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This is 
a large, 
cylindrically 
roofed 
chamber 
with a 
Command 
Post 
between 
two sets of 

stairs. Enemies usually stay away from here (due 
to the automatic turrets that cut them down). Use 
this area to wait for spawning teammates and buff 
other players before splitting into groups to tackle 
specific objectives.

Brother Chen: Briefing
Brothers! For months now, 
we’ve had an agent in the 
Founder’s council. Now it’s 
time to pull him out. On my 
orders, he liberated some 
very specific intel, and made 
his way to your safe house 
in the old Visitors Center. 
We’re debriefing him now, but 
Mokoena’s men are hot on his 
tail. I’ve sent a boat to extract 
you all you must protect him until we get all the 
intel. He knows too much; don’t let them take 
him alive! Mokoena’s men will shoot to kill! Hold 
out until the boat gets there!

10:19  A  Aquarium Exhibition Area and  
 Maintenance Bay

a Important Locations 
(Core Objective 1)

It is possible for suicidal Security forces to breach this 
deployment zone, dodging the turrets and taking a stand on 
the raised area behind the Command Post or behind your 
spawning point. Exercise extreme prejudice when attacking 
these annoyances.

CAUTION

MISSION TIME (COb 2): +12:00

MISSION TIME (COb 1): 08:00

a Optimal Class Numbers
 COb 1 COb 2

 Soldier [2] [3]

 Medic [2] [2]

 Engineer [3] [2]

 Operative [1] [1]

a Objectives (Resistance)
  a First Part

 Defend the Door

 Escort Core Objective Class Teammate

 Capture the Health Command Post

 Capture the Supply Command Post

 Construct the Atrium MG Nest

  a Second Part
 Stop the Agent

 Defend Lift Generator

 Capture the Health Command Post

 Capture the Supply Command Post

 Construct the Ramp MG Nest

 Construct the Lobby MG Nest

1
  Resistance Deployment Zone  

(Pt. 1): Maintenance Bay (Lvl. 2)

A Day 1: Getting answers
a Freeplay: aquarium  a SECURITY CaMPaIGN—Day 1: HOSTAGE RESCUE
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This Brink eGuide has a custom navigation system to allow you to easily find content within the eGuide and 
move between sections as you choose.

Enter keywords to find a 
specific word or phrase. 

A  HOW TO USE THIS EGUIDE

Within each eGuide section, all 
sub-sections are displayed for 

easy navigation. 

The main menu puts all of the 
eGuide sections for Brink at 

your fingertips. You can select 
the Menu button from any 

eGuide page to return to the 
main menu at any time.

Of course, you can also 
use the “page forward” and 

“return to beginning” icons to 
navigate through the eGuide. 

For any other questions about 
your eGuide, check out the 

help button. 
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A  FOREWORD

A Hail, Reader

About three years ago, we sat down to write the very first pitch document 
for Brink. It started off as a very blank piece of paper. We joked that it 
would be much easier if we could just leap into the future, buy the official 
strategy guide, and thus instantly comprehend every detail of Brink’s world: 
game design, gameplay, the maps, the weapons, the abilities, and the sights, 
sounds, and smells of the Ark.

While we had to make do the old fashioned way, you’ve now got the entire 
world of Brink at your fingertips. With simple flips of your powerful thumb, 
you can feast upon every particular of it, allowing you to formulate cunning 
tactics, stratagems, and ruses; to delve deep within the murky secret 
interiors of the gameplay; to raise an inquisitive eyebrow at the plot and 
backstory twists; and to devise expertly efficient routes through the maps 
and missions. 

Our goal for Brink always was to create a game accessible enough to be 
enjoyed by players who’d never (or only momentarily) tried online multi-
player, but still with the depth of gameplay and infinite replay possibilities to 
reward constant revisiting and experimentation. Easy to play, hard to master, 
endlessly rewarding, these were our watchwords. Also, SHOOTYBANG 
and RUNRUNRUN. Those were also our watchwords. And “topiary.” I’ll be 
honest; we’re not 100% sure what a watchword is. But this guide will tell 
you, along with many other things. 

I cannot even indicate with my outstretched arms how enormously cool it is 
to see this finished book. It represents such an insane amount of work, both 
by our team at Splash Damage and the good people at Prima. Kudos to ’em 
all—their dedication and smarts and general awesomeness are now laid out 
for you, right within these pages.

We hope you enjoy this book, and enjoy exploring Brink. See you online!

Ed “BongoBoy” Stern
Lead Writer, Brink
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A  a HISTORY OF THE ARK

A  The Last Refuge of Humanity

Briefing
Welcome to the Ark. Originally conceived as a model of sustainable living, reconceived 
as a luxury resort when the funding ran out, and finally repurposed as a floating 
refugee camp and last bastion of humanity in a ruined world, the Ark and its inhab-
itants exist in a precarious balance. Resources are in short supply, suspicions and 
conspiracy theories run rampant, and the Ark’s inhabitants are choosing sides. There 
are two sides to the story of the Ark, and neither one is telling the whole truth about 
their motivations to fight. Will you battle on the side of order to preserve the status 
quo, or on the side of anarchy to redistribute resources and carve your own place in a 
new society? 

a Phase 1: Ark City
In the 2010s, amid rising 
concerns at the rate of 
climate change, an interna-
tional consortium set about 
constructing a floating city 
called the Ark. Inspired by 
cutting-edge architectural and 
environmental concepts, the 
Ark was originally intended 
to be a totally self-sufficient 
living laboratory that would 
prove the principle of ecolog-
ically sustainable devel-
opment. The original design 
was a high-minded manifesto 
for a better life. 

Brink takes place in the year 2045 on an artificial mid-ocean habitat called the Ark. The Ark is not a 
single structure; it’s an archipelago of man-made floating structures, some several acres in area. It was 
originally built as an experimental self-sufficient habitat, but the rapid rise of the Earth’s oceans has cut 
the Ark off from all outside contact, leaving it a last refuge for survivors.

Crammed with the original Founders (and their descendents) as well as tens of thousands of refugee 
“Guests,” the Ark exists in total isolation from the rest of the world. Despite the Ark’s supposed sustain-
ability, the increasing demand for resources outpaces the Ark’s ever shorter supply. The delicate balance 
of power between the Ark’s competing social factions is about to explode into civil war. You must 
choose whether to side with the Resistance to escape the Ark, or join Security and preserve it.
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The colossal scale of the project meant 
construction moved at a snail’s pace while 
the fundamental structures of the Ark were 
established—with artificial atolls as temporary 
foundations and colossal pontoons as permanent 
bases. Early construction had to be largely in steel, 
using existing naval engineering techniques. Entire 
Bulk Oil Carrier hulls were up-ended and recycled 
as foundations. One structure was sponsored by 
an international charity devoted to publicizing the 
possibilities of cheap, recycled materials and was 
consequently made out of intermodal shipping 
containers. The result was practical and colorful, 
but looked more like a steampunk vertical slum 
than a clean and futuristic vision of the future. 
The reality of Ark development did not meet the 
public’s expectation of the clean, high-tech vision 
of the future promised by the Ark’s planners. 
Consequently, funding dried up and the Ark 
Consortium was forced to re-conceptualize.

a Phase 2: Luxury at Sea
The project was reconceived as a dual-purpose 
experimental habitat and luxury eco-tourism 
resort. From the rusty shipyard atmosphere of 
the Ark site rose the stunning Ark Tower. This 
radical surge in progress was made possible by 
the development of Arkoral, an architectural 
building material derived from genetically modified 
coral. Ark scientists developed further electro-
deposition techniques to grow new watertight 
hulls by passing current through metal mesh 
screens, causing calcium and silicon compounds to 
accumulate into a watertight wall.

The reinvention of the Ark as a “ten star hotel” 
was a mixed blessing for the project. Although 
this repurposing was denounced by some original 
consortium members as a betrayal of the project’s 
original goals, the new luxury resort incarnation 
of the Ark attracted huge publicity and endless 
celebrity visits, and generated much-needed 
further financing. There was some resentment of 
the well-heeled celebrity “guests” by the estab-
lished research and administration crew, but 
the newcomers brought badly needed financial 
stability. However perfunctory their visits, even 
if their stays lasted no longer than their photo 
ops, their wealth kept the Ark project afloat and 
growing. 

a Phase 3: The Ark, The Answer
By the late 2030s, global warming was a reality. 
The sea was rising. Coastal and littoral regions 
were increasingly inundated, water tables 
were contaminated by marine salination, entire 
populations had to be evacuated and re-housed. 
Increasingly scarce resources exacerbated social 
tensions in almost every nation. As steel costs 
skyrocketed, the emphasis of the Ark shifted 
again to a research and development facility, 
developing sustainable (and highly marketable) 
technologies that would help humanity survive a 
globally warmed future. Additional islands were 
added to the Ark complex to serve as experi-
mental science labs.

Whatever the original visionary theories, the Ark 
had to work in practice. The Ark’s population 
swelled to include the ranks of mechanical and 
electronic engineers, civil and naval architects, 
materials experts, and construction workers that it 
needed to expand. 

The Ark was only ever intended to sustain a limited 
population—a few thousand at most. Other than 
the Ark Consortium headquarters, there was a 
small permanent administration staff, a long-term 
temporary army of construction workers, and 
a rotating population of several hundred visiting 
scholars, scientists, and students on a variety of 
sponsored scholarships, bursaries, and internships 
mainly dealing in marine biology, waste management, 
construction techniques, resource conservation etc.

However, the catastrophic sudden sea rises in the 
2030s caused a sudden influx of refugees, many of 
them highly qualified scientists, but all in desperate 
need. Almost overnight, the Ark’s population 
increased a hundredfold. New islands were 
constructed in extreme haste to house the Ark’s new 
guests. Even so, many had to be turned away, and 
one hastily constructed refugee Accommodation 
Island capsized and sank with terrible loss of life.
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