ALUAEWUN TaiAND
“M.Ldeﬂﬁ U]

primagames.com®




United States.

The Prima Games logo is a registered trademark of Random House, Inc., registered in the United States
and other countries. Primagames.com is a registered trademark of Random House, Inc., registered in the

No part of this book may be reproduced or transmitted in any form or by any means, electronic or mechanical,
including photocopying, recording, or by any information storage or retrieval system without written permission from

Electronic Arts Inc.

Product Manager: Jennifer Crotteau
Project Editor: Michelle Trujillo

©2001 - 2003 Electronic Arts Inc. Electronic Arts, EA, EA GAMES, the EA GAMES logo, Command & Conquer, Yuri’s
Revenge, Westwood Studios and the Westwood Studios logo are trademarks or registered trademarks of Electronic
Arts Inc. in the U.S. and/or other countries. All rights reserved. All other trademarks are the property of their respec-
tive owners. EA GAMES™ and Westwood Studios™ are Electronic Arts™ brands.

All products and characters mentioned in this book are trademarks of their respective companies.

Please be advised that the ESRB rating icons, "EC", "K-A", “E”, "T", "M", "AO" and “RP” are copyrighted works and certi-
fication marks owned by the Interactive Digital Software Association and the Entertainment Software Rating Board and
may only be used with their permission and authority. Under no circumstances may the rating icons be self-applied or

used in connection with any product that has not been
rated by the ESRB. For information regarding whether a
product has been rated by the ESRB, please call the
ESRB at 1-800-771-3772 or visit www.esrb.org. For
information regarding licensing issues, please call the
IDSA at (212) 223-8936. Please note that ESRB ratings
only apply to the content of the game itself and does
NOT apply to the content of this book.

Important:

Prima Games has made every effort to determine that
the information contained in this book is accurate.
However, the publisher makes no warranty, either
expressed or implied, as to the accuracy, effectiveness,
or completeness of the material in this book; nor does
the publisher assume liability for damages, either inci-
dental or consequential, that may result from using
the information in this book. The publisher cannot
provide information regarding game play, hints and
strategies, or problems with hardware or software.
Questions should be directed to the support numbers
provided by the game and device manufacturers in
their documentation. Some game tricks require precise
timing and may require repeated attempts before the
desired result is achieved.

ISBN: 0-7615-3710-4

Library of Congress Catalog Card Number:
2001094999

Printed in the United States of America

1] primagames.com

Acknowledgements

As always, the lion’s share of thanks is for Sue,
my wife, who has to deal with things when I'm
out of town and then still has to deal with things
because I'm working when I get back. She puts
up with it and I'm twice blessed for it. She also
did a bang-up job on the layout in this book.

Also thanks to Michelle Trujillo at Prima, who has
the unenviable task of sorting through whatever |
send her and turning it into something usable.
Thanks also to the entire crew at Westwood
Studios Irvine office, especially Frank Hsu, Wayne
Townsend, Todd Owens, John Lee, Eric Beaumont,
and Bryan Wiegele, as well as the guys in the
testing department. Y’all put up with a lot and do
it without complaining.

Finally, and no less importantly, much thanks to
my instructors, Dr. Bentley and Dr. Birner, who let
my missing the first week of classes slide, to the
Bean for having a birthday, and to Gail Jean, the
perfect part of my world.




TABLE OF CONTENTS

Chapter 1: INTrOdUCTION ..ccooiiviiiiiiiiiiiiiiiiiiiiiiiiiiiiiieeteeeeiiirreeeeessssssrrassesssssssssmnnesssss 2
YOUT SITUATION REPOIT..ciiiiiiiiiiiiiiiiiiiiiiii i e s e aaaaa s 2
HOW 0 USE THIS BOOK .eetttiieiiiiiiiitteeeeeeit ittt e ettt e e e ettt e e e e e e et aeaeeaseesnsessebaaeeeesennsssenees 2

Chapter 2: New Units and SIFUCTUIES .....oeevvviiiiiiiniiiiiiiiiiiicciiireccitr e 4
ALTEA FOTCES aviiiiiiieee ettt e ettt e e e e e ettt e e eeeeeesttsbbtaaaeeeseesessssaaaaeaessssssssssaeseesssnsssssssraeeesnsnnsns 4

ALTEA UNIES. v ttititte e e ettt ettt e e e e ettt e e e eeeeattstaaeeaeeesesssssssaaeaeessensssssssaeaeesssssssssssseeeeens 4
GUATAIAN Glatttiiti sttt sbttsbtasas 4
NAVY SEAL...oiiiiiii s 4
RODOT TANK 1ttt sbtenes 5
BaTLle FOITIESS 1evviieiiiiiiiiiieeeeeeieiiitieteeeeeeeeiitttreeeeeeeeesssssseeaeeaeessnssssssaeeeessssssssssneeeesssnnnsssssees 5

ALTEA STIUCTUIES 1eetteeeeiiiiiiie et e eeeeiii et e e ee ettt eeeeeeeeeaastbteeeeaeseesssssssaeaeaessssssssssaeaesessssssssssaeeeens 6
RODOE CONEIOL CONMEET . utttiieieieeiiiiiiiiieeeeee ettt e eeeeeeittabteeeeeeeesntssssraeaeessssnssssssraaeeessnnssssssens 6

SOVIET FOTCES ettt ettt ettt e et et e e eaaa e e eeaaa e eeeananeeannanes 6

SOVIET UINITS «eeiii ittt ettt et e ettt e e eaaa e e e eaaa e eaataaeeeenaaneeaeananes 6
BOTIS -ttt ettt e ettt e e e et e e e et e e e eaa e e e aaaaaee 6
SIEZE CROPPCT ettt ettt et eeas 7
SPY PIANE oottt ean 7

SOVIET STFUCTUIES ittt ettt ettt ettt e ettt e e eaaa e e eaaa e eetaaneeeaasaneeeensaneeeeananns 8
Battle BUNKET ..eiiiiieiiiiiiiiie et ee ettt e e e e e ettt e e e e e eeeeenttssseaaeaeeaessssssaaaaeassssnnsssssees 8
INAUSTIIAL PLANT ..ttt btessteses 8

INEQULTAL STIUCEUIES 1.vvvviteteeeeeeiiiiiteeeeeeeeeiiitteeeeeeeeeesssreaeeeeessesessssssaeeesssssnsssssreesssssnssssssereeesssssnnns 9
FOPCE SNIEI .o ii i e et e e e s ettt aeeeeeseesatsbsaaeaeeeesessnsssaaaaaeens 9

TECR SEIUCTUIES 11eieeetiiiiiiieeeeeeeeeiiitteeeeeeeeeataartaeeeeeesesnssssaeeaeeessnsnsssssseeessssessssssssesesesssnsssssseeeeeens 9
HOSPItALL .o 9
CIVILIAN POWET PIANT....uiiiiiiiiieiieiiiiiiiieeeeeeeeeiiiitee e e e eeeeiiiartteeeeeeeessssssaaeaeeesssssssssareasasssnnns 10
MaChINE SROP ...ciiiiiiiiiiiiiiii e 10
SECIEL LAD ceiiiiiiiiiiiiiiie e 10

Chapter 3: Yuri’s Army

YUET'S UINIES ettt e et et ettt et et e e et e et e eaa e aateeaaaseabaeataeeananeaneneeasaeeasnnes 11

INFANEIY Lo 11
TIEEATES «e ettt et ettt et e e et e e et e et e eta e aaaeeanneeanne e 11
BN 7o) o< OSSOSO O PP OOPOOPPPPPPPPOPPPPPPPPPPPPPIRt 11
BIUTE Lottt ettt e ettt e et e e et et aaa e et e eta e aneneeaaeeanaean 12
LAV ettt sttt ssnnnnnn 12
VEUS ettt ettt et et et e et e e et e e aa e eataeeaba e etee e aaeneeaaaeeabaeatneeananeens 12
YUIT ClOMNE ittt e e e e e e e e e e e e e e e e e e e e e e e e e e e e eeeseesssnssnnssnnnns 13



Gattling TanK ....ooooiiiiiiiiiiii e 14

CRAOS DIOME 1.iiiiiieeeeiiiiiiiite e e e eeeeiiit et e e e eeeeiatttaeeeeeeaesesesssbaaaeaesessssnsssasaeasssnsssssssareseesesnnnns 14
MAGNETIION ...ttt 15
IMICV e ettt ettt ettt et e e et e et e et e au e aa e aa et e et e ane e anetn et eaneeanneananes 15
MASTET MM . 1eittteeeeeeiiiiitt e eeeeie ittt e eeeeiitbaeeeeeeae e ansssbeaeeeeaesssssssaaaeaessnssnnssssareseenssnnnns 15
FIOQEING DISC wvtiiiiiiiiiiiiit ettt et et e e e eaae e e ean 16
AMPhIDIOUS TraNSPOIT....ciiiiiiiiiiiiiiiiiieiit ittt eaaeeean 16
BOOMET SUDIMAITIE .. tiiiiiiieeeeeeeiiiiiiite et e eeeeiititeeeeeeeeeanaereaeeeeeeesssnssreeaeaessssnnssssereseesesnnnns 16
YUTEI'S SEFUCTUTCS .ottt ettt ettt ettt ettt e ettt ettt e ettt e e ettt e eeaaaaeeetaaeeeeetaaneeeetaaeeeeensanseeesmnnns 17
BaSE INfrASTIUCIUIE cuvvvttiieteeeeeeeiiiiiieeeeeeeeeitiittteeeeeeseentnreaaeeeeessesesssssaeeesessesnssssseeesssssnsnsssseaeeeeens 17
CONSTIUCEION YaId. . ettt bsteeas 17

BIO REACEOT ceee ittt ettt ettt e e e et e e e eaa e e eeaaaeeeanaanes 17
SLAVE MINET wetiitiiiteeeeiiiiiiiiteeeeeeeeiitttteeeeeeeesaastaeaeeeeaeeesesssseaaesessssssnsssseeesessssnssssssereeessesnnns 18
BaATTACKS 1ttt et ettt e ettt e e e e e ettt e e e e e e e e aasbbbeaaeeeaeestnssbbaaeeaeeeanntnsbbaaaaeeaeennns 18
WaAT FACTOIY .ottt ee e 18
PSYChic RAdar......oooiiiiiiiiiii 19
SUDIMATTNE PEI 1etiiiieeiiiiiiiiiteeeeeeeiiitteeeeeeeeiiibteeeeeeaeesaesssreaeeeeesssssnssssaaeeessssssssssereseesesnnns 19

(@] 51 s [e 1<) U UUUU U UU U OO U SO U U U U U U U OO U OO OO U U OO UUUUUUUUUUUURURRORt 19
BaATEIE LD oeiiiiiiieteeeeecii ettt e et e e e e ettt e e e e e e ettt bbaaeeeee e nentbraaaaeeaeennns 20
ClONING VLS 1.ttt e et e eaae s 20
GENETIC IMUTATOT «eetiiiiiiiet ittt et ettt e ettt e e e et e e eetaaeeeeaaeeeeeenaaneeeanaanes 20
PSYChIC DOMINALOT...cuiiiiiiiiiiiiiiitt ittt et eaae s 21
BaSE DEIEISES 1eiieiiiiiiiiiitteeeieiiiiitt et e eeeeeiitttteeeeeeesesentateaeeeesesesasssseraeeesessnssssseaaeeeseesnnsssraeeaeeaens 21
TANK BUNKET ©eviiiiiiiieeeeeeeiitete et e e e ettt e e e eaeesesbbbeaaeaeseensssssaaaeeesensnsnsssaaaeeessnes 21
Gattling CaNNON c...eviiiiiiiiii ittt 22
PSYCHIC TOWERI'S ..ttt et 22
CHEAAE] WaALS 1etvveeieeeeeiiiiiite ettt e e e ettt e e e e e e e e tasbeteeeeesesssnssssaaeaeesesnssssssaraseenssnnnns 22
Chapter 4: Basic SIrat@gieS......oovuviiiiiriiiiiiiiiiiiiiiiireciiirr it esrrarr s saarr e erans 23
................................................................................................................................... 23
Increasing ProdUCtion.........cciiiiiiiiiiiiiiiii i 23
DENYING RESOUICES ...vvtvtiiiiiiitiitiiiiiiiiiiiiit ittt e et e e e e e e e e e eeseeeesssseesseesessssaeseeeees 25

primagames.com



TABLE OF CONTENTS

BaSE CrEatION ..cuiiiiiiiiiiiii ittt ettt e ettt e ettt e et aaae e et eaaa e e e aaneeeeeaaae e eeenas 26
Base De@STIUCTION ceeeuitiiiiiit ettt e et e e e et e e e eaae e et aaaaeeeeaaaaeeeenaaeeeeanes 27
UNIE VETEIANCY ittt e e e e e et e e e e e e eeebaaaaes 28
GATTISONS 1ottt ettt ettt ettt e ettt e et etae e et eta e et e bt e eaaaae e eaaneeeeeaanaeeeeanneneeeenaanseeenns 29
Chapter 5: Advanced StrateGies .......ooccvvivvviiiiiiiiiiiiiiiiiiiiiireirre e 32
TECRH STIUCTUIES 1oeieeeieeeieeeeieeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeaeaaaeeaesasesaeesasssenessnsssnsssnsssssssssssnssnnsssnnsnnnns 32
UNit COMDBINATIONS 1etttiiiiiiiiiiiiiiiiiieitiitteet e e et e eeeeeeeeeeeeeetaeeeeeeeaeeeeeeteeeaeeereeeeeeeeaeeeeeeeeeees 34
LN TEECKS 1ttt e e e e e e ee e e e e e e e e e e e e eaeeeeeeeeeeeaeeeaeeeaeeaaeseeaeeeaseaeeeeeeeeeeeeeeeeeeeeeees 35
LISING SUPET WEAPONS ..oiiiiiiiiiiiiiiiiiiiiiiiiiiitiieie ettt e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e eeeeeeeeeeeeeeeeeeeeeas 36
ENGINEer TrICKS ..vviiiiiiiiiiiiiiii s 37
Chapter 6: Allied MISSIONS .....ccciiiiiiiiiiiiiiiiiiiiiiiiiiieiiiiiiiireereeeerrssierseseessssssssvssssssss 38
MiSSION 12 TIME LAPSE ..vvvvviiiiiiiiiiiiiiiiiiiiiiie e 38
Mission 2: Hollywood and Vain ...t 43
MiSSION 31 POWET PlaY .....ciiiiiiiiiiiiiiiiiiiiiiiii i 48
MisSION 4: TOMD RAIAE ..eeiiiiiiiiiiiiiiie ettt e e e e ettt e e e e e e eesniebbbaeaeaeeeesnnees 51
Mission 5: ClONeS DOWN UNAET ..eiiiiiiiiiiiiiiiiteeeeiiiiiitte e e ettt e et e e eeiibtteeeeeeeeesnsirbreeeeeeesennnseseees 55
MisSSIiON 6: TriCK OF TIEATY ....eiiiiiiiiiiiiiiiii ittt 59
MISSION 7: BIrailN DEAM ceeeeeiiiiiiiiiiieeeeeeiiiit ettt e e e ettt e e e e e e ettt e e eeeeeeaasebbtaeaeeeeeennnsesenes 64
Chapter 7: SOVIEt MISSIONS ...ccoiviiiiiiiiiiiiiiiiiiiiiiieeiiiiiiiirre et sariarre e sssaaaaarsessesssses 70
MISSION 11 TIME SHIE 1eieiieiiiiiiiie ettt e e e ettt e e eeeseeattbbbaeeeeeesesssssssraeeseesensnsssssaeeas 70
MISSION 27 DEJA VU 1eeiiiiiiiiiiieiiiiitee ettt e e ettt e e e e e ettt eeeeeeeeaaeananaeeeeeeenannen 75
MISSION 3: Brain WaSh . .oooiiiiiiiiiiiiiieee ettt eeeeiii e e e e e ettt eeeeeeseeatsssateaeaeseesnnssssnaaaasesesnnnns 79
MisSsion 4: ROMANOV 0N The RUN ..uviiiiiiieiiiiiiiiiteeeeeeeiiiiiieeeeeeeesiiitreeeeeeseeaanssreeeeeesessnnssssreeeeeesssnnnns 82
MisSion 5: ESCAPE VEIOCILY ....viiiiiiiiiiiiiiiiiiiiiiiiic ettt 88
MISSION 6: TO The IMOON 1eiiiiiiiiiiiiiiiit ettt e e eeei et e e e e e eeseiestbaeaeeeesesssssssseeaeesssessssssnaeeeassssnnnns 94
MISSION 7: HEA GAITIES .eitiiiiiiiiiiiiiiteeeeeeieiiitteeeeeeeeeiarttaeeeeeseessnsssreeeesesssssssssseeeessssssssssssseeeesssssnnns 98
Chapter 8: Multiplayer GAmes ........ccccovvviiiiiiiiiiiiiiiiiiciiiie e 106
General STrat@GIeS .....c.oiiiiiiiiiiiiiii i 106

The Early RUSH ... 106
REMEMDET the BaASICS..iiiiiiiiiiiiiiiiiiiiiiieeeeeeeeeeeeee et ee e e e e e e eeeeeeeeaaeeaeeeeaeeaaaeeaaeaaaaaaanaeens 107

TEAM GAITIES ¢ttt ettt et ettt e et e et e et e aaa e eaa e e et satae e anaseataeeeasaeeasaeeananeens 109

AAS YUTT ettt ettt et ettt e e et et et e et e et et e e e aa e e ab e e et e et e aaa e eaneeeaaaaas 110

AS TIE AILIES wevvviiiiiiiiiiiiiiiiiteeeteeee et e e e e e e e e e e e e e e e e et e e e e e e e et e e et e e e aaeeaaaaaaatataaaaaaaaaaaaaaaaaaaaas 111

AS THE SOVIETS 1eviiiiiiiiiiiiiiiiiiceeeeeee et e et e e et e e e e e e e e e e eeaaeaeaeaaaaeaaeaaaeaaaaaaaaaaaeaaaaaeaaaaaaaaens 113
APPENAIX.riiiiiiiiiiiiiiiiiiiiiiiiire sttt ab s saab s e s aabeseseraes 115

primagames.com \'}



Lwihy Jou janicat!
X InstAnNT GRATIFICATION!

Beat your buddies now, Nnow, Nnow!

2 AnTi-sociAL!

no meed to leave the comfart of your couch to get it

3 [CHEAP!

more money for more games and other cool stuff!

4 IMPRESS YOUR FRIENDS!

your new skills will boggle their minds!

S EFFORTLESS!

it's as easy as clicking here!

©2001 - 2003 Electronic Arts Inc. Electronic Arts, EA,
EA GAMES, the EA GAMES logo, Command & Conquer,

The Prima Games logo is a registered ‘-\ Yuri's Revenge, Westwood Studios and the Westwood
trademark of Random House, Inc., ] \ Studios logo are trademarks or registered trademarks
registered in the United States and of Electronic Arts Inc. in the U.S. and/or other coun-

other countries. Primagames.com is a -
registered trademark of Random House, GAMES -
Inc., registered in the United States. = = T U

twom tries. All rights reserved. All other trademarks are the
o 1

property of their respective owners. EA GAMES™
and Westwood Studios™ are Electronic Arts™ brands.


http://www.primagames.com/

BAasicC STRATEGIES

Chapter 4: Basic Strategies
Money

Command & Conquer: Yuri’s Revenge is a game of economics. The side that outproduces the other, wins.
Added resources mean more money to build defenses and units, for repair, and for the creation of super
weapons.

But you don’t want to always be thinking about your economy. The ideal situation is to get your
economy running to the point where there’s a constant flow of money. This way, you can think about
protecting your base and destroying the enemy instead of where to find additional funds. The following
ideas can help.

Increasing Production

The surest way to increase the amount of ore you bring in is to add miners and Refineries. One Chrono
Miner or War Miner doesn’t bring in enough ore, so increase your number of miners as soon as you
can. You can build them as soon as you place a War Factory, which should be your initial goal in most
missions.

A trio of miners brings in a decent amount of money at a relatively constant rate. As soon as you
build and place a War Factory, build two miners to add to your income production. You may find that
adding a fourth or fifth miner benefits you eventually, but for the initial stages, three miners is a good
combination of income production and freeing up your War Factory for the creation of vehicles.

Adding a second Refinery isn’t always necessary, but there are situations where it makes sense.
Bringing in a new
Refinery is important
when you can place
one near a distant ore
field. If, by taking a
Tech structure or
capturing an enemy
building, you can
drastically shorten
the time it takes for
your vehicles to travel
between Refinery and
ore, you can increase
your income without

.'" = . -t ] s n

The single Chrono Miner (on the Yuri has multiple Slave Miners. It
right) won’t bring in enough money makes sense to have multiple

. to keep this base producing. You miners yourself.
the need to build need more of them to maintain an
more mMiners. adequate cash flow.
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NOTE When you build and place a
Refinery, you automatically get a new miner.

Check on your miners periodically. Miners go to the closest
location of ore until it’s exhausted, then move on to the next
closest spot. At times, you’ll want them to mine in a different
location, either because of enemy action or because you’ve
found more valuable ore elsewhere. Also, a miner always goes
to the last field it went to as long as ore remains. This means
that your miners will ignore a previously depleted ore field
even when it starts to produce again. Sending a miner to a If you take this Oil Derrick, you
nearby ore field that has started to produce ore again saves can place a Refinery next to it,

. . , making your trips between this
time, which means you’ll get your money faster. ore field and the new Refinery

quick and efficient.

NOTE ore fields with a drill at the center
continue to produce ore throughout the mission.

Always mine gems first. The multicolored gems are worth
twice as much as the standard gold-colored ore. Taking gems
first gives you more funds at the start (making it easier to
bring in additional miners) and prevents your enemy from
taking it later on.

To really maximize your ore production, try these tips that
save a second or two on each trip and add a few extra ore . =
loads over the course of the mission. First, place each Refinery  mpine gems whenever you see
as close as possible to the nearest ore field. Saving a couple of them. They bring in twice as
seconds on the trip to the field and, in the case of War Miners, much money as normal ore.
the trip back, means getting ore that much faster.

‘T'IIP Because Ore Refineries have the dump-off spot for miners on the right side,
save even more time by building your Refinery to the west of an ore field.

Along the same lines, always mine the closest ore field first. This means quick turnaround time and
more money coming in faster.

Another way to gain a lot of money at once is by finding a money crate. These appear in several
missions. Details on collecting these money crates are noted in the walkthroughs in chapters 6 (Allied
Missions) and 7 (Soviet Missions). For a quick burst of cash, nothing’s better than a money crate.
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You also gain money by capturing Oil Derricks. Oil Derricks
give you a quick burst of cash (about $1,000) and then provide
a steady income. More information on capturing and using Oil
Derricks can be found in chapter 5 (Advanced Strategies).

Denying Resources

The other side of the economic coin is that if you can prevent
your enemy from bringing in cash, you can outproduce him.
Destroying your enemy’s ability to mine means he or she can’t
replace losses and has fewer resources to attack your base. = : =
There are several ways to go about this, but all revolve around  Money crates appear in several

the same basic concept. missions. Get them whenever
The first way is to destroy enemy miners and Refineries at possible. They increase your
every opportunity. Of course, this is easier said than done. money significantly.

Allied Chrono Miners tend to chrono back to their base just as

you’re about to destroy them. War Miners and Slave Miners are both armed, which makes destroying
them a risky proposition. Also, War Miners and Chrono Miners auto-repair themselves, as do Slave
Miners in vehicle mode. Still, it’s worth trying. Use powerful anti-vehicle units, pursuing War Miners
when you can and simply waiting for Chrono Miners to return to the ore field.

The best solution is to attack in force and destroy the units before they can escape. Against Slave
Miners, there’s another trick. If you have a unit that can hit from long range (Snipers are excellent for
this), target the Slaves instead. While this leaves the Slave Miner functioning, it prevents Yuri from
generating any income.

Another way to
deny resources to an '
enemy is to move
protective units into
an ore field. This
devolves to the same 0
thing—destruction of
enemy miners. Place R
a few tanks in an ore
field to attack enemy & =
miners. It may even | AEF

e Ay
keep enemy ml.n ers' Keep defensive units in an ore The Soviets and Yuri have an

out C?f the ore field .m field to prevent enemy miners advantage in protecting their ore
the first place, leaving  gom taking it. fields. Their War Miners and

it for your miners to Slave Miners can attack enemy
exploit. miners.
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- Base Creation

Building your base
poorly can leave you
vulnerable to attack
and make it easier
for your enemies to
eliminate you. With
a few pointers, you
can create a base
that maximizes your
defenses and ability
to move your units
from place to place

In this base, the Barracks is While this is an extreme example,

while maintaining a i
solid defense that is placed where new units can reach there’s plenty of room to move
oo the front lines quickly while the units between all the structures.
difficult for the enemy . .
K Industrial Plant and Tesla You can make your base quite a
to crack. Reactors are safely in the back. bit tighter than this one.

Position any
structure that
produces ground units so those units can move through your
base easily. You want to send both infantry and vehicles to
either side of your base, so leave open space between your
buildings. Ideally, leave a gap large enough to move a tank
between all of your structures. This creates roads between
your buildings, allowing your vehicles to move around quickly.
When you are pressed for space, place two buildings next to
each other, but only do this with smaller structures and never
put more than two next to each other in any one place.

Place your producing structures (typically your Barracks and b
War Factory) near the front of your base, where the units they  This base has plenty of tanks,
produce can be sent out into defensive positions or toward the but no structures and not enough
enemy base immediately. Place other structures, such as units guarding the back.
power-producing facilities, your Construction Yard, super
weapons, and so on, safely in the back ranks of your base, out of the line of fire.

Don’t forget about base defenses. You need these everywhere, especially if your enemy is the Allied
Army. Because the Allies have the Chronosphere and Chrono Legionnaires, they can drop units into the
back of your base at a moment’s notice. Having base defenses in the back and on your flanks prevents
surprise attacks.
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Base Destruction

There are about

as many ways to
dismantle an enemy
base as there are

to create one. Your
tactics depend on
the way that base
was created, the
number and power
of base defenses, the
access you have to
the power source,

8 ERe dead, UE "?1' it

These Prism Tanks can hit Yuri’s Mass your forces against base

and mpre. While Gattling Cannons while staying defenses to minimize the damage
there is no perfect out of base defenses’ range. your forces take.

way to destroy a base

(just as there is no

perfect base), some guidelines can assist you in wiping out an
enemy base quickly and efficiently.

First, hit from range whenever possible. All of the armies
(both in single player and multiplayer) have at least one unit
that can strike from beyond the range of enemy base defenses.
The Allies have the Prism Tank, the Soviets have both the V3
Launcher and deployed Siege Choppers, and Yuri has
Magnetrons. Use these units to knock off base defenses at the
front of an enemy base, making penetrating the actual base
much easier. All of these units have weaknesses, though, and
must be protected by other forces.

The destruction of base defenses is an important part of . . .
eliminating the enemy base. Make base defenses your first Destroying Bio Reactors shuts
target. If you reduce the enemy’s ability to damage your units, ~ 0ff the power to Yuri's Gattling
you increase your own units’ ability to cause mayhem. Attack Cannons.
the most powerful defense first, then proceed to other nearby
defenses that are striking at your attacking force.

A shortcut to knocking off a base is knocking out the base’s power. This takes all but the most
rudimentary base defenses offline. You’ll shut down Allied Prism Towers, Soviet Tesla Coils, and Yuri
Psychic Towers and Gattling Cannons if you can destroy enough of the base’s power supply. With no
defenses to contend with, you can destroy the more important structures in the base interior.
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‘T'IP Taking power offline is even more important against Allied foes, because this
shuts off the Allied Robot Tanks.

Once you breach a base’s outer defenses, head for the Construction Yard immediately. Until the
Construction Yard is gone, the enemy’s losses can be replaced. The computer-controlled Yuri you face
in the single-player missions is particularly adept at replacing his lost structures, bringing more Bio
Reactors online almost as quickly as you can destroy them. By knocking out the Construction Yard, you
leave your enemy unable to replace any structure losses. This is nice in the case of a Bio Reactor, but
potentially crippling in the case of a War Factory or Barracks.

Once the Construction Yard is down, eliminate any War Factories or Barracks. Against Allied
enemies, also take out the Air Force Command to prevent the creation of Harriers or Black Eagles.
Prioritize destroying super weapons to prevent the enemy from using them on you.

Beyond this, target structures that are expensive and/or hard to replace. Given the choice between
a Grinder and a Battle
Lab, destroy the
Battle Lab. Not only
does this prevent the
creation of some of
Yuri’s best units, it
also costs him about
$1,000 more than
replacing a Grinder
would cost. Force the
enemy to spend
money that doesn’t

o7 L i s

With power shut down, these Here are plenty of targets. The

dlr?ctly produ€e "W Robot Tanks head for Yuri’s Psychic Tower is a good first
units, and yoq Ve WON  eonstruction Yard at the top of choice, followed by the War

a large battle in terms  gpe gepeen, Factory, the Genetic Mutator,
of outproducing the and the Bio Reactors.

enemy.

Unit Veterancy

From time to time a small yellow chevron appears next to one of your units. This indicates that the unit
has been made a “Veteran” level unit. In general, Veteran units move and attack faster and often have
additional armor and/or increased range. This turns weaker units into potential powerhouses and more
powerful units into juggernauts.
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Beyond the first level of veterancy, units can also become
Elite, represented by three chevrons. Elite units gain even more
upgrades of a generally similar nature to Veteran upgrades.
Greatly increased range and power and a shortened time
between shots are the main benefits of Elite status. If this
weren’t enough, Elite units auto-repair (or auto-heal in the
case of infantry).

‘T'IP units move from normal to Veteran by
destroying three times their initial production cost.
They move from Veteran to Elite by destroying

The Veteran and Elite units here

her th . hei . are faster, do more damage,
anotner tnree times their creation cost. and fire farther than their non-

veteran counterparts.

Because of the benefits of Veteran and Elite status, it’s
worthwhile to get as many units promoted as possible. The
difference between an Elite unit and a normal unit is signifi-
cant. For instance, while a normal IFV has no chance against
a Lasher Tank, an Elite IFV can destroy one easily. An Elite IFV
can also destroy garrisoned buildings from beyond the range
of the garrison and then quickly kill the expelled units.

‘T'IP Some units, such as Kirovs, gain a new
weapon upon reaching Elite status as well.

it ™ P T—

h_

This Elite IFV can destroy the
garrison without risking a single
scratch.

Garrisons

Creating garrisons is a great way to add defense to an area, effectively protecting it from enemy ground
units. The initial cost is high, but it costs less over time. Where a group of tanks would eventually be
worn down by enemy action, a garrison can attack without risking the units themselves, destroying
entire columns of enemy units efficiently.

A garrison is nothing more than one or more of your base infantry units placed inside a neutral
structure. Once inside, the unit can fire at any ground unit that comes within range. Being inside a
structure significantly increases the damage the unit does. The units inside are immune from damage
until they leave the building or are forced out when the building is destroyed or badly damaged. The
greater the number of units inside the garrison, the more damage the garrison can do.
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INOTE Each neutral structure has a
capacity. Extremely small structures can hold
only a single unit while the largest can hold up
fo 10.

Whenever neutral structures are near your base, garrison
them as soon as possible. This acts as an additional form of
base defense, slaughtering anything that approaches. At worst,
you’ll damage and delay enemy units or force the enemy to nill115
attack via another path. At best, you’ll completely shut down vy, i pries to sneak a few Gattling
enemy access into~that part of your b.ase‘ Tanks past this garrison. They

The largest garrison fully loaded with troops costs $1,000 won’t last long.
for the Soviets and $2,000 for both the Allies and Yuri. This
gets pricey if you garrison extensively. Select buildings that are on the main enemy attack route toward
your base, gathering points for enemy troops, overlooking your base, next to captured Tech structures,
or overlooking the enemy position.

To destroy a garri-
son you have several
choices. The worst
choice is to rush in
with a group of units.
You may destroy the
garrison, but you’ll
lose a lot of units. A
better choice is to hit
from the air.
Garrisons have no

defense against aerial . -
attacks. The units in the garrison on the V3 rockets destroy the building

[ T

L R "

The best method left fire on one of Yuri’s Slave while Apocalypse Tanks move into
is to attack from Miners. While the structure position to attack the Initiates as
outside the range takes damage, the units inside they are expelled.

are safe.

of the garrison, using

Siege Choppers, V3

Launchers, Prism Tanks, or Magnetrons. After the units are expelled from the building, your ground
units will be in position to destroy the enemy infantry.
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‘T'IIP Destroy a garrison from the southeast if possible, because expelled units
always exit in this direction, putting them directly in your line of fire.

As long as damaged buildings are still standing, they can be
repaired by Engineers. This can be a good way to create a gar-
rison in a badly damaged city area. Also use Engineers to
repair damaged garrisoned structures. In general, repair only
those neutral structures that are near your base or that give
you a particular advantage. If there is another neutral building
that gives you the same advantage, choose it instead. You may
as well save the price of the Engineer whenever you can.

TIP units in garrisons now receive Veleran The green-raaed structure is
and Elite levels. While you will not be alerted to badly damaged but still standing.
the promotion until the unit leaves the building, An Engineer can make it fit for a
they gain all of the benefits of that promotion garrison.

while still garrisoned.
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