


APPENDIX
VR Irainin

The VR Training option provides a means to hone your Stealth skills and get a feel for how and where to use the
skills Snake already has. The objective in each of the 10 Training mode stages is to maneuver Snake from his start-
ing position to the rotating diamond marker without being spotted by the patrolling guards or surveillance cameras
present in that level. If you're spotted, the level ends and you must start again. The level of difficulty increases with
each subsequent stage, requiring you to use every ability Snake has. There are three VR Training modes in all.
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Completing Training mode opens up Time Attack
mode, in which you must not only reach the goal of
each stage unseen, you also must accomplish each
stage within the allotted time. Completing Time Attack
mode gives you access to Gun Shooting mode. Like
Time Attack mode, you're under a strict time limit to
complete each stage. But in this mode you also must
eliminate each of the guards patrolling the stage before
the diamond marker will appear and Snake can exit the
level.

As a bonus, the Survival Mission becomes available
when you complete Gun Shooting mode. In this mode,
Snake has seven minutes and 50 bullets to navigate
through all 10 stages. Certain guards drop boxes with
more rounds for your Socom Pistol when you eliminate
them.

If you complete the Survival Mission, the Technical
Demonstration option becomes available, where a com-
puter-controlled Solid Snake will move through each of
the 10 Gun Shooting mode levels with uncanny preci-
sion.

The following pages present all 10 training mode
stages with strategies for completing each in Training
and Time Attack modes.




[raining Mode, Stage 0001

TRAINING MODE

A single guard lies between you and your goal. Use the
two alcoves to avoid being seen by the guard as he
patrols the corridor.

GUN SHOOTING MODE

Time Limit: 15 seconds
Bullets: 5
Guards: 1

TIME ATTACK MODE

Time Limit: 20 seconds

With precise timing, Snake can complete this stage in
under five seconds by running up the left side of the
corridor and staying in the guard's blind spot as he piv-
ots to start his patrol or by incapacitating him with a
choke-hold or throw.

As you round the corner, home in on the guard using
your laser sights and eliminate him using three quick,
precise shots. Make your way to the upper-right corner
(the exit) as he crumples to the ground.

Completing the level
using the minimum
number of Bullets
reduces your final
score by .333 séConds
for each remaining
round.
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Training Mode, Slaue uuuz

TRAINING MODE

As he runs up the outer corridor to the top of the level
and then cuts across to the goal, Snake’s only opposi-
tion is the guard patrolling the center section of this
stage.

TIME ATTACK MODE

Time Limit: 25 seconds

To complete this stage under 7 seconds, run Snake

through a zigzag up-and-over pattern at each intersec-

tion. When he reaches the top edge, where the single
guard patrols from the left side toward the goal, grab
and throw him by using l; then make your way to the
goal before the second guard can spot you.

GUN SHOOTING MODE

T+

Time Limit: 40 seconds
Bullets: 20
Guards: 4

VR TRAINING

Wait at the corner for the approaching guard to come
into range. Move to where he falls and take out the
guard on the left, and then the guard at the top: They
both reverse their patrol paths to investigate the
disturbances. Finally, take out the last guard as he
rounds the outside corner leading back to the center of
the area, and then proceed to the upper-right corner to
exit the level.
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Using the two tunnels, Snake can bypass the guards
altogether and make his way to this stage’s goal. Use
@ to crouch, and then crawl using the D-pad or left
analog stick. After clearing the tunnel, press @ again
to stand up.




TIME ATTACK MODE

Time Limit: 30 seconds

Timing is everything again, but the reward for this level
is a sub-seven-second time. Inmediately, run up the
left corridor and grab and throw the guard as you
approach him (if you start this correctly, your timing
should be perfect). From there, run down the middle
corridor and exercise the same move to take out the
second guard. Then make your way up the right-hand
corridor to the goal.

[raining Mode, Stage 0004
——

With the guard in the center section remaining immo-
bile, the easiest path to the goal is to run along the
outer corridor and approach the goal from the right-
hand side.

TIME ATTACK MODE

Time Limit: 40 seconds

-1 | Time Limit: 40 seconds
~ || Bullets: 15
Guards: 3

Tapping on the wall at the start attracts the first guard's
attention (press @ while pressing up against the wall).
Eliminate him as he comes into range; then proceed up
the left side and shoot the second guard from around
the corner. Draw the attention of the final guard by tap-
ping on the right-hand wall as you run down the center
corridor. Put him down as he rounds the lower corner.
Exit at the upper-right corner.

Completing this stage in under nine seconds is easy if
you use the following strategy: Staying close to the
right side of the corridor Snake starts out in, grab and
throw the guard as his patrol pattern leads him into
range. Toss him aside and make your way to the goal.

GUN SHOOTING MODE

Time Limit: 45 seconds
Bullets: 25
Guards: 5

This level moves quickly after you down the first guard.
You must move and fire with utmost precision or the
guards will spot you and the level will end. If you're
gunning for a low time, cap the guard above where
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Snake starts, and then move into the center section and
eliminate the three who approach to check out the
commotion. Move to the top area and eliminate the
final guard before heading to the exit.

[raining Mode, Stage 0003
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A thin layer of water covers the light-colored tiles in
this stage. Splashing across them will awaken the
sleeping guards and alert them to Snake's presence.
The easiest way around this obstacle is to crawl past
the guards to the goal.

TIME ATTACK MODE

Time Limit: 30 seconds

Using the wet floor sections to your advantage, draw
the attention of the guard just beyond the wall section
ahead. When he chooses a path to investigate the
source of the disturbance, make a run for the goal
using the other side of the wall as cover.

Time Limit: 40 seconds
Bullets: 20
Guards: 4

VR TRAINING

Once this level begins, pick a side and eliminate the
two guards approaching as they fall within range of the
laser sight. The bodies hitting the ground will draw the
attention of the closest guard on the other side. After
eliminating him, take out the fourth and final guard, and
then race to the exit at the top of the screen.

[raining Mode, Stage 0005

The oscillating surveillance cameras provide the
obstacles Snake must avoid on this stage. Using their
blind spots (the area directly below them), don’t
advance until the camera pans away from where you
wish to go.

TIME ATTACK MODE

Time Limit: 45 seconds

Racing up the right side of this stage, you can complete
this level in under eight seconds by moving quickly
under each of the three surveillance cameras as they
pan back and forth.




= | Time Limit: 40 seconds
| | Bullets: 15
Guards: 3

Stay close to the walls to avoid the surveillance cam-
eras. Move around the top of the wall as you start out
and eliminate the first guard. The one above you turns
to move toward you. Squeeze off three rounds when he
comes into range. Then move to where he first stood
and fire down at the last guard.

You can avoid detection by crawling through the mid-
dle section to the goal, but the easiest path is to time
your movements with those of the guards and advance
when they do. When you reach the third section, race
for the goal as they begin their return patrol.

TIME ATTACK MODE

Time Limit: 30 seconds

The short walls cover Snake only C

when he’s crouching. Therefore, you | If - hm!Sug:;'
must time your movements with the oo ":"c_‘
those of the six guards patrolling the tion, you woi ve,
outer area. Remember to drop to a to crouch to '
crouch before they turn their heads to e

look across the center area, or they'll

spot you.

GUN SHOOTING MODE

Time Limit: 30 seconds
Bullets: 30
Guards: 6

From the start of this level, pivot around and eliminate
the three closest guards before they spot you. Then,
while moving up the center of the level in short incre-
ments, rotate and remove the remaining three as they
come into range.
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Training Mode, Stage 0008
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Footprints in the snow will be the end of Snake if either
guard notices them. By hugging the wall section

toward the bottom of the screen, Snake can avoid
detection by the first guard, and then sneak behind the
second to reach the goal.

GUN SHOOTING MODE

VR TRAINING

Time Limit: 40 seconds
Bullets: 20
Guards: 4
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TIME ATTACK MODE

Time Limit: 25 seconds

With the addition of a third guard, getting past the first
two is easily accomplished by drawing their attention
(tap on a wall section). As the first guard moves closer
to investigate the source of the sound, move around the
opposite side of the wall to the next section and draw
the attention of the second guard in the same manner.
Remember, your footprints will lead both alerted guards
on a chase leading to you, so you won't have much time
to fool around getting past the third.

Taking a step to the right, take down the guard
approaching from the right side. As the guard above
moves down to investigate the commotion, circle
around from the left side of the wall and shoot him from
behind. Move toward the right and eliminate the
remaining two guards as they come into range. Then
make your way to the upper-right corner where the exit
will appear.

Attract the attention of the nearby guard by rapping on
the wall section (press @ while pressing up against a
wall section). As the guard moves in to investigate,
navigate around the opposite side of the block and pro-
ceed up the corridor. Repeat the technique to draw the
second guard from his post and make your way to the
goal.
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TIME ATTACK MODE

Time Limit: 1 minute

To reach the north end of the corridor you must draw
the attention of the first guard, hidden in one of the

r alcoves in the long corridor, and then

lﬂ subdue him as he makes his way back
to his post.

B dr

el At the north end uf the corridor,

far enough from bis | repeat the tactic with the right-hand

postihatyeubieve | auard, This will attract the third and

time to subduehim
before his partner final guard and allow you to reach the
can spot you goal.

GUN SHOOTING MODE

£ | Time Limit: 1 minute
Bullets: 30
Guards: 6

Once you reach the corridor running north, tap the wall
to draw the guard out of the alcove. Then systematical-
ly move forward quickly and take down the oncoming
guards; repeat. The key is to eliminate guards three and
four when they're close enough to the remaining two
guards to draw them out to investigate the noise. (Just
be careful you don’t move too far up and alert the
second pair of guards.)

raining Mode, $tage 0010

In addition to the patrolling guards, if the roving
searchlights spot you, it ends the level. With all the
time in the world, the easiest route to complete the
final stage is to take the ductwork tunnel at the lower-
right corner all the way to the end. When the guard
turns his back to move away from you, crawl to the
position shown (see screenshot). Watch the guard, and
then sneak up the ramp to the goal when he turns his
back again.

TIME ATTACK MODE

Time Limit: 50 seconds

The additional guards and surveillance cameras again

make the air duct the safest choice. Use the same strat-

egy as in Training mode. You won't break any time

records, but you should be able to complete this course
under 45 seconds. .
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Time Limit: 1 minute 20 seconds
Bullets: 30
Guards: ?

You have more than enough time to complete this level.

Just be sure to press R1 to reload your Socom Pistol
quickly. Start by moving up alongside the wall ahead.
Eliminate the first guard, making sure you're close
enough to him that you can make it to the next wall

section (outside surveillance cam-
QE ; era range) before his body hits the
?;:m > ground. From there, kill the guard
guard and shoot him | @S he leaves the alcove in front of
from behind, he won't | you; then eliminate the two guards
ﬁrf:;:;h ~ | patrolling the northern part of this
level.

VR TRAINING

Move up to the ramp and make your way to the
right side of the upper level. Eliminate the sleeping
guard standing at the lower-right corner. On your way
back, eliminate the last guard from above, and then
head for the exit.

Congratulations! Time Attack mode is now com-
plete. You've opened up the Survival Mission, where
you must complete all 10 levels of Gun Shooting mode
under seven minutes. You start with only 50 rounds of
ammunition, so you'll have to pick up more from fallen
guards as you progress through each level. Good Luck!
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