Cheat-codes & tips Splintercell-double agent.

Cheat mode:
Note: This procedure involves editing a game file; create a backup copy of the file before proceeding. Use a text editor to edit the "splintercelluser" and "splintercelluser1" files in the "\ubisoft\tom clancy's splinter cell double agent\scda-offline\system" folder. Scroll down until you find the area with the key bindings. For example, use [F2] to [F4] and bind one of the following codes to a function key as indicated. Press it during game play to toggle the corresponding cheat function. Note: The game may crash after some time. For example: 

F2=invisible
F3=invincible
F4=ammo

	Effect
	Code

	Flight mode
	fly

	Invisible to NPCs
	invisible 1 

	Invincibility
	invincible 1 

	Get health
	health

	Get ammunition
	ammo 

	No clipping mode
	ghost 

	Disable no clipping and flight modes
	walk 

	Freeze enemies
	playersonly 

	Kill all enemies
	killpawns 

	Spawn airfoil round
	summon echeloningredient.eringairfoilround 

	Spawn flashbang
	summon echeloningredient.eflashbang 

	Spawn frag grenade
	summon echeloningredient.efraggrenade 

	Spawn smoke grenade
	summon echeloningredient.esmokegrenade 

	Spawn sticky camera
	summon echeloningredient.estickycamera 

	Spawn sticky shocker
	summon echeloningredient.estickyshocker 

	Spawn wallmine
	summon echeloningredient.ewallmine 


Information in this section was contributed by Ben M. 



Elite mode:
Successfully complete Solo mode. 

Hint: Alternate endings:
Complete the indicated task during the final mission to see the corresponding ending after the bomb is disarmed. 

Ending A (Good): Have NSA trust above 33% and save at least two of the three targets (cruise ship, Hisham, and Lambert). 

Ending B (Normal): Have NSA trust below 33%, and save the cruise ship, Hisham, and Lambert. Alternately, allow two of the targets be destroyed but have NSA trust above 33%. 

Ending C (Bad): Destroy all three targets. Alternately, destroy two targets and have NSA trust below 33%. 

Hint: Bonus equipment:
Complete the following special objectives in single player mode to unlock the corresponding item. 

Electric Lock Pick: Primary objectives in JBA HQ 1. 

EMP Device - Enhanced: Primary objectives in JBA HQ 1. 

EMP Grenade: Secondary objectives in the Iceland Assignment. 

EMP Grenade - Attachment: Secondary objectives in the Cozumel Assignment. 

Explosive Sticky Camera-Attachment: Secondary objectives in the Iceland Assignment. 

Frag Grenade - Attachment: Primary objectives in JBA HQ 3. 

Gas Grenade: Primary objectives in JBA HQ 1. 

Gas Grenade - Attachment: Secondary objectives in the Cozumel Assignment. 

Hacking Device - Force Hack Upgrade: Primary objectives in JBA HQ 2. 

Hacking Device - Software Upgrade: Secondary objectives in the Shanghai Assignment. 

Night Vision - Enhanced: Primary objectives in JBA HQ 3. 

Shotgun Shell - Attachment: Secondary objectives in the Okhotsk Assignment. 

Smoke Grenade - Attachment: Secondary objectives in the Shanghai Assignment. 

Sonic Grenade - Attachment: Primary objectives in JBA HQ 2. 

Ultrasonic emitter: Secondary objectives in the Ellsworth Assignment. 

Wall Mine - Flash: Secondary objectives in the Okhotsk Assignment. 

Wall Mine-stun: Secondary objectives in the Ellsworth Assignment. 

Hint: Ellsworth Penitentiary: Get back to cell:
When you sneak out of your cell by crawling under the bed and getting the walkie-talkie, you must get back under the time limit. When you are up on the grating, instead of taking the pipe down drop off. You will knock out a guard. Then, go back to your cell and act normal. The grating is the only way down. 

Hint: Okhotsk, Russia Part 2: Bomb defusing: 
In Mission 6: Okhotsk, Russia Part 2, after the talk with the Captain he reveals that he has rigged the bombs to go off. Emile Dufraisne tells you that they are in the machine room. Look for a crawl space near you. Go through it and down the ladder. Once you are in the machine room, disrupt the light near to the ladder with your OPC and the camera that you will find nearby. Then, go to the first bomb (you will recognize them by a green light) on the same level as you are on. You can defuse them by cutting the wires in a particular order. The wire you have selected for cutting will be highlighted in green You will know which wire to cut by a short vibration in the controller. When you select the wire the Captain will tell you now have three minutes. The rest of the bombs are located on the machine towers (two of them) and one is upstairs roughly opposite the first bomb. Note: There are three guards in the room. It is recommended to quick save the game before attempting to defuse your first bomb so that you have an idea of how it is done. 

Hint: Disposing Hisham's body:
If you are going to kill Hisham, wait until he is down in the parking space. Kill him and pick up his body. Walk to the back of the red car and put him in the back. Press [Place Charge] and stand back. Detonate it and the "Opportunity Objective complete - Dispose of Hisham's body" will appear. 

Hint: Defeating Emile:
Make sure you have a flash and a frag grenade and full life. There are a lifebox near the door outside of Emile on the right wall. Go outside to Emile and an intermission sequence begins. When it is done, on your left may be a laser beam. Wait for it to go off. When the laser goes off and Emile is done shooting (he will begin again), roll to the next chair or bench. Wait until he is finished shooting again. Continue doing this and go up for the fence/rail. Jump onto it. Go down from it and you now must take Emile out. Walk away for one or two seconds, and make sure you can drop the flash grenade near Emile. Shortly after it is dropped, put your frag grenade in the same place. Emile will not see you drop it and will be defeated. Then, read the computer and defuse the bomb. Note: Take your time.
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Mission 1: Iceland - Geothermal Plant
OBJECTIVES
Assignment
NSA - Investigate Geothermal Plant

NSA - Reach Helicopter for Extraction

Primary
NSA - Prevent Missile Launch

Secondary
NSA - Infiltrate base without alerts *

NSA - Infiltrate plant without alert *

For your first outing, you'll be sent to a geothermal plant in Iceland. Sam will be joined by another agent, and the two will have to investigate the plant for suspicious activity.

There will be a cut scene where Sam and the other agent will be gearing up, and then you'll have to jump out of the chopper. There's a checkpoint here. Once you're in the ocean, swim towards the red light and go into the underwater tunnel there. Hit 'Y' to swim upwards and you'll see your friend pull a guard into the water. He'll then climb out and go off to the left. Another guard will be investigating the hole in the ice. Swim up to the hole, wait until he's not looking and hit 'Y' again to surface. When he walks by again you'll see a grab character icon. Hit 'A' to grab him and pull him under, and then climb out of the water.

Lambert will tell you that customs flagged some Islamic terrorists entering Iceland, and that they're most likely at this facility. Since the fence along the wall here is electrified, you'll have to disable it before climbing over. Go straight into the building ahead and past the sleeping guard. Stay crouched and walk quietly to avoid waking him up. There is a laptop here that will have a note about the fence. Read it, go to the far wall, and cut the fence's power. Once you do, your buddy will start getting impatient. Go back out and give him a boost, then climb over the fence and up the ladder on the other side. Once on top, hit 'Y' to jump and slide across the yard on the power line to a checkpoint.

From here you can see your target location. It looks like a brightly lit hole in the wall, but it's all the way on the other side of the compound. Staying crouched, wait for the guard here to walk by and jump down on him, knocking him out. Quietly go down the stairs, make an immediate left at the bottom, and hide up against the wall there where it's dark. There are a number of guards here on patrol with flashlights. When the guard closest to you turns away, head in the direction away from the electrified fence and to the right into a large container. There is a wall mine here so walk slowly and take it by hitting 'A'. There is a guard facing away from you at the other side of the crate. Sneak up on him and choke him out, then hide him in the shadows. Going back to the side where the mine was, wait for this guard to walk past and head for the small building across from you. Go in the door and close it behind you. There is a guard here looking into the corner. Choke him out and hack the laptop to open the main gate. If you turn the lights out here, the guard outside will come in to check it out making it easy to incapacitate him too. Close the door once you've disposed of him and head for the gate. At the gate, it's easiest to use your EMP on the lights here, and when the guards come to check it out go in the gate behind them. Make your way straight ahead to the ladder, climb up and hide behind this water tower. If you don't want to do it this way, you can also cut the power to the electric fence and climb over it avoiding the searchlights and across to the ladder. The power to the fence is located next to the guard shack. It's advisable to take out the lights in that area before attempting to cut the line.

When the coast is clear, climb up the ladder on the water tower and grab the pipe. Hand-over-hand it across this area, then climb up and over the railing. Straight ahead is your entrance, and since the other agent disabled the ventilation system, its wide open. There's a checkpoint here.

When you climb in you'll see that the guards have discovered your friend, and since your hands are literally full you can't do anything about it. He'll be killed. Oh well, he was annoying anyway. If you did the previous section right, you'll complete your first objective and gain trust with the NSA for raising no alarms. Climb to the left and up onto the platform. You'll be notified that the missile here is about to launch and kill a lot of people. Unfortunately, Sam isn't a missile expert but Lambert will fill you in. Go straight ahead and down the stairs. A guard will be on patrol coming up the stairs. Knock him out from behind and then take out the one in the crane control booth as well. Head to the bottom floor. Use the laptop here and disable the missile camera. Go to the missile and turn the manual release crank. Head back up the stairs one floor and go to the panel on the missile. Hack its onboard computer to jam the release system. Then, go up the ladder directly to your right and at the top there will be a rope to extract you.

Mission 2: Kansas - Ellsworth Federal Penitentiary
OBJECTIVES
Assignment
JBA - Help Jamie Washington Escape

JBA - Hijack News Helicopter

Primary
JBA - Rescue Jamie From Guards

Secondary
JBA - Open Cells to Start Riot

NSA - Don't Kill Guards

NSA - Escape Without Alerts *

NSA - Reach Central Tower Without Alerts *

At the end of the Iceland level, Lambert tells Sam that his daughter has been killed in a car crash. The opening credits roll and Lambert explains that Sam has fallen into despair. In order to take his mind of the pain he takes on the most dangerous mission of his career - infiltrating an organization known as John Brown's Army in order to stop a terrorist attack. The NSA puts him in Ellsworth Penitentiary to put him close to one of the JBA's members: Jamie Washington. The hope is that Sam can do a favor for Jamie that will get him in good with the terrorists so he can join their group.

At the start of the level, you'll be in your jail cell and Jamie will come by to see if you're willing to help him break out. He'll tell you to go to cell block A and open all the cell doors there to start a riot. To give you some cover he'll be doing the same in your block. Lucky for you, Sam has been digging a tunnel in his cell for six months. Go to the poster on your wall, tear it off and head out the hole. Climb up the pole in the next room and go into the vent. When you get out of the vent, go left across the top of the vents in this room to the vent with the red light next to it. Hit 'A' to use your knife and open it. Go through this vent and down the trap door at the end. There is a checkpoint here. 

Crouch and hide behind the desk here immediately. There will be a guard in this room. Sneak up behind him and interrogate him to get the door code for the equipment room. If you accidentally knock him out first, you can also hack the laptop to get it from the email. Take the three smoke grenades from the closet and use your lock pick to open the door. Don't open it yet as another guard will be outside snooping around. Grab the unconscious guard and head out into the hallway when it's clear. Because the guards have microchips in their uniforms that open the doors, you'll need them to get through the next area. With the guard over your shoulder, go straight into the door ahead. As soon as you're in, drop him. The guards here will be shooting it out with some inmates and you can use this chance to sneak up and take care of one of them. Then, you can wait until one side wins, or just start throwing smoke grenades on the catwalk in front of you to hide your movement. Get around to the stairs, go up, and take out the guard who's there. His body will get you into the next door. There is a checkpoint here.

Drop the guard and slowly head towards the control room. Knock out the two guards here. They should be distracted by other inmates. The computer in this part of the tower has a control for the cell doors. Hack it and open them to complete your first objective. While you might lose some trust with the NSA for the ensuing prison riot, it will gain you some trust with Jamie, and that is more beneficial at this point. That being said, you can opt not to open the doors if you like.

Go down one level in the tower and grab the Riot gun and the ammo that are hanging on the wall. This will prove very useful later on. The laptop here has some emails on it to read also. Go back up the stairs to where you opened the cell doors, and then up one more level to get to a break room. There is an elevator here. The code for the door is the same as the equipment room: 1403. Go up the elevator but stay hidden to one side. When you get out Jamie will tell you to go to the roof. There are more guards here. Take them out, but be careful not to alert them. Definitely don't use the riot gun as you might need the shots for later, and it is too loud. Go out the left side of the room through the hole in the glass and up the pipe. Jamie will radio you but then get caught by a guard. Quickly go across the catwalk to the hole in the wall and you'll see Jamie. With some careful aim and quick timing you can shoot the guard without getting Jamie or yourself hurt. This will complete another objective and gain you some trust with the JBA. Now that you're on the roof, Sam decides to highjack the news chopper overhead.

You may want to save it here because a helicopter full of heavily armed guards will be on its way. These guys have pretty good aim so high tailing it to the shopper without taking them out isn't an easy option. Go straight down the stairs, and hide behind the pillar in this area. Crouch down, sidle up to the wall, and get your riot gun ready. You should have a clear shot of the stairs from here and you'll be in the shadows. You should be able to pick off the guards one by one as they come down without getting hit. When they're all down, run towards the chopper and climb up the system of vents here until you can grab it. You'll have helped Jamie escape and since you didn't kill any guards, complete that objective as well.

Mission 3: New York City - JBA Headquarters Part 1
OBJECTIVES
Choices

JBA - Kill Cole Yeager

NSA - Don't Kill Cole Yeager

Primary
NSA - Upload Trojan to JBA Server

JBA - Complete Training Course

NSA - Bug Antenna on the Roof

Secondary
JBA - Practice at Firing Range

Profile
NSA - Get JBA Member Profiles

NSA - Get Professional Background Info

Since you've risked your life helping one of their members escape, you've earned enough trust with the John Brown's Army to become one of them. Jamie will bring you to their New York City compound so you can get acquainted with some of their key members. There's no time for lollygagging though, as Lambert will tell you that you need to put a back door on their server, bug the antenna on the roof, and do whatever else they need you to do. You also won't have much time to do it.

When you start off, you'll be following Jamie. You'll find out quickly that JBA members frown on new recruits not following closely enough. Don't hang back, or you'll lose trust off your meter. Jamie will lead you to your bunk, and then Moss will take over. Follow him to the training room. You'll have 25 minutes to complete the course. Your real goal is to do it much faster so you can snoop around in your spare time. Go through the first hallway, and then turn right into the second. Crouch under the first laser, and wait for the next ones to disappear. Go left and pick the lock, pass these lasers, and climb the ladder to the right. Shimmy down to the second rappelling point, go in the window and squeeze down the hall to your right. You may have noticed by now that if you touch the lasers you have to go back to the last open doors. It can be easier to just let Sam touch some of them. When trying to rappel down in the next hallway, touch the wire and go back to the window you came in. Go through the door that is now open and to the next hallway. This one is easy, just follow the first laser, climb up over it, and then jump down. In the next hall, let Sam touch the laser again. Go back through the easy hall you just came out of and go right twice to get to the safe. Crack the safe and leave up the ladder. There is a checkpoint here.

As is the case in all JBA compound levels, you'll have some choices for what to do next. It's easiest to go from here to the server room, so let's do that. Leave the training area and go back to the common area's main section. Go down the stairs and continue straight to the next area and turn left. You can check your 3D map if you need to. It will be the entrance to the server room next to the mine assembly area. There's a man working in the next room so turn out the light here. He'll come to look for his screwdriver, and then go back to work. Hack the door panel here and head into the next room. Stay crouched. There is a camera here. Stay under it against the wall and hide in the corner. You'll hear Jamie chewing someone out, and then he'll leave. When he does go in the room and close the door. Hide behind the server rack to the right while the two guys here argue. Another guy will leave and you can go up the small staircase and into the trap door. Climb under the grating and out the trap door on the other end. Hack into this server and you'll upload the Trojan to it. Quietly go back out the way you came and you're done with the first NSA objective.

Now you'll need to get to the roof. Go back upstairs towards the training room and make a left at the infirmary. You'll see a ladder ahead. Climb it and there will be two guys in the corner chatting about building maintenance. Sneak past them while they're welding and go up the next ladder to the roof. Once on the roof, go to the left behind the stack of boxes there and then into the fenced off area. You'll find a panel in here. Pick the lock, to bug the antenna. This completes your last major objective and gives you a checkpoint. Go back around to the spot behind the boxes, wait for the guard to walk past you and go for the exit. You'll leave the restricted area and you won't have to sneak around anymore.

Now that you're done you can go and practice at the firing range if you have time. This is a secondary objective but can help boost trust if you score high enough. Hit 75% of your targets with one clip to complete the challenge. You can also snoop around for JBA member medical files and background info if you're feeling adventurous. Now's also your chance to meet Enrica who you'll be working with in the next mission; she'll be hanging around in the infirmary. Whatever you do, when the timer reaches zero get back to the training course quickly, or you'll lose trust with Moss.

When you meet up with Moss he'll be pleased with your performance (if you did actually crack the safe) and he'll take you downstairs to the interrogation room. It seems that the pilot from the news helicopter you hijacked is still alive. Emile, the JBA leader, is not pleased and wants him dead. He'll hand you a gun and ask you to do the honors. This is the first of your major choice objectives in the game. If you shoot the pilot you get a little extra trust with the JBA, and lose some with the NSA. You can choose based on whose trust meter is the lowest, but since you aren't really a terrorist, you might as well let him live. When you shoot, intentionally miss and Jamie will finish him off instead.

Mission 4: Siberian Coast - Sea of Okhotsk
To prove yourself as a worthy JBA member you've been sent to the Siberian coast to capture a supertanker called the Rublev. You'll have to parachute into the area unnoticed, but you'll find that Sam has some trouble with his ripcord. Use the left analog stick to move his hand to the pin, and hit 'A' to pull it.

When you land, you'll find out that you're not the only one here. Two guards will fly in by chopper to investigate the area, and since they've found your gear, they'll be looking for you. Crouch and jump down to the left, then go straight ahead through the crevice and to the right. Since there's almost no cover here, it's easiest to hang on the ledge here and hand-over-hand past the small ice hump and back up onto the glacier. Stay to the edge here until you can see your gear, and retrieve it. It's pretty sunny here so it's best to make sure the guards are looking away before you do this. Now jump off the ledge into the water.

Swim ahead into the crack in the ice floes and then up towards the surface. You'll see a guard here standing on some thin ice. Swim up and hit 'A' when you see the 'grab character' icon to pull him under. There is a checkpoint here. Climb out and survey the area. There will be a wooden structure and a tent ahead. Get back in the water and swim under where the structure is. There's another thin spot of ice here where you can grab a guard. Once you do so, go back to the first hole you came out of and move towards the right side of the structure hiding behind the wall. You'll see yet another guard here standing by where the detonator is. You can disable the lights, and sneak up on him, but it's easier just to use a sticky shocker; in this area, it can be harder for you to see the enemy than it is for them to see you so it's better to take a shot when you can. Grab him and dump him in the water and then hack the detonator to blow the sea wall and complete your first objective. Once you've done this get back in the water as some of the other guards may have been alerted.

Swim under the ice to the rear of the structure and get out. Don't bother breaking the ice by the tent; it will just alert the guard there. With the coast clear, walk straight ahead towards where the sea wall used to be and dive in the water. You'll be awarded with a star objective if you avoided alerts.

Sea of Okhotsk - PART 2
Swim upwards to find two guards chatting it up. The ice here is thin enough to pull them under but wait until they're done and one walks away. Get out and incapacitate the other. Ahead of you, you'll see the Rublev, a small dinghy with a guard on it, and a dock. You can swim to the dock, and lower a life boat to get onboard, but it's easier to swim all the way to the rear of the boat and climb the rope there. From here you'll have a clearer shot at the next section. If you want you can go to the dock anyway to get a checkpoint.

When you reach the boat, you'll get a radio transmission from Moss who will order you to wipe out the crew. As always, the NSA won't be pleased if you off too many civilians, but this is the one level where it can actually be helpful. You'll have to kill about a dozen of them to fulfill Moss' bloodlust, and the best way is with your knife. The pistol and SC-20K will just give away your position. If you can pick them off one by one by grabbing them in the shadows, you can avoid alerts. Be warned however, this section is very hard. There is a lot of light, poor visibility, and for some reason the crew members are just really good at spotting spies. To top it off, there are a lot of them in one place, so you'll have to be quick when hiding the evidence.

That being said, its best to avoid the guards in the rear deck as much as possible and save the killing for later. Your safest path is around the outer edge of the ships' stern. Stay low and watch the guard's paths before you move. Once you're on the right (or starboard) side of the ship head in the direction of the bow and up the stairs here. At the top of the first flight of stairs is a ladder; take it. Your target location is the communications tower. Head straight to find a red pole and climb it. Now jump up and hang on the ledge of the next deck. You can grab a guard and pull him down here. Even though he only falls a few feet he still dies. 

Climb up and ahead you'll see a ladder. There is a panel up there that you can hack. It will allow you to contact Lambert and jam all outgoing communications. This will take care of two of your objectives. Slide down the rope to your left. You'll find a hatch there. Open it and you can drop down to put gas in the ventilation system. Though Sam has some reservations about gassing the crew, it will make your life a lot easier. Drop the gas in the vents and climb back out. You should get a checkpoint here.

The ships captain will become a little bit edgy about the mysterious problems the ship seems to be having and he'll retreat to the bow. Drop down the ladder here, go in the now gas filled bridge and out the other side. Climb down the pipe here. Unless you killed him already, there will be a guard patrolling the deck below. Jump down and knock him out. If you want to carry out Moss' order to disable the crew, now's a good time to start the body count. If you kill the guards from here on out, you should complete the objective. If you don't, you'll still pass the level but you'll lose some JBA trust.

Now that the large crate here has been moved you can advance towards the bow of the ship. The next section has a large tower with lights on it, and many patrolling guards. It's a good idea to disable the lights here before moving on; as the guards in the tower will spot you pretty much no matter what you do. Go right and behind the cargo boxes. You should be able to grab one of the guards here and take him out. There will be a second guard also, try to get him out of sight of the others. There will be a set of stairs leading up towards the tower. Underneath it is an open cargo container. There is SC-20K ammo inside. Go up the stairs and you'll find two more guards. Take them out or just sneak behind them and go to the other side of the ship. There is a hatch there to climb down.

In the next two rooms you'll find crew members patrolling looking for you. Take care of them according to how you've chosen to handle Moss' orders. Flip the switch in the small room ahead, and go back downstairs to where the captain is hiding. There is a checkpoint here.

At this point Enrica will warn you that the captain is getting pretty loony and will blow the entire ship if he sees you come any closer. He's threatening to light the tanker's crude reserves on fire. Get in there fast and take him out. You can use a sticky shocker on him to make it easy, or just knock him out the old-fashioned way. When he's disposed of, your mission will be complete and you'll be whisked off to Shanghai for another task. Go up the ladder to the helipad where your extraction point is.

Mission 5: Shanghai - Hotel
OBJECTIVES
Assignment
JBA - Reach Aswat's Room 2406

JBA - Extract Via Emile's Helicopter

Primary
NSA - Sample Red Mercury

NSA - Kill Dr. Aswat

JBA - Get Aswat's Notes From His Room

NSA - Record the Secret Meeting

NSA - Infiltrate Hotel

Secondary
NSA - Infiltrate Hotel Without Alerts *

NSA - Complete Mission Without Alerts *

NSA - Don't Kill Civilians

For your second mission with the JBA, you'll be flying to Shanghai to protect Emile. Since the man he's meeting with is a nuclear scientist, the CIA wants to know what's going on, and you'll be asked to record the meeting.

The first thing you'll have to do however is keep the chopper from going into a tailspin. It seems that something unfortunate has happened to your pilot on the way to the hotel's rooftop, and you're the only one who can fly. Use your left stick to bring the chopper level again and you'll land in safety.

Once you're on the rooftop, Emile and Moss will leave down the elevator and you'll be contacted by Hisham Hamza. Hisham by the way is also a double agent for the CIA, and he'll be helping you through this mission.

Since the elevator is disabled you'll have to take an alternate route. Go to the left of the doors and climb up on the ledge. Wait for the guard to pass and go around the back of this small building to find a pole. Climb up, and when the guard here isn't looking slide down the power line to the left. From here drop down to the ground below and hide behind the skyjack. A guard will patrol by here and you can easily grab him from the shadows. Hide his body in the corner here so he won't be found. Go straight ahead and over the pipes towards the fence, and turn left past the ventilation system. There are three guards in this next area but you can do circles around the ventilation equipment if they start to notice you, and they'll lose your trail. When you have a clear shot, go up the stairs to the panel and hack the crane control. Turn the crane on without lights. You can now climb on it to rappel down the side of the building.

You'll end up on a ledge; shimmy your way to the left, drop down to a hang, and grab the lighted pole on the outer edge of the building to get down to the next level. Pull yourself up and you can slide right by all those people in the bar. Don't worry, whatever they're watching is interesting enough for them not to notice the large armed man on the ledge outside.

You'll reach a point on this wall where you can rappel down again. There will be a checkpoint. Equip your laser mic here; you'll need it in a second. Drop down quickly and to the point just below the window in the meeting room. Pull out the laser mic and start recording. The second you're done put it away and continue down to the next ledge. Hisham will warn you that a helicopter is coming; they've noticed the rope you left at the roof and they're coming to check it out. 

Staying unnoticed here takes some fancy footwork; but if you've avoided alerts up to this point its worth it to be cautious. From this ledge go towards the left to where the laundry area is and stand in the middle of the lighted windows. Wait for the searchlight to go under you and then drop down to hang in the same spot. It will go over you. Now, climb back up on the ledge to avoid it again. After it passes this time, drop down and hand-over-hand all the way to the left under the vents. A guard will come out to check the ledge. When he's done, go in the vent, sneak up on him and take him out. If you did it right you'll get an unlock at the end of the level for avoiding alerts.

From here, you'll have to get up to the hotel suite and sample whatever it is that Emile is buying. Though there's a trap door that goes into the next room, the easiest way from here is just out the regular door and straight to the wall where the power switch for the laundry room is. Cut the wire here to kill the lights and sneak behind the guard to the left and you'll find a secret passage. Climb up the ladder and into the duct to get to the suite. There is a checkpoint here.

The duct will put you right into one of the suites' closets. Quietly go out the door and to your right into a bedroom. Close the door behind you and knock out the guard who is sitting at the desk. To be safe, hide his body in the bathroom or in the closet. You can hack the laptop to disable the security cameras downstairs. Be sure to also grab the sticky cameras that are here.

Leave the bedroom and go behind the privacy screens in the next room. Wait until the guard is looking out the window and move into the next room and behind where Emile is standing. If you walk quietly enough he won't notice you. When he walks away go to the safe and crack it to get the sample. As soon as you're done, go into the bathroom next to you and climb up into the duct. Moss will tell you to go steal Dr. Aswat's notes from his room. The room is a few floors down and there are a lot of guards hanging around so you'll have to get creative.

When you get to the end of the duct there will be a guard patrolling the area below. When he turns away he'll stand there and doze off a little giving you a chance to go straight ahead and up the ladder. There is a checkpoint here. You'll be able to rappel down from up here to some rafters below. Luckily there will also be a New Year's celebration going on to mask your descent. Jump on top of the elevators as they go down and you'll get to Aswat's floor. Walk off the rafters and to the hotel hallway; you can use your EMP on the spotlights to keep yourself hidden. Go around counter-clockwise to the elevator lobby and hide in the alcove opposite the doors. Sneak past the guard and keep heading down the hallway until you reach room 2406 to complete this objective. There is a checkpoint here.

Inside there will be a number of men rummaging through Aswat's possessions. They're probably looking for the same thing you came for. After a brief conversation one of them will come to the living room and check the desk there. You can handle these guys pretty much however you like. When you've taken care of them, head into the bedroom and crack the safe. As soon as you do, Emile and company will head to you in the chopper. They'll blow the window and send you a zip-line hoping for a quick escape. However, Hisham will also radio you at this time and order you to kill Dr. Aswat. No matter what you do, you'll lose trust with the JBA waiting for him. Stay in the shadows with your gun ready, snipe him and get to the extraction point quick.

Mission 6: New York - JBA Headquarters Part 2
OBJECTIVES
Primary
NSA - Scan Blueprints in Emile's Safe *

JBA - Assemble Mines for Kinshasa *

NSA - Record Voice to Access Locks

Secondary
JBA - Complete Training Course

JBA - Dispose of the Pilot's Body

JBA - Practice At Firing Range

Profile
NSA - Get JBA Member Medical Files

NSA - Search Quarters for Personal Info

NSA - Get Professional Background Info

NSA - Get JBA Member Voice Samples

In this mission you're back at JBA headquarters. Your work in Shanghai has earned Emile's trust, and with the notes you obtained Enrica will be able to finish her work on the bomb. At this point your trust level with both organizations should be pretty high.

At the beginning of the level you'll have a secret meeting with Lambert outside of the compound. He'll tell you that the tanker you seized is going to be used to deliver the nuclear weapon, and that one of Emile's allies is using it to train more terrorists as well. The NSA wants you to scan the blueprints of the bomb, and to do that you'll have to record the voice of one of JBA's key members and access the restricted area's locks.

After talking with Lambert, you'll start off in a restricted area. Climb over the dumpster and sneak back into the compound. Head towards the door to the shooting range and meet up with Enrica. She's been looking for you and needs you to assemble some mines for the trip to Kinshasa. She also wants you to dispose of the pilot who keeled over on the way to Shanghai. Lucky for you these are both very easy, which means there will be plenty of snooping time. When she's done with her briefing, there will be a checkpoint.

To assemble the mines simply hold your right trigger down and keep the core in the center with the left analog stick. It's a pretty mundane mini-game really, but being able to work on bomb parts might just come in handy some day. The key is not to go too fast, so don't push the trigger down all the way. Depress it just a little bit to give yourself more control. Once you're done making ten of them there will be another checkpoint.

Now that the mines are out of the way you'll want to find a key JBA member and record their voice with the laser microphone. This will give you access to the higher security area's locks, which are voice activated. The easiest way to do this is to head back upstairs to the member's quarters and into the large bathroom there. Make a right at the door and into the dark corner at the end. Pull out your laser mic and wait there. For some reason, a guy named Nichols like to hide in the bathroom next to where you're standing in order to shirk his duties. Moss will come looking for him there and chew him out. When he does, you'll be right there to record it. If you decide to record him elsewhere, be careful. Pulling out an NSA gadget in the compound will get you noticed right away; only do so in the shadows.

Go back to the mine assembly area to the restricted access door there. You'll be able to use Moss' voice to get in. Go up the stairs and in the door to the right. Turn off the light at the top of the stairway. Go in the door here, close it behind you and turn off the lights. Now sneak past the man sitting in the folding chair, make a right at the next hallway and into the room with the pool table. Hide under the table while a guard goes to turn the lights back on and then head out, make a right past the bathroom and go in the first door. You'll have to pick the lock. If you're having trouble finding it, it's on the map as Enrica's quarters. Fortunately she won't be there. Rifle through the files here for some personal data, and then climb out her bathroom window into the courtyard below. Stay to the left edge and go behind the truck. Keep going to the far corner and you'll be able to climb up on a crate, then a pipe. Now you're on Emile's balcony. Go in the first window and you'll get a checkpoint.

Instead of just going right for the safe, go in the door to the left. Emile is going to come and check the files in the safe in about 20 seconds anyway. While you're waiting you can go into his bedroom and snoop around. There will be another file cabinet to get personal data from here. Wait by the door for him to finish and then crack the safe. Once you scan the blueprints he'll get up again and come your way. Hide under the desk until he passes. Before you leave, hack this laptop for the code to Enrica's workshop.

Go back out the way you came and into Enrica's window. If you did everything correctly, Enrica will walk in on you. Don't worry; Sam has a plan. He'll use that secret agent charm of his to seduce her, and you'll complete the mission early. You don't have to do it this way however, if you have low trust you might want to go and complete some of the other objectives before scanning the blueprints. These include completing the training course again, practicing at the firing range, and, if you really want to, carrying the pilot's dead body from the infirmary to the furnace area. Keep in mind that the pilot objective will be cancelled if you seduce Enrica, and it won't affect your trust level.

Mission 7: Cozumel - Cruise Ship
OBJECTIVES
Assignment
JBA - Place the JBA' Bomb

JBA - Dive to Extraction

Primary
NSA - Get Detonation Frequency

NSA - Place Smoke Bomb

Secondary
NSA - Don't Kill Civilians

JBA - Reach Pool Deck Without Alerts *

JBA - Place Bombs Without Alerts *

With a prototype bomb built, the JBA has decided to test it in the field to make sure it works properly. You've been sent to Cozumel to place the test bomb on a cruise ship. The NSA has let the Mexican authorities know about the attack so there will be armed Coast Guard units on the ship who will shoot you on sight.

At the start of the level, you'll be in your room and you'll get a call from Lambert. He'll tell you to plant the bomb but get a detonation frequency so it can be stopped. He also wants you to put smoke charges in the ventilation system to force the evacuation of the ship in case anything goes wrong.

Grab the sticky shockers by your TV and head out to the balcony. Climb over the railing and to the right. Climb up the pole to the next level and under where the guard is standing. You can pull him down but don't bother. His co-worker will come tell him to get back to work and they will both walk away. Once inside the casino Enrica will hack into the slot machines and use them as a distraction. Use this chance to go to the other end of the casino, staying crouched and towards the walls. Go to the corner and then turn right and head towards the cashier area staying behind the slot machines there. You will make sound if you hit the walls so be sure to walk slowly. Inside the cashier area you'll find a panel that will access the lighting system, a safe, and a spot to place a smoke bomb. Place the smoke bomb first, and then crack the safe making sure to avoid the security camera above. The safe will have two sonic grenades in it. You can check the messages on the laptop also, but they are not very important. When you're done you can turn off the lights. This will lure all of the guards in the area to this room so be sure to leave quickly. Go around the edge of the casino towards where you came in and then make a left to head towards the large doors. Hiding under the car display here, wait until the guards turn away and then go in the doors. There is a checkpoint here.

Go straight ahead and hide under the stairwell in the dark. A man in a white uniform will come down the stairs. The lights in here will go on and off intermittently giving you more cover. Wait for a clear chance and go up the stairs. Next you'll come to a bar with a large aquarium. The aquarium has a crack and is fragile right now so any major disturbance will dump water and fish all over the floor. It's better to avoid that. Use the dark areas and the bar furniture to sneak around behind the guards, staying towards the far edge of the room. They're pretty dumb so this can be achieved pretty easily. When you get to the dark hallway ahead stop there. Two guys will talk for a while and then come out of the elevator lobby towards your position. One will go left, one will go right. Use the partitions to dodge them and you'll be fine. Now go and take the elevator down to the pool level. If you were careful you'll have completed your objective to avoid alerts.

Cozumel Cruise Ship - PART 2
At the beginning of this section Enrica will warn you that two guards are coming into your elevator. Jump into the trap door above you to hide on top of the elevator car, and when they are done interrogating the passenger jump back down. Head out and behind the buffet tables on the left, then behind the deck chairs. Enrica will help by turning on the pool's fountain. Stay behind the outer row of deck chairs and make you way behind the showers. The guards on patrol here are pretty tough to get past; you may want to use your sonic emitter or sonic grenades to lure them away so you can go up the stairs ahead. At the top of the stairs stay behind the buffet table again and when the guard goes off the other way head for the door to the steam room. You can also swim across the pool and climb up the pole at the opposite end if you feel more comfortable with that route. Either way, inside the steam room you'll get a checkpoint.

Go down the hall to the right and then make another right into the massage rooms. There is a guard at the end of this hallway. Use a sticky shocker on him and quickly stash him in one of the rooms. Then, go to where he was standing and up to the doorway of the steam room itself. Enrica will give you some extra steam for cover so you can climb up on the wall where there is a grate and go through it. There is another checkpoint here.

Next you'll find yourself in the crew quarters. When you come out of the vent there will be a crew member freshening up. Unless you're going for a 100% stealth score, you might as well knock him out, but don't kill him; he's a civilian. In the next room there is another man. Knock him out and hide him in the other bunk room. In the common area on the right there will be a laptop with the navigation room code and some other emails. Enter the code in the door, go down the stairs and hide behind the computer racks. You can use a sticky shocker on the two crew members here or lure them back upstairs with the sonic emitter if you have it. It's easier to use shockers though since you'll be easily spotted when you go out to the front deck. Go out the door to the balcony and slide down the line there. There will be a checkpoint, and Enrica will tell you that you have to arm the bomb yourself.

Go around the top level to the left here hiding behind the life preservers as you go. You can go up to the crane and turn it on to distract the guards here. Jump down off the ledge and go into the small room in the middle of the deck. Disabling the guards here will make you life easier if you can. Pick the lock and place the bomb on the fuel pumps. Now that you're done, you can go the extraction point and leave, however, it's best to get the detonation code for Lambert first. Simply hack the spot where the bomb is to get the code. Enrica will be a little suspicious, but it's better for your mission to get it now. Go right from the door to the panel, pick the lock and lower the platform to leave.

Mission 8: New York - JBA Headquarters Part 3
OBJECTIVES
Choices

NSA - Stop Cruise Ship Explosion

JBA - Allow Cruise Ship Explosion

NSA - Fram Enrica

Primary
NSA - Obtain Visual Proof of Bomb *

JBA - Decrypt Email Message *

NSA - Scan Fingerprint to Access Lock *

Secondary
JBA - Complete Training Course

JBA - Assemble Mines for Kinshasa

NSA - Obtain Enrica's Disarm Code

JBA - Practice at Firing Range

Profile
NSA - Get JBA Member Medical Files

NSA - Search Quarters for Personal Info

NSA - Get Professional Background Info

NSA - Get JBA Member Voice Samples

NSA - Scan JBA Member Fingerprints

The test run is complete, the bomb planted successfully, and now Emile is going to show the world what the JBA is made of. If the bomb doesn't go off, heads will roll, and it will probably be your head. You'll have to find a way to stop the bomb without blowing your cover, get visual proof of any other bombs that are being built, and crack the encryption on Emile's computer before it's time for the fireworks show.

You'll start off in the computer room where you've been left to break the encryption of an email sent by Massoud. This is another fairly annoying mini game that most closely resembles solving a rubix cube. The best and fastest way to do this is to start with the first number: '000' and put it in three different locations on the cube. Then put the next number up in three locations, and so on, and so forth. You can't have the same number in the same row or column. For example, if you place it the first time on the top left of one side, move one side to the left and place it in the bottom left side. Now you can move one side up and place it in the bottom right. If you follow this system you'll be able to crack the code in no time, and you can move on to more important things like, saving the country.

Hopefully at this point you still have about twenty minutes left until you're supposed to meet up with Emile. This is plenty of time. Head upstairs to the low security corridor's main entrance. This is the entrance that you probably didn't go in during the last JBA headquarters mission because there was a man standing guard at the doorway. To get there, go out to the common area and up the stairs there. Make a right at the top of the stairs and into the stairwell that is marked with an 'exit' sign. At the top of this stairwell, turn the lights off and access the voice lock. Go in the door and make a sharp right to head into the room with the pool table. Hide under it. Two JBA members will be talking about Emile's leadership outside. When they are done, they will both walk out of the room. When they do so head towards where they were sitting and continue straight down the hallway. In front of you will be a door. Pick the lock, go in, and close it behind you quietly. Inside Dayton will be talking to Emile on the phone about a server problem. Stay crouched by the door until he goes to the other room. Pull out your fingerprint scanner and go to the desk ahead of you to get his prints. When you're done get out of there quick because he will come back. Close the door behind you and go left to get to the fingerprint scan lock.

After you go through the door you'll hear Jamie and Moss talking. If you feel like it you can record their voices while you're there for your records. Wait until they're done with their tiff and then go left down the hallway. To avoid the security camera, sneak your way into the open door on the right and very quietly go behind these two men who are talking about getting busted by the feds. Go out the other door, and stay close to the wall on your right. If you walk slow enough and stay in the shadows, the man standing guard in the cage here won't notice you. He's practically asleep anyway. Go left to the end of this hallway and hack the door to get into the surveillance area. If you stay crouched and against the server rack next to the door, Moss and the others in this room won't notice you. When Moss goes to his office, sneak behind the man who is standing in front of the monitor and to his left there is a computer. If you're quiet enough you can get into the corner there behind it. Access it, hack it, and record the security feed. Through the camera you'll see the bomb and Jamie working on it. At this point, if you're feeling adventurous you can go in Moss' office and sneak behind him to get some member profile info. Now leave the security room and go down the hall to the end. You'll see a man standing facing the other way. Go in the gate on your right, through the cage, and to the gate on the other side to pass him. If you want you can pick the lock to the room on your left as you leave to get more personal info. Once you're in the room, be careful because Moss will come in. Hide in the locker while he practices on the heavy bag so you don't get caught. Either way, you're done with this objective, and you can leave the restricted area and move on to the next objective. You should probably save your game here just to be safe.

When you get back to the common area, go downstairs to the mine assembly room and to the voice lock there. Go in the restricted area there, head up the stairs and to the left. There is a security camera here, so stay towards the wall. Open the door (the code is 1337) and sneak past Enrica to the right and into the dark space in the corner. There is a computer here. The second you try to use it, Enrica will come over to chat on the intercom. Hide under the desk or crouch in the space between the desk and the wall to avoid being seen. When she sits down again, get on that computer to get the disarm code from it. You can also get a code for the surveillance room door while you're at it, but you probably don't need it now. When you're done she'll probably get up again. Use this opportunity to go out the door, and back to the common area.

If you still have time left, you can use it to assemble more mines, work on the training course, or practice at the firing range. Since your trust should be pretty high, you don't really need to do any of these things, but it doesn't hurt. When the time is up be sure to get back to the computer room where Emile left you. He'll read the message. It seems that Massoud is claiming innocence about the Shanghai helicopter pilot incident. The email further explains his stance that at this time there is no need to carry out an attack on Emile as he is needed for the operation. Follow Emile out of the room to where everyone will watch the cruise ship explode.

You'll be faced with one of the bigger choices of the game here. Your OPSAT watch will give you the option to jam the signal, frame Enrica, or let the ship explode. You'll have to choose quickly. If you Jam the signal you will lose some trust when the bomb doesn't detonate, even though most of the blame goes to Enrica. If you let it explode, you lose a huge amount of trust with the NSA. Framing Enrica, is your best bet; you lose no trust from either entity. If you're worried about sparing her life, don't bother. She gets killed either way if the bomb doesn't go off, and letting it explode is too costly for your NSA trust.
The End.
