One: Locate the Nod prison.

Objective Two: Release and evacuate the prisoners.

(By Shiroko strulovi@netvision.net.il)

Send your titans, wolverines and disc throwers to the north and destroy the three buggies without letting the disc throwers to die. Now keep going east until the mutant’s hideout is revealed, send a unit to there and take Ghost Stalker and the Mutant Hijacker with you. Send an engineer and the hijacker north, you’ll find a ruined low bridge, repair it and send the hijacker farther to the north until you find a ruined GDI outpost with an amphibious APC lying in it. Hijack it. Now take all of your forces to the northern edge (You’ll advance to the east as well). Ghost Stalker and Umagon should be first, the medic right behind them and the rest of the forces behind them all. Let Ghost Stalker to kill incoming Cyborgs and then let the medic to heal him. Umagon will be used for exploring next to him and to kill infantry. Keep going east when close to the northern border. You’ll find a light tower in your way, destroy it without being caught in the light. Keep going east, you’ll pass in the edge of the city and find a deployed tick tank a little after that. Bounce a disc on it to make it undeploy and then when it is coming destroy it using Ghost Stalker. Keep going to the east and up on the hill, you’ll find some bikes in the way. When you get to the crossroad start going south until you find a beach. Now put the following on your APC: the medic, 2 disc throwers, Ghost Stalker and Umagon. Head south through the water and find a spot west of the prison to go on land. Unload the APC, destroy the cliff and then the light tower, without being caught! Get inside the prison, some infantry will come. Kill them, and watch out when operating with ghost Stalker next to all of these prisoners. Once things are quiet destroy the gate to the prison and the prisoners will make a run for it. They’ll probably set the alarm on their way, destroy the light tower to disable it. Kill all units that may trouble you. Now you have to destroy the SAMs. There are four of them, two are next to the landing zone. And two are walled next to the prison. You will have to use your disc throwers to destroy some walls or the SAMs. Once all SAMs are down an Orca Transport will arrive and the prisoners will evacuate.

GDI Sub Mission 9 – Destroy Chemical Supply

The chemical supply station is providing vast quantities of Tiberium toxins to a number of Nod research programs in the area. Destroying this site will seriously hinder further Nod research, and prevent this base from transporting reinforcements to others in the sector.

Intelligence reports advise caution when near any of the chemical tanks and facilities, as the toxins contained within are highly corrosive and equally deadly to soldiers and vehicles.

Objective One: Find a suitable location for a base.

Objective Two: Destroy the Nod Chemical station.

Sub Mission Bonus: Extra reinforcements as mutants and access to Ghost Stalker later on the mission.

(By Shiroko strulovi@netvision.net.il)

Start moving to the east with the MCV on the back. You’ll encounter several stealth tanks. You shouldn’t have trouble with them, Just stay grouped and don’t let your new Disruptors to hit your own units. Watch out for the weeds. When you get to the Nod chemical outpost ignore it. You may destroy it and build your base their, but the computer may place artilleries on the other side of the river and you’ll be almost hopeless. If you want an outpost there, you can capture the tiberium waste facility later. A little more to the east you’ll find a pass to the ridges on the south, get your MCV their and build up your base in the clear area. Enemy forces will be coming from the east, they have two options and will often bother themselves with the weeds in the way. You may destroy the veinhole monsters to kill the weeds. You may be in need of forces to block one/two big attacks, other than that it won’t be hard. The enemy has about four harpies that you can attract by moving to the river south of his base. Destroy them to keep yourself with easy life. The chemical missiles will be annoying you. You can build firestorm walls and the opponent seems to concentrate the missiles at them. Once ready start building forces and advance through the path on the east. Get to the northeast corner with a few hover MLRS and an engineer and go to the west to the destructible cliff, after it you’ll encounter a weed field and a broken bridge. Repair the bridge and keep going through the water, you’ll find a back entrance to the Nod base. This is where their weeds are. If you can hole their walls enough, the weeds will start growing inside and destroy their power supply and other stuff. This is really funny. Now you’ll have to fight them anyway. Get your forces to go west just about the river. You’ll find some blockades. The first one will be a weak gate with some lasers. The second has an obelisk, but no AA defense so bombers will work here. After that you can get to the rest of the tiberium waste facilities and capture on of them. Destroy them will end the missile annoyance. Build barracks and get engineers. Now get a force of hover MLRS and Disruptors that is sufficient to destroy the base, it won’t be hard, especially with the help of the weeds.

Special note: If you go through the bridge to the northwest of the Nod base, you’ll find a train and Ghost Stalker will enter the map. You can use it to make some damage, and then you need to get it on the train. This will let you into the secret mission: Mine Power Grid.

GDI Secret Sub Mission 9 – Mine Power Grid

If the upcoming GDI attack on the missile sites is to succeed, C4 must be planted at all six power stations. The power grid is well protected, but the train should carry the demolition team and the mutants through the gates and past the guards. If Nod forces discover the demolition ream and sound the alert, take out the power plants by any means available.

Objective One: Plant C4 at the power plants.
(By Shiroko strulovi@netvision.net.il)

That’s a fairly easy mission, it requires as much skill as the first one in the campaign. Wait until the train is stopped and the demolition team gets out. While the Nod forces destroy the train destroy most of them, except the guards on the gate and the tick tanks on the ridges. Take the demolition team north and now is hijacking selection time. You may send the hijacker with Umagon more to the north and to the east, you’ll first find a parking lot with a tick tank and a buggy. If you go all the way top the east you’ll find a neutral (but quite hostile) flame tank. If you wish, you can wait and get a Harpy a little later. Now go to the west, kill the cyborgs and infantry with Umagon and Ghost Stalker, and heal them if needed. Destroy the two power plants. North to those two a Harpy will come, land for some time and go. You can hijack it. Now go to the south, behind the Nod gate. You’ll find the rest of the power plants. Just keep away from the gate and kill incoming cyborgs and infantry. Don’t put units on the powerless laser fences, they may suddenly light and you’ll regret it. Destroy the rest of the power plants and you’re done.

GDI Mission 9 – Destroy Chemical Missile Plant

Nod’s main chemical missile plant is located in this area. It is responsible for the large amount of tiberium poisoning and accelerated mutations of wildlife in the surrounding areas. Destroying this facility will prevent Nod from furthering the acceleration of Tiberium poisoning on the plant.

Objective One: Destroy Nod’s missile silos.

Objective Two: Destroy all Nod forces.

Sub Mission Bonus: Extra mutants will help you.

Sub Mission 2 Bonus: Secondary base eliminated.

Secret Sub Mission Bonus: First line of Nod defenses will lose its power after 30 minutes.

(By Shiroko strulovi@netvision.net.il)

This mission varies a bit if you played it with playing the optional missions before or not. I find it easier without playing the “Destroy Chemical Supply” mission (And because of that also the “Mine Power Grid” mission). There a few differences but the basic moves remain the same.

If you have completed the sub missions you’ll have 30 minutes before the first wall of the Nod base drops. Now to actually playing the mission. Advance with your forces until you get to the crossroad. You’ll meet a few buggies. Deploy your MCV on the crossroads and start by building a steady economy, you have time so I would build 3 refineries (Later 4) and extra 5 harvesters. You have a few stealth tanks around you, so be ready. If you have not completed the “Destroy Chemical Supply” there will be a second Nod base right after the ridges to the east. Take an APC with engineers on a carryall, and simply take it over. There is an Obelisk guarding it, but you can avoid it. Build some defenses to the bridge, a firestorm to attract the enemy missiles. You will have access to all Nod and GDI stuff. So build MSAs, Carryalls and Artilleries. When ready, deploy about 8 artilleries near the first wall of the Nod defenses. You’ll need a MSA to find those, or you can suicide onto them. You’ll find it east to the city. Let the artilleries to level everything. You can use an airforce to aid you. Slowly progress into the area and destroy everything until you get to the second line of Obelisks. Hold there. If you have completed the sub missions you’ll need to build a giant air force. About 4 fighters, 9 bombers, a few carryalls and a lot of jump jets just build a good economy and it won’t be hard. When ready, take the first wall, powered or not, it has no air defense but two rocket infantry. Destroy the secondary Obelisks and hold in front of the Nod base. To destroy the second base I found a funnier way. Hold in front of the base with Disruptors and artilleries if you have. Take an APC full of engineers to the south and then all the way to the east with a few units. Destroy some stuff there and take over the helipads and the stealth generator (Make sure you have tons of power before doing that! More than needed about 6 more power plants when not upgraded). Be ready to place an EMP cannon in your new outpost and then a barracks. Now start taking care of the artilleries they got, they won’t be shooting you because of the stealth generator. Use the EMP cannon to freeze them and bomb them or anything you want. When they’re gone you’ll be able to find the power plants in the northeast. Take them over and over until the base is powerless. Build a barracks near them once you took the first and place defenses to prevent enemy engineers and defenses from bothering you. When the base is powerless invade with whatever you have. They have no air defense or Obelisks, simply destroy anything. If the chemical missiles bother you, you can destroy the western weed field and it’ll damage their missile production.

GDI Mission 10 (Northern option) – Destroy Prototype Facility

Another possible location of the Prototype Manufacturing Facility. Use the mutants to locate the position of the production facility. They must remain undetected. If Nod suspects enemy forces they will cloak their production facility and deploy troops to destroy them. If the mutants can hide from the Nod troops for a short period, then Nod will assume the area is clear and uncloak the base. GDI Dropships will arrive with reinforcements.

Objective One: Using Mutants you must locate the Prototype Manufacturing Facility.

Objective Two: Once the facility is located reinforcements will be sent into help construct a base. You are to destroy the manufacturing facility at this time.
(By Shiroko strulovi@netvision.net.il)

Take the mutants west first and north until you discover the Nod outpost, now get back to where you started and go north near the eastern edge. The reason I do this it to reveal both the Nod outpost and the area you will be building your base. Keep going north and when you hit the edge turn west until you reach a destructible cliff. Destroy it and go up. From now on you’ll be meeting patrols, you may not kill any unit else the base will be cloaked and it will be very annoying. If you are caught by a patrol route try to escape they may leave you alone. Keep going west near the edge, until you reach the corner, still avoiding patrols. Now go south until you find another destructible cliff, but instead go east on the cliffs. You’ll locate the prototype facility and the reinforcements will arrive. Deploy the MCV right between the tiberium fields to the north, where the small forest is. Start building your base, you’ll need at least 3 refineries and 6 harvesters. Once you deploy the Mammoth Mk.II will be sent to you, it will help you a lot in the mission, but if you lose it you can still manage out. Take the forgotten back with you to the base, you may now kill all the patrol routes. The forgotten will help you greatly, you may lose the hijacker and Ghost Stalker but not Umagon, and she must remain alive. Once set up, your first target will be the Nod outpost. Take Umagon from the north and snipe all the infantry there and then bring the Mammoth from any direction to destroy all defenses. Capture the Hand of Nod and the Radar if you wish. You may hijack the APC in the outpost for helping you in the mission. Now more to the west you’ll find two weed fields, west of the southern one (Which I found useful to destroy) you’ll find a Nod outpost, or a part of their main base, I’ll let you decide. It is stealthed so what you do is simply land in the middle of it with an APC with engineers and capture the power plants and then only the stealth generator, so they won’t shoot it and it’ll repeatedly not cloak. The stealth generator will help you widely, and require power so be ready. Build a new outpost next to it, a barracks and perhaps a service depot (another one, you already got one for producing carryalls). Now deploy some MSAs under your stealth and start exploring the Nod base you can. You’ll find another one, you may attempt keeping and capturing all of their stealth generators, which will be very helpful. I found it too hard to accomplish without them destroying my stealth generators all the time so I carried on with less stealth. The problem is obviously the Nod artilleries and SAMs. So your target is a pack of 8 power plants surrounded by a laser fence. There are two packs, the southern is the easier one. Land APCs there and capture all of them. The base will lose power. Now bring Orca fighters and take any artilleries that trouble you, you’ll be under fire but you can still take them. Once the artilleries and power is out. Proceed to destroy the entire base. There’s a lightly armored entrance from the west to the base. If you feel like you can try invading it from there. A note about the mission, you cannot build a Tech. Center and because of that you have limited construction options.

GDI Mission 10 (Southern option) – Destroy Prototype Facility

One of two possible locations of the Prototype Manufacturing Facility. Use the mutants to locate the position of the production facility. They must remain undetected. If Nod suspects enemy forces they will cloak their production facility and deploy troops to destroy them. If the mutants can hide from the Nod troops for a short period, then Nod will assume the area is clear and uncloak the base. GDI Dropships will arrive with reinforcements.

Objective One: Using Mutants you must locate the Prototype Manufacturing Facility.

Objective Two: Once the facility is located reinforcements will be sent into help construct a base. You are to destroy the manufacturing facility at this time.
(By Shiroko strulovi@netvision.net.il)

Take the mutants south, avoid patrols, and if they catch you try running from them, but do not shoot them, or kill them (How can you kill them without shooting?). Don’t hijack a Mammoth tank, it’ll be a waste as they don’t self heal in that mission. You’ll pass through a destructible cliff. Once you reach the corner turn east and go a bit above the edge to the east. There’s a hill with a bridge on it, you need to go on it. Worst case, you’ll miss it and have to come back. Notice where are the big tiberium field south of it, it will be very helpful later. Go on the bridge and keep going in its direction, send Umagon and it’ll reach the ridges and discover the facility, just watch out for the Obelisks. Reinforcements will be sent. Build your base a little to the west from the big tiberium field and start building your economy. You’ll be quite vulnerable in the start if they send a subterranean or artillery assault fast so watch out. If they send artilleries, exploit the chance to hijack on of them, it will turn to be very efficient, but it’s not a must. Don’t let your Mammoth Mk.II to guard the base too tight, and don’t let it to fight tick tanks when those deploy. The Mammoth Mk.II will really ease the later destruction of the Nod base, but can be lost and you don’t have to restart. Ghost stalker can also really help you and you may lose him as well. However, Umagon must survive. Once established lets get to destroying the Nod base, get the first attack move done as fast as possible and then you’ll be wasting most of the time in the mission on a large attack on the Nod base. First get a MSA to where you discovered the facility from, deploy it and start understanding the Nod base. Next get 3 hover MLRS to the same place. Now continue by taking them east and then north, you’ll find a lake with another entrance to the Nod base. On the north area of the beach in the lake you can find walls that go around 6 advanced power plants. Another pack of 6 advanced power plants is south of them, you can see those from the cliff. Now build 2 carryalls, 2 APCs and 10 engineers to load on them. Send one carryall with an APC and 5 engineers to each pack of power plants. Once 5 are captured Nod will lose the power in the base. Build barracks in the Nod base and start producing more engineers and disc throwers to keep yourself alive, capturing stealth generators will widely help you to keep stuff alive. Build component towers and arm them with RPG and Vulcan upgrades. Once enough tanks are destroyed send the Mammoth Mk.II through the main entrance, the Obelisks are out so it’ll be a piece of cake for it. Slowly destroy every part of the Nod base, capturing the construction yard will be a big plus, especially because you can ultimately build the Temple of Nod and get Hunter Seekers to deal with remaining units or simply build a hijacker and Cyborg commando. There’s another small Nod outpost a bit east of where you started, destroy it. Other remaining forces are the patrols. Once all are destroyed the mission will end. Note that some stealth tanks may be caught up on ridges and this can keep you busy for a lot of time. Also, if you destroy the church there’s a small “Tiberian Dawn” style crate to tease you. A note about the mission, there is no access to the Tech. Center, which limits your range of units and structures.

GDI Mission 11 – Weather the Storm

BE ADVISED: Kane is determined to destroy you. He knows the Kodiak cannot lift off during an ion storm and has chosen this moment to attack. The Kodiak must be protected until the storm abates. The storm will interfere with certain types of equipment so expect some malfunction.

Objective One: Protect the Kodiak at all costs.

Objective Two: Destroy all Nod forces.
(By Shiroko strulovi@netvision.net.il)

That’s the hardest mission in the game. It’s extremely hard to establish the base here due to Nod guarding everything with artilleries. Here’s how I got through the first minutes. Deploy the MCV to the west of the Kodiak. And keep your buildings there, this is to avoid the eastern line of artilleries, which will remain intact until later, don’t get close to it so it won’t be triggered. Go south and try to capture the two tick tanks on slopes to prevent them from deploying. Two more tick tanks will come from the north, destroy them as well. When this is done go straight south until you find the tiberium field, it has little guard, destroy them and once done start making a “run for it” south, you’ll find an artillery, or more accurately, the artillery will find you. Get close to it, force it to undeploy and destroy it. Build refineries to the south, and in your barracks get about 5-8 disc throwers. Send them north of your base as fast as possible, they’ll go around from the west. Two artilleries will be coming, you should get in time before they deploy and destroy them when they’re still harmless. Now get back to the base and start building it. You have tiberium in the field you secured and some blue tiberium in the northwest corner. To save money in the start, build and sell refineries in order to get harvesters, try to get a few titans as fast as possible, and keep yourself west of the Kodiak, but watch out, an engineer may come and simply capture it. Your goal is to survive the Nod attacks until you have at least 6 harvesters and a Tech. center. Now build an EMP cannon to the east, and a fleet of disruptors, since no air units are usable, the disruptors will do almost all of the work in the mission. When the EM pulse is ready start moving east, once the artilleries shoot, fire the EM Pulse at them and destroy them plus the forces on the tiberium field. Destroy the Nod harvesters, and continue east to the next field, destroy even more harvesters. Now get a lot of disruptors with a lot of light infantry and a MSA, deploy the MSA and run to the east, you’ll come upon the Nod base. The infantry should run into the Obelisks (There are two) and take them out. The Disruptors will do anything else. An APC with 5 engineers can aid you so you can capture the Nod base. The Nod base won’t be too hard, especially if you limited their economy by destroying enough harvesters. Once the base is gone there are two more artilleries in the southern area of the map and some forces guarding a tiberium field southwest of the Nod base. Destroy them all and you’re done. Just to make a note, you can not operate hover MLRS when in an ion storm, they can still shot, but not move.

GDI Mission 12 – Final Conflict

Impulses scanned from signatures emanating from Cairo suggest Kane will launch his world-altering missile within hours. You must destroy the Pyramid Temple before he has a chance to launch. There are no other strategies.

Objective One: Clear the zone for MCV Dropship deployment.

Objective Two: Destroy the ICBM launchers.

Objective Three: Destroy the Pyramid Temple.

Objective Four: Destroy all Nod forces.

(By Shiroko strulovi@netvision.net.il)

When comparing this mission to “Weather the storm” it is much easier. Only problem is the timers that may cause you to play it more than once. Once started clear the Nod outpost. You shouldn’t lose any units. Deploy the MCV inside the walls. Avoid exploring until the first ICBM is detected, since it may start the timer sooner. Build 2 refineries, and add another one once you have a factory. Also, get two harvesters per each one. Now lets clear the map a bit. You’ll notice it’s small, don’t worry it’ll grow to the south once you destroy the first ICBM or get to the southern edge. You do not want to get the map bigger too soon.  To the west you’ll find a Nod base, holding the first ICBM. There’s a bridge to the west leading to the base, and it can only be repaired on your side. Destroy the bridge to prevent yourself from being attacked, and defend the repair hut, as Nod will be sending a subterranean APC with engineers to repair it. There’s an old GDI base in the northwest corner holding three Mammoth tanks, you can bypass the Nod base with an amphibious unit and get them, but Nod will send too much units and they’ll get destroyed too fast. Now back to the original plan, build your forces, you’ll be taking the first base using carryalled forces and a lot of bombers. You’ll need the following, an EMP cannon built as much as possible to the west, so it’ll reach as much as possible of the Nod base. Build bombers, get to 6 of them while also getting an APC full of engineers, a Mammoth Mk.II and extra disruptors depending on how much forces are lying in the Nod base. Send the bombers for run over the Nod base, constantly. Take down SAMs with bombers (While they’re shut down by EMP) and kill rocket soldiers. The ion cannon will help as well. A hover MLRS can also attack buildings from the north of the base without being hit. When time is growing short and you’re ready, make sure no artilleries are in the Nod base (They can be easily taken out) and EMP as much as possible in one pulse. Land your forces in the northeast corner of the base. Right next to the deployed ICBM, start destroying all, you must capture the Nod buildings, else the second base will be very annoying. Once the fight is progressing reveal the Mammoth tanks and use all of your four mammoths to kill anything in site. Destroy base defenses with all of them and capture it all. And only then blow up the ICBM. Once it is destroyed the map will expend and a multi missile will be launched immediately towards your first base. By this time of the game you should have a firestorm wall to the southeast of your base, turn it on. This will stop the missile (Because the AI aims them at the firestorm). Build 4 artilleries (Using the Nod factory), a MSA and a few repair bots (This will really help) . And go south from the second base. You’ll reach water, and a little below you is the second Nod base, it is stealthed and located on an island with no ground entrances but a destructible cliff leading to a beach in the south. Best way of invasion is deploying the artilleries and MSA close, then reveal the area with aerial units and start bombing stuff. Once some stuff are cleared land an APC on the island and send engineers to capture stuff. Destroy remaining units, capture remaining buildings and destroy the second ICBM. This leaves the southeast corner with the last Nod base and the last ICBM. Is has the coast part and the island part. The island can be revealed with amphibious units coming from the north. It holds the high-tech stuff and only a few SAMs. The coast part is the heavily defended base. Build a MCV (You should have enough money) and deploy it a little to the east from the city north of the base. Build an Obelisk, put the Mammoths and artilleries there and simply destroy everything that comes out. Build another EMP cannon with range. Start packing your forces in the entrance, as some point explore the base using, preferably, a stealth tank and find the Obelisks, destroy the with artilleries and destroy all that remains. In the meanwhile take an APC with engineers and carryall the mammoth Mk.II to the island, destroy everything over there and capture all the cool buildings (Which have no use but it’s fun). Destroy all remains of the Nod base. The last ICBM is in the southeast corner of the base, if you can find it out you can use the ion cannon to destroy it and remove any pressure, if there is one. That’s it. Once all of the Nod are destroyed the mission you’ll end and you’ll finally find out the ending. Have fun…

(By Shiroko strulovi@netvision.net.il)

Here’s another interesting way to make this mission much easier. Destroy the Nod outpost and go with your forces and the MCV to the west pass the bridge, the first Nod base is there. Now avoiding the Obelisks go to the north right after the bridge and get to the power plants of the base, destroy them and deploy your base there. Once the base is low on power send a unit to the west where it’ll find the three Mammoth tanks, which will use as a defense for you. You can easily take the first base undefended like that, not to mention a lot of free time if you keep the ICBM alive and not destroy it right away. The Nod base will start producing units once you deployed your MCV, so it is preferred to take the power first. With both Nod and GDI units right away this mission becomes way easier.

6.2 – Brotherhood of Nod walkthroughs
Nod Mission 1 – The Messiah Returns

Hassan is determined to stop you at any cost. He has pursued us back to a small base near his HQ. We must fend off his assault and build a Tiberium Refinery so we have the means to strike back.

Objective One: Get production online by building a Tiberium Refinery.

Objective Two: Destroy all of Hassan's Elite Guard.

(By Shiroko strulovi@netvision.net.il)

Well, this mission doesn’t require a brain. Wait until control is established and start building infantry and a refinery. Destroy the first subterranean strike and get your forces north since a buggy will be coming from there. Next destroy the second subterranean strike and get some forces to destroy the enemy while some soldiers are left in the base to kill incoming forces. The refinery will supply you extra money for more forces. Destroy all forces to the north and south.

Nod Mission 2 – Retaliation

Hassan spreads his propaganda to the Brotherhood through a nearby TV station. With the Brotherhood in chaos, the opportunity to divide Hassan from his followers presents itself. Capture the TV station and those once loyal to Kane's technology of peace will return to the fold. And as for Hassan's pathetic guards - crush them.

Objective One: Capture the TV station to the east.

Objective Two: Destroy Hassan's Elite Guard.

(By Shiroko strulovi@netvision.net.il)

Deploy the MCV next to the tiberium field and build up your base. Get two refineries and later on two more harvesters. Build forces of every kind of unit you can (Not such a big selection). You’ll need at least two engineers, but build about five. When you have some forces send most of them east to the Nod base, and a few soldiers (With several rocket infantry), two-three buggies and the engineers north. You’ll get to the bridge and Hassan’s forces will destroy it. Go to the bridge, destroy the laser turret using your rocket infantry since they can outrange it. Repair the bridge by sending an engineer to the repair hut and go through it to the TV station. Capture it and wait until the reinforcements arrive and betray Hassan. Invade the base after you destroy the laser turrets in the gate while the reinforcements destroy the within, the forces from the north can also enter the base and with the engineers take useful structures, they will sell all buildings once the Hand of Nod is captured. Once you destroy it all and head to the southern base. There’s a very small entrance to it so it’ll annoy you if you bring a lot of forces. Start destroy the base, there’s a destructible cliff to the west of it, and after it you’ll find a “heal all units” crate.

Nod Sub Mission 3 - Free Rebel Commander

We have become aware of an imprisoned commander in this region who WAS loyal to Hassan. Free him and his forces and they should be sympathetic to our cause - and help in the capture of Hassan. The commander may have information vital to Hassan's movement.

Objective One: Locate and free the Rebel Nod Commander.

(By Shiroko strulovi@netvision.net.il)

Once battlefield control is established head south with your forces. You’ll encounter three soldiers of Hassan’s elite guard and a GDI pilot. Kill Hassan’s men and the GDI pilot will jump onto his Orca bomber, he’ll then use it to destroy a deployed tick tank in the other side of the tunnel and leave the map. Blow the sandbag wall and go through the tunnel. In the other side of it head east and you’ll find a Nod base, kill the forces there and blow the trucks to free some captives. Use the engineers to capture the refinery (with harvester), power plant and Hand of Nod. Build 2 more engineers and capture the silos. Build some more forces, you’ll need some extra light infantry, five or more rocket infantry and 2-3 engineers can always help. Now go west to the valley and go up on the other side, then go north and you’ll find a laser turret in the corner of the Nod base, use the rocket infantry to blow it up without it shooting you back. Now make a hole in the wall and go in, the prison camp is just next to you. Kill the incoming forces and the laser turrets, or simply blow up the gate to make it short and more painful. Once the gate is destroyed the prisoners will be freed. The rest of the enemy will come hunting you, kill them and capture the construction yard. Once you have it you can start building lasers to slow the enemy. Go back to the starting point the way you came. A harpy is waiting for you there, load the commander on the harpy and you’re done.

Nod Mission 3 – Destroy Hassan’s Temple

The Infidel, Hassan, has been tracked to this region of Cairo. Build a base and eliminate this would-be pharaoh, the pretender to Kane's throne.

Objective One: Cross the bridge and destroy the enemies on the far side.

Objective Two: Deploy your MCV and begin building a base.

Objective Three: Locate and destroy Hassan's Temple.

Sub Mission Bonus: Extra reinforcements arrive with friendly subterranean APCs.

(By Shiroko strulovi@netvision.net.il)

Take your forces and kill the guards on the bridge, advance over it, but keep yourself grouped. Once you reach the other side an engineer will go to fix the bridge so the attack buggy can warn Hassan. If you can catch it on time, it’ll be better. Destroy the enemy units on the other side of the river and the MCV will be sent. By the time the MCV reaches the spot for your base you should clear all forces and get yourself some buildings with engineers, guard your subterranean APCs if you get those for completing the optional mission. Build your base close to the tiberium field on the southwest, it’s the only tiberium available for you through the mission, you might wanna place some units to leave some tiberium so it could grow again. The first objective in my opinion will be the western base. It is fairly easy to capture. Scout it with a bike, even though it’s not important. Advance from the south, destroy the tick tank and get your own forces to destroy the rest from the inside while taking over everything useful. Now to the main objective, send forces through two directions. One is the bridge east of the pyramids and the other one is through the north edge. Invade the Nod base, you’ll find Hassan’s temple right on the entrance, it is guarded, but carefully placed units can destroy the lasers around it, or you can provide a decoy for an engineer to run into it. Once the enemy will lose the temple, Hassan will attempt escaping in a chopper, just enjoy the cool looking scripted events.

Nod Sub Mission 4 – Blackout

Taking out this weak position of GDI forces will allow us to reclaim our Sarajevo temple without interruption. Move in under the cover of an ion storm - while GDI's communications will be down. Take out the Radar Facility before the storm abates.

Objective One: Locate and destroy the GDI Radar Facility before the ion storm ends.

(By Shiroko strulovi@netvision.net.il)

You got 90 minutes, which is more than enough, but still this seem to be rather hard mission due to the opponent APCs and lack of walls. First thing, take your MCV to the west and deploy it next to the bridge. Build your base up there. Get 2 refineries on the start. Avoid becoming offensive too fast, and build 4 lasers to defend the bridge. GDI APCs will be landing on shore right below where you started, try getting there defenses fast. Now you may ever skip this step or not. Get the component towers on the other side of the bridge with tick tanks and with a good amount of cyborgs and running over kill the GDI infantry and capture the GDI base. It can aid you quite a lot. Now, build a force containing the following: 3-4 engineers, 3-4 tick tanks and 5-6 cyborgs. Get them to the southeast corner and from over there keep on going north, you’ll find two ruined low bridges, the northern one can be repaired. Repair the bridge and send your force through it, on the other side is a branch of the GDI main base. Destroy the units here and capture everything. Below the cliffs and to the west is the GDI radar, send your forces on a rampage to it, an engineer could easily make it and capture it. Mission accomplished.

Nod Mission 4 – Eviction Notice

GDI has secured the Holy Ground the temple rests on. Your objective is simple, locate it and remove the GDI incursion. They are not expecting any Nod forces, so the element of surprise is yours. The temple and its knowledge must remain intact. One vision, One purpose!

Object One: Locate the Temple of Nod.

Objective Two: Destroy all GDI forces.

Sub Mission Bonus: GDI reinforcements disabled.

(By Shiroko strulovi@netvision.net.il)

Deploy the MCV between the tiberium field and get your base with 2 refineries and 5 harvesters. While building up your base, send one-two buggies south while they are stuck to the east edge, once the GDI outpost detects you Move south fast and start shooting the pickup truck on its way. It’ll reach the GDI outpost in the southeast and the driver will come out so he can call an engineer to repair the bridge. Destroy a part of this process, the engineer is not recommended, the driver is a good target and it goes for the pickup truck as well. Once this is blocked you’ll have a much easier mission as no GDI amphibious APCs will come to you through the river. Now your problem is the constant GDI infantry, destroy with your tick tanks the component tower first and use cyborgs on the tiberium field as your main defense. Once you got a fine amount of them take two engineers and attack the southern outpost, capture the refinery (with harvester) and the barracks and destroy the rest. Now build a formidable attack force containing a big infantry amount (with medics), 5 engineers and a big tick tanks force. Take this force over the bridge and then go north, at some point you’ll find a component tower, to the west of it is a train blocked by a recreational vehicle. Destroy the vehicle and the train will destroy the component tower. Now go south more until you reach the GDI base, if you got 10 tick tanks and 10 cyborgs you should have enough to win easily. Destroy all the GDI forces and in the northwest corner you’ll find the temple, send a tick tank to reveal it. Once all GDI forces are destroyed and the temple is reclaimed the mission will end.

Nod Mission 5 – Salvage Operation

The alien craft is located in this region. FIND IT! The area is infested with GDI, so stealth would be to your advantage. Once the craft is located get an engineer inside to retrieve the Tacitus. And, should you encounter Vega's forces - consider them expendable.

Objective One: Locate the crashed UFO and retrieve Kane's artifacts.

Objective Two: Stop the transport of the Tacitus at all costs.

(By Shiroko strulovi@netvision.net.il)

This mission will require a few attempts, since it’s not too tactical and more kill n’ run it is quite simple to accomplish once you know what to do. When starting make the enemy infantry come into the train and get run over then kill the rest, go north and go on the northern bridge ignore the infantry and run away from there to the next bridge (Follow the Magnetic Levitation railway). When you’re almost passed it send one light infantry, a titan will shot it. Use the soldier to draw the titan to the north and on this time send your units without stopping through the railway path. Ignore the soldier team and pass the two wolverine with the vehicles, then shoot them and run away to make them come after you. Run with all of your forces south once your below the ridge (depart from the railway). Take only one engineer straight east, the Scrin Ship is lying there, capture it. Now the forces going south should stop for a minute and destroy the wolverines, they should be able to do it. After you pass the broken bridge you’ll find a ramp to go on the eastern cliffs, there you’ll see Vega’s base. Capture stuff and get more soldiers while waiting for the train to arrive. Once the train has arrived destroy the cargo car and pick up the Tacitus.

Nod Mission 6 Northern option – Capture Umagon

You must reach the medical colony in the region without being prematurely detected by GDI and forcing a base evacuation. To prevent this, consider first destroying the three sensor towers protecting the base. Our new artillery unit should be sufficient for the job. Once inside the base, the capture of the mutant female should be easy.

Objective One: Find and destroy the GDI sensor towers without getting too close and getting detected by them.

Objective Two: Once the towers are destroyed, move on the base and capture the medical colony before Umagon, the Mutant, can escape.

(By Shiroko strulovi@netvision.net.il)

Destroy the incoming wolverines and deploy quite close to the bridge, use the artilleries to clear all near forces while building up your base, get two refineries and four harvesters and now hunt the MSAs. First, harvest a tiberium cell on the east of the first field you encounter, then deploy an artillery there and destroy the first MSA. Second, get an artillery over the bridge in the north and deploy it to destroy the northern MSA, now get some more varied forces. Advance and destroy the third one. Now that you see all of the map you have little more to do. Deploy west to the northern GDI outpost and start shooting stuff over there, when the drop ship arrives wait for Umagon to board the train and then shoot the train, stop the locomotive or but it into two parts. And you’re done! Very simple mission.

Nod Mission 6 Southern option – Capture Umagon

The mutant female may be trying to reach the underground railway system located in New Detroit. Move in and control the station before she arrives. If she boards the train then it must be stopped. This may be our last chance at capturing the abomination.

Objective One: Locate the train station in the area and capture it before

Umagon flies in and boards the train to escape into the underground.

Objective Two: If Umagon boards the train before you have captured the station then you must stop the train before it leaves the region. Destroy the locomotive and we will be able to capture Umagon.

(By Shiroko strulovi@netvision.net.il)

Deploy your MCV between the two tiberium fields and start building up the base. As much a it is tempting, avoid exploring the city it’ll just cost you in men. Build up one-two lasers and some rocket soldiers as defense. Now build a decent force, it should contain 3-4 Tick tanks, a good amount of rocket and get 4 engineers with it. Go to the northeast direction of your base, repair the bridge and continue to the north after it, when at the edge go west. You’ll find a GDI outpost, destroy all the guards and get the barracks. Now start building endless disc throwers (and medics) while bringing tick tanks from the south (Or you can build a new factory at the outpost). 4 harvesters can support this kind of production. Go to the west of the outpost and you’ll come across the railway, find the eastern tunnel entrance and wait there. You’ll need to wait until the timer (starts and) stops and then Umagon will arrive, board a train and come right to your hands. Simply destroy the locomotive or a passenger car to hold Umagon. Done. The artillery is best for base defense, but bring it north can be quite fun during the ten minutes. Also watch out for 2 bombers going for your radar as soon as Umagon’s dropship arrives.

Nod Mission 6 (Part B) – Sheep’s Clothing

Control of the mutants is in our grasp. Their headquarters is located to the north of your drop-off position. The units you will need to implicate GDI in this deception can be obtained by capturing the rest of the GDI base that you will start in. Do not mar the Brotherhoods name any further. Allow the blame to fall squarely upon Solomon's shoulders.

Objective One: Capture the enemy Construction Yard awaiting you.

Objective Two: Use GDI units to destroy the mutant's base.


(By Shiroko strulovi@netvision.net.il)


Capture the construction yard and sell the gate with all of the walls. There’s no use for them. Now build two refineries and four harvesters and start planning your offensive. Get infinite titans with infinite disc throwers, some medics will help. Once ready send the titans and 2-3 disc throwers east, destroy the mutant outpost there, watch out for the three fiends they release. Destroy the base and advance to the north, in the meanwhile. Get an amphibious APC, first load an engineer and cross the river to repair the bridge in the north, this will shorten the path for your titans. Next load 5 disc throwers, and take them straight north, unload them after the river next to the destructible cliff. Obviously you should destroy it and keep going to the north, your disc throwers should be able to beat the mammoth tank, but some aerial support is recommended. Keep them away from each other so it will take longer to kill them. Get 10 more disc throwers over there, along with 2-3 engineers and go to the east. You’ll encounter another mammoth tank guarding the entrance to the mutant base. Destroy the mammoth, and bounce discs from the ground in an angle that you could destroy the mutant gun turret. Now invade the base, capture their construction yard and wait while you perform the attack from the other side. Now back to your titans, they will advance to the mutant base and harpies will start hunting them. Go to the east and you’ll be able to shoot the helipads. That’s your only way to stop the harpies. Once the harpies are gone, destroy the gate and enter without being shot by the obelisk, meet with the disc throwers after the gate, capture the Hand of Nod and continue east avoiding the obelisk. You’ll find a mutant gun turret and after it some SAMs circling the mutant headquarters. Destroy the HQ (Small blue civilian building), Tratos will come out and surrender. That’s it. Now just for general knowledge, here is the forgotten arsenal for this mission:

One of the normal mutants is armed with bazooka missiles.

Cars are armed with the buggy’s raider cannon.

Pickup trucks are armed with the wolverine’s assault cannon.

Recreational vehicles are armed with the hover MLRS rockets.

School buses are armed with the titans 120mm cannon.

The mutant gun turret/observation tower is armed a Vulcan cannon.

The solar arrays produce an amount of 200 power each.

Nod Sub Mission 7 – Escort Bio-toxins Trucks

Nod forces were recently forced out of this area. However, spies report that the Nod bio-toxin facility has not yet been destroyed by GDI troops. The Cyborg Commando and his team should be able to slip through the main GDI force and recover two tankers full of bio-toxin - provided we act quickly.

Objective One: Locate the bio-toxin trucks.

Objective Two: Escort the trucks to the checkpoint east of the base.

(By Shiroko strulovi@netvision.net.il)

This is a fairly easy mission. Follow the green soldier to his death and kill the GDI infantry there with the cyborg commando. Destroy the titan on the bridge, without standing on it with the commando, that’s a nice way to lose this mission. Once the titan is destroyed, repair the bridge and continue on the dirt road starting after the bridge. Follow the road until you reach a hill, watch out for the meteors and continue, kill infantry on the way with the commando. When you reach the crossroad turn west and keep on the road until you come across a paved road and the old Nod base. Heal the commando at the hospital and take the trucks with you, straight east. When you reach the GDI outpost, destroy it all with the commando, it should survive it easily, move through the outpost east with the trucks, get them to the eastern edge of the map and you’re done.

Nod Mission 7 – Destroy GDI Research Facility

The research facility in this sector must be destroyed before the GDI scientists perfect their Tiberium reduction technology. If Nod forces are to establish a base in the area, the GDI patrols must be eliminated. The mutants may prove to be useful allies.

Objective One: Contact the mutants

Objective Two: Clear GDI forces away from the tunnel and main road.

Objective Three: Locate the research facility.

Objective Four: Destroy the research facility.

Sub Mission Bonus: Free Multi-missile

(By Shiroko strulovi@netvision.net.il)

That’s a fairly long and boring mission. Take the informant straight north to the hospital, kill the GDI soldier and the mutants will come to aid you. The mutants will follow you, try to keep the informant at the back and always aim at a target so the mutants will know what to do. Go west and when you find the church blow it up, it holds a money crate. Keep going to the west and then north to the tunnel. Kill the infantry in the west entrance and go through the tunnel and destroy the titan on the other side. The MCV will arrive deploy it above the tunnel, that’s the optimal place. And start building your base, you’ll need four harvesters with two refineries. Now get an assault force. It has to contain  a subterranean APC with 5 engineers and artilleries with repair bots, some rocket infantry can assist. Attack the outpost to the east with artilleries, split them to two waves. Deploy one wave and get the other one in front of it. Now deploy it and keep approaching the base like that. Send the APC with the engineer and capture the silos, refinery and barracks. Now keep going to the north from there, with the artilleries, you’ll need some rocket infantry against the Orcas. Destroy the defenses and go to the northeast corner, destroy the research facility there. That’s it. A note in the mission, going to the middle western edge will trigger the infinite mutant reinforcements that won’t be useful, but nice.

Nod Mission 8 – Villainess in Distress

The Cyborg Commando has been sent in to retrieve you. Once free, rendezvous with your rescue team to the south. Use them to locate and free Oxanna. She will soon be transported to the main GDI facility, optimal chances for success rely on obtaining her before she is transported. After she has been freed, commandeer a GDI transport to make your escape.

Objective One: Locate and free Oxanna.

Objective Two: Steal a GDI transport to make an escape.

(By Shiroko strulovi@netvision.net.il)

Wait until the scripted events end and take all of your forces south fast. Bring the tick tanks over the river. Watch out for the ice. Deploy the tick tanks and wait for the titans with the cyborg commando. Destroy them and go a little to the east to the road. On the road go south until you find the railway, go southwest with the railway and wait until you get a message Oxana is being moved to the main GDI base. Destroy the bridge (Use the cyborg) and wait for the train. Now load Oxana, yourself (Slavick) and the commando no the APC and dig towards the transport in the south. If the commando is heavily damaged stop the at the tiberium field north of the transport and heal the commando there. Get behind the transport, destroy a tower and clear the area, load onto the transport and escape.

Nod Mission 9 Northern option – Protect Waste Convoys

The road through this sector is a vital supply link. If a foothold is firmly established and a Tiberium Waste Facility is built, Nod chemical missiles can be launched from the region. The GDI base in the area has no defense against the missiles, and can be destroyed at your leisure once the waste convoys start arriving.

Objective One: Establish a base and build a Tiberium Waste Facility

Objective Two: Destroy the GDI base.

(By Shiroko strulovi@netvision.net.il)

Deploy the MCV where it starts and start building your base, two refineries with four harvesters will do for the mission. Build the waste facility isn’t that useful but do it anyway. When building your base think about air defense and get stealth generator to block the bombers easily. Build a lot of artilleries with some repair bots. Once you got the waste facility the road will be revealed, clear it with artilleries, watch out for them disruptors, they’ll be causing a lot of trouble in this mission. Take them with big amounts of artilleries and spread out rocket infantry. Once the route is clear let the weed eater unload in your waste facility and once unloaded use them for cheap scouting, send them on a suicide run around the map. There are three barracks outposts of the GDI, one in the northeast corner, one in the southeast corner (next to the city) and one west to the main GDI base (Which is in the middle of the northern edge). Attack and capture the barracks, they can help you. Once you cut them off park your artilleries in front of the Nod base and simply annihilate it. The only problem is the bombers, so attack from the southeast of it, so you can destroy the pads right away. To reveal targets in the base send the weed eaters, they do a great job in finding what you need. Once all of GDI is destroyed the mission will end.

Nod Mission 9 Southern option – Establish Nod Presence

The Nod base in this sector has been overrun by Tiberium life forms. Weedeaters have proven to be effective against the Tiberium creatures, but we must move reinforcements in quickly before the base is completely destroyed. Once the situation has been stabilized, the GDI base in the area must be eliminated.

Objective One: Locate and secure the old base.

Objective Two: Destroy the GDI base.


(By Shiroko strulovi@netvision.net.il)

Take your force with the road and turn north once there’s a small hill, you have to fight a hover MLRS and a titan, then keep going north until you find a low bridge. On your way you’ll have to fight two disruptor tanks, deploy your tick tanks and let them fight those, since the disruptor tank aren’t very useful against their armor. Cross the bridge and keep going with the paved road until you can go onto a dirt road, use it to get to your base. When you get to your base repair everything and build another refinery and four harvesters. Once your economy is stabilized start getting artilleries and you may also want 2-3 more weed eaters to reach a maximum output of chemical missiles that can make this mission easier and certainly much more fun. Once ready take 4 artilleries and a bike (or any other scout unit) and bring them back over the low bridge, continue north from there and destroy the small GDI outpost, you may capture the barracks to help you. Now siege the entrance to the main GDI base with artilleries, it is to the west of where you fought the disruptor tanks in the start. Get a devil’s tongue and a subterranean APC (with 5 engineers) to where you started  at and go to the west from there, when you find the cliff pass it with them and then go north, you’ll find the GDI power plants, capture/destroy them and establish some defenses over there. With a hand of Nod built into their base you’ll have little trouble taking over it, use the artilleries from the other side. Once done send some units north of the power plants, there’s a small GDI base that you need to take out. Finally, in the southeast corner there’s the GDI airbase, bring some artilleries to it and send a stealth tank to scout the area, I suggest simply losing some artilleries to the bombers instead of attempting to build a lot of rocket infantry. Destroy this base, your chemical missiles can be a nice way to destroy the bombers if you scout it first with a stealth tank and that’s it, you’re done. A note about the mission, not a lot of defense are needed and four artilleries can defend against any ground threat in the base, build a stealth generator to prevent the GDI bombers from attacking your base.

Nod Mission 10 – Destroy Mammoth Mk.II Prototype

GDI is set to test the prototype of their new weapon, the Mammoth Mark II. It is vital that we sabotage their production of this monster as soon as possible. Before we can do that however, we need to know where the test is being held. Send a Chameleon Spy into one of the Radar Facilities. The coordinates to the testing ground should be stored there. Be careful of the patrols in the area - we have only one spy available. Once we have the location of the test, construct a base and destroy the prototype. You now have access to the new Banshee aircraft, which should prove useful. Destroying the remainder of the GDI base is at your discretion, but the Mammoth MUST be destroyed.

Objective One: Spy on one of the GDI Comm Centers.

Objective Two: Destroy the Mammoth Mark II prototype.

(By Shiroko strulovi@netvision.net.il)

Take the chameleon spy across the bridge and start heading north once the paved road ends, straight ahead there’s a GDI upgrade center to infiltrate. Avoid the GDI patrols and don’t get near them. Once done, watch the test and then take your forces across the bridge and head a little more to the north, deploy the MCV so you’ll have a good access to both the lower blue tiberium field and to the green tiberium with the blossom tree above it. To the north there’s a civilian village, you can destroy the church in it and you’ll find a money crate. Build up your base, get three refineries with six harvesters. Build up defenses consisting of artilleries. Air defenses aren’t required, but keep an engineer free in case they rush an APC with engineers. Deploy artilleries on the bridges, they’re quite far from the base. You can capture any of the three upgrade centers to build a base next to them, one is north of your base, one is east of that one (after the bridge) and the last one is east of the south bridge. Now it’s time to get offensive, get banshees, 4 can do but I recommend 5-6 of them. Also get a few devil’s tongue. Send one of them to the cliff above the test area (There’s a cliff there, you can only see its edge) and reveal the north edge at that point. Now send them all to northeast of the test area, there’s a short paved road that in its end lies the Mammoth Mk.II with some defenses, reveal it using the devil’s tongue, this can be done with two and constantly digging again and coming out in the other side. Once the Mammoth Mk.II has been revealed send your banshees through the north point that has been revealed earlier to destroy the Mammoth, and you’re done.

Nod Mission 11 – Capture Jake McNeil

Jake McNeil, brother of one of GDI's commanders, will be leading an inspection tour to a small GDI outpost in this area. His knowledge of GDI activities could be of great benefit to Nod's cause. Capture the GDI outpost with engineers, then disguise the base as GDI's and wait for Jake to make his inspection. When the signal is given, use the Toxin soldiers provided to "persuade" Jake to join Nod's forces. Once he is under our influence, EVAC him at the designated site.

Be very careful not to alert GDI until we are ready to strike. If they detect Nod forces in the area, they will surely try to evacuate Jake. If GDI is alerted, be sure to get to Jake before he can leave the area.

Objective One: Capture the GDI outpost.

Objective Two: Capture Jake.

Objective Three: EVAC Jake at the specified location.

(By Shiroko strulovi@netvision.net.il)

Load the toxin soldiers on the APC with the free room and start heading west. Simply head west while stay next to the southern edge. On detail, leave the dirt road when you can, avoid the spotlight by passing one APC at a time and pass the abandoned civilian structure until you find the collapsible cliff (Hard to notice it) and you’ll get to a back entrance into the Nod base.

Nod Sub Mission 12 – Illegal Data Transfer

GDI has stored the firing codes for its Ion Cannon in three separate Comm centers. The centers are isolated in a valley and poorly guarded. We do not have the forces available for a full-scale assault. However, a small infiltration team led by the Chameleon Spy has a reasonable chance of success. Once the Spy has the codes, he must be evacuated safely.

Objective One: Infiltrate the Comm centers and steal the codes.

Objective Two: Evacuate the Chameleon Spy.

(By Shiroko strulovi@netvision.net.il)

Take the team north and when you see the GDI patrol escape it and wait until they turn back. Now follow them until you find a collapsible cliff to the east, collapse it and infiltrate the upgrade center beyond it. Now go to the northwest corner, preferably destroy the MSA there. Go through the collapsible cliff above the MSA and go east through the village. After the village is the second upgrade center infiltrate it as well. Now destroy the next collapsible cliff east of the upgrade center and scout the road beneath it. Wait until the GDI patrol passes there and keeps on to the west and make a run for it east Watch out as there are two GDI patrols in this route. Keep going with the road until you find some ammo crates, destroy the cliff below them and send the chameleon spy to infiltrate the upgrade center below it. Now take all of your team and keep going on the road until you reach the eastern edge. Go south while staying close to the eastern edge and keep doing so until you reach the southeast corner, watch out for the tiberium and try to avoid it. Once you reach that corner turn west and go straight towards the subterranean APC, avoid shooting the GDI harvester. Load the chameleon spy on the APC and you’re done.

Nod Mission 12 – A New Beginning

In order for our ICBMs to shoot down the Philadelphia, they must be able to triangulate the station's position. Our spies have placed beacons at the optimal deployment locations. Once the launchers have been moved to the beacons, the station's fate is sealed and the Temple of Nod may be built. Move with all due haste. If the Philadelphia is able to complete three orbits, it will lock onto our position and destroy Kane's plans.

Objective One: Deploy ICBM launchers at the three beacons.

Sub Mission Bonus: Ion Cannon accessible

(By Shiroko strulovi@netvision.net.il)

That’s a fairly though mission, due to the one hour timer that starts some time after the mission starts. First thing you do is send the MCV to the west until you get very close to the blue tiberium there, deploy it and start popping out refineries, 3 refineries and 6 harvesters will do for the start, 8 harvesters are needed later. Keep in mind you gotta keep pumping out units so you don’t want to get stuck in the middle of the mission without money. Destroy the hover MLRS units around your base, and just to be safe don’t deploy the first ICBM right away. Get four artilleries to defend your base and keep pumping artilleries, rocket infantry and some subterranean APCs and repair bots. To the east of you, on the southern edge is a small village. If you destroy the church there you can find a crate holding $2000 credits. Once you ready (Got a cyborg commando, reasonable forces and a missile silo) start advancing on a straight route towards the second spot. When you cross the bridge there send four artilleries and some rocket infantry to the second spot and let them guard it once the ICBM deploy, the rest of your forces send right north towards the GDI base. You should find a collapsible cliff there, park the artilleries just below it and waste down the base. You might wanna keep the war factory and tech center online because capturing them will give you access to disruptors and a Mammoth Mk.II. Once settled in the GDI outpost take all of your forces (Should contain 12 artilleries at least now) and go north from the outpost, park in front of the main GDI base, some scouting units could help. Start destroying the base and get the last ICBM behind you, invade the base with your elite forces and get to the northwest corner of it, destroy all defense there before sending the ICBM to deploy over there. That’s it, you can enjoy the movie now. But a few notes: Ghost Stalker and Mammoth Mk.II are buildable if you get the right structures. There’s a GDI base to the southeast, I think it’s quite hard to destroy it as well. Invading the GDI main base from the west is quite stupid as the bridge there will collapse endlessly from the RPGs and last: keep rocket infantry around, the player might get into a jump jet insanity.

7.0 – Multiplayer Strategies
The following section is devoted to the art of beating your opponent in multiplayer games.

7.1 – The basics of a multiplayer game

Unlike missions, the multiplayer game has different rules. It is played differently, and a good mission player won’t have to be a good multiplayer player.

In a multiplayer game everybody starts with the same stuff, a MCV and some forces. Unlike missions you won’t be attacked by simple teams, the opponent’s attacks are all thought over by a human brain. This results in a smarter game of actions and reactions. There are two main types of  offensive actions the opponent will use against you, the first one is strikes. A strike means an action which purpose is to accomplish a target. The target is mostly small, like knocking out an harvester or blowing up some forces that are guarding, but sometimes targets may be considered big, like capturing the construction yard or other critical structures. Examples for strikes are engineers landing in your base, recon bikes terrorizing your harvesting procedures or bombers hunting down units. The other type of action is an attack, an attack is similar to a strike, except its target is complete annihilation of an opponent. An attack isn’t necessary made out of a lot of units. An attack can sometimes be one Mammoth Mk.II dropped in the enemy base in order to annihilate it all. Some actions are not any of these both, they may ever be complicated traps, which are very similar to strikes. Or they may be useless and pointless events, which have absolutely no purpose. 

7.2 – General strategies
The following strategies fit both sides.

Light Infantry Rush – With the disc thrower rush tweaking in V1.13 the light infantry rush is a possible answer when the unit count is low and you want a nice lame out of battle. Simply build a lot of light infantry and send them straight to the enemy base. I really recommend at least one engineer with them. There’s no brain needed to stop this, use some disc throwers or cyborgs and they’ll butcher this tactic apart.

Engineer Rush – A nice lame way to shorten a tournament game with a low unit count, build a barrack fast and some engineers and send them straight to the enemy base to capture structures. Can work quite well some times actually. You can try bringing them from the behind later on.

Harassment – A very nice way to spice your normal big attack against the enemy is an instant strike in several fronts using the advantage of surprise. This includes attacking both his harvesters and his bases at once. IF you can take out the radar right before you do it and you’ll have big advantage as the enemy will be having trouble finding all fronts. You can then easily use the fact your opponent can maximum handle 2-3 fronts and give you a great window to send engineers into his base. Works great if set up right and you use the bookmark shortcuts to help you. If you really for of such an idea, don’t forget the V’ key to go to the last EVA/CABAL announcement area and bookmark your tiberium fields. You can also have two radars, but this is stupid.

Visceroid rush – This is a hard to perform but very effective tactic I saw once in a forum. Build a lot of light infantry and go to a tiberium field next to the enemy base. Now start moving them infantry on it endlessly and turn them into visceroids. If successfully done you’ll have an adult visceroid next to the enemy base for every two dead soldiers. If you wanna make sure the attack the enemy’s base shot them and run into his base forcing him to shot them and they will react. No player can successfully beat a large number of adult visceroids early in the game. Only way out of it is luring them out of your base and bringing them to the enemy base.

Offensive EMP – It’s late in the game, the enemy’s base is heavily defended and unreachable. There’s one neat way of giving you a window to attack and that’s the EMP cannon. Have a ready EMP cannon to deploy and a charged one in your base. Then get a MCV (On carryall if possible) close to the enemy base. Have is deployed and place the EMP cannon right away, now blast the enemy base and make yourself a giant defense hole that will allow you to attack the base. If you need to block this tactic get an EMP cannon ready in your base and look for an enemy MCV incoming,  the moment it lands EM Pulse it yourself and you’ll have enough time to destroy the MCV before ti deploys (Or you can EMP the enemy’s EMP cannon).

Tank rush – Tank rushes are not as useful as before but still can be used. If you build a lot of titans or tick tanks (Using starting cash) and get them fast to destroy enemy structures and harvesters you can slow him stop him for good. This can be easily countered by an EMP cannon or by soldiers.

7.3 – Global Defense Initiative strategies
The following strategies can only be done with GDI.

Disc Thrower Rush – Very efficient strategy before the 1.13 patch. Now it’s a bit harder but still very efficient if the player is skilled. Build a barracks first thing and start pumping disc throwers until a nice group is achieved. Now attack the opponent. Try spreading your forces so they won’t all blow at once and you’ll lose it all. No unit of the early game can stand against disc throwers. You have to act fast for this one though. To defend against disc thrower rushes get harpies or your disc throwers. Kill them on they way and don’t let them spread, when grouped they’ll die too fast.

Mammoth Stomp – The Mammoth Mk.II is a deadly offensive weapon that can level an entire base fast, or at least destroy the key structures. If you start with maximum credits you can build only one refinery on your way to building the Mammoth fast. Since sending the Mammoth on ground is a joke you must get a carryall. Build it with minimum side additions except perhaps a jump jet to scout the enemy base. Once ready, land yourself next to the construction yard avoiding deployed tick tanks, Rail the construction yard and after it aim at the weapons factory to prevent new MCVs from arriving, then start concentration on enemy units before going for total annihilation in the enemy base. To counter this strategy, simply try to shot the carryall down (You need to scout the enemy base for that). To destroy the Mammoth on ground use deployed tick tanks (As it can’t hurt them significantly). A Cyborg commando is also useful as it will win the Mammoth.

APC Rush – This is very useful tactic for easy winning bad players in tournament games. Build a barracks, refinery and a weapon factory and get right away an APC with some engineers on it. Move it to the enemy base and if the unit count is low enough you’ll easily win.

APCs Away – This is an advanced form of the last tactic, but a much more popular one. For this tactic you use the ability to carry loaded APCs on carryalls. This tactic will work as a rush or as an strike for later game. You need to get carryalls and APCs and load on them engineers (Or maybe Ghost Stalker). Then you drop your carryalls in the enemy base, preferably coming from the back. If the enemy has SAMs you can bring a decoy carryall in front of your forces and it’ll absorb damage until the important ones unload the APCs in the enemy base.

Fighter rush – That’s a weird tactic but can work good mostly if you’re in a tow vs. tow game and you both participate. Build helipads as fast as possible, without even building barracks fast and start pumping fighters. Get one jump jet to scout the enemy base fast and blow him up with your fighters. It’s extremely hard to get a AA defense so early in the game without being prepared for this tactic. If your ally helps you it is nearly impossible to block it.

Bombardments – The Orca bombers provide GDI with a very powerful air strikes and can be very useful in multiplayer. To make Orca bombers efficient enough get six of them, then also make sure they all have pads and start bombing the opponent. You can easily take his construction yard. And maybe his factory in the same times (You can use the ion cannon to make sure it succeeds. If you have trouble against this targets simply waste his harvesters or tank forces. You can split the group in two or three groups and use each against different targets. Fear nothing but big amounts of SAMs (You can bomb his power to silence those) or extremely big teams of rocket soldiers (That you’ll be able to avoid easily because of their small range. If the enemy is GDI watch out for firestorm walls.

Disruptor rush – While the Mammoth Mk.II seems impressive it isn’t nearly as great as an attack of disruptor tanks. To do this tactic you’ll need to base your economy. You need about six disruptors, which will cost more than your starting credits so you have to consider building a steady economy first. Once you get six disruptors move them into the enemy base, you’ll be surprised how fast they can waste a base. To counter this tactic you can simply use an EMP cannon. But there’s another way to do it, add six carryalls to your force and drop six disruptors in the middle of the enemy base and nothing will survive. Only successful way to counter this attack without losing too much structures and units is to EMP your own base, it is better to have your base shut off for some time than to lose it. Air defense will also make the force smaller by the time it lands.

Hover MLRS slowdown – If your opponent located next to some water. Get some hover MLRS and put them there and le them shot the base, if the opponent attempts to catch them escape to water and shot him from there. Chasing them with aerial units isn’t so good as well. Artilleries can do the trick or you can simply use an EMP cannon to shot them all down once they’re on water, so they all sink.

Jump jet hunting – This is quite unusual but reasonable tactic. Get a radar and barracks right away and start pumping Jump jets, send them to attack the enemy, and if you have enough and you catch him unready make sure no rocket soldier that comes out survives more than 2 seconds. If he has some AA defense, go around and waste everything outside of his base. If his rocket soldiers come for you go to another target, if he splits them, kill them. The downside of this tactic is that is requires a low unit count and that SAMs can really make it useless.

7.4 – Brotherhood of Nod strategies
The following strategies can only be done with Nod.

Subterranean Fire Strike – This is a nice tactic, especially against opponents with a lot of infantry. Get a good amount of Devil’s tongues and send them right into the enemy base, attack his structures at once with all of them and only turn to flame some infantry. If too many forces close on you dig again and go to another position in his base. Pavement really wastes this tactic but before you have it simply hold titans or tick tanks, which can destroy the flame tanks easily.

Subterranean Infantry Strike – More lethal than the first subterranean tactic is loading some engineers on a subterranean APC and taking over the enemy base. You can rush towards it if you have enough starting credits. You don’t have to use engineers only. Some light infantry will attract firepower of the enemy, rocket infantry can make hole in walls, hijackers can catch construction yards that have been undeployed and a cyborg commando, well he can do a lot. If you wish to prevent early strikes to your base build a little pavement, use a MSA to know when it’s coming and wall your important structures to avoid engineers getting to them.

Banshee Strike – Banshees are a very powerful weapon, not only for hunting enemy units but also for strikes in the enemy base. If you get six of them (And later helipads for them all). Six banshees can clear the enemy construction yard and even keep going to the weapon factory (Missiles can help you there). This can cut off the opponent from vehicles and structures and works fine. To stop it get a firestorm defense or use engineers to help your structures survive the strike.

Recon gangs – Bike gangs aren’t as useful as before but still have a nice effect. Build a group of them early in the game and send them to attack the enemy’s harvesters, if he goes to defend the harvesters try to come from the back and attack something else. Whatever happens you can always escape quite easily as long that won’t let enemy hover MLRS catch you on tough terrain. To stop bikes simply put infantry to guard possible targets, it’s really not hard to do.

Stealth gangs – Groups of stealth tanks are very useful even though they’re expensive. Get a group of stealth tanks and attack the enemy harvesters, cloak once defense arrive and go attack something else. This is useful if the opponent isn’t ready enough. A few MSAs guarding the important areas of the enemy will put an end to that though. If the opponent is really dumb though you can send them into the back of his base and cut his structures.

Cloaked outposts – This is expensive but very nice for Nod players, especially useful for small bases. Simply expend your base with stealth generators until you get close to the enemy or extra tiberium. Use MCVs on bigger maps. The opponent will have trouble finding new bases. If you can reach really close to his base or even right into the base it will be very useful. An EMP cannon will finish the opponent base very nicely. To prevent such things from happening you’ll need to pay attention to the enemy. Look if he got too much power plants or if his harvesters wonder too far. Or you here too much cloaking sounds outside of his base.

Artillery bombing – If you want a good all fashioned attack artilleries are the thing for you, arrange for an amount of artilleries escorted by rocket infantry and a few devil’s tongues. Park them close to the enemy base and start bombing his base. Don’t waste time on artilleries. Watch out for disruptors, best solution against them will be some air support to help you take them before they reach you. Use your flame tanks and rocket infantry to eliminate other threats and concentrate the artilleries on structures. The best way to counter this tactic is use a EM Pulse against the force and then charge it with infantry taking out the flame tanks and then the force will no longer eb able to defend itself.

Cyborg Commando rush – That’s a very lethal tactic, build a refinery, hand of Nod, weapon factory, radar, tech. center and temple of Nod. Now sell the temple (And the Tech. Center) and use the money you got to build a cyborg commando and a subterranean APC. Scout the enemy base with a bike and send the APC with the commando on it over. Destroy the construction yard and weapon factory. That’s very hard to block because you need to destroy the commando fast before he takes too much of your base. Best way to stop it fast is RPGs or an Obelisk. An engineer being used to repair the structure under attack will also help by giving you extra time. A good armor force will help as well. Unless engineers are coming with the commando walls will be a total waste.

7.5 – Am I good or Evil?

What side is the best for multiplayer? Obviously the answer changes from one person to another. But here are a few points to think over. The GDI arsenal is made of less trickery units, this starts with the fact you have disc throwers, which fit in all ground missions. Continues with the titans that are the simplest usable units on the battleground and ends with the Disruptor tank that follows a similar concept. But do not mistake GDI to a dull side, the selection of units with ability to go on varied terrain types. Waterways are a plus for a GDI player. GDI players also have a much powerful air force, which is noticeable by their bombers and the unlimited ammunition on jump-jet infantry. A very important plus for GDI is the carryall that gives the GDI an ability to transport anything to anywhere on the map. In conclusion, the GDI is either based on more complicated tricks, based on air and sea power mostly or on frontal attacks. The Nod arsenal doesn’t lack powerful units in Tiberian Sun, though it obviously much more dependable on tricks. The Nod forces have powerful defenses with their Obelisks and can survive frontal assaults, however, they lack offensive mobile forces. The Nod forces are based on several different types. The first set of units is referred as a pile of junk sometimes, it includes weak recon units and the tick tank (that is sometimes great and sometimes not). The next set of units is the artillery, I highly doubt the ability of a Nod player to win a long game without these. The next set is the subterranean and stealth units, which are the main key for sneak attacks and the last set is the air forces of the Nod, which are very powerful if invested upon and can use for hunting targets mostly. The Nod has several other units but I find them less important for side picking. Another main note about the Nod is that they hold more powerful super weapons than the GDI, especially if weeds are present.

As an ending idea for this section that is probably very useless I’ll give you a thought: Playing both sides depending on the nature of the map and other players is the best option.

8.0 – Useless pointless stuff

Here is stuff which is quite unimportant, but interesting.

8.1 – Murphy’s laws of combat

Here are Murphy’s laws of combat: (They may sound stupid but you know they’re right!)

If the enemy is in range, so are you.

     
Incoming fire has the right of way.

     
Don't look conspicuous, it draws fire.

There is always a way.

The easy way is always mined.

Try to look unimportant, they may be low on ammo.

     
The enemy invariably attacks on two occasions:

       

a. When you're ready for them.

b. When you're not ready for them.

   
Teamwork is essential, it gives them someone else to shoot at.

The enemy diversion you have been ignoring will be the main attack.

If your attack is going well, you have walked into an ambush.

Never draw fire, it irritates everyone around you.

Anything you do can get you shot, including nothing.

Make it tough enough for the enemy to get in and you won't be able to get out.

Never share a foxhole with anyone braver than yourself.

If you're short of everything but the enemy, you're in a combat zone.

When you have secured an area, don't forget to tell the enemy.

Never forget that your weapon is made by the lowest bidder.

Friendly fire isn't.

If the sergeant can see you, so can the enemy.

Remember, a retreating enemy is probably just falling back and regrouping.

If at first you don't succeed call in an air-strike.

Exceptions prove the rule, and destroy the battle plan.

The enemy never watches until you make a mistake.

One enemy soldier is never enough, but two is entirely too many.

The more a weapon costs, the farther you will have to send it away to be repaired.

Field experience is something you don't get until just after you need it.

  
No matter which way you have to march, its always uphill.

The one item you need is always in short supply.

Airstrikes always overshoot the target, artillery always falls short.

When you have sufficient supplies & ammo, the enemy takes 2 weeks to attack. When you are low on supplies & ammo the enemy decides to attack that night.

Suppressive fires - won't.

If it's stupid but it works, it isn't stupid.

When in doubt empty the magazine.

No plan survives the first contact, intact.

If you are forward of your position, the artillery will fall short.

The important things are always simple.

The simple things are always hard.

Beer Math -> 2 beers time 37 men equals 49 cases.

Body count math -> 3 guerrillas plus 1 probable plus 2 pigs equals 37 enemies killed in action.

Tracers work both ways.

The only thing more accurate than incoming enemy fire is incoming friendly fire.

If you take more than your share of objectives, you will have more than your fair share to take.

When both sides are convinced they are about to lose, they're both right.

8.2 – Crates

Here’s a list of stuff you can find in crates:

Money: Up to $2000, almost always useful. Represented in a rotating dollar sign.

Unit: One unit of any type. Your side is not important.

Infantry: Three soldiers can be from any type, or any side.

Map Reshroud: Entire map blackout. Very annoying…

Map Reveal: Entire map revealed.

Explosion: An explosion occurs, hurting/destroying the unit.

Gas: Gas clouds will release, destroying friendly and enemy units.

Stealth: All near friendly units gain stealth ability.

Ion Storm: An Ion storm starts, Good or bad? You decide. (Disabled)

Speed Upgrade: Upgrade unit’s speed.

Firepower Upgrade: Upgrade unit’s firepower.

Armor Upgrade: Upgrade unit’s armor.

Veteran: Increase training level of the unit.

If you have more than 2300 credits and no base, you will always get a MCV. So don’t feel to lucky if it happens, or suspect someone is cheating you by popping extra MCVs in the end endlessly.

8.3 – House rules examples

This won’t fit in a tournament game, but in any friendly games house rules can make the game much more enjoyable to both sides. Here are some of the more popular examples:

No attacks first ## minutes: No attacking in the chosen time, all players get enough time to develop their defenses.

No Engineers attacks first ## minutes: To prevent those annoying creatures from ruining the entire game on the start.

No Engineers: No engineers at all, or at least not for attacking the enemy.

Two vs. two: Preset alliances.

Three vs. one: For those of you who need challenges, you may give bonuses to the single player.

North vs. South: Forces are split to two main sides, by starting positions.

Harvester Truce: Use the option, doh.

8.4 – Cheats, quirks and exploitable bugs…

The following works only on V1.08:

· Selling a tiberium refinery gives you $1000 + 5 soldiers. And you get to keep your harvester.

· Banshees can shoot all over the map. Simply redirect the banshee once it shoots and the plasma will travel quite a lot of distance. Hard to do, but possible.

· If go to low power while Firestorm is on, it won’t stop.

8.5 – 3rd party editors

Haven’t  made a complete list of all editors, wait for next version.

9.0 – Playing online

9.1 – Welcome to the wonderful world of Westwood Online

When you want simple and comfortable multiplayer games on the Internet you can play through Westwood Online, Westwood’ free multiplayer service.

To do that go to multiplayer in the main menu and select Internet, you’ll need to setup an account first if that’s your first time. 

9.2 – Welcome to the wonderful world of lag

Unfortunately the Internet isn’t a fast network and you’ll experience disconnecting, and lag, which is when the game freezes in the middle for some seconds. If you’re troubled by lag too much get a faster connection, better ISP or lower the game speed a little.  

9.3 – Creating a channel

Once in a C&C2 Lobby you can create a game channel, if you’re the host you can change the several options as starting credits, tech. level, more options and some flags. You can also choose any of the maps available in Tiberian Sun or randomize one. Don’t forget to choose your side and color as well.

Upon creation you have to decide the type of the game and number of players.

9.4 – Joining a channel

When you’re going to join a channel use the search button to find a channel that fits you. Remember that even if you can’t change the options, you can argue about them. Don’t go into tournament games with bad options (in your opinion) you owe that guy nothing.

9.5 – Simply chatting

When you get tired from playing Tiberian Sun multiplayer (Why did ya’?) you can simply stay in the lobbies and chat, mostly related to C&C probably. You’ll find a big selection of lobbies and servers. You can also go to the chat channels and join anyone you want, especially related it the Tiberian_Sun channel. Have fun…

9.6 – Not getting tricked

A lot of players on WOL can be quite annoying, and I don’t mean they simply rush you out and make for boring games of rushing and rush defending. I mean they try to trick you by somewhat “cheats”. Some of the obvious ways are simply being ready for the game with a special map and settings. If someone insists on some small random map and barely any money, he obviously gonna destroy your refinery and make sure you can’t build it. This can be worse than that. The player may have an unfair random map that he’ll try using. So what do you do about it? One answer would be to know some of the maps better so you’ll know why your opponent insists on it. Another thing is to look good on the random map before starting a game. Look for weird blocks, or very close starting places. Sometimes there’s unfair tiberium as well. If someone does and very extreme thing in attempting to cheat, you should report it to Westwood as well, and rid us all of this jerk. If you really get tired of these lamers, you can play friendly games where people tend to play honestly.

10.0 – Data tables

Here are small lacking data tables meant to give you an easy way to compare stuff in Tiberian Sun.

10.1 – Unit data table

	Name
	Cost
	Tech. Level
	Strength
	Armor
	Speed
	Weapon(s)

	Light Infantry
	$120
	1
	125
	None
	5
	Minigun

	Disc Thrower
	$200
	2
	150
	None
	4
	Grenade

	Rocket Infantry
	$250
	2
	100
	None
	4
	Bazooka

	Medic
	$600
	4
	125
	None
	4
	Heal

	Engineer
	$500
	2
	100
	None
	4
	None

	Cyborg
	$650
	4
	300
	Light
	4
	Vulcan3

	Jump Jet Infantry
	$600
	6
	120
	Light
	5
	JumpCannon

	Mutant
	$100
	N/A
	50
	None
	4
	Vulcan

	Mutant Soldier
	$100
	N/A
	50
	None
	4
	Vulcan

	Mutant Sergeant
	$100
	N/A
	50
	None
	4
	Vulcan

	Umagon
	$400
	N/A
	150
	Light
	5
	Sniper

	Ghost Stalker
	$1750
	10
	200
	Light
	4
	LtRail + C4

	Mutant Hijacker
	$1850
	10
	300
	None
	7
	None

	Cyborg Commando
	$2000
	10
	500
	Heavy
	4
	CyCannon

	Tratos
	$100
	N/A
	200
	None
	5
	None

	Chameleon Spy
	$700
	N/A
	120
	None
	6
	None

	Slavick
	$100
	N/A
	300 (150)
	None
	4
	None (Vulcan)

	Oxanna
	$100
	N/A
	50 (150)
	None
	4
	Vulcan

	Civilian
	$10
	N/A
	50
	None
	5
	None

	Civilian (2)
	$10
	N/A
	50
	None
	5
	None

	Civilian (3)
	$10
	N/A
	50
	None
	5
	None

	Technician
	$10
	N/A
	50
	None
	5
	Pistola

	Wolverine
	$500
	2
	175
	Light
	7
	AssaultCannon

	Attack Buggy
	$500
	2
	220
	Light
	10
	RaiderCannon

	Attack Cycle
	$600
	5
	150
	Wood
	12
	BikeMissile

	Amphibious APC
	$800
	6
	200
	Heavy
	8
	None

	Subterranean APC
	$800
	6
	175
	Heavy
	5
	None

	Titan
	$800
	3
	400
	Heavy
	4
	120mm

	Tick Tank
	$800
	3
	350
	Light
	6
	90mm

	Hover MLRS
	$900
	7
	230
	Wood
	7
	HoverMissile

	Devil’s Tongue
	$750
	7
	300
	Light
	5
	FireballLanucher

	Disruptor
	$1300
	9
	500
	Heavy
	4
	SonicZap

	Stealth Tank
	$1100
	8
	180
	Light
	6
	Dragon

	Artillery
	$975 (600)
	6
	300
	Light
	5
	155mm

	Mobile Repair Vehicle
	$1000
	7
	200
	Light
	6
	RepairBullet

	Mammoth Mk.II
	$3000
	10
	800
	Heavy
	3
	MechRailgun + MammothTusk

	Mobile Sensor Array
	$950
	6
	600
	Wood
	6
	None

	Mobile Construction Vehicle
	$2500
	10
	1000
	Heavy
	3
	None

	Harvester
	$1400
	1
	1000
	Heavy
	5
	None

	Weed Eater
	$1400
	10
	600
	Heavy
	5
	None

	Mammoth Tank
	$1700
	N/A
	600
	Heavy
	4
	120mmx + MammothTusk

	Missile Launcher
	$1400
	N/A
	500
	Light
	6
	None

	Truck
	$200
	N/A
	200
	Light
	4
	None

	Automobile
	$800
	N/A
	100
	Light
	8
	None

	Pickup Truck
	$800
	N/A
	100
	Light
	8
	None

	School Bus
	$800
	N/A
	100
	Light
	8
	None

	Recreational Vehicle
	$800
	N/A
	200
	Light
	8
	None

	Locomotive
	$800
	N/A
	100
	Light
	8
	None

	Train Car
	$800
	N/A
	100
	Light
	8
	None

	Cargo Car
	$800
	N/A
	100
	Light
	8
	None

	Harpy
	$1000
	5
	225
	Light
	14
	HarpyClaw

	Banshee
	$1500
	9
	280
	Light
	18
	Proton

	Orca Fighter
	$1000
	5
	200
	Light
	20
	Hellfire

	Orca Bomber
	$1600
	8
	260
	Light
	12
	Bomb

	Orca Transport
	$1200
	N/A
	200
	Light
	9
	None

	Carryall
	$750
	9
	175
	Light
	16
	None

	Dropship
	$0
	N/A
	200
	Heavy
	18
	None

	Tiberian Fiend
	$100
	N/A
	250
	Light
	8
	FeindShrad

	Baby Visceroid
	$1
	N/A
	200
	Light
	8
	None

	Adult Visceroid
	$1
	N/A
	500
	Heavy
	8
	SlimeAttack


10.2 – Structures data table

	Name
	Cost
	Tech. Level
	Strength
	Power
	Armor
	Weapon

	Construction Yard
	$2500
	N/A
	1000
	0
	Heavy
	None

	GDI Power Plant
	$300
	1
	750
	+100
	Wood
	None

	Turbine
	$100
	7
	0
	+50
	Wood
	None

	Nod Power Plant
	$300
	1
	750
	+100
	Wood
	None

	Advanced Power Plant
	$500
	7
	750
	+200
	Wood
	None

	Barracks
	$300
	1
	800
	-20
	Wood
	None

	Hand of Nod
	$300
	1
	800
	-20
	Wood
	None

	GDI War Factory
	$2000
	2
	1000
	-30
	Heavy
	None

	Nod War Factory
	$2000
	2
	1000
	-30
	Heavy
	None

	Tiberium Refinery
	$2000
	1
	900
	-30
	Heavy
	None

	Tiberium Silo
	$150
	1
	300
	-10
	Wood
	None

	Radar (GDI)
	$1000
	3
	1000
	-40
	Wood
	None

	Radar (Nod)
	$1000
	3
	1000
	-40
	Wood
	None

	GDI Tech. Center
	$1500
	6
	500
	-200
	Wood
	None

	Nod Tech. Center
	$1500
	6
	500
	-100
	Wood
	None

	Helipad (GDI)
	$500
	5
	600
	-10
	Wood
	None

	Helipad (Nod)
	$500
	5
	600
	-10
	Wood
	None

	GDI Upgrade Center
	$1000
	10
	1000
	-150
	Wood
	None

	Ion Cannon Uplink
	$1000
	10
	0
	-100
	Wood
	None

	Seeker Control
	$1500
	10
	0
	-50
	Wood
	None

	Temple of Nod
	$2000
	10
	1000
	-200
	Wood
	None

	Stealth Generator
	$2500
	9
	600
	-350
	Wood
	None

	Firestorm Generator
	$2000
	9
	800
	-200
	Heavy
	None

	Service Depot
	$1200
	7
	1100
	-30
	Wood
	None

	EMP Cannon
	$1000
	6
	500
	-150
	Heavy
	None

	Tiberium Waste Facility
	$1600
	10
	400
	-40
	Wood
	None

	Missile Silo
	$1300
	10
	1000
	-50
	Wood
	None

	Component Tower
	$200
	2
	500
	-10
	Light
	None

	Vulcan Cannon
	$150
	2
	0
	-20
	Wood
	VulcanTower

	SAM Upgrade
	$300
	5
	0
	-30
	Wood
	RedEye2

	RPG Upgrade
	$600
	9
	0
	-20
	Wood
	RPGTower

	Laser
	$300
	2
	500
	-40
	Wood
	LaserFire2

	Obelisk
	$1500
	9
	725
	-150
	Wood
	LaserFire

	SAM
	$500
	5
	600
	-30
	Wood
	RedEye2

	Concrete Wall
	$250
	6
	150
	0
	Concrete
	None

	Nod Wall
	$250
	6
	150
	0
	Concrete
	None

	Sandbag Wall
	$125
	N/A
	250
	0
	Light
	None

	Laser Fence Post
	$200
	8
	300
	-25
	Concrete
	None

	Firestorm Wall Section
	$250
	9
	200
	-2
	Concrete
	None

	Light Post
	$0
	N/A
	600
	0
	Wood
	None


This table isn’t totally complete because there are over 200 structures in Tiberian Sun, some are even invisible in the game itself.

11.0 – Troubleshooting

Got a problem? And it’s not your poor gameplay? It’s the game! No kidding… Well, lets see if this can help you:

Q: My copy can’t locate the Tiberian Sun CD! It won’t run!

A: If you have multiple CD drives this may occur. Just put your CD in the drive with the lowest letter representing it. (For example if you have “D:” and “E:” as CD-ROM drives, put the CD in “D:”)

Q: My Serial # is banned from Westwood Online, Why?

A: Probably because you use a Warez version, or used to. It may also happen if the # was used by both of your CDs at the same time. If you sure you didn’t do anything illegally, contact Westwood.

Q: I got a rules.ini file, placed it in the directory and I can’t play Nod in skirmish anymore! (Or other problems), Why?

A: Your rules.ini is screwed up, probably because someone forgot to remove the “sound.ini”, “mapsel.ini” or “art.ini” out of it. It happens.

Q: I’m in Nod Mission 4, I’ve found the Temple and destroyed GDI, but the mission won’t end!

A: If you are able to find the Temple in that mission without the GDI detecting you then you did a really good job. But the mission won’t end.

Q: How do I kill Visceroids?

A: Well, the AI won’t target them automatically for you, because they may cause trouble where they die. You’ll have to target the manually. This may be true for Fiends as well…

Q: Why doesn’t my Firestorm block missiles in multiplayer?

A: Because it isn’t supposed too, it only blocks missile against the AI because it is stupid.

12.0 – Ending words

And only a few more things before we finish with this FAQ…

12.1 – In the future

12.1.1 – Add on?

There is already an add-on in the works for Tiberian Sun. It is named Firestorm and is due in February. It will 18 new missions, new units (Juggernauts, Mobile war factories, Mobile EMPs, Cyborg reapers and more…), new structures, new tiberium based life forms and a totally new story line based on CABAL going crazy.

12.1.2 – Map Editor?

Unless the Add-on for Tiberian Sun will include a map editor, you can only expect for a 3rd party one.

There are a few map editors available, but they aren’t complete yet.

12.1.3 – Tiberian Twilight

Tiberian Twilight, the third and last (Not sure exactly) installment of the C&C story is expected to come out, when… that’s a good question. Lets hope it’ll be less than 4 years.

12.1.4 – Updated versions

List of patches:

V1.13 – Released on September 99.

· Bugs squashed.

· Trainers disabled.

· Walls can be built more easily.

· Artilleries cost $975 and are less effective against infantry. Not to mention other tweaks in them.

· SAMs require twice the amount of power.

· Disc Throwers are now explosive.

V1.15 – Released on November 99

· Short game option added.

· More control on the connection when playing online.

· Vast improvements in online gaming.

12.2 – Tiberian Sun hotline

Got more problems?

The FAQ didn’t answer them?

E-Mail me to shiroko@ea-underground.com and I’ll do my best to answer you.

12.3 – Summary of the FAQ’s history

V0.10 – First alpha version, almost all is missing. Wasn’t released for public.

V0.99 – First version released. Almost everything is complete. Haven’t looked for grammar mistakes though.

12.4 – All these “thank to” stuff

Here are all the people who helped me writing this FAQ and making it the best:

DayOfWar, for giving me a working Rules.ini file and taking care of other stuff I can’t.

The people at Westwood underground who helped me without even knowing by giving me room.

And also, Destroyer who gave me room on Ground Zero and probably has no idea I still use it. Oops…

And everyone I got to play multiplayer against, and didn’t use a boring tactic and made that game more original and enjoyable.
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